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Tucked away in a 19th-century Madrid
slaughterhouse — which was stripped down a
few years ago and reborn as a government-run
space for the creative industries — Factoria
Cultural (the Culture Factory) is probably the
most densely packed and (arguably) hard
working of all the creative businesses sited
within its vast brick spaces. There are 120
individuals crammed into its award-winning,
multifunctional and low-budget interior,
ingeniously wrought from wood and plastic
by Madrid-based architect Angel Borrego.
Launched in 2014 by Sandra Stuyck, Lucia
Ybarra, Rosina Gémez-Baeza and Antonio
Bazan, the Factoria Cultural (FC) is both
incubator space and school. Its mission is to
hothouse the talents of entrepreneurs aged
20-50 in a combination of six months of
on-site training, collaborating and mentoring,
while also offering shorter, highly focused
courses to the wider creative community.
There are two open calls a year; the
themes and numbers are dictated by the public
and private sponsors that fund each individual
round. A typical open call may be for 60
individuals or practices, working across design,
fashion, cultural tourism, architecture and
new media. This autumn there is a particular
focus on food, looking at distribution,
transportation and production, through the
lens of urban sustainability. The successful
applicants are given desk space at the FC, and
three months of classes, which might cover
everything from pitch development to digital
marketing, supplemented with one-to-one
mentoring from relevant industry figures.
For the second half of the programme,
a project is set to be completed by the end
of the six months, when all the ‘viveristas’,
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as the FC entrepreneurs are dubbed, have to
pitch their ideas to a roomful of professionals
from the relevant sectors.

To bring in extra funds for the incubator
programme, there is a year-round Factoria
Escuela (school), with a growing faculty of
diverse industry specialists who offer courses
of anything between four hours to 20 hours.
This aspect of the FC is being expanded this
September with a new ‘masters’ programme,
albeit with study concentrated into five
months rather than the usual year or two (two
days a week, it is designed to run concurrently
with a day job). There are four ‘masters’ topics
for this initial launch, including Creativity in
the Professional Field (how to apply design
thinking and methodologies to your job), and
Digital Transformation (adapting existing
businesses to the digital world).

FC is now in expansion mode. Last year
it opened up an outpost in Murcia, covering
the same broad spectrum of design fields as
the Madrid original. Game design has become
a major focus in FC’s evolution — and
Playstation is a huge supporter. Now three
other FC outposts are launching focused on
game design: one has launched in Seville, one
in Malaga, and a new one is due to open in
Hospitalet, just outside Barcelona.

The outcomes for those who pass through
the FC vary, from emerging with a honed,
market-ready project, to refining and improving
businesses to meet the requirements of
today’s digital consumers. But the networking
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the many consultants and businesses that
offer the Factoria their expertise. m
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