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1. Introduction 
 

This guidebook is a part of the InnoSchool Learning System (ILS), a highly innovative 
educational concept, developed to strengthen social entrepreneurial spirit of secondary 
schools’ students.  

The purpose of the guide is to serve as a teacher's manual on applying ILS in education, how 
to use the system, and relevant support and recommendations for teachers to reach 
greater learning impact. Through this detailed manual following the proposed ILS 
methodology the teachers will be able to open pathways for social entrepreneurship in 
benefit of students and communities.   

1.1 Social entrepreneurship – the social impact challenge  

Social entrepreneurship is being globally 

acknowledged for its capacity to address pressing 

social challenges, targeting social impact primarily, 

rather than profit. It is defined as a process of finding 

and implementing innovative and sustainable solutions to solve important and neglected 

problems of society, leading to social innovation when more effective solutions are found.  

Education could bridge the arising needs of the society with the potential of the social 

entrepreneurship by preparing the future generation of social entrepreneurs and innovators. This 

role becomes even more important in the context of EU strategis and policies, which identify 

education in entrepreneurship as a priority. 

Recognizing the need of better relation between the education and social entrepreneurship 

InnoSchool project is proposing a new systematic approach to contribute for strengthening the 

spirit of social entrepreneurship amongst adolescent in the Danube region.  

1.2 The initiative of the InnoSchool project  

InnoSchool project tackles the need for 

system change to overcome weak 

entrepreneurial culture and low 

engagement to social innovation and 

entrepreneurship. Its general objective is 

to strengthen social innovation and 

entrepreneurial spirit of secondary schools’ students by developing, testing and introducing the 

highly innovative InnoSchool Learning System (ILS).  

Social entrepreneurship is aimed at 

achieving significant positive change, 

combining social mission with business 

activities. 

 Mission of the InnoSchool Learning System:  

“Strengthening social innovation and the 

entrepreneurial spirit of secondary school 

students” 
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InnoSchool initiative covers 9 countries from 

the Danube region and assures achieving 

impact through wide interaction of partners 

and stakeholders. Students, teachers, 

secondary schools representatives, 

responsible policy bodies, business 

supporting actors and organizations working in social field were involved in the design and 

development process of ILS. The new learning system is built on intensive research and evidences, 

with a focus on existing in the involved territories social needs.  

2. The InnoSchool Learning System   

ILS is an innovative learning system specially designed to create awareness about social 

needs and improve the abilities and entrepreneurial skills of the upper secondary schools’ 

students. It combines traditional classroom-based learning methods with digital elements and 

online simulation, thus helping build the next generation of social entrepreneurs and innovators.  

2.1 Key elements of the ILS 

InnoSchool Learning System comprises of the following key elements:  

Serious Game (SG) - SG is the core ILS element. It is a digital learning tool, which 
provides opportunity to leaners to gain experience and generate 
social business idea through online simulation. 

SG is designed as responsive web-based app, which to be used 
both in class and out of class by students’ teams to learn, play 
and accomplish their educational tasks.  

Innovative aspects like social media and final interschool 
competition are incorporated in the SG. 

 
Guidance for Teachers 
on Using ILS 

- The current handbook is a practical guide to support teachers in 
applying the InnoSchool pedagogy.  

It includes step-by-step teaching guidance, which comes along 
with a set of offline activities, Serious Game manual both for 
playing and administrating, methodological and theoretical 
input to fully equip teachers for their work with ILS. 
 

Training Materials to 
Train Teachers 

- Training materials for teachers are specially developed to be 
used at Training workshops for teachers. 

Impact Questionnaires 
for Students 

- Impact questionnaires are intended for assessment of students’ 
progress. 

90 secondary schools from Czech Republic, 

Bulgaria, Romania, Hungary, Austria, Slovakia, 

Bosnia and Herzegovina, Serbia and Moldova 

are the first applying the newly developed ILS 

system. 
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2.2 Objectives and advantages of the ILS  

Developed with the main objective to boost the entrepreneurial mindset and social innovation 

awareness on a complex level, ILS is characterized by the following strong advantages: 

Highly innovative learning system that enhance (social) entrepreneurial spirit and 

competences of the students  

- Attractive for students due to: 

o Edutaining character – combines educational process with entertaining environment, 

assuring better motivation for students 

o Gamification through web-based Serious Game  

o Incorporation of social media in Serious Game 

o Competitive character of the Serious Game and final Interschool competition  

- Supportive for teachers, due to developed combination of learning environment/guidance 

for teachers with methodology for online and offline sessions/training for teachers’ 

workshops in territories/technical support and contact with partners/Serious Game 

developers 

- Flexibility of use in terms of duration, subject fit, form of activity (presence/distance 

learning, online/offline activity), etc. 

- Applying experiential learning methods, leading to successful development of social 

business idea 

- Based on existing social needs in the territories and important advisory from stakeholders 

from all 9 countries 

- Use of real social entrepreneurship examples and case studies  

- Valuable for learners (developing lifelong skills and competences of students) 

- Creating value for community through preparing future social entrepreneurs  

- Free of charge use of the ILS and Serious Game. 

         The main pedagogical objectives of ILS are: 

- to foster entrepreneurial skills and competences of students; especially in the field of 

social entrepreneurship; 

- to strengthen students’ social attitude;  

- to develop social business models; 

- to develop social business plan; 

- to combine blended learning methods with the benefits of online learning environment. 

 

The general ILS learning objectives for students are: 

- to understand societal problems and challenges; 

- to elaborate own ideas to social business/initiative; 

- to work out models and business plans; 

- to work in a team; 

- to present their ideas; 

- to give and receive constructive feedback. 
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Why to use ILS 

ILS comes with the following benefits for students: 

- Building social entrepreneurial mindset and competences 

- Gaining valuable life and career skills 

- Sensitization towards social challenges  

- Growing capacity to address social problems  

- Opportunity to generate own idea and further develop it as a social business 

- Opportunity for recognition within the community  

- Building strong team working ability 

- Experience with a new digital learning environment 

- Useful experience in project-oriented and experiential learning  

- Beneficial for their further education   

- Certificate for successful completion of the training 

Benefits for teachers/schools: 

- Pioneering in the field of social entrepreneurship education in their school/region 

- First to pilot the newly developed innovative learning system, which already attracted 

attention from responsible authorities in the 9 EU countries  

- Upgrading their professional skills and abilities 

- Implementation of digitalization, gamification and other modern methods of teaching, in 

accordance with the world dynamics and the requirements of the future 

- Opportunity to build a better connection with the community and stakeholders - authorities, 

businesses, social enterprises, target groups 

- Contribute to the promotion of the school within the community 

- Create a better connection with the students in a more informal edutaining environment 

- Collaboration and sharing with colleagues from other schools 

- PP can add other benefits for teachers such as 

o Certificate and recognition 

o Professional Qualification Credit awarding  
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2.3 How to use ILS 

 

InnoSchool Learning System proposes two learning paths – Basic for beginners and Advance for 

advanced learners.    

- Basic level:  

For students who have no or not sufficient preliminary knowledge about entrepreneurship 

and social innovation.   

Workload: first five modules; Basic level open tasks within the SG.   

- Advanced level: 

For students who already have sufficient pre-knowledge in order the successfully conclude 

all offline and online activities  

Workload: all six modules; Advanced level open tasks within the SG. 

The teachers should determine the level of their students at the entry phase of the training based 

on profiles of their students/classes. Impact questionnaires at the beginning could also be helpful.  

