tc;gg:liepde:: Union EMPBWER
THE EMPOWER TOOLKIT

Activities for strengthening
ENTRECOMP competencies

@ @ Funded by the European Union. Views and opinions expressed are however those of the author(s) only
@ and do not necessarily reflect those of the European Union or the European Education and Culture

Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.



INTRODUCTION

THE ENTRECOMP FRAMEWORK

EntreComp is the European Entrepreneurship Competence Framework developed by the European Commission that explains what is
meant by an entrepreneurial mindset. It offers a comprehensive description of the knowledge, skills and attitudes that people need to be
entrepreneurial. It defines entrepreneurship as “The capacity to act upon opportunities and ideas, and transform them into value for
others. The value that is created can be financial, cultural or social.”

It is a valuable framework that can be adapted for use in different settings and with different farget groups.

EntfreComp is a framework of 15 entrepreneurship competences that are grouped into 3 competence areas:
Ideas and Opportunities, Resources and Into Action.

Within each of the 15 competences are a number of different
what the particular competence really means in practical terms. To see an example check here.

Source: Luxembourg: Publications Office of the European Union, 2018
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https://ec.europa.eu/social/main.jsp?catId=738&langId=en&pubId=8201&furtherPubs=yes

INTRODUCTION

THE ENTRECOMP FRAMEWORK

Additional information available here.
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INTRODUCTION

HOW TO USE THE ACTIVITY CARDS?

This EMPOWER toolkit aims to equip trainers with the knowledge and ideas for activities with the aim to support migrant women on their
path of personal and professional development. Activities are created with the intention to create a positive impact on migrant women for
their future, and focus on strengthening their entrepreneurial competences, providing support in their careers as well as personal journeys to
active participation, empowerment and fulfilment.

This toolkit provides a collection of different activities for strengthening ENTRECOMP competencies in all three areas: Ideas and
Opportunities, Resources and Into Action. Each activity is presented on a set of 2 to 6 cards (slides) with a short description, instructions for
preparation and implementation, time and materials needed and additional information.

Preparing to implement the activities from the toolkit:

e  Firstly, check the entire toolkit fo get the idea of the activities included.

e  Select the area (Ideas and Opportunities, Resources and Into Action) and specific competency/competencies you would like to
strengthen.

OR
Select the activity or activities that you find suitable to include in your training.
Read the description and instructions for the chosen activity.

Prepare for the implementation of the activity and adjust it if possible and necessary for your target group.
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ENTRECOMP - IDEAS AND OPPORTUNITIES: SPOTTING OPPORTUNITIES 1

FUN FACTS EXCHANGE

Short description
of the activity

The purpose of this activity is to encourage knowledge-sharing, engage participants in light hearted
conversations, and provide an opportunity for people to learn new and fascinating information.
Participants take turns sharing their chosen fun facts, which can cover a wide range of topics including
science, history, nature, pop culture, sports, and more.

Goals

The objective of this activity is fo facilitate interaction, promote team building, and create a positive
and engaging atmosphere by sharing interesting and fun facts about each other.

Main competency

Spotting opportunities

Other Creativity

competencies

Time 50 minutes

Materials e  Sticky notes or small pieces of paper

° Pens or markers

Preparation

Additional
information

Adjust the duration of the activity based on the number of participants and available time. Additionally,
you can add variations to the activity, such as allowing participants to guess who shared each fun fact
or organizing thematically related facts for discussion.

Source/Additional
resources

/
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ENTRECOMP - IDEAS AND OPPORTUNITIES: SPOTTING OPPORTUNITIES 1

FUN FACTS EXCHANGE - INSTRUCTIONS

1. Introduction (5 minutes):
o  Gather all the participants in a comfortable seating arrangement.
o  Welcome everyone and explain that the purpose of this activity is to learn interesting and fun facts about each other.

2. Fun Fact Creation (10 minutes):

o  Distribute sticky notes or small pieces of paper and pens/markers to each participant.

o  Instruct participants to write down one or two unique and interesting facts about themselves on separate sticky
notes/papers. These facts can be related to hobbies, achievements, travel experiences, or any other engaging aspects of
their lives.

o  Encourage participants to be creative and think of facts that are not commonly known.

3. Fact Exchange (20 minutes):

o  Explain that participants will take turns sharing their fun facts in a random order.

o Instruct each participant to come to the front of the room, introduce themselves, and share one of their fun facts.

o  After sharing their fact, the participant will stick their note/paper on a designated display area, such as a whiteboard or
wall.

o  Repeat the process until all participants have shared their facts.

o  Encourage the audience to show appreciation for each fact shared, such as applause or positive comments.

4. Fact Reflection (10 minutes):

o  Facilitate a group discussion after all the facts have been shared.

o  Ask participants to reflect on the facts they learned about each other.

o  Encourage participants fo mention any surprising, interesting, or common experiences they discovered during the activity.

o  Foster an inclusive and supportive environment where participants can share their thoughts and reactions.

5.  Wrap-up (5 minutes):

o  Thank all the participants for their active participation and openness in sharing their fun facts.

o  Highlight the value of getting o know each other on a deeper level and fostering a positive team dynamic.

o  Transition smoothly info the next agenda item or activity.
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ENTRECOMP - IDEAS AND OPPORTUNITIES: SPOTTING OPPORTUNITIES 2

LOOK AROUND

Short description
of the activity

Ask the learners to look around in their own ordinary-day and to “scan” the word to identify problems,
unmet needs, challenges that need to be addressed

Goals

Spotting opportunities for value creation

Main competency

Spotting opportunities

Other Creativity

competencies

Time 60 minutes

Materials Print the table in the next slide
Preparation /

Additional /

information

Source/Additional
resources

Source: EntreComp Playbook. Entrepreneurial learning beyond the
classroom.
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LOOK AROUND

At home

Outdoor

At work

Af ...

It is not easy

It is not
comfortable

It is not cheap

It is not ecological

It is not nice

Itis not ...

ENTRECOMP - IDEAS AND OPPORTUNITIES: SPOTTING OPPORTUNITIES 2

[ DEAsAND
oPPORTUNITIES
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ENTRECOMP - IDEAS AND OPPORTUNITIES: SPOTTING OPPORTUNITIES 2

LOOK AROUND: AN EXAMPLE

At home

Outdoor

At work

At ..

It is not easy

Sharing one TV will
all other members
of the apartment

Finding a free place
to park the car

It is not
comfortable

Reading a book in
the living room
while my kids are
making noise

Reading a book in
winter season

Sharing the coat
hangers with
colleagues

It is not cheap

Preparing dinner
with fresh fish

Renting a bike just
for 1 hour

Having lunch at the
cafe at the first
floor

It is not ecological

Using so much
plastic for water

Using plastic cups

It is not nice

It is not ...
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ENTRECOMP - IDEAS AND OPPORTUNITIES: SPOTTING OPPORTUNITIES 3

WORST POSSIBLE IDEA

Short description of | The Worst Possible Idea method is a fun and effective ideation icebreaker technique. However, your team
the activity may also very likely be able to extract and come up with amazing ideas from really bad ideas. The Worst
Possible Idea is a lateral thinking method which is very much about standing back, looking at the big
picture, and understanding concepts. It also requires that you focus on the parts that have perhaps been
overlooked, challenging assumptions, and seeking alternatives. This method of the Worst Possible Idea
produces novel combinations or completely new ideas.

Goals ° Generating a no-judgement environment where ideas (even ridiculous ones) can flow freely
° Guide participants through a quick process of ideation and possible social innovation

Main competency Spotting opportunities

Other Creativity

competencies

Time 30 minutes ‘

Materials ° Whiteboard/ flipchart & markers <
° Paper (or notebook/ journal), markers/ pens @

Preparation Think of different ideas for a point of view/ problem statement that will guide the activity. These should be
relevant to the local needs of the people you are working with and could relate to concepts of sustainable
living e.g. waste, transport, energy, food.

Additional The intention is not to descend into toxic or gratuitously offensive concepts (the facilitator will need to use
information their judgement to keep the ideation session happy and healthy) but to escape constraints by opening the
mind.

Source/Additional See another example: https:
resources

I 30 YN
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https://spin.atomicobject.com/2022/06/09/brainstorming-worst-possible-idea/

ENTRECOMP - IDEAS AND OPPORTUNITIES: SPOTTING OPPORTUNITIES 3

WORST POSSIBLE IDEA - INSTRUCTIONS

1.

1.

First, define your challenge, goal, or problem statement. Suggestion: phrase your statement starting with "How Might We...?".
For example, this statement: “How might we feed school children healthy lunches for free?”

The facilitator asks the participants to come up with the worst possible ideas they can think of. There should be permission given to revel in
unusable, impractical, stupid or foolish ideas; ones that are nonsensical, ridiculous, incorrect, mismatched, and against known best-
practices, laws or guidelines.

You can do this as a collective brainstorm session, or you can ask all participants to write down their worst ideas individually—this method
is called Braindumping. You could also use the Brainwriting method, where each participant fills out idea cards/papers with their worst
possible ideas for 3-5 minutes and then passes on the idea card to another participant, who elaborates on their worst possible ideas, and
so forth.
a. As the facilitator, be sure to push your group to generate extremely bad ideas! This will help get participants laughing and re-
engaged.
b. The technique includes generating as many terrible ideas as possible. It includes listing the attributes of the worst ideas.
Investigate which attributes of the ideas make them really bad.

