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Welcome
The Digital Firefly project is an Erasmus+ project

aiming to identify and address the challenges

teachers, trainers, and teacher-educators face in

developing entrepreneurial competences through

the post-pandemic New Normal, with special

attention to the development of online and blended

learning tools.



Investigate how teachers, trainers and
teacher trainers could effectively maintain,
adjust, and scale their entrepreneurial
education strategies to the demands of the
new normal.

Provide practical online tools to ease the way
for teachers and trainers to ensure continuity
of entrepreneurship education in online or
blended learning environments.

Train and support teachers, entrepreneurship
education educators and entrepreneurial
education teacher trainers on how to use
digital and remote teaching strategies and
tools for delivering effective entrepreneurship
learning experiences.

Contribute to the wider policy and research
discourses on the post-COVID future of
education in general and entrepreneurship
education specifically.

The Project
aims to:



The Toolkit Trigger  

Digital Firefly identifies and addresses the

challenges teachers, trainers, and teacher-

educators face in developing entrepreneurial

competences through the post-pandemic New

Normal, with special attention to the development

of online and blended learning tools. 

The COVID-19 pandemic has posed serious

challenges to schools worldwide. The sudden

transition from traditional to virtual classrooms

plunged many teachers into uncharted waters,

highlighting the insufficient experience with,

and knowledge of, digital and remote teaching

strategies.

Teachers’ first responses to the online environment

were mainly focused on completing previously

planned teaching activities at the same time as

trying to familiarise themselves with the use of

online teaching and communication tools. Yet,

courses and programmes based on practical and

experiential learning such as entrepreneurial

education have been halted despite the significant

efforts and advancements of the last decade to

include entrepreneurship education in school

curricula.



Teaching Methods and Techniques that will ease the teaching-learning process while
providing opportunities for competence development.
Interactive Resources that will help you facilitate the process either with an online or
blended approach. These tools will foster student engagement and will add an element of
innovation to the learning process, so click on the icons to start exploring!
Inspiring Initiatives to learn from and that can easily be adopted to make your teaching more
meaningful. Use the Qr codes to learn more about them!
Teaching Sparks that will enrich your class and will help you develop real entrepreneurial
learning. These lessons can be easily adapted to different levels and areas of learning. The
lessons will guide you step by step on their implementation. Click on suggested
methodology and interactive resources icons to explore further!

This teacher handbook will first guide you through what Entrepreneurial Education is and will
introduce you to the EntreComp and DigComp frameworks. A brief introduction to the
Entrepreneurial Learning Principles will guide and inspire your teaching.

In this handbook you will find:

So we invite you to use this handbook to enhance your teaching-learning journey into true
entrepreneurial learning!

Toolkit Introduction  



Entrepreneurial learning is a method rather than a
discipline. We learn how to become entrepreneurial by
engaging in turning our ideas into actions creating value for
others, not by learning how businesses run.

You might be interested in entrepreneurial learning because
you want your students to become more persuasive in their
communication. Because you want them to be able to plan
and organise their activities in order to reach their
objectives. Because you wish to become pro-active yourself.
Because you think that your students need support in
getting independent. 

Several aspects of entrepreneurial learning, as they are
presented here, support your students’ empowerment, help
them discover their strengths and allow them to take their
future in their own hands.

About
Entrepreneurial

Education  



EntreComp is a comprehensive, flexible and multi-purpose
reference framework designed to help you understand what
is meant by entrepreneurship as a key competence for
lifelong learning. It shows 15 competences across 3 areas that
can be developed through your teaching to help learners be
more entrepreneurial in both life and work.

EntreComp creates a shared understanding of the
knowledge, skills and attitudes that make up what it means
to be entrepreneurial – discovering and acting upon
opportunities and ideas, and transforming them into social,
cultural, or financial value for others.

 Entrepreneurial Competences

https://ec.europa.eu/social/main.jsp?catId=1317&langId=en


Experience – plan the entrepreneurial learning

experience

Novelty – focus on new value creation

Triggers – embed emotional learning

Reflection – use reflection to make learning visible

Ecosystem – connect with the wider ecosystem

Collaboration – promote collaboration

Others – engage others

Mentoring – be a mentor for the learner

Progression – assess progress through multiple

methods

The EntreComp Principles 
These nine inspirational principles 

 will guide all facilitators in the

process of designing, implementing

and monitoring an entrepreneurial

learning experience. Such principles

help in setting the right mindset and

ethos for creating practical

entrepreneurial experiences that

allow learners to stage and grow

their entrepreneurial competences.



In DigComp, digital competence involves

the confident, critical and responsible use

of, and engagement with, digital

technologies for learning, at work, and for

participation in society. It is defined as a

combination of knowledge, skills and

attitudes. The DigComp framework

identifies the key components of digital

competence in 5 areas and there are 21

competences that are pertinent to these

areas.

 Digital Competences

https://joint-research-centre.ec.europa.eu/digcomp/digcomp-framework_en


The EntreComp Community is built with the experience and

expertise of our creators, partners, and of course our

community members. We value your contributions, and

encourage you to become active members in the

community, allowing you to connect, learn and share around

all things entrepreneurial learning. 

To get the most out of the platform, register for a free

account and you will gain full access to all platform features

including online events, networks, library, micro-learning,

professional development opportunities and more.

Go to www.entrecomp.com or click below. 

The EntreComp
Community

Register

http://www.entrecomp.com/
https://entrecomp.thinqi.com/


Digital Firefly identifies and addresses the challenges

teachers and educators face in developing

entrepreneurial competences in post-pandemic

education, taking a special consideration for digital

tools, resources, methods and techniques. The

strategies at various levels in this section, offer a view

into the successful implementation of

Entrepreneurial Education and blended-learning.

Methods & 
Techniques



Project based
learning

A teaching method in which
students learn by actively
engaging in real-world and
personally meaningful
projects.

SCAMPER 

The acronym for the words
Substitute, Combine, Adapt,
Modify-Minify-Maximise, Put
to another use, Eliminate,
and Reverse. A lateral
thinking technique which
challenges the status quo
and helps students explore
new possibilities.

Learning by doing

A hands-on approach to
learning, meaning students
must interact with their
environment in order to
adapt and learn. 

Learning Diary

A tool of reflection that
helps students to assess
what they have learned on a
course. The aim of a
learning diary is to
summarise, analyse and
comment on the course
lectures and learning
journey.

Story Telling

A teaching method which
helps young learners solve
given problems and tasks in
a playful way and creates
constructive and creative
comprehension of the given
matter. Presented with a
storyline, students perceive
the learning process more
easily and effortlessly.Problem based

learning

A teaching method in which
complex real-world
problems are used as the
vehicle to promote student
learning of concepts and
principles as opposed to
direct presentation of facts
and concepts.

Simulations

A method that tests
participants' knowledge and
skill levels by placing them
in scenarios where they
must actively solve
problems. The instructor
defines the parameters to
create a safe environment
for hands-on learning
experiences.

Hackathon

A hackathon is a rapid,
time-bound, pressurised
problem-solving live event
in which students
collaborate intensively to
provide innovative solutions
to pre-identified challenges.

