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WELCOME TO PIETE!
To reach new horizons in pursuit of economic growth and innovation, European education
institutions need to ignite an entrepreneurial spirit among learners of all age. As a matter of
fact, entrepreneurship competences are no longer considered to be only relevant for starting
new businesses. Rather, they are considered to be both, applicable in “all walks of life” (Entrepreneurship Education. A guide for Educators, 2014, p.7) and key for mastering the challenge
of lifelong learning, as EU policy makers have repeatedly emphasized.
Our Erasmus+ funded project “Partnership for Initial Entrepreneurship Teacher Education”
(PIETE) has been inspired by this new scope for Entrepreneurship Education. PIETE fosters entrepreneurship competence deliverance within Higher Education Institutions that are responsible for pre-service teacher training. It does so by relying on the European Entre-preneurship
Competence Framework (EntreComp) as well as on institutional tandem constellations between experts of entrepreneurship and initial teacher training. These features make PIETE a
unique pan-European pilot initiative with high impact potentials on pre-service teacher students who will soon become part of a new generation of entrepreneurial school teachers.
Univations strongly believes in the European idea and is very proud to be leading the PIETE
partner consortium. We have done our best to make PIETE a source of inspiration for those
who want to start equally minded initiatives and are keen to foster entrepreneurial thinking
beyond known scopes. The PIETE Teaching Compendium is an integral part of this ongoing effort.
Yours,
Daniel Worch

PIETE Teaching Compendium

TABLE OF CONTENTS
PREFACE

1

1.

ENTRECOMP

3

2.

COMPENDIUM STRUCTURE & MANUAL

5

3.

IDEAS & OPPORTUNITIES

7

3.1.

The Visionaries ................................................................................................................ 9

3.2.

Take Your Chance .......................................................................................................... 16

3.3.

Peer Evaluation.............................................................................................................. 23

3.4.

Forming Mindset & Debating ........................................................................................ 28

3.5.

Become Creative ........................................................................................................... 34

4.

INTO ACTION

4.1.

Uncertain Times Ahead ................................................................................................. 43

4.2.

Precious Experiences ..................................................................................................... 54

4.3.

The Event Planner ......................................................................................................... 70

4.4.

Teamwork ...................................................................................................................... 79

4.5.

Out of the Comfort Zone ............................................................................................... 88

5.

RESOURCES

5.1.

Believing In Oneself and Keep Improving ...................................................................... 96

5.2.

Business, Finance & Policy ........................................................................................... 102

5.3.

Leading a Team............................................................................................................ 107

5.4.

Perseverance Challenge .............................................................................................. 112

5.5.

Turning Ideas into Action ............................................................................................ 117

41

94

PIETE Teaching Compendium

TABLE OF FIGURES
Figure 1: EntreComp Wheel ....................................................................................................... 4
Figure 2: Criteria for the evaluation of students completing "The Visionaries" module. ......... 14
Figure 3: Examples of methods of practical implementation in the class room. ...................... 20
Figure 4: Criteria for the evaluation of students completing the "Peer Evaluation" module. .. 25
Figure 5: Criteria for the evaluation of students completing the "Peer Evaluation" module. .. 26
Figure 6: Criteria for the evaluation of students completing the "Forming Mindset & Debating"
module. ..................................................................................................................................... 31
Figure 7: SWOT Analysis. .......................................................................................................... 45
Figure 8: Criteria for the evaluation of students completing the "Uncertain Times Ahead"
module. ..................................................................................................................................... 51
Figure 9: Experiential Learning Cycle ........................................................................................ 55
Figure 10: The four stages of the learning cycle ....................................................................... 57
Figure 11: Teaching activities that support different aspects of the learning cycle ................. 57
Figure 12: Criteria for the evaluation of students completing the "Precious Experiences"
module. ..................................................................................................................................... 67
Figure 13: Phases/Milestones serving as the basis for a schedule ........................................... 74
Figure 14: Seven milestones in which an event can be divided ................................................ 75
Figure 15: Criteria for the evaluation of students completing "The Event Planner" module. .. 76
Figure 16: Evaluation criteria for the Teamwork module. ........................................................ 86
Figure 17: Criteria for the evaluation of students completing the "Perseverance Challenge"
module. ................................................................................................................................... 114
Figure 18: Guiding questions to help students identify their resources. ................................ 119
Figure 19: Outline to help students identify their resource gaps. .......................................... 120

PIETE Teaching Compendium

LIST OF ABBREVIATIONS
EE - Entrepreneurship Education
ECTS - European Credit Transfer System
EntreComp (Framework) - European Competence Framework for Entrepreneurship Education
ITE - Initial Teacher Education
TC - Teaching Compendium

PIETE Teaching Compendium

PREFACE
The present document is a teaching compendium (TC) developed as part of the outputs of
the Erasmus+ project “Partnership for Initial Entrepreneurship Teacher Education – PIETE”. In
this section the background of the project, the output aims and target group, as well as its
impact will be outlined. After the content section, the Entrepreneurship Competence Framework (EntreComp) of the Joint Research Center of the European Commission, which served as
the basis for developing the present teaching compendium will be outlined. Then a description
of the compendium, its structure and how it is used follows. Finally, entrepreneurship competence areas are introduced with respective modules to foster certain entrepreneurial skills.

A. Project Background
To reach new horizons in pursuit of economic stability and sustainable innovation, Europe
needs to further develop its human capital and excel in educating future entrepreneurs. Not
only needed for starting new businesses, “Entrepreneurship” as a competence is a key for lifelong learning in “all walks of life”. For a more comprehensive and rounded development of the
entrepreneurial mind-set regionally and nationally, it is vital to start embed the elements of
entrepreneurial education (EE) in a wider variety of disciplines, and especially in those that educate our new generations – initial teacher education (ITE) programs. To address this need, our
Erasmus+ project “Partnership for Initial Entrepreneurship Teacher Education – PIETE” has
been established to increase entrepreneurial competence deliverance in higher education preservice teacher training programs (ISCED 3-4 level).

B. Nature of Teaching Compendium
The present teaching compendium is one of the central outputs of the PIETE project. It has
the aim to enhance entrepreneurial competence and mind-set development within HE preservice teacher development programs and is structurally aligned to the EntreComp Framework, the European reference for initiatives that aim to foster entrepreneurial capacity (presented in the next section). The compendium is designed in a modular style (15 modules), which
facilitates the integration of EE modules into ITE teaching efforts for ITE educators.

C. Target Groups
This compendium provides a number of innovative, multidisciplinary, learned-centred, and
problem-based modules that can be exploited to foster entrepreneurial skill development. The
compendium provides ITE educators with a concise catalogue of curricular activities that may
be attached to existing or used for establishingof entirely new lectures. As such, it offers educators clear guidance for the design and content side of these activities, as well as for relevant
criteria as learning outcomes, ECTS, and competence development capabilities.
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D. Impact
By now, only a few teaching resources from the field of EE are explicitly designated for use
within ITE programs within the European higher education institution landscape. Thus, the present compendium presents a rather novel form of support for educators in ITE programmes.
The modules presented have been pilot-tested in different European countries (Poland, Austria, Hungary) and continuously improved as to also allow for an efficient use in higher education institutions outside PIETE. The present compendium serves as a basis for other ITE institutions throughout Europe that are interested in strengthening their EE efforts. With its flexible
modular-style based approach, the present teaching compendium helps overcome formal obstacles that may often hinder the integration of EE elements into ITE. In line with this, the compendium allows for customized creation of full courses based on combinations of single modules. As a highly valuable input source for any HEI educator who seeks to foster entrepreneurial
competence development within pre-service teacher education, the compendium is freely accessible for download on the website of the consortium as open educational resource.
This work is licensed under a Creative Commons License Attribution-Non-CommercialShareAlike 4.0 international Licenses.
The compendium was conceptualised and produced by Anita Zehrer, Christine Pirhofer, and
Desiree Wieser (MCI – The Entrepreneurial School®) with the contributions from the PIETE project partners’ representatives.
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1. ENTRECOMP
EntreComp is the European reference framework for entrepreneurship competences,
which has been developed by the Joint Research Centre in 2016. EntreComp is a comprehensive, flexible and multi-purpose reference framework that sees and explains entrepreneurship
as a key competence for lifelong learning. EntreComp establishes a shared understanding of
the knowledge, skills and attitudes that describe what is meant by being entrepreneurial.
Thereby, entrepreneurship is not limited to startup. EntreComp adopts a broader understanding of Entrepreneurship where creativity and the courage to think about doing things differently are put into focus. EntreComp recognizes the chance and benefit to act entrepreneurial
in different and several situations of live (school, work life, community initiatives, etc.). Accordingly, entrepreneurship is defined as the competence to act upon opportunities and ideas
to create value for others (Bacigalupo et al., 2018).

PIETE Teaching Compendium
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The graphical overview of the EntreComp, the EntreComp Wheel (figure 1), outlines different yet interconnected competences in the ambit of Entrepreneurship and classifies 3 main
entrepreneurship competence areas: 1) Ideas & Opportunities, 2) Resources, 3) Into Action.

Figure 1: EntreComp Wheel. Source: “EntreComp Into Action User Guide”

Each area contains 5 sub-competences. ‘Ideas & Opportunities’ refer to creativity, vision,
as well as to sustainable thinking. ‘Resources’ include aspects such as motivation, mobilizing
resources, financial and economic literacy. Finally, the competence area ‘Into Action’ means
planning and managing, working with others, and coping with uncertainty. All three categories
together define entrepreneurship and describe it as an ability to turn ideas and opportunities
into action that generate value. Sub-competences again, are divided into topics following 8
stages of development and defining 442 learning objectives.
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2. COMPENDIUM STRUCTURE & MANUAL
This teaching compendium is structured according to the EntreComp Framework presented before and divides in three main competence areas:
I.
II.
III.

Ideas and Opportunities
Into Action
Resources

Each area contains 5 modules to cover specific competences assigned to the respective
areas.
Before educators or decision-makers decide to implement or integrate one of the modules
presented in this compendium, they are recommended to become familiar with the EntreComp Framework and its logic first. Educators and decision-makers should try identifying
those competences in the EntreComp Framework, which are already fostered in ITE education
by marking those, which are still missing or not fostered sufficiently. Those marked competences, should move to the centre of interest. Once they have been identified the present
compendium can be used as a guide to find modules, which specifically foster missed out
competence. Indeed, the present compendium contains a module for each competence in
the EntreComp Framework. Given this, the present compendium can be used as a kind of
orientation map, where to begin for ITE and pre-service educators who wish to enhance entrepreneurial education. For better orientation, please follow the graphical visualization.
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All modules follow the same structure. They start with a “module overview” and describe
then, which competence is mainly fostered by applying the module. Apart from these main
competences, however, most modules actually teach a set of competences. In this case, these
are also mentioned but not thoroughly described. Consequently, each module also details
specific “learning goals” but only in reference to the main competence. Again, we follow the
EntreComp terminology in terms of how each competence is named as well as for the description of learning goals. In addition to the above indications, each module provides detailed
instructions about “teaching and learning methods”, including a section called “activity”,
which explains the step-by-step implementation of these methods, as well as a “content” section, which contains recommendations or actual material for teaching1. Also, the “role of the
educator” is specified (recommended for beginners or senior lectures, experienced scholars
in …, etc.). Furthermore, suggestions for “implementation and integration” into the ITE program curricular are stated incl. an estimation for ECTS (European Credit Transfer System)
points, which can be granted per module. According to ECTS, the workload for students is
calculated by ECTS points. A workload of 25 - 30 h corresponds to 1 ECTS points. The indicated
ECTS points per module result from the estimated workload and time, which an average student needs to complete a single course/seminar/lecture/module etc. The workload includes
all learning activities, which are part of a study program and are examined through performance mentoring. Finally, every module contains guidelines for evaluation.

1

Please note that the activities and the content for the module should be considered as suggested guidelines. Naturally, variations and
changes to the proposed implementation lie within the responsibility of each educator and need to fit the educational context the module
is embedded into.
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3. IDEAS & OPPORTUNITIES

In this chapter, visions, ethics and creativity are some of the themes of that will be looked
into. In the first module, students will learn to articulate and develop their own visions for
themselves and become aware of how they can use their new skills to create value. Forthcoming chapters will examine the importance of grasping opportunities that present themselves within the teaching profession and how to sustain valuable ideas. Students will get in
touch with ethical principles and sustainability in the context of teaching and learning and in
the final chapter - through immersive practical exercises - (entrepreneurial) creativity will be
developed and methods of using educational game-based learning for entrepreneurial creativity development will be presented.

PIETE Teaching Compendium
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3.1.

The Visionaries

3.1.1. Overview
This module helps students discover, articulate and develop their own visions for themselves, and the society they want to live in the future. Visions express hopes and wishes and
give direction to realize goals. A vision can be seen as a kind of roadmap, which helps with
decision-making and is aligned to a certain philosophy to reach the set goals. The life vision of
an individual defines who he/she wants to be, what she/he wants to be known for and the set
of experiences and accomplishments she/he aims for. The same applies for the collective visions. But, talking about the vision will not be enough, in the end, it is all about taking the
chance to put it into practice too. Thus, setting goals does not only include where you plan to
end up, but the steps that will get you there.
3.1.2. EntreComp Competence - Vision
According to EntreComp the competence ‘Vision’ is closely aligned to the future and implies working toward your vision of the future. Given this, the overall learning goals is defined
as follows: Imagine the future. Develop a vision to turn ideas into action. Visualise future scenarios to help guide effort and action. Other competences touched include ‘Ethical and sustainable thinking’, ‘Mobilising resources’, ‘Taking the initiative’, and ‘Creativity’.
3.1.3. Learning Goals
1. Imagine: Students should be able to imagine a desirable future for themselves or/and for
society. They should be able to develop a value creating vision, comparing different future
scenarios.
2. Thinking strategically: Students should be able to explain what a vision is and what purpose it serves. They should encourage enthusiasm and a sense of belonging around a convincing vision.
3. Guide action: Students should be able to turn their ideas into action by creating a roadmap
based on their vision for creating value. They can identify the changes needed to achieve
a respective vision, respecting the given system (policy, stakeholders etc.).
3.1.4. Teaching / Learning Methods
The heart of this module is a ‘Future Workshop’ where different methods can be used by
students to create a vision of the future, including:
•

Prototyping with LEGO® SERIOUS PLAY®, dough, things from nature, digital tools,
etc.

PIETE Teaching Compendium
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•
•

Gamification with augmented reality, video games (The Sims [real-life simulation]), robots, escape rooms, etc.
Movement and Visualization with external learning places and innovative concepts as Walk the Talk

A further option is the elaboration in a Bachelor/Master Thesis. Students should work in
their Bachelor/Master/PhD Thesis on a project that relates to ‘vision/ impacting the future /
sustainability etc.’ for at least one semester. This project should put a focus on immediate
practical implications (e.g., implementation of solutions for climate protection, etc. and scientific evaluation of efforts, processed in a scholarly review).
Moreover, there should be room for creative methods and out-of-the-box approaches to
foster the competence ‘vision’, in day-to-day lectures. One idea here might be to let students, instead of the educators, prepare and give the next lecture/class. A subsequent reflection on what their vision was and if it has been reached, is recommended (see section
‘Content’).
Educators should choose those learning and teaching methods, which best suit, their
given learning and teaching settings, the terms in place and the available resources. Methods can also be combined with each other.
3.1.5. Activity
For this module, the following main topics/tasks for students to work on their visions are
proposed:
•
•
•
•

Meaningful future and challenges of the 21st century
Creating value in the future for the self and for society
Change and Transformation (in personal life or society)
Me and myself in the Future (prospects after graduation)

This list of topics is not complete and can be extended by other topics at any time. The
involvement of pressing issues, or local challenges is recommended, as it might increase the
motivation of participation. Educators could either specify on a topic upfront or give students
the chance to select their preferred topics.
For this module, working in groups is see as efficient as working alone (e.g. Bachelor/Master Thesis). In either case, students should be able to present their results in front of a wider
audience e.g., peers, educators, mentors, external experts, etc. (also repeatedly) to get feedback and to elaborate on their ideas/projects.
The module suggests a kick-off event at the beginning, where aims, task and learning objectives are drawn out clearly. Furthermore, information regarding the final evaluation should
be shared. During this kick-off, event the different methods to visualise and implement the
vision (prototyping, gamification, etc.) should be introduced and students should be informed
PIETE Teaching Compendium
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how and when they can access premises and tools. Finally, a short introduction about what
vision means should be given. Afterward, students themselves, independently, along or in
groups work on the respective tasks. On a regular basis, meetings are scheduled with peers
and educators, if possible, also with external experts to gather feedback. The outcome is an
oral presentation in front of an audience with a subsequent discussion where the vision is
challenges by peers, educators and experts. The presentation should be structured, laying a
focus on visualization and realization.
3.1.6. Role of the Educator
The role of the educator in this module will be the role of a mentor or facilitator. Thus,
whether the educators’ role at the beginning of the process will be central, it will also decrease
in the course of the process of creating space for the learner’s evolvement. At the beginning,
the educator is responsible for triggering the initiation of a project, of a ‘Future Workshop’,
organisation of a kick-off event, proposing topics etc. Over time, the educator will move back,
functioning as a guide throughout the process, remaining available for questions and check
backs with students. Furthermore, educators bring together students with experts, fostering
exchange and networking.
Educators are challenged to choose the most suitable learning/teaching method which
best suits, their given learning and teaching settings, the terms in place and the available resources. Methods can also be combined with each other.
Finally, the educator is responsible for the organization of the final presentation (premises, audience etc.). Rules, requirements and examination modalities have to be communicated to students at the beginning, together with the learning goals.
Educators, who facilitate this module, should have made experiences with similar teaching and learning methods before (gamification, bachelor thesis etc.). For junior educators, it
is recommended to work in tandems with more experienced (senior) educators when the
course/workshop etc. is organized and held for the first time.
3.1.7. Contents
Definition Vision
Vision in one sentence describes a valuable and desirable picture of the future. A vision
draws a picture of the future and conveys explicitly or implicitly why it is worthwhile for people
to create this future. A vision is part of a greater system of successful transformation, which
also includes strategies, plans and budgets. The vision has the role to define a clear direction
(facilitation of decision-making, gaining time, reducing costs), creating motivation (value &
satisfaction, overcoming selfishness) and facilitate coordination (efficient and fast coordination of many and different actions). A vision should be conceivable, desirable, feasible, focused, flexible, communicable, limited in time, and it enables emotional identification. Kotter
PIETE Teaching Compendium
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(2012) describes the creation of a vision as a messy, difficult and emotional challenges and
proposes 7 steps for creating an effective vision: starting with a first draft reflecting dreams
and needs, with the help of other people the draft is modelled over time, effective teamwork
is the key, analytical thinking as well as dreaming are needed, not being afraid of taking a step
may be also two back, it takes months or even years, it can be explained in less than 5 min
(Kotter, 2012).
As a guidance, some support material for students to elaborate on their vision is present
below.
1. Clear Goals
•
•
•
•
•

Write your goal down (use as many details as possible)
Use the SMART method (specific, measurable, attainable, relevant, time-related)
Put your goal in the format of a clear personal mission statement
Measuring success – what metrics will be needed?
Examine how the set goal makes you feel – are you excited, motivated, challenged?
If not you should clarify it or change the goal

2. Values
Everyone has values, whether implicit or explicit. Before creating a vision, values have to
be defined. You may discover that what you want your values to be are not what they are in
the current moment. This type of self-discovery is important when creating your vision. When
you have defined the values by which you would like to act, lay them out side by side with
your goals. Understand how these categories interact and what you can create from the sum
of their parts.
3. Mission Statement
Before moving on to your vision, you should first carefully consider you mission, meaning
where you are in this point in time. Write out your mission if a mission statement does not
already exist, and again lie this side by side with the goals and values you have already established. These three ingredients together are what you will consider in building your vision.
4. Simplicity
Keeping your vision simple serves a twofold purpose. On the one hand, you need others
and the environment to understand and support the vision, if it is overly complicated this will
be hard for the outside world. Additionally, keeping your vision simple, makes it more likely
that you will meet your goals and turn your vision into reality. A complicated vision is a sign
that it is reaching in too many directions, which will limit the quality of each in the end, or that
you have added steps you will later discover to be unnecessary. All of this will keep you from
concentrating your energy in the direction where it will go furthest.