Once the participants have generated a list of their worst ideas, you as the facilitator should challenge the group to turn those horrible
ideas into good ones. They can either consider the ideas’ opposites or look for aspects within the terrible ideas that might inspire a good
one. Or, you can consider simply removing the worst attribute and replacing it with something else. Mix and match different bad ideas, and
see what comes out.

CONCLUSION: The activity promotes confidence and collaboration among participants and allow them to relax and feel encouraged to
adopt a radically different approach. For the purpose of stimulating a social entrepreneurship mindset it helps them to visualise that even
bad ideas can be transformed in good one and have the potential of making a positive social impact.

“See how seeds of wisdom grow from even the most “toxic” soil. ~
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https://spin.atomicobject.com/2018/12/12/how-might-we-design-thinking/

ENTRECOMP - IDEAS AND OPPORTUNITIES: ETHICAL & SUSTAINABLE THINKING

LIFECYCLE MAPPING

Short description
of the activity

This activity will help participants fo develop the ability to think about the full life of the things that we use in our
daily lives and set the groundwork for being able to redesign systems. Everyday objects are fascinating in their
complexity and this helps us conceptualize the way the linear system works and how to start making the
products we use more circular.

Goals

° Help participants to understand how design affects the life cycle of products
° Think about designing things better to reduce their impact

Main competency

Other
competencies

Ethical & Sustainable thinking

Spoftting opportunities
Mobilising resources

Time

30-45 minutes

Materials

o Scrap paper, pens/markers
° Video player (see resource below)

Preparation

Optional: print the activity template

Additional
information

Life Cycle mapping can help to identify the different stages of making a product from the inifial extraction of
raw materials to the final point of purchase. This can show where the highest environmental or social impacts
occur - the stage in a product’s life that is particularly resource intensive or polluting - and help to consider how
different design options or approaches for that stage of the lifecycle can reduce those impacts.

It may help the students to watch this video showing the life cycle of a t-shirt here

Source/Additional
resources

https://medium.com/@karenyungiuli/lifecycle-a-simple-service-design-mapping-technique-69bdec645ad6é6
STEP Institute (2023) - Erasmus+ REACT project: https://amsterdam.impacthub.net/program/react/
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https://youtu.be/BiSYoeqb_VY
https://medium.com/@karenyunqiuli/lifecycle-a-simple-service-design-mapping-technique-69bdec645ad6
https://amsterdam.impacthub.net/program/react/

ENTRECOMP - IDEAS AND OPPORTUNITIES: ETHICAL & SUSTAINABLE THINKING

LIFECYCLE MAPPING - INSTRUCTIONS

Divide participants into small groups (3-6 people)
2. To make it more tangible, ask the groups to choose an everyday object that is present in the classroom. Some suggestions include e.g.
denim jeans, rain jacket, water bottles (plastic, metal), pens, mobile phones.
e Idedlly you should choose an object of which you have more than one in the classroom, in different variations.
Make sure each group has a large piece of paper, as well as one example of the everyday product that has been chosen.
2. Review the five life cycle stages:
e  Material extraction
e  Manufacturing
e  Packaging + transportation
° Use
e  End-of-life

1. Each group will document the enftire life cycle of the product, from start to finish. Some groups might draw a picture, others may write

lists.

Groups can use the activity femplate and the internet to research how things are made. There should be a fime limit of 15-20 minutes.

3. Start your life cycle map with the list of materials you need and find out how they are exfracted and processed. Use the Infernet to
research this, or make some good guesses! When you get to the end of life, think through all the possibilities such as landfill, littering
and recycling. How likely are they?

4. When the groups complete their maps (in whatever way they end up), everyone will share what was discovered about their product’s life
cycle.

5. Discuss which end of life option is the best and why - it may be more complicated than everyone expects!

e How many different materials go info making up each individual product?

How many different people and jobs go info making up each individual product?

How does this change the way you think about this everyday object?

What is the likelihood of it being recycled now that you understand how it was made?

As a customer of these goods, what could you do to make better choices?

How could it be redesigned and/or created differently to reduce its negative impact?

—_

—_

N
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ENTRECOMP - IDEAS AND OPPORTUNITIES: ETHICAL & SUSTAINABLE THINKING

LIFECYCLE MAPPING - WORKSHEET

Material Extraction

Manufacturing

Packaging + transportation

Use

End of life
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ENTRECOMP - IDEAS AND OPPORTUNITIES: CREATIVITY 1

DISNEY’S CREATIVE STRATEGY

Short description of the
activity

Walt Disney’s strategy, later identified and modeled by NLP expert Robert Dilts in 1994, is known as the Disney
method for turning dreams info reality. This technique involves a group of people using a particular train of
thought, which promotes parallel thinking. This approach helps generate, evaluate, critique ideas and solve
problems. Although the technique was not developed solely by Walt Disney, it effectively bridges the gap between
imagination and reality. The creative process unlocks the potential of the mind, allowing one to dream and
generate unexpected ideas and solutions to existing problems. However, it is important to note that these solutions
may not always be applicable in reality or as part of a strategic plan. Therefore, one of the benefits of Disney’s
creative strategy method is the balance between the dream realm and the practicality of reality, allowing for a
viable framework.

Goals

Bridging the gap between imagination and the constraints of reality, allowing for sustainable plans and solutions
that can be successfully implemented. The purpose of this method is to stimulate the generation of fresh ideas,
foster the exploration of unconventional solutions, cultivate both creative and critical thinking skills, and promote
the dynamics of team development.

Main competency

Other competencies

Creativity
Vision
Valuing ideas

Time

45-90 minutes

Materials

Three tables (each table has a specific card: Dreamer, Realist, Critic), display.

Preparation

This activity can be performed in a group, if there are more than 10 people in the group, the trainer can divide into
two groups of participants. Prepare a presentation in advance.

Additional information

For a better understanding of this method, the trainer can prepare a short presentation (2-3 slides) with key points,
such as questions to help participants think through the 3 thinking strategies (dreamer, realist, critic). Take 20
minutes for each reflection strategy

Source/Additional
resources

Source:
Disney’s Creative Strategy: The Dreamer, The Realist and The Critic - Designorate

Creative Thinking: Disney’s Creative Strategy (visual-paradigm.com)

How To Brainstorm Using Disney’s Creative Strategy (better-teams.com)

Co-funded by
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https://www.designorate.com/disneys-creative-strategy/
https://online.visual-paradigm.com/knowledge/disney-creative-strategy/what-is-disney-creative-strategy/
https://better-teams.com/how-to-brainstorm-using-disneys-creative-strategy

ENTRECOMP - IDEAS AND OPPORTUNITIES: CREATIVITY 1

DISNEY’S CREATIVE STRATEGY - INSTRUCTIONS

1. The frainer informs the participants that the Walt Disney Method serves as a creative development technique. This method
encourages participants to approach the task from three different perspectives: the dreamer, the realist, and the critic. By
taking these different roles, participants can explore different aspects of the task and increase their creaftivity in the process.
Example: https://www.youtube.com/watch?v=PqrfDs4BN9k
1. Tobegin, the trainer invites the participants to join the "Dreamer” table. At this stage they are invited to open their imagination
and come up with the most unusual ideas for creating their own business. The trainer provides support and guidance to help
participants create exciting and inspiring dreams for their entrepreneurial endeavors. Participants are recommended to write
down their ideas on paper in order to capfure and save their creative thoughts.
For the best performance, the frainer suggests a series of questions fo help formulate ideas and reflections: 4
° What are our desires?
° What comprises the solution?
° How can we envision the remedy?
° What advantages arise from implementing this resolution?

L3
1. The trainer asks the participants to tfake a seat at the "Realist” table. At this point, participants are asked to bring common @
sense and strategies to the forefront fo create a business. They are asked to justify their initial fantasy ideas and find more d
practical and rational solutions that match reality and opportunity. Participants should try to identify realistic steps and actions
that can be faken to turn the dream of starting a business into a realistic endeavor. It is important fo write these refined ideas
down again on paper fo capture the insights gained in this phase.
Examples of questions that a trainer can suggest to participants:
How can we manifest this idea into reality?
What is the implementation strategy for this idea?
What is the expected timeline for the implementation of this idea?
What criteria can be used to evaluate the effectiveness of this idea?

Co-funded by
the European Union



https://www.youtube.com/watch?v=PqrfDs4BN9k

ENTRECOMP - IDEAS AND OPPORTUNITIES: CREATIVITY 1

DISNEY’S CREATIVE STRATEGY - INSTRUCTIONS

4. Then the participants sit down at the "Critic” table. Here the frainer asks them to carefully analyze and evaluate all the ideas they have
heard. In the crifique process, participants should ask themselves a number of questions, such as:

What potential challenges or drawbacks could arise from this business creation idea?

Are there any crucial elements missing from the plan?

Do all the necessary resources, such as financial, human, and material assets, exist to successfully implement the proposed idea?
Are there any specific limitations or barriers that might hinder the implementation of this idea?

What weaknesses or vulnerabilities can be identified in the current plan?

What modifications or adjustments are necessary to ensure the plan’s viability and success?

5. When participants have completed their reflections at the “Critic” table. The team can return to the "Realist” role for a second round,
and then return to the "Critic” for another round of feedback (this serves to better elaborate ideas and thinking).