To assure even better motivation for the students, teacher/school/group of schools may further 

extend the competition, by organizing Interschool competition for the best ranked teams from 

the classes. 
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Recommended duration of the ILS training:  

ILS modules are organized in the following parts: 

 
Mixed session – in class        45 min 

I) Mixed session - Offline part: Short classroom activities, dedicated to 
introduction to the module, presentations and reflection 
activities ≈15 min 

 
II) Mixed session - Online part:  Serious Game playing – going through the 

level (theory, quiz, other sections) ≈30 min 

 
Offline session – in class       45 min 

Follow – up classroom activities - explanation of the content, 

discussions, reflection and elaboration of tasks  

Online session - out of class 

Module 6 - Advanced level - business 
planning

Module 5 - Social business model canvas-
value proposition, activities, resources, 

financing

Module 4 - Social business model canvas -
products, customers, channels

Module 3 - Characteristics of social 
enterpreneurship. Analyses of social business 

idea 

Module 2 - Social entrepreneur. Recognizing 
social needs. Generating social business idea

Module 1 - Introduction to social 
entrepreneurship 

Interschool competition – BASIC LEVEL  

for best ranked teams 

Interschool competition – ADVANCED LEVEL  

for best ranked teams 

BA

SIC  

AD

VA

NC

ED  
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Serious Game follow – up/wrap-up activities out of class – 

for teams to elaborate/complete and upload the open 

tasks 
 

Modules 1 to 5 have 2 sessions in class, and Module 6 requires additional offline session(s). An 

opening offline session (Introduction to ILS and the Serious Game) and final offline session 

(Finalizing the ILS Training) should be included too.  

 

On Basic level, 12 sessions in class are foreseen. If additional lessons are required, the number 

of lessons in class can optionally be increased.   

ILS proposes activities for the offline sessions with estimated duration, which does not necessarily 

equal to the duration of the sessions. This means that the teacher could adjust the duration 

according to the needs and the pace of the class. Teacher could also change the order of the 

offline and the online sessions.  

More flexibility solutions are presented in the Methodology/General Instructions section of this 

guide.  
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Overview of the ILS content: 

 

Modules Short  offline  activity Online Serious 
Game  

Offline activity Online Serious 
Game  

Introduction  Introducing ILS Introduction to ILS and 
the SG 

  

Module 1 Introducing social needs Defining main terms 
related to social 
entrepreneurship, 
introducing the 6 social 
topics 

Social 
entrepreneurship 
and social 
entrepreneur 

Open tasks – social 
challenges, recognizing 
social needs in your 
neighborhood 

Module 2 Social needs that the 
teams will focus on 

Social entrepreneurs – 
examples and main 
characteristics, case 
studies  

Vision board Open tasks – mission 
statement, vision board, 
examples of social 
entrepreneurship, social 
rights, case study 
learnings 

Module 3 Reflection on vision 
boards 

Distinguishing  social 
and conventional 
economic  
entrepreneurship, 
SWOT analysis  

SWOT analysis   Open tasks – objectives 
of the team’s social 
business project, SWOT 
analysis 

Module 4 Reflection on SWOT 
analysis 

Main questions for 
generating social 
business idea, 
introducing Business 
Model Canvas and 
Social Business Model 
Canvas 

Developing Social 
Business Model 
Canvas - type of 
intervention,  
segments, channels, 
marketing mix,  
value proposition  

Open tasks – social 
business model canvas – 
planning the type of 
intervention,  segments, 
channels, marketing 
mix, value proposition 

Module 5 Understanding target 
groups/ beneficiaries 

Defining financial 
objectives - key terms, 
example of Social 
Business Model Canvas  

Developing Social 
Business Model 
Canvas –  key 
activities, key 
resources, partners 
& key stakeholders, 
cost structure, 
revenue, and surplus  

Open tasks – key 
activities, key resources, 
partners & key 
stakeholders, cost 
structure, revenue, 
surplus 

Module 6 Introduction to social 
business plan, marketing 
mix and competition 

Social business plan - 
short introduction 

Developing social 
business plan - 
organization 
breakdown 
structure and risk 
management; 
financial 
management        

Open tasks – social 
business plan: 
organizational 
structure, product, 
market analysis and 
target group, 
competition, sale and 
price, place, promotion, 
marketing plan and 
communication, risk 
management and 
financial plan  

Final session Finalizing the ILS training    
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 2.4 The role of the teacher 

 

ILS could be successfully applied and achieve its objectives only with the dedicated and 

professional involvement of teachers. They have a central role, as they have a strong impact of the 

attainment of learners. Their competent intervention along the training is especially needed, 

InnoSchool recognizes, as teachers should not provide students with ready answers, but inspire 

and help them to research and identify right questions and look for proper answers. Teachers 

need to be mentors of the teams, supporting them in developing their social entrepreneurial idea. 

Based on their individual and professional experience teachers would adapt the training to the 

local settings, propose students best pedagogical methods and approaches, interference with 

stakeholders and community. Finally, teachers will be evaluators of the students’ teams in the part 

of open tasks, which will affect overall ranking of students.  
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3. Description of the ILS Serious Game  

How the students will play 

3.1 Structure of the Serious Game  

SG is a responsive web-based application. To open it, user needs simply a computer/device with 

a web-browser, (recommended browsers: Google Chrome 40+, Firefox 32+, Microsoft Edge, or 

Internet Explorer 11+) with enabled sounds.   
 

  SG could be accessed for playing through the following web address:  

  http://game.innoschool-learningsystem.eu/ 

 

 
Login in SG for players 

For login the players need a Code, which the teacher has to provide. How to create a team and get 

a code is explained later in “How to administrate the Serious Game”. 

 

1. At first login there should be used the link “We don’t have password yet”. 

 

2. In the window, that appears the students should enter the code, which was provided by the 

teacher and select “Verify your code”. 
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3. At this step the team should create a password (remember it for the next logins!) and press 

“Verify your code” 

  

 

4. The successful password setting is confirmed. To start the game, select go “Back to login”. 
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From this step forward the players should use their code and password to access the game. 

 

Forgotten password  

5. In case of forgotten password, the team may require password reset through the link “Forgotten 

password” 

 

In the next window, enter the team’s code and press “Reset password” button. 
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The team will receive message on their email through which the password could be reset. 

 

The “Reset password” link opens new window, in which new password needs to be set and 

confirmed.   

 

If a Team has not entered their e-mail address, clicking the first “Reset Password” button will open 

a screen with the text: “Password reset successful! Go to ask teacher for secret code!”.  
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The teacher will get a notification in the Teacher’s Interface, and will generate and provide the 

team with a secret code. Once the Students got the secret code, they can click on the button “Code 

for password reset”, where they need to enter their Team Code and then the Secret Code.  

 

After clicking the “Reset password” button, they can now enter their new password and once again 

click the “Reset password” button. 

 

3.2 Gamification and logics of the game 

 

Players start the game as aspiring social entrepreneurs, supported by Mervyn – social superhero 

and his friends with the aim to learn about the social entrepreneurship and develop own social 

business idea. Playing teams have to go through all levels, Basic pass only Levels 1 to 5, and 

Advanced players – Level 1 to 6.  There the players will be presented the theory that they should 

learn. While learning they will be challenged by tasks and quizzes and will gain rewards in the 

form of Supporters and HERO (the SG money currency) . Initially the teams get a virtual office, 

which is outdated and not functional. At the end of each level the earned HERO could be used to 

buy new equipment and renovate the office.  

Even more important in the game are the Supporters - members of the community, 

representatives of the social need groups, etc. that the teams could win in their support through 

http://www.interreg-danube.eu/innoschool
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successfully completed tasks and quiz. Final ranking is made based on the number of gained 

supporters.  

These virtual settings create a motivating atmosphere for the students to learn and fulfill their 

tasks.  

Teachers should take advantage of it and encourage students, e.g. 

“Is your safe full today, young social entrepreneurs? Do you have enough supporters or are you 

not trusted well by the others? Try to advance with your tasks so that supporters join and support 

you again! This is the acknowledgment of your efforts!” 

 HERO:  

- At the beginning of the game each player receives 100 HERO coins. They are given by 

Mervyn when he explains how money is being received and spent.  

