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Executive summary 
 

This teachers’ toolkit was developed as part of the EU-funded School Starters’ Hub 

project. This guide is made for school teachers and school directors who are seeking 

background knowledge to implement a School Starters’ Hub (SSH) in their own institution. It 

guides and encourages the teaching staff to use new teaching and learning techniques that 

are project-based, aiming at connecting theory and practice to make bring students closer to 

the labour market and society at large. The impact of this training guide is expected to be 

substantial not only for the school community but also for the local and European labour 

market. The guide includes new teaching methods, use of digital tools knowledge on design 

thinking technique, entrepreneurship and digital marketing focused on students’ projects.  
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1- Introduction  

 

1.1 The concept of the School Starters’ Hub 
    

In a fast-paced European society facing global challenges (environmental crisis, 

economic instability, Covid-19 pandemic), traditional school curricula present some gaps 

when it comes to prepare young students for the labour market or their future university 

careers. For this reason, they need extra-curricular activities focused on the skills they will 

need tomorrow. The School Starters’ Hub (SSH) project aims at addressing this gap in 

European school curricula by introducing students to the basics of entrepreneurship, 

innovation and creativity through a project-based methodology.   

The target groups of this guide are school leaders and teachers. On the one hand, 

school leaders will use the guide to get the necessary practical guidance on the School 

Starters’ Hubs model. This guide will guide them to assess why and how implementing such 

a project in their school and how to motivate their teams of teachers to implement this 

project. On the other hand, teachers will find in this guide tips and educational tools to 

conduct sessions of the Schools Hubs.   

The implementation of School Hubs should be seen as a way to teach new skills to 

students in a “learning by doing” approach. The goal of such extracurricular program is to 

encourage students and unveil their creative potential as entrepreneurs-to-be and young 

citizens actively involved in their community. For that reason, the guide gives a lot of 

flexibility to teachers who can adapt the tools and material provided according to their local 

contexts and the needs of their students. Furthermore, we want to underline that the Schools 

hubs should not be seen as yet another assignment by teachers or students. Teachers are 

responsible to make their students understand that they should not be afraid of getting a “low 

grade” or a punishment if their business idea is not successful. Rather, they can be 

encouraged to make mistakes and to learn from the challenges they faced.    
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1.2 Purpose of this guide 
 

This guide is made following the principles of design thinking. This means that the 

guide should not be read in a linear fashion, like a novel, but rather readers should jump from 

one chapter to another according to their needs. They can go back and forth between the 

sections, for examples using Chapter 4 as a resource about how to use School Starters’ Hub 

material.    

During the project, the School Starters’ Hub partnership has produced a significant 

amount of educational material, including a platform for students and three modules made 

by partners expert in business management, marketing and innovation. The partnership of 

this project thought of designing this guide as a support to use the project material (available 

online), in order to create a bridge between the content produced during the project and the 

reality of the classroom.  

School Starters’ Hub partners are well aware of the challenges inherent to teaching in 

schools to a large number of students. They know that teachers cannot dedicate long hours 

sitting and learning new material from scratch about topics that may be new to them, such as 

entrepreneurship. For this reason, the guide will help teachers to become facilitators of 

School Hubs without the need to be experts in business studies or digital marketing.   

 

 

  



 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

7 

1.3 Compatibility with existing school curricula  
 

Entrepreneurship requires different skills, including the ones that students are 

acquiring at school. Although the School Hub is an extracurricular activity different from 

everyday school classes, teachers are encouraged to point out connections between School 

Hubs and their existing school curricula. The focus on specific topics depends on each 

teacher’s subject of specialty, therefore the links between entrepreneurship and school 

classes will be adapted according to the teacher’s or teachers’ areas of knowledge. For 

example, Math teachers in charge of the School Hub sessions can show students how 

mathematical skills are crucial to building a business budget. Literature teachers should 

demonstrate how being proficient in the national language can help students with oral 

communication and speaking in a clear and convincing manner. History and Geography 

teachers can share knowledge about Economics and major innovations throughout space and 

time. Music and Arts teachers can also be involved in many ways, to explain students how to 

practice their creativity. All in all, the goal of the School Hub is also to show that subjects 

learned in school have real-life applications and uses.   
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1.4 Expected impact of School Starters’ Hub in your school & 
community  
  

A well implemented School Starters’ Hub (SSH) might a positive impact on your 

students, on the teaching staff and on local businesses. Indeed, the project has great chances 

to empower students, strengthening their self-confidence and motivation. After the project, 

they will have a better understanding of their local environment, making connections 

between their school life and the labour market.  

The impact on the teaching staff is the following: upskilling through a better 

knowledge of entrepreneurship and project management, higher value of the potential of 

their students, and exploration of new teaching approaches, as well as career development.  

Local businesses might also benefit from the project, especially through the 

opportunity to become business mentors, throught the connection with younger generations 

and community building .  

 

1.5 Structure of this guide  
 

 Chapter 2 – The School Starters’ Hub Model 

 Chapter 3 – Operational guidelines (week by week instructions) 

 Chapter 4 – New skills for future entrepreneurs  

 Conclusion 

 Annexes (templates)  

 References  
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2 – The School Starters’ Hub Model  
 
2.1 The model design 

 
School Starters’ Hub aims to develop an innovative and integrated model for its 

implementation. The model is  based on the aims and objectives of the project and thus it 
transforms schools to an open innovation space, where creativity and innovation skills are 
cultivated. 
Using the School Starters’ Hub, all students can develop their idea into a project, service/ 
product that will be visible to the labour market, other schools and stakeholders. 
The first basic element of the model is the core teaching and operational methods that will 
be used for developing creativity, innovation and entrepreneurship skills of secondary 
students.  
The methods that are going to be followed are: design thinking, experiential project based 
learning and contemporary methods that are going to be reported during the analysis stage. 
The second basic element of the Hub is the visibility and interconnection with other schools, 
local communities and stakeholders. The model will include all methods and tools that are 
going to be used for networking (ICT/ digital and traditional) regarding engagement 
techniques for participants. 
The hub aims to provide a space that will make schools extrovert and inclusive at the same 
time. That means that the model adopted will create simultaneously a space of demonstration 
of students’ creative and innovative ideas and a space where schools, local communities and 
labour market are connected. 

 
The model that will be developed will use the 
ADDIE (Analyze, Design, Develop, Implement 
and Evaluate) methodology to effectively 
connect knowledge to practice and society. 
Specifically, the model will provide the 
methodological 
framework for the operation of the innovative 
School Starter Hub and will include guidelines for 
the following stages: 
- Analysis: at this stage target group background, 
learning needs and objectives, skills and learning 
outcomes, learning methods and learning 
environment are going to be defined. 
- Design: at this stage specific rules and 
instructional design of the strategy will be 
developed for the achievement of the projects 
aims. In addition the resources, the roadmap, the 
learning activities and the tools that will 
interconnect Schools- Local Communities and 

Stakeholders of the Hub will be defined. 
- Development: Based on the outcomes of the previous two stages, the development of Hub 
Model Methodology will take place. According to the defined needs the programme will be 
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drafted, produced and evaluated. 
- Implementation: During the implementation phase the target groups will experience the 
learning and communicating Hub model with the use of the innovative implementation tools. 
The model will describe the implementation process (operational guidelines), the Hub ID, the 
building of networks and the motivating and engagement techniques for the participants. 
- Evaluation: evaluation is an integral part of every process. The model will provide the 
framework and the guidelines for evaluating and constantly improve the Hub operation and 
outcomes. 
 
The model will be based on the following principles: 
- triggering creative and innovative ideas 
- tackling the mismatch of school curricula to labour market needs 
- introduction of innovative teaching and learning methods and curricula 
- inclusion of ICT tools and cutting edge technologies 
- Guidance tools for teachers and students 
- Interactive and participatory operation methodology 
- Direct communication and bonding between education- business and local 
communities 
- Networking development 
- Motivation for stakeholders engagement 
 

The models’ innovative aspects are the following: 
- ICT tools 
- Social innovation 
- Inclusive, participatory and extrovert approach 
- Connection path between Education to Society and labour market needs 
 
The School Starters Hub model refers to transversal skills that need to be cultivated 
worldwide so the need is universal and there is strong motivation for transferability. As the 
model will be based on cutting edge technology and inclusion of ICT tools, this makes it easily 
accessible and transferable. 
The impact of the School Starters Hub model is expected to be significant to all end users. In 
particular: Students will a) cultivate and discover skills that were neglected in the school 
environment (creativity, innovation and entrepreneurship), b) will adopt a cooperative and 
innovative approach to learning and c) will connect efficiently with the real life settings, i.e. 
local community and labour market. 
Teachers will be upskilled with the introduction of new teaching methods and tools. 
Stakeholders a) will interconnect with a Hub of creative and innovative students that can be 
their ideal upskilled employees in the future as their curriculum is adapted to the market 
needs, b) the Network that will be established will also facilitate the interactive 
communication between Schools, Research Institutions, Businesses, Local and Regional 
Authorities. 
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2.2 Target group’s needs 
 
In relation to the different scenarios present in each country from which the Partners of the 

School Starters' Hub project come from, it has emerged that the situation regarding the 

digitalization of schools is slowly evolving, even if there are still several critical issues 

especially regarding the level of technological tools and internet connection, in particular far 

from large urban centers and in rural areas. 