PIETE Teaching Compendium
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5. Ambiguity Test
To put your vision on the ambiguity test, you can show it to 5 independent people. If all
five people find the same interpretation your vision passed the test. To exclude ambiguity,
start with writing down your vision and speaking it out loud. This forces you to put it into
concrete terms and thus becomes clearer. Allow a little time to pass (a week or even a month)
before you move on with editing the vision. Perspective and distance will help you refocus
your vision.
6. Forward Thinking
This means thinking of what the environment will look like in the future. It also means
considering how to keep your vision sustainable and scalable. Consider how to carry on your
plans, activities etc. for years to come.
7. Timeframes
A vision always has to consider the future. The development of a specific timeline for meeting milestones is key here. Goals are made up of smaller goals and milestones. Along the journey, several small goals and bigger milestones will be accomplished and reached and eventually those take you to the overall goal. A number of goals come together, forming the basis
for your vision (Hall, 2016).
If students chose to develop a personal vision e.g., for their future careers, they can also
follow the steps mentioned above, focusing on the following steps:
1.
2.
3.
4.
5.

Identification of strengths
Reflection of values
Evaluation on skills and how they can create real value / solve real-world problems
Selecting your desired position
Writing down the mission statement

Please find more and detailed information about these steps here.
Independent of the topic, students/educators chose, the ultimate goal should be the implementation of the vision, at least however, the mapping of the steps toward the realization of the vision.
Further links:
•
•
•

Was ist eine Vision?
Create Your Vision
A Step-By-Step Guide to Creating a Personal Vision Statement

PIETE Teaching Compendium
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3.1.8. Implementation/Integration, Extent, ECTS
The format of this course should be held flexible and may vary from a single one or twoday workshop to an extra or over-curricular course format, which may stretch along the whole
study program. Accordingly, ECTS recommendations may vary from 2-8 credit points, depending on the chosen format. A workshop of one or two days can be granted with 2 ECTS for
example, while a stretched format along the study may also be granted with up to 8 ECTS.
Furthermore, it is recommended to foster the implementation of this module across institutions and established standard where possible.
The following formats of integration are recommended to reach the stated learning objectives are:
• starts at the beginning of a study and ends with graduation (e.g. Bachelor/Master
Thesis, other long-term university or community-related projects) (up to 8 ECTS)
• extra-curricular and over-curricular course (up to 5 ECTS)
• at specific local/regional events e.g. Long Night of Research (one/two-day workshop format) (up to 2 ECTS)
3.1.9. Evaluation
The output of this module is a presentation, which includes elements of visualization
(Prototyping, Gamification, etc.), and a roadmap with concrete steps towards the implementation of the vision. The presentation should have a duration of 15-20 min, followed by a discussion of 30 min. A jury of educators, students, at least an external expert evaluates the vision according to the principles drawn out in the table below.
Evaluation Criteria
Format & Style Presentation
Innovativeness
Potential & Feasibility
Maturity
Value Creation & Relevance

Weight in %
20
20
20
20
20

Figure 2: Criteria for the evaluation of students completing "The Visionaries" module.

3.1.10. References
Hall, B. (2016). 7 simple steps for creating your company vision statement. Retrieved from
https://www.interact-intranet.com/blog/7-simple-steps-defining/ (Accessed 25 March
2020).
A step-by-step guide to creating a personal vision statement (7 October 2019). Indeed Career Guide. Retrieved from https://www.indeed.com/career-advice/career-development/personal-vision-statement (Accessed 25 March 2020)
Kotter, J. P. (2012). Leading change. Boston: Harvard Business Review Press.
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3.2.

Take Your Chance

3.2.1. Overview
We are offered many opportunities in our daily lives, and we must decide whether we seize
them and take them in some way. The everyday practice of the teaching profession may also
provide several opportunities for educators. This module focuses on the potential opportunities emerging in a teaching career and raises awareness of the decision-making process from
opportunity perception (recognition, identification) to implement them with adequate tools.
This module helps
•

to raise students’ awareness of the importance of spotting opportunities offered in
the course of teaching, the different types and complication levels of the opportunities emerging in the practice of teaching, as well as the various ways of their implementation.

•

to draw students’ attention to how they can use their knowledge and competences
while practicing their profession to create value and to identify the opportunities
representing value for others.

•

to students create a more subtle idea of the teaching profession and encourage
them to approach the pedagogical phenomenon and the opportunities emerging
in the practice of their profession in a reflective and analytical way.

3.2.2. EntreComp Competence – Spotting Opportunities
Based on the EntreComp framework (Bacigalupo, Kampylis, Punie, & Van den Brande,
2016) the competence ‘Spotting Opportunities’ contains elements, which go beyond the individual (self-development opportunities closely related to the individual) and have explicit implications regarding others and the environment. Accordingly, for example, the identification
of professional development opportunities, as a personal opportunity, is excluded from the
competence. For individuals, the existence of the competence element of spotting opportunities is not evident.
Other EntreComp competences contributing closely to the given area are ‘creativity’, ‘visionaries’, ‘mobilising others’, ‘cooperation’ etc.
The development of the competence element of spotting opportunities, as well as other
components of the EntreComp, primarily relies on shaping attitude, sensitisation, and the
methodological solutions of teaching and evaluation, rather than on teaching factual, specific
disciplinary knowledge and directly developing competences.

PIETE Teaching Compendium
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3.2.3. Learning Goals
1. Reflective thinking: students will have a more subtle idea about (1) the phenomena in
daily pedagogical practice, (2) the diversity of opportunities emerging in teaching work
and (3) the decisions made in pedagogical situations. In situations requiring practical
decisions, they will be able to approach the emerging question/problem in an analytical way.
2. Working with peers: they can actively and efficiently cooperate with their peers in the
consideration of opportunities offered in the pedagogical practice.
3. Risk-taking analysis: students consider the possible consequences of simulated decisions, they conduct risk analysis and assess the potential outcomes, advantages, and
disadvantages of pedagogical decisions.

3.2.4. Teaching / Learning Methods
The following teaching methods and forms of activities can be applied during the module:
•

Exploring students’ prior knowledge and views regarding the topic (e.g. using mindmup.com application). Other smartphone applications, which can promptly visualise incoming textual information are also suitable (e.g. in the form of word cloud)

•

Presentation and explanation by the teacher

•

Discussion & debate

•

Questions by the educator directing reflection

3.2.5. Activity
1. Homework assignment: before the regular lecture starts, students will be given the
task to interview their secondary school teachers in person or via email. Students must
ask the teachers two questions:
o Question 1: “Tell me about a case when you failed as a teacher!”
o Question 2: “What would you do differently today, how would you solve this
problem”?
2. Class in the form of a traditional seminar: The class starts with processing the homework assignment given previously. At the beginning, students share the answers and
teachers’ experiences (anonymously) in class. The general outcome of this part of the
class builds on the assumption that we do not only learn from the mistakes we make,
but from others’ mistakes as well. Errors are opportunities, which we can learn a lesson of.
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3. Exploring students’ existing knowledge and views by using mindmup.com: students
give the first keyword that comes into their mind regarding the term ‘spotting opportunities’ by using the MindMup application. In the immediate content analysis of the
figure displayed by the software, we can consider the following aspects:
•

the context of occurring expressions (pedagogical vs. everyday)

•

the abstract nature of expressions (concepts of material nature vs. abstract
concepts)

•

the direction and scope of expressions (who and what they are directed at,
what specific content they relate to)

4. Group work: The educator gives a presentation about the recognition and identification of opportunities arising in the profession of teaching and the possible related outcomes (see the table in the content section below). After presenting the tabular summary (see content section), the students are divided into heterogeneous groups of 45 people.
Instruction for students

“Similarly to the outlined examples, identify 2-3 new elements of the teacher’s work which
can be considered an opportunity as earlier defined. The identified opportunities can be related to any area of the teaching job. During the group work, discuss the following questions:
• Does the implementation of the identified opportunity have a motivating, encouraging
effect on anyone?
• What effect can the implementation of the given opportunity have in the short and long
term?
• What risks may the implementation of the given opportunity have?
• Does the implementation of the given opportunity have costs involved? If yes, about
how much?
• Is there a possibility to extend the identified opportunity to the highest levels of the educational system?”

•

At the end of the group work, a member of each group presents their position to
the participants of the class. The discussion is guided and moderated by the
teacher.

3.2.6. Role of the Educator
It is coherent with the new interpretation of the teacher of the 21st century, where the
teacher is not the exclusive source of knowledge but a facilitator and a mentor who helps
students construct their knowledge. The new role of the educator involves the realisation and
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credible representation of the fact that errors are inherent in the learning process, thus committing an error is not considered a failure but as an opportunity to learn.
The educator plays the role of moderator several times during the class; therefore, they
must be experienced in organising group work, leading the discussion and processing pros
and cons.
3.2.7. Contents
The key element of the module is realising that teachers have different and diverse possibilities depending on the time spent in the profession and on the gained experience. On the
way of becoming an experienced teacher from a novice teacher, there are various forms of
opportunities, whose level of complexity (abstraction) and responsibility gradually increase.
Practicing the profession of teaching can create several ways of practical implementation
to identify and recognise opportunities emerging and react to needs. Depending on what or
whom the identified opportunity is related to, it can be manifested in several forms in the
pedagogical practice.
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The recognition and identification of opportunities arising in the profession of teaching and
the possible related outcomes (some examples):
Who/what it is re- Identified, recognised
lated to?
opportunity
need of individual developStudent(s), learning ment
group
motivation, raising interest

Colleagues

Knowledge of subject, methodology,
pedagogy, and psychology

Institutional environment (classroom, material environment)
The school as an
organisation (community, management)

Some possible ways of implementation

disadvantage compensation, talent development
recommending a film related to the
topic discussed in the lesson
knowledge of experience asking for assistance in solving educaof colleagues having 25-30 tional and discipline problems
years of teaching experience
application of knowledge to improve
special qualifications bethe efficiency of the work conducted in
sides teacher’s degree
the institution
using new ICT device for testing, assessing effectiveness and
checking the understand- sharing the device with colleagues
ing of new study material
planning the potential uses of the acamethodological freedom of
demic time allotted by the curriculum
choice
to be freely used
preparing classroom demonstration
equipment; proposition for the institution management about fitting the
upgrading, modernisation
classrooms with ICT devices; contributing to the composition of tender documents
planning the programme of the team
encouraging colleagues
building training/excursion; mentor assistance to novice teachers
mobilising networking capital for supinvolving supporters
porting the foundation of the school

Figure 3: Examples of methods of practical implementation in the class room.

3.2.8. Implementation/Integration, Extent, ECTS
The module can be integrated into the contents of any pedagogical and psychological
course in teacher training, which addresses the issues of becoming a teacher and the role of
educator. It can be implemented in the form of practice/seminar.
The module foresees an accreditation of a maximum of 2-4 ECTS.
3.2.9. Evaluation
The module cannot be evaluated with a summative evaluation procedure (with a mark or
grade). The adequate form of evaluation is a positive oral feedback when solving the task.
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3.2.10. References
Bacigalupo, M., Kampylis, P., Punie, Y., Van den Brande, G. (2016). EntreComp: The Entrepreneurship Competence Framework. Luxembourg: Publication Office of the European Union;
doi:10.2791/593884
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3.3.

Peer Evaluation

3.3.1. Overview
This module helps students to make the most out of ideas and opportunities. By doing so,
students will be trained in recognizing the value of an idea and sustain ideas over time. Indeed,
not all ideas are valuable; many fail to deliver at all. Other might seem promising first, but
perish along the way of realization. To achieve change and growth only valuable ideas are
useful. The value of an idea can be of economic, social, or cultural nature and depends on the
type of idea.
3.3.2. EntreComp Competence – Valuing Ideas
This module tackles the competence ‘Valuing Ideas’. According to EntreComp, the competence ‘Valuing Ideas’ means judging the nature of value, if it is social, cultural and/or economic. It means recognizing the potential an idea has for creating value and the identification
of sustainable ways of making the most out of it. It is about recognizing, sharing and the protection of ideas (Bacigalupo et al., 2016). Other competences touched include ‘Ethical and
sustainable thinking’, ‘Vision’, ‘Taking the initiative’, ‘Self-Awareness & Self-Efficacy’ and ‘Creativity’.
3.3.3. Learning Goals
1. Recognize the value of ideas: Students can decide which type of value they want to
act on and then choose the most appropriate pathways to do so. Furthermore, students can state the value of a new idea from different stakeholders’ perspectives.
2. Share and protect: Students know that other people’s ideas can be used and acted on,
while they respect the rights of these people.
3.3.4. Teaching / Learning Methods
•
•
•

Idea competition / problem solving (case study)
Students are the jury and judge other students ideas/solutions
Ideas/solutions rotate and other students act on them to develop them further

3.3.5. Activity
This module, builds either on an idea competition or on a problem-solving workshop. Diverse themes and topics are conceivable and permitted (can be chosen regarding the given
curricula-subject and facilitated through an existing course). In any case, educators should
specify on a topic/theme upfront. The module foresees an individual student work, rather
than group works.
PIETE Teaching Compendium

Page |24
The module comprises five blocks. The first block introduces the student to the task. The
second block serves as self-learning unit where students can work on their ideas or solutions
on a given topic (e.g., innovative didactic methods, effective didactical methods for disabled
students).
The third block includes the presentations of the student ideas and solutions with a subsequent peer review. A team of three student-judges will evaluate each student idea. This evaluation can consist of qualitative oral feedback, but also a quantitative assessment, using
grades. In either case, pro and cons should be drawn out in a constructive way. Finally, all
developed ideas/solutions will be newly allocated to the students.
In the fourth block, the newly assigned ideas/solutions have to be developed further by
the peers. In the final and fifth block, these elaborated ideas/solutions will be presented in
class again. The lecturer will give a final feedback and summarize the motive behind the task.
3.3.6. Role of the Educator
This module is suggested for beginners and junior faculty, as there is no prior knowledge
needed. It is a good way for young educators to experiment with different teaching and learning methods. The educator should act as a moderator throughout the course, and will be
challenged to foster the creation of a respectful and secure environment, allowing for constructive criticism only. Finally, educators reflect on the process and provide feedback on student performance.
3.3.7. Contents
Topic Ideas
•
•
•
•
•
•

Related to a certain subject (mathematics, language, music, sports, etc.)
Innovative ways of teaching (idea competition)
Education in developing countries – better solutions (problem-solving)
Developing an online course
Effective combination of movement and learning
Etc.

Instructions for students (directed to students)
•

Every student has two roles:
1. Idea Developer / Problem Solver: Develop your idea / find a solution(s) for
the given problem and prepare a presentation of about 15 minutes (individual work). Present your idea/solution to your peers
2. Judge: Evaluate in groups of three the ideas of your peers (you will be assigned by the lecturer)
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•

•

Rotation of ideas/solutions (as specified by the lecturer): After the presentation and
evaluation, rotate your ideas/solutions to the student next to you, who will further
develop the idea/solution (making use of the evaluation outcomes).
Final presentation: Give a final presentation on the elaborated ideas/solutions in
class.

Rubric for evaluating ideas/solutions of peers
Evaluation
1
(very good)
Criteria
Aims &
Approach
Research
Social Value
Economic Value
Cultural Value
Value for others
/ community
Appropriateness
of idea/solutions
Degree on Innovation
Potential for Realization

2

3

4

5

(good)

(satisfactory)

(sufficient)

(not sufficient)

Figure 4: Criteria for the evaluation of students completing the "Peer Evaluation" module.

3.3.8. Implementation/Integration, Extent, ECTS
This module is predestined to be integrated into an existing lecture in the curriculum. It is
thematically open and therefore feasible in different disciplines. A minimum of 1 ECTS and a
maximum of 3 ECTS can be accredited for this module. A maximum of 25-30 participants are
recommended for this module.
3.3.9. Evaluation
The educator should assess the final presentations of the elaborated student ideas/solutions. Thereby, the educator should include the previous students’ assessments. For the final
evaluation, the above provided rubric can be used, adding the criteria: ‘Peer-assessment of
Idea’.
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Evaluation
1
(very good)
Criteria
Aims &
Approach
Research
Social Value
Economic Value
Cultural Value
Value for others
/ community
Appropriateness
of idea/solutions
Degree on Innovation
Potential for Realization
Peer-Assessment

2

3

4

5

(good)

(satisfactory)

(sufficient)

(not sufficient)

Figure 5: Criteria for the evaluation of students completing the "Peer Evaluation" module.

3.3.10. References
Bacigalupo M, Kampylis P, Punie Y, et al. (2016) EntreComp: The entrepreneurship competence
framework. JRC Science for Policy Report. DOI: 10.2791/593884.
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3.4.

Forming Mindset & Debating

3.4.1. Overview
There is a need to embed ethical values in our society. This assumption will build the base
for the present module. In this module, students will get in touch with ethics and sustainability
in the context of teaching and learning. By assessing the consequences and impacts of their
ideas and actions as future teachers, students learn to differentiate between wrong and right
behaviour, building up their value awareness over time.
3.4.2. EntreComp Competence – Ethical and Sustainable Thinking
This module tackles the competence ‘Ethical and Sustainable Thinking’. According to EntreComp, this competence refers to the assessment of consequences of ideas that bring value
on the target community. It also includes the reflection on sustainable long-term social, cultural and economic goals and responsible acting (Bacigalupo et al., 2016). Other competences
touched include ‘Vision’, ‘Taking the initiative’, ‘Self-Awareness & Self-Efficacy’ and ‘Motivation & Perseverance’.
3.4.3. Learning Goals
1. Thinking ethically and sustainably: Students learn how to behave ethically and think
sustainably including the demonstration of integrity, honesty, responsibility, courage,
commitment and environmentally friendly behaviour.
2. Assessing impact: Students can assess the impact of human actions and their own actions in social, cultural, environmental or economic contexts, and are accountable for
their actions.
3.4.4. Teaching / Learning Methods
•
•
•
•
•

Individual homework assignment (written proposal submission)
Diary keeping
Practical learning experience
Debating in class
Case Study

3.4.5. Activity
The module extends over a period of four weeks and starts with a kick-off event to clarify
terms, conditions and tasks. During these four weeks, students work on a pre-defined topic
(see content) and are challenged to discover what teaching and learning ethically means and
how they can make teaching and learning more sustainable.
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To do so, students get an introduction into the topic by the lecturer and are directed to
keep a diary, making one diary entry per week. At the end, students have to submit an assignment where they present their outcomes in the form of a proposal. Thus, the major part of
this module foresees initiative and individual contribution from the student side.
For both, the diary keeping and the final assignment, a literature research alone will not be
sufficient. The module requires practical student engagement and in ethical and sustainable
operations, at least however, observations (e.g. engagement in social activities, community
projects, social/environmental campaigns, visiting a retirement home, watching documentary
about climate change, etc.). What and how they achieve to do so, is their responsibility and
part of the task. The aim is the collection of practical experiences/observations in a real world
setting (out of the classroom) and the familiarisation with ethical and sustainable thinking.
Students should reflect on their experiences, impressions, observations, findings, insights and
reflect them in terms of ethics and sustainability. Once a week, these impressions are kept as
a diary entry and must be uploaded/send to the lecturer on a predefined weekday (e.g. Sunday noon). In addition, students must submit the final assignment at the end of the course.
This assignment should be structured in a proposal format.
After this submission, and in the final week, students meet up in class. Every student presents his/her proposal in front of the class. After all presentations a debate about the best
idea/proposal starts. Finally, the lecturer awards the best proposal.
Ideally, and if feasibly, the winning student together with the support of the lecturer, pursues the development of the idea and its implementation in the curriculum. At least however,
its presentation in front of the university council. This procedure will increase student motivation substantially.
The application of a case study method is regarded as equally efficient and can be introduced as an alternative. In this case, students have to solve a certain problem and suggest
proper solution (e.g., identification of ethical and/or non-ethical behaviour / sustainable didactical methods etc.).
Further Links:
•

Case Study Examples

3.4.6. Role of the Educator
Experienced faculty in the field of ethics and sustainability should facilitate this module.
The educator should introduce students to the topic of ethics and sustainability during the
kick-off meeting (please have a look at the source Farrell, K. (2017)). Furthermore, he/she
must check diary entries of all students once a week, providing them with feedback and further instructions or advices. Even before, the educator establishes standards regarding length,
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style and format (digital or not) of the diary entry. In the final presentation round, the educator should clarify conditions for debating, fostering a respectful and secure debate climate
(see further links: conducting a debate). Finally, educators judge students’ performance and
are challenged to award the best student proposal (see evaluation).
3.4.7. Contents
Topic recommendations:
•
•
•
•
•

Sustainability in digital/online education
Sustainability of learning goals
Ethics for teachers of foreign languages
Ethics is assessing student performance
Etc.