Innovation
Challenge

Requires students to apply
their subject knowledge to
understand a real-life
situation, then design and
build a prototype solution
which they present to an
industry expert. 

Flipped classroom

A type of blended learning
where students are
introduced to content at
home and practice working
through it at school. This is
the reverse of the more
common practice of
introducing new content at
school, then assigning
homework and projects to
completed by the students
independently at home. 

Design Thinking

An approach to learning, collaboration and problem-solving. In practice, the
design process is a structured framework for identifying challenges, gathering
information, generating potential solutions, refining ideas, and testing
solutions. 

Gamification

An educational approach that seeks to motivate students by using video game
design and game elements in learning environments. The goal is to maximise
enjoyment and engagement by capturing the interest of learners and inspiring
them to continue learning. 



Check out our list of tools and interactive resources

for online and blended learning that can help you,

your school and colleagues continue to function and

offer students a quality education in the post Covid

world while you at the same time upgrade your

teaching skills and methodology by offering your

students online alternatives.

Digital Tools &
Resources

Playlist

https://entrecomp.thinqi.com/go/f7gcq4


Canva

Mural

Jamboard

Zoom

Kahoot!QuizizzPadlet Moodle

Mentimeter

Miro

Pointerpro

Linoit

Teams

Skilloon TAT

Flipgrid

Articulate

Prezi

Wordwall

Trello

QuizletKialo

Differentiator

Classroom
screen

Edulastic

Eduplanet21 Socrative Prodigy Baamboozle

Real World
Learning

Click on the icons to explore :

Online Communication & Digital
Collaboration Tools

Educational & Lesson Planning Tools Learning Platforms & Game-based
Learning Tools

Open
Schooling
Navigator

Cospaces

https://www.canva.com/
https://www.mural.co/?utm_medium=paid-search&utm_source=adwords&utm_campaign=PMax-1&utm_content=&gclid=EAIaIQobChMI4PLG97ir_AIVktd3Ch3sZgHfEAAYASAAEgKFYPD_BwE
https://jamboard.google.com/
https://zoom.us/
https://kahoot.it/
https://quizizz.com/?lng=en
https://padlet.com/
https://moodle.com/
https://www.mentimeter.com/
https://miro.com/aq/ps/online-whiteboard-1/?utm_source=google&utm_medium=cpc&utm_campaign=S%7CGOO%7CNB%7CBE%7CEN-EN%7CPareto-Exact%7CNS&utm_adgroup=&utm_custom=18428786142&utm_content=624097542687&utm_term=jam+board&device=c&location=1001004&gclid=EAIaIQobChMIqo2VxPbI-wIVg_t3Ch2i1wQnEAAYASAAEgIapPD_BwE
https://pointerpro.com/?utm_source=adwords&utm_medium=ppc&utm_campaign=Branded&network=g&utm_term=survey+anyplace&hsa_acc=4255884159&hsa_cam=17541607812&hsa_grp=139173694298&hsa_ad=605345433527&hsa_src=g&hsa_tgt=kwd-307993025015&hsa_kw=survey+anyplace&hsa_mt=e&hsa_net=adwords&hsa_ver=3&gclid=EAIaIQobChMIi-vcnPfI-wIVFeh3Ch3moAYcEAAYASAAEgL9ifD_BwE
https://en.linoit.com/
https://www.microsoft.com/en-us/microsoft-teams/log-in
https://skilloon.com/research/
https://tat.fi/palvelu/taloussankari/
https://info.flip.com/blog/product-updates/flip-rebrand-features.html?ocid=inapp_web_fliprebrand
https://articulate.com/lp/articulate-360-i?utm_source=google-sem&utm_medium=cpc&keyword=articulate+lms&utm_campaign=ggl%7Csem%7Cbrd%7CBrand%7Ceu-t1%7CArticulateGeneral%7Cphr-ex%7C24p%7CArticulate&utm_content=1001&lqid=engine%3Agoogle%7Ccampaignid%3A17573624815%7Cadid%3A606106364536%7Cgclid%3AEAIaIQobChMI07PL_PzI-wIVCPN3Ch2QpAPqEAAYAiAAEgJryPD_BwE&gclid=EAIaIQobChMI07PL_PzI-wIVCPN3Ch2QpAPqEAAYAiAAEgJryPD_BwE
https://prezi.com/?click_source=logged_element&page_location=header&element_type=logo
https://wordwall.net/
https://trello.com/?aceid=&adposition=&adgroup=142052875575&campaign=18422870630&creative=632020023492&device=c&keyword=trello&matchtype=e&network=g&placement=&ds_kids=p73326130039&ds_e=GOOGLE&ds_eid=700000001557344&ds_e1=GOOGLE&gclid=EAIaIQobChMIoejam_3I-wIVgp93Ch0kfAFFEAAYASAAEgK03vD_BwE&gclsrc=aw.ds
https://quizlet.com/
https://www.kialo-edu.com/
https://www.byrdseed.com/differentiator/
https://classroomscreen.com/
https://edulastic.com/
https://eduplanet21.com/
https://www.socrative.com/
https://www.prodigygame.com/main-en/
https://www.baamboozle.com/
https://realworld.digitalpromise.org/
https://openschoolingnavigator.eu/
https://cospaces.io/edu/


These 10 lesson examples have been created and identified to

be included in the Digital Firefly Teacher Kit to enhance

entrepreneurial learning in the classroom.

These lessons are recommended because they are tried and

tested by educators and can be used for online or blended

learning using digital tools. These lesson examples have been

thoughtfully for you to explore in your practice as they are

realistic and feasible, using free and readily available and

accessible tools. Each lesson outline contains an element of

innovation using digital tools to transform, boost and enrich

the learning experience and can be delivered at different

levels of difficulty for learners working at foundation,

intermediate or advanced levels of competence.

Teaching
Sparks



What is this activity about? 
Students will develop an entrepreneurial project to solve a real
problem detected in their school. Each team of students will
present their project/solution to the staff, professionals, and
community for feedback. A winner will be chosen and
eventually, its proposal will be implemented. Learners will gain
communication and collaboration skills, expand their critical
thinking and problem-solving abilities and will develop life and
career skills.

Develop an entrepreneurial project to solve a real problem 
Develop professional communication and presentation skills 
Network with professionals and community members 
Engage broader community to showcase educational programming 
Be highlighted and recognized with their projects 

Your students will: 

Target Group 
Any

Group Size
Any
Teams between 4
& 6 members

Time
Up to the teacher,
from 1 week to
whole course

Location
classroom 
outside (school, neighborhood, locality) 
online platform

 Making a Better School 1.