The number of schools that use technological tools during school hours, to carry out lessons, 

is increasing, even if there is a lack of adaptation of the equipment made available to students 

and teachers to their needs. 

At present there are no platforms or similar tools that can be used by teachers and students 

for the development of skills including entrepreneurship, creativity and the development of 

projects conceived at school. 

The lack of such a tool is reflected in the difficulty of young people to take their first steps in 

the world of work, as they are unattractive to companies because they suffer from inadequate 

development of the skills needed today to be able to pursue a career in the working world. 

The needs are therefore differentiated in: the need for students to learn new skills that may 

be useful to them in the future in relation to a potential job, the need for teachers who require 

an update in the teaching methods of these new skills. 
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2.3 Participants 
 
According to aims of the School Starters’ Hub project,  

The participants are: 

 

 Students (from 16 to 18) from every type of school 

 Teachers of all disciplines 

 Secondary schools 

 Companies  

 Regional and Local authorities 

 Incubators 

 

The School Starters’ Hub project envisages cooperation between Schools- Enterprises- Local 

Authorities, which will bring schools (both teachers and students) closer to the reality. 

Students will acquire learning outcomes needed for their transition to work, they will be 

better equipped to make justified selection of their studies and they may develop links with 

employers that may be interested in employing them and use their ideas. 

 

 
2.4 Skills and competences to be acquired 
 
The skills that will be acquired by those who use the School Starters Hub model will be the 

competences that are most sought after in recent years in the labour market. 

 

Let's see them in detail: 
 

1) Creativity       

 

 

Creativity can be a highly valued quality in candidates since it is the foundation of innovation. 

In a society like ours, a company needs to be able to reinvent itself as much as possible, which 

is why a creative employee can be a great asset. 

Creativity is about harnessing lateral thinking that can be used to come up with 

unconventional solutions to problems or simply to introduce new elements into the 

company. 

In addition, proactiveness is a fundamental part of creativity. Being proactive implies being 

able to act in advance of a future problem or situation. 

It therefore means taking control and making things happen rather than adapting to a 

situation or waiting for something to happen. 



 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

13 

A proactive employee doesn't need to be asked to act or need detailed instructions. He or she 

takes charge of bringing in ideas, finding innovative solutions or facilitating activities so that 

the results benefit the entire company. 

However, it is important never to overstep the boundaries and ask always to superiors or 

bosses the permission to do something. 

 

2) Working in a team    

 

 

The ability to work in a team is linked to a person's relational skills and is very important, 

especially since companies are often required to work in groups. 

In addition, having good interpersonal skills also allows the worker to create a good 

relationship with customers and colleagues. 

 The perfect candidate has innate social skills, knows how to get along with others and 

therefore knows how to communicate with ease, showing a strong ability to collaborate. This 

skill is essential, because companies increasingly need collaboration between colleagues in 

the same office, but also between those in different branches or with suppliers and retailers 

outside the company. 

A collaborative, friendly and sociable person can become a pivotal element in the company, 

who will invariably bring positivity to the working environment, wherever he or she may be 

to coordinate with others, making the work environment healthy and tension-free. 

 

 

3) Problem Solving    

 

 

Problem solving is definitely one of the most required skills in an ideal employee because it 

consists of the ability to analyze and understand various situations in order to always find 

the optimal solution. 

In essence, this characteristic consists of a proactive, solution-oriented attitude that allows 

you to deal with any type of problem or eventuality. 

Intelligence at work is not measured on mnemonic or mathematical skills. Instead, it is 

measured on the ability to overcome adversity, show steady nerves, not be too emotional, 

and find ways around an obstacle. 

 

4) Motivation    

 

Motivation is another of the skills that are now essential in a working context because we 

know that between something done with commitment and passion and something done 

unwillingly there is a big difference in quality. 
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Being motivated people, therefore, can be a good reason why a company should prefer you 

to another candidate. 

This is a good reason for a firm to choose you over another candidate. By hiring you, they 

would know that they have an employee who is committed to his or her profession, and who 

takes the success of the job to heart. 

 

 
5) Time management   

 

 

Another skill that is very much in demand in a candidate and not always easy to find is time 

management so as to be on time with deadlines, identify goals and achieve them efficiently 

and effectively, organize the activities in the agenda, but also to be able to handle stress well, 

without ever losing control even in the most difficult situations. 

This kind of skills are among the most required in a prospective employee, also because we 

live in a way that is always in a rush and sometimes slowdowns are not allowed. 

It can be also related to efficiency: a good worker is one who knows how to carry out the task 

he has been given with precision, optimizing resources and time available. 

 

 

6) Courage - Endurance  

 

 

Leaders want partners who can stay focused on the goal, despite any difficulties that may 

arise during its implementation. Do not give up when things are not going well. When stress 

and lack of composure come in the door, creativity and productivity go out the window. 

Managers do not want partners who go back in front of the first difficulty. 

 

 
2.5 ADDIE Methodology 
 
ADDIE method is a framework in designing and developing educational and training 

programs.  

“ADDIE” stands for Analyse, Design, Develop, Implement, and Evaluate.  

This sequence, however, does not impose a strict linear progression through the steps. 

Educators, instructional designers and training developers find this approach very useful 

because having stages clearly defined facilitates implementation of effective training tools. 

As an ID model (ID stands for “Instructional Design”: a guideline or framework, based on 

which an instructional designer creates the instructional material, or the course. It is based 

on how people learn), Addie Model has found wide acceptance and use. 



 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

15 

 

The ADDIE model was based on an earlier ID model, the Five Step Approach, which had been 

developed by the U.S. Air Force. The ADDIE model retained this five-step feature, and 

included many sub-stages within each of the five broad phases. Due to the hierarchical 

structure of the steps, one had to complete the process in a linear fashion, completing one 

phase before starting the next. 

 

The five components of the Addie Model: 

 
According to the analysis of Kurt, S., described in his article "ADDIE Model: Instructional 

Design," in Educational Technology, August 29, 2017, retrieved from 

https://educationaltechnology.net/the-addie-model-instructional-design/, the ADDIE 

Methodology is composed by 5 elements: 

 

Analysis  
The Analysis phase can be considered as the “Goal-Setting Stage.” The focus of the designer 

in this phase is on the target audience. It is also here that the program matches the level of 

skill and intelligence that each student/participant shows. This is to ensure that what they 

already know won’t be duplicated, and that the focus will instead be on topics and lessons 

that students have yet to explore and learn. In this phase, instructors distinguish between 

what the students already know and what they should know after completing the course. 

 

The Analysis Phase generally addresses the following issues and questions: 

 

1. What is the typical background of the students/participants who will undergo the 

program? Personal and educational information such as age, nationality, previous 

experiences and interests should be determined. What is the target group? What are 

the educational goals, past knowledge levels, experiences, ages, interests, cultural 

background etc. of the learners? 

2. What do the students need to accomplish at the end of the program? What are the 

learner’s needs? 

3. What will be required in terms of skills, intelligence, outlook and 

physical/psychological action-reaction? What are the desired learning outcomes in 

terms of knowledge, skills, attitudes, behavior etc.? 

4. Determining popular methods being used around the subject and taking a look at what 

needs to be developed and improved. Review of existing instructional strategies 

employed. Are they adequate? What aspects need to be added, clarified and improved 

upon? 

https://educationaltechnology.net/the-addie-model-instructional-design/
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5. Determining target objectives of the project. What instructional goals does the project 

focus on? 

6. Determining the various options available with respect to learning environment. 

What is the most conducive learning environment? A combination of live or online 

discussions? What are the Pros and Cons between online- and classroom-based study? 

What delivery option is to be chosen? What type of learning environment is preferred? 

Does one opt for online or face-to-face or a blend of both? If online is preferred what 

will be the difference in learning outcomes between classroom-based learning and 

web-based learning? 

7. Determining limiting factors to the overall goal of the project. What limiting factors 

exist with respect to resources, including technical, support, time, human resources, 

technical skills, financial factors, support factors? 

 

Design 
This stage determines all goals, tools to be used to gauge performance, various tests, subject 

matter analysis, planning and resources. In the design phase, the focus is on learning 

objectives, content, subject matter analysis, exercise, lesson planning, assessment 

instruments used and media selection. 

The approach in this phase should be systematic with a logical, orderly process of 

identification, development and evaluation of planned strategies which target the attainment 

of the project’s goals. It should follow a very specific set of rules, and each element of the 

instructional design plan must be executed with attention to detail. 
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During the design stage, the IDs need to determine: 

 

1. Different types of media to be used. Audio, Video and Graphics are prime examples. 

Are third party resources going to be utilized or will the IDs create their own? Will you 

prepare the teaching learning material? 