For the initial kick-off meeting educators should prepare an introduction to the topics of
ethics and sustainability. An adequate source to do so is Farrell, K. (2017). Furthermore, the
following videos can be helpful:
•
•

The Ethics Center (2020). What is Ethics?
Global Education First Initiative (2015). #EdcucationCan: Sustainable development
begins with education

Recommended proposal structure for the final student assignment:
1.
2.
3.
4.
5.

Current situation / starting position / problem statement
Aims & Proposed solutions
Steps & actions involved
Benefits & Chances
Potential obstacles & risk

The final presentation should be structured accordingly.
Guideline for debates:
•
•
•
•
•

Organizing students in teams (task of the educator)
Establishing rules for debating, including timelines (task of the educator)
Research on the topic and preparation of logic arguments (task for the students)
Gathering supporting evidence and examples for positions taken (task for the students)
Anticipate counter arguments and prepare rebuttals (task for the students)

Please have a look at the links below, which can be helpful when conducting a debate.
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Further Links:
•
•

Beqiri, G. (2018). Complete guide to debating: how to improve your debating skills
Conducting a debate

3.4.8. Implementation/Integration, Extent, ECTS
The present module, though straightforward in its implementation, might be better suited
for extra-curricular educational offers. Thus, students can choose freely if they want to enrol
or not, which will influence student motivation. Furthermore, the module is not recommended for freshman students. Freshman students do not possess enough background
knowledge regarding pedagogy, and learning and teaching in general, which is regarded a
prerequisite to successfully participate in this module. The module can be awarded with a
maximum of 2,5 ECTS and foresees a maximum of 25-30 students.
3.4.9. Evaluation
The educator should assess the final assignment of student proposals. Thereby, the educator should include the debates in class. For the final evaluation, the following rubric can be
used.
Evaluation Crite- 1
(very good)
ria
Ethical & sustainable thinking
Assessment of
impact of action
Accountability
Aims & solutions
presented
Benefits
&
chances
Obstacles & risks
Debate

2
(good)

3
(satisfactory)

4

5

(sufficient)

(not sufficient)

Figure 6: Criteria for the evaluation of students completing the "Forming Mindset & Debating" module.

Further Links:
•
•
•
•

Ethical and sustainable thinking – Activity
Ethical and sustainable thinking booklet - European Schoolnet (2017).
Ethics Case Studies
Approaches to Ethics in Higher Education
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3.4.10. References
Farrell, K. (2017) Embedding ethical and sustainable thinking in the entrepreneurial mindset,
(ECSB)
3E
conference,
Cork,
Ireland,
May
10-12,
2017.
https://pdfs.semanticscholar.org/0a1d/e65601dbdc2ca2839a392f093159b6e1f7fd.pdf
Bacigalupo M, Kampylis P, Punie Y, et al. (2016) EntreComp: The entrepreneurship competence
framework. JRC Science for Policy Report. DOI: 10.2791/593884.
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3.5.

Become Creative

3.5.1. Overview
Creativity as a skill is best developed through practice and active learning, through fun and
interaction, exchange of ideas and putting them into practice. This module revolves around
an immersive method to boost (entrepreneurial) creativity, narrative- and place-based educational games-design and game-play with the focus on entrepreneurship, both to be performed by the students of the initial teacher education programmes.
During the module, the students will learn about the importance of creativity as a skill in
the 21st century, get a glimpse into creative projects ideation frameworks for innovation and
learn about why and how to employ educational game-based learning for entrepreneurial
creativity development not only for themselves, but for their future pupils. All that – through
practice and co-creation of their own educational game, as well as pilot testing it among their
peers.
3.5.2. EntreComp Competence - Creativity
According to the EntreComp Framework, ‘Creativity’ is defined as the ability to “develop
several ideas and opportunities to create value, including better solutions to existing and new
challenges; explore and experiment with innovative approaches; combine knowledge and resources to achieve valuable effects” (Bacigalupo et al., 2016).
The development of imagination and creativity is provoked by practice-oriented, clear challenge-based exercises and learning by doing. For the future teachers, the value of this module
is not only to unravel their own entrepreneurial creativity potential but also to find
tools/methods with the desire to translate it into the school classrooms. Translating a wider
approach to enterprise/entrepreneurship education (QAA, 2018) into a specialised module
scale, this module focusses on:
• ‘learning about’ the importance of (entrepreneurial) creativity as a competence as
a transversal skill of tomorrow and creative process frameworks,
• ‘learning for’ (entrepreneurial) creativity for oneself and educational practices via
game-based approaches, and
• ‘learning though’ designing and testing their own educational games with the focus
on entrepreneurship.
Other competences touched upon: ‘Working with others’, ‘Coping with ambiguity, uncertainty and risk’, ‘valuing ideas’.
3.5.3. Learning Goals
The students are set to reach the following objectives:
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1. Students recognise the importance of “creativity” as a transversal 21-century competence for their personal and professional development and entrepreneurial mind-set
development
2. Students recognise the importance of “creativity” as a transversal 21-century competence for their future pupils’ development regardless of the subject area
3. Students are able to understand the process of creative inquiry and are able to use
creative process and innovation frameworks (design thinking, double diamond, foresight, etc.) for generating ideas and transforming them into products (educational
game in this case)
4. Students can develop, test and refine multiple ideas that create value for others (educational game in this case)
5. Students understand the value of game-based learning for the entrepreneurial creativity competence development and have gained expertise in testing the pedagogy
6. Students develop other interrelated EntreComp competences
3.5.4. Teaching / Learning Methods
•
•

Pedagogy introduced and practiced: Game-based learning for entrepreneurship
education and creativity development
Teaching approach within the module: Flipped classroom

The student (student teams) is the main creator and executor of the activities within this
module. Adopting the approach of flipped classroom, where the students study the materials on their own before class and translate their learnings into the exercises throughout the
class opens more possibilities for creative inquiry.
Useful resources:
• Brief intro to flipped classroom
• World Journal on Educational Technology Current Issues – Flipped Classroom (article)
3.5.5. Activity
The main aim of the module on creativity is two-fold:
• To provoke the entrepreneurial creativity of the students themselves through educational game-design and game-play; and
• To provoke the desire/develop confidence of the students to utilise the educational
game-design with the focus on entrepreneurship for boosting the pupils’ creativity
in their future teaching practices.
To intensify the creative inquiry with practice-oriented exercises and also create tangible
outcomes from the module for the students, we suggest employing reversed game-based
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learning techniques. We envision the students themselves designing narrative-based educational games that revolve around entrepreneurship and pilot-testing them with the peers.
Within this module, the students are encouraged to not only use their imagination (and
subject expertise) while composing the educational games for their peers, but also think creatively while solving the puzzles of others.
Regardless of the format of the game chosen, the module pre-supposes the completion of
a number of steps: (1) introduction of the focal content for the module and the activity; (2)
introduction of the format of the activity and the technical aspects; (3) implementation of the
student team-work and development of the games based on the given content; (4) testing of
the games among peers and feedback; (5) refinement of the games based on the peer-feedback; (6) final evaluation and module reflections.
Below are the suggestions for the narrative-based game formats that the students can create:
Format 1: Educational Escape box with the focus on social entrepreneurship – societal
challenges (face-to-face, blended)
• students create educational escape box(es) (course content-related/ generic) to be
completed by the peers.
Format 2: Place-based educational (start-up/enterprise management) role-play game
within a fixed scenario (face-to-face, blended)
• students create a physical future-oriented role-play game based on a challenge that
needs to be resolved by the peers, who assume various roles.
3.5.6. Role of the Educator
Practice what you preach – Student-centred approach: At the core of the activity is the
student and the team. The educator is a facilitator, who provides the introduction to the focal
content and the mechanics of the activity to be developed (the game), as well as monitors the
progress of the teams. This is ideally introduced as a methodology pack before the module
for the students to work ahead that contains the theoretical foundation as well as the intro
to the educational game design (based on the format).
Importantly, within this module the students should also take the responsibility of the facilitator during the testing of their own games, as well as critical evaluator of other teams’
games. The educator can navigate and serve as a mentor throughout the process as well as
set the framework, the deadlines, and the assessment criteria.
3.5.7. Contents
As the game development is a creative project on its own, it might be useful for the students to get understanding of approaches and methodologies for the organisation of the creative process and innovation:
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1. Creativity, innovation and entrepreneurship – intro
Useful resources:
• TedEx Talk - Creativity, innovation and entrepreneurship: Glenn Gaudette
• Ken Robinson “Out of Our Minds: Learning to be Creative” – keynote
• How Entrepreneurial Creativity leads to Innovation - Cleverism
• Creativity test for effective collaboration – Creative Types Adobe
2. Design thinking model - intro
Useful resources:
• Interaction Design Foundation – Design thinking brief
• Stanford resources on design thinking – basics
3. Convergent/divergent double diamond model for innovation - intro
Useful resources:
• Design Council Double Diamond Model Framework
4. Foresight – intro
Useful resources:
• Thinking Futures – Foresight approaches
5. Basics of game-based learning
Useful resources:
• Whitton, N. (2018). Playful learning: tools, techniques, and tactics (article).
• TEDeX Talk - The Effective Use of Game-Based Learning in Education | Andre
Thomas (video)
• Gamification vs. Game-based learning – University of Waterloo

Game-based learning for entrepreneurship education related content:
Format 1: Educational Escape box with the focus on social entrepreneurship – societal
challenges
Educational escape rooms are becoming increasingly popular among educators as, among
practicing the content of the course and other transversal skills, escape rooms stimulate the
participants ability to out-of-the-box thinking (Karageorgiou et al.,2019), fostering entrepreneurial mindset, creativity and critical thinking and using all these skills collaboratively (Cruz,
2019).
Because of the limited resources and space, in the educational settings escape room concept is often transformed into an escape box, where students solve various puzzles to open
boxes and find the lock to opening the door. Normally, the game is built on the content-related narrative with a challenge (a problem).
Potential narratives can revolve around sustainable development goals, etc.
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Useful resources:
• Example framework - EscapED framework:
• EscapeED video series
• Innovation and Problem Solving Teaching Case: The Breakout Box – A Desktop Escape Room (Duggins, R., 2019)
• Escape Room for social Entrepreneurship project
Format 2: A place-based educational (start-up/enterprise management) role-play game
within a fixed scenario
Blatner (2009) described role-playing as “a natural vehicle for learning”, where by assuming the roles in a fixed scenario the learners utilise not only active and tacit knowledge on the
subject, but also develop a set of transversal skills, including creativity in order to “step outside
their comfort zone”. Role-play games differ from simulation games as the participants on the
former are expected to assume characters with their limitations and potential for a fixed scenario, while simulation games (in addition to being mostly delivered online) place more emphasis on practicing specific processes. For the role-play, the narrative might involve a challenge/ a problem to overcome, while the characters might represent different stakeholders
with different interests.
Useful resources:
• The use of business simulation games in teaching and learning – Chai-Lee Goi (article)
• Gamification Methods For Educational Management Project
3.5.8. Implementation/Integration, Extent, ECTS
This module is suitable for any relevant course from the curriculum of initial teacher education, highly suitable for pedagogy and didactics related courses as well as pure entrepreneurship courses. The module can also be delivered on its own as an extra-curricular course/
intensive workshop.
•

•

•

If the course is integrated into various disciplinary courses: the integrated module
can be of a shorter nature and focus specifically on the course content. It can be
introduced as a summative exercise at the end of the course.
If the module is integrated into specialised pedagogy/didactics related courses: the
module can be of a longer nature, where the theoretical foundation of game-based
learning for entrepreneurial creativity is introduced in more detail.
If the module is stand-alone and specifically focused on entrepreneurship education, the theoretical foundation of innovation frameworks can be introduced in
more detail.
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The format of this module can be flexible. It can vary from a two-day boot camp to an extra
or over-curricular course format, which may stretch along the whole study program. A workshop of one or two days can be granted with 2 ECTS for example, while a stretched format
along the study may also be granted with up to 8 ECTS. It is the best, however, to envisage
several sessions with sufficient intervals for the students to prepare for the implementation
of their designed games.
If the module is integrated into an existing course, it depends on the responsible lecturer
what value to assign to the activity. It is recommended to allow approximately 2- 3 h of prereading, 2 h of classroom intro and initial brainstorming, at least 5 h of teamwork and design
of the educational game (including the material preparation), 1 h consultation with the lecturer, and 45 min – 1 h for testing a game (depending on the number of student teams in the
classroom and possibility to test some of them simultaneously).
3.5.9. Evaluation
Output-based evaluation:
• a developed game by the students themselves: format, innovativeness, relevance,
success of the test (peer feedback), final presentation (implemented peer feedback) – 60%
• participation in the test of other games by the peers– 30%
• post-evaluation completion (reflection and feedback) – 10%
3.5.10. References
Bacigalupo, M., Kampylis, P., Punie, Y., & Van den Brande, G. (2016). EntreComp: The entrepreneurship competence framework. Luxembourg: Publication Office of the European Union, 10, 593884.
Blatner, A., (2009). Role playing in education. Accessible at: https://www.blatner.com/adam/pdntbk/rlplayedu.htm (July 22, 2020)
Clarke, S., Peel, D. J., Arnab, S., Morini, L., Keegan, H., & Wood, O. (2017). escapED: a framework for creating educational escape rooms and Interactive Games For Higher/Further Education. International Journal of Serious Games, 4(3), 73-86.
Cruz, M. (2019). Escaping from the traditional classroom-The 'Escape Room Methodology' in
the Foreign Languages Classroom. Babylonia-Rivista Svizzera Per L'insegnamento Delle
Lingue(3), 26–29.
Design Council (2005). A Study of the Design Process - The Double Diamond. www.changedesign.dk Thomas Reibke, Sarah Gregersen and Henrik Johanson
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Duggins, R. (2019). Innovation and Problem Solving Teaching Case: The Breakout Box – A Desktop
Escape
Room.
Journal
of
Organizational
Psychology,
19(4).
https://doi.org/10.33423/jop.v19i4.2294
Karageorgiou, Z., Mavrommati, E., & Fotaris, P [Panagiotis] (2019). Escape Room Design as a
Game-Based Learning Process for STEAM Education. In ECGBL 2019 13th European Conference on Game-Based Learning, Academic Conferences and publishing limited.
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4. INTO ACTION
Overcoming uncertainty, experiential learning, planning and management, teamwork
and stepping out of one’s comfort zone will be the foci of this chapter. In the first module,
students will be given the tools, methods and concrete examples to prepare them to overcome uncertainty, ambiguity and risk. In subsequent modules, ‘Experiential Learning Theory’
(ELT) will offer a holistic model of the learning process, emphasizing the central role of experience in the process of learning. Value-creating activities will teach students how to define their goals and create action plans. During these activities they will be challenged to
refine their priorities and plans to adjust to changing circumstances, while through teamwork, they will encounter the benefits and potential challenges of cooperation. In the final
module, students will step out of their comfort zones and learn to recognize when action
should be taken.
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4.1.

Uncertain Times Ahead

4.1.1. Overview
This module supports students in dealing with ambiguity, uncertainty and risk. Young people often face new challenges, not least to the fact that the information available in some
cases is partial or ambiguous and therefore making decisions, calculating and managing risks
could create big challenges for students. Since entrepreneurship education includes –
among other topics – dealing with ambiguity, uncertainty and risk, the students should be
encouraged to make decisions, not to be afraid of making mistakes and to explore their own
ways to achieve their goals. By providing tools, methods and concrete examples, the students will find out how to overcome uncertainty, ambiguity and risk. Students get the chance
to become more confident about themselves as well as to implement their new ideas, even
if it involves a certain risk. The acquisition of these skills is important not only for this module,
but also for the personal development of the students.
4.1.2. EntreComp Competence – Coping with Ambiguity, Uncertainty and Risk
According to EntreComp the competence ‘Coping with Ambiguity, Uncertainty and Risk’ is
about making decisions when the result of that decision is uncertain, when the information
available is partial or ambiguous, or when there is a risk of unintended outcomes. The overall
learning goals are defined as follows:
• Within the value-creating process, there should be included structured ways of
testing ideas and prototypes from early stages to reduce risks of failing
• Students should be able to handle fast-moving situations promptly and flexibly
Other relevant competences include ‘Taking the initiative’, ‘Learning through experience’,
‘Spotting opportunities’, ‘Self-awareness and self-efficacy’, ‘Valuing ideas’, and ‘Financial and
economic literacy’.
4.1.3. Learning Goals
1. Cope with uncertainty and ambiguity: Students should not be afraid of making mistakes while trying new things and explore their own ways to achieve things. Furthermore, students should be able to discuss the role that information plays in reducing
uncertainty, ambiguity and risks, and should actively look for, compare and contrast
sources of information that help them reduce ambiguity, uncertainty and risks in making decisions. In addition, students should be capable to find ways of making decisions
when the information is incomplete as well as to pull together different viewpoints to
take informed decisions when the degree of uncertainty is high. This includes the ability to make decisions evaluation the different elements in a situation that is uncertain
and ambiguous, and to set up appropriate strategies for collecting and monitoring
data, which help them to take decisions based on sound evidence.
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2. Calculate risk: Students should be able to identify examples of risks in their surroundings
as well as describe risks related to a simple value-creating activity in which they take part.
Additionally, the students should can tell the difference between acceptable and unacceptable risks as well as weigh up the risks and benefits of self-employment with alternative career options, and make choices that reflect their preferences. Furthermore, the
students should be able to apply the concept of affordable losses to make decisions when
creating value, and to compare value-creating activities based on a risk assessment. Finally, they should assess the risks their ventures are exposed to as conditions change, and
are able to evaluate high-risk long-term investments using a structured approach.
3. Manage risk: Students should critically evaluate the risks associated with an idea that
creates value, taking into account a variety of factors. The students are able to critically
evaluate the risks related to the formal set-up of value-creating venture in the area in
which the students work. To add, they should demonstrate that they can make decisions
weighing up both the risks and the expected benefits of a value-creating activity, as well
as to outline a risk management plan for guiding their (or their team’s) choices while developing their value-creating activity. Furthermore, the students should be capable of usingstrategies to reduce the risks that may arise during the value-creating process, and
should find strategies to reduce the risk of their value-creating initiative becoming obsolete.
4.1.4. Teaching / Learning Methods
This module foresees the following teaching and learning methods:
•

•

SWOT analysis:
The definition of the SWOT analysis by the Business Dictionary (2020) states that
it is a tool for a “situation analysis in which internal strengths and weaknesses of an
organization, and external opportunities and threats faced by it are closely examined to chart a strategy. SWOT stands for stands for strengths, weaknesses, opportunities, and threats.”
In other words, a SWOT analysis is a strategic planning method to discover what
objectives are realistic and achievable, minimizing risk and maximizing efficiency.
For helpful information on SWOT analysis, including definitions and examples, see
here.
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Figure 7: SWOT Analysis Source: own illustration. Based on several sources e.g. Project Risk Coach. Retrieved
August 28, 2020, from https://projectriskcoach.com/how-to-perform-a-swot-analysis/.