Conclusion:

Disney's creativity strategy offers a valuable approach that can be used individually or applied effectively in coaching the development
of both individuals and teams. This strategy involves three distinct phases of thinking about ideas. Each stage represents a unique style
of thinking, so it is important to follow the established sequence:

Dreamer: This stage focuses on developing creativity by generating and sharing innovative ideas and solufions.
Realist: Here the focus shifts to reality and figuring out how to translate an idea into a practical plan of action.

Critic: The goal of this stage is to identify all the shortcomings of the idea and eliminate them in the final plan or, conversely, to
abandon the idea completely.

To achieve true and significant creativity, one must possess a combination of three key elements: the capacity to dream big, the ability
to approach things pragmatically, and the power to critically evaluate the outcome. Therefore, a successful creative process requires all
three functions to be fulfilled.

= S
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ENTRECOMP - IDEAS AND OPPORTUNITIES: CREATIVITY 2

THIS "N THAT

Short description of
the activity

Creativity is connecting things. This activity gives your creative mind a workout with a simple concept: mash-up. The
more you do this, the better you’ll get at one of the fundamental skills that lead to new ideas, combining elements.

Goals

To strengthen the ability to think outside of the box
To foster original concept

To cultivate problem solving

To encourage innovative connections and association.

Main competency
Other competencies

Creativity
Self-awareness and self-efficacy
Valuing ideas

Time 30-45 mins
Materials Blank paper
Blank flashcards
Pens / markers
Laptop or mobile phone with internet (optional)
Preparation Facilitators: prepare blank flash cards, where participants can write on their ideas.
Optional: Check this website: https://davebirss.com/thisnthat-creativity-exercise/ It is a simple online tool that helps
define random objects that can form the basis of the creative combination.
Additional /
information
Source/Additional Tweaked the idea (to fit more with Empower project) from this website: https://toolbox.hyperisland.com/this-n-that
resources
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ENTRECOMP - IDEAS AND OPPORTUNITIES: CREATIVITY 2

THIS "N THAT
INSTRUCTIONS:

1.Give each participant 4 blank flashcards each. Ask them to write 4 random everyday objects on it. Collect and mix all
cards . Each participant should pick 2 cards from the pile. Keep the remaining cards and lay them on a table,
revealing the objects written on it. **Option: go to https://davebirss.com/thisnthat-creativity-exercise/ to generate 2
random objects.
2.Ask the participants to come up with 2 different products from combining the objects they picked. Can be anything.
Can be silly or really useful. You can prompt them by starting with: “If you are to invent something”. Participants may
opt to change 1 card if they need to, and choose from the remaining cards on the table.

*If using DaveBriss generator, Participants can click “go again” button until they find 2 objects they

think are #
workable for them.

3. Participants may write or draw the ideas / products they come up with. Whatever works better for them. @

4. If you are working with a team, the activity can lead to a round of sharing of ideas. An interesting way to spice up

ideas sharing is to ask participants to select their best and worst ideas. When they present to the group they should
NOT say which, in their opinion, was the best and worst idea. This can help them to explore the ideas we sometimes
discount as bad or crazy ideas - and these could be ideas which others see potential to develop further.

5. Closing with Reflection. We recommend closing the activity with a simple reflection activity in which all participants
can reflect upon their insights about how they felt undertaking the activity, and what insights emerge around
creativity and the creative process

Co-funded by
the European Union
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ENTRECOMP -

IDEAS AND OPPORTUNITIES: CREATIVITY 3

MIND MAPPING

Short description
of the activity

"Mind Mapping" is an activity that involves visually organizing and representing information in a
hierarchical and interconnected manner. It is a powerful tool for brainstorming, problem-solving,
planning, and organizing thoughts or ideas.

Goals

Mind mapping is a versatile and effective activity that helps individuals visually organize and connect
ideas, facilitating brainstorming, planning, and learning processes. It provides a powerful framework for
exploring and communicating complex information in a structured and intuitive way.

Main competency

Other
competencies

Creativity

Working with others
Taking the initiative

Time

40-50 minutes

Materials

Pen and paper, whiteboards, or dedicated software tools that offer additional features such as color-
coding, attachments, and collaboration options.

Preparation

/

Additional
information

Mind mapping is a flexible activity that can be adapted to various purposes. Whether you're planning a
project, organizing your thoughts, or exploring a complex topic, mind mapping can be a valuable tool to
enhance your thinking process.

Source/Additional
resources

25 B8
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ENTRECOMP - IDEAS AND OPPORTUNITIES: CREATIVITY 3

MIND MAPPING
INSTRUCTIONS:

1. Select a topic: Choose a topic that you want to explore or clarify. It could be a project, a problem, a goal, or any
subject you find interesting.

2. Get a blank sheet of paper or use a mind mapping software: You can use a large sheet of paper and colored
markers or try one of the many mind mapping software tools available online.

3. Write down the central idea: Start by writing the central idea or the main topic in the middle of the page. Use a
single word or a short phrase that captures the essence of your topic.

4. Generate branches: From the central idea, draw branches outward in different directions. Each branch represents a
subtopic, an ideq, or a question related to the main topic. Label each branch with a word or a short phrase.

5. Explore sub-branches: For each branch, you can further extend the map by creating sub-branches. These sub-
branches can be used to delve deeper into specific aspects, add supporting ideas, or make connections between
different concepts.

6. Use keywords, images, and colors: Instead of writing long sentences, use keywords, images, symbols, and colors to
represent ideas and make your mind map visually appealing. This stimulates both the logical and creative aspects of
your thinking.

7. Make associations: As you create your mind map, look for connections and associations between different branches.
Link related ideas together by drawing lines or using arrows.

8.Review and refine: Once you have completed your mind map, take a step back and review it. Look for missing
elements, duplicate ideas, or new connections that you can make. Refine and rearrange your mind map as needed.

9. Reflect and act: Reflect on the insights you gained from your mind map. Identify key action steps or areas where
further exploration is needed. Use the mind map as a guide to help you take action or continue your learning journey.

Co-funded by
the European Union

= S



ENTRECOMP -

IDEAS AND OPPORTUNITIES: VISION

A LETTER TO MYSELF

Short description of

Often done at the end of a workshop or program, the purpose of this exercise is to support participants

the activity in applying their insights and learnings, by writing a letter and sending it to their future selves. They can
define key actions that they would like their future self to take, and express their reasons why change
needs to happen.

Goals *Facilitate vision, reflection and integration.

*Support goal setting and action planning.
*Foster motivation and accountability for personal change.

Main competency
Other competencies

Vision
Self awareness and self-efficacy

Time

15-30 minutes

Materials

Pens

Postcards / Writing paper and envelopes
Stamps

Flipchart/Whiteboard

Markers

Preparation

Facilitator should prepare a consent form, stating that the addresses of the participants will be kept
confidential and shall be used for this activity’s purpose alone.

Additional
information

/

Source/Additional
resources

Source: Hyper Island toolbox
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http://toolbox.hyperisland.com/letter-to-myself

ENTRECOMP - IDEAS AND OPPORTUNITIES: VISION

A LETTER TO MYSELF

INSTRUCTIONS:

Step 1:

Hand out pens and postcards/writing paper. Explain that they are going to write a letter to their future selves, and that this will
help them apply their insights and learnings from the workshop/program.

Tell them that you will post the card/letters in X number of months, and that they should take that intfo account when writing them.
You can define the timeframe with the group.

Facilitator notes

This exercise can be as open or closed as you think is appropriate. You could restrict them to three bullet point actions that they
need to follow up on. Or you could give them the freedom fo write whatever they want fo themselves. Judge the needs of the group
and the purpose of the session.

group. For example:

*What will I achieve by X date?

*What will I do tomorrow, next week, next month?

*How do I feel now about my work/business? And how do I want my future self to feel?

*Don’t forget...

I want to change... because...

*Give them around 15 minutes to complete their cards/letters. More if they need time and you are flexible.

Step 2:
Write a focus question or prompts on a flipchart/whiteboard. These can either be defined by you, or through discussion with the @
.M

Step 3:
Collect the cards/letters, put them in a safe place, and post them on the agreed date.
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ENTRECOMP - IDEAS AND OPPORTUNITIES: VALUING IDEAS

IDEA SHOWCASE CHALLENGE

Short description of | Participants engage in brainstorming, sharing, and collaborating on innovative concepts in a supportive and non-
the activity judgmental environment. Through idea generation, sharing, collaboration, and presentations, participants learn to
appreciate diverse ideas and enhance their ability to value and collaborate on them effectively.

Goals To foster the competence of "valuing ideas” by encouraging participants to share, appreciate, and collaborate on
innovative concepts in a group setting

Main competency Valuing ideas

Other competencies | Creativity
Vision

Time Approx. 70 minutes

Materials Flipchart or whiteboard, markers or pens, sticky notes or index cards, timer or stopwatch, prize (optional)
Preparation /

Additional /

information

Source/Additional /
resources
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ENTRECOMP - IDEAS AND OPPORTUNITIES: VALUING IDEAS

IDEA SHOWCASE CHALLENGE - INSTRUCTIONS

1.  Introduction:
e The facilitator gathers participants into a comfortable meeting space and welcome them to the
"Idea Showcase Challenge.” Explains that the activity aims to enhance their ability to value and
appreciate diverse ideas within a group setting. It is important to emphasize the importance of
creating a supportive and non-judgmental environment where all ideas are respected and
encouraged.