Learning by doing 
Innovation Challenge 
Design Thinking 

Suggested Tools: 

Design Thinking canvases 
Material for prototypes 
Laptop/Pc/tablet with microphone and camera

You will need:
Suggested Methodology:

https://www.microsoft.com/en-us/microsoft-teams/log-in
https://www.mural.co/?utm_medium=paid-search&utm_source=adwords&utm_campaign=PMax-1&utm_content=&gclid=EAIaIQobChMI4PLG97ir_AIVktd3Ch3sZgHfEAAYASAAEgKFYPD_BwE
https://jamboard.google.com/
https://zoom.us/


spotting opportunities 
creativity 
vision 
valuing ideas 
ethical and sustainable thinking 
motivation & perseverance 
self-awareness & self-efficacy 
financial & economic literacy 
mobilising others 
mobilising resources 
learning through experience 
working with others 
planning and management 
taking the initiative 
coping with ambiguity, uncertainty & risk

Communication and Collaboration: 
interacting 
sharing 
engaging in citizenship 
collaborating 
netiquette 
Safety: 
personal data and privacy 
environment 
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 

1.

2.

3.

4.

MAKING A BETTER SCHOOL

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

 Students’ entrepreneurial projects: 
Getting ready for the activity: 

-Teacher must introduce students to the Design Thinking process  
and prepare canvases and/or templates for brainstorm,  
empathy interviews, design phase, prototyping, etc.

Online Showcase Event: 
-Schedule the event and choose platform of preference 
-Select and invite jury members, explain assessment criteria, etc.



After the competition, a reflection and learning from the
experience session must be included. It is an opportunity for
peers to comment on others’ projects, challenges faced,
obstacles to overcome, reflect on their learning journey and
realise how they have worked collaboratively in order to
create value for others. 

Students will be asked to explore around their school looking for
things/places/services to improve. Research and empathy
interviews (teaching and admin staff, other students,
maintenance, parents) are necessary to be able to identify the
problem they will work on solving. They will develop a deep
understanding of the challenge and clearly articulate the
problem they want to solve. 
In teams they will brainstorm potential solutions, select, and
develop their idea. Students will be asked to prototype and test
(at least with other peers) their designed solution so that, if
necessary, engage in improving it with continuous small
innovations. 
Each team will prepare an elevator pitch + presentation to let
others know about their ideas and design.

Students’ entrepreneurial projects: Online Showcase Event: 

On the chosen platform, each team will present their
ideas with a creative presentation that will include a
pitch. 
Jury members (real entrepreneurs, headteacher of school,
community leaders…) will evaluate the entrepreneurial
projects based on a given criteria, for example:
innovation, viability, and desirability. 
It is of great importance that all teams receive valuable
feedback from jury members after their presentations for
improvement, reflective and learning purposes. 
The winner will be announced and recognized. Ideally,
their project will be implemented in their school.

Useful Links :
Design Thinking Canvas 
Design Thinking free templates 
Hopin

MAKING A BETTER SCHOOL

Implementation of the activity 

https://creately.com/usage/design-thinking-canvas/
https://miro.com/online-canvas-for-design/
https://hopin.com/


2. 280 Characters, Infinite 
 Possibilities 

What is this activity about? 
A learning-by-doing and reflective activity that aims to introduce
learners to the use of Twitter as a powerful and influential Social
Media tool.

Apply digital tools to understand how the entrepreneurs engage
themselves with others and share content.
 Demonstrate a familiarity with fundamental media tools

Your students will: 

Time
45 minutes plus
sharing/presenting
time 

Location
online 
hybrid

Target Group 
secondary 
VET 
higher education 
life-long learning

Group Size
individual activity
to be shared with
the class 

Learning by doing 
Flipped Classroom
Design Thinking twitter account 

laptop/Pc/tablet with microphone 
MS Teams or Meet/Zoom platform to present
their findings 
Canva for Education 
Poll Everywhere for voting purposes

You will need:

Suggested Tools: 

Suggested Methodology:

https://www.microsoft.com/en-us/microsoft-teams/log-in
https://zoom.us/
https://www.canva.com/


spotting opportunities 
creativity 
vision 
valuing ideas 
self-awareness & self-efficacy 
mobilising others 
learning through experience 
working with others 
planning and management 
taking the initiative

Communication and Collaboration: 
interacting 
 sharing 
engaging in citizenship 
collaborating 
netiquette 
managing digital identity 
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 

1.

2.

3.

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

 The instructor/teacher needs to prepare a short introduction about the history of Twitter, the benefits, its uses, influence, etc. 
 Prepare a list of interesting entrepreneurs (regional and/or international) and their twitter accounts.

Getting ready for the activity: 

280 CHARACTERS, INFINITE POSSIBILITIES



After presenting all the ideas, the students should vote for the best
tweet (thread) by their classmates. Reasoning and criteria behind the
selection must be shared as feedback and learning from experience.
The winner is awarded with a digital certificate/badge designed on
Canva. The idea is to share their digital certificates and encourage
others also to engage with the people they take as role model. 

For the purpose of the activity, first the instructor needs to talk to the whole group about Twitter as a powerful social media tool.
Ask learners how and what for do they use their twitter accounts… Some interesting entrepreneurs’ Twitter accounts will be shared
with the class.  
After a reflective led conversation about the benefits and uses of twitter, students are asked to create a twitter account and
explore how it can be leveraged to promote people and products (if they already use Twitter, they use their existing account).  
Later, they should find five entrepreneurs that they admire and send at least one "@" message to them. They should justify their
reasoning of communicating the chosen message and it is very important that together they reflect on the use of proper language 
Finally, they are asked to evaluate and share their experiences via a brief presentation to their instructors and classmates.  

 How did you feel when you tweeted to the entrepreneur you admire? 
 Did you expect to get a response? Why or why not? 
 How can we use Twitter to promote ideas?

This activity is done individually but the results need to be shared within the class. The students need to share their findings and their
tweets with the class using a platform such as Zoom, Teams, Meet or in a traditional class setting. Students need to be able to answer
the following questions: 

Implementation of the activity 

Useful Links :
Twitter 
Zoom 
Canva for Education 
Poll Everywhere

280 CHARACTERS, INFINITE POSSIBILITIES

https://twitter.com/
https://zoom.us/
https://www.canva.com/education/
https://www.polleverywhere.com/


3. Diversity & Disability are  
not a Challenge 

What is this activity about? 
 A reflective activity in which the learners are asked to
creatively solve problems for others by designing a product to
ensure inclusion and the usage of it for a wider diverse target. 

Demonstrate the ability to deal with the diverse environment in which
we live and reflect on changes brought by diversified communities. 
Develop new ways of thinking, from different points of view, by working
together as a team. 
Develop teamwork skills and inclusion awareness. 

Your students will: 

Target Group 
secondary 
VET 
higher education 
life-long learning

Group Size
Any, whole class, but it is
recommended to break
down into groups of 3 to
4 members each.  

Time
Depends on how detailed the teacher wants the
design to be. It can be done as a quick project
(lesson length) or a more profound product
development that could be done in several lessons.

Location
classroom 
online research and
collaborative work

The case study by McAnn 
The article about EU Disability Rights 
Google JamBoard or Mural access for collaboration online 
Laptop/Pc/tablet with microphone 
MS Teams or Meet/Zoom platform

You will need:

Innovation challenge 
Problem based learning 
Challenge based learning 
Design Thinking 
Lean Start-Up

Suggested Tools: 

Suggested Methodology:

https://www.microsoft.com/en-us/microsoft-teams/log-in
https://www.mural.co/?utm_medium=paid-search&utm_source=adwords&utm_campaign=PMax-1&utm_content=&gclid=EAIaIQobChMI4PLG97ir_AIVktd3Ch3sZgHfEAAYASAAEgKFYPD_BwE
https://jamboard.google.com/
https://zoom.us/


spotting opportunities 
creativity 
vision 
valuing ideas 
ethical and sustainable thinking 
self-awareness & self-efficacy 
mobilising others 
mobilising resources 
working with others 
planning and management 
coping with ambiguity, uncertainty & risk

Communication and Collaboration: 
interacting 
sharing 
engaging in citizenship 
collaborating 
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 

1.

2.

3.

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

Students are invited to look around at everyday use articles, furniture, and space to identify (imagine) how could people with
disabilities use them. Stepping into other’s shoes, learners are asked to reflect on how they think that product/space was
conceived: target audience, design, marketing, etc.

Getting ready for the activity: 

DIVERSITY AND DISABILITY ARE NOT A CHALLENGE



After coming up with their prototypes/ideas and presenting
them to the rest, the instructor should prompt a discussion
about why inclusion in product design is vital and how we can
use our creativity to ensure that each member of the society
feels included in each and every way. It is also important to
reflect on teamwork and how working collaboratively and
productively with others leads to better ideas, products, and
value creation.

For the purpose of the activity, students are first introduced to the topic of diversity and inclusion. The statistics about disabled
people in the country of the lesson designer should be shared with the students to give a better perspective. Read Disability Rights
EU Doc. 
Students are then given the case study by McCann on IKEA ThisAbles Campaign.  
Later, the challenge of the lesson is introduced to the students. By using the example by IKEA, students are asked to develop a
product for a chosen disability target for a company of their choice. 
The product design will include the name, the usage, special innovative features, and the accessibility of the new product. 
This activity is much more engaging and enriching when it is done in a group of 3-4 students. The students will brainstorm using a
Google Jam Board or Mural that could be pre-designed by the instructor.  
Each team will work with a creative method like Design Thinking to develop and present their ideas to the rest of the Class.

Implementation of the activity 

Useful Links :
McCann Case Stud IKEA ThisAbles 
Disability Rights EU
Design Thinking Canvases 

DIVERSITY AND DISABILITY ARE NOT A CHALLENGE

https://www.mccann.com/work/thisables
https://ec.europa.eu/social/main.jsp?catId=1484&langId=en
https://creately.com/usage/design-thinking-canvas/


4.  A Million Uses

What is this activity about? 

Students will explore in groups their own creativity, developing
new ideas of use for a given product. This activity aims to help
generate resources and lay the necessary foundations for the
development of creative and innovative products for the
execution of a final material project.

Develop self-awareness and creativity competence.
Involve in the creative process ideas generation and the discussion of
different uses or solutions to the same problem. 
Develop communication and presentation skills 
Learn how to use the SCAMPER technique.

Your students will: 

an everyday object for each team 
Access to whiteboard app 
laptop/Pc/tablet

You will need:

Target Group 
Secondary 
VET

Group Size
Whole class 

Time
50 minutes

Location
classroom 
online platform

Innovation Challenge 
Flipped Classroom 
Idea Generation 
Teamwork
SCAMPER 

Suggested Methodology:

Suggested Tools: 

https://www.mural.co/?utm_medium=paid-search&utm_source=adwords&utm_campaign=PMax-1&utm_content=&gclid=EAIaIQobChMI4PLG97ir_AIVktd3Ch3sZgHfEAAYASAAEgKFYPD_BwE
https://jamboard.google.com/
https://wordwall.net/


spotting opportunities 
creativity 
vision 
valuing ideas 
ethical and sustainable thinking 
self-awareness & self-efficacy 
mobilising others 
working with others 
taking the initiative 
coping with ambiguity, uncertainty & risk

Communication and Collaboration: 
interacting 
sharing 
collaborating 
netiquette
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 

1.

2.

3.

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

The educator introduces concepts such as observation, curiosity, originality, innovation, creativity and share some videos related to
the topic introduced. 
The educator should have examples of how the SCAMPER technique has been used by other companies such as Coca-Cola,
McDonalds... or with simpler and closer examples.  
The educator should also have a protocol of rules for online participation, recognise everyone's work and ensure the proper use of
technology, avoid situations of cyberbullying and protect privacy.

Getting ready for the activity: 

A MILLION USES



After the end of the activity, a reflective session must be
included, reinforcing the importance of aspects such as culture,
interest, motivation, how society influences us in the
development of our creativity, how important is the
information we receive from others? among other questions. 

The educator divides the group into working subgroups (5/6 per group). All groups will be given an object. Each group will
brainstorm on as many uses as they can think of for that object. Using the SCAMPER methodology students must debate the
different uses they find for the same product and discuss what modifications they should carry out for these uses. Ideally, the
students will debate in separate rooms and at the end they will structure a brief presentation that they will share in the general
room afterwards, where they will all show their ideas. The educator will switch between work rooms to see the evolution of the
groups and ensure that the discussion generated in the creative process is appropriate. 

Implementation of the activity 

Useful Links :

Video on Seeing Vs Observing: 
Video on “other use” for plastic bottle: 

Choose a representative. 
Create a digital whiteboard on which to fill in the
SCAMPER sections. 
Carry out a creative process with the object given. 
Summarise the steps taken in the creative process. 
Present the results to the rest of the classmates later
in a common room. 

Each group should: 
Establish the rules of communication and respect when other
teams present their ideas. 
Coordinate the presentation of the different groups. 
inspire students to reflect on how similar or different the
solutions provided by each group are and can explain why the
solutions are similar/different based on Csikszentmihalyi's
systemic model of creativity.

For the presentations, the educator will:

A MILLION USES

https://drive.google.com/file/d/1Y2dRwVwQCe22YAufG398HV1IwB1_SPDP/view
https://drive.google.com/file/d/1rqAM9NYsp6R0SX0MVfprpl-THy7tjyMp/view%E2%80%8B


What is this activity about? 

This activity aims to reach a consensus on the basic rules that
everyone is expected to follow in the online learning space to
make the most of the online learning experience and foster
participants' wellbeing.

Reflect on the importance of establishing shared rules
Reflect on how to behave on online spaces
Brainstorm on ideas related to netiquette
Agree as a group after working collaboratively 

Your students will: 

Target Group 
Secondary 
VET

Group Size
Whole class 

Time
30 to 60 minutes

Location
online learning platform 

5. Agreeing to Agree

Flipped Classroom 
Brainstorming 
Learning by Doing 
Learning from Failure

Collaborative whiteboard app 
Conference app 
Laptop/Pc/tablet with microphone and camera

You will need:

Suggested Tools: 

Suggested Methodology:

https://www.microsoft.com/en-us/microsoft-teams/log-in
https://www.mural.co/?utm_medium=paid-search&utm_source=adwords&utm_campaign=PMax-1&utm_content=&gclid=EAIaIQobChMI4PLG97ir_AIVktd3Ch3sZgHfEAAYASAAEgKFYPD_BwE
https://jamboard.google.com/
https://zoom.us/


spotting opportunities 
creativity 
vision 
valuing ideas 
ethical and sustainable thinking 
motivation & perseverance 
self-awareness & self-efficacy 
financial & economic literacy 
mobilising others 
mobilising resources 
learning through experience 
working with others 
planning and management 
taking the initiative 
coping with ambiguity, uncertainty & risk

Communication and Collaboration: 
interacting 
sharing 
engaging in citizenship 
collaborating 
netiquette
Safety:
personal data and privacy 
environment
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 

1.

