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	Module Title
	Dreaming phase

	Title of Session
	Brainstorming: get your idea right!

	Length of Session
	3 hours

	Aim of Session
	For the young people to develop their basic idea into a detailed idea for a business.

	Learning Outcomes
	The young people see how they can create added value for a target group or local area through their business. 

	EntreComp Competences Gained
	Creativity, vision, spotting opportunities

	Employability Skills Gained 
	Initiative and adaptability

	Delivery: Online; Offline
	Online & Offline

	Number of Activities (duration)
	3 activities (3 hours)

	Evaluation Activities
	Discuss with the young people what they thought of the activity 



	Activity 1: From a basic idea to a detailed idea for a business

	Duration: 60-90 minutes – wild creative brainstorming

	Resources: 
For inspiration: https://business-bubbles.com/nl/zit-je-vast-grijp-naar-lego-blokjes/
https://www.instructables.com/lesson/Ideation-Brainstorming-Sketching/

PowerPoint presentation (Dutch only)

	Facilitator/Learner Guidance: First get the young people to let their dreams run wild and to draw their idea (on a large roll of paper) or depict it (e.g. with Lego); in the next phase, the idea will be assessed with respect to a number of points (see next activity). 

	Details:  Go through these phases (this can also be done with reference to the PowerPoint presentation developed for this session).
1. Get the young people to write down their business idea on a large piece of paper, or on a whiteboard or wall if available.
2. What now? How do you get from such an idea to a viable business? Watch some videos with testimonials from young entrepreneurs. Discuss them with the young people. What struck them? What are the takeaway points? What can they learn from these testimonials?
3. Get them to choose a brainstorming technique and work out their idea in more detail themselves. This can be done using Lego, clay modelling, sketching, mind maps and so on.

Brainstorming from nothing is not easy. Give the young people these guideline questions to help with their brainstorming:
· What do we want to achieve with our business?
· Who is our target public?
· What existing examples or similar businesses are there? How will we differentiate ourselves from these businesses?
· Why would people buy our product or use our service?
· How will we create added value, what problem will we solve (in the local area or more widely)? 
· How does the idea reflect our own talents and our enthusiasm?
· …

Give the young people enough time. If 1 or 2 hours is not enough, allow them longer. Provide a helpline they can call if they get stuck. 




	Activity 2: A viable business idea?

	Duration: 60-90 minutes – focused brainstorming

	Resources: Trend cards

	Facilitator/Learner Guidance: In this activity, the young people are challenged to sharpen up their idea. The important thing here is for them to arrive at a practicable, viable idea. Does it meet the needs of the local area or the user group, does it actually solve problems, is it consistent with technological developments or other trends? If possible, ask a colleague or an external business coach to help direct their ideas. 

	Details:  
Get the young people to briefly present the result of their wild brainstorming to each other.
We will now assess this result against a number of indicators: trends, user-friendliness, feasibility and so on.
Use the trend cards for this.




	Activity 3: quick critical assessment

	Duration: 6 minutes -  At the end, arrange a quick assessment by a ‘critical friend’. Get the young people to present their ideas to each other and provide critical feedback. Better still, put together a small panel of judges consisting of teachers and external coaches. The judges could also be students and teachers from other schools in the SPEED You UP project.

	Resources: 
Tips and tricks on giving and receiving feedback (if this is something new for the young people)
If you are working online, this is a useful tool for preparing yourself or others to give digital feedback (Dutch only): https://toll-net.be/moodle/xertetoolkits/play.php?template_id=42131 


	Facilitator/Learner Guidance: This activity is important: it serves as a touchstone before the group moves on to prototyping its idea. It is important for the young people to be able to do this in a positive frame of mind, in the knowledge that there is support and enthusiasm for their idea. Give them time to adjust their idea after the feedback. In addition, make it clear that after the test phase (prototyping) there will also be a more extensive feedback round, and that they will definitely have time to further fine-tune their idea to take account of feedback and needs.    

	Details:  
1. Choose a concept for the ‘critical friends’ phase: fellow-students only, or more wide-ranging?
2. Organise the quick assessment: in the classroom, in the cafeteria at lunchtime? Online with young people and teachers from other schools (and countries)? Don’t make too much out of this: it is a brief activity before the young people start prototyping. Emphasise that they may present their idea, but above all that they can put questions to their critical friends. E.g. I’m still in doubt about the exact concept, or I don’t know whether we should go for a webshop or a real physical sales point.
3. Recapitulate, let the feedback be absorbed and processed. 




2

image1.jpg
HiLteIrey - ‘
2 Seas Mers Zeeen SPEED

eeeeee You p





image2.png