- The players can earn HERO coins through answering correctly during quizzes. Each 

correct answer gets player a certain amount of HERO coins. If a correct answer is given 

before the timer runs out, the HERO coins are doubled.  

- The second way to earn HERO coins is by answering correctly to the surprise questions 

that appear throughout the game (the Quiz for fun parts within the Theory section).   
- Mervyn explains that the player can learn more about the surprise questions in the ILS 

Facebook page and those who follow Social Media will know the answer. 

- HERO could be spent for new items from the Marketplace and upgrading the office piece 

by piece – lightning, furniture, chair, web-site, frame,plant or free time activity. Change 

between already purchased items is always possible.  

- A team can receive from 0 to 5300 HERO coins in Basic /Advanced level.  

- Old office at the beginning 
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- Updated office 

 

Supporters:  

- At the beginning of the game, Mervyn gives the player 10 supporters. 

- Within the game the player can gain or lose supporters, depending on the success of the 

quizzes and the open tasks, for example if the progress is up to 25% player lose 

supporters, if it’s between 25-50% player gain very few supporters, etc. 

- For the Basic level supporters may reach from -310 to 1290, , and for Advanced – from -

360 to 1490  supporters. 
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Awards and badges:  

- After completing each module, the player receives a badge representing a skill/ability 

(Empathy, Social need awareness, Idea generation, Idea development, Sustainable 

thinking, Visionary) presented as a superpower.  

- Diplomas are given to students who had a success rate in obligatory tasks (quiz + open 

tasks) of more than 90%, after all the tasks are evaluated.  

These rewards can be shared by the player in the social media for better motivation. Automatic 

posting to Facebook, link to Instagram is available in the students’ interface.  
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Navigation   

The first screen in the SG shows the Dashboard – the main navigation panel. 

 

 

 

 

In the Dashboard are displayed the SG levels, which correspond to the learning modules in 

ILS.  

The other elements visualized here are the Top menu and Side menu.  

• Top menu is always on top of the screens. It displays the following elements starting from 

left:  

- Show/Hide side menu button  

- Indicator for gained Supporters 

- Indicator for gained HERO 

- Indicator for the badges awarded 

- Progress bar  

- Sound settings button 

- Full screen settings button 

Show/Hide  

Side menu button 
Top menu 

D
as

h
b

o
ar

d
 

About the game 

button 

Side menu  
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- Messages button - it shows notifications (evaluated open tasks, supporters gained, 

badges and diplomas received and new furniture for office)  

- Account menu, containing the items Results statistics, Account settings (password 

and email change), and Logout.  

 
• Side menu could be visualized with the help of Show/Hide side menu button. If it is not 

appearing, probably the size of the window is too small. The Side menu contains from 

top to bottom: 

 

- 

Home button       -from here you go to the Dashboard  

 

 

 

 

 

-Office button      - it displays the team’s virtual office  

 

 

 

 
-  

- - Results button                                                                                      -displays statistics about the results of  

-                               the team and class 

 

 

   

-Settings button   - settings of the application 
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When the office is visualized, Marketplace menu could be shown on the right side of the screen. 

 

Game mechanism  

The game starts when clicking on About the game button in the Dashboard. Player will see a short 

intro video, explaining the social entrepreneurship concept.  Main character in it is Mervyn – a 

young social entrepreneur.  

 

The game continues with the leading participation of Mervyn, who became experienced social 

entrepreneur and in the role of a social super hero appears with advices for the players.  

Marketplace menu 
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The SG has an elementary logical path, which to be followed by the player. A simple navigation is 

used to move from one screen to another.  

 

 

 

 

 

 

 

 

 

 

 

Don’t use Back navigation on your web-browser to go back!  

 

Go in the previous 

screen navigation  

Go in the next 

screen navigation  
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Use Back to menu navigation if accessible like in the above picture instead, or you may use 
Show/Hide side menu button and from the Side menu to select Home button. 

Player needs to read carefully the text on the screen, since it is informative and indicative, like the 
above shown.  

Theory is also presented 
as text messaging. Player 
could always navigate 
back and read again the 
part that needs more 
attention.  

 

 

 

 

In the Dashboard there are displayed the 6 Levels of the SG with their content: 

- Intro – a short video for each level 

- Theory – takes the player to the educational content of the level 

- Quiz – quiz section, which the player could enter, only when Theory in the level is 

completed. Quiz locks after completing it.  

- Open tasks – open tasks, which can be entered after completing the previous content. 

They should be evaluated by the teacher in order to continue in the next level. 
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In Level 1 there is an additional content Scenarios and in Level 2 - Case Study.  

When SG accessed first time, the levels are all locked, only Start the game button could be used 

to enter the introductory part of the SG (as in the picture below).  

 

The teacher has to unlock the levels (see how in section “How to administrate the Serious Game”).  
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Players have to pass consequently all the content sections from the level. Completed quiz section 

locks automatically. After completing the quiz, the following section e.g. tasks will get unlocked. 

Next level remains locked, till the teacher unlock it. 

On teacher´s interface, the Tasks section lists the open tasks for both Basic and Advanced levels. 

Teacher can set: 

- Basic tasks – for both beginners and advanced students 

- Advanced tasks – for advanced students only 

- Optional tasks – additional not obligatory tasks.   

  

 

Locked content. 

It will unlock 

automatically, 

when previous 

content is 

completed.   

 

Completed 

content in the 

level   

Opened content, which 

is not completed  
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To access the task, students have to click on “Enter task” button.  

The tasks form allows text editing and uploading a file. The team can save the task with the “Save” 

button and go back to the list of open tasks with “Close” button. 
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When all the tasks are finalized, the team has to submit them to the teacher by “Submit” button.  

 

 

 

After submitting the tasks, they cannot be edited anymore. If the teacher is not satisfied with the 

tasks, he/she may re-open the Tasks section in the administration of the SG for the team to work 

on them again.  In this case the team will see the Open tasks section as incompleted: 
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In the next session in class, the teacher can also provide support to the students for improving 

the task. 

The team can see its results – progress and ranking, either by Results link from the Account 

menu, or by the Results from the Side menu. 

 

 

 

 

 

Team’s profile picture, nickname, email setting or password change can be made through Setting. 

Students can access it by the Account menu, or by Side menu. 
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3.3 How to administrate the Serious Game 

 

Creating teacher account 

It requires logging with a teacher account, which will be provided by the local InnoSchool project 

partner. When a teacher is appointed, he/she will receive an email like this one: 
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Click on the “Set a password” button to create a password for your teacher’s account. You will first 

need to provide your email address (the same as the one on which you received the email). 

 

 

Then you need to set your password and remember it for your next logins in the admin of SG: 
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Administration 

 

The access for administration part of the SG is through 

 http://admin.innoschool-learningsystem.eu/ 

 

 
 

 
 

1. When you log in into your teacher account, you will see the page of your school. Here you can 

see the school info, admins, other teachers and all the classes.  

To create a new class, click on the „Create class“ button. 
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2. Here you will fill out the name of your class, select default language, and mark if the class will 

play Basic or Advanced level of the SG, and then click on the „Create class“ button. 

  

3. You will see your new class here. You can only manage the classes that are yours. “All 

classes“ button will show the list of all classes for the school.   

 
 

4. Classes shows list of all classes of the teacher. The advanced level classes are marked  Click 

on the class name to enter it. 
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5. When you enter your class, you will have to create teams for students. Click on the „Create 

team“ button.  

  

 
 

6. This screen will show up. Fill out  the required empty fields. To create a team, you must add 

at least one student. 
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7. Once you fill out all the necesary information, click on the „Create team“ button.  

 

 
 

8. Here is the team you have just created. Click on the bar to go into the details of the team’s 

game progress. 
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9. The three dots button in the end of the team’s bar opens menu with more actions, related to 

deactivation or deleting of the team, settings, and generating a password. 