•

Practice project, including the following topics:
o Identifying opportunities and threats in the environment
o How to deal with limited amount of information or insecure source(s) of
information
o Identifying challenges and overcome them

• Learning through experience:
After a theoretical introduction to the subject, educators should implement practical
elements such as a student-developed project that enables students to learn about ambiguity, uncertainty and risk and to learn for themselves how to deal with them.
4.1.5. Activity
Within this module students should develop a practice-oriented project themselves to
learn how to deal with ambiguity, uncertainty and risk. After a theoretical introduction to the
subject by the lecturer with references to the module on ‘Planning and Management’, the
students form groups of three to five people (depending on the number of students) in order
to plan, elaborate and implement a practical-oriented project. Over the period of one semester, marked by self-paced learning, feedback loops with the lecturer and for example involved
organizations, companies (if the developed project is done for or in cooperation with organizations, companies etc.), group discussions and a final presentation, the students will work on
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their project and acquire practical knowledge and experiences of dealing with ambiguity, uncertainty and risk.
During this one-semester module, the students should be encouraged to be not afraid of
making mistakes by exploring their own ways to achieve things and should be animated to
pull together different viewpoints to take informed decisions when the degree of uncertainty
is high, as well as to find ways of making decisions when the information is incomplete. Furthermore, while working on their practice-oriented project, students should be supported in
making decisions evaluating the different elements in a situation that is uncertain and ambiguous.
This extensive module needs a good support of the students by the lecturer, including interactive and practical-oriented teaching and learning methods. The module also requires students’ engagement and active participation to be able to successfully perform the projects
they have developed.
At the end of the semester, students organize a so-called project fair, where they present
their projects and their experiences with ambiguity, uncertainty and risk to their fellow students and if the developed projects have been conducted for or in cooperation with organizations, companies etc. in front of their representatives. The way of presentation is left to the
students (e.g. PowerPoint presentation, flip charts, short video etc.) and encourages and supports their creativity, with references to the module ‘Become Creative’. The lecturer and –
when present – the representatives of organizations, companies etc. will ask some questions
and give feedback on the presentations.
4.1.6. Role of the Educator
The role of the educator in this module is crucial for successfully completing this module.
The educator will have the role of a mentor and supporter. Educators conducting this module should strengthen students’ self-confidence and encourage them not be afraid of mistakes, ambiguity, uncertainty and risk. After introducing the content of the module, explaining what the module is about and what the learning goals are, the educator starts with the
theoretical part. Then, the students begin developing and elaborate their projects. The educator should more and more stay in the background and let the students work on their projects, but be available for questions and support when needed.
Educators conducting this module should have already used similar teaching and learning
methods. Junior educators with little teaching experience should likely work in tandems with
senior educators during the lecture.
4.1.7. Contents
‘Coping with ambiguity, uncertainty and risk’ is one of the 15 competences that everyone
can develop to become entrepreneurial, according to the EntreComp Framework (McCallum
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et al. 2018). Some people associate the terms ‘ambiguity’, ‘uncertainty’ and ‘risk’ with an uncomfortable feeling. Through this module, students should get a more positive relationship to
these terms and gain more confidence in their abilities. Andy Penaluna, Professor Emeritus at
the University of Wales Trinity Saint David and former Director of the International Institute
of Creative Entrepreneurial Development (IICEED) at the University of Wales Trinity Saint David, has been involved in the development of the Entrepreneurship Competence Framework
(EntreComp). In the video, Andy Penaluna explains that students are often exposed to uncertain und ambiguous activities where things are changing, deadlines shifting and that there are
no clear instructions on what shall be done next. Such situations can have the advantage that
students develop strategies to cope and learn to flexibly adapt to changing environments.
This module can help strengthen the students’ existing potential and to support them in
developing new skills in dealing with ambiguity, uncertainty and risk. To achieve these aims,
the module should consist of the following contents:
1) Introduction to the topic of ambiguity, uncertainty and risk: What do the terms mean?
The term ambiguity:
The Oxford English Dictionary defines ambiguity as the fact of something having more than
one possible meaning and therefore possible causing confusion. Ambiguity describes the state
of being difficult to understand or explain because of involving many different aspects. Ambiguity also means that a word or a statement can be understood in more than one way. Overall
one can say, ambiguity describes a situation where you have more than one interpretation
leading to confusion and vagueness.
The term uncertainty:
The Oxford English Dictionary defines uncertainty as “something that you cannot be sure
about” and “a situation that makes you not be or feel certain.” Among others, uncertainty
may result from a lack of information, lack of data, lack of detail, lack of experience, etc.
The term risk:
The Oxford English Dictionary defines risk as “the probability of a negative occurrence”. In
other words, risk is a situation of exposing something into danger, loss or harm. Other definitions are more detailed:
“Risk is an uncertain event or condition that, if it occurs, has a positive or negative effect
on project objectives. A risk has a cause, and if it occurs, a consequence” (Larson & Gray, 2011,
p. 211). Chapman and Ward (2011) say “risk means possible unfavourable outcomes” (Chapman & Ward, 2011, p. 3). The definition of Loosemore et al. (2006) is more detailed and states
that “a risk is concerned with unpredictable events that might occur in the future, whose exact
likelihood and outcome is uncertain but could potentially affect their interests/objectives in
some way” (Loosemore, Raftery, Reilly, & Higgon, 2006, p. 8).
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The difference between risk and uncertainty is that the outcomes of risks are known, while
ambiguity is unknown.
2) Learning by doing: let students develop, elaborate and conduct their own projects
After the theoretical part, students develop, elaborate and conduct their own projects. To
support the students while working on their projects, the lecturer should provide some helpful input in the form of questions addressed to the students:
•

To improve the students’ skills, they should ask themselves the following questions
on a regular basis:
o What decision must I make to minimize the risk in spite of not having all the
information available?
o Can I pull together different viewpoints to take informed decisions when uncertainty is high?
o What big task can I break down into smaller one to facilitate its completion?
o Can I take decisions evaluating the different elements in a situation that is
uncertain and ambiguous?
o Can I identify risks in my surroundings?
• To avoid exaggeration while dealing with ambiguity, uncertainty and risk, the students should ask themselves the following questions:
o Am I able to find ways of making decisions when the information available is
incomplete and create confusion and vagueness?
o Can I make decisions evaluating the different elements in a situation that is
uncertain and ambiguous, or am I making decisions too quickly without a reasonable amount of data
o Am I trying to reinvent the wheel rather than using what I have and what I
know?
o Am I able to actively look for, compare and contrast different sources of information that help me to conduct my project successfully?
3) Self-paced learning and feedback loops with the lecturer and involved organizations/companies
Self-paced learning fosters self-reliance and encourages the students to search for new
information sources themselves. The implementation of online or blended learning elements
boost self-paced learning and can give the lessons a new drive.
Feedback loops are essential for the success of a project to identify areas for improvement.
Trough feedback loops, key challenges and issues can be tracked and addressed. Feedback
loops also support teams in coordinating and collaborating more efficiently and therefore improve the team performance and the output.
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4) Group discussions
Group discussions are a dynamic activity and encourage reflective thinking among the
group members. Group discussions play are crucial role in reaching a solution on an issue and
in generating new ideas or nor approaches to solving a problem. It is important to provide
enough time and space for group discussions to discuss current strengths and weaknesses as
well as existing problems while working on the project. A regular exchange is very important
to get involved all group members and to ensure that all of them have the same information
and are motivated to keep working. Furthermore, group discussions help to generate more
ideas and input and are essential for working together on the project.
Group discussions can also be extended by inviting the other groups to discuss and share
their experiences so far.
Final presentation and written project report
In the final presentation, the students should present not only the results of the project,
but also explain their motivation for choosing their project and provide some insight how they
personally handled ambiguity, uncertainty and risk during the project. The final presentation
should be published online as website, wiki or multimedia presentation.
Additionally, the students have to write a final summary project report, including also the
students’ personal experiences and insights in dealing with ambiguity, uncertainty and risk. A
helpful structure of how to write a final summary project report could be: https://newton.ex.ac.uk/handbook/PHY/forms/WLB010919-4.pdf
First page:
This page should contain the title, the author(s) and the date. The title should convey the
area and scope of the project.
Second page:
The second page should consist of the abstract. The abstract provides a brief summary of
the report. The reader should be able to get an idea of what the project is about, how it was
undertaken and what has been found out. The abstract should not review the report, but
rather gives an overview of the contents of the report. Typically, the abstract should be less
than 200 words.
Third page:
This page should comprise a table of contents, indicating the page numbers of the different
sections.
Fourth page and onwards:
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•
•

•

•

Introduction: This section outlines the underlying concepts (and if necessary or required a brief version of the relevant theory) needed to discuss the project
Results and discussion: This section presents the results in a logical sequence, highlighting what is important and how the data have been analyzed to provide the
results discussed, adopting a critical approach. It is necessary that all diagrams,
graphs etc. are properly labeled and have a caption.
Summary and conclusion: This section summarizes the results, including a concise
discussion, highlighting what have been found out, what have the problems been,
and what might be done in the future to improve them. An indication how the outcome could usefully be continued should also be made.
References: The final report also indicates references to the literature and sources
used.

Helpful links for educators when teaching the topics ambiguity, uncertainty and risk:
•
•
•
•
•

A Handbook for Teaching and Learning in Higher Education. Enhancing Academic
Practice
ECT Enhancing the Curriculum Toolkit provided by EEUK (Enterprise Educators UK)
The Entrepreneurship Competence Framework
Risk Management in Business Lesson Plans
Free Management Templates

4.1.8. Implementation/Integration, Extent, ECTS
The format of this module should be held in group meetings and can be easily adapted
for online teaching as well as for blended lessons. The outcome of this module is the successful implementation and debriefing of a project carried out by the students. For this module, a maximum of 3 ECTS can be accredited.
Due to the topic and its structure, this module can be implemented in any course of the
curriculum for initial teacher education. Furthermore, the module can also be offered and
carried out in the form of an intensive workshop over one semester.
It is crucial to implement enough time for introducing the purpose and aim of this module
and for initial brainstorming to identify corresponding projects. Furthermore, the lecturer
should also make sure that the students have enough time for group discussions and feedback loops as well as for questions to the teacher. Finally, there has to be an adequate space
for the final presentation.
4.1.9. Relevance and transferability to school context
The competences developed in this module can also be used in other subjects and can
contribute to a better handling of the issues of ambiguity, uncertainty and risk, both at school
and in private life.
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4.1.10. Evaluation
After completing the module there will be a final evaluation and feedback session with all
students of the course, the educator and – if relevant – the involved organizations, companies
etc. for which the projects were carried out.
The final feedback session and the final evaluation should include the following set of questions:
• How did you conceive the problem at the beginning?
• What was your strategy?
• What worked well?
• What did not work?
• What are your personal experiences and insights in dealing with ambiguity, uncertainty and risk?
Possible evaluation criteria could be:
Evaluation Criteria
Weight in %
Approach to the project
20
Dealing with the issues of ambiguity, uncer- 20
tainty and risk
Teamwork
20
Way of working
20
Presentation of the results
20
Figure 8: Criteria for the evaluation of students completing the "Uncertain Times Ahead" module.
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Business Dictionary (2020). What is a SWOT analysis? Definition and meaning. Retrieved August 25, 2020, from www.businessdictionary.com/definition/SWOT-analysis.html.
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4.2.

Precious Experiences

4.2.1. Overview
This module focusses on supporting students by learning through experience. Over the
past few years, educational institutions are trying to integrate new learning techniques to
make lessons more interesting and involve students more actively as well as to support students in their personal development and to prepare them for the working world. To achieve
this aim, more and more educators are trying to integrate further active learning techniques
in the classroom. One of these practices is learning through experiences.
A pioneer in the field of learning through experience is David A. Kolb (“David A. Kolb,”
2019), an American educational theorist and founder and chairman of Experience Based
Learning Systems, Inc. (EBLS). He is also an Emeritus Professor of Organizational Behavior in
the Weatherhead School of Management, Case Western Reserve University, Cleveland,
Ohio. Kolb developed the experiential learning theory, stating the principle that a person
learns through discovery and experience. His ‘Experiential Learning Theory (ELT)’ offers a
holistic model of the learning process, emphasizing the central role of experience in the process of learning.
Experiential Learning Theory (ELT) provides a holistic model of the learning process and
is a multi-linear model of adult development, both of which are consistent with what we
know about how we naturally learn, grow, and develop. The theory is called ‘Experiential
Learning’ to emphasize the central role that experience plays in the learning process (David
Kolb, n.d.).
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Concrete
Experience
• doing/having and
experience

Active
Experimentation

Reflective
Observation

• planning/trying out
what you have learned

• reviewing/reflecting on
the experience

Abstract
Conceptualisation
• concluding/learning
from the experience

Figure 9: Experiential Learning Cycle by David Kolb. Source: illustration taken from Kolb’s Learning Styles and Experiential Learning Cycle. Retrieved
September 1, 2020, from https://www.simplypsychology.org/learning-kolb.html
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Kolb's experiential learning cycle consists of four stages:
Stage
Concrete Experience

Reflective Observation

Abstract Conceptualization

Active Experimentation

Description

Activities to help

Kolb’s cycle starts with a concrete experience. In other words, it begins with doing
something in which the individual, team or
organization are assigned a task. Key to
learning therefore is active involvement. In
Kolb’s model one cannot learn by simply
watching or reading about it, to learn effectively the individual, team or organization
must actually do.
The second stage in the cycle is that of reflective observation. This means taking
time-out from “doing” and stepping back
from the task and reviewing what has been
done and experienced. At this stage lots of
questions are asked and communication
channels are opened to other members of
the team. Vocabulary is very important and
is needed to verbalize and discuss with others.
Abstract conceptualization is the process
of making sense of what has happened and
involves interpreting the events and understanding the relationships between them.
At this stage the learner makes comparisons between what they have done, reflect
upon and what they already know. They
may draw upon theory from textbooks for
framing and explaining events, models they
are familiar with, ideas from colleagues,
previous observations, or any other
knowledge that they have developed.
The final stage of the learning cycle is when
the learner considers how they are going to
put what they have learnt into practice.
Planning enables taking the new understanding and translates it into predictions
as to what will happen next or what actions
should be taken to refine or revise the way
a task is to be handled. For learning to be
useful most people need to place it in a

•

ice breakers & energizers

•

team games

•

problem solving

•

discussion

•

practical exercises, e.g.
making a presentation

•

debates

•

ask for observation

•

write a short report on
what took place

•

give feedback to other
participants

•

quiet thinking time

•

tea & coffee breaks

•

completing learning logs
or diaries

•

present models

•

give theories

•

give facts

•

give learners time to plan

•

use case studies

•

use role play

•

ask learners to use real
problems
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context that is relevant to them. If one cannot see how the learning is useful to one’s
life, then it is likely to be forgotten very
quickly.

Figure 10: The four stages of the learning cycle. Source: table taken from David Kolb, n.d. Retrieved September 1,
2020, from https://www2.le.ac.uk/departments/doctoralcollege/training/eresources/teaching/theories/kolb.

Concrete Experience

Reflective Observation

Abstract
Conceptualization

Active
Experimentation

•

readings

•

logs

•

lectures

•

projects

•

examples

•

journals

•

papers

•

fieldwork

•

fieldwork

•

discussions

•

projects

•

homework

•

laboratories

•

brainstorming

•

analogies

•

laboratory

•

problem sets

•

•

case study

trigger films

model building

•

•

thought questions

•

simulations

•

observations

•

simulations/games

•

text reading

•

rhetorical questions

Figure 11: Teaching activities that support different aspects of the learning cycle. Source: table taken from David Kolb,
n.d. Retrieved September 1, 2020, from https://www2.le.ac.uk/departments/doctoralcollege/training/eresources/teaching/theories/kolb

Kolb defines experiential learning as “the process whereby knowledge is created through
the transformation of experience. Knowledge results from the combinations of grasping and
transforming the experience.” (“Why is experiential learning important?”, n.d.).
The experiential learning cycle developed by David Kolb describes four stages:
•
•
•
•

Concrete experience: In the first stage, the learners conduct an activity from the
lesson taught.
Reflection: The second stage encourages learners to reflect on their experience,
allowing them to adjust their approach to a problem and make critical decisions.
Abstract conceptualization: The third stage leads students to develop a new concept or theory based on their previous experience and reflection.
Active experimentation: In the fourth stage, the learners use the newly developed
concept to test it in an experiential setting.

The learning through experience module based on EntreComp offers tools, methods and
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concrete examples that can be implemented and used in the classroom, ready to support
the educators to integrate more active learning techniques in their teaching. Learning
through experience includes active participation and reflection of the students that help
them combine lessons learned with real life experiences. It is not just about learning a skill
or topic through practice, it is also about thinking of new ways and ideas that can be improved through observation.
Students should be encouraged and supported in learning through experience, not only
in relation to the subject, but also to strengthen their personalities. Learning through experience is an important skill that affects all areas of life and is essential for the whole life.
4.2.2. EntreComp Competence – Learning Through Experience
According to EntreComp the competence ‘Learning through Experience’ is about using any
initiative for value creation as a learning opportunity, learning with others, including peers
and mentors. Furthermore, it is also about reflecting and learning from both success and failure, including your own and other people’s success and failure. The overall learning goal is
learning by doing.
Other relevant competences include ‘Taking the initiative’, ‘Spotting opportunities’, ‘Selfawareness and self-efficacy’, and ‘Copying with ambiguity, uncertainty and risk’.
4.2.3. Learning Goals
1. Reflect: The students should be able to find examples of great failures that have created value. They can provide examples of temporary failures that have led to valuable
achievements. They are able to reflect on failures (their’s and other people’s), identify
their causes and learn from them. The students can judge if and how they have
achieved their goals, so that they can evaluate their performance and learn from it.
They can reflect on their (or on their team’s) achievements and temporary failures as
things develop to learn and improve their ability to create value. The students can help
others reflect on their achievements and temporary failures by providing honest and
constructive feedback. They can take their team or the organization to a higher level
of performance, based on the feedback collected and by learning lessons from
achievements and failures.
2. Learn to learn: The students should be able to provide examples that show that their
abilities and competence have increased with experience. They can anticipate that
their abilities and competence will grow with experience, through both success and
failures. They are able to reflect on the relevance of their learning pathways for their
future opportunities and choices. The students should always be looking for opportunities to improve their strengths and reduce or compensate for their weaknesses. They
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are able to find and choose opportunities to overcome their (or their team’s) weaknesses and to develop their (or their team’s) strengths. The students can help others
develop their strengths and reduce or compensate for their weaknesses. They can
identify opportunities for self-improvement in their organization and beyond. The students can design and put in place a strategy for their venture to continue to generate
value.
3. Learn from experience: The students should be able to recognize what they have
learnt from taking part in value-creating activities. They are able to reflect on their
experience in taking part in value-creating activities and learn from it. The students
can reflect on their interaction with others (including peers and mentors) and learn
from it. They are able to filter the feedback provided by others and keep the good from
it. They can integrate lifelong learning into their personal development strategy and
career progress. The students can help others reflect on their interaction with other
people and help them learn from this interaction. They should be able to learn from
the impact-monitoring and evaluation activities that they designed to track the progress of their value-creating activity. The students are capable to learn lessons from
monitoring and evaluation processes and establish them into their organization’s
learning processes.
4.2.4. Teaching / Learning Methods
Over the years, learning through experience has proven to be invaluable to students and
their learning achievements.
•

Why is learning through experience important? (see “Why is experiential learning
important?”, n.d.)
o Students can better understand concepts, theories and models.