2.

3.

4.

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

 The teacher can present cases in which problems have derived from inappropriate behaviour online . Students will be prompted to
share their own examples. Some research time can be provided to look for cases alike. Also concepts like cyberbullying and
netiquette will be addressed so that students can understand that deciding on rules is important as they promote communication
skills, prevent miscommunications, and help us understand what is socially acceptable when working and collaborating online.

Getting ready for the activity: 

AGREEING TO AGREE



The educator introduces the importance of setting agreed-upon rules to promote a safe and respectful online learning environment
that fosters learners' wellbeing and explains that the group will have to reach a consensus on a set of norms to guide their online
behaviour.  

Implementation of the activity 

Reflect individually and write up to five draft rules
to promote an online learning environment in
which they can feel safe and respected members
of an online learning community;  
Formulate the rules positively, i.e. focusing on the
behaviours that should be performed instead of
the behaviours that should be avoided;  discussion
is over, learners will be automatically redirected
to the main session.  

The educator invites learners to:  
1.

2.

After the learners have their own list of positively stated
rules, the educator:  
1. Explains that learners will be split into small groups;  
2. Invites learners to share and discuss their own list with
other colleagues in small groups, and to reach an agreement
on the rules to share with the whole classroom:  
3. Instructs each group to choose a rapporteur to share the
list of rules on which they agreed;  
4. Uses a tool from the online platform to split the learners
into breakout rooms with up to 5 learners and gives them up
to 15 minutes to reach an agreement; Educator will circulate
in the virtual rooms to support learners' discussion; When
the time for discussion is over, learners will be automatically
redirected to the main session.  

Useful Links :

Zoom: https://zoom.us/ 
Google Jam Board: https://jamboard.google.com  
Mural: https://www.mural.co/

AGREEING TO AGREE

https://zoom.us/
https://jamboard.google.com/
https://www.mural.co/


After the completion of the activity, the educator can trigger the discussion on:  
-How learners felt in thinking about and discuss their ideas on how to improve the climate of the online classroom;  
-Which are the main challenges to respect the shared rules, and how they can support each other in doing so;  
-How following the agreed-upon rules can help learners creating an online space which can nurture their personal wellbeing;  
-How learners can help each other to follow the agreed-upon rules.

Ask each rapporteur to share with the plenary the list of rules of their group;  
Open the discussion on the different proposals; If the educator deems that some key
aspect of the online classroom rules has not been considered, they should trigger the
discussion to add it to the agreed rules.  
With the help of learners identify common themes, merge similar rules and create an
agreed-upon list of positively stated rules;  
Allow learners to fine-tune the final set of rules so that they are clearly understood and
ideally endorsed by all the learners;  

The educator will:  

1.
2.

3.

4.

Once the group have his final list of rules, the educator can ask a volunteer to create an online
contract that each learner should sign.  

Implementation of the activity 

AGREEING TO AGREE



What is this activity about? 

Social Innovation Education is an innovative educational
approach that aims to drive students become the future
changemakers. For this to happen, teachers need to organise
students and other stakeholders (social entrepreneurs, parents,
local authorities) to identify and provide a solution for a local
social or sustainability challenge. 

Develop a set of social and civic related competences.
Identify opportunities for social value creation
Take innovative action towards more democratic and sustainable
societies
Reflect on how to to drive positive social change

Your students will: 

Target Group 
Students aged
between 12 and
17 years old.

Group Size
A small group of
5 or a class of 20
students.

Time
4 weeks to 6 months 

Location

Project based learning
Brainstorming 
Learning by Doing 
Innovation Challenge

You will need:

Suggested Tools: 

Suggested Methodology:

6. ChangeShaping Schools

classroom 
online research and
collaborative work

Collaborative whiteboard app 
Conference app 
Laptop/Pc/tablet with microphone and camera

https://padlet.com/
https://www.microsoft.com/en-us/microsoft-teams/log-in
https://www.mural.co/?utm_medium=paid-search&utm_source=adwords&utm_campaign=PMax-1&utm_content=&gclid=EAIaIQobChMI4PLG97ir_AIVktd3Ch3sZgHfEAAYASAAEgKFYPD_BwE
https://wordwall.net/


creativity 
vision 
valuing ideas 
ethical and sustainable thinking 
mobilising others 
working with others 
taking the initiative 
working with others
learning through experience

Communication and Collaboration: 
interacting 
sharing 
collaborating 
netiquette
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 

1.

2.

3.

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

Teachers need to read the guide and then use the handbook and the activities to mobilise students and inspire them to develop a
social innovation project. 
The activity will be implemented in the co-creation labs, where the teacher, students and other stakeholders will co-create a social
innovation project for a challenge that they identified in their local community and it is connected to the Sustainable Development
Goals.
It’s essential to build positive relations for the group to work together effectively.

Getting ready for the activity: 

CHANGE-SHAPING SCHOOLS



The final stage of the co-creation lab is the reflective section
and has a twofold scope. First, it will allow participants to
reflect upon their experience and analyse how and in what
ways this process changes them. Second, the feedback from
participants will allow the facilitator and project partners to
evaluate the impact that the co-creation lab had on
participants.

Implementation of the activity 

Useful Links :

Teachers need to read the guide and then use the
handbook and the activities to mobilise students and
inspire them to develop a social innovation project. 

The first and introductory stage of the co-creation labs
aims at allowing participants to get to know each other
and become comfortable to be fully engaged in the
process. Additionally, it allows participants to
understand the wider philosophy, scope and practical
application of Social Innovation Education.

Stage1 : Get to know each other  

The second stage aims at giving the methodology and the
context of sustainability challenges to the participants,
thus enabling them to understand the importance of
Sustainable Development and Social Innovation

Stage 2 : SDGs and the importance of Social Innovation

In this stage participants will enter the core of the co-creation
process, since they will be engaged in the co-developing of
ideas and solutions about real-life local sustainability
problems. A key concept that will be introduced in this stage is
that of ‘Empathy’, a core value of the SIE philosophy.
Participants of the co-creation lab and particularly students
should adopt the approach of empathy, for being able to care
and help others and the environment.

Stage  3: Investigation of local Social Innovation challenges and
co-development of ideas and solutions

This is the stage where participants will turn their ideas into
practice, by co-designing and carrying out social enterprises,
real-life projects or community campaigns.

Stage  4: Co-creation of the Social Innovation Project

CHANGE-SHAPING SCHOOLS

https://css-project.eu/results/


What is this activity about? 

This is an ‘entrepreneurship education online course’ tailor-
made for young people. It includes theory, activities, best
practices and quizzes, in order to make the online learning
experience more user-friendly.

Reflect on entrepreneurship competences
Develop self-awareness and self-efficacy competence.
Develop practical, creative and entrepreneurial skills to enable
them to become confident and successful young entrepreneurs.

Your students will: 

Target Group 
young people
aged 18-30 

Group Size
Individual online
learning 

Time
4 to 5 hours 

Location

You will need: Suggested Methodology:

7.Care to entrepreneurship

online environment

Online registration in the platform
Laptop/Pc/tablet / Smartphone
Internet connection

Problem based learning
Learning Diary
Gamification
Design Thinking 



Which are the main Digital
Competences that students will
develop?

self-awareness and self-efficacy
mobilising resources 
financial and economic literacy
taking the initiative
planning and management 

Communication and Collaboration: 
engaging in citizenship 
managing digital identity
netiquette
Problem Solving: 
identifying digital competencies gaps
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 
managing data and information

1.

2.

3.

Which are the main
Entrepreneurial Competences
that students will develop? 

There is no need for special preparation, this is an online course
which young people can take in order to acquire entrepreneurial
competences. 
Young people just need to register in the platform by giving an
email.
Participants can choose the module ‘Care to Entrepreneurship
course for young people’ (English, Italian, French, Greek and
Romanian)

Getting ready for the activity: 

CARE TO ENTREPRENEURSHIP

Useful Links :

Access to  the Care to Entrepreneurship
platform and all the available courses for
young people and professionals 

https://c2eproject.org/training/


What is this activity about? 

The club is aimed at 12-18 year old high school students. It is
suitable for a teacher led group or a classroom. The club is
designed to be online learning with mentoring as a support. The
club can be done intensively in a shorter period of time or once
a week style. The club activities use Skilloon learning
environment that direct the course. Possible individual
mentoring, company visits or job shadowing is a plus.

Develop self-leadership, self-management and entrepreneurial skills. 
They will work with their friends to create a digital learning portfolio of
entrepreneurial skills that includes personal and group activities. 
They will develop understanding of working life and entrepreneuship
though exciting activities with companies and entrepreneurs.

Your students will: 

Target Group 
High school students
12-18 year old

Group Size
Any, group work
in teams of 4-6

Time
In total 13 possible
lessons totaling
about 30 hours

Location
classroom, online, companies

8. Skilloon Club

learning by doing
problem based learnig
teamwork
learning diary

laptop/pc/tablet for students
cooperative venture is a plus for visits/job
shadowing
register and familiarize yourself with Skilloon
learning environment

You will need:

Suggested Tools: 

Suggested Methodology:

https://www.microsoft.com/en-us/microsoft-teams/log-in
https://www.canva.com/
https://skilloon.com/


creativity 
vision 
valuing ideas 
mobilising others 
working with others 
taking the initiative 
working with others
learning through experience
planning and management

Communication and Collaboration: 
interacting 
sharing 
collaborating 

1.

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

The instructor need to register to Skilloon and either copy or modify the club course.
Knowing business to visit will be a plus to give students real life examples

Getting ready for the activity: 

SKILLOON CLUB



Learning diary: Each club session usually includes both group and personal activies. There are also activities that students may do
on their own, for example if there is time remainen after the group activities. As a teacher, it is suggested to give the students
individual mentoring to support their self- esteem, self-efficacy and entrepnreurial skills. Each task done will be shown in
indicitual learning diary in Skilloon.

Self-assessments: The students will do self-assessments at the beginning and at the end of the course and well as reflection after
the course. These clearly shows their progress and areas of further improvement.

Work life skills: During the course, the students will learn to understand and improve the 21st century work life skills. They learn
what those skills are and why they are important. They learn to see their own strengths and weaknesses and develop their
cooperation skills. They gain new awareness of local business and their own goals in working life. They also develop their CVs and
how to apply for different jobs as well as evaluate their own potential business idea.

Implementation of the activity 

Useful Links :
Skilloon
Zoom
Canva

SKILLOON CLUB

https://skilloon.com/
https://skilloon.com/
https://zoom.us/
https://www.canva.com/


What is this activity about? 

The BUFSIE project aims to scale up the novel educational
pedagogy of Social Innovation Education (SIE) and transfer it to
the higher education level. It aspires to assist educators to firmly
embed SIE into their culture and teaching practices, as well as
empower students with a mixture of social, entrepreneurial and
active citizenship competences. The project’s challenge is to
incorporate Social Innovation Education (SIE) in Higher
Education.

Design and lead innovative projects that aim to have a positive impact 
Transform relations with a diverse range of people and institutions so
they can co-create social innovation projects together 
Engage in and be critical of the world so they can contribute to its
betterment through transformative social action. 

Your students will: 

Target Group 
University
students 

Group Size
A small group of
5 or a class of 20
students. 

Time
4 weeks to 6 months 

Location
University class or online platform 

9. Building the Universities of the
Future through Social Innovation
Education

paper sheets, post its, colours and pencils 
sustainable Development Goals printed cards
laptop or smart devise with internet connection

You will need:

Suggested Tools: 

Suggested Methodology: Project based learning
Brainstorming 
Learning by Doing 
Innovation Challenge

https://miro.com/?utm_source=google&utm_medium=cpc&utm_campaign=S%7CGOO%7CBRN%7CBE%7CEN-EN%7CBrand%7CExact&utm_adgroup=&utm_custom=18259414490&utm_content=620159808649&utm_term=miro&device=c&location=1001004&gclid=EAIaIQobChMIkd7zkrqr_AIVjNJ3Ch3_cAe3EAAYASAAEgJ22vD_BwE
https://app.pointerpro.com/login


creativity 
vision 
valuing ideas 
ethical and sustainable thinking 
mobilising others 
working with others 
taking the initiative 
working with others
learning through experience

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

University educators need to read the guide and use the handbook for organising the students and the other stakeholders in the co-
creation labs. 
Teachers need to read the guide and then use the handbook and the activities to mobilise students and inspire them to develop a
social innovation project. 

Getting ready for the activity: 

BUILDING THE UNIVERSITIES OF THE FUTURE 

Communication and Collaboration: 
interacting 
sharing 
collaborating 
netiquette
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 

1.

2.

3.



The final stage of the co-creation lab aims to give the
opportunity to both participants and facilitator to reflect upon
the whole process and evaluate it. Therefore, the activities at
this point aim to work as a final conclusion and evaluation of
the project’s impact on participants. 

Implementation of the activity 

Useful Links :
Guide and Handbook 
Youtube
Nesta website 

This stage works more as an ice-breaking session, because it is
important for all participants to feel welcome and comfortable.
Additionally, it is equally important to get a first touch with
Social Innovation and understand the significance of this
project. The relevant activities will help the facilitator create a
warm atmosphere and introduce Social Innovation. 

Stage 1 : Get to know each other and give a basic intro of SI  

The second stage aims at introducing to the students the SDGs,
so to allow them conceptualise a wide range of complex social,
economic, and environmental challenges that call for action,
from an individual to the global level. All activities here
introduce participants to the SDGs and their significance. 

Stage 2 : SDGs in the context of HEIs 

In this stage participants will enter the core of the co-
creation process, since they will be engaged in the
identification of a problem and then to the development of
a solution through collaboration. The activities will give to
participants the ideas to connect the SDGs with local
challenges. 

Stage  3: Investigation of challenges and co-creation of
solutions 

In this stage, the co-creation lab enters the actual
implementation phase, in which participants will co-create
the SI project. The activities will help participants organise
and carry out their projects. 

Stage  4: Co-creation of the project idea 

The activity will be implemented in the co-creation labs, where the University educator as facilitator, students and other stakeholders
will co-create a social innovation project for a challenge that they identified in their local community and it is connected to the
Sustainable Development Goals. 

BUILDING THE UNIVERSITIES OF THE FUTURE 

https://bufsie.eu/results/
https://www.youtube.com/watch?v=X-nbZXVnlHw
https://www.nesta.org.uk/feature/our-tech-our-future-dsi-2030/


What is this activity about? 

To support the management of one´s own finances, working life
skills and entrepreneurial skills, there are available three
comprehensive sets of learning materials in a digital learning
environment. The materials´ examples of real business life motivate
students, and with them they learn about processes and gain
information about working life from several different industries.
Young people also learn critical thinking skills through examples.
The contents follow pedagogical script based on the learning model
of Helsinki University professor. It supports interactive, exploratory,
creative and inspiring study.

Learn to manage your own finances
Learn working life skills 
Learn entrepreneurial skills

Your students will: 

Target Group 
For the second level,
upper secondary schools
and vocational schools

Group Size
Any

Time
One course is in total 38
hours, but you can also
select smaller entities

Location
Online

10. Business Courses

innovation challenge
Problem based learning
Idea generation
Brainstorming
Flipped classroom

laptop/pc/tablet for students
register to the courses in advance

You will need:

Suggested Tools: 

Suggested
Methodology:

https://www.microsoft.com/en-us/microsoft-teams/log-in
https://zoom.us/
https://edu.tat.fi/login/index.php


vision 
ethical and sustainable thinking 
self-awareness & self-efficacy 
financial & economic literacy 
mobilizing resources 
planning and management 
taking the initiative

Which are the main
Entrepreneurial Competences
that students will develop? 

Which are the main Digital
Competences that students will
develop?

The instructor need to register to business courses beforehand.
There are user guide videos available for teachers
Once teacher register, they will get the teacher’s guide and
powerpoint to help going through the tasks in lessons and
guide for evaluation.
The courses can be studies either fully or partly under teacher´s
guidance or in hybrid mode.

Getting ready for the activity and implementing: 

BUSINESS COURCES

Communication and Collaboration: 
engaging in citizenship
Problem Solving: 
creatively using digital technologies 
identifying needs and responses 
Information and Data Literacy: 
browsing, searching, and filtering 
Safety:
protecting the environment

1.

2.

3.

4.

Useful Links :

TAT 
TAT Edu

https://tat.fi/aineistopankki/
https://edu.tat.fi/


The following 20 teaching initiatives have been collated and
included in the Digital Firefly Teacher Toolkit to provide
inspiring examples of practice to develop entrepreneurial
competences in an online environment. They have been
selected to represent approaches and learning experiences
which can be adapted and explored by other educators in
other contexts.

Inspiring
Initiatives

Playlist

https://entrecomp.thinqi.com/go/crshvi


Wales Co-operative supports social enterprise development and
implementation in Wales. Describe the background of the case
presented, including brief description of institution, experience
with online, circumstances of example (COVID, enrichment,
guided learning)
Educator here is a social enterprise business advisor building
his own level of confidence and experience through
experimenting with innovative approaches to widening
participation with online learning.

HACK OF KINDNESS STARTUP DAY

Startup Day is an initiative, organized every year by the University
of Bologna, to promote the culture of innovation, research and
entrepreneurship. This is an event that brings together thousands
of people linked to the world of innovation and the startup
ecosystem and the territorial entrepreneurial fabric.Startup days
usually take place in person but in 2020 and 2021 the startup days
have taken place online. Since the first edition of 2015 the StartUp
Day has hosted several teams that today are successful startups or
ideas that are making their way in different market areas

https://wales.coop/the-wrexham-hack-of-kindness/
https://site.unibo.it/startupdayunibo/it


TAT which is a national influencer, aims that all Finnish young people
get excited about working life and aims to be entrepreneurial part of
society. They work for building youth entrepreneurial and financial
skills together with schools, universities, communities and cities.
TAT offers many was for educators to approach the subject. 

Here we have a hands-on example of business courses. Their whole
material and programs to use the courses are available free of charge
online. TAT has offered and build more material for the courses for
three years and they plan to continue this.

Raising awareness and reaching the educators gets easier each year.
Some of the courses are built to have exact knowledge as high school
courses so they are designed easy to use and evaluate.

Business courses have three comprehensive sets of learning materials
in a digital learning environment that are available to practice key
future skills. The materials examples of real business life motivate
students and with them they learn about processes and gain
information about working life from several different industries. Young
people also learn critical thinking skills through examples. 

The courses are done all online but they are also planned to fit
education curriculum and be a part of school work if a school wants to
also give credit. The course material can be used in traditional
teaching.

YOUTH TAT



Job trainer online application is designed to help youth to learn
and recognise their own strengths and make their abilities
visible. It is aimed at 13-25 year olds and is a free mobile
application. It is specially aimed at young people who are
applying for a trainee position or their first job. The application
can be used online and without school input but it is also
designed to be used as a part of student guidance courses.
Hybrid method is very applicable.

JOB TRAINER SKILLOON

Skilloon online application offers a learning diary to be used as a
place to collect the acquired skills and knowledge of the young
person in one convenient place. The learning diary is supposed to
be a tool to show the depth and extent of learning. The diary is an
individual assessment tool. What is essential in the diary is self-
reflection and combining already learned knowledge with new
skills.

Tralla is a service that gathers a wide range of free materials,
templates and tools for developing entrepreneurship skills among
children and young people. Tralla.fi provides teachers with written
materials, various pre-prepared exercises as well as tips on games
and applications etc.  The online toolbox for teachers. It offers a
wide service of materials, methods and tools to improve
entrepreneurial skills, easily and from one place.Tralla is an easy-
to-use and inspiring toolkit that helps to choose the best methods
and materials best suited to the learners´age and readiness level
using a search engine.

TRALLA YES

The YES Youth Entrepreneurship Summer School is designed to
offer students the opportunity to experientially learn how a
business works as well as a more general idea of the business
world. During the summer school, professors of the Athens
University of Economics and Business as well as renowned
entrepreneurs are transferring their know-how and give students
an insight into business.

https://tat.fi/palvelu/duunikoutsi/
https://skilloon.com/
https://tralla.fi/en/etusivu-2023-english/
https://yes.aueb.gr/


YES HACKATHON

YES Hackathon is inviting all high-school students to come and solve problems
presented by regional companies. Challenges involve around responsibility in
everyday company activities. Hackathon was created in co-work with local
companies. This is a month long Hackathon. Teachers are able to support their
students/student groups and the aim is to let the students and companies
network, students to learn vital skills in today´s work life. 
The final presentation is done face to face in together with the Entrepreneurs day
seminar, the team work before this can be done either online or face-to-face
depending on the situation in their school.

COOPSTARTUP ABRUZZO

Coopstartup Abruzzo is an initiative that aims to accompany the
development of innovative business ideas to be implemented in a
cooperative.The objective of the project is to support the development of
business ideas to be implemented in a cooperative form, capable of
bringing benefits to the community and the territory in terms of increased
employment and economic, social and cultural growth.
The project will be developed starting from this call for ideas, followed by
a first selection and a training course aimed at providing the basic skills to
develop the project and establish a cooperative.

https://yesverkosto.fi/tapahtumat/yes-hack-goes-varsinais-suomi
https://www.coopstartup.it/progetti/coopstartup-abruzzo/


The European project Girls Go Circular, aims to equip 50,000 girls, aged
14-18, from across Europe, with digital and entrepreneurial skills by
2027. This is achieved through an online training program for the
circular economy. The aim of the program is to reduce the digital
gender gap by equipping girls aged 14-18 with digital and
entrepreneurial skills.

The lessons take place inside or outside school hours on desired days
and times which result from the consultation between the teacher and
the students. Of course, in order to follow the training, the students
should be able to use a laptop, tablet or smartphone to access the e-
learning platform.

The program is addressed to high school students from both public
and private schools throughout the country, who can apply either
through their teacher or individually, regardless of their school. Access
to the platform and participation in the program is free.

The project’s methodology is based on a learning-by-doing approach
which engages students in different activities such as online research,
entrepreneurial role-plays or challenge-based exercises.

The skills developed align with the EU Digital Competences Framework
2.2 (DigComp), the European Entrepreneurship Competence Framework
(EntreComp), and the European Sustainability Competence Framework
(GreenComp).

GIRLS GO CIRCULAR

https://eit-girlsgocircular.eu/


Providing students with the opportunity to gain practical
experience working with industries, businesses and higher
education. Activities include designing, making and racing a
model F1 car, working with companies on real engineering
problems, experiencing life as an engineering undergraduate at
University and investigating, designing and modelling an
innovative solution to an environmental problem. 

EESW STEM YOUNG SOCIAL ENTREPRENEURS

Young Social Entrepreneurs (Jóvenes Emprendedores Sociales -
JES) is a project aimed at secondary school students that is an
experience of social participation and development of
entrepreneurial skills. It involves setting up local or development
cooperation initiatives through the creation and management of
an association in the classroom.

Technology, Innovation and Work Educational Project (Proyecto
Educativo de Tecnología, Innovación y Trabajo - PETIT) is a project
for the promotion of technological innovation, creativity and
entrepreneurship.
Throughout the course, the students, in innovation teams made up
of 3 or 4 members, will analyse reality in order to detect needs or
problems and generate ideas to cover or solve them. They will
then design and build a product that they will present publicly at
the end of the course in INNOVAPETIT and will analyse the ways to
market it.

PETIT ENTREPRENEURSHIP CHALLENGE

DESAFIO is a project in which students, throughout the course,
face the challenge of planning and carrying out an activity in their
centre or closest environment, which involves analysing different
forms of entrepreneurship, exploring the socio-economic
environment, generating ideas according to the needs or demands
detected, planning the resources necessary to carry out the
project and executing the idea once its viability has been
analysed.

https://www.stemcymru.org.uk/home/
http://www.valnaloneduca.com/jes/cont/presentacion
http://www.valnaloneduca.com/petit/blog/
https://desafioae.valnaloneduca.com/


YOUNG EUROPEAN COMPANY

EMPRESA JOVEN EUROPEA is a project for the development of
entrepreneurial skills, aimed at secondary school and vocational
training students. It takes the form of an experience of creating
and managing a mini-company for the distribution of local
products, between two classrooms in two regions of the same
country or in different countries. The project is designed for the
duration of one school year, but the aim is to encourage the
entrepreneurial spirit of the students, not ruling out the
possibility that they might later re-launch a co-operative as a
business model and professional future.

ENTREPRENEURSHIP WORKSHOP

Taller para emprender is an educational project that aims to
improve the entrepreneurial and business culture of students by
taking advantage of their last year at school. This project, which
began to be developed in 1993 under the name "Workshop for
Entrepreneurs", aims to ensure that no one leaves their school
without having attended a talk in which the world of
entrepreneurship in general and business in particular is
discussed with proximity and clarity. Subsequently, they
participate in a course for the generation of entrepreneurial
initiatives.

http://www.valnaloneduca.com/eje/blog/
http://www.valnaloneduca.com/tmp/


AIDC (Italian Association of Chartered Accountants) with Junior
Achievement Italia have partnered to train young students and
support the development of projects related to entrepreneurial
and financial education in schools. Impresa in azione is aimed at
students between 16 and 19 years of age. Students participating in
the project can experience the start of a real business and at the
end of the school year, the teams of mini entrepreneurs will be
able to participate in a territorial competition and present their
start-up to a jury of professionals.

AIDC THE ENTREPRENEURSHIP FOR KIDS 

EFK  is an Israeli enrichment curriculum for schools geared
towards entrepreneurial studies from an early age. The program is
designed to teach children through hands-on experience
entrepreneurial skills which are essential for success in life.  EFK’s
objectives are to expose students to the entrepreneurship domain
and entrepreneurs' mindset. It aims at empowering each of the
children as an individual and as a goal-oriented team.  

Skilloon online application Learning diary is aimed to be used as
a place to collect the acquired skills and knowledge of the young
person in one convenient place. The learning diary is supposed to
be a tool to show the depth and extent of learning. The diary is an
individual assessment tool. What is essential in the diary is self-
reflection and combining already learned knowledge with new
skills. Successful learning diary helps students a lot in their
further learning. It gives them a tool for analytical work and self
assessment.

LEARNING DIARY JUNIOR ACHIVEMENT

Junior Achievement Greece, courtesy of 'The Signal Group', offered
free online two-day workshops for 14- to 17-year-old students from
all over Greece.The first two-day online Apps101 workshop took
place on 30-31 January 2021, with the participation of students,
from various parts of Greece.
 Apps101 is a workshop where participants learn step-by-step how
to develop a sustainable business idea and an application
prototype! Its goal is to encourage children to develop their
entrepreneurial spirit and turn their ideas into reality.

https://www.impresainazione.it/
https://www.tomorrowsuccess.com/Entrepreneurship-for-Kids.html#program
https://skilloon.com/
https://jagreece.org/programs/apps101/
https://www.tomorrowsuccess.com/Entrepreneurship-for-Kids.html#program


Stay tuned for more information
about the Digital Firefly

Website

https://digitalfirefly.eu/