 

 

Note the CODE for the team is appearing in the team’s bar. It is a unique identification code, 

which you have to provide to the team in order to log in and play in the student’s interface of 

the SG. 

 

10. In case of a team request for password resetting, teacher will be notified with a message and 

an indicator for attention next to the team.  
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Teacher can either click on the notification or on the button that appears in the overview of the 

Team “Reset Access”. 

 

Then a new screen opens and the Teacher should click the “Secret Code” button. It will be 

generated a Secret Code that the teacher needs to forward to the student. 

 

 

11. Click on the team’s name to access its individual page.  
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.  

In the top of the individual team’s page there are buttons opening the administration for each 

level. The levels are locked (see red padlock indicator).  To unlock a new level, click on the 

„Unlock “ button in the level you want the team to work on. 

 

 

 

 

Once it is unlocked, the padlock indicator will turn green and the first section – level intro  is 

opened. No need the teacher to unlock the sections within the level, as each section 

http://www.interreg-danube.eu/innoschool


 

 

Guidance for teachers on using ILS  
 

 
   
Project co-funded by the European Union funds (ERDF, IPA, ENI)           www.interreg-danube.eu/innoschool 
 

 

40 

automatically opens when the team completes the previous one.  

 
When the team complete the work in a section, it is indicated as completed,  

 
12. Once the team has played through a quiz, you will see their points next to it. You can also click 

on the magnifier button on the right to see their answers. 
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13. When you click on the icon, you will see the answer the team provided and whether they are 

correct or not.  
 

 

14.  Once the team has submitted their open tasks, you can evaluate them. You will see a notice 

„Waiting for evaluation“. Click on the icon on the right to see the answers. 

 

 

 

Gained points from 
this question 

Which of the 
answers is correct 

How the team 
answered 
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Here you can see the answer provided.  

 

 

15. To evaluate the answer, choose a rating between Not yet fulfilled and Completely fulfilled for 

each criteria, put your comment for the team and click on evaluate.  
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16. The total points for the task will get displayed on the Review line. To go back to the team’s 

page, click on the team’s name in the bar on the top. 
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Now you will see the points you gave in the team’s page. You can evaluate the rest of the tasks.   

 

 
 

 

17. Once you finish evaluating the tasks, click on the „Finish Evaluation“ button. This is final. Once 

you click on this, you cannot change the points.  
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18. After clicking the button, it will change into „Evaluated“.  
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19. In case of non-satisfactory solutions of the open tasks, the teacher may require the team to 

rework them by clicking on the button "Send for rework".  
 

 
 

The open tasks will be accessible for team again in their previous version. Teams are able to 

change the content and submit the reworked texts again.  

 

20 To allow team to pass again some section, teacher may open it through the Reset button, in 

the More actions (three dots button) menu.  
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Attention! Resetting Quiz or Open Tasks sections will cause losing all of the answers/ 

solutions and resetting the points.  
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4. Teaching ILS - step–by–step guide  

 

4.1 Methodology/General instructions 

 

The ILS methodology is based on the unique combination of SG as an educational tool, 

lecturing and guidance from the teacher, reflection in class and practical tasks for 

accumulation of social entrepreneurial knowledge and skills.  

The methodology of ILS is characterized with the following aspects: 

- Gamification – the teaching process is organized around the Serious Game. SG 

presents students with the relevant theory and assignments, simulation environment 

for developing social entrepreneurial idea, other gaming elements, like scoring and 

competition. 

- Practical and experiential - learning entrepreneurial knowledge/skills is 

implemented through relevant practical tasks, which requires the teams to gain 

experience in developing their own social business project. 

- Flexibility - although ILS comes with a detailed teaching plan for the online and offline 

sessions, it allows a flexible application, taking into account the local specifics. This 

means that teacher may adjust the training according to the previous knowledge of the 

students, available time for offline sessions, opportunities for involving experts, 

organizing visits of social entrepreneurs, creative methods for teaching, etc.   

The flexibility solutions, which teachers may use, are: 

- adjusting the number of offline sessions 

- flipped classroom teaching - the key activities to be part of the offline sessions, while 

Serious Game parts like the theory and some practical tasks to be done out of class 

- minimum load of obligatory open tasks / more optional tasks available  

- optimization of the team work through division of the tasks between the team 

members 

- peer collaboration, when more advanced teams may support those who are not so 

advanced 

- digital channels for communication and teaching additionally could be included. 

Offline session is of great importance, it gives opportunity for a contact teacher-team, teacher – 

class, team – class. In this session the teacher is not only teaching and explaining, but discusses 

with the students the content and tasks and asks them to reflect, share their positions and 

experience, and actively explore. This session is for reflecting on the previous content and for 
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instructions on how the teams to work on the following open tasks. The teams may further 

elaborate, present and get feedback from the class and the teacher on their open tasks.  

For the offline sessions teachers may use methods like classroom discussions, debates, 

brainstorming, questions for teams or class, examples from teacher, or students (if they know 

some) to support the explanation of the terms, work in groups on identifying key learning points, 

presentations from teacher or teams, or guest – speakers with experience in social 

entrepreneurship and others. Teachers’ role here is also to give clear explanation on the new 

topics. Tools helping to differentiate the characteristics of the key theoretical terms like tables, 

lists, charts, images, video, internet tools and etc. could be useful. Additional tasks and methods 

related to developing empathy, social sensibility, motivation to continue the journey, could be 

included too.  

The teacher should encourage students start identify themselves with social entrepreneurs. He 

should support the teams by mentoring while they develop their business ideas. Usually many 

questions arise and players/teams progress differently at their own pace. Teachers can guide the 

teams with guiding questions, referring to proper examples and tools, helping them to shape their 

own idea and gain confidence.  

 

4.2 Assessment mechanism 
  

The evaluation of the open tasks is made by the teacher within the administration of the Serious 

Game. For each open task within the SG there are provided 4 specific criteria. The teacher has to 

make assessment for each of the criteria, awarding points according to respective grade of 

fulfillment. The total sum indicates the grade of accomplishment, which gets automatically 

transformed into number of supporters. 

Example of assessing a task: 

 

Open Task: Mission statement (Basic and Advanced level, Module 2):  

 

1. Teachers’ assessment grid: 
 

Criteria: Points   
Scale: 
4 = completely fulfilled (100%) 

Example 

3 = mostly fulfilled (75%)  

2 = partly fulfilled (50%)  

1 = slightly fulfilled (25%)  

0 = not yet fulfilled (0%)  
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a) The team formulates their mission 
statement with 1-3 sentences. 

 3 (75%) 

b) The team describes the unmet social need 
they intend to address. 

 2 (50%) 

c) The team describes briefly what they want 
to achieve. 

 2 (50%) 

d) The team describes what they are going to 
do. 

 3 (75%) 

Points scored (from possible points)  10 (of 16) 

Score in percentage  62,50% 

 

All criteria are equally weighted. If one or more criteria are assessed with “0”, the team can 
proceed within the Serious Game but still has the chance to further improve this task (e.g. within 
an offline activity in class and through reworking it).  
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4.3 ILS Modules 

 

  4.3.1 Introduction to ILS and the Serious Game 
 

Summary 

The initial session of the training is dedicated to introduction to the ILS, the Serious Game, 

motivational work with students and forming the teams, which will continue playing/learning in 

the forthcoming ILS modules.  During this session, students will have their first contact with the 

ILS Serious Game and its rules.  They will learn about the social entrepreneurship from a video 

and through reflection could gain better understanding of this new concept.   

