
[image: Logo

Description automatically generated]                                                                Dreaming phase  
DREAMING PHASE ONLINE – SESSION PLAN
	Module Title
	Dreaming phase

	Title of Session
	Let’s go real!

	Length of Session
	10 hours

	Aim of Session
	For the young people to develop their basic idea into a detailed idea for a business, convert this into a prototype, and further develop this prototype as a group.

	Learning Outcomes
	The young people see how they can create added value for a target group or local area through their business. 
The young people can identify the basic functions that a prototype must have in order to illustrate the value of their idea.
The young people work in groups and persevere if there are difficulties while working on a product, service or process that meets the needs of a specific target group (or the local area).

	EntreComp Competences Gained
	Creativity, vision, spotting opportunities, thinking ahead, problem-solving ability

	Employability Skills Gained 
	Initiative and adaptability, teamwork

	Our range: Online; Offline
	Online 

	Number of Activities (duration)
	3 activities (10 hours in total)

	Evaluation Activities
	Evaluate continually: keep an eye on how the young people are doing. Check regularly how things are going and make adjustments on the basis of their feedback. 



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

	Duration: 60 minutes – introduction and icebreaker, then focused brainstorming

	Sources: 
Trend cards
Digital brainstorming: https://www.youtube.com/watch?v=APqgaUWar00&feature=emb_logo



	Facilitator/Learner Guidance: Give the young people the opportunity to organise themselves. Above all, provide a safe and supportive online environment, sufficient tools and coaching along the way.

	Details:  The different phases of this activity are roughly as follows:
1. Get the young people to brainstorm in their group about their business. If they are allowed to dream and their idea is a successful business within 5 years, how will it look? Who will they be working for? What will users say about their service or product? What do they want to be known for? What is their slogan? 
Support: provide a tool to hold on to the outcome of the brainstorming. That outcome can take very different forms. It can be recorded with a Padlet, but also with a TikTok video or an Instagram Story. In this video you will find ideas on how to brainstorm online. It was made by one of the SPEED You UP partners from the Netherlands, the Jong Ondernemen foundation: https://www.youtube.com/watch?v=APqgaUWar00&feature=emb_logo
Reference is made in the video to the tool Miro.
2. Get the groups to give each other feedback for the first time and also give feedback yourself. You will find guidelines and exercises here on giving digital feedback: giving digital feedback
3. It is time to refine the brainstorming. Use the trend cards (see under Resources) and the following questions:
· What do we want to achieve with our business?
· Who is our target public?
· What existing examples or similar businesses are there? How will we differentiate ourselves from these businesses?
· Why would people buy our product or use our service?
· How will we create added value, what problem will we solve (in the local area or more widely)? 
· How does the idea reflect our own talents and our enthusiasm?
· …
Put these questions online, or give each group a question and have them put it to each other during the feedback round. In this way, work towards a series of points to be considered in the next brainstorming round.
4. Do another round of feedback. This time you can also invite external parties to the online meeting.
Platform for organising this: Smartschool, Teams, Zoom, Panopto.


	




	Activity 2: Preparing for prototyping

	Duration: 90 minutes – explanation and practical preparation

	Resources: 
For inspiration:https://www.entrepreneur.com/article/308724


This work plan may be helpful for making the preparations:
https://design-kit-production.s3-us-west-1.amazonaws.com/Design+Kit+Method+Worksheets/DesignKit_prototypereportcard_worksheet.pdf

This worksheet provides some guidelines on preparing for a ‘making day’/getting started with prototyping.


PowerPoint presentation


	Facilitator/Learner Guidance: It is important for you as a coach/teacher to know what the possibilities are with regard to prototypes and what tools can also be made available for the young people. Make sure you have a good idea of ​​this before you start preparing with the young people, in order to keep their dreams under control – or conversely to ensure that they can turn them into reality.
Organising everything online poses an extra challenge. It means that the available range of resources, methodologies, equipment, etc. is far more limited. 
Making good agreements within the groups will be crucial here. There is no one way of doing this. Again, it is mainly a matter of supporting and coaching from the sidelines.  

One tip here is to partly divide up the session into groups. The explanation of what exactly prototypes are and what they involve can be given in a larger group, but the discussion about making the prototypes should preferably take place in smaller groups. This prevents the young people from having to wait for a long time and enables you to really tailor the preparations to individual requirements.

	Details:  Go through these phases (this can also be done with reference to the PowerPoint presentation developed for this session).
1. What? A test version (= a test day, a model, a first version of your product). Get the young people to think about the possibilities, or use a simplified version of the form from the design kit: https://design-kit-production.s3-us-west-1.amazonaws.com/Design+Kit+Method+Worksheets/DesignKit_prototypereportcard_worksheet.pdf
2. How? Depending on the kind of prototype: drawing, crafting, 3D printing, a scale model on the computer, an Instagram Story, a proper test day – make sure it is clear what the possibilities are. If unexpected ideas come up, work out with the young people how you can put them into practice. The fact that you are working online does not mean that crafting, drawing, scale models or 3D printing are impossible. What it does mean is that the young people will have to organise themselves differently. For example, they can agree in their group that one of them will make a scale model out of cardboard, while the others will focus on a presentation about the product. Someone else could be given the task of photoshopping pictures of the scale model to make them more attractive for the presentation. 
3. Why? A test version is ‘safer’ than the real thing, you can present it and gather feedback, and it is fun and exciting too!
4. Practical preparations: make agreements about timing, location, the availability of online tools, the necessary support. Are there any tools for which a licence needs to be purchased? Are there any young people who have access to online platforms that could be useful for the prototyping? What possibilities can the school offer?
5. Discuss some what-if scenarios: What if a group gets stuck? What if there are problems with working together? What if two members from a group turn out to be sick on the making day? What if you need more time? What if you need help? And get the young people to formulate their own answers. 


Platform: Teams, Zoom, Panopto, etc.



	Activity 3: Working on a prototype together

	Duration: 5-8 hours – for the actual making


	Resources: 
This guide from the British innovation researcher Nesta provides background information and tips on getting started with prototyping for socially innovative concepts. The guide is not a completely ready-made programme, but does provide some important tools for prototyping. 
For the prototyping method on which we want to focus in this phase, pp. 28 and 29 of this guide are especially relevant. For young people who want to test a service, pp. 16-20 are interesting.


Useful apps for developing prototypes:
· For prototypes of digital applications: https://marvelapp.com/
· For prototypes that have already been developed considerably further: https://www.figma.com/prototyping/
· For websites, web apps and mobile apps: https://balsamiq.com/


	Facilitator/Learner Guidance: Provide sufficient support for the young people during prototyping. Making prototypes is fun and creative work, but it can also be quite frightening. Ideally, you will be able to bring in a few experts here to guide, motivate and provide technical and substantive support to the young people. 
If you are working online, it is not feasible or necessary for everyone to be online all the time. What is useful, though, is to agree on times when a representative from each group will be online so that the groups can tell each other where they are, what questions they have and what support is needed. For you as teacher/coach, this is the moment to keep your finger on the pulse and bring in extra support if necessary. 

	With whom?

For whom?
	Who can you work with to organise a prototyping day? To start with, you should definitely consider the local project coordinator for SPEED You UP. In addition:

- Can you rely on young people who have previously gone through an entrepreneurship programme and will be happy to guide the young people from your group?
- If you rely on an online prototyping tool (e.g. Lego Story, Instagram), are there any experts you can bring in for a quick explanation beforehand and/or support while the young people are busy? 
[bookmark: _GoBack]- Is it possible to provide one coach per group (or one for the whole group)? The young people could then consult this coach as a ‘critical friend’ or if they have questions. Make clear agreements about who has what role. The idea is not for a coach to take over the work, but to support the young people, get them thinking, and help them get back on track. 


	Where?
	An online event requires the right software and technical support. Consult partners with experience of such events, in your own network or through SPEED You UP. 

The prototyping itself can be done offline if you prefer. In that case, fix joint ‘report back moments’ for all groups so that they can provide a progress update. The young people can indicate how they are doing with photos or stories. All you will then need is a ‘traditional’ platform such as Smartschool, Zoom or Microsoft Teams.

	When?
	Provide a sufficiently long period for the young people to prototype, with at least two interim moments for feedback (as a group) and support (individually).

	How and what?
	That depends entirely on the entrepreneurial ideas that the young people have.
In any case, agree in advance with the young people how you will proceed. 
1. Preparation – producing an inventory of material  do we have enough? Can we get started?
2. First sketch and approach plan
3. First making phase
4. Interim check, opportunity to call a helpline
5. Second making phase
6. Interim check, see what is still needed in order to finish off
7. Third making phase
8. Completing prototype 

Research shows that an ‘iterative process’ is a very successful way of developing a prototype. In practice, this means that you design a first version, ask for feedback, make adjustments, make a second version, ask for feedback, and so on. 

An existing framework for prototyping provides the following top tip:
If you engage many people in testing your idea, you may be getting a lot of feedback, which is often conflicting. Take into account all feedback but make sure decisions are made based on the original opportunity. No service will ever please all people! (source: https://media.nesta.org.uk/documents/prototyping_framework.pdf)



In other words: All feedback is welcome, but bear in mind that you can never satisfy everyone!
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