[image: ]
CHANGEMAKERS: CREATIVITY AND VALUE IN CREATION.
Assessment 2: Poster & Pitch













MODULE: BMP5014
STUDENT: Samantha Rendall-Dillon
ID: 2431395
LECTURER: Brian Mashumba

[image: ]CONNECT: Find Your People. Find Your Place.
PITCH.
Imagine being a young person who has finished school for the day but has nowhere to go. You may have friends online, but that does not necessarily mean you feel connected in real life. You may want to try something new, but not know where to go or who to go with. For previous generations, youth clubs and community spaces often provided somewhere to meet friends, develop interests and spend time safely. However, access to youth provision has declined considerably.
Research by the Department for Culture, Media and Sport found that 95% of local authorities reduced real-terms spending on youth services by at least 25% between 2011 and 2021, while the average number of youth clubs supported by individual authorities fell from 14 to eight (DCMS, 2024a). At the same time, the Community Life Survey found that 9% of 16–24-year-olds in England felt lonely often or always in 2024/25 (DCMS, 2025).
This is the problem that CONNECT aims to address.
CONNECT is a youth-led network of local community hubs supported by a dedicated mobile application. Its central idea is simple: use technology to get young people off the app and into real communities.
The app would allow young people to discover activities happening locally, choose events according to their interests and age group, book places and receive reminders. They could also vote on future activities and provide feedback. However, the app is not the intervention itself. It is the bridge between young people and opportunities for face-to-face interaction.
This distinction is important. The intention is not to encourage more screen time, but to use technology to overcome one of the barriers to participation: not knowing what is available locally.
Recent research commissioned by DCMS found that social connection is particularly important when considering loneliness and isolation among young people, with in-person relationships and participation in activities providing important opportunities for connection (DCMS, 2026). CONNECT therefore creates a pathway from discovering an activity digitally to participating socially in the real world.
The physical hubs would use existing community facilities such as community centres, libraries and suitable faith or community halls. This could make the model more affordable and adaptable than building entirely new youth centres. It also reflects the principles of community development, where local resources and participation can be brought together to strengthen communities rather than relying entirely on externally provided services (Ledwith, 2011).
The activities would be deliberately varied. A CONNECT hub might offer sport, dance, boxing or fitness; another week could involve cooking, first aid, DIY or money skills. Creative sessions could include photography, music, film-making and DJing. There could also be film nights, gaming, quizzes and social events. Guest speakers could include local artists, athletes, entrepreneurs, emergency-service workers or people with interesting life experiences.
The purpose is not simply to keep young people busy. Youth work has traditionally placed importance on relationships, informal learning, activities and creating environments where young people can participate and develop their interests (Jeffs and Smith, 2010). CONNECT builds on these principles while adapting them to a contemporary environment in which young people already use digital technology to organise much of their social lives.
The intervention would initially focus on young people aged approximately 12–16, particularly those who may experience loneliness, have limited local opportunities, lack confidence in joining existing groups or simply want to meet new people and develop new interests. However, CONNECT would be designed as an inclusive and universal service rather than requiring young people to identify themselves as lonely or vulnerable.
This is important because labelling young people as having a problem could itself become a barrier to participation. Instead, CONNECT would promote positive experiences that can potentially improve social connection, confidence, skills and belonging.
There is evidence to support the wider principle. DCMS research into youth provision found associations between participation in youth activities and outcomes including education, employment, mental health and life satisfaction (DCMS, 2024b). Health promotion also emphasises the importance of identifying needs, involving communities and designing interventions that encourage people to participate in healthier environments and behaviours (Ewles and Simnett, 2003).
CONNECT therefore represents a preventative health and wellbeing intervention. It would not replace mental-health services, social workers or other professionals. Instead, it would provide an accessible community opportunity for connection and, where appropriate, signpost young people towards more specialist support.
Youth participation is another central feature. CONNECT would establish a Youth Panel that would influence the activities offered, opening times, app features, venue design and future development. Young people would be able to vote on activities and suggest new ideas.
This reflects a wider shift towards involving young people in decisions that affect them. The government's Youth Matters strategy was developed with more than 14,000 young people and emphasises connection, empowerment, opportunities, health and young people's ability to shape their communities (DCMS, 2025b). CONNECT would apply this principle at local level rather than simply designing a service for young people without them.
The concept also fits particularly well with the current London context. In July 2026, the Mayor of London announced more than £30 million of investment to support at least one late-night youth club in every London borough. The programme aims to provide safe spaces, activities, trusted adults and opportunities for young Londoners aged 14–24, while emphasising meaningful youth involvement in shaping provision (Mayor of London, 2026). CONNECT could complement this direction by providing an additional digital coordination layer connecting young people with existing and newly expanded youth provision.
Safeguarding would be fundamental.
Because children and young people would use the application, CONNECT would need to comply with appropriate data-protection and safeguarding requirements. The ICO's Children's Code includes principles such as high privacy by default, data minimisation and careful management of geolocation for online services likely to be accessed by children (ICO, 2026). CONNECT would therefore avoid unnecessary personal data collection, public profiles and stranger-to-child messaging, while limiting location information and providing clear mechanisms for reporting concerns.
Physical hubs would require appropriate safeguarding policies, safer recruitment, relevant DBS checks, trained youth workers and volunteers, health and safety procedures and clear reporting arrangements. Working Together to Safeguard Children emphasises the importance of effective multi-agency working across organisations that come into contact with children (Department for Education, 2023).
Professional involvement would therefore be important. Youth workers could facilitate sessions and provide trusted relationships; schools and colleges could promote the service; local authorities could help with venues and funding; community organisations could provide activities; and health and social-care professionals could provide appropriate advice and signposting where a young person requires additional support.
CONNECT would be implemented initially as a 12-month pilot. The first stage would identify local needs and consult young people. This would be followed by co-design with young people and community partners, development of the minimum viable app, venue preparation and safeguarding planning. The pilot would then launch in selected London communities before being evaluated and potentially expanded.
Promotion would take place through schools, colleges, youth workers, community organisations, QR codes, social media and youth ambassadors. Parents and carers could also be engaged through schools and community networks. This is important because reaching socially isolated young people may require more than simply putting an app into an app store.
There would also be challenges. Funding, suitable venues, safeguarding, digital exclusion and engaging young people who are already isolated could all affect the success of the intervention. CONNECT would therefore need strong partnerships and continuous feedback. It should also recognise that an app cannot solve loneliness on its own.
Success would be measured through attendance, repeat participation, activity preferences, satisfaction and self-reported feelings of connection and belonging. Qualitative feedback from young people and youth workers would be combined with quantitative participation data. This would allow the programme to identify which activities are working and adapt the service before considering wider implementation.
Conclusion
Ultimately, CONNECT is innovative not because it has invented either a youth club or an app. Its innovation lies in combining digital discovery, existing community spaces, youth participation and face-to-face activity into one flexible model.
The aim is to create places where young people can meet others, develop skills, discover interests and feel that they belong.
Because young people need more than somewhere to go.
They need somewhere they can belong.
CONNECT – Find your people. Find your place.
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A youth-led network of local community hubs using technology to turn digital