  

Mixed session 

 

     I) Mixed session - Offline part:  

Topic: Introduction to ILS and the Serious Game 

Learning objective:  

- to introduce students to ILS, its objectives, organization of the training and how 
students could benefit from it 

- to introduce students to the SG 
 
This first session will include: 

- filling the initial Impact questionnaire by students 
- forming students’ teams  

 

Estimated duration: 20 min  

Type of activity: presentation from teacher, reflection 

Teacher´s guidance for the activity:  
1) The Impact questionnaire is a tool, intended to measure the students’ progress by 

comparing the data collected before and after the ILS training. Teacher/school may 
perform analyzing the data for one or more classes. Various online survey tools (e.g. 
Google Forms, Survey Monkey, etc.) can be used to provide easier access for students and 
quick analyzing of the data.  

 
Ask students to fill in the Initial Impact questionnaire (Annex 1without posttest items).  

 
2) The teacher needs to explain to the students the objectives of the ILS training and its 

specifics, emphasizing on its  

- Relation to the problems that exists in the society and environment 
- Developing empathy  
- Developing practical entrepreneurial skills 
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- Learning by doing 
- Using unique web-based serious game 
- Interschool competition 

 

To motivate students for active involvement teacher may point the acquisition of 

important for the future entrepreneurial skills and knowledge and the opportunity the 

young people to create solutions for challenges that they recognize in the society.  

Teacher has to inform students about the duration and organization of the training, and 

also how will be evaluated the teams.  

3) Forming the teams  
 

At this moment when the students are aware of the ILS training, before continuing with 

the SG, they have to form teams, which will play, learn and present their results during the 

whole ILS training. Depending on the class size, the teams could comprise of 2-4 members, 

totally 5 -8 teams per class. Teamwork can be exciting for young people, voluntary 

separation can be easily accomplished or, depending on individual characteristics, the 

teacher can form teams of different and complementary characters. 

Create teams in advance out of class, as described in steps 5-7 of section “How to 

administrate the SG”, and provide teams with the codes during the first session.   

Assure all teams have created password and remember it for further logins.  

Instruct teams to go in Settings and set their email, where they will receive Reset 

password messages.  

4) Introduction to the Serious Game 
 
Before continuing online, teacher has to introduce the Serious Game. 

 

             II) Mixed session - Online part: 

The aim of this introductory part of the SG is to bring the students into the world of social 

entrepreneurship, uncovering its potential for solving social challenges.  

The start of the SG gets the player into a short video, telling the story of Mervyn and how he 

decided to become a social entrepreneur. This storytelling video will help to engage the students’ 

attention with the topic, and encourage them to continue the journey. It is also explaining the 

social entrepreneurship concept.  
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In this session the students have to learn also the rules of the SG. Let them read carefully the rules 

section online and then comment again crucial parts to be sure that they will follow the rules later 

on while playing.   

A discussion on the conceptual understanding of the social entrepreneurship could be made after 

the intro part. 

Proposed questions for reflection:  

✓ What is business about? 

✓ Why was Mervyn unhappy, even though he had a successful business?  

✓ What social problems recognized Mervyn in his community?  

✓ What alternative proposed Marge to the young entrepreneur Mervyn? 

✓ Looking at this video what is the difference between the entrepreneur and the social 

entrepreneur? Profit is the main goal for which type of enterprises? What could be the 

profit of a social business reinvested in? 

✓ Who benefits from the activity of the social enterprise? 

✓ Is it possible for the young people to start a social business? Do you see yourselves as 

social entrepreneurs, doing good, while doing business? 

More about the social entrepreneurship will be learned in the next sessions. Encourage students 

to be patient and persistent while moving forward in the training.  
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 4.3.2 Module 1 

 

Learning outcomes: 

With finalizing Module 1 the students will be able to: 

1. understand and describe the concept of social entrepreneurship  

2. understand, describe and distinguish between the terms volunteer work, 

philanthropists, charity, foundation, association, humanitarian organization, innovation 

and social innovation, entrepreneurship, and social entrepreneurship  

3. understand the difference between social entrepreneurs, and volunteer work  

4. recognize social needs  

5. explain relevant theories  

 

 

Summary 

In this first module of the ILS training the students will be introduced to basic terms such as 

innovation, social innovation, entrepreneurship, social entrepreneurship, and social 

entrepreneur. Often students have some experience, or easily connect socially related activities 

with social entrepreneurship, which may lead them to some confusion. That is why in this module 

they will learn what is volunteer work, philanthropists, charity, foundation, association, and 

humanitarian organization, and distinguish these terms from social entrepreneurship. Level 1 

provides good learning pathway for achieving this goal. In addition, it is accompanied by 

instructions for short introductory offline session and a reflection offline session, which will go 

through the social needs and challenges within the community and relate them with opportunity 

for change. Furthermore, Level 1 of the Serious Game will present the six social topics (Scenarios).  

 

 

   Mixed session  

 

     I) Mixed session - Offline part: 

 

Note: This part is optional and teacher can decide to include it, to shorten it, or to continue 

directly with the SG 

 
Topic: Introducing Social Needs  
 
Learning objective: To raise awareness about social needs and challenges  
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Type of activity: Classroom discussion  
 
Estimated duration: 10 min  
 
Teacher´s guidance for the activity:  
Ask the class to discuss social needs that they recognize in their neighborhood, community, region, 
country or world. You can write the answers down on flipchart or white board. 

The discussion should be led to point out concrete social needs and challenges, related to student’s 

perspectives.  

Suggested questions: 

- What social needs/problems have you noticed in your country/local community? 

- Which groups of people are affected? 
- Are they the same/similar? 

- How significant the social problem is?  

- Why does this problem exist? 

- How can you learn more about the problem? 

The teacher, as moderator of this discussion will make a summary at the end, emphasizing on the 

opportunities, which arise from the social needs, in particular for the teams to initiate change. 

Materials needed: Flipchart or white board, PC, projector, screen 

 
II) Mixed session - Online part: 

 
The teams start playing Level 1. Going through Theory they will understand and distinguish 

between the terms: 

- volunteer work, philanthropists, charity, foundation, association, humanitarian 
organization  

- innovation and social innovation 
- entrepreneurship, and social entrepreneurship 

In this, as well as in the other levels, students will be surprised by quiz questions, while they 

play.  

When Theory is completed, next section – Quiz will be opened automatically.  

Remind students to read carefully the Theory and repeat if needed, in order to do the quiz 

successfully. Quiz cannot be reopened and if they fail on it, they will lose supporters and Hero, 

which affects the overall ranking.  Instruct teams to be concentrated and to take decisions quickly, 

as the quiz is for time. After the time is finished, they will get fewer supporters. Teams should not 

influence each other while answering quiz questions.  
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Next step for the teams in the SG is to introduce to Scenarios, representing the 6 social topics:  

- Caring for an aging population 
- Child welfare 
- Disadvantages and challenges in peripheral and rural areas 
- Inclusion of excluded groups 
- Shift of society towards environmental responsibility 
- Workforce migration, brain drain. 

  

Students have to read all of the social topics and choose the one, which to inspire them for their 

future social business idea. When a scenario has been opened, it will be marked. After opening 

and reading all, teams have to select one scenario through the Select scenario button, which opens 

the next windows. 
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Only when scenario is selected, players could continue with the next SG section - Open tasks. It 

should be completed in the next online session, out of class.  

 

   Offline session  

 
Topic: How Social Entrepreneurship and Entrepreneurs are responding to Social Needs?  
 
Learning objectives:  

- to raise understanding that social needs could be transformed to opportunities for social 
entrepreneurship 

- to help students analyze the social needs on regional/national level and specify which 
social need they are going to elaborate within the Serious Game 

Type of activity: presentation and classroom discussion / brainstorming 

Estimated duration: 45 min 
 
Guidance for the activity:  
Present successful social entrepreneurs (using videos, articles, brief oral presentations, or 
Supporting material 1) and start a discussion.  Additionally, play different videos about social 
entrepreneurship and social entrepreneurs, social innovations.  
 