2. Idea Generation (15 minutes):

e Distribute sticky notes or index cards and writing materials to each participant. Instruct
participants to individually brainstorm and write down as many ideas as possible within
regarding a business or a specific theme (or problem) area. Encourage participants to think
creatively and without limitations during this phase.

3. Idea Sharing (20 minutes):

e Create a circle or a central area where participants can gather. Invite each participant to take
turns sharing one idea from their list. After sharing, the participant should briefly explain their
ided, highlighting its potential benefits or unique aspects. Encourage the group to actively listen
and show appreciation for each idea shared, avoiding any criticism or judgment.

e  Participants can use the flipchart or whiteboard to note down key points or interesting aspects
of each idea.
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ENTRECOMP - IDEAS AND OPPORTUNITIES: VALUING IDEAS

IDEA SHOWCASE CHALLENGE - INSTRUCTIONS

4, Idea Collaboration (15 minutes):

e Divide participants into smaller groups of 3-5 individuals. Instruct each group to
select one idea from the shared pool or combine multiple ideas to create a new
concept. Encourage the groups to discuss and build upon the chosen idea(s) to
enhance its potential or address any limitations. Emphasize the importance of
respectful communication, active listening, and valuing contributions from all
group members.

5. Idea Presentations (15 minutes):

e  Give each group an opportunity to present their refined idea(s) to the larger group.
Allow each group a designated time (e.g., 2-3 minutes) to present their ideaq,
including its key features, benefits, and any unique aspects they developed during
the collaboration phase. Encourage the audience to provide positive feedback and
ask clarifying questions to foster further discussion.

Co-funded by
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ENTRECOMP - IDEAS AND OPPORTUNITIES: VALUING IDEAS

IDEA SHOWCASE CHALLENGE - INSTRUCTIONS

6. Reflection and Closing (5 minutes):

Facilitate a short discussion where participants reflect on their experience during
the activity. Ask participants to share insights gained about valuing ideas and how
they can apply these skills in their personal and professional lives. Thank everyone
for their active participation and encourage them to continue fostering an open-
minded and supportive environment for idea sharing.

Optional: If desired, you can intfroduce a prize or recognition for the most innovative idea or the
group that demonstrated exceptional collaboration and creativity.
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ENTRECOMP - RESOURCES: FINANCIAL & ECONOMIC LITERACY

CAN YOU SELL IT?

Short description
of the activity

The activity provides a setting for learners to re-assess their assumptions about resources necessary to start a value
creating activity. In the process of looking for profitable ideas, learners take proactive position and explore their own
entrepreneurial potential. The learners are invited to come with an advertisement of a service that they can
immediately monetise without further investments to a business scheme (e.g., be a dog sitter, teach the basics of guitar
playing, etfc.). In case of pen-and-paper implementation, advertisements are allocated on the walls and learners give
their votes for 3 ads that they liked the most. In case of online implementation, the ads are posted on a platform for
goods and services (e.g., etsy.com, Fiverr.com) and the views that the ads received are calculated instead of the votes
of other learners.

Goals

Looking for profitable ideas, learners take proactive position and explore their own creative and entrepreneurial
potential

Main competency
Other
competencies

Financial and economic literacy
Spotting opportunities
Valuing ideas

Time

45 minutes

Materials

Computer, tablet computer, smart phone
Pen and paper

Preparation

Choose an online platform, invite learners to look at the existing advertisements (e.g. etsy.com).

Additional
information

Through assessment of their monetizable capacities learners estimate the cost of turning an idea into a value-creating
activity. By posting their services online (in case of online implementation) learners get an opportunity to put in place and
evaluate financial decisions over time.

Source/Additional
resources

Adapted from “20 Eur challenge” and “fiverr.com challenge” in Nagy, T., Tacer, B. (2018) Teaching entrepreneurship in
schools : an experiential approach. Ljubljana: STEP Institute. P.18. P.77.
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ENTRECOMP - RESOURCES: FINANCIAL & ECONOMIC LITERACY

CAN YOU SELL IT? - INSTRUCTIONS

1.  Familiarises learners with the idea of a startup and asks learners if they are familiar with any startups or ever considered to work in one. An
example of infroduction from Forbes.com: https://www.forbes.com/advisor/investing/what-is-a-startup/

1. The activity might be infroduced the following way:
“Now we will try to imagine ourselves as entrepreneurs who can make a first step in starting their business activity. Please, think about your
capacities time that you have, or maybe previous experiences. Do you think you could make a profit of any of those? Maybe you are in good
terms with dogs and can be a dog sifter. Or maybe you can play musical instruments or know languages (including the one we speak now)?
Literally anything can become profitable. The aim of the activity is to make an ad promoting your activity that you put up for sale.”

1.  Facilitates the display of all the advertisements.
For pen-and-paper implementation: by locating the individual templates around the classroom or on the board
For blended implementation: by creating a space where all the learners will share the links to their ads

2. Invites learners to look at the advertisements of their peers and choose 3 which they would potentially purchase. Q N
For pen-and-paper implementation: by writing down the choices on papers and putting them to a ballot box
For blended implementation: via online survey @

1. Counts the votes, announces the winners. w

1. Using the ads of the winners as examples invites learners to discuss what makes a successful advertisement.
Potential questions for discussion might include:
Why in your opinion did this ad receive the most votes?
What works well about this service?
For whom it might be attractive?
Are you aware of any businesses that provide such services?

1.  Facilitates debriefing (see examples of questions in Reflecting on experience section)
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ENTRECOMP - RESOURCES: MOBILISING OTHERS

LET’S HAVE A PARTY

Short description
of the activity

In small groups (tfeams), participants plan an event for others: e.g. an end-of-year party, a street party in the
neighbourhood, a farewell-party, a lantern parade, the opening of their own business, the launching of their new product
... This list could be added to according to the group.

Goals

Organizing and planning an event for others (date, time, place, announcement/advertising ...).
Finding people who can support them and allocating tasks to people.

Main competency
Other
competencies

Mobilising others
Mobilising resources
Creativity

Time

60-90 minutes (depending on the group size and number of teams)

Materials

Worksheets, paper, pens and markers in different colours, pin boards, pins (other materials for creation)

Preparation

Large sheets of paper for presentations

Additional
information

1. Trainers can decide to allocate the same event to all teams or to let the feams choose an event they will organise.

2. Trainers provide support to the groups.

3. Trainers encourage participants to give feedback after the presentations.

4. Trainer asks follow-up questions to support reflection (see examples on the next page).

5. As a follow-up, one of the events (perhaps one chosen by the group) could be used in a similar way to look into the
detailed planning of financial resources or personal resources (competency Mobilising resources), and of course, how to
spread the information effectively. If possible, such event could even be implemented.

Source/Additional
resources

Trainers find a best practice example of a similar event in their city or area: a video, a newspaper or internet article with
pictures. This example can be shown at the end or as an introduction depending on the goal of the trainers.
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ENTRECOMP - RESOURCES: MOBILISING OTHERS

LET’S HAVE A PARTY - INSTRUCTIONS

1. Trainers introduce the topic with questions like:
e Have you ever organised a party? If yes, what kind of a party was it?
What did you have to think about when you prepared it?
What were the most important aspects of the party?
Which competencies/skills have you used when organising the party?
Did you have some help by other people? How did they help? How were the roles and tasks distributed among the team members?
How was the party? How successful was it? What contributed to the success?
What have you learned from organising the party?

2. Trainers give instructions: Today you work in small teams to organise a big party for others together. Think about the type of the party, the target
groups you will invite to the party, give it a name, set the day, time (start and end) and place, prepare a programme and invitation. Don’t forget to include
other people (tfeam members and external partners) you need for the preparation and organisation of the party. This people will support you in the
planning and organisation as well as implementation phase. Write everything - make a plan on paper.

3. Trainers form teams through a short activity for allocation of the team members or participants can form their own teams as they wish. Once the teams
are formed the trainers assign the topic of the party or give the list of possible topics to each of the teams.

4. Trainers hand out the large sheets of paper (posters) and give further instructions: You now have 30 minutes to plan your party. Work together
and design your party. Make also a plan for mobilising others (team members and external partners): Who and how will they contribute to the
organisation and implantation of the party? Prepare a poster with key information about your party. You will have max. 5 minutes to present the party
plan to other teams. Make it creative and interesting.

Co-funded by
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ENTRECOMP - RESOURCES: MOBILISING OTHERS

LET’S HAVE A PARTY - INSTRUCTIONS

5. After the presentations trainers ask the group for feedback about the presentations (What was good? What could be improved?) and lead
discussion about mobilising others (possible questions):

e Who are the key individuals or groups that need to be involved in planning and implementing the party successfully?

e What kind of knowledge, competencies, experiences and resources do they bring to the team?

e What might motivate people to actively participate in planning and implementing the party (e.g., personal interest, sense of belonging, shared
values, financial gain ...)?
How did you decide who to involve in team and who can cooperate as an external partner or contributor?
How can you adjust your communication to resonate with different motivations and interests? Who will be in charge of communication with
partners?
How will you effectively communicate the party's purpose, goals, and benefits to your team members or partners?
How can you create a team that will connect with participants (or that represents the diversity of your target audience)? Why is this important?
What strategies can you use to ensure that everyone's voices in the tfeam are heard and respected within the planning process?
How can you delegate tasks and responsibilities to different team members while ensuring they feel empowered and motivated to contribute?
What strategies can you use to provide a supportive and inclusive environment that encourages everyone's active involvement?
What potential challenges might arise when mobilizing a diverse group of individuals? How can you address these challenges proactively?
How will you handle situations where feam members or partners have differing opinions or conflicts
How will you acknowledge and celebrate the contributions of all team members and partners to create a sense of achievement and belonging?
What impact can recognizing and celebrating individual and collective efforts have on future collaboration?
After the party, how will you gather feedback from team members and partners and reflect on the mobilization strategies used?
How can you use this feedback to improve your competency of mobilizing others for future projects or endeavors?