2. Various resources at hand required to complete the project. What are the available 

resources at your disposal for completing the project? 

3. Level and types of activity to be generated during the study. Is it going to be 

collaborative, interactive or on a per participant basis? 

4. Using a teacher’s style approach, how will you implement the parts of the project (i.e. 

behaviorist, constructivist, etc.)? 

5. Time frame for each activity. How much time is to be assigned to each task, and how 

will learning be implemented (per lesson, chapter, module, etc.)? Do the topics require 

a linear progression in presentation (i.e. easy to difficult)? 

6. The different mental processes needed by the participants in order to meet the targets 

of the project. What are the prescribed cognitive skills for students to achieve the 

project’s learning goals? 

7. Knowledge and skill developed after each task. Do you have a way of determining that 

such values have indeed been achieved by the students? What is the method adopted 

by you to determine the acquisition of desired competencies by the students? 

8. The roadmap of how the study or project will appear on paper. Will it be advantageous 

to the ID to create a map of the different activities to see if they are in line with the 

goal of the project? 

9. If the project is web-based, what kind of user interface will you employ? Do you 

already have an idea on how the site will look like? 

10. The feedback mechanism you will use to determine if the participants are able to 

digest the lessons. What is the mechanism designed by you to obtain the learners’ 

feedback on material learnt? 

11. Given the wide variety of student preferences and learning styles, what method will 

you implement to make sure that the program fits their wants? How will you design 

your project activities so as to appeal to diverse learning styles and interests of 

students? Will you opt for variety in delivery options and media type? 

12. Pinpoint the main idea of the project (training activity).  



 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

18 

Development 
 
The Development stage starts the production and testing of the methodology being used in 

the project. In this stage, designers make use of the data collected from the two previous 

stages, and use this information to create a program that will relay what needs to be taught 

to participants. If the two previous stages required planning and brainstorming, the 

Development stage is all about putting it into action. This phase includes three tasks, namely 

drafting, production and evaluation. 

Development thus involves creating and testing of learning outcomes. 

 

 It aims to address the following questions: 

 

1. Is the time frame being adhered to in relation to what has been accomplished in terms 

of material? Are you creating materials as per schedule? 

2. Do you see team work across various participants? Are the members working 

effectively as a team? 

3. Are participants contributing as per their optimal capacity? 

4. Are the materials produced up to task on what they were intended for? 

 

Implementation 
 

The implementation stage reflects the continuous modification of the program to make sure 

maximum efficiency and positive results are obtained. Here is where IDs strive to redesign, 

update, and edit the course in order to ensure that it can be delivered effectively. “Procedure” 

is the key word here. Much of the real work is done here as IDs and students work hand in 

hand to train on new tools, so that the design can be continuously evaluated for further 

improvement. No project should run its course in isolation, and in the absence of proper 

evaluation from the IDs. Since this stage gains much feedback both from IDs and participants 

alike, much can be learned and addressed. 

Design evaluation is done in the implementation phase. Designers play a very active role in 

this stage, which is crucial for the success of the project. Developers should consistently 

analyze, redesign and enhance the product to ensure effective product delivery. Meticulous 

monitoring is a must. Proper evaluation of the product, course or program, with necessary 

and timely revisions, is done in this phase. When instructors and learners actively contribute 

during the implementation process, instantaneous modifications can be made to the project, 

thus making the program more effective and successful. 

 

The following are examples of what can be determined: 
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1. Advise on your preferred method of record keeping, as well as the actual data you 

would like to mine from the experience of students interfacing with the project. 

2. What is the emotional feedback given to you by teachers and students during initial 

demonstration of the project? Are they genuinely interested, eager, critical or 

resistant? 

3. As the project proceeds, do you see that IDs are able to grasp the topic immediately or 

do they need help? 

4. Explain how you are going to deal with any possible errors during testing. What will 

your response be if, after presenting activities to students, things do not go as 

planned? 

5. Did you prepare a back-up tool in the event of initial failure of the project? When 

technical and other problems arise do you have a back-up strategy? 

6. Will you go for implementation on a small scale or a large scale? 

7. When the student group gets the material can they work independently, or is constant 

guidance required? 

 

Evaluation 

 

The last stage of the ADDIE method is Evaluation. This is the stage in which the project is 

being subjected to meticulous final testing regarding the what, how, why, when of the things 

that were accomplished (or not accomplished) of the entire project. This phase can be broken 

down into two parts: Formative and Summative. The initial evaluation actually happens 

during the development stage. The Formative phase happens while students and IDs are 

conducting the study, while the Summative portion occurs at the end of the program. The 

main goal of the evaluation stage is to determine if the goals have been met, and to establish 

what will be required moving forward in order to further the efficiency and success rate of 

the project. 

Every stage of the ADDIE process involves formative evaluation. This is a multidimensional—

and essential—component of the ADDIE process. Evaluation is done throughout the 

implementation phase with the aid of the instructor and the students. After implementation 

of a course or program is over, a summative evaluation is done for instructional 

improvement. Throughout the evaluation phase the designer should ascertain whether 

problems relevant to the training program are solved, and whether the desired objectives are 

met. 
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Evaluation is an essential step of the whole ADDIE method as it aims to answer the 

following questions: 

 

1. Determine the categories that will be established to evaluate the effectiveness of the 

project (i.e. improved learning, increased motivation etc.) On what factors or criteria 

will the effectiveness of project be determined? 

2. Determine the way you will implement data collection, as well as the timing at which 

it will be effectively made. When will the data related to the project’s overall 

effectiveness be collected and how? 

3. Determine a system for analyzing participant feedback. 

4. Determine the method to be used if some parts of the project need to be changed prior 

to full release. On what basis will you arrive at a decision to revise certain aspects of 

the project before its full implementation? 

5. Determine the method by which reliability and content validity can be observed. 

6. Determine the method by which you will know if instructions are clear. How is the 

clarity of instructions assessed? 

7. Determine the method by which you can analyze and grade the response of the 

participants on the project. 
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8. Determine who gets to receive your final output regarding the project. Who will 

prepare this report on the results of the evaluation? 

 

2.6 Implementation & Evaluation of the School Starter’s Hub 
Model 
 
The Model is based on the ADDIE methodology, which focuses on spurring young students in 

the development of their entrepreneurial skills through the design and development of a 

project that will be shared through the platform with the various institutions that populate 

the labor market, such as industries or research institutions. 

The Model follows the fundamental points described by the ADDIE methodology. 

 

1) ANALYSIS : In the analysis phase, instructional problem is clarified, the instructional 

goals and objectives are established and the learning environment and learner’s 

existing knowledge and skills are identified. 

Teachers should guide students over this process, helping them with some questions 

that must be analysed to achieve a final goal, for example  

 “What are the delivery options”,  

 “What do they need to learn”  

 “What are the business needs driving this project” 

 “What are the goals and objectives for this project” 

 “What resources are already available” 

 

2) DESIGN: The design phase deals with learning objectives, assessment instruments, 

exercises, content, subject matter analysis, lesson planning and media selection. The 

design phase should be systematic and specific. Systematic means a logical, orderly 

method of identifying, developing and evaluating a set of planned strategies targeted 

for attaining the project’s goals. Specific means each element of the instructional 

design plan needs to be executed with attention to details. 

The main steps that teachers and students have to follow are: 

 Documentation of the project’s instructional, visual and technical design 

strategy 

 Apply instructional strategies according to the intended behavioral outcomes 

by domain (cognitive, affective, psychomotor). 

 Create storyboards 

 Design the user interface and user experience 

 Prototype creation 

 Apply visual design (graphic design) 
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3) DEVELOPMENT: During this stage the project takes shape and the contents are 

developed.  

The questions posed in the design phase are answered. 

During this phase students can upload their project on the platform and look for a 

match with the world of work, through a forum that puts them in contact with 

industries and research institutions that may be interested in developing the project. 

 

4) IMPLEMENTATION: The implementation stage reflects the continuous modification 

of the program to make sure maximum efficiency and positive results are obtained. 

“Procedure” is the key word here. Much of the real work is done here as organizations 

and students work hand in hand to train on new tools, so that the design can be 

continuously evaluated for further improvement. Since this stage gains much 

feedback both from organizations and participants alike, much can be learned and 

addressed. 

 

5) EVALUATION: This is the stage in which the project is being subjected to meticulous 

final testing regarding the what, how, why, when of the things that were accomplished 

(or not accomplished) of the entire project. Students will obtain a final evaluation by 

the stakeholders interested in their projects. This is the students’ first step on the 

labour market. 