General examples are listed below, but you can find some local/regional examples   
https://www.youtube.com/watch?v=9QdhABLacUs  
https://www.youtube.com/watch?v=9_g5RqwW51I   
or https://www.youtube.com/watch?time_continue=122&v=1ecKK3S8DOE&feature=emb_logo  
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Exemplary questions:  
1. What kind of idea did those social entrepreneurs start with? 
2. Where did the ideas come from? 
3. How did they develop their ideas into successful social businesses? 
4. What is the common for all social businesses presented? 
 
Ask class to discuss social entrepreneurs that they recognize in their neighborhood, community 
or region. For the purpose of this activity you may refer to some knowledge/experience that 
student might have already, e.g. known example of a social business, or observance on a specific 
target group, etc. 
 
1. Which social businesses do you recognize in your town/region?  
2. What are they doing?  
3. For whom?  
4. Why? 
 
Furthermore, the teacher could lead the discussion to pointing out concrete social business ideas.  
The teacher, as moderator of this discussion will make a summary at the end, emphasizing on the 
opportunities, which arise from the social needs, in particular for the teams to initiate change. 
 
Materials needed: Flipchart or white board, PC with speakers, projector and screen 
 

   Online session 

 

This session is for unattended work of the teams on the Open tasks presented in Level 1 of the SG:  

Basic: 

Task 1. Social challenges 

Identify and list at least 3 social needs/problems/challenges in your community. Describe briefly 

these societal problems in 2 sentences each (e.g. what is the problem, who are in need, why it is 

challenging, etc.)..  

 

Advanced:  

Task 2. Social needs in your neighborhood 

1. Can you find social needs in your neighborhood/town/region related to the 6 social scenarios 

presented in the game? Describe them by answering questions like: 

- What type of disadvantaged people are there in your region?  

- What is the most important social need related to the elderly people?  

- And related to children?  
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- Is your region suffering from disadvantages and challenges similar to those in peripheral or rural 

area? 

- Has the society in your region already shifted towards environmental responsibility?  

- Is your region facing brain drain and depopulation? What are the consequences?  

2. What is your community doing to tackle these social problems? What are the 

institutions/municipality doing to address these challenges? 

 

 

Optional: 

Task 3. Search for social innovations  

What types of social innovations are there? Use several relevant internet sources to answer the 

question. Find at least five different kinds of innovation.Give examples, describe what social 

challenge was tackled and explain what the social innovation exactly looks like. 

 

What will we have at the end of Module 1 

- awareness about Social Needs  
- Teams formed 

- presented Scenarios  
- explained Concepts social entrepreneurship, social innovation, social entrepreneur  

- understood how Social Entrepreneurship Responds to social needs 

- recognized Social Need in the community 

- social needs seen as an Opportunity for a Change 
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  4.3.3 Module 2 

Learning outcomes 

As an outcome of Module 2 students will be able to: 

1. list key areas/initiatives of the social entrepreneurship  
2. identify social entrepreneurs 
3. list characteristics of a successful social entrepreneur 
4. recognize and list social needs, problems and challenges  
5. identify sectors and companies where social entrepreneurs work  
6. focus on a social need in their surroundings with the intention to find solutions for it  
7. create vision board in order to capture ideas related to a certain topic        

 

 

Summary  

Within the first offline session of Module 2 the teams have to decide which will be their social 

business idea. Through the SG the students will learn about famous social entrepreneurs in the 

history and the important characteristics of the social entrepreneurs. They will get to know also 

how the EU protects the social rights of its citizens.  

In Level 2 there is a special section of Case studies in SG, which to inspire youth and help them 

gain insight into social entrepreneurship.  

From here on the teams have to start generating their ideas and determine what will be their 

mission. In the offline session they will start with creating a vision board – a mindmap of their 

work. 

 

 

Mixed  session  

         I) Mixed session - Offline part: 

Topic: Reflection on Module 1 and Chosen Social Need 
 
Learning objective:  

- to help students to decide which social business idea to choose  
- to gain experience in team discussion  

 
Type of activity: Oral presentations of students and classroom discussion  
 
Estimated duration: 15 – 25 min  
 
Teacher´s guidance for the activity:  
Each team representative will briefly present their preferences toward particular social need or 
more of them. During the oral presentations teacher will write down the social needs on flipchart 
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or white board. After the presentations, the teacher will ask students to discuss, agree and write 
down answers to the following questions: 

1. Which social need will be taken into consideration? 
2. What is the social business idea your team is going to elaborate within the SG? 
3. Where did the idea/s come from? 
4. Which groups of people are affected? 
5. Are there already operating similar social businesses in your town/local community?  

 
Students will discuss the above questions in teams and present their answers to other students 
and the teacher. Teacher will ask other students to comment and give feedback on presented 
ideas. 

The discussion should be led to point where each team will start defining their social business 

idea. 

Materials needed: Flipchart or white board 

 
           II) Mixed session - Online part: 

 
The Theory of Level 2 presents some famous social entrepreneurs in the history.  It also reveals 

what are the necessary characteristics of a social entrepreneur, grouped in the so called 10 D’s –  

1. Dreamer – with a vision of the future 
2. Decisiveness – making decisions swiftly 
3. Doer – act quickly 
4. Determination – implementing their venture with full commitment 
5. Dedication - dedicated to their business 
6. Devotion – executing their project with real pleasure 
7. Details - control of details 
8. Destiny – they are "owners" of their destiny 
9. Dollars – money are not the prime motivator, but an indicator for the success 
10. Distribute – sharing control of their venture with the team 

In order to understand how the EU guarantees the protection of the social rights of the people, 

students are introduced to the European Pillar of Social Rights.  

Level 2 contains a special section – Case study. There the teams will get to know one case study 

in the field of their chosen social need topic plus the opportunity to learn about 5 others.  

 

Encourage them to read all the case studies and to refer to them throughout the whole training. 

Each example presents an existing successful social enterprise, its mission, the social problem, 

that it strives to overcome, core products, challenges, social impact, target groups, and business 

components. 

Next, students continue with Quiz questions for Level 2.  
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    Offline session  

 

Topic: Vision Board  

Learning objective:  
- to enable students to capture ideas related to a certain topic 
- to brainstorm ideas and agree on the most appropriate to work on 
- to formulate mission statement  
- to visualise their idea through a vision board  

Teaching method: brief explanation about vision board elements and a workshop  

Duration: 45 min 

 
Guidance for the activity:  
The teachers will present several opportunities for creating visual boards 

1. Using pictures 
2. Drawings 
3. Creating a 3D vision board by using relevant objects 
4. Creating a PowerPoint presentation, or online (7 apps and websites for developing vision 

boards) https://www.developgoodhabits.com/online-vision-board/ 
5. Or a combination of that all. 

 

After the brief introduction, the teacher will ask students to answer the following questions and 

write them down at the vision board. Students will work in teams. 

Additionally, teacher will distribute and present examples of missions (Supporting material 2) 

and give instructions to students how to create their own.  

Students should answer the following open questions: 

1. What is the mission of your social /enterprise?  
2. What will be your social enterprise doing?  
3. What will be its core product/service? 
4. Please describe the social problem/social need your social enterprise will address. 

 
Materials needed: Flipchart or white board, printed examples of (social) companies’ missions, 
flipchart paper, markers or PC, Smart phones and printer  
 

    Online session  

It contains the following tasks: 

                                     

Basic and Advanced 

Task 1. Mission Statement  

Create one sentence that will briefly describe what you want to achieve. This will be your mission 

statement and  it will be in the focus while you  create your social business model  canvas in the 

next levels.  
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Formulate your mission briefly, but precisely so that everybody can understand. Write your 

mission statement here (1-3 sentences) by answering the following:  

What are you going to do (offer/produce) and what is the unmet social need that you intend to 

address?  

 

Task 2. Vision board  

 

For creating the vision board you have several opportunities, e.g.: using pictures, drawings, 

creating a 3D vision board by using relevant objects, creating a PowerPoint presentation, write it 

as a post on social media, or prepare a little image/text for your website or for media publication. 