Often students struggle to understand concepts, theories and models that do not relate to the ‘real world’. By applying learning through experience, students are able to implement abstract data and concepts in a real-life situation where the students play an
active role. As the students are actively interacting with a topic, it becomes real to them.
o Students have the opportunity to be more creative.
Learning through experience has shown to be one of the best ways to teach creative
problem solving. Students learn that there is more than one solution to challenges and
problems, and are encouraged to look for solutions to practical tasks.
o Students have the opportunity to reflect.
Various studies have shown that by incorporating concrete experiences with abstract
concepts and then reflecting on the outcome, people involve more regions of the brain
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and make stronger connections with the subject. Learning through experience encourages
students to analyse how their actions affect the issue, and how their outcome vary from
other students. Through this analysis the students better understand how the concepts
learned can be applied to other and diverse situations and environments.
o Students’ mistakes become valuable experiences.
By completing practical tasks, students will find out that some approaches work better
than others, discarding those methods that do not work. Trying something and then abandoning is an important part of the learning process, as students learn not to fear mistakes
but rather to appreciate them as an important contribution to success.
o Learning through experience improves the students’ attitudes toward learning.
The concept of learning through experience is designed to involve the students’ emotions as well as to boost and improve their knowledge and skills. Integrating the students
actively in the learning process and creating a learning environment in which the students
can actively participate may lead to greater pleasure and satisfaction in learning.
•

How do students learn in learning through experience?

The students are instantly able to see and feel the results of their actions and the difference
that changing thinking and behaviour makes in the real-life application. Learning through
should become a continuous process of learning and development in schools, implementing
the basic steps of ‘doing’, ‘reflecting’ and ‘applying’.
• How can educators incorporate learning through experience in their teaching?
Learning through experience makes learning applicable to students, increases the effectiveness of learning, combines theory and practice, increases the students’ engagement, supports students’ capacity to learn successfully when the information is associated with values
and feelings, and boosts the development of skills for lifelong learning.
Therefore, elements of learning through experience should be implemented more often in
the classroom by adding practical learning elements such as:
•

simulations

•

role plays

•

team building activities

•

outdoor learning activities

•

workshops

•

non-traditional learning environments (e.g. real-life situations, out of classroom)

•

project-based learning

•

off-site school trips
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•

invite guest speakers

•

making a film

•

organizing business internships

•

community service opportunities

•

scientific experiments or open-ended inquiries to determine cause and effect

•

case studies (develop skills such as problem solving, decision making, coping with
ambiguities, speaking skills analytical skills, etc.)

•

study tours to other institutions, companies, organizations etc.

•

interactive classroom games (e.g. Kahoot, a game-based learning platform used by
teachers to motivate students to study the subject matter, creating a playful competition among the students; or Socrative, a learning platform providing a tool for
creating digital quizzes, tests and exercises to review the learning objectives).

4.2.5. Activity
This module on learning through experience emphasizes the importance of actively involving students and integrating them into the classroom. Learning through experience involves
students in interactive activities that support them to gain practical experience and give them
the opportunity to reflect, analyze and reconstruct concepts, theories, models and new information.
Within this module students should get the possibility to try interactive activities that help
them to facilitate learning through experience in the classroom. Therefore, as already mentioned, practical learning elements such as simulations, role plays, team building activities,
outdoor learning activities, workshops, non-traditional learning environments, project based
learning, off-site school trips, inviting quest speakers, interviews, making a film, organizing
business internships, community service opportunities, scientific experiments or open-ended
inquiries to determine cause and effect, case studies, study tours to other institutions, companies, organizations etc. as well as interactive classroom games should definitely be integrated into the lectures.
The duration and scope of this module depend very much on the respective curriculum
and the topic to be dealt with. The module can extend over a whole semester or just a week.
Regardless of the extent to which the module is carried out, it is important that the students
are actively involved and that their experiences and learning progress are then collected and
evaluated.
At the end of the module, the students present their results in front of the class. The way
of presentation is left to the students. This might be a PowerPoint presentation, a short video,
a role play etc. The lecturer will ask some questions and give feedback on the presentations.
The results are then discussed with the whole class. Furthermore, the students compile a report of their tasks and related activities, including also their own insights of learning through
experience.
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4.2.6. Role of the Educator
The educator will have the role of a mentor and supporter. Educators conducting this
module should be able to inspire students to actively participate in class.
Learning through experience can be used for almost all subjects. Nevertheless, there are
a few challenges that need to be considered (see “Challenges”, n.d.).
•

Limited class time: It is important to give students enough time to familiarize
themselves with the activity. Furthermore, lecturer must be aware that learning
through experience needs sufficient time for reflection, conceptualization and experimentation.

•

Limited access to resources: Access to all needed learning and information resources should be made available to support the students optimally when learning
through experience.

•

Constraints by the demands of the curriculum: Lecturers should plan and prepare
the learning through experience module well so that the module fits into the curriculum and addresses the corresponding learning outcomes.

•

Restricted guidelines: Students should not be restricted in how they will engage
in learning through experience. They should feel comfortable in using their judgement and applying their knowledge from former experiences to address the issues.

•

Inadequate group work skills: Participating successfully in experiential activities
requires that students develop good group work skills to contribute to the task.
Lecturers “should provide appropriate guidelines regarding to the roles and expectations of the group members and encourage the students to monitor and reflect on the progress of their task” (“Challenges”, n.d.).

•

No clear expectations and evaluation criteria: Experiential activities require a lot
of time and effort from the lecture as well as from the students. It is crucial that
there are measurable learning objectives, as well as clear assessment criteria and
expectations that are communicated to students through rubrics or assessment
schemes.

•

Not enough time and opportunities for reflection: Experiential activities may not
lead to profound learning if students do not reflect on the experience. “Reflection
is an essential component of learning and the students should be provided with
opportunities to reflect, evaluate the experience, make links to prior experiences
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and knowledge, share perspectives with others, and make links to theoretical concepts and course content” (“Challenges”, n.d.).
•

Overwhelming commitment requirements for the lecturer: The lecturer must be
aware that organizing, mentoring and facilitating learning through experience activities for students can be challenging asking personal time, space and engagement. Additionally, the lecturer must take into consideration the time needed for
feedback loops, reviews on the students’ reflections, evaluations etc.

•

Ethics/privacy and anonymity issues: The lecturer should take into account that –
depending on the type of the students’ experiential learning activity – ethical issues may play a role. In cases where students need to conduct interviews, appropriate consent forms approved the Ethics Committee of the school or university
should be provided and have to be signed by the participants and the interviewees. The anonymity of the participants as well as confidentiality must be ensured.
Relevant ethical concerns have to be addressed appropriately.

4.2.7. Contents
To make the module learning through experience more concrete, we designed some practical examples for use in the classroom.
Example 1:
Students take on the role of a substitute teacher: During this practical example,
students will get familiar with the role of a teacher and learn to deal with the role and
tasks of the teacher and thus get a better understanding of a teacher’s work. A useful
tool in this context is that the students in their role as substitute teachers write a
teaching diary about the learning objective ‘learn to learn’.
Example 2:
Switching from classroom teaching to distance learning due to external circumstances such as for instance the COVID-19 situation:
The students should redesign a teaching unit that was previously designed for faceto-face teaching so that the lesson can now be conducted in an online format.
Example 3:
Developing a teaching unit as flipped classroom:
Students should work out the didactic and digital implementation. Furthermore,
the own approach should be presented. The following questions should be included:
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what do I do and when. Furthermore, a teaching portfolio should be developed by the
students.
Example 4:
Going into business:
The preparation for a company tour/company visit is done by students.
Example 5:
Simulation game – dealing with a virtual enterprise: Students form teams and develop virtual enterprises, each on a different industrial sector and with different scales
(small or medium size company, large company, multinational company, social company, etc.). The students learn how their concepts work and can virtually compete
online with one another on a local or even at the national level. Such a simulation
game can take place as a standalone enterprise project or it can be part of a longer
project that is integrated in the fixed timetabled lessons and includes several teaching
subjects (e.g., mathematics, accounting and financing, language, communication, creativity, etc.). The simulation game could also be conducted as an extra-curricular activity.
Role-play: A role play enables students to be creative in developing ways of behaving in different situations. The students have the opportunity to get immediate reaction and feedback by their teammates and can reflect on the outcome of one’s actions.
Role-plays support the handling of emotions and feelings and help students explore
their behaviors and reactions in different contexts. Students get an understanding of
others’ viewpoints, learn to interpret situations as well as search for solutions. Furthermore, role-plays support the development of skills of teamwork and leadership,
communication, improvisation, negotiation, etc.
Example 6:
Teachers in business –teachers’ training days or training week in an enterprise:
As some curricula outline a need for schools to foster the relationship with enterprises, this example can help to bridge teachers with the business world. The example
could be particularly useful for teachers of core subjects, but could also be interesting
for teachers of any subject.
In this example teachers have the possibility to visit an enterprise to gain an insight
into the skills needed for running a business. The teachers learn what it means to be
an entrepreneur and how a company works. They can see how their subject is applied
in the workplace and get ideas how to develop entrepreneurial learning activities, materials, resources and opportunities for their students. The teachers’ training days or
training week could be run as an extra-curricular activity.
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Example 7:
Inviting guest speakers from the business world: Students identify and invite an entrepreneur who is interviewed by them. In the best case scenario, the students themselves have developed a business idea, which they then discuss with the entrepreneur,
getting feedback and helpful input from the entrepreneur. Students get a real understanding of what it means to be an entrepreneur as they have an insight into different
aspects of the topic entrepreneurship, such as self-employment, business creation,
taking risks, coping with ambiguity and uncertainty, etc. After the meeting with the
entrepreneur, the students should prepare a paper reflecting on what they have
learnt. The papers will be discussed in class. Students will learn to take action for themselves, can practice their capacity to generate and test business ideas, have the possibility to develop their writing skills and their ability to present an argument, build,
strengthen and expand their entrepreneurial skills such as teamwork, communication
and presentation skills, critical and analytical thinking, problem-solving and decision
making.
Example 8:
Analyzing prominent stories of failure and what can be learnt from: Students search
for prominent stories of failure and analyze how the protagonists dealt with failure,
how they managed to overcome the issue and what they learned from it. By doing this,
students should learn that problems should be seen as challenges that can be solved.
Example 9:
Inviting a HR consultant for a simulation of a job interview: By inviting a HR consultant, the students’ fear of job interviews and difficult questions should be reduced.
Students will get helpful tips and input how to prepare appropriately for a job interview. This includes how to deal with difficult questions and how to answer and react
on unexpected questions. In preparation for the meeting with the HR consultant the
students will elaborate their own CVs and prepare themselves for answering questions. The HR consultant will then conduct job interviews with the students, so the
students get an immediate feedback on their performance and suggestions for improvement. After the visit of the HR consultant, the students will write a paper on their
experiences and learnings.
More practical examples and exercises on how to implement learning through experience modules can be found at https://www.tesguide.eu/.
4.2.8. Implementation/Integration, Extent, ECTS
The format of this module is ideal for teaching in class, as it requires interactivity, and is
also well suited for group works. Nevertheless, the module on learning through experience
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can also be adapted for online teaching. When implementing the module as an online teaching module, it requires interactivity and direct exchange between the teacher and the students. For this module, a maximum of 3 ECTS can be accredited.
4.2.9. Relevance and transferability to school context
The competences and skills developed in this module are also relevant to almost all subjects and help ensure that learning content is better understood, absorbed and implemented
by the students. Students are encouraged to be creative, curious, and learn through experience. They realize that learning is not something static, but that they can learn a lot from
experiences made and apply the knowledge gained in the real life.
Helpful links for teachers:
• Innovation Cluster for Entrepreneurship Education (ICEE) was a 3-year project (February 1, 2014 – January 31, 2018) co-funded by the European Commission under
the Erasmus+ program. During the ICEE project a document for educators ‘How to
Manual for Teachers’ has been developed than can be used to better understand
how to implement entrepreneurship education programs in the classroom and how
educators become more entrepreneurial themselves. The manual can be downloaded and used for free.
•

OctoSkills is an evaluation app for teachers and practitioners to assess the influence
of their educational initiatives on pupils and students on all levels of education –
from ABC to PhD. The app includes a student questionnaire & a teacher questionnaire.

•

Enterprise and Entrepreneurship Education Toolkit: The ETC Toolkit (Enhancing the
Curriculum Toolkit ) is a new online resource developed by educators and delivered
at the University of South Wales, to share approaches that build skills and confidence in learners, providing both teaching guides and subject-specific case examples.

•

Virtual Guide to Entrepreneurial Learning. The Virtual Guide is a practical and useful
tool for teachers in primary, secondary and vocational schools that want to integrate entrepreneurial education in teaching methods and learning processes in
their classroom. The guide contains more than 100 tools and methods to support
entrepreneurial teaching and learning, good practices and helpful framework documents.
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4.2.10. Evaluation
Possible evaluation criteria for the module on learning through experience, based on “Rubric on integrative experiential learning engagements”, https://carleton.ca/experientialeducation/grading-and-evaluation/:

Evaluation Criteria
Meaningful connections between concepts and application which allows a
deeper understanding of the study topic and the development of a
broader perspective
Understanding of similarities and differences and of the viewpoints of others
Reflection and self-evaluation include the students’ ability to articulate
their own strengths and weaknesses in their work and the ability to describe their own performances on tasks regarding success and failure
Integrative communication of knowledge and skills include the ability to
present knowledge, skills and information in an appropriate form
Application of knowledge, skills, theories and methodologies to new experiential context. This includes the ability to use knowledge, skills, theoretical concepts and methodologies in specific situations

Weight in %
20

20
20

20
20

Figure 12: Criteria for the evaluation of students completing the "Precious Experiences" module.
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4.3.

The Event Planner

4.3.1. Overview
This module helps students define their goals for a simple value-creating activity. Learners
can create an action plan - which identifies the priorities and milestones to achieve their
goals - and refine priorities as well as plans to (re-)adjust to changing circumstances. Generally, entrepreneurial behavior is much about planning and organizing. However, it is not just
about how one’s work life, business life or student life is worked out, it may also become
relevant when thinking about one´s private life. With the help of different tools and methods
the students shall organize an event at their university. While doing so, students get the
opportunity to improve their planning and management competences and – at a later stage
– will be able to transfer their gained knowledge into their personal life, where appropriate.
4.3.2. EntreComp Competence – Planning & Management
According to EntreComp the competence ‘Planning and Management’ is about prioritizing,
organizing and following up certain plans and projects in the future. The overall learning goals
are defined as follows:
• Set long-, medium- and short-term goals.
• Define priorities and action plans.
• Adapt to unforeseen changes.
Other relevant competences include ‘Working with others’, ‘Mobilising resources’, ‘Taking the
initiative’, and ‘Learning through experience’.
4.3.3. Learning Goals
1. Define Goals: Students should be able to clarify what their goals are in a simple value-

creating activity, identify alternative goals to create value in a simple context as well
as to describe their goals for the future in line with their strengths, ambitions, interests
and achievements. They should set short-term goals that they can act on, define longterm goals arising from the vision for their (or their team's) value-creating activity.
Additionally, they should match short-term, mid-term and long-term goals to the vision for their (or their team's) value-creating activity. Furthermore, they should be
able to design a strategy to achieve goals in line with their (or their team's) vision. To
add, they should be able to manage the balance between the need for creativity and
for control so that their organization’s capacity to achieve its goals is protected and
nurtured.
2. Plan and organize: Students should be able to carry out a simple plan for value-cre-

ating activities, deal with a range of simple but simultaneous tasks without feeling
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uncomfortable and create an action plan, which identifies the necessary steps to
achieve their goals as well as allow for the possibility of changes to their plans. They
should summaries the basics of project management, apply the basics of project
management in managing a value-creating activity, develop and stick to a detailed
project management plan, adjusting to changing circumstances to make sure goals
are reached and design managerial procedures to effectively deliver value in challenging circumstances.
3. Develop sustainable implementation plans: Students should be able to develop an

implementation model for their idea and define the key elements that make up the
implementation model and are necessary to deliver the value they have identified.
To add, they should also be able to adapt their value-creating activity’s implementation model to face new or unforeseen challenges. → The Business Model Canvas
could act as a helpful tool.
4. Define priorities: Students should be able to recall the order of steps that was needed

in a simple value-creating activity they took part in and identify and prioritize the
basic steps that are needed in a value-creating activity. They can set their own priorities and act on them, define the priorities to meet their (or the team’s) vision, stay
focused on the priorities set (e.g., despite changing circumstances) and define priorities in uncertain circumstances, with partial or ambiguous information.
5. Monitor your progress: Students should be able to recognize how much progress

they have made on a task and whether a task is going to plan. They can identify different types of data that are necessary for monitoring the progress of a simple valuecreating activity and set basic milestones and observation indicators to monitor the
progress of their value-creating activity. Furthermore, they should be able to describe different methods for performance and impact monitoring, define what data
are needed to monitor how effective their value-creating activities are and think of
appropriate ways to collect these data. To add, they should be able to develop the
performance indicators ‘I’ (or ‘my’ team) need to monitor progress towards a successful outcome in changing circumstances. They should develop the competence to
design and put in place a data-collection plan to monitor whether their venture is
achieving its aims.
6. Be flexible and adapt to changes: Students should be able to be open to and feel

comfortable with changes in a constructive way, outside of their control or based on
the needs of the team. They can anticipate and include change along the value-creating activity, use the results of monitoring to adjust vision, aims, priorities, resource
planning, action steps or any other aspect of the value- creating process as well as
effectively communicate to the organization (or their team) the reason for changes
and adjustments.
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4.3.4. Teaching / Learning Methods
Organize Event - Drive Change inside your HEI
• Create new initiative at your university or attach to existing networks (e.g. TEDx,
Toastmaster)
• Organize Regional Innovation Camp
➔ e.g. EU Innovations Camp Methodology (see source link for handbook in references below)
• Organize Promotion Campaign for a specific topic inside you HEI
➔ e.g. Promotion Campaign Guide of the project Embedding Entrepreneurship
Education (EEE) project → See source link for Promo Camp Guide in references below
Educators should choose those learning and teaching methods, which best suit their
given learning and teaching settings as well as the terms in place and with respect to the
resources available. Methods can also be combined with each other.
4.3.5. Activity
For this module, the following main topics/tasks for students to work on their competences
‘planning and management’ are proposed:
For this module, working in groups and teamwork is seen as crucial either case. Students
should be able to present their results in front of a wider audience e.g., peers, educators,
mentors, external experts, etc. (also repeatedly) to get feedback and to elaborate on their
ideas/projects.
The module suggests a kick-off event at the beginning, where aims, tasks, subgroups and
milestones are drawn out in a project, finance and milestone plan. During this kick-off event
the different approaches on how to organize and plan an event should be introduced. Further, students should be informed how and when they can access premises and relevant
tools. A short introduction what the module ‘planning and management’ is about should be
given. Afterwards, students work on their tasks in groups and sub-groups. On a regular basis,
meetings are scheduled with peers and educators, if possible, also with external experts to
gather feedback. The outcome of this module is the event in front of a selected/invited audience.
4.3.6. Role of the Educator
The role of the educator in this module will be the role of a mentor. Thus, the educators’
role at the beginning of the process will be central. However, this relevance will decrease in
the course of the process as to create space for the learner’s evolvement. At the beginning,
the educator is responsible for triggering the initiation of the project (e.g., organization of a
kick-off event, proposing topics, etc.) Over time, the educator will increasingly stay in the
background, functioning rather as a guide throughout the process, remaining available for
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questions and to check backs with students on peculiar questions. Furthermore, educators
may bring together students with experts, fostering exchange and networking.
Finally, the educator is responsible for the organization of the final feedback session.
Rules, requirements and examination modalities must be communicated to students at the
beginning, together with the learning goals.
Educators, who facilitate this module, should have made experiences with similar teaching and learning methods before. For junior educators, it is recommended to work in tandems with more experienced (senior) educators when the course/workshop etc. is organized and held for the first time.
4.3.7. Contents
Definition Planning and Management:
“Planning is usually interpreted as a process of developing a strategy to achieve desired
[...] objectives, to solve problems, and to facilitate action" (Mitchell 2002, 6).The role of the
planner is thus to identify a desirable future and to prepare a course of action to achieve this
goal (Mitchell 2002). He/she captures this in a plan. In the course of this module students will
learn how planning can be carried out.
Management refers to the controlling and planning of details (Bauer 1998). By judicious
use of available means the actual decisions are made and actions are carried out to achieve
the objectives (Storey 1960). Management thus requires both plans and objectives (Storey
1960).
Students therefore have to control, handle and direct the decision-making and the course of
action. He/she has the responsibility and the authority to allocate the capital, technology and
human resources to achieve the desired end (Mitchell 2002; Ratter 2002).
How to plan events:
•

Sit down with your team members and consider what your goals and the target
groups of the event are.