 

Here’s a brief list of the advantages of the School Starter Hub model: 

 Schools Starters Hub model provide more effective quality designs, clearly defined 

learning objectives, structured and coherent content, measured and organized 

workload for educators and students, incorporated visualizations and media, and 

appropriate student activities and assessments that are linked to the targeted learning 

outcomes. 

 The School Starter Hub Model will enable the identification of the proper best practice 

design principles, followed by the implementation of the principles on a systematic 

basis. The Model, based on ADDIE Methodology, is a very effective tool that facilitates 

the design and development 

 The School Starter Hub Model integrates the evaluation of learners’ needs, design, and 

development of training materials.  

 The School Starter Hub Model can be flexibly adapted while completing the project 

requirements. In order to use the model more flexibly, it is critical to implement the 

following strategies: thinking non-linearly by considering different phases that can be 

implemented in parallel; best utilizing every outcome; and maintaining flexibility with 

the development of your innovative learning product. The flexibility of the ADDIE 

methodology encourages evaluation at every step and promotes evaluation and 
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redesign at every stage. As a result, the student will be able to ensure that processes 

become more adaptable to different changes and challenges. 

 

 

 HOW TO HANDLE FUTURE RISKS 
 

Despite the possible advantages of the School Starter Hub model, there are several risks 

that can occur while using this type of methodology. 

 

In accordance with the study carried out by Zachary Fruhling (an instructional designer, 

online educational content author and developer, educational technologist, philosophy 

instructor, poet, and podcaster with nearly 20 years of experience in higher education and 

educational content development) we have observed 5 main weaknesses that can occur 

using this Model, and how to handle them. 

 

 
 

1. Typical processes require unrealistically comprehensive up-front analysis. Most 

teams respond by doing very little at all and fail to access critical elements. To avoid 

this situation it is necessary to involve all the students in the same level of task and 

push them working together in the same direction in order to achieve the same result. 

2. Ignores some political realities. Opportunities are misses, vital resources aren’t made 

available, support is lacking, and targets shift. To overcome this problem, we need to 

engage several stakeholders that can provide solutions to this gap. 
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3. Storyboards are ineffective tools for creating, communicating and evaluating design 

alternatives. Poor designs aren’t recognized as such until too late. To bypass this 

obstacle, it is necessary to aim for a better commitment from students and teachers in 

order to produce a large amount of ideas that can be deeply analyzed in order to find 

the one that best suits the skills and attitudes of the children involved in the design. 

4. Detailed processes become so set that creativity becomes a nuisance. It’s necessary to 

push students continuously to look for creativity and innovative ideas even during the 

making process. 

5. No accommodation for dealing with faults or good ideas throughput the process. It 

can be overcome by continuous stimulation of students by teachers in the search for 

the best solution to a problem, rewarding the effort. 
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3 – Operational guidelines (week by week instructions)  
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Week 1. Introducing the concept of the Starters’ hub in your 
classroom   
 

At the beginning of the first session, you can start with explaining the upcoming 

program week by week to give students an idea of the overall structure of the School Hub 

activity. We recommended 8 sessions dedicated to the School hubs in total (approximately 1 

hour per week during 2 months).  

It is highly recommended to invite a business mentor from the local community so 

that he or she can present her or his business/enterprise to students. The objective of this 

partnership is to give students a concrete, tangible example of business activity. Interacting 

with a businessman or businesswoman will give your students inspiration and motivation to 

start their own projects.  

First of all, how to find your business mentor? Here are some key elements to take into 

consideration when looking for a business mentor 

- Looking for someone who has availability outside of their work hours can take time. 

For this reaosn, we recommend to find someone from your school network or your 

personal network (a family member, a friend). Keep in mind that since this person 

runs a business or is an entrepreneur, she or he will probably be working during your 

school hours.  

- The mentor might also be a parent or a relative of one your students. A few weeks 

prior the start of the hub activities, make a general annoucement in your classroom to 

ask students if they know anyone who could come and present their business.  

- The mentor should ideally be a business owner and funder to be able to share their 

experience of business creation.   

- The size and the reputation of the mentor’s business do not matter. What matters is 

to invite a mentor with whom students can easily identify with and who shows 

enthusiasm about the project as well as motivation to share their professional 

experience with younger ones.  

- When you have found a convenient time for the business mentor to come to your 

classroom, make sure to brief them about the objectives of the project and the profile 

of your group of students (age range, grade, etc.).  

- In case it is really impossible organise a meeting with the mentor in person, invite 

the mentor to your class via an online meeting app (e.g. Zoom, Skype, or even 

WhatsApp, Messenger… as long as you can screen the call with the mentor). This can 

also be a great alternative in case of national lockdown or for an online school 

setting. The perks of organising an online meeting with the mentor is that she or he 

may be able to call from her or his workplace and virtually show around the students 

how her or his business looks like.  
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The mentor should make his or her intervention on the first week of the project, for example 

after you present the general scope and objectives of the school hub. Students, especially 

younger ones, might be puzzled to see someone from the outside and shy to ask questions to 

the mentor. Here are some ideas to facilitate the exchange between students and their future 

business mentor:  

- If your business mentor has no teaching experience, she or he may be uncomfortable 

in front of a class of students. As a teacher in charge of the school hub, you are 

responsible for facilitating the exchange between the world of business and the world 

of school.  

- To help the mentor, give him/her some guidelines and invite him/her to birefly 

present their business story. Telling a story is important for making the information 

accessible to students. Instead of figures, hard facts and technical terms, ask the 

mentor to share his/her greatest sucesses, fears, challenges as a business owner, and 

so on. For example, let them talk about how they went through the Covid-19 

lockdowns, since this is now something everyone can relate to.  

- Ask the mentor to make a brief introduction of their sector of activity. The mentor 

should explain the sector in a few words that are easy to understand for students 

unacquainted to it.  

- Afterwards, it is possible to organise a Q&A (Questions&Answers) with your 

business mentor. This will make this first session more informal and interactive for 

students than a “lecture” about business. To avoid awkward moments of silence 

during this Q&A, ask your students to prepare their questions according to their 

interests, so that they can ask them during the session. You can even ask them to write 

their questions on sticky notes and hang on the classroom’s walls. Note: if the session 

with the business mentor happens online, in an hybrid mode or even if it is fully in 

person,  you might use an online common board. This tool should be explained and 

shared with students before the session, so they have the time to prepare and post 

their questions online.  

- The advantage of working online is that you can moderate your student’s questions. 

Plus, if they think about specific questions beforehand, this will avoid awkward 

‘blanks’ in the conversation, when students are too shy to ask questions.  

- In any case, be prepare to involve you students and facilitate the discussion with the 

mentor. For example, make it clear that this is a unique opportunity to ask questions 

about someone who is already in the business world. You can ask if they would like to 

run such a business in the future, if they like the idea or not, what they would do 

differently if they were at the place of the business mentor.  

 

You can find below of non-exhaustive list of most commonly used digital collaborative 

whoteboards that you can use during the first session with the business mentor. Please note 

that you can also use these tools on Week 2 – Brainstorming session with students.  



 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

28 

 

 

 

 

 

 

  

 

Name Uses Link to resource Link to tutorial  
Google 

Jamboard  
Works like a board with 

colourful sticky notes. Several 
slides can be created.  

Easy to use. No need to create 
an account if you already have 

a Gmail account. 

https://jamboard.
google.com/  

Jamboard for teachers 
https://www.youtube.co
m/watch?v=BPthJ4O9oL
k 

 

Miro  Collaborative digital 
whiteboard with many design 
options. Allows simultaneous 

use during online meeting.  
 

https://miro.com/  Board Basics: Making 
Your First Miro Board - 
 YouTube 
https://www.youtube.co
m/watch?v=7L1-
0DOGHDY 

Mural  Flexible brainstorming tool 
with many options to insert 

content, shapes, pictures, etc  

https://www.mur
al.co/   

How to use Mural for 
workshops & meetings 
https://www.youtube.co
m/watch?v=3WF6lnDzd
QI 

https://jamboard.google.com/
https://jamboard.google.com/
https://www.youtube.com/watch?v=BPthJ4O9oLk
https://www.youtube.com/watch?v=BPthJ4O9oLk
https://www.youtube.com/watch?v=BPthJ4O9oLk
https://miro.com/
https://www.youtube.com/watch?v=7L1-0DOGHDY
https://www.youtube.com/watch?v=7L1-0DOGHDY
https://www.youtube.com/watch?v=7L1-0DOGHDY
https://www.mural.co/
https://www.mural.co/
https://www.youtube.com/watch?v=3WF6lnDzdQI
https://www.youtube.com/watch?v=3WF6lnDzdQI
https://www.youtube.com/watch?v=3WF6lnDzdQI
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Week 2- brainstorming business ideas  
 

As a teacher, you must already have used the brainstorming method with your 

students as part of your everyday classes. For instance, asking your students what they 

remember from their last lesson with you, or what they remember from last year’s 

curriculum, is already some kind of brainstorming.  

Simply put, the brainstorming process is about generating ideas of all sorts, within the 

limits of a pre-defined topic (or not) and within a given amount of time. The main challenge 

of brainstorming is to avoid any type of self-censorship. Self-censorship–preventing oneself 

from expressing one’s ideas because of inner mental barriers–is as common among adults as 

among children and teenagers, although adults might sturggle even harder than younger 

ones since they are more self-aware of others “judging” them.  

Another challenge is to keep the ‘brainstormers’ ’ (your students) focus since the 

process of idea generation can quickly turn into a messy and unstructured chat about various 

topics. This is why the time constraint is important for the brainstorming session in order to 

limit your students’ time for discussion. Conversely, the other challenge is to make the most 

shy and quiet students to share their ideas. Group discussions are stimulating but also 

intimidating for many of youngsters. As a facilitator, you should thus make sure that everyone 

is free to particpate and that no one is judgemental of others’ ideas. To make it easier, you 

may also chose some students you can trust to be “moderators” within their brainstorming 

groups.  

 

Going deeper, once you start the brainstorming session you should follow the following 

steps:1 

1. Problem or challenge statement. A brainstorming session typically starts by stating 

an issue, for example, “how can we improve our city?” You can either give a problem 

to your students or let them find their own problems. The advantage of giving an issue 

is that the discussion will be focused on a common topic for the whole classroom. 

Note: do not reveal the problem that is the topic of your brainstorming session before 

the session. The brainstorming must remain spontaneous and students should not 

“study” or research the topic beforehand.  

2. Groups. Two brains or more work better than only one brain, so you may want to split 

your classroom into brainstorming teams. You can also organise a large brainstorming 

with your whole class group, but some students might be too shy to express their ideas 

in front of such a big group. If you opt for smaller groups, go around the groups to 

facilitate the discussion and make sure that everyone is participating and that 

students keep track of their ideas. It is recommend to keep the groups small, between 

8 and 12 students maximum per group, or even less.  

                                                   
1 Adapted from https://www.niu.edu/citl/resources/guides/instructional-guide/brainstorming.shtml 
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3. Guidelines of brainstorming, DOs and DON’Ts: 

DO DON’T 

Welcome all ideas, even the ones that 

seem “weird” 

Criticising, making fun of, or evaluating 

each other’s ideas  

Relax and be enthusiastic  One student dominating the 

brainstorming while the most introvert 

do not speak at all   

Active listening within the group Delving on one idea for too long  

Writing down ideas Looking too much at one’s phone to 

make research—the ideas should be 

personal 

Drawing, using colors and gadgets   

 

 

 

Once students provided all their ideas, your role as a facilitator is to break them into 

categories. Use your common sense to organise the business ideas into categories, for 

example ideas for services, “green”/eco-friendly ideas, ideas for new products and goods, 

tech or digital ideas, etc.  

During, this session, it is also suggested to conduct activities to foster students’ 

motivation (ice-breaking games, showing videos or talks by entrepreneurs). Once in teams, 

students can be given a small assignment, like picking a local business they like or that they 

use very often (a shop, a service) and presenting it to others. Through this assignement, 

students will find inspiration for their own entrepreneurial projects. 
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Week 3 – projects assignments  
 

On the third week, the teacher will assign projects to teams of students. At this stage 

the teacher will explain the expectations of the activity.  

The overall objective is to create a business project and present it to the class, the 

teacher and the business mentor after 3 weeks. Remind students that a business is an activity 

that generates profit, by selling goods or services. However, students are also encouraged to 

think about projects of social businesses.  

The goal is to present a project and work together. The teacher will make it clear that 

the objective of the activity is not to start a business or to look for fundings. Neither is the 

activity about competing with other groups, or about working individually within a group.  

Students are expected to prepare the following elements: the business idea template 

completed, a visual identity and branding of their businesses, a small presentation of their 

team, and finally a presentation of their businesses.  

The teacher can describe the great lines of the evaluation criteria for the final 

presentation from this stage. The general criteria are:2  

o Originality creativity and innovation   

o Accuracy & clarity of the business idea  

o Feasibility  

 

 

 

 

  

                                                   
2 See “Week 8” for more details 
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Criteria to form the groups and assign projects  

Students can be left free to choose their own groups based on their personal 

preferences. However, some students may be left out or some groups may have to be split 

into smaller groups. To do so, you can sort out new groups randomly or based on your 

knowledge of each students’ personality. To avoid complaints from students who do not like 

their asigned groups, it is possible to create random groups using a digital tool such as the 

“group maker” tool of Class Dojo.3  

 
Source: www.classdojo.com 

 

As a rule, we recommend making groups of 3 to 5 students maximum.  

To assign projects, you can first ask students’ preferences for each project. They will 

probably want to pick one of the ideas that brainstormed during the last session. If they 

cannot make up their mind on a specific project or if two groups of students want the same 

idea, they can determine the assignment of the idea by drawing lots. If two groups really 

want to work on the same project, this is also possible since at the end of the day, their 

presentations and own interpretations of the business idea will be different.  

If you decide to assign projects yourself, then it is possible to assign projects from 

each category (that you made the week before) to different groups of students. 

 

  

                                                   
3 Link: https://www.classdojo.com/ 

http://www.classdojo.com/


 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

33 

Weeks 4-7 working on projects  
 
These three weeks are dedicated to learning from the modules, self-learning and self-directed 

group studies. The main challenges of these sessions is to keep students focused on their 

projects. The teacher-faciliator will conduct formal and non-formal training sessions on 

entrepreneurship, design thinking and digital marketing based on the modules provided by 

School Starters Hubs. Teachers will choose which learning format they want to use, based on 

the material provided in the module.  

Each week, it is recommend to split the session as follows: 

- Module training presented by the teacher: 20 minutes  

- Self-directed work on business ideas: 30’  

- Feedback on the work accomplished during the session: 10’  

 

Provision of weekly guidance and feedback to the students' teams, but the objective is that 

they work autonomously on their business ideas (template), their presentations, etc  

During this week students will develop business ideas, including branding (logo, visual 

identity, slogan) and SWOT (Strengths – Weaknesses – Opportunities – Threats) analysis.  

 

Students may replicate the following table to conduct their SWOT analysis: 
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TITLE OF YOUR BUSINESS: 
 

STRENGTHS  
 

What are the strengths of your idea? Of your team?  
 
 
 
 

WEAKNESSES 

 

What may be the weaknesses of your business? Of your team? 
 
 
 
  

OPPORTUNITIES  
 

What are the opportunities for my business? What opportunities 
can it give to others, to my community?  
 
 
 

THREATS 
 

What are the threats that my business may encounter? May it 
cause a threat, to example for the environment?  
 
 

 

The teacher may create a common social media page where communication material 

about the business ideas of students can be regularly posted (facilitated and moderated by 

the teacher). This can be used as a way to encourage students to disseminate their ideas 

and collect “likes”. The business communication strategy of students can be considered as a 

plus at the end of the project.   

These weeks can be especially challenging because students will have only one 

session per week to work on their projects, for an extended period of time, so they need to 

keep being motivated and focused in order not to everything at the last minute. In that 

sense, the role of the teacher is to highlight the importance of time management.   

We also suggest to hand out a weekly template for students to self- assess their 

work.4  

 

  

                                                   
4 See template 3. 
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Week 8 – presentation of final projects  
 

The feedback around the School hub activity is an essential part of your students’ 

learning process. It is worth higlighting that the evaluation and feedback should remain 

benevolent towards students.  

For example, in the frame of this project it is counterproductive to evaluate students 

on the potential success of their business projects.  Instead, assess their leaning journey and 

criteria such as creativity, perseverance, sense of initiative, curiosity, resourcefulness and a 

positive attitude toward the activities condutect during the School Starters Hub.  

 To guide your general evaluation of students’ work in this context, we suggest to use 

the specific template provided in this guide.5 

 

 

 

Furthermore, you can find below a suggestion of evaluation criteria specifically designed to 

evaluate the pertinence of a Business idea: 

  

                                                   
5 See Annex 4.  
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Evaluation criteria % Excellent Sufficient Insufficient 

The description of 
the business we 
intend to create 

30 Complete answer. 
Clear explanations 
of the concept. 
Identify all the 
important elements. 
provide good 
examples. It offers 
information that 
goes beyond what is 
taught in class. 

Fairly complete 
response. Presents 
understanding of 
the concept. 
Identifies many of 
the important 
elements. Provides 
information related 
to what was taught 
in class. 

Answer reflects 
some confusion. 
Incomplete 
understanding of 
the concept. 
Identifies some 
important 
elements. Provides 
incomplete 
information of what 
was discussed in 
class. 

A prediction on 
whether this 
particular idea could 
have been 
transformed into an 
entrepreneurial 
initiative. 

20 Feasibilities for 
product or service 
creation could be 
determined and 
redefined/ 
reconceptualised. 

It does not specify 
with certainty the 
feasibility required, 
and only presents a 
few elements. 

Fails to 
demonstrate 
understanding of 
the concept. Does 
not provide a 
complete answer. 
Omits important 
elements. Misuse of 
terms. 

The objectives to be 
pursued with the 
creation of the 
company and a 
detailed description 
of the strategies to 
be followed to 
achieve these 
objectives are 
determined. 

20 In a broad manner, 
it is understood and 
determines the 
objectives as well as 
the criteria for its 
formation. 

Strategies are 
specified in a very 
simple and 
unconvincing 
manner. 

Fails to 
demonstrate 
understanding of 
the concept. Fails to 
provide a complete 
answer. Fails to 
omit important 
elements. Misuses 
terms. 

It must be 
convincing, not only 
for its creator, but 
also for all those who 
have access to the 
Project, since it may 
depend on it 
whether or not we 
get enough financial 
resources to allow us 
to start our initiative. 

20 The project and the 
business idea are 
understood in a 
clear and convincing 
way  

The business 
project is not 
clearly explained 
and does not fully 
reflect the way to 
proceed. 

The explanation is 
incomplete / not 
understood. It 
omits the 
fundamental parts 
of the concept. It 
presents erroneous 
conceptions. It 
raises incorrectly, 
what has been 
raised. Vague 
attempt to answer 
the point. 
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“Entrepreneurship refers to an individual’s ability to turn ideas into action.“ 

4 - New skills for future entrepreneurs 

This chapter is a non-exhaustive repertory of entreprenuership skills that students 

should acquire during the Schools Starters’ Hub.  They gather the most common 

entrepreunarial skills.  

 

4.1 Entrepreneurship: definitions, famous examples, advantages 
and challenges  
 

The European Commission Thematic Working Group on Entrepreneurship Education 

defines entrepreneurship as: 

 

“Entrepreneurship education is about learners developing the skills and mind-set to be 

able to turn creative ideas into entrepreneurial action. This is a key competence for all 

learners, supporting personal development, active citizenship, social inclusion and 

employability. It is relevant across the lifelong learning process, in all disciplines of 

learning and to all forms of education and training (formal, non-formal and informal) 

which contribute to an entrepreneurial spirit or behaviour, with or without a 

commercial objective”. 

 

This common European understanding of entrepreneurship as a key competence 

indicates a dual Focus. Firstly, the development of entrepreneurial attitudes, skills and 

knowledge should enable the individual to turn ideas into action. Secondly, 

entrepreneurship is not only related to economic activities and business creation, but is 

more widely connected to all areas of life and society. Innovative and creative action can be 

taken within a new venture, or within existing organisations, i.e. as 'intrapreneurial 

activity'. 

 

 

 

 

Entrepreneurship can also be described as the art of turning an idea or ideas into a 

business. However, it is necessary to add into that basic notion that entrepreneurship is 

also the process by which individuals pursue opportunities created by themselves, 

regardless the resources they currently control. In other words, entrepreneurs assemble 

and then integrate all the resources needed – the money, the people, the business model, 

the strategy – to transform an invention or an idea into a viable business. 
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GOOD PRACTICES OF ENTREPRENEURSHIP: 

Merel boers – Netherlands: 

At the European Innovation Council Summit in Brussels, the European Commission 

announced Merel Boers as one of the winners of the award for her innovative, inspirational 

and supportive approach to the medical sphere. The co-founder and CEO of NICO-LAB 

offered cutting-edge technology to help 

doctors improve emergency care, which 

was based on the creation and 

implementation of an AI software. The 

objective was to assist physicians with 

the diagnosis of stroke to save precious 

time in such an emergency and time 

critical field. Her personal mission is to 

transform emergency care, by 

connecting human and artificial 

intelligence. 

As she stated in an interview “innovation is essential to tackling big problems we face 

across the world so may we all continue to innovate and work together”.6 

 

TXORIERRI (Xabier & David) – Spain: 

At the local level, two students from the Politeknika Ikastegia Txorierri came up with 

an innovative idea about a smart wardrobe that would select your clothing for the day 

based on simple notions provided by the user. Xabier Cuadrado and David Cosgaya used the 

information provided by Marks&Spencer, a British department store company, about the 

total wasted time on selecting a daily outfit to support their project called Infinity Furniture. 

The notion was simple, after 

programming the wardrobe with such 

a system, the time used for this 

repetitive and tedious task would be 

reduced to the minimum.  

The video created by the students can 

be found in YouTube under the name 

Proyecto Armario Inteligente; and 

news about it in the following link:  

  

                                                   
6 If you would like to know more about her and her approach, the full press release can be encountered in the 
following link: https://ec.europa.eu/commission/presscorner/detail/en/IP_21_6225.   

https://ec.europa.eu/commission/presscorner/detail/en/IP_21_6225
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https://www.deia.eus/bizkaia/uribe-kosta-txorierri/2021/03/06/armario-robotizado-

ahorrar-tiempo-elegir/1104056.html .  

  

Starting your own business is super-exciting. It is something that is challenging, 

fulfilling, and different than any thing you have probably done in your life. 

Unlike other goals, there is not a clear “start” or “ending.” There is no a pre-set path. 

You have to find one as you go along. This brings a lot of surprises and challenges on the 

way. In the table below, we discuss the advantages of being an entrepreneur as well as the 

disadvantages. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
  

Top Five Advantages of Being an Entrepreneur 

A flexible schedule 

It’s exciting and fulfilling. 

You grow a lot professionaly 

The salary can be higher 

You are your own boss 

Top Five Disadvantages of Being an Entrepreneur 

You will to perfom in different roles 

It is hard to disconned from work 

Work-life balance becomes more difficult 

A non-regular paycheck 

You will have more responsibilities 

https://www.deia.eus/bizkaia/uribe-kosta-txorierri/2021/03/06/armario-robotizado-ahorrar-tiempo-elegir/1104056.html
https://www.deia.eus/bizkaia/uribe-kosta-txorierri/2021/03/06/armario-robotizado-ahorrar-tiempo-elegir/1104056.html
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4.2 Design thinking: definition of design thinking, advantages, 
online facilitation tools  
 
The Design thinking technique module is one of the three online resources developed as part 

of the School Starters’ Hub project with the main objective to equip teachers with the skills 

and competences needed to successfully transfer the design thinking topic to their students 

using innovative and engaging approach. The module provides both theoretical part with 

thorough explanation of main concepts, and practical part with tips and tricks for successful 

implementation of the design thinking methodology. The Design thinking technique module 

is divided into five parts, each ending with a list of selected online tools to be used in the 

process of implementing the design thinking technique. 

 

 

 

By going through the Design thinking module, the following outcomes will be achieved: 

 Аcquaintance with the history and the main stages in the development of design 

thinking as known today; 

 Аcquaintance with the design thinking concept and the use of definitions to describe 

it; 

 Better understanding of the benefits deriving from the implementation of design 

thinking methodology; 

 Gaining knowledge of the necessary skills for developing as a design thinking leader; 
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 Development of skills for handling the implementation of the design thinking 

technique through the provision of practical examples for each of the stages; 

 Gaining more knowledge on the different scenarios for application of design thinking, 

etc. 

The main points covered in the Design thinking module include the following: 

 

1. Introduction to Design thinking technique 

Design thinking definiton according to IDEO:  

“Human-centered approach to innovation that draws from the designer’s toolkit to integrate 

the needs of people, the possibilities of technology, and the requirements for business success”.  

History of the design thinking methodoloy in a nutshell: 

“In 1938, John Dewey concludes that everything is connected. In the next year – 1939, began 

the World War II and had enourmous impact on the advancement of computers and 

networks. Later on, in 1945, when the war was finally over, the world economy slowly started 

to rebuild and shifted from Industrial Age to the so-called Post-Industrial Age, which 

consequently led to the development of the design thinking as a concept, responding to the 

newly formed wicked problems. As the times went by, people became more and more 

connected, consuming more than ever and facing new complicated and open-ended problems 

needing innovative solutions”. 

Benefits of the Desing thinking technique: 

 Aims to solve a concrete human need; 

 Tackles problems that are ambiguous or difficult to define; 

 Leads to more innovative solutions; 

 Makes organizations run faster and more efficiently; 

 Makes the end users happier 

Necessary skills for developing as a Design thinking leader: 

 Empathy; 

 System thinking; 

 Feedback and continuous improvement; 

 Questioning mindset; 

 Collaboration and facilitation; 

 Coaching; 

 Change management. 
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2. Phases of the Design thinking technique 

The design thinking technique consists of three main phases - a double diamond and an 

implementation phase. The stages of a typical design thinking methodology include the 

following: 

 Client introduction and project briefing; 

 Empathize; 

 Define; 

 Ideate; 

 Prototype 

 

3. Application scenarios of the Design thinking technique 

 In business; 

 In computer sciences; 

 In education. 

 

4. Online facilitation tools 

 Miro: Online collaborative whiteboard platform that allows people working in a group 

positioned on different locations to cooperate and execute successful projects 

together. The platform contains various design thinking templates and allows teams 

to implement the design thinking process without facing the need to be on the same 

place, at the same time. 

Link: https://miro.com/  

 Sprintbase: Online innovation platform that empowers change makers, facilitators, 

and everyday innovators to apply human-centred design with rigor, and creatively 

solve challenges that really matter. 

Link: https://sprintbase.io/  

 MURIAL: Space for your team to collaborate visually and problem-solve faster with an 

easy-to-use digital canvas. No ordinary online whiteboard, MURAL has powerful 

facilitation features, guided methods, and the deep expertise organizations need to 

transform teamwork. 

Link: https://www.mural.co/  

 Overlap Associates: Design consultancy which works with organizations of all sizes on 

problems that matter most to them and helps teams increase internal communication, 

think differently about strategy, truly collaborate and create better products and 

services. The association provides completely free design thinking templates 

templates, including empathy map worksheet, feedback grid, etc. 

Link: https://overlapassociates.com/ideas-resources/#resources  

 
 

https://miro.com/
https://sprintbase.io/
https://www.mural.co/
https://overlapassociates.com/ideas-resources/#resources
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4.3 Introduction to digital marketing: making it easy for your 
students  
 
The Digital Marketing module of School Starters Hub aims to provide you with knowledge 

and skills on how to effectively market and sell an idea or product to an audience by using 

digital marketing tools and techniques. You can then use the knowledge, tips and techniques 

learned from this module and transfer them to your students.  The Digital Marketing module 

is divided into five chapters. At the end of each chapter, you will find a challenge checklist 

that you can assign to your students after you cover each topic in order to assess their 

understanding. In Annex 1, you can find the whole challenge checklist and if you wish, you 

can assign different challenges whenever you think it is appropriate.   

Through the Digital Marketing module the students are expected to:  

 Understand  the meaning and importance of digital marketing 

 Become aware of the differences between traditional and digital marketing 

 Outline the different digital marketing types and strategies as well as the different 

types of content 

 Familiarize themselves with different types of content creation tools 

 Understand the basics of Search Engine Optimization (SEO)  

 Improve their social media marketing skills 

 Understand the importance of email marketing  

 Overall, improve their marketing skills through the use of digital tools and strategies 
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Main points from each chapter:  

1. Introduction to Digital Marketing 

Digital Marketing Definition:  

“The marketing of products or services using digital channels to reach consumers. The 

key objective is to promote brands through various forms of digital media. Digital 

marketing extends beyond internet marketing to include channels that do not require 

the use of the internet. It includes mobile phones (both SMS and MMS), social media 

marketing, display advertising, search engine marketing, and any other form of digital 

media.”7 

 

Benefits of Digital Marketing:  

 You can reach a larger audience  

 You can measure the results of your marketing campaign  

 You can easily target a specific audience that is more likely to purchase your product 

 It's more cost-effective than traditional marketing methods. 

Different types of Digital Marketing:  

 Content marketing 

 Search Engine Optimization (SEO)  

 Pay per click advertising 

 Social Media Marketing  

 Email Marketing  

 Affiliate Marketing  

 

2. Content marketing 

Definition: the creation of quality digital content in order to attract customers. It is one of the 
most effective techniques that entrepreneurs can use in order to find new customers and retain 
the customers that they already have. 
 
Types of content:  

 Articles & Blog posts 
 Videos 
 Infographics 
 Printables 
 Social media posts 

 Newsletters 
 

                                                   
7 https://web.archive.org/web/20171129124232/http:/lexicon.ft.com/Term?term=digital-marketing  

https://web.archive.org/web/20171129124232/http:/lexicon.ft.com/Term?term=digital-marketing
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In this chapter you will also find information and videos about different types of content creation 
tools and how to use them.  
 
 

3. Search Engine Optimization (SEO) 
 
Search Engine Optimization Definition:  

“It is the process of increasing the quality and quantity of website traffic, as well as exposure 
to your brand, through non-paid (also known as "organic") search engine results.”8 

 
Search Engine Optimization tips:  

 Make your content relevant and useful. Provide clear, deep, engaging, and easy-to-find 
content. 

 Use words in URLs. URLs with words that are relevant to your site's content and 
structure are friendlier for visitors navigating your site.  

 Avoid unnecessary keywords. 
 Organize your topics clearly.  
 Keep creating new and unique content. New content will keep your existing visitor base 

coming back and help bring in new visitors. 
 Your content should be accurate, clearly written, and comprehensive 

 

4: Social Media Marketing 
 
Social Media Marketing Definition: the use of social media platforms and networks to market 
and promote a company’s products or services. It involves publishing content on social media 
profiles in order to connect with customers, build your brand, increase sales and attract website 
traffic.9  
 
Benefits of Social Media Marketing:  

 Increases brand awareness. 
 Boosts website traffic. 
 Faster and easier content distribution. 
 Regular interaction with the target audience. 
 It is cost-effective. 

 
This chapter includes social media marketing tips, information on the best type of content to post 
on each social media platform, as well as tutorials for Facebook business pages.  
 
 

5. Email Marketing  
 
Email marketing is a powerful marketing channel, a form of digital marketing, that uses email to 
promote a company’s products or services or to connect with customers. Email marketing can 
play a fundamental role in a business’s marketing strategy as it can increase brand awareness, 
help improve relationships with customers and increase sales through the distribution of 
different marketing emails. 

                                                   
8 https://moz.com/beginners-guide-to-seo/why-search-engine-marketing-is-necessary  
9 https://buffer.com/social-media-marketing  

https://moz.com/beginners-guide-to-seo/why-search-engine-marketing-is-necessary
https://buffer.com/social-media-marketing
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Benefits of Email Marketing: 

 People are more likely to see an email than a post on social media. An email will sit in an 
inbox until it's read (or deleted). 

 90% of email gets delivered to the intended recipient’s inbox, whereas only 2% of your 
Facebook fans see your posts in their News Feed. 

 Email marketing is the preferred communication channel to receive information about 
products and services. It is a much more professional medium and people expect to 
receive this kind of information via email rather than social media. 

 
This chapter also includes tips on how to successfully build an email list, an overview of the 
different types of emails that can be sent as part of an email campaign and videos on how to use 
Mailchimp which is one of the most popular email marketing tools out there.  
 
 

 

 

  



 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

47 

5 – Conclusion  
 
 The purpose of this guide is to provide school directors and teaching staff with 

technical and less technical tools to implement School Starters Hub in their own institutions. 

It aims at motivating the actors of secondary education to try new teaching methods and 

wandering away from traditional paths in order to prepare students for the challenges of 

tomorrow’s European society.  

 The first section provides a detailed description of the SSH Model in its theory. It 

allows the reader who is unfamiliar with the project to go deeper into the mechanics of such 

an initiative. 

The second section is about practicing the SSH and how to implement it in your school. 

It gives you concrete and week by week realistic operational guidelines. These are a 

framework and adaptable to your own needs and availability.  

Last, the third section invites the reader to discover the different modules developed 

during the SSH project by technical partners with expertise on entrepreneurship, digital 

marketing and design thinking. These subchapters are nuggets of some of the SSH partners’ 

expertise to be transferred to your classroom.  

Finally, the SSH reminds us that whatever is our position, we may always have a great 

impact even with only few resources. This guide wants to convey teachers and students that 

one does not need to be the richest, the smartest or the brightest to have good ideas and to 

learn new things. Echoing this idea, this guide ends on this motivational quote by the 

sportsman Arthur Ashe:  

 

“Start where you are. Use what you have. Do what you can.”  



 
 
 
 

Project NUMBER 2020-1-ES01-KA201-081940     

 

48 

6 - Annexes 

► Annex 1. Self assessment template 

 

► Annex 2. Contest call for submissions  

 

► Annex 3. Template for the official presentation material of the business idea  

 

► Annex 4. Template for self-assessment and guided reflection of students’ teams – IDEC 

 

 

Annex 1. Self assessment template 
 
Name of your Team:  Your name:  

Date:   
What I learned during this session: 
 
 
 
 
 
 
 
 
 
What I accomplished during this lesson:  
 
 
 
 
 
 
 
 
 
The next step I need to take to implement my business idea:  
 
 
 
 
 
The resources I used: 
 

o Online 
o Books  
o Teacher’s recommendations 
o Other:……………………………… 
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The obstacles I encountered during this 
session: 
 
 
 
 
 

How I overcame these obstacles, alone or 
with my team: 

   

 

Annex 2. Contest call for submissions 
 

SCHOOLS´EUROPEAN CONTEST OF ENTREPRENEURS 
 

Proposal of Rules 
 

 

Article 1 

Scope 

1 – The present regulation establishes the bases of participation and the award of prizes to contemplate 

the best business ideas submitted to the competition. 

2 –The competition runs simultaneously in 4 European countries: Greece, Spain, Cyprus and Bulgaria. 

