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SESSION PLAN Generating ideas and selecting one

Module Title

Discovery module

Title of Session

Generating ideas and selecting one

Length of Session

4 hours

Aim of Session

Gather potential solutions for the needs of the community and select one idea to develop further

Learning Outcomes

Young people are able devise potential solutions to the needs they have identified
Young people are able to select potential interesting business ideas

EntreComp Competences Gained

Spotting opportunities, creativity and vision

Employability Skills Gained

Decisions making and problem solving

Delivery: Online; Offline

Offline / online

Number of Activities (duration)

Activities

1) Generating ideas and selecting one

Evaluation Activities

Talk with young people about what they have learned.

1) Activity 1: Generating ideas and selecting one

Duration: 4 hour

Resources:

The matrix is based on a tool used by SYU partner Jong Ondernemen
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Facilitator/Learner Guidance: Teacher/coach should revise the ideas that are selected (and will be further developed during the dream
phase) and make sure that the ideas the young people have selected are doable for a SYU pop-up.

Details of Activity:

e General brainstorm across all groups: each group writes down all the needs of the community they have identified on post-its. Each
group present the needs to the other groups. All the post-its are collected on a wall.

e Young people group similar needs. At the end: there are clusters of similar needs.

e In group: around each clusters of needs, young people write potential solutions. Young people try do come up with as many
concrete ideas as possible. Each solution is a potential business idea. During the community analysis, it can be that some residents
for example, have suggested a solution themselves. That information is also taken into account. Young people should have at least 5
potential solution for each cluster of needs. (If this part is difficult: there are a lot of tools available to facilitate brainstorming or to
generate more ideas, for example the apple drawing ideation. See toolbox for tools you can use if necessary.)

e Subsequently, the young people ask themselves for each concrete solution how they can turn it into a company: can they make
money? And if so, how? Or can they offer that solution to the community without being loss-making (possible subsidies?)? Only
those business ideas that can be profitable are retained.

e Young people brainstorm: where do our talents, our passions and the business ideas for the community overlap? In the ‘talent and
competencies’ module of the SYU program, young people have thought about their talents (what am | the best in?) and their
passions (what am | passionate about?). Now the question is: where do the three circles overlap? Young people should look for the
common denominator. It can also help that the young people not only do this exercise per group, but also that each group presents
its passions and talents to the other groups. Only the business ideas that have a link with a passion or a talent of one of the group
members are retained.

e All the ideas that remain, are put in a matrix.
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(Source: Jong Ondernemen)

The Y-axis represents ‘cost’. The more expensive an idea is, the lower it is on the Y-axis. The X-axis stands for feasibility. The more
feasible an idea is, the more it is positioned on the right side of the matrix. You choose one of the ideas in the right upper quadrant

to further develop during the dream phase. This will be an idea that is both feasible and affordable.