Trainers conclude the activity with the check-out questions about the activity: What have participants learned in this activity? Which competencies
are important for successfully mobilising others? Which competencies have they strengthened? What do they think, how do they feel about the activity?

Instead of Lef‘s have a party the activity can be titled , Let’s open a jogging group”/”Let‘s organize a flea market in our sfreet’. ...
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ENTRECOMP - RESOURCES: MOBILISING RESOURCES

LET’S START WITH A CUP OF TEA (before we get to business)

Short description
of the activity

Introduction of the subject of mobilising Resources by starting with an everyday “business” (making a
cup of tea), participants work out what resources are needed. They use the same method to think
about examples of their own lives/projects. And discuss what other resources they need to be
successful with their projects. Later, a video introduces the concept of a Resource Mobilising Action
Plan. In class they summarise the main points from the video. Finally, they try to apply what they
learned to their own future projects or products.

Goals

Learning to consider financial, human and material (and/or others) resources before starting a project
or a business. Getting to know the concept of a Ressource Mobilising Action Plan.

Main competency
Other
competencies

Mobilising resources
Planning

Time

60-90 minutes (depending on the group size, level and how many tasks you find appropriate to cover)

Materials

Digital Boards for presenting a table and watching a video. Paper, pens and markers in different
colours, pin boards, pins

Preparation

Worksheets for participants with tables (step 3 and 8 ) or diagram (step 8)

Additional
information

1. Trainers can decide to cover step 1-5 or all steps depending on the group.

2. Trainers give support in all activities.

3. Trainers plan times for presentations and encourage participants to give feedback after the
presentations.

4. Trainer asks follow-up questions to support reflection (see examples on the next page).

Source/Additiona
| resources

Source: https://entrecompcertificate.eu/wp-content/uploads/2021/03/Mobilising-Resources.pdf,
adapted by vhs Schwerin
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ENTRECOMP - RESOURCES: MOBILISING RESOURCES

LET’S START WITH A CUP OF TEA (before we get to business)

1. Trainers (T) ask: Let’s make a cup of tea! What are the resources needed to make a cup of English breakfast tea? Trainers can possibly use

the facilities in the room.

2. T: Can you write out a list of the financial, human and material resources needed? (T provide the blank table for participants (P) to fill in)

3. T: Did you list the following? T.presents the table, discussion, P add to the list
Financial Human Material
1 Money to buy the materials 1 Person to make the tea 0 Mug
1 Money to pay for the power supply 1 Person needs to know how to make tea 1 Kettle
(have the skills)
O wWater

1 Power Supply for Kettle

1 Tea Bag

3 Teaspoon

(1 Pot to put teabags away

1 Milk (Oat or Cow)

Co-funded by
the European Union



ENTRECOMP - RESOURCES: MOBILISING RESOURCES

LET’S START WITH A CUP OF TEA (before we get to business)

4. T: Now, think about your product and make a similar list of your own with the three resources. Present it to the group. Trainers invite comments
from the group and give feedback.

5. Note: P. might notice that the other important resources, e.g. time is missing. T. might refer to step 7. (if this more demanding step is suitable for
the group) or to later session or deal with the resources that came up in the follow up questions (examples and further reading in the source
https://entrecompcertificate.eu/wp-content/uploads/2021/03/Mobilising-Resources.pdf).

.

6. Depending on the level of the group trainers can stop after the questions or go one step further: @

T. lead to the topic of the Resource Mobilisation Action Plan. Explain what it is (familiarise with the video!) and that you will watch a video together. @
The video is rather demanding. Watch it several times to enhance understanding (first to understand the key points, then to take notes that should
be brought together on the board. If questions or doubts are left, use subtitles..

Info: The UN uses a Resource Mobilisation Action Plan to organise their resources. Katrin Taylor from The Food and Agriculture Organization of the
United Nations (FAO) is on the Donor Liaison and Resource Mobilization Team. She talks about developing a Resource Mobilisation Strategy and
Action Plan. https://youtu.be/4DhjF5GpgqVg?si=MZB3IIptqGrL3mtl

7. On the board, trainers visualize the 5 steps (discussed in the video) for the Resource Mobilisation Action Plan similar to the diagram in the video
for participants. After that, watch the video again. Now, P. are to note down examples given under these points. T. can give an example

Identify

Engage

Negotiate

Manage and Report
Communicating your results
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ENTRECOMP - RESOURCES: MOBILISING RESOURCES

LET’S START WITH A CUP OF TEA (before we get to business)

8. Think about the processes and reflect on how these could be relevant for you. Can you apply processes to an idea in your own project? P. can

make a list with the 5 key point in 7. or label the diagram (picture on last page ) they have just seen in the video (which T. prepare on a worksheet). T.
should give support. // Alternatively this could be an activity with the whole group.

9. Participants give a presentation of their Resource Mobilising Action Plan.
10. Discussion and follow-up questions

Who could be your partner/s?

How can you make a relationship with them? Are there any networks ..?

How can you make sure that your cooperation works well? Should you agree on rules how to cooperate?

How can you know how successful you are? Do you think evaluation of success is important? How could you evaluate ..?
Why is it important to communicate what you achieved?

Would you communicate what went wrong? What wa a failure?

How important is it fo keep partners and attract new partners?

11. Have a cup of tea ;-)
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ENTRECOMP - RESOURCES: MOBILISING RESOURCES

LET’S START WITH A CUP OF TEA (before we get to business)

12. Possible other follow-up Questions:

° What did you find easy or difficult about time management?

° What happens when more resources dre involved in a project?
° How could you manage all the different types of resources in a project?
° If you had a team, how would you delegate tasks?

Diaaram taken from the video:

= uYﬂITllb! & Suchen

1.Identify
5.Communicate
2.Engage
Results 9%
4.Manage 3
and Report 3.Negotiate
RM Action Planning - What are the key ingredients of a resource mobilization action plan?
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 1

MY CHARACTER STRENGTHS

Short description of

The activity encourages participants to reflect on their character strengths.

the activity Character strengths are the positive parts of personality that make each individual feel authentic and
engaged.Every person has all 24 character strengths, expressed in different degrees. Research shows that
understanding and applying strengths can help boost confidence, increase happiness and success, manage
problems, strengthen relationships, reduce stress, accomplish goals, and build meaning and purpose.

Goals Learning about character strengths, reflecting on personal characters strengths, thinking about utilizing

character strengths for starting/continuing an entrepreneurial path

Main competency

Self-awareness

Time

45-60 minutes

Materials

VIA survey (free version), available at: https://www.viacharacter.org/surveys/takesurvey

Preparation

Participants first take the VIA survey. If the survey is not available in the language that participants understand,
the trainer assists with the translation. The survey can also be taken before the workshop.

After completing the VIA Survey trainer leads a discussion with participants about the character strengths, the
insight the participants have gained and possibilities to develop/strengthen specific character strengths.
Examples of questions are available at the next slide.

Additional
information

The VIA Survey is a 96- question, scientifically validated, questionnaire that provides a rank order of an adult’s
24 character strengths. The survey takes approximately 10-15 minutes fo complete and descriptive results and in-
depth reports are available upon completion.

It is available in many different languages.

Source/Additional
resources

VIA Institute on Character: https://www.viacharacter.org/
https://www.viacharacter.org/resources/activities/the-classification-of-character-strengths-and-virtues-icons
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 1

MY CHARACTER STRENGTHS - QUESTIONS FOR DISCUSSION

The trainer chooses the questions that are suitable for the discussion with a specific group of participants.
Additional questions can be added depending on the specific goals of the activity that the trainer sets before the workshop.

What have you learned about yourself after taking the VIA survey? Has anything surprised you?
What are your top 5 character strengths? How do you use them in everyday life? What is one way you have used these strengths in the past weeks?

Who in your life (it can also be a role model, someone that you admire and you don’t know personally) represents your top (or any other) strength and
how? Who in your life has helped to foster this strength in you?

Can you think of a time when you could have used more of this strength? How?

Has any of the strengths helped you deal with a challenge, overcome an obstacle, solve a problem in your life? How?

Which strength would you like to develop/strengthen? How can you do that? What can you do today/this week/this month?

Is it possible to have too much of a specific strength?

What are your bottom 5 character strengths? Would you like to strengthen them? In what situations/When could you use more of these strengths?
Have you helped develop this strength in someone else? Who, and how? How could you help others develop this strength?

How do you think the world would benefit from more of (this specific) strength?

How could this strength help you achieve a goal you have? How can a specific strength (or your top 5 strengths) help you on your entrepreneurial path?
Which strengths would you need in order to be a successful entrepreneur? How can you strengthen them?
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 1
MY CHARACTER STRENGTHS - STRENGTHS ICONS
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 1
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 2

SWOT/SWOB ANALYSIS

Short description
of the activity

This method is an approach to self assessment, self-reflection and action planning to improve self-efficacy to
achieve a goal, this tool functions based on the SWOT (Strengths, Weaknesses, Opportunities and Threats/Barriers)
analysis

Goals

With this method, people can assess themselves, identify key areas for growth, improvement, and make a clear plan
of action fo improve weaknesses and reduce barriers.