Feel free to be creative! 

Upload your team´s vision board to the game. 

 

 

Advanced  

Task 3. Where do social entrepreneurs work? 

 Identify sectors and companies where social entrepreneurs work in your community/in your 

country/or other European regions. Make a list of min. 5 different examples by giving the sector-

company-activity. 

 

 

Optional 

Task 4. European Pillar of Social Rights 

Think back to the topics you have read before in this module. What are the twenty principles and 

rights of the European Pillar of Social Rights? Make an internet research and find 10 to 15 social 

rights of the European Pillar. 

 

Task 5. What did you learn from the case study?  

Write a short text answering questions about the case study that was presented to you in this 

level: 

- What is the mission of the social entrepreneur/enterprise?  

- What is the social entrepreneur/enterprise doing?  

- What is its core product/service?  

Please describe the social problem/social need the social entrepreneur/enterprise addresses.  
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The work on the tasks about the mission statement and vision board has already begun in 

previous offline session. These are very practical initial steps of the whole path that the students 

have to go while developing their idea. Teams might need to look how are defined the missions in 

the case studies or in other examples from the real life.   

 

What will we have at the end of Module 2 

- awareness about the important Characteristics of the Social Entrepreneur 

- presented SG Case Studies 

- Selected Social Need to work on by each team 

- defined Mission Statement for each team 

- visualized social business idea through a Vision Board  
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4.3.4 Module 3 

 
Learning outcomes 

At the end of Module 3 students will be able to: 

1. illustrate strengths, weaknesses of the chosen topic 
2. identify, understand and demonstrate opportunities 
3. predict threats 
4. elaborate own ideas to social business/initiative 
5. apply and integrate social entrepreneurial skills and critical thinking 
6. will present the teams´ vision boards 
7. present their social business/initiative idea 

 
                                                        

 

Summary  

Teams will continue with presenting and reflection on their vision boards.  

Module 3 clarifies how social entrepreneurship differs from the conventional entrepreneurship. 

Unlike the economic business, which has purely financial goals, the social enterprise is driven by 

the will to overcome a social problem, while reconciling it with an economic profit/return or social 

dividend. Illustrative examples of both types of business help students distinguish between them, 

so they could focus more precisely on the social goal of their social idea. The social and economic 

businesses may deliver same products/services, but they are different due to their objectives and 

the way their activity concerns the social welfare.  

A new theoretical input – SWOT analysis is presented in Level 3 and clarified with examples and 

further explained by the teacher. SWOT analyse is widely used for assessing 

idea/project/business/etc. With this tool, students will be able to analyse their social idea. This is 

one of the important tasks to implement within the module. The peer-review and feedback will 

help for more realistic stating of the teams’ ideas.  

 

Mixed  session  

I) Mixed session - Offline part: 

Topic: Reflection on Vision Boards  
 
Learning objective:  

- to elaborate their ideas 
- to receive and give feedback  

 
Type of activity: Oral presentations of vision boards or on flipchart paper per team and classroom 
discussion (feedback) 
 
Estimated duration: 15 min.  
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Teacher´s guidance for the activity:  
Teacher will ask other students to comment and give positive feedback and to comment what 
should/could be improved. Each team representative will briefly present their vision board and 
ask other students for feedback.   
The following questions will be answered (the feedback shall be related to them) 

1. Is the mission understandable? 
2. Can you tell which social business idea is behind it, only based on mission statement? 
3. Is the core product/service relevant for target group? 
4. Overall appearance of the vision board (interesting, informative, colorful etc.) 

 
The teacher, as moderator of this discussion/feedback session will summarize up to 3 positive 

answers and up to 3 recommendations for improvement, per team, so if necessary teams could 

further elaborate their vision boards and ideas.  

Materials needed: Flipchart or white board 

II) Mixed session - Online part: 
 

Level 3 explains what are the drivers of social entrepreneurs and of conventional 

businesspersons, and what are the main differences between social enterprises and economic 

business, illustrating it with easily understandable examples.  

SWOT analysis – a strategic planning technique for identifying strengths, weaknesses, 

opportunities, and threats is presented theoretically and through an example. Using SWOT teams 

will be able to analyse their social ideas. 

Afterwards students are ready to do the Quiz. 

   

   Offline session 

  

Topic: Formulate Your SWOT Analysis 
 
Learning objective:  

- to illustrate strengths, weaknesses of the chosen topic 
- to identify, understand and demonstrate opportunities  
- to predict threats  

 
Type of activity: Brief instruction about SWOT analysis and a workshop  
 
Estimated duration: 30 min.  
 
Teacher´s guidance for the activity:  
Students shall read the explanation about SWOT analysis in the game. Before actual work on 
development of SWOT analysis, teacher can briefly repeat that SWOT stands for S-strengths, W-
weaknesses, O-opportunities and T-threats.  
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After brief instruction, students will work in teams on the provided Worksheet 1 to create SWOT 
analyses of their social business idea or on a chosen topic. 

Materials needed: Flipchart or white board, flipchart paper, markers, PC, projector and a screen. 

  Online session  

Basic and Advanced 

Task 1. Formulate your objectives 

 Look at your mission statement and formulate 3-4 objectives you would like to achieve. Try to 

answer to the following questions: 

- What is the social need you would like to respond to? 

- What is the main activity – products/services of the social business? 

- Who will benefit from your social business? 

- What will be changed for better? 

 

                           

Task 2. SWOT analysis of your business idea 

Create a SWOT analysis of your social business idea together with your team members by 

answering the following questions: 

Strengths: Think about your social business ideas' attributes that will help you achieve your 

mission. 

Weaknesses: Think about you and your social business's attributes that could hurt your progress 

in achieving your objective and realize your mission statement. 

 

Opportunities: Think about the external conditions that will help you achieve your mission 

statement and objective. 

 

Threats: Think about the external conditions that could damage your social business's 

performance. 
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What will we have at the end of Module 3 

- Peer-Review of the vision board  

- Understanding of the Difference between social and economic entrepreneurs 

- formulated Objectives of the team’s social business 

- teams prepared SWOT Analysis of their social business idea   
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  4.3.5 Module 4 

 

Learning outcomes: 

When completing this module, students will be able to: 

a. define terms such as marketing strategy, social media, team and management 
b. classify and categorize activities related to marketing and management 
c. analyse community networking and cooperation possibilities 
d. solve more complex research tasks related to the marketing strategy for social 

entrepreneurs: market segmentation 
e. start to create their own social business model canvas (by analyzing the followings: 

demand for product/service, user/target group/beneficiaries, how much will pay, 
then how to present their product, through which channels, social media and other 
modern channels for marketing) 

f. elaborate own ideas to social business/initiative 
 

Summary  

Module 4 is extending the knowledge and skills of students in planning their customer 

segmentation, marketing and management tasks. First, the teams have to ask themselves the core 

questions: What, why, to whom and how are you offering your product?  

Segmentation of the market is used to classify the target customers and beneficiaries. For assuring 

good financial results each business (incl. the social ones) needs to plan carefully the marketing 

mix that it will use. The students will learn about the 4Ps and 7Ps of marketing.  

Developing and visualizing a business model is made through Business Model Canvas method, 

which is presented in SG. In addition, students will be introduced to the Social Business Model 

Canvas, which is more appropriate for the social idea structuring. In the offline session it should 

be explained in more details before students start to elaborate it. This module focuses only on the 

blocks type of intervention, segments, channels and (social) value proposition.  

 

Mixed session  

      

I) Mixed session - Offline part: 

Topic: Reflection on SWOT Analysis  
 
Learning objective:  

- to elaborate their ideas 
- to receive and give positive and negative feedback 

 
Type of activity: Oral presentations of SWOT analyses or on flipchart paper or on PC, per team 
and classroom discussion (feedback) 
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Estimated duration: 15 min.  
 