•

Discuss the conception and planning at regular intervals.

•

Create a milestone plan and a work breakdown structure.

•

Record the most important parameters (name, location, time) in writing.

•

What can be achieved with the available resources and in the given time.

•

Write an event concept and a schedule for the event as well as a financial plan.

•

Develop a detailed project plan as a team.

•

Most important content: objective, event concept, tasks, schedule, task distribution.

•

Communication both, outside of and inside the team are essential.

•

Process and adhere to the project plans and possible checklists.
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•

Make changes if necessary!

The following phases can also serve as the basis for a schedule (Holzbauer, et al., 2010):
Phase/ Milestone
M0: Idea
Initiation

Content
Idea of the event is born, vision and und framework are yet unsure

➔ Using the Business Model Canvas as a tool could be helpful
Initiation: definition and objectives of the event
set responsibilities and sub-groups → decide on project lead

M1: No/no go

Decision that event is going to take place

Start

planning phase: task allocation, process planning, rough planning
of the event

M2: Go on/stop

Decisions for preparations,
going public: announcement of the event, social media, press

Preparations

detailed planning: preparations and organisation of the event,
make orders, invitations, Social Media, Marketing

M3: Point of no return

Start of the startup phase: activation and recall of the project plan

Startup

Run-up of the event: activities on-site, set-up, deliveries

M4: Doors open

Start of the event, official opening

Active

Course of the event: from opening to closing, Continuous supervision of the event

M5: Event-End

End of the event, official end, farewell

Follow-Up

Ending of the event: activities on-site, deconstruction

M6: completion

End of activities, closing of books

Post-processing

Final organizational jobs/work: Evaluation, Feedback, balance of
accounts

M7: End of the project

Project finalized

Figure 13: Phases/Milestones serving as the basis for a schedule, according to Holzbauer, et al. (2010).
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An event is usually divided into the following 7 milestones (Holzbauer, et al., 2010):
Milestone
Phase
Deadline
M0: idea
Initiation
M1: go/no go
Start
M2: go on/stop
Preparations
M3: point of no return
Startup
M4: doors open
Active
M5: end of the event
Follow-up
M6: Completion
Post-processing
M7: End of the project
Figure 14: Seven milestones in which an event can be divided, according to Holzbauer, et al. (2010).

Helpful tools for planning and management as well as group work could be the following:
Miro, MS Project, Slack, Trello, MS Teams, Business Model Canvas
Further links:
•
•
•
•
•
•
•
•
•
•

Embedding Entrepreneurship Promotion Campaign.
The Business Model Canvas
Entrepreneurship is about planning and management
Organize a local TEDx event
Toastmaster International
Miro whiteboard tool
Slack
Trello
Microsoft Project
Microsoft Teams

4.3.8. Implementation/Integration, Extent, ECTS
The format of this course should be held in group meetings and sub-group meetings,
which may stretch along 2 semesters. The outcome of this module is the event in front of an
audience. For this module, a maximum of 3 ECTS can be accredited.
The following formats of integration are recommended to reach the stated learning objectives are:
• Across institution & established standards
• Extra-curricular and over-curricular course/event (up to 5 ECTS)
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4.3.9. Relevance and transferability to school context
The learned competences from the module ‘planning and management’ could easily be
transferred by the student to the school system after graduation. An idea could be to organize
a school event with one´s class. This way the competences will be shared and passed on to
the next generation.
4.3.10. Evaluation
The output of this module is an event in front of an audience - organized by the students as well as a short-written event summary of 5-10 pages.
The timeframe is flexible and depends on the chosen event type. There should be a final
evaluation and feedback session with all students of the course, the educators and mentors
that participated in the event and project. Possible evaluation criteria are listed below.
Evaluation Criteria
Overall appearance of the event
Organization of the event
Event summary
Teamwork
Adherence of project plan and milestones

Weight in %
20
20
20
20
20

Figure 15: Criteria for the evaluation of students completing "The Event Planner" module.
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4.4.

Teamwork

4.4.1. Overview
This module helps students discover and develop the idea of working with others and spot
benefits and potential challenges associated with such cooperation.
In our interconnected world, working with others is becoming increasingly important. For
this purpose it is important to overcome linguistic and cultural differences as well as differences regarding knowledge and information. Therefore, it is important to preparing the students for the future by teaching them how to work with others, emphasizing the importance
of the acquisition of teamwork skills, as well as of planning, organizing, communicating, reviewing and reflecting, and carrying out collaborative work.
The module of working with others is a good example of active learning. Students have the
possibility to work directly with others, which enables them to gain important experiences in
doing so. Using active learning methods maintains the students’ motivation by ensuring that
the skills learnt are applied in real and relevant contexts.
Working with others is essential for collaborating. The ability to collaborate with others is
therefore vital not only in the classroom but also to the employability of students and encompasses all aspects of professional and private life.
4.4.2. EntreComp Competence – Working With Others
According to EntreComp the competence ‘Working with others’ is about team work, working together and networking. The focus is on working together, cooperate and network with
others to develop ideas and turn them into action. Furthermore, it is about solving conflicts
and face up to competition positively when necessary.
The overall learning goal is to work with others under different circumstances and conditions.
Other relevant competences include ‘Taking the initiative’, ‘Planning and management’,
‘Learning through experiences’, ‘Valuing ideas’, ‘Creativity’, ‘Ethical and sustainable thinking’,
‘Mobilizing resources’, ‘Motivation and perseverance’, and ‘Mobilizing others’.
4.4.3. Learning Goals
1. Accept diversity (people’s differences): The students should be able to show respect
for others, their background and solutions. They are open to the worth that others can
bring to value-creating activities. Furthermore, students can combine different contributions to create value. They are able to value diversity as a possible source of ideas
and opportunities. The students are capable of supporting diversity within their team
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or organization. Furthermore, the students outside their organization can find ideas
that create value and make the most of them.
2. Develop emotional intelligence: The students can show empathy towards others. They
can recognize the role of their emotions, attitudes and behaviours in shaping others
people’s attitudes and behaviours and vice versa. The students should be able to express their (or their team’s) value-creating ideas assertively. They can face and solve
conflicts and are able to compromise where necessary. The students should be able
to deal with non-assertive behaviour that hinders their (or their team’s) value-creating
activities (for example destructive attitudes, aggressive behaviour etc.). Finally, students should also be capable to manage conflicts effectively.

3. Listen actively: The students are able to show empathy towards others. They can discuss the benefits of listening to other people’s ideas for achieving their (or their
team’s) goals. The students should be able to listen to other people’s ideas for creating
value without showing prejudice and listen to their end users. They can describe different techniques for managing relationships with end users and are able to put in
place strategies to actively listen to their end users and act on the end users’ needs.
Furthermore, the students are able to pull together information from a wide range of
sources to understand their end users’ needs.
4. Team up: The students should be open to working alone as well as with others, playing
different roles and taking some responsibility. They are willing to change their way of working in a group as well as they are able to work with a range of individuals and teams. The
students share the ownership of value-creating activities with the members of their team.
They can build a team based on the individual knowledge, skills and attitudes of each member. The students should be able to contribute to creating value by teaming up with distributed communities through digital technologies. Furthermore, they can design physical
and virtual spaces that encourage team members to work together. The students also are
able to build an organization’s capacity to create value by encouraging people to work together.
5. Work together: The students should be open to involving others in their value-creating
activities. They can contribute to simple value-creating activities and are able to contribute to group decision-making constructively. They should be capable of creating a
team of people who can work together in a value-creating activity. The students can
use techniques and tools that help people to work together to give people the help
and support they need to perform at their best within a team. Additionally, the students should be able to work with a remote team of people who can independently
contribute to a value-creating activity and should be able to design working methods
and incentives that enable team members to work well together.
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6. Expand the network: The students should be able to explain the meaning and forms
of association, cooperation and peer-to-peer support (for example family and other
communities). They should be open to establishing new contacts and cooperation with
others (individuals and groups). The students can use the relationships they have as
well as to establish new relationships to get the support they need to turn ideas into
action, including emotional support (for example joining a mentor network). Moreover, they can use their network to find the right people to work on their (or their
team’s) value-creating activity. The students should be able to proactively make contact with the right people inside and outside their organization to support their (or
their team’s) value creating activity (for example at conferences or on social media).
They can use their network to bring together different perspectives to inform their (or
their team’s) value-creating process. Finally, the students should be able to design effective processes to build networks of different or new stakeholders and keep them
engaged.

Further learning goals of the module ‘Working with others’ are:
•

Imagine: The students should be able to imagine themselves as members of efficient teams achieving some set goals. They should be able to anticipate challenges
they might face while working with others and the benefits for their development
connected with the cooperation. They should also be able to imagine which activities teamwork is best for.

•

Thinking strategically: The students should be able to explain which skills are necessary to become a valuable team member. They should also know which behaviours ruin effective collaboration and how to solve certain problems associated with
working with others.

•

Guide action: The students should be able to turn their ideas of effective teamwork
into action by being good team members, being able to select members of the team
they lead, managing the team, solving conflicts in the team, setting goals for the
team and motivating the team members to work efficiently as a team and by taking
responsibility for certain tasks.

4.4.4. Teaching / Learning Methods
By working with others, students develop critical thinking skills, can exchange acquired
knowledge, improve their attitudes toward learning and increase their motivation. Working
with others includes mainly communicative methods, problem-solving tasks and approaches.
This module is applicable for a separate workshop / module as well as for activities that are
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incorporated into teaching of a given subject. Working with others affects all teaching subjects
and can be easily integrated into all subjects. The students should be given the opportunity
to work in teams (either in teams proposed by the teacher or selecting team members by
themselves from the group) and solve problems together, network with other people in order
to achieve some goals. They should also be able to spot and solve problems or anticipate and
prevent them in advance.
Working with others includes many opportunities for active learning. It is crucial that the
students have the chance to practice skills such as planning, doing, reviewing and reflecting.

Examples for teaching / learning methods for the module on ‘Working with others’:
•

Problem-solving: The students work in teams and get a problem to be solved. They
brainstorm some ideas, negotiate potential solutions and present their problem
and its solution to other teams and to the teacher. These problems can be connected with given subjects into which parts of this module are incorporated – for
instance if it is foreign language teaching, students could solve problems associated
with getting lost in a foreign country and dealing with intercultural differences,
communication problems, etc.

•

Playing games (topic connected with a given subject into which parts of this module
could be incorporated): The students play games in teams (e.g. one team against
the other – like in case of guessing games). If it is communication class, students
could play a game based on guessing emotions of others and reading their body
language. A member of a given team blindly chooses one emotion to show (like for
instance, hatred, fear, happiness, etc.) and tries showing it by using her/his mime
and gestures. The team is to guess what emotion it was. After the exercise, they
see how difficult it is to read nonverbal messages.

•

Role-plays: Role-plays give the students the opportunity to experience to see and
understand a problem or issue from different perspectives. Therefore, role-plays
should focus on real problems, adapted to the discipline and course level. In general, role-plays consist of three types of participants, namely, players, observers
and moderator. To implement a role play successfully in the teaching activities, the
lecturer should consider the following steps (Joyce, Weil, & Calhoun, 2017):
o Step 1: Warm up the group
In a first step, the lecturer presents the students a problem and provides examples.
o Step 2: Select participants
The characters and their characteristics are identified. After that, the students volunteer for a role or the lecturer assigns them a role.
o Step 3: Set the stage

PIETE Teaching Compendium

Page |83
In this step, an action line and the setting are determined and, if necessary,
the roles are restated.
o Step 4: Prepare the observers
The lecturer has to make sure that the whole group stays involved and has
to assign tasks to the students. For example, the observers could watch and
evaluate how real is the role play itself as well as the behaviour of the role
players and describe the feelings and thinking of the depicted persons.
o Step 5: Perform
The role players take over the roles and ‘live’ the played situation from the
beginning to the end of the situation.
o Step 6: Discuss and evaluate
The role-playing is reviewed and discussed. The next performance is developed.
o Step 7: Re-perform
In this step, new interpretations of the roles will be shared and new possibilities for causes and effects are explored.
o Step 8: Discuss and evaluate
The role-playing is reviewed and discussed.
o Step 9: Share experiences and generalize
The students share their experiences of the role-play and derive possible
applications for real-life situations from the solution approaches developed
in the role-play.
In summary it can be said, that role-plays consists of three phases:
1. Briefing phase:
This initial stage provides the warm-up and explanations. The students are asked
for input on the role-play scenario. The role-play should be flexible and customizable
to the students. Role descriptions should be sufficiently detailed, but not be too detailed, so that there is enough space for creativity and personal interpretation. After
the roles are assigned, the students should discuss the scenarios and their roles and
ask questions. The lecturer should ensure that the students are comfortable in their
role, encouraging them to integrate emotions in their playing.
2. Play phase:
The moderator makes seating arrangements (for players and observers), sets up
requisites, organizes the necessary technical equipment and support and gives a brief
introduction. While the players play their roles, the moderator gives instructions, descriptions and comments and encourages all role players. As soon as the players keep
things moving without intervention, the moderator holds back.
3. Debriefing phase:
PIETE Teaching Compendium

Page |84
At the end of the role play, the students talk about their experiences they have
gained through the role play. The lecturer summarizes the results, drawing out the
main points. The students should describe how they felt during the role play and receive feedback from the class and the lecturer.
4.4.5. Activity
This module on working with others emphasizes the importance of collaboration. Within
this module students get the possibility to gain experience in working with others and learn
what is important when they work with others, not only related to the class but also related
to their personal life as well as to their future working life.
The students should get the opportunity to work with others in as many teaching subjects
as possible. Practical learning elements such as role-plays, workshops, project-based learning,
working with organizations or institutions, etc. foster collaboration and are ideal for working
with others.
The duration and scope of this module depend very much on the respective curriculum
and the topic to be dealt with. The module can extend over a whole semester or just a week.
Regardless of the extent to which the module is carried out, it is important that the students
are actively involved and that their experiences and learning progress are then collected and
evaluated.
After the module has been completed, the students present their results in front of the
class. The way of presentation is left to the students. This might be a PowerPoint presentation,
a short video, a role-play etc. The lecturer will ask some questions and give feedback on the
presentations. The results are then discussed with the whole class. Furthermore, the students
compile a report of their tasks and related activities, including also their own insights and
experiences when working with others.
4.4.6. Role of the Educator
Working with others can be used for almost all teaching subjects. The educator will have
the role of a mentor and supporter, as well as of a moderator. Educators conducting this module should be able to inspire the students to work with others so they recognize the benefits
of working together.
The educator should be aware that the module on working with others need some preparation. The educator should ensure that the students have required background information
to complete the task and has to establish classroom norms that support community and a
pleasant working atmosphere. Often, working with others requires strict time constraints to
be effective. The lecturer should keep an eye on the time available.
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After completing the module, it is important to implement and provide a reflection session,
where the students together with the lecturer reflect on the working with others. Some helpful questions could be:
•

What challenges did the students face working with others?

•

What was harder and what was easier than expected?

•

If the students had to do it again, what would they change?

•

How did the students prepare for working with others?

•

What experiences did the students have?

4.4.7. Contents
The module on working with others concentrates on the following topics:
•

Working with others as a helpful and valuable learning experience for almost all
teaching subjects

•

Approaches how to implement the module in the class and in existing curricula

•

Using active learning methods to maintain motivation, ensuring that the skills acquired are applied in real contexts

•

Encouraging and fostering collaborative learning

•

Taking up challenges

4.4.8. Implementation/Integration, Extent & ECTS
The format of this module is ideal for teaching in class, as it requires interactivity. Nevertheless, the module on working with others can also be adapted for online teaching. When
implementing the module as an online teaching module, it requires interactivity and direct
exchange between the teacher and the students and may need some additional time for
preparation. For this module, a maximum of 3 ECTS can be accredited.
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4.4.9. Evaluation
Possible evaluation criteria for the module on working with others could be:
Evaluation Criteria
Contributions and attitude

Weight in %
20

Cooperation and interacting with others

20

Focus and commitment

20

Team role fulfillment

20

Ability to communicate

20

Figure 16: Evaluation criteria for the Teamwork module.

4.4.10. References
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4.5.

Out of the Comfort Zone

4.5.1. Overview
Was there ever a time in your life where you really wanted to do something but you decided to not because of self-doubts, given unfavourable circumstances, huge efforts, lack of
time, resources or skills? Well, with the present module, this will not happen again. In this
module, students will step out of their comfort zones, being no more hesitant to fulfil their
intentions. Students will learn to recognize when something needs to be done, and to do it
out of their own free will and personal drive.
4.5.2. EntreComp Competence – Taking The Initiative
This module addresses the competence ‘Taking The Initiative’. Taking the initiative means
initiating processes that create value, taking up challenges acting and working independently
to achieve goals, sticking to intentions and carry out planned tasks (Bacigalupo et al., 2018).
Other competences tackled are ‘vision’, ‘motivation & perseverance’, ‘mobilizing resources’,
‘planning and management’, ‘learning through experience’, ‘valuing ideas’, ‘creativity’, ‘ethical and sustainable thinking’, ‘motivation and perseverance’, and ‘mobilizing others’,
4.5.3. Learning Goals
1. Taking responsibility: students can take responsibility in value-creating activities.
2. Working independently: student can initiate value-creating activities alone and with
others.
3. Taking action: students actively face challenges, solve problems and seize opportunities to create value.
4.5.4. Teaching / Learning Methods
This module foresees the following learning and teaching methods:
•