Main competency

Other
competencies

Self awareness & self- efficacy
Taking the initiative,
Planning & management

Time

80-120 min (The execution time depends on the number of participants and the help of the trainer)

Materials

Colored pens/markers and paper, display

Preparation

The trainer should provide paper and colored pens/markers (4 colors for each participant). Presentation of this
method

Additional
information

SWOT/SWOB analysis has several variations, therefore it would be good to be able o not only explain what it is, but
also to show short video examples of this method. A presentation (2-3 slides: tables, examples, questions) can help
participants work more individually during the analysis.

Source/Additional
resources

Source:

Hyper Island Toolbox

Personal SWOT Analysis: Quick Guide (with Examples) - SlideModel

How to Write a SWOT Analysis - HubPages

Exemples:

(24) SWOT Analysis (Starbucks) in 9 minutes - YouTube

(24) Personal SWOT Analysis | Kreative Leadership #personaldevelopment - YouTube
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 2

SWOT ANALYSIS - INSTRUCTIONS

1. In the initial step, participants go on a self-reflective journey by conducting a "SWOT" analysis. This involves identifying their main strengths,
weaknesses, opportunities, and barriers that can block either strengths or opportunities (this activity can be done both in the context of personal
analysis and in the context of achieving a goal, such as starting and running a business). Therefore, the trainer should first establish which area of
personal qualities, entrepreneurial activity or both will be analyzed.

2. Each participant performs an individual exercise for 20 minutes. It is important to write down as many characteristics as possible, highlighting
different colors for , weaknesses, opportunities, and . The trainer supports participants if they have difficulty understanding
how to write down characteristics.

The trainer shows a table that helps write SWOT analysis

Weaknesses .

What areas am I good at?

In what areas can I improve and
develop?

How can I use my strengths to
realize new opportunities?

Where can I direct my strengths
and talents more effectively?

Write no less than four

Write no less than four

Write no less than four

Write no less than four
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 2

SWOT ANALYSIS - INSTRUCTIONS

An ex

mple that includes both personal and business characteri

Strengths

Hardworking
Creative
Good at calculus
Serious about achieving goals

Weaknesses

Emotionality
Getting tired quickly
Slow
Lack of language skills

Opportunities

Make a business plan
Calculate the budget
Develop own brand
Create a network of contacts

Barriers

Lack of money
Lack of entrepreneurial
experience
No support
Don't know taxation

Video examples:first and second

tics
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ENTRECOMP - RESOURCES: SELF-AWARENESS & SELF-EFFICACY 2

SWOT ANALYSIS - INSTRUCTIONS

3. The next step: Individually, they should make notes based on the following questions:

e  Onascale of 1to 10, how would I assess myself foday in this area?

° On a scale of 1 to 10, where would I like to be in 1 month / 3 months / 6 months in relation to this area?

° What actions can I take to take advantage of opportunities and boost my development?

° What actions can I take to overcome barriers and expedite my development?

e  What are the main tasks I should focus on in the near future, specifically within the next two weeks?

° What should be my main priorities and actions within the medium term, approximately over the next two
months?

e  What criteria will determine my success in development? What signs would indicate that I am moving
forward?

Participants should take about 30 minutes to complete this step individually. In this step, the coach supports
the participants, and helps them if they have difficulties

4. Participants form groups of about three and discuss worksheets. During these small group sessions, participants
will support each other, the trainer will ask open-ended questions, and the goal is to increase the clarity, value, and
appropriateness of each participant’s developmental path. As participants share their reflections and engage in
conversation, the frainer and group can identify additional areas of development that they feel would be beneficial
to the individual. These suggestions can be based on the participant's input and the overall dynamics of the
conversation (30 minutes).

Co-funded by
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ENTRECOMP - RESOURCES: MOTIVATION AND PERSEVERANCE 1

PATH TO PERSEVERANCE

Short description of the
activity

Participants engage in an obstacle course that presents various physical and mental challenges, requiring
teamwork, resilience, and determination to overcome. By setting personal or team goals and navigating
through the course together, participants learn the importance of motivation, perseverance, and effective
collaboration. Through reflection and discussion, they gain valuable insights into staying motivated and
resilient in the face of challenges, both in personal and professional pursuits.

Goals

To cultivate the competence of "motivation and perseverance” by engaging participants in a collaborative
and goal-oriented group activity that encourages perseverance, resilience, and teamwork.

Main competency

Other competencies

Motivation and perseverance

Coping with ambiguity, uncertainty and risk

Time

60-90 minutes

Materials

Flipchart or whiteboard, Markers or pens, Sticky notes or index cards, Timer or stopwatch, Small prizes or
tokens (optional)

Preparation

Prepare the obstacle course well in advance. Set up clear markers, signage, and designated areas for
different challenges. If necessary, clearly communicate the physical requirements of the obstacle course
to participants.

Additional information

/

Source/Additional
resources

= S

Co-funded by
the European Union



ENTRECOMP - RESOURCES: MOTIVATION AND PERSEVERANCE 1

PATH TO PERSEVERANCE - INSTRUCTIONS

1.

2. Setting the Goal (10 minutes):

3. Obstacle Course (30-60 minutes):

Introduction:

The facilitator introduces the "Path to Perseverance” activity and explains that the goal is
to foster motivation and perseverance in the face of challenges while promoting
teamwork and collaboration. He emphasizes the importance of setting goals,
overcoming obstacles, and staying motivated throughout the activity.

Ask participants to brainstorm and write down a personal or team goal they want to

achieve within the given timeframe. Encourage participants to set realistic and
challenging goals that require sustained effort and perseverance. Have participants
share their goals briefly with the group, fostering support and encouragement.

Designate an area as the "obstacle course” with various physical and mental challenges.
Create a series of stations or challenges that participants must complete to progress
through the course.

Each station should represent a different type of obstacle or difficulty.

Examples of challenges can include puzzles, physical tasks, problem-solving activities, or
riddles.

Assign a time limit for completing each station, using a timer or stopwatch.

Co-funded by
the European Union




ENTRECOMP - RESOURCES: MOTIVATION AND PERSEVERANCE 1

PATH TO PERSEVERANCE - INSTRUCTIONS

4. Teamwork and Support (10 minutes):

e Divide participants into small teams of 3-5 individuals. Instruct the teams to navigate
through the obstacle course together, supporting and encouraging each other.
Encourage teams to strategize, communicate effectively, and allocate roles to
overcome challenges efficiently.

e Remind participants of the importance of motivation, resilience, and perseverance in
achieving their goals.

5. Reflection and Discussion (10 minutes):

e Gather participants after completing the obstacle course. Facilitate a group discussion
about the experience, focusing on the challenges faced and the strategies employed to
overcome them.

e Encourage participants to share their feelings, insights, and lessons learned about
motivation, perseverance, and teamwork. Discuss the importance of maintaining
motivation and perseverance in both personal and professional endeavors.

6. Celebration and Recognition: Congratulate all participants on their efforts and perseverance.
Consider offering small prizes or tokens to acknowledge individual or team achievements. Reinforce
the value of persistence, resilience, and collaborative spirit in reaching goals.

Co-funded by
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ENTRECOMP - RESOURCES: MOTIVATION AND PERSEVERANCE 1

PATH TO PERSEVERANCE - INSTRUCTIONS

EXAMPLES TO STEP 3

The Time Pressure Puzzle: Trainers provide a complicated puzzle, riddle, or brainteaser that
the teams must solve within a tight time frame. Participants must work together to solve it
within a time limit. This challenge represents the need for problem-solving and teamwork. This
challenge adds a sense of urgency and tests how well the teams can handle pressure.

The Blindfold Challenge: Trainers create a section where participants are blindfolded and must
rely on verbal instructions from their team to navigate through a simple maze or obstacle
course. This challenge highlights communication and trust.

Trust Fall: Set up an area with a soft landing, and have one team member stand with their back
to the group. The other team members must take turns falling backward, trusting their
teammates to catch them. This challenge builds trust and encourages participants to support
each other.

Co-funded by
the European Union
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ENTRECOMP -

RESOURCES: MOTIVATION AND PERSEVERANCE 2

PERSEVERANCE JOURNEY

Short description
of the activity

"Perseverance Journey" is an activity or program designed to inspire and motivate individuals by
showcasing stories of perseverance and resilience. It focuses on sharing real-life examples of people
who have faced challenges, setbacks, or obstacles but have demonstrated determination, grit, and the
ability to overcome adversity.

Goals

The objective of this activity is to explore the concept of perseverance through a creative and
interactive exercise. Participants will reflect on their own perseverance journeys, share insights, and
gain inspiration from each other.

Main competency

Motivation and perseverance

Other Self-awareness

competencies

Time 75 minutes

Materials ° Flipchart or whiteboard
° Markers
° Sticky notes or index cards
° Pens or markers

Preparation

Additional Adjust the duration of the activity based on the size of the group and available time. Foster a safe and

information supportive environment where participants feel comfortable sharing their perseverance journeys and
insights.

Source/Additional | /

resources

Co-funded by
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ENTRECOMP - RESOURCES: MOTIVATION AND PERSEVERANCE 2

PERSEVERANCE JOURNEY - INSTRUCTIONS

1. Introduction (5 minutes):
o  Gather all the participants in a comfortable seating arrangement.
o  Begin by explaining the importance of perseverance in overcoming challenges and achieving
goals.

2. Perseverance Reflection (10 minutes):
o  Distribute sticky notes or index cards and pens/markers to each participant.
o  Ask participants to take a few moments to reflect on a specific challenge or setback they
have faced in their personal or professional lives.
o  Instruct them to write down a brief description of the challenge or setback on the sticky note
or index card.

3. Perseverance Journey Visualization (20 minutes):

o  Create a large timeline or path illustration on the flipchart or whiteboard, starting from the
left side and ending on the right side.

o Invite participants to share their challenges or setbacks one at a time, briefly describing them
and placing their sticky notes or index cards along the timeline, representing their starting
points.

o  Encourage participants to be open and vulnerable during this sharing process.

Co-funded by
the European Union




ENTRECOMP - RESOURCES: MOTIVATION AND PERSEVERANCE 2

PERSEVERANCE JOURNEY - INSTRUCTIONS

4.

5.

6.

Insights and Lessons Learned (15 minutes):

(0]

(0]

Facilitate a group discussion by asking questions such as:

s What emotions did you experience during your perseverance journey?

m  What strategies or actions did you employ to overcome the challenge or setback?

m  Were there any key insights or lessons you learned from this experience?
As participants share their insights and lessons learned, capture key points on the flipchart or
whiteboard.

Personal Action Plan (10 minutes):

(0]

(0]

Provide each participant with a blank sheet of paper.

Instruct them to reflect on their current goals or challenges and identify at least three
strategies or actions they can employ to enhance their perseverance.

Encourage participants to write down their personal action plan, including specific steps they
will take to overcome obstacles and stay motivated.

Group Sharing and Reflection (15 minutes):

(e]

Invite participants to share one or two strategies from their personal action plans with the
group.

Facilitate a supportive and encouraging discussion where participants can offer feedback,
provide additional insights, or share similar experiences.

Conclude the activity by summarizing the key perseverance strategies and acknowledging

the resilience and determination of all participants. Co-funded by

the European Union




ENTRECOMP - INTO ACTION: WORKING WITH OTHERS

COMMUNICATE YOUR TEAM

Short description Participants are classified as a team (football team, rock-band, group of explorers, and so on). They are asked to
of the qcﬁvify have a quick and shared speech (15 seconds for each member) where they present their team to a new person who is
meeting the team for the first fime

Goals This activity is aimed at supporting learners in acting and communicating as a team. It is a challenge where
participants are invited to think as a team: they have to talk and listen to other participants according to a logical
and chronological way

Main competency | Working with others

Other Creativity

competencies Coping with uncertainty, ambiguity and risk

Time 30-60 minutes

Materials /

Preparation Divide your learners in sub-groups of 4 to 10 participants. (If needed, more groups can be created. It depends on

the number of participants. If needed, more specific (sectorial) groups can be created. It depends on the types of
participants)

Football team; Teams of explorers in Africa; Rock band

Additional Learners must start the performance immediately. They are not allowed to prepare draft, talk each other and
information implementing other preparatory activities for organising the performance.
o

Source/Additional | /

resources Co-funded by

the European Union




ENTRECOMP - INTO ACTION: WORKING WITH OTHERS

COMMUNICATE YOUR TEAM

1) Divide learners in groups (A) football team; B) explorers in Africa; C) rock band
2) Explaining the exercise to learners in this way:

I am new fo the team and I don’t know anything about the team and the members of the team. It is the first time I
meet the team. What I need fo know about the team:

What the team is about
Characteristics

Objectives fo reach

Topics addressed/fields of action
Way of interaction

Division of roles/fasks

As members of the feam all of you must particijpate in presenting me the team. How? Very quickly. Each one of you can
fell me one sentence about the team (max. 15 seconds). Sentence can not be repeated by the next member. After the
last member tell me his/her sentence, I should be able fo put together all sentences and having a clear, comprehensive
idea about the team. Objective to reach: showing the ability to communicate as a team.

Co-funded by
the European Union
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ENTRECOMP - INTO ACTION: WORKING WITH OTHERS

COMMUNICATE YOUR TEAM

3) Learners must start the performance immediately. They are not allowed to prepare draft, talk each other and
implementing other preparatory activities for organising the performance. During the performance, take note of what
they say (as alternative you can record them with a audio/video device).

4) After they complete the performance, prepare a short summary on bullet points by following the chronological order
of their statements. Then show this summary to the group (as alternative you can show what you recorded).

5) At this point, let them reflect on it by asking the following questions:

Do you think you forgot something important fo mention? Do you think you properly contestualised the description? Do
you think you were clear enough? Do you think you spent too much time on some points? Or you should have spent
more time on some other point?

In summary: do you think the first-time listener have clearly understand the group? Do you think you act as a group, by
helping each other with your statements, or you were foo much focused on your own statement without taking info the
account the previous statement/the next statement?

Co-funded by
the European Union



ENTRECOMP - INTO ACTION: WORKING WITH OTHERS

COMMUNICATE YOUR TEAM

Competences developed

Communication since participants are requested to: Manage the interactions following the rules specifically set for the
activity; Listen attentively to others; Observe and reflect on appropriate ways to participate in a discussion

Collaboration since they are asked to: develop their capacity to co-participate in collective activities and ventures, and
tfo embolden others to collaborate, deploying collective agency, pooling their knowledge, competences and resources,
so that a common goal may be accomplished; providing each other with efficient and effective help and assistance;
exchanging resources and processing information efficiently and effectively have fair sharing of tasks, resources and
responsibility within a group taking into account its specific aim .. and adopting a systemic approach

Self-regulation since they are asked to understand and regulate their personal emotions, thoughts, and behaviour, w’
including stress responses

Flexibility since they are asked to: understand and adopt new ideas, approaches, and actions in response to changing
contexts; to review opinions and courses of action in the face of new evidence

Co-funded by
the European Union




ENTRECOMP -

INTO ACTION: LEARNING THROUGH EXPERIENCE

A CRITICAL INCIDENT REFLECTION

Short description
of the activity

“The what?”, “So what?” and “Now what?”. A guide for reflection and learning from events that have
significance to learners

Goals

Supporting learners in their individual paths to strengthen their mindset and competencies by sharing
the experiences that arise from the learning process

Main competency

Other
competencies

Learning through experience

Self-awareness and self-efficacy

Time

30-60 minutes

Materials

Papers and pens

Preparation

Ask learners to reflect about a significant event/experience that had an impact/consequence (positive or
negative, doesn’t matter) on them

Additional
information

/

Source/Additional
resources

https://www.youtube.com/watch?v=vGyjFINgd8Y

https://www.youtube.com/watch?v=8lLxp TA6AI4
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ENTRECOMP - INTO ACTION: LEARNING THROUGH EXPERIENCE

A CRITICAL INCIDENT REFLECTION

The framework below is a guide for your own reflection and learning from events that have significance to
you. The questions under each heading are “prompts” only. The framework is there to support you to identify
and develop options. There are no right or wrong responses although the overarching frames of “The what?”,
“So what?” and “Now what?” are important components in a critical incident reflection. (Reflective Practice,
2007)

STEP 1: The what? A description of the incident/experience with just enough detail to support doing your “So
what?” section. For example, description about who, what, why, when, where.

STEP 2: So what? This is the sense-making section that asks you to surface general meaning, significance,
your position / view point; actions; emotions (pre-during-post).

STEP 3: Now what? This section makes connections from the experience / incident to further actions. For
example: what would you do differently / the same next time? How does it come? What are key points,
lessons learnt to share with your colleagues, network and/or group outside the network? (eg. idea, product,
process, concept? How will you do this?

Co-funded by
the European Union
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ENTRECOMP - INTO ACTION: LEARNING THROUGH EXPERIENCE

A CRITICAL INCIDENT REFLECTION

Competences developed

Learning through experience since participants are requested to: Reflect and learn from both success and
failure; Use any initiative for value creation as a learning opportunity

Managing learning since participants are requested to: Reflecting on and assessing purposes, processes
and outcomes of learning and knowledge construction, establishing relationships across domains

Co-funded by
the European Union



ENTRECOMP - INTO ACTION: PLANNING & MANAGEMENT 1

IMPACT EFFORT MATRIX / 2x2 matrix

Short description
of the activity

An Impact Effort Matrix, also known as a 2x2 matrix, serves as a valuable tool for both businesses and individuals to
effectively prioritize tasks. Its purpose is to assess the level of effort required for each task and compare it with the
potential impact it can generate. Through this process, the order of tasks that should be executed to achieve the
greatest impact with the least amount of effort becomes apparent. Typically, the focus is on tasks that require
minimal effort and have a significant impact. However, it's important to note that tasks with low effort and low
impact should not be dismissed as entirely useless. In certain situations, even these tasks can contribute in some
way or another. This method is practical and will be useful to both beginners and professionals in various fields, and
has a wide range of applications due to its ability to adapt to a particular issue, task, project.

Goals

Goal is to generate and explore ideas, considering their impact and effort. This decision-making approach involves
mapping potential actions based on two key factors: the level of effort needed for implementation and their
potential impact. Categorizing ideas using this method proves valuable for decision-making, management, and
planning, as it necessitates participants to carefully assess and evaluate proposed actions prior to embarking on
implementation strategies.

Main competency

Other
competencies

Planning & management

Mobilising resources
Taking the initiative

Time

30-60 minutes

Materials

Pen, paper,stickers, template, display.

= S
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ENTRECOMP - INTO ACTION: PLANNING & MANAGEMENT

IMPACT EFFORT MATRIX / 2x2 matrix

Preparation

Prepare a template and presentation in advance

Additional
information

Effort Matrix is not complicated but practical exercise, for better understanding it is necessary to prepare a
presentation with the main slides as: the explanation of this method, and examples

Source/Additional
resources

8 Ultimate Impact Effort Matrix Templates to Make Informed Decision - Geekflare
Hyper Island Toolbox
(24) Design Thinking for Education Ep. 4: Importance Effort Matrix - YouTube

Example:
Design Thinking for Education Ep. 4: Importance Effort Matrix - YouTube

Co-funded by
the European Union
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ENTRECOMP - INTO ACTION: PLANNING & MANAGEMENT

IMPACT EFFORT MATRIX / 2x2 matrix - INSTRUCTIONS

1. The first and important step for the trainer is to explain what this method is, where it can be applied, and to give a brief presentation with slides.
The information that the trainer presents in the slides:

The 4 quadrants of the Impact Effort Matrix are shown below. This tfemplate should also be printed out for participants and placed on the table.
The four blocks are distinguished based on their Impact on the X-axis and Effort on the y-axis.

Impact Effort Matrix /2x2 matrix
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ENTRECOMP - INTO ACTION: PLANNING & MANAGEMENT

IMPACT EFFORT MATRIX / 2x2 matrix - INSTRUCTIONS

Quick Wins - Low Effort & High Impact:
Tasks in this category are those that can be effortlessly or rapidly completed, yet have a substantial impact on the
organization or your work. Tasks in this category have the highest priority.

Major Projects - High Effort & High Impact:
In this segment, we find tasks that require significant effort, but have a significant payoff. These tasks are in line with the
company'’s long-term goals and have a fairly high priority.

Fill-Ins - Low Effort & Low Impact:

In this category are tasks that can be accomplished with ease, but have little effect. Consequently, these tasks are not the
highest priority. Nevertheless, it can be done in your spare time or when you are not feeling particularly productive, just to
cross them off your to-do list.

Thankless Tasks - High Effort & Low Impact:
In this segment, we encounter tasks that are time-consuming and labor-intensive, but have minimal impact. These tasks
are mostly unnecessary and can be ignored if all other tasks must be completed.

2. To begin the exercise, formulate a goal by answering the question:”What must I do to achieve my goal?”. The trainer
asks participants to write down ideas on stickers.Next, participants need to place these stickers in the context of effort
and impact. As participants contribute their ideas to the matrix, the group has the opportunity to engage in open
discussion about the placement of the various elements. It is not uncommon for an idea to gain the support of the group,
causing its potential impact to increase and the level of effort required to be reduced. Therefore, the "high impact, low
effort” category often includes the ideas that get the most agreement and commitment from the group.

3. The trainer asks each participant to present the matrix and also helps to correct the positions of the sticker if the
participant has doubts.

= S

Co-funded by
the European Union




ENTRECOMP - INTO ACTION: TAKING THE INITIATIVE

MISSION: INITIATIVE UNLEASHED

Short description of the A hands-on group activity that focuses on developing the competence of "taking the initiative.”

activity Participants navigate through various scenario stations, each presenting a unique challenge
represented by objects or props. In small teams, they assess the challenges, brainstorm solutions, and
take proactive actions using the available resources. As teams rotate between stations, they
collaborate, share experiences, and build upon each other’s solutions. Through reflection and discussion,
participants gain insights into proactive problem-solving, leadership, and collaborative decision-making
skills. The activity provides an engaging and interactive experience that encourages participants to
embrace and demonstrate initiative in real-life situations.

Goals To develop and strengthen the competence of "taking the initiative” by engaging participants in a

hands-on group activity that encourages proactive problem-solving, teamwork, and decision-making

skills.
Main competency Taking the initiative

¢

Other competencies Coping with ambiguity, uncertainty and risk e@
Time 60-90 minutes d
Materials Various cards with challenges or scenarios written on them

Timer or stopwatch

Preparation /
Additional information /
Source/Additional /
resources

Co-funded by
the European Union
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ENTRECOMP - INTO ACTION: TAKING THE INITIATIVE

MISSION: INITIATIVE UNLEASHED - INSTRUCTIONS

1. Introduction:

2. Scenario Stations (30 minutes):

infroduce the activity and explain its aim (to foster the competence of taking the initiative by
encouraging participants to proactively identify and address challenges).
Emphasize the importance of leadership, quick thinking, and collaborative decision-making skills.

Set up different stations around the room, each representing a unique challenge or scenario. Place the
related cards at each station to provide visual cues for the challenges.

Divide participants into small feams of 3-5 individuals and assign each team to a specific starting station.
Instruct teams to visit each station in a predetermined order and spend a designated time (e.g., 5-10
minutes) at each station.

At each station, feams must assess the challenge, brainstorm potential solutions, and take proactive
actions to overcome it, utilizing the available objects or props.

3. Rotation and Collaboration (30 minutes):

After spending the allocated time at a station, teams rotate to the next station in sequential order.

As teams move from station to station, encourage them to briefly share their experiences and solutions
with the incoming team, fostering collaboration and exchanging ideas.

The incoming feam can build upon the previous feam's solution or propose alternative approaches,

showcasing their own initiative.
Co-funded by
the European Union




ENTRECOMP - INTO ACTION: TAKING THE INITIATIVE

MISSION: INITIATIVE UNLEASHED - INSTRUCTIONS

4. Final Challenge Reflection (15 minutes):

e  Once all teams have completed the rotation and visited all stations, gather participants together
for a reflection session.

e Facilitate a discussion where teams share the challenges they encountered, the actions they took,
and the results they achieved.

e  Encourage tfeams to highlight instances where they demonstrated initiative, took ownership of the
challenges, and showcased leadership skills.

e Discuss the lessons learned from the activity and how they can be applied to real-life situations
that require taking the initiative.

5. Conclusion: Congratulate all participants on their active engagement and demonstration of initiative
throughout the activity. Reinforce the importance of proactive problem-solving, teamwork, and decision-making
skills in various aspects of life.

Co-funded by
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ENTRECOMP - INTO ACTION: COPING WITH AMBIGUITY, UNCERTAINTY AND RISK

WALKING IN THE DARK

Short description of
the activity

Ambiguity becomes a catalyst for creativity and out-of-the-box thinking. This game encourages participants to
think beyond conventional solutions. The game not only enhances communication skills but also cultivates trust
and camaraderie among teammates as they collaborate to reach their goal successfully.

Goals

To ignite creative thinking
To foster innovation in uncertainty
To enhance communication and tfeamwork

Main competency
Other competencies

Coping with ambiguity, uncertainty and risk
Creativity
Working with others.

Time

Minimum 30 minutes (depends on the number of participants)

Materials

Blindfold
Set of index cards
Station labels

Preparation

Prepare a path with multiple stations the blindfolded player will take to reach the goal
Decide in advance how many stops will there be.
Prepare questions / scenarios written on the index cards. 1 card for each station.

Additional /

information

Source/Additional Tweaked to fit EMPOWER from this: https://bbbpress.com/2014/10/drama-game-minefield-using-stage-
resources directions/

Co-funded by
the European Union
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ENTRECOMP - INTO ACTION: COPING WITH AMBIGUITY, UNCERTAINTY AND RISK

WALKING IN THE DARK

1. Before the activity starts, the facilitator should create a path with multiple stations, fowards a Goal (last station).

2. Allocate the feam members evenly. Number of teams will be based on how many stations are placed along the path. Example: 5
stations + 1 GOAL + 1 blindfolded player= 7 members per team.

3. Choose one player to be blindfolded in each team. Once blindfolded, the facilitator can then label the stations for the rest of the team
fo see.

4. Place the blindfolded player at the center of the room, while the rest of the team line up together in one corner of the room.

5. The objective is for the rest of the teammates to direct the blindfolded player and navigate her from 1 station to another, to reach the
GOAL (A congratulatory message, stating the success of starting up a business). Each person gives the blindfolded player one direction.
For example: Teammate 1: "To reach STATION 1, Take two small steps to your right and then one big step forward. Pick the card from
the floor.”

6. Each station has a card with a scenario written on it. The teammate giving instructions will then go to the blindfolded player to read
what’s on the card. Scenarios should be about hurdles of an entrepreneur in the process of starting up a business. Example: “Your
competitor released an exactly the same product, what would you do to compete?”. Scenarios can be simple or complex. Choose
scenarios that will ignite the player’s out-of-the-box thinking. Blindfolded player answers the question / scenario then move on to the
next stop, directed by the next teammate.. The blindfolded player can also ask help / opinion from her teammates, if she doesn’t know
what to do with the given scenario.

7. Repeat the process: next feammate will give instruction to the same blindfolded player.

8. When the blindfolded player reach the Goal, she can then take off the blindfold and share her experiences: how she felt while
blindfolded, did it affect her decision making when she wasn’t seeing anything, etc.

9. The rest of the teammates can also share their own point of view in some of scenarios: what could have they done instead, or will they EMR
do the same?

Co-funded by
the European Union

IMPORTANT NOTE: DIFFERENT TEAMS REQUIRE DIFFERENT SETS OF QUESTIONS AND A DIFFERENT PATH DESIGN.
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