Teacher´s guidance for the activity:  
 
Teacher will ask other students to give feedback and to comment what should/could be improved. 
Each team representative will briefly present their SWOT analysis and ask other students for 
feedback.   
The following questions will be answered (given feedback shall be related to them) 

1. What important factors did you discover about your social business? 
2. Why did you choose to analyze those factors?  
3. Which part of the SWOT analysis do you find most important for your social business? 

Why? 
The teacher, as moderator of this discussion/feedback session will summarize maximal 3 positive 

answers and maximal 3 recommendations for improvement, per team.  

Materials needed: Flipchart or white board, PC, projector and screen. 

II) Mixed session - Online part: 

Level 4 provides teams with guiding questions to discuss, research and answer: who could be their 

customers, which marketing and management tasks they have to deal with, and which kind of 

community networking possibilities are there. They will work on the following questions to clear 

out their ideas:  

1. What are you offering? – as a social business sells both a product and a mission 

2.  Why you are offering your social service/product/process? – thinking of both what is the 

value they deliver along with their product to the customers, and also how they are impacting 

their target groups.  

3. Who you are offering it to? – determine who their customers are and who their social 

beneficiaries are. Students will learn how to do market segmentation, based on geographical, 

demographic, psychographic and behavioral characteristics of the customers  

4. How you are offering it? – how to sell the products/services. Students are introduced with 

marketing mix for planning their marketing strategy.  

The theoretical part of Level 4 also includes business modeling with the method Business Model 

Canvas (BMC). It is presented with its 9 building blocks: Key Partners; Key Activities; Key 

Resources; Cost Structure; Value Propositions; Customer Relationships; Channels; Customers 

Segments and Revenue Streams.  

More specific tool designed to help social entrepreneurs is the Social Business Model Canvas 

(SBMC). With its 13 building blocks it will support teams to model their idea within this and the 

following module. SBMC is based on the BMC and has additional division of: 

- Value Proposition to Social Value Proposition, Customer Value Proposition and 
Impact Measures;  

- Segments to Beneficiary and Customer  
Besides it contains also Key Stakeholders, Type of Intervention and Surplus blocks.  
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The knowledge from the theory part will be checked within the Quiz section of Level 3. 

Offline session 

 

Topic: Social Business Model Canvas (SBMC) – part 1 

Learning objective:  
- elaborate own ideas to social business/initiative; 
- apply and integrate social entrepreneurial skills and critical thinking; 
- collaborate and interact in teams; 
- divide tasks within the team; 

 
Type of activity: Brief explanation and a workshop   
 
Duration 45 min 
 
Teacher´s guidance for the activity: 
Provide teams with the Worksheet 2 with questions, related to type of intervention, segments, 
channels, and marketing mix. The teams need to briefly discuss internally the guiding questions 
and try to answer them. Distribute also the canvas template (Worksheet 3) to the teams. Note 
that the template can be adapted in order to enable students to provide useful outcome both for 
the SBMC and for the Social Business Plan.  
 
The students should understand that the blocks of the canvas are intertwined, so this is not simply 
filling empty boxes task, but a multidimensional designing process, through which the social 
business idea is clarified in more details. 
 

Materials needed: Flipchart or white board, flipchart paper, markers, PC, projector and a screen  

 

Online session  

The open tasks in this module are: 

Basic and Advanced 

Task 1. Your Social Business Model Canvas - Type of intervention:  

Answer the following questions about the type of intervention: 

- What are you selling? 

- What are the main features of your social product or service? 

- What is the format of your intervention and what will the social business do? 

- Are you producing something or is it a service? 

. 

 

 

Task 2. Segments 
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Describe the segments you want to target: 

- Are your customers and the social beneficiaries of your business the same target group or are 

they different groups? 

- Who are your customers? 

Where do they live/work, age, habits, interests, customer behavior, what are their needs, that 

you would like to satisfy with your products, ...? 

- Who are your beneficiaries? 

Where do they live/work, age, education or other status, what are their social needs ,...? 

 

Task 3. Channels 

How are you going to reach your customers? 

Explain the way you deliver your product/service. 

How are you going to communicate about your product? 

How do you intend to maintain the customer relationship? 

How will you assure informing and involving of your beneficiaries? 

 

Task 4. Value Proposition 

 Discuss the following issues within your team and describe the value proposition of your social business in 
the box below! 

What are you solving for your customers? 

What kind of benefits will you bring? 

Think about reasons you would say to convince your consumers to buy your product or service. 

Here, you can describe the social Innovation element of your idea as well. You are bringing 

forward an important solution to a social problem.  

What makes your idea more likely to be effective than others´? 

Think about new methods, ideas, or products/services to solve the social problem. 

 

 

Advanced 

 

Task 5. How are you offering  your product / service?  

Define your marketing mix by referring to the (4 Ps) ): 

Product 

Price 

Promotion 

Place 

What will we have at the end of Module 4 

- Peer-Review of the vision board  
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- Social Business Model Canvas started to be developed by each team 

- Type of intervention determined  

- Market Segmentation prepared 

- Marketing mix planned 

- Value proposition determined 
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4.3.6 Module 5 

 

Learning outcomes: 

 

After completing this module, students will be able to: 

1. define terms such as main costs and incomes, attracting investments, fundraising, 
price, expenses, revenue, profit 

2. calculate product/service  
3. classify and categorize activities related to marketing and management according to 

the social business model canvas; 
4. analyse fundraising possibilities 
5. analyse how to distribute generated profit in order to be a social entrepreneur 
6. solve more complex research tasks related to the marketing strategy for social 

entrepreneurs: market segmentation,   
7. create their own social business model canvas (by analysing the followings: demand 

for product/service, user/target group/beneficiaries, how much will pay, then how 
to present their product, through which channels, social media and other modern 
channels for marketing, etc.  

8. create team´ common opinion with the help of the placemat and empathy map 
methods. 

 

Summary  

In the first offline session students will learn more about empathy map and using it for better 

developing their idea, through knowing their target customers and beneficiaries.  

In addition, they will learn key financial terms as Income, Revenue, Price, Cost, Expenses, Profit, 

Fundraising, Crowdfunding, Blended value, Community benefit, Impact investing, and Social 

finance. Module 5 continues with SBMC for business idea modeling. The topics to be discussed 

within the teams and elaborate as blocks from the canvas are key activities, key resources, 

partners & key stakeholders, cost structure, revenue, and surplus.  

During the offline sessions and open tasks the teams need to specify their own ideas through this 

technique.  

 

Mixed session  

 I) Mixed session - Offline part: 

Topic: Empathy Map Related to the Target Groups (costumers and/or beneficiaries)  
 
Learning objective:  
- to help students strengthen empathy with their target groups 
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- to create better understanding of the needs and the problems, that the beneficiaries are 
experiencing  
- to make students aware with the behaviour of their beneficiaries and customers   
 
Type of activity: Brief explanation and a workshop   
 
Duration 25 min 
 
Teacher´s guidance for the activity: 
Provide teams with the Worksheet 4 and ask them to imagine that in the center of it is their 
potential user (customers / beneficiaries).  
The teams need to briefly discuss internally the guiding questions in each block of the template, 
and try to answer them. Too much detailing is not needed at this stage, since the goal is to help 
them identify themselves with their target group. The map template can be adapted in order to 
enable students to provide useful outcome. The outcome of the activity could be applied within 
the SBMC and Social Business Plan.  
 
After making the segmentation in the previous module, students need to get closer to their key 
users (customers / beneficiaries), which is crucial for the further business planning. Based on this, 
students can finalize the open task “Value Proposition” from Level 4. 
 
If further explanations are needed, additional questions could help clarify the usefulness of the 
mapping exercise: 

- Who are your customers? 
- Who are your beneficiaries? Are they the same population as costumers? 
- Why not? 
- Are you able to describe your social business idea from the perspective of the users 

(costumers and/or beneficiaