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SESSION PLAN
	Module Title
	Doing

	Title of Session
	Prototyping and market research   

	Length of Session
	4 hours  

	Aim of Session
	For young people to finalise their prototype and test it on the target group 

	Learning Outcomes
	At the end of this session:

· Young people have further developed their concept 
· Young people can apply this knowledge to their pop-up 


	EntreComp Competences Gained
	Planning and management, learning through experience

	Employability Skills Gained
	Communication, critical thinking, adaptability

	Delivery: Online; Offline
	Online & Offline

	Number of Activities (duration)
	2 activities (4 hours)
1) Prototyping 
2) 5 questions to 5 people

	Evaluation Activities
	Discuss with the young people what they thought of the activity 




	Activity 1: Prototyping 

	Duration: 2 hours

	Sources:
See community analysis: prototyping and gathering feedback


	Facilitator/Learner Guidance: 
Teachers can support young people during prototyping in several ways: 
· By helping them to look for possible partnerships with other businesses.
· By helping them to find suppliers.
· By giving them a budget and materials that they can use in the HUBs.
· By putting them in touch with existing entrepreneurs who can provide support.
· By offering workshops on specific topics.
· By supporting them with expertise in product development (a teacher, coach or entrepreneur).
· By exchanging information about the different HUBs: young people can visit and learn from each other.

Prototyping is a long process, and ideally the young people should work on it during much of the SYU programme. They have worked on it in earlier modules (dream module). It is therefore not the case that they can simply start their prototype in this session. What they will do in this phase is finalise their prototype as an end product that they can offer. Even after the pop-up has been opened, changes can still be made, either to the product itself or to anything to do with it. Feedback from customers is really important. Encourage young people to collect feedback constantly and to make adjustments on the basis of it.

Normally, the prototyping phase will transition into opening the pop-up. This session in fact represents the final check before opening the pop-up.
 

	Details:  
The young people should finalise their prototype so that it is ready to be sold. More information in this document: link.  





	Activity 2: Market research – 5 questions to 5 people

	Duration: 2 hours

	Sources:


	Facilitator/Learner Guidance: 
The main role of the teacher here is to advise and to ensure that the young people take account of the target group’s feedback.  

	Details:  
The young people should perform a final check of their product and business model before they actually start their pop-up.
The young people should perform the following activities as a group:  
· They formulate 5 questions (things they still have doubts about): these could be something about the product itself, the pricing, distribution channels, etc. 
· They look for 5 people whom they can interview and who belong to their target group.
· They put the 5 questions to the 5 people and collect all the answers.
· They then examine the answers: what do they notice? What do the 5 people agree on? What do they differ on? 
· On the basis of the information they have collected, do the young people need to make any more changes to their product? Or can they start the pop-up?
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