Diary keeping

•

Practice project

•

Individual learning & self-paced learning

4.5.5. Activity
The present module builds on the idea of realizing a wish/idea/plan, which has been on the
to-do list of students for ages but was never realized before (e.g. learning to playing the piano). The module will be facilitated through individual and self-paced learning and is therefore
well suited for online education, especially asynchronous teaching.
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The module starts with an introduction by the educator (online via video or live online
seminar) to inform students about the tasks they have to fulfil. The module builds on individual and self-paced learning, and includes a practice project, where students collect practical
experiences over a period of time (approx. 4 – 8 weeks). The experiences and progresses
made during the practice project must be kept in a diary. An online diary is recommended for
this purpose. Recommendations for online diary tools can be found here. Students must submit a diary entry each week for at least four weeks, where they record their progresses. Diary
entries should be designed creatively and lively, including photos, graphics, videos, recorded
screencast and video clips etc.
4.5.6. Role of the Educator
The role of the educator is the role of an observer in this module. He/she must be experienced in online teaching and has to evaluate the students’ progress made each week.
4.5.7. Contents
The students themselves can choose the contents on which they would like to elaborate
on. This could be a project, which was postponed for a long time (e.g. apartment rearrangement or clearing out), the implementation of an idea (e.g. starting a blog about food/lifestyle
etc.), one did not have the courage to pursue before, the fulfilment of a long cherished dream
(e.g. learning to play the piano). It can also be to organize a so called ‘make a difference day’,
where in small groups the students brainstorm about a need or a problem in their community.
They then present their ideas on how to address the problem. The class then chooses one
idea, which they would like to follow and organize a ‘make a difference day’ for example elderly people.
Ultimately, everything that is not prohibited is permitted! This is actually also the first challenge and hurdle for the students, as they are not told what to do, but have to suggest their
own projects, which fosters the competence ‘taking the initiative’ from the beginning.
The student has to share her/his project plans with the educator and peers. For this, a
forum discussion is recommended, where each student shortly introduces him/herself to and
explains her/his intends and why she/he wants to pursue them.
Taking the initiative is the link between thought and action. Showing initiative fosters teamwork and cooperation. Taking the initiative means being proactive instead of reactive. It is
about thinking ahead and taking action. Taking initiative also means going beyond normal responsibilities to make things happen. It is about the ability to see something that needs to be
done and the desire to make things better than they were before or to improve ways, concepts and processes of doing things. Therefore, it is important to encourage students to take
initiative and support them in doing so.
Taking the initiative can be fostered following these tips (see Muguku, D. [n.d. ]):
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• Cultivate initiative:
The ability to show initiative is important for both private and professional life. Taking
the initiative is about doing and making. It is about learning to ask the right questions, to
talk about topics that need to be addressed, to have the courage to speak up and to draw
attention to flaws, to reach out for people that are struggling and to offer help.
Taking the initiative strengths the decision-making skills as well as the analytical skills
by analysing different approaches or actions. Taking the initiative also helps identify and
use opportunities.
• Developing initiative:
It starts by knowing what you want to achieve in your private and professional life, what
you need to do as well as what you are willing to do and how fast you want to achieve
your goals. It is important to learn how things work and to figure out efficient ways of
working. It is beneficial to look at colleagues and people who are successfully taking initiative. Take the opportunity to talk to them, learn about their thinking processes and learn
how they execute ideas and achieve goals. Let people hear your input and try offering
good ideas, suggestions or recommendations.
It is important to think long term, to learn how different things are interrelated and try
connecting them.
• Seeking more responsibilities:
Taking the initiative includes identifying areas where you can contribute above your
normal tasks. It is about to have an eye for what is important and necessary for a specific
situation, task or problem. Try to identify specific work-related tasks and projects that you
can do and ensure that you are willing to work on these tasks, without affecting your regular tasks.
• Tackling challenges and solving problems:
It is important to have a clear understanding of the problem to find helpful solutions.
The following questions are important for solving a problem:
o What is the problem?
o When did it happen?
o Why did it happen?
o What solutions have been developed and tried before?
o What solutions worked and which ones did not?
o How much time is left to solve the problem?
Be aware that not all solutions may work. Taking initiative also has to do with failure.
However, failure is nothing negative, as it can pave the way for new opportunities.
• Do not be afraid taking the initiative:
Some people do not take initiative due to a fear of presenting their ideas, fear of criticism, self-doubt, a lack of faith in their abilities and think that someone else should and
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could do it better. It is crucial to overcome all these doubts and fears, because there are
no reasons why not taking the initiative and step beyond one's own shadow.
• Action orientation:
Start planning and then taking action.
• Ambition:
Know and be aware what you want to progressively achieve and deliberately take steps
that bring you closer to your goals.
• Collaboration:
Work and cooperate with others, be part of a teamwork or of a community to bring
forward your initiative.
• Be curious:
It is crucial to be interested in how things work and trying to find a way to make things
and processes better.
• Determination:
Be persevering even when it is tough or when it takes a long time to reach the desired
result.
• Goal-orientation:
It is important to set targets for yourself and to actively work on your goals. Let yourself
be inspired by your goals.
• Good communication:
Be aware of your communication skills. This includes strong listening skills, talking skills,
as well as the ability of writing and expressing thoughts in a logical organized and persuasive manner.
• Humility:
Keep in mind to value other people’s ideas and opinions. Their ideas and suggestions
could help you to understand certain tasks and issues. Respect others and concern for
others and their feelings.
• Open mindedness:
You can learn from anyone and any situation. Be open to new methods of doing things.
• Optimism:
Be optimistic and think of possibilities and potential benefits.
• Be organized:
Taking the initiative requires good planning skills and good time management skills.
• Passion:
Have the passion for your goal and try to contribute positively to the task. Have the
desire to make a difference.
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• Thinking big:
Always try to have the big picture in mind and think about how your efforts can benefit
the goal, being creative and innovative.
• Flexibility and the willingness to change:
When your ideas and assumptions do not work as expected, revise them and look for
new ways. It is important to have the willingness to keep improving.
• Maintain the enthusiasm:
The level of enthusiasm affects the degree of initiative you take and how self-motivated
you are willing to do more. Enthusiasm and love for what you do take you and your ideas
further. Enthusiasm is also inspiring other people, stimulates creativity and promotes collaboration.
In summary, it can be said that taking the initiative is taking the first step to make things
happen by initiating processes that create value, taking up challenges, acting and working
independently to achieve goals, sticking to intentions and carrying out planned tasks.
4.5.8. Implementation/Integration, Extent, ECTS
The format of this module is ideal for extra-curricular and over-curricular formats as it enables students to also deal with topics outside of the curriculum. This module is also well
suited for winter and summer schools, where students have the possibility to deal with taking
the initiative in more detail.
The module on taking the initiative can also be offered as an elective module. Students
who are interested in the topic have the opportunity to work on their initiatives.
Nevertheless, the module on taking the initiative can also be adapted for online teaching.
When implementing the module as an online teaching module, it requires interactivity and
direct exchange between the teacher and the students.
For this module, a maximum of 2 ECTS can be accredited, depending on the scope of the
module and the workload.
4.5.9. Evaluation
The module on taking the initiative embraces personal initiatives and an analysis of the self
and one’s environment. Since such reflections are difficult to evaluate but should also be free
of judgement, following ethical and moral considerations, the evaluation of this module might
differ from other evaluations. The students should present and discuss their initiative and
their experiences in class. The students will reflect on their achievements via self-assessment
activities to measure their own progress and make decisions about how to move forward. The
students will elaborate an individual reflection-paper on taking the initiative. Therefore, the
evaluation should be limited to ‘passing/non passing’, whereas a traditional evaluation in
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terms of grade points is not recommended. Instead of ECTS points, a digital badge could be
awarded for the successful participation in this module.
4.5.10. References
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5. RESOURCES
In this chapter, self-awareness, financial literacy, leadership and teamwork, perseverance
and turning ideas into action are the themes of this chapter. Following Self-Efficacy Theory
(SET) by Bandura (1977), the first module of this chapter will get students to reflect on their
needs and build self-awareness to better determine the strengths and weaknesses. Thereafter, students will engage in several small individual and group exercises to actively enhance
their knowledge of the economic, financial and political implications of decision-making processes. Students will develop effective communication skills and be motivated to create value
for themselves and others. Students will learn to stay driven and observe how turning ideas
into action will lead to beneficial outcomes. The final module of this chapter will help students
to mobilize and manage their resources that are needed to turn ideas into action.
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5.1.

Believing In Oneself and Keep Improving

5.1.1. Overview
Self-awareness is about analysing one’s mistakes and failures and knowing one’s strength.
To reflect on one’s needs allows students to become the person they want to be. Following
Self-Efficacy Theory (SET) by Bandura (1977), self-efficacy is the belief that we have in our own
abilities and competencies and influences our thoughts, emotions, actions, and motivation.
Bandura believed that we build a self-system based on our social skills, cognitive skills, observational learnings, and social backgrounds. This self-system is the backbone of our personality
and self-efficacy is one of the essential components of it (Bandura, 1977).
5.1.2. EntreComp Competence – Self-Awareness & Self-Efficacy
Within this module, the EntreComp Competence ‘Self-Awareness & Self-Efficacy’ is fostered, since students are given the opportunity to assess their skills and identify their
strengths and weaknesses, and goals. Students learn to reflect on their progress together with
peers and the educator to boost the belief they have in their abilities and competencies. Other
competences, which are also fostered with this module are ‘coping with ambiguity, uncertainty and risk’, and ‘planning and management’.
5.1.3. Learning Goals
1. Students reflect on their needs, aspirations and wants and improve their empathy
2. Students identify and assess their individual and group strengths and weaknesses
3. Students believe in their ability to influence the course of events, despite uncertainty,
setback and temporary failures
5.1.4. Teaching / Learning Methods
•

Interactive and collaborative learning approach by teaching the students how to
identify their goals, acknowledge their abilities, and training them to focus on their
strengths.

•

Use visual images, slide shows, online activities and resources to impart knowledge

•

Goal setting: setting short-term goals helps students to achieve them one by one

5.1.5. Activity
•

Self-assessment quizzes: an assessment for learning activity can be to give students
a self-assessment quiz with pre-defined questions.
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•

Elaboration on the project: students are then asked to keep track of their achievements and tasks completed to develop certain skills. Here, students can use checklists, i.e. in form of checklist work, students begin answering questions regarding
their personal perspective on their aspirations.

•

Empathy map: during the learning process, students draw an empathy map. This
helps them listen, empathize, and make useful observations on themselves as well
as on their peers.

Link Empathy Map Canvas
•

Modelling experiences: Role models, which are people who we follow, admire, and
want to replicate, play a pivotal role in building self-efficacy. Their actions, principles and achievements indirectly teach us to repeat the same. The educator supports these peer models by giving prompts, and the model then successfully completes the task.

5.1.6. Role of the Educator
Experienced faculty with a good sense of self-efficacy should facilitate this module. The
educator needs to believe in their ability to make a difference to student learning, since educator’s self-efficacy and enthusiasm are important both for teacher outcomes and for student outcomes. They need to give focused feedback frequently, since offering feedback emphasising goal progress and highlighting personal capacities helps increase students’ self-efficacy. Feedback should indicate what students are learning rather than simply evaluate
their answers as correct or incorrect. When students give an incorrect response, instead of
evaluating or moving on to another student, examine their thinking processes to ascertain
why they misunderstood.
5.1.7. Contents
Self-awareness skills are key to helping students understand their place in the world. Learning how to believe in oneself entails building up confidence in one’s abilities as well as falling
in love with oneself – the parts of your personality, perspective and experience that make you
uniquely you. In this module, students will work through a five-step exercise of how to start
believing in themselves.
STEP 1. Realize it starts with you and examine your limiting beliefs
Students learn that believing in oneself is all about finding one’s inner reservoir of strength
and resiliency. To get in touch with the personal power, one’s needs to adopt new routines.
One option here is to build meditation practices or mindfulness exercises in ones daily routine.
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Students learn to ask themselves what beliefs are causing negative emotions. This is usually
connected to our life experiences. However, these beliefs are limiting one’s mind and students
learn to start to replace them with empowering ones.
STEP 2. Learn to respect yourself
Self-respect is the basis of self-belief. Students realize that they need to respect themselves, which results in self-confidence. One option here is to try to catch your inner monologue when it turns negative and replacing those comments with positive thoughts.
Learning how to believe in yourself is like running a race set on an uphill course. Students
needs resources to follow the journey, which can be done by surround oneself with people
who inspire and support you.
STEP 3. Get inspired and learn from past successes
Students shall find a mentor or inspiring person, someone, who has done great things in
their lives. This can be done by watching documentaries and writing down inspirational quotes
of these people. This will help students to condition their brain to believe in them and see
them as a role model.
Sometimes, students might also think about past moments where they were successful
with a similar task. If they remember those moments, where they were discouraged and faced
obstacles, they also remember how they overcame them. By focusing on the positive moments of the situation, they start changing their mindset.
STEP 4. Face your fears and create goals
It is human nature to experience fear and anxiety. Students shall start realizing that those
emotions are there to encourage them and take action rather than hold them back. Creating
a vision in life helps accomplish desire.
Creating goals is part of facing your fears. Setting and achieving goals that help overcome
fears will give a sense of accomplishment. It is important that students understand that a goal
does not have to be huge – taking small steps that add up to big results will improve confidence and boost one’s ability to believe in oneself.
STEP 5. Learn a new skill and keep on going
The belief in one’s abilities to execute tasks, control the own behaviour and attain the defined goals increases one’s feelings of self-efficacy. However, students also need to understand that they need to practice and never give up. Despite obstacles that might come up,
what matters, is how you react on them. Achieving or fostering self-efficacy means you need
to set aside time and keep going.
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Useful links:
•

The Secret To Believing In Yourself

•

Self-Compassion Break

•

Boost Your Confidence With These 8 Simple Exercises

5.1.8. Implementation/Integration, Extent, ECTS
More than a stand-alone course, this module rather represents a kind of ‘diligence task’
that can be completed by students to gain some extra points. Hence, the integration into an
existing lecture is recommended (e.g. Professional Awareness & understanding of educators,
pedagogical professions, etc.).
Regarding ECTS, a maximum of 0.5 - 1 credit points can be awarded.
5.1.9. Evaluation
Since the module embraces a reflection of personal characteristics, which first of all, are
difficult to evaluate but should also be free of judgement, following ethical and moral considerations, the evaluation takes a back seat in this module. Instead, students should be motivated to follow and go through the activities described above. Thus, the evaluation should be
limited to ‘passing/ non passing’, whereas a traditional evaluation in terms of grade points is
not suggest.
Created by organizational psychologist Gilad Chen and team (2001), the New General SelfEfficacy Scale is an 8-item measure that assesses how much people believe they can achieve
their goals, despite difficulties. Although there are many measures of self-efficacy, research
suggests that Chen and colleagues’ measure is more reliable and valid than others
(Scherbaum, Cohen-Charash, & Kern, 2006). The test can be downloaded from the Stanford
University homepage, takes three minutes to fill in and follows a list of eight questions to
answer in or after class (https://sparqtools.org/mobility-measure/new-general-self-efficacyscale/)
This test will be done individually and each student can see how they manage their selfefficacy by answering the questions.
5.1.10. References
Bandura, A. (1997). Self-efficacy. The exercise of control. New York: W.H. Freeman and Company. Emory University, Division of Educational Studies, Information on Self-Efficacy: A
Community of Scholars.
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Chen, G., Gully, S. M., & Eden, D. (2001). Validation of a new general self-efficacy scale. Organizational Research Methods, 4(1), 62-83.
Margolis, H., & McCabe, P. (2006). Improving Self-Efficacy and Motivation: What to Do, What
to Say. Intervention in School and Clinic, 41(4), 218-227.
Scherbaum, C. A., Cohen-Charash, Y., & Kern, M. J. (2006). Measuring general self-efficacy: A
comparison of three measures using item response theory. Educational and Psychological
Measurement, 66(6), 1047-1063.
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5.2.

Business, Finance & Policy

5.2.1. Overview
The basic idea of this module is a collection of small learning units, which help to understand economic, financial and political implications of decision-making processes. Instead of
one overall project, students engage in several small individual and group exercises to actively
enhance their theoretical and practical knowledge of the subject at hand.
5.2.2. EntreComp Competence – Financial and Economic Literacy
This module tackles the competence ‘Financial and Economic Literacy’ in the EntreComp
and means the development of financial and economic knowledge. It includes the understanding of financial and economic concepts, budget, funding, and taxation (Bacigalupo et al.,
2016). Other competences, which are also fostered with this module are ‘ethical and sustainable thinking’, ‘coping with ambiguity, uncertainty and risk’, and ‘planning and management’.
5.2.3. Learning Goals
The following learning goals refer to the teaching & learning methods, and topics listed in
the next section.
1.
2.
3.
4.

Identify and describe factors, which influence private and public households
Understand the elements of a budget for private and public households
Discuss and analyse human-ecological and socio-economic aspects of economic action
Know concrete instruments of political work with influence financial and economic relations
5. Develop an understanding of the educational implications of the subject
6. Understand the functioning of basic categories such as capitalism, market society and
globalization
7. Enhancing the decision-making competence in the areas mentioned before
5.2.4. Teaching / Learning Methods
This section lists a several methods with corresponding topics.
1. Method: Think-Pair-Share – Starting with individual analysis, then discuss the findings
in pairs; finally share it in the class.
Recommended topic: Costs for Consumption: Comparing costs of private households
for consumption (e.g. living, mobility, clothes, food) of 30 years ago and today. What
has changed?
2. Methods: Workshop with small groups and different protocols, which then are to be
presented to the class.
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3.

4.

5.

6.

Recommended topic: Council meeting: Analysing a protocol of the local council
meeting (Gemeinderatssitzung) with regard to political and economic decision-making
processes.
Method: Individual task; mutual review of the budgets in groups.
Recommended topic: Budgeting: Preparing and analysing a budget for a single household and then identify potentials for savings.
Method: Group work over several units and presentation with slides.
Recommended topic: Controlling: Preparing a budget for a family household and analysing different scenarios (e.g. income of one or two persons, part-time-employment,
child-care, social transfers).
Method: Students individually search for examples and analyse them according to a
theoretical frame; cost-control with every new link in the chain; discussion of political
implications (e.g. international division of labour, interdependencies).
Recommended topic: Globalization: Analysing the supply chains of international corporations and their commodities.
Method: Case-study analysis
Recommended topic: Business Ethics: Analyse several small case studies, which illustrate the ambivalent effects of different economic decision-making models (e.g. rational
choice).

Alternative methods:
• Visit to economic and financial institutions, e.g. National Bank, Stock Exchange.
• Film analysis: Analysis of the economic and financial crisis 2008ff. from two perspectives – on the one hand with a documentary (“Inside Job”), on the other hand
with a fictional movie (“Margin call”).
5.2.5. Activity
This module foresees education through a collection of small learning units. Students engage in several small individual and group exercises to actively enhance their theoretical and
practical knowledge of the subject at hand.
The execution of all six proposed methods and topics is recommended and might be combined with alternative methods mentioned.
Alternatively, students may also choose the methods/topics, which they would like to work
on (e.g. four out of six).
5.2.6. Role of the Educator
The educator is responsible for the preparation of the different mini-learning units and has
to organize the corresponding material, which is needed to hold the class. Furthermore,
he/she acts as a coordinator, mentor and evaluator. The role of the educator limits itself to
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the educator in the traditional sense and thus, does not require a specific skill set or background knowledge. If junior faculty is responsible for the module, it is recommended to collaborate with senior faculty.
5.2.7. Contents
This module concentrates on the following three topics:
• Introduction to Business Administration: Budgeting, Calculating, Controlling
• Introduction to Financial Instruments: Taxes and tax systems, International Transaction System and Stock Exchange
• Introduction to Political Economy: basic dimensions of the economic process (production – distribution – consumption); private and public households; globalization
Further Links:
•

Next Level Life (2019). The most valuable financial asset you will ever have. Importance of financial literacy/intelligence

5.2.8. Implementation/Integration, Extent, ECTS
This module can either be a stand-alone module or divided into small parts (see teaching
& learning methods), which are integrated into already existing lectures/subjects throughout
the study program. For example methods No. one, three or four could be facilitated during a
math lecture at the beginning of the study, while methods No. two, five and six might better
fit to be integrated into subjects such as politics, philosophy, pedagogy, economics etc. at a
later stage of the study program.
If the module is facilitated as stand-alone module, it should be integrated into an already
existing mandatory course in the curriculum. Offering it as an elective module might appear
less appealing to students.
A maximum of 3-5 ECTS can be awarded for the whole module (all methods and topics)
with a maximum of 25 participants.
Most of the methods suggested above could also be transferred to various forms of digital
learning (e.g. webinars, break-out-sessions)
5.2.9. Evaluation
The evaluation can follow traditional assessment methods, but should consider the quality
of in class discussions and the degree of student reflection.
5.2.10. References
Bacigalupo M, Kampylis P, Punie Y, et al. (2016). EntreComp: The entrepreneurship competence framework. JRC Science for Policy Report. DOI: 10.2791/593884.
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Center for Financial Literacy, Champlain College (2015). "Prepped for Success, A Study of
Teacher Training, Financial Literacy & Classroom Outcomes."
https://www.champlain.edu/centers-of-excellence/center-for-financial-literacy/reportprepped-for-success.
Mottola, G. (2014). "The Financial Capability of Young Adults-A Generational View." FINRA
Foundation, Financial Capability Insights. http://www.usfinancialcapability.org/downloads/FinancialCapabilityofYoungAdults.pdf
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5.3.