3 – The competition takes place in two phases. A first phase at national level and a second phase where 

the winners from each country will participate. 

4 – The prizes to be awarded in the framework of this competition will be announced by the Organizing 

Committee at the opening of the application period in the School Starters´Hub platform. 

 

Article 2 

Objective 

The School Starters´Hub project aims to help students to develop cognitive and social skills that can 

successfully lead them at first to engaging in the school environment and next to the labour market. 

 

 

Article 3 

Beneficiaries 

1 – Students secondary education. 

 

Article 4 

Contest 

1 – The national contests will take place from May to September 2022. In order to participate business 

ideas will be uploaded to the School Starters´Hub during this period.  

2 – First a winner for each national contest will be choosen and then the four winners plus business ideas 

from other countries will compete in order to be the winners of the European constest 
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3 – The winner of the European contest will be announced in the conference that will take place in Bilbao.  

4 – To participate in the national competition students should submit their business idea filling in the 

Kanbas template available in the School Starters´Hub or upload an elevator pitch video presenting their 

business idea: 

 

 Font – Times New Roman 

 Font size – 12 

 The video and the Kanbas model 

 Max. number of words 

 Max. 4 minute videos 

 

*For the european contest the will have to create a video in english (or subtitles)  

 

 

Artice 5 

Prizes 

1– Within the framework of the competition will be awarded the following prizes: 

a) At European level: 1st Prize. The european contest winner will be decided the 29th of September 

b) 4 National winners 

 

2 – The school and the teacher Advisor will also be awarded a Diploma allusive to the premium. 

3 – The form of materialization of the awards will be announced by the Organizing Committee at the 

opening of the competition. 

 

Article 6 

Announcement of the competition 

1 – The contest is announced by School Starters´Hub  project partners, with the schools whose classes are 

covered within the scope of intervention of the project. 

2 – The notice announcing the opening of the competition should include, evaluation system of the 

business idea, the deadline for the submission of applications, how to submit the business ideas, the form 

of materialization of prizes and the applicable regulations. 

 

Article 7 

Submissions deadline 

1 – The deadline for submission of the applications cannot be inferior to 90 days after the date of the 

notice of opening of the contest. The european contest winner will be decided the 29th of September 

 

Article 8 

Applications 

1 – The applications must contain the following elements: 

• Application form, with the names of the students as well as the name of the advisor teacher; 
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• The work submitted to the contest and drawn up in accordance with the procedure referred to in 

paragraph 4 of article 4; 

• Statement from the school certifying the conditions of admission. 

 

Article 9 

Composition of the Jury 

1 – The national juries are composed by three elements (a President and two members) and its 

composition will be announced simultaneously with the notice of the contest. 

 

2 – Each jury will have at least an expert that does not work the partner Schools.   

 

3 – The European jury will be composed by the Presidents of national juries. 

 

 

Article 10 

Evaluation of the Candidatures 

1 – The juries, designated in accordance with the previous article, it is up to the decision on the allocation 

of the winner and the 2nd and 3rd ranked. 

 

2 – In the evaluation of the works to contest the next parameters will be had in consideration: 

 

Evaluation criteria for the Business idea- Kanbas Model.  

 

Evaluation criteria % Excellent Sufficient Insufficient 

The description of the 

business we intend to 

create 

30 Complete answer. 

Clear explanations of 

the concept. Identify 

all the important 

elements. provide 

good examples. It 

offers information 

that goes beyond 

what is taught in 

class. 

Fairly complete 

response. Presents 

understanding of the 

concept. Identifies 

many of the important 

elements. Provides 

information related to 

what was taught in 

class. 

Answer reflects some 

confusion. Incomplete 

understanding of the 

concept. Identifies 

some important 

elements. Provides 

incomplete 

information of what 

was discussed in class. 

A deep and serious 

study about the real 

feasibility of the idea, 

feasibility that has to 

be technical as well as 

economic and 

financial 

20 Feasibilities for 

product or service 

creation are clearly 

determined and 

argued. 

It does not specify with 

certainty the feasibility 

required, and only 

presents a few 

elements. 

Fails to demonstrate 

understanding of the 

concept. Does not 

provide a complete 

answer. Omits 

important elements. 

Misuse of terms. 

The objectives to be 

pursued with the 

creation of the 

20 In a broad manner, it 

is understood and 

determines the 

Strategies are specified 

in a very simple and 

unconvincing manner. 

Fails to demonstrate 

understanding of the 

concept. Fails to 
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company and a 

detailed description of 

the strategies to be 

followed to achieve 

these objectives are 

determined. 

objectives as well as 

the criteria for its 

formation. 

provide a complete 

answer. Fails to omit 

important elements. 

Misuses terms. 

It must be convincing, 

not only for its 

creator, but also for all 

those who have access 

to the Project, since it 

may depend on it 

whether or not we get 

enough financial 

resources to allow us 

to start our initiative. 

20 The project and the 

business idea are 

understood in a clear 

and convincing way  

The business project is 

not clearly explained 

and does not fully 

reflect the way to 

proceed. 

The explanation is 

incomplete / not 

understood. It omits 

the fundamental parts 

of the concept. It 

presents erroneous 

conceptions. It raises 

incorrectly, what has 

been raised. Vague 

attempt to answer the 

point. 

 

 

Evaluation criteria for the Business idea-  Oral presentation (upload video recording) 

 

Evaluation criteria % Excellent Sufficient Insufficient 

The description of the 

business we intend to 

create 

20 Complete answer. 

Clear explanations of 

the concept. Identify 

all the important 

elements. provide 

good examples. It 

offers information 

that goes beyond 

what is taught in 

class. 

Fairly complete 

response. Presents 

understanding of the 

concept. Identifies 

many of the important 

elements. Provides 

information related to 

what was taught in 

class. 

Answer reflects some 

confusion. Incomplete 

understanding of the 

concept. Identifies 

some important 

elements. Provides 

incomplete 

information of what 

was discussed in class. 

A deep and serious 

study about the real 

feasibility of the idea, 

feasibility that has to 

be technical as well as 

economic and 

financial 

20 Feasibilities for 

product or service 

creation are clearly 

determined and 

argued. 

It does not specify with 

certainty the feasibility 

required, and only 

presents a few 

elements. 

Fails to demonstrate 

understanding of the 

concept. Does not 

provide a complete 

answer. Omits 

important elements. 

Misuse of terms. 
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The objectives to be 

pursued with the 

creation of the 

company and a 

detailed description of 

the strategies to be 

followed to achieve 

these objectives are 

determined. 

20 In a broad manner, it 

is understood and 

determines the 

objectives as well as 

the criteria for its 

formation. 

Strategies are specified 

in a very simple and 

unconvincing manner. 

Fails to demonstrate 

understanding of the 

concept. Fails to 

provide a complete 

answer. Fails to omit 

important elements. 

Misuses terms. 

Presentation 20 Attractive, easy to 

interpret, pleasing 

colors with high 

contrast, slide 

presentation well-

organized, excellent 

use of bullets, 

graphics, transitions, 

and slide effects 

which enhance the 

presentation of the 

content 

Attractive, difficult to 

interpret, pleasing 

colors with high 

contrast, slide 

presentation 

disorganized, bullets, 

graphics, transitions, 

and slide effects 

detract from the 

content 

Unattractive, difficult 

to interpret, poor 

color choice and slide 

contrast, slide 

presentation 

unorganized, bullets, 

graphics, transitions, 

and slide effects 

detract from the 

content 

Organization 

(presenter and oral 

presentation) 

20% Presenter and oral 

presentation are 

well-organized, 

he/she discusses 

content seldom 

referring to notes to 

conduct 

presentation 

Presenter and oral 

presentation are 

organized, he/she 

discusses content 

occasionally referring 

to notes to conduct 

presentation 

Presenter and oral 

presentation are well-

organized, he/she 

reads slides and or 

notes to conduct 

presentation. 

 

 

3 – The jury can decide not to award the prize in case of lack of quality of the works presented to 

competition 

4 – The jury is sovereign in their decisions, there is no way to appeal. 

 
 
 
 
 

Annex 3. Template for the presentation material of the business 
idea 
 
 



 
 

Canvas Model 

Key Partners Key Activities Value Propositions Customer Relationships Customer Segments 
 

  
    

Key Resources Channels 
  

Cost Structure Revenue Streams 

  



 
 

 
 
Annex 4. Template for the assessment of students from their teachers  

Name of the 

team: 

Name of the business idea: Name of student: 

 Excellent  Good  Average Poor  

Quality, 

originality and 

coherence of the 

business idea 

    

Suggestions for improvement: 

 

Quality of the 

presentation 

(language in 

mother tongue, 

graphics, oral 

communication)  

    

Suggestions for improvement: 

 

Curiosity, interest 

and active 

participation 

during the 

sessions 

    

Suggestions for improvement: 

 

Other comments/remarks: 

 

  

 

 
 