connection into real-world connection.

Loneliness is not simply about being alone. For young people, a lack of meaningful
social connection can affect wellbeing, confidence and participation. Research
suggests that young people who meet friends in person more frequently are less
likely to experience chronic loneliness (DCMS, 2026). CONNECT responds by
creating regular opportunities for young people to meet, participate and develop

relationships within their own communities.
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HOW WILL WE SPREAD THE WORD 2

CONNECT would be promoted through schools and colleges, youth workers, community organisations, local
authorities, social media and QR codes displayed in community venues. Young people could become CONNECT
ambassadors, encouraging peers to attend. Parents and carers would also be engaged through schools and

community networks.
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opening times, app features, venue
design and much more.

The app makes local opportunities
easier to discover, increases
accessibility and allows young
people to influence the programme
through voting and feedback.
Technology therefore supports
participation rather than replacing
face-to-face interaction.
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High privacy by default
Minimum personal data
Limited location information
No public profiles

No stranger messaging

No targeted advertising
Clear reporting
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CONNECT aims to increase opportunities for
social interaction, participation and belonging.
Success would be measured through attendance,
repeat participation, activity feedback and self-
reported feelings of connection and wellbeing.
The pilot would identify which activities work best
and use the findings to improve and expand the
model.
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Safeguarding policies

DBS checks & safer recruitment
Trained youth workers

Health and safety procedures
First aid & emergency plans
Child protection procedures
Complaints & reporting

Department for Culture, Media and Sport (DCMS) (2025) Community
Life Survey 2024/25: Loneliness and support networks. Available at:
https://www.gov.uk/government/statistics/community-life-survey-
202 ublication/community-life-survey-202425-

etworks (Accessed: 6 August 2026).

6 August 2026).

IMPLEMENTATIDN JOURNEY

DISCOVER - Identify need & consult young people
CO-DESIGN - With young people & partners
BUILD - App & community hub partnerships
PILOT - Launch in selected London areas
EVALUATE - Measure impact & improve

SCALE - Expand successful hubs & activities

WHO DELIVERS CONNECT 2

CONNECT would bring together young people,
youth workers, community organisations,
schools and colleges, local authorities and
suitable community venues. Existing spaces
such as community and faith halls could
provide affordable local hubs, while youth
workers and trained volunteers would support
activities and safeguarding.