Leading a Team

5.3.1. Overview
This module helps students to be motivated and enthusiastic about their goals. It also helps
to develop effective communication skills including also persuasion, leadership and negotiation. Communicating one’s strategy with the team is essential because staff needs to know
where the organization is going to move along with it.
5.3.2. EntreComp Competence – Mobilising Others
This module fosters the competence ‘Mobilising others’, which refers to inspiring, engaging and getting others on board. It includes the demonstration of effective communication,
persuasion, negotiation and leadership. Other competences touched are ‘learning through
experience’, ‘working with others’, ‘valuing ideas’.
5.3.3. Learning Goals
1. Inspire: students learn how to inspire and how they get inspired. Students should be
able to motivate others and they should also know how to boost their own motivation.
What is more, they should work on the abilities of communicating effectively with others, lead and persuade them when necessary. Thus, students will experience team
leadership situations and experiment with their role as a leader.
2. Persuade: students can persuade others by providing arguments and evidence. Students should be able to explain what it means to be motivated, which strategies of
leadership boost motivation of team members and which behaviours are considered
good communication skills. They should also know leadership styles, their strengths
and weaknesses and contexts in which a given style is best when it comes to teamwork.
3. Communicate: students can communicate their ideas to others. Students should be
able to imagine themselves motivated and efficient at work and other spheres of life.
They should imagine themselves as leaders communicating effectively some goals to
be achieved by their teams.
5.3.4. Teaching / Learning Methods
This module mainly includes communicative methods, as discussions, brainstorming, and
role-playing.
•

Brainstorming: educator brainstorms with students what it means to be motivated,
what types of motivation, we have and how those types influence the way we do
tasks.
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•

•

•

Discussions: students and the educator discuss leadership styles (e.g., autocratic,
democratic and laissez-faire styles) and they spot their strengths and weaknesses;
they also think about their own favourite styles.
Role-plays: students role-play some communicative situations they may encounter
in real life and show some possible solutions to problems caused by miscommunication (for instance, they role-play a meeting of a car dealer with two clients – one
wearing a suit and the other being an elderly lady with a young grandson. The
dealer thinks that the man wearing suit is a richer customer and he totally ignores
the grandma that turns out to be interested in buying her grandson a safe and luxurious car – here the problem of judging by appearance is seen and not listening to
the customer, etc.)
Negotiation exercises like e.g. heart transplantation. In this exercise, students divide into groups of six. One student of each group plays the role of a doctor, while
all the others are “spokespersons” of given patients, waiting for a new heart.
Spokesperson include the following roles: priest, young mother, scientist who is
about to discover the medication against cancer, two-year-old child, and breadwinner of huge family. Each spokesperson should try to convince that his/her case deserves the heart. The surgeon should decide who gets the heart. After the decision
has been made, the surgeon talks to the other surgeons (from the other groups)
and they compare their decisions. Finally, they should negotiate who they want to
operate on.

5.3.5. Activity
This module is a highly experiential leadership development program, which allows students to explore who they are, how effective their team leadership style is and what happens
below the surface of team dynamics. The program is set in six steps applied to a semester
student project.
Step 1: Translate Strategic Goals into Actionable Initiatives
As students transition from strategic planning to implementation, their first task is to get
specific about the work that needs to be done. Practically speaking, this means going through
the process of translating the strategic goals articulated in their plan into specific initiatives
that the team will undertake. Breaking down their long-term goals into timely, digestible, and
definable segments will help create a detailed roadmap that aligns the day-to-day activities of
the team with the overarching mandates of the strategy. Thus, in Step 1, students will learn
how to translate their long-term strategic goals into initiatives the team will undertake in a
given time frame (e.g., one semester) as part of the implementation process.
Step 2: Create a Blueprint for Change
Step 2 helps students consider their entire set of strategic initiatives to ensure that their
scope, length, and required effort are realistic and appropriately sequenced. During this step,
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students should consider how the different initiatives will affect each other, as one phase of
constructing change may need to be completed or a milestone reached before another step
can be taken. Also, they shall reflect on how initiatives affect different parts of the team.
Step 3: Mobilize the Team
Students will learn how to mobilize their team to support and accomplish implementation
goals in Step 3. For the purpose of mobilizing the team, it is useful to focus on two key elements for success: 1) communicating a compelling case for the change required, and 2) aligning individual staff member's performance goals to your organization's strategic priorities.
Step 4: Align Resources to Support Implementation
For all teams, living into a strategy requires taking a hard look at how to allocate resources
and the changes needed given agreed goals. Thus, in addition to staff time, implementing
one’s strategy likely will require shifting resources or acquiring new resources to support strategic goals. Step 4 will help students allocate resources.
Step 5: Monitor Progress
Teams that are effective at strategic implementation have strong processes in place for
systematically measuring and evaluating progress towards their goals. Step 5 explores processes that can help students ensure they stay focused on executing the defined strategies,
while learning and adjusting as they go.
The following questions help reflect on ones’ progress:
•

Are you on/off track in terms of our implementation timeline?

•

If you are off-track, determine why:
o Did you underestimate the challenges involved in making progress on a particular issue?
o Did you have the right staff involved in the process?
o Did those who were responsible have enough capacity to make expected progress?
o Did this initiative get de-prioritized due to more pressing concerns?

•

What, if any, changes have occurred internally or externally that are affecting strategy execution? What speed bumps are being encountered and how should you
course correct?

•

Was your timeline realistic? Do you need to update the timeline given according to
the changing conditions?

•

Do your priorities have sufficient resources?

Step 6: Revisit Your Strategy and Repeat the Process
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Teams that are most effective at implementation revisit their strategic plans, viewing their
strategies as anchors, not constraints, to what they can achieve. They are continually revisiting
their strategic plans. Creating a calendar to help students stay on top of this important cycle
may help to start thinking about the flow of activities. Step 6 discusses when students should
consider repeating the steps.
5.3.6. Role of the Educator
The role of the educator is a facilitator, a partner, a mentor. The educator may help students by preparing some communication problems to be discussed and solved, some features
of a given leadership style and students should for instance, decide which features go to a
given type.
5.3.7. Contents
This module concentrates on the following topics:
• Introduction to Leadership: Definition, leadership skills, forms of leadership, co-ordination and relationship management
• Introduction to Strategy: Definition, strategic options, tools and systems to develop
a strategy, mechanisms for strategy implementation
5.3.8. Evaluation
The evaluation can follow traditional assessment methods, but should consider the quality
of in-class discussions and the degree of student reflection in the role-plays and negotiation
exercises.
Output-based evaluation:
•

presentation by the students on the 5 STEPS: format, innovativeness, relevance,
success of activity, weighted 60%

•

participation in role plays and negotiation exercises, weighted 30%

•

individual reflection one-pager (DIN-A4 page), weighted 10%

5.3.9. Implementation/Integration, Extent, ECTS
This module foresees a student project where students work in teams over one semester.
It is recommended to be a stand-alone module, but can also be integrated into existing
courses if they align with the overall aim of this module (working in teams, mobilizing others,
working on a strategy together, 5 steps, etc.). For this module, at least 5 ECTS points can be
accredited.
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5.3.10. References
Seltzer, J.B. (2014). “What is Resource Mobilization. Health Communication Capacity Collaborative. Management Sciences for Health. Retrieved September 3, 2020 at
https://healthcommcapacity.org/resource-mobilization-important/
Lucch, M., Bianco, Mônica de Fátima, & Lourencao, Paulo Tadeu de Mello (2011). Work in
multidisciplinary teams: a study about mobilization of knowledge and learning in an organization of complex products. Brazilian Administration Review, 8 (2), 305-328.
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5.4.

Perseverance Challenge

5.4.1. Overview
“I am not judged by the number of times I fail, but by the number of times I succeed: and
the number of times I succeed is in direct proportion to the number of times I fail and keep
trying.” – Tom Hopkins
Who has not been visiting the Valley of Tears before? Every one of us already encountered
or will encounter tough times, coming to the point where quitting, crying, giving up and raising
the white flag of surrender seem the only options left. This module will help you to find a way
out of the valley of tears, serving as a coach and guide to bring you back on the right track,
assuring that you will persevere and find your motivation to continue. This module tries to
motivate students to create value for themselves and others. Students should learn to stay
driven to observe how turning ideas into action will lead to beneficial outcomes.
5.4.2. EntreComp Competence – Motivation and Perseverance
Within this module the EntreComp Competence ‘Motivation and Perseverance’ is fostered
and refers to staying focused and not giving up. It includes being determined to turn ideas
into action and satisfy the need to achieve, it means being patient and keep trying to achieve
long-term individual or group aims, as well as being resilient under pressure, adversity, and
temporary failure. Other competences touched are ‘taking the initiative’, ‘planning and management’, and ‘learning through experience’.
5.4.3. Learning Goals
1.
2.
3.
4.

Students actively implement ideas and pursue them consequently
Students handle professional challenges constructively
Students realize and implement the set individual and collective goals in the long term
Students handle pressure and resistance productively and recognize that mistakes can
be a chance to learn from

5.4.4. Teaching / Learning Methods
•
•
•
•

Blended & online learning (e.g. webinars, TED talks etc.), excursions etc. (processoriented learning, self-paced learning)
Discussion & training workshops
Invitation of guest entrepreneurs, learning from mistakes, group discussions, problem-oriented learning, practical experience
Direct, interactive and practical-operational teaching and learning methods
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5.4.5. Activity
•

•

•

Kick-Off Workshop: meeting venue outside traditional classroom (hiking to …), introduction of concept and tasks and input for students (discussion, training workshops)
Elaboration on a project idea over one semester, self-paced learning, feedbackloops with educators & simulations (invitation of guest entrepreneurs, learning
from mistakes, group discussions, problem-oriented learning, practical experience)
Presentation of results in a video format (includes direct, interactive and practicaloperational teaching and learning methods)

5.4.6. Role of the Educator
Experienced faculty in the field of self-paced learning should facilitate this module. The
educator should teach the skills necessary for success and to present material using techniques that motivate students to engage. It is the educator’s duty not to blame students’ failures on their apparent lack of perseverance (please have a look at the source Toshalis, E.
(2015). The focus of educator’s efforts, should be on reading rather than "managing" adolescent behavior and responding to it in developmentally productive and culturally responsive
ways. Toshalis effectively synthesizes theory and research with vignettes of interactions
among educators and students to show the possibility, rather than pathology, in student resistance.
5.4.7. Contents
As defined by the dictionary, perseverance is the continued effort to do or achieve something despite difficulties, failure (Silvervarg et al., 2018).
To be motivated means to be moved into action by a motive, incentive or goal that we
want to reach (Souders, 2020).
Top American Writer and Motivational Speaker, Kirk Charles, proposed a four-course line
of action.
1. Change your disposition: use your anger, complaints and annoyance and transform
them into positive, powerful energy. Take advantage of your position (where you
probably have nothing to lose) and you will persevere.
2. Discover your (hidden) skills, activate and develop these skills. Write down a list with
all your positive assets!
3. Understand time and cycles: after good times, bad times come and vice versa. Consider this and be prepared, looking out for windows of opportunities and using
chances
4. Pay your dues: labour, struggle, uncertainty and risk are part of the game and should
be accepted
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These lines of action are all highly conducive to educator input and intervention and are
therefore promising areas of focus in any effort to improve instruction and elevate achievement.
Further Links:
•
•

Mindset, motivation, perseverance.
Understanding Motivation and Emotion (6th ed.) – Johnmarshall Reeve (2015)

5.4.8. Implementation/Integration, Extent, ECTS
•
•
•
•

Elective mandatory-module – existing lecture “educational sciences” (5 ECTS)
Extra/over-curricular module (Digital Badge Certificate)
Winter/Summer School
Extent: 5 ECTS (125 teaching units); max. 25 participants, groups á 5 pax

5.4.9. Evaluation
The output of this module is a presentation at the end of the semester. This presentation
does not only include the final projects outcomes, but even more so the steps, and the process including ups and downs on how to get there. The presentation should include: an outline
of the detailed process from beginning to the end (including teamwork/ team dynamics, handling of challenges, methods for motivation, recognition of chances and strengths etc.). The
presentation should have a duration of 15 min, followed by a discussion of 15 min. A jury of
educators (also e.g. external experts) assess the level of motivation and perseverance. Teams,
which already gave up before the end of the semester will not be able to pass the course.
Evaluation Criteria
Format, Style Presentation & Results
Overall process (handling, using chances, feedback from educators etc.)
Handling of challenges & finding solutions
Motivation methods
Teamwork

Weight in %
20
20
20
20
20

Figure 17: Criteria for the evaluation of students completing the "Perseverance Challenge" module.

5.4.10. References
Silvervarg, A., Haake, M., & Gulz, A. 2018. Perseverance Is crucial for learning. “OK! but Can I
take a break?”. In: Artificial Intelligence in Education - 19th International Conference, AIED
2018,
Proceedings,
Vol.
10947,
pp.
532-544,
Springer:
London.
https://doi.org/10.1007/978-3-319-93843-1_39
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Souders, B. 2020. 20 Most popular theories of motivation in psychology. Retrieved from:
https://positivepsychology.com/motivation-theories-psychology/. (Accessed 02 April
2020)
Toshalis, E. 2015. Make Me! Understanding and Engaging Student Resistance in School. Harvard Education Press.
Boxing Scene 2020. Perseverance as a virtue. Retrieve from: https://www.boxingscene.com/motivation/51575.php (Accessed 17 July 2020).
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5.5.

Turning Ideas into Action

5.5.1. Overview
This module helps students to get and manage the material, non-material and digital resources needed to turn ideas into action. Resource mobilization is the process of getting resources from the resource provider, using different mechanisms, to implement an organization's predetermined goals. It also involves making better use of, and maximizing, existing
resources. Advocacy requires access to resources. A resource is anything that can be used to
achieve something else and can include not just money, but also time, relationships, skills and
technical expertise. Good planning includes an assessment of the resources needed carry out
planned activities in order to achieve planned goals.
5.5.2. EntreComp Competence – Mobilising Resources
This module fosters the competence ‘Mobilising Resources’. Other competences touched
are ‘learning through experience’, ‘working with others’, ‘valuing ideas’. Since resources are
both tangible (like money, land, materials, equipment, etc.) and intangible (like time, energy,
ideas, spirit, relationships, networks, status, skills, information, etc.), a resource is anything
we can use to achieve something else. Every individual and organization has resources to leverage.
This module first builds an awareness of the landscape of resources that participants have
access to. It might provide a number of approaches for mobilizing resources, from fundraising
for advocacy to take stock of often overlooked assets such as relationships, networks, time,
technical expertise and commitments to work together. This module will also provide participants with opportunities to practice messaging to funders about making the funding landscape more accessible to organizations.
5.5.3. Learning Goals
It is essential that students learn to believe in themselves and in turn develop further.
Hence, a steady reflection on needs and aspiration is important, as well as the assessment of
individual strengths and weaknesses. Thus, the following learning goals will be reached:
1. Students should be able to recognize and find resources. This means that students
need to assess and measure their existing resources.
2. Students should be able to evaluate/judge the key resources to support their ideas by
creating strategies for leveraging and building on their existing resources.
3. Students should be able to responsibly use/distribute their given resources and identify their resource gaps and devise strategies to address them.
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Collaborating with others is emphasized to gain needed support, whereby an effective
communication and persuasion are needed, as well as negotiation and leadership skills.
5.5.4. Teaching / Learning Methods
This module mainly includes a number of teaching methods, which help students to learn
how to mobilise their resources. In the implementation of any project, it is important that the
necessary resources are available. There are four main types of resources, which can be mobilised. These are human, material, time and financial resources. The following teaching and
learning methods might be useful in the context of this module:
•

Gamifying methods: online strategy gaming, escape room game, simulation game,
board game

•

Case studies: initial situation – steps taken – outcome

•

Interactive methods: networking, project-based learning, problem-based learning,
flipped classroom.

•

Brainstorming: will encourage and motivate participants to memorize an issue and
talk freely about it; the way they see and perceive it to get as many as possible
solutions to a problem and to see wider range of attitudinal differences on an issue.

5.5.5. Activity
Using a variety of tangible and intangible examples of resources gives teachers a choice of
resources. No matter which resources the teacher will focus on, the following three general
activities will help students to mobilize resources:
•

Identify resources: There is a wide range of activities or items, which you might
identify. Considering the importance of each item, you should be able individually
or in a group to prioritise the items. Prioritising may mean to make hard choices.
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Guiding questions: What comes to mind when you think about “resources”? Which
resources do you dispose of?
Type of resources

MY resources

Relationships
Example: Personal connections to XY
Networks
Example: Member of XY network, X
community
Skills
Example: social skills, accounting, finance, public speaking, editing, management
Tangible resources
Example: office space, money, printing,
telephone lines
Time
Example: “I am not traveling for the
next two months so I can offer 5 h a
week”
Technical expertise
Example: content expertise like business administration, finances
Figure 18: Guiding questions to help students identify their resources.

•

Understanding resources: In this activity, participants will have an opportunity to
discuss their experiences with mobilizing resources for advocacy and expand their
understanding of what we mean by “resources.” Taking the time to do this can significantly expand students’ understanding of individual contributions as well as the
sum of their collective power. There are two options for running this activity. Option 1 can be a useful exercise to help individuals and groups realize their own
strength and power. This is perhaps the most important objective of this activity.
Option 2 can work well with groups from the same organization/platform or the
same geographic area. With these types of groups, the activity becomes practical
and helps participants feel like their advocacy objectives are achievable. Both Options 1 and 2 assume that students have chosen a goal and have created an action
plan in advance. Here, one can use flipchart, post-its, presentation slides.

Guiding questions: What is it like to map your personal resources and to see the
resources of your colleagues? Did anything surprise you? What connections did you
make? How is this exercise useful to your work?
• Identifying Resource Gaps: While the previous activity looks at resources more
broadly, this activity helps participants consider how to specifically resource their
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planned activities. Students learn how to efficiently manage and allocate resources
and in turn develop also financial and economic know how.
Guiding questions: What resources are needed to complete the action plan? What
is it like to look at your action plan from a resource needs perspective? What are some
additional resource, needs or potentially hidden costs of advocacy work in general?

MY Resources

HAVE

NEED

Relationships
Networks
Skills
Tangible resources
Time
Technical expertise
Figure 19: Outline to help students identify their resource gaps.

Participants should individually consider their own contributions, write them down on each
flipchart (this can also be done on post-its or directly on the flipchart), and observe the contributions of others. Encourage participants to be as specific as possible. Ask them to write
their name or initials next to their contributions, so connections can be made. When participants are done writing their contributions, give the small groups or pairs 5-10 minutes to review the flipcharts and see the sum of their collective resources.
5.5.6. Role of the Educator
The educator draws upon participants’ own experience, knowledge, and ideas to help them
identify the people, networks, tools, strategies, and systems they need for resource mobilization.
Students should individually consider their own contributions, write them down on each
flipchart (this can also be done on post-its or directly on the flipchart), and observe the contributions of others. If participants are not sure where to begin, give some examples that are
relevant to the context and their work. Encourage participants to be as specific as possible.
Ask them to write their name or initials next to their contributions, so connections can be
made. When participants are done writing their contributions, give groups 5-10 minutes to
review the flipcharts and see the sum of their collective resources.
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5.5.7. Contents
This module concentrates on the following topics:
•

Introduction to Resources: Definition, forms, actors

•

Introduction to Resource Management: tools and systems to manage resources,
mechanisms of resource mobilization

5.5.8. Implementation/Integration, Extent, ECTS
This module can be easily combined with other modules in this compendium, i.e. ‘Leading
a Team’, ‘Perseverance Challenge’, etc., but also with existing lectures in the ITE curricula.
Furthermore, this module is especially useful for freshman students, helping them to sharpen
their competencies for their further studies. For this module, at least 2 ECTS should be accredited to students.
5.5.9. Evaluation
The evaluation can follow traditional assessment methods, but should consider the quality
of in-class discussions and the degree of student reflection. In this module, students will reflect on their achievements via self-assessment activities to measure their own progress and
make decisions about how to move forward. This will be done via quizzes with a variety of
question types, essays, as well as reflection articles.
Output-based evaluation:
•

individual reflection paper by students (5 DIN-A4 page), weighted 70%

•

participation in quizzes and discussions, weighted 30%
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