[image: Logo

Description automatically generated]
SESSION PLAN TEMPLATE

	Module Title
	LESSONS LEARNED

	Title of Session
	Group reflection on the process

	Length of Session
	2 – 16 hours

	Aim of Session
	In this module, young people evaluate their trajectory. They will be able to put this into words and maybe even create something that represents themselves.

	Learning Outcomes
	In general, at the end of the Lessons Learned module young people should be:
· more aware of their professional identity and who they are as a person
· motivated to further explore who they are as a person and as entrepreneur
· more aware of the role and relevance of entrepreneurship in society
· able to present themselves to others and explain who they are as an entrepreneur
More specifically, young people should be:
· able to formulate skills and competencies they have acquired during the programme
· able to express what elements they would like to include in the programme in terms of content but also in terms of approach 
· able to update the program and make it evidence-based. According to our vision that SPEED-You-UP works from the bottom-up.


	EntreComp Competences Gained
	Reflect and be innovative. Learning through experience. Motivation and perseverance

	Employability Skills Gained
	Sense of responsibility, Entrepreneurship, Self-confidence, Perseverance, Presentation, Feedback, Creativity

	Delivery: Online; Offline
	Online and Offline


	Number of Activities (duration)
	Activities
Group level (cross border via forum, website, LinkedIn…)
1. Graduation gallery
2. 'History map' session / History timeline
3. Timeswipe
4. Draw your EntreComp flower. Assess your own progression
5. Critique for the future. Assess the learning activity
6. Closing event


	Evaluation Activities
	This module can also be a good moment to ask young people to really engage into the SYU module, to give their opinion on the project. Reflecting and evaluating thoroughly is very important but the emphasis should definitely be on the “fun/creative side” and on reflecting and communicating about themselves as a person and entrepreneur.



	Summary of the activities: 

	The module Lessons Learned can be executed in different levels, individual or in group. This option also allows you to stay inside the school or HUB. You can do it within school hours, as part of (co-)curricular learning or as replacement of part of the curriculum, but also some work at home. Reflection and ideas can be sparked everywhere. We provided materials for each specific method, you can modify as you like.


	Resources: Online tests and group discussions

	Facilitator/Learner Guidance: We believe it is best to start with this option at the beginning of the modules (process) until the very end of the project. This option includes tools and methods. You can pick any sort of method you want to use (individual or group options), preferably with a closing event, which is essential for aftercare.


	Details of activity: (cross border via forum, website, LinkedIn…)

Before you start reflecting, you can use this short video as an introduction: https://www.youtube.com/watch?v=lZxvMrGNyzk 

1. Graduation gallery (1-4 hours)
Creative way to present themselves where (self)reflection is very important. How they do it can be chosen (see examples LOMAP), each art form is allowed e.g. a model, an exhibition, a play, a drawing/comic strip... where they propose their trajectory that they have gone through the project (how were they/saw themselves before SYU, during and after). They can start individually and then in group combine everything as one whole. Let them think about the most important thing they have learned during the process, linked to the EntreComp competences and functions in the HUB e.g. leadership, problem-solving skills…


2. 'History map' session / History timeline (1-3 hours)
Goal: The main purpose of this activity is to remember what group members or participants have been through and to create a shared experience and story. Each team member gets a shared idea of what the group has been through together.  	
Note: You need large sheets of paper, pens and post-its. Can be done on paper or digitally!

Step 1: Prepare session 
Draw a timeline that shows the length of the HUB team experience. Add data and a few important events, but nothing more. 

Step 2: Write/draw experiences 
All team members draw elements of their experiences. They can include the highlights and lows of the trip, as well as insights, emotional highs and lows, challenges, successes, frustrations, stories and surprises, situations, lessons and everything else that meant something.  
Turn on music while you're doing this.

Step 3: 
Think in silence about the experiences you have shared. Think individually about the most important positive and negative moments. 
Step 4: Share 
Sit or stand in a circle around the history map. Each team member identifies the most important moment and explains it briefly.
Finish together and celebrate your successes and lessons!
The SPEED-You-UP adventure is officially over. It is really valuable to name the lessons you have learned in recent times. Organise a team day to end the adventure with a fun activity. Maybe you can do this from the profits or you can do it at someone's house and have a nice dinner together.
(Source: Jong Ondernemen)


3. Timeswipe (throughout the project e.g. 5 minutes per week)
A slide show on Instagram or any other social media platform. Can also be done individually. Also best start at the beginning of the project.


4. Draw your EntreComp flower. Assess your own progression (1 hour)
You can prompt your learners with the EntreComp flower and ask them to reflect on their entrepreneurial competences. You can ask them to flag the competences where they feel stronger and those where they feel weaker. You can also ask them to flag which competences they would like to master. You can ask them to draw their own petals of the flower and create a personal EntreComp flower. You can then ask to compare the flowers within teams and have them identify which competences they lack in the team to have the full set of EntreComp competencies. In addition you can ask them to think how they could fill any gaps they may have. Depending on the proficiency levels (foundation, intermediate, advanced, expert) for each of the 15 competences, the flower can look like a garden pansy, a daisy flower or a sunflower (https://publications.jrc.ec.europa.eu/repository/bitstream/JRC120487/jrc120487_entrecomp_playbook.pdf (EntreComp playbook p.87).


5. Critique for the future. Assess the learning activity (1 hour)
As a last activity of your entrepreneurial learning ventures, it is a good practice to collect some feedback from your learners. This does not have to be a complex evaluation exercise. You can ask them questions like:
· What was the best aspect of this learning experience?
· What would you do in a different way?
· What has surprised you?
· What have you learnt?
Ask everyone to write their comments individually on different sticky notes. Once done, the notes are harvested, presented and discussed. To conclude, the group can agree on how certain things should work in the future. This constructive reflection process can also be performed by each team individually to appraise their entrepreneurial projects. (https://publications.jrc.ec.europa.eu/repository/bitstream/JRC120487/jrc120487_entrecomp_playbook.pdf (EntreComp playbook p.88)


6. Closing event (5-16 hours)
Organise a fair, the young people "sell" themselves and have personal booths where they have conversations with the network. They use their prepared reflection materials during the fair (tools & methods above – individual or group reflection). After that the pop-ups can be presented for a bigger audience. You can switch up on what comes first. They will also receive their certificate in a ceremony. Young people can use the Eduscrum method to prepare the closing event.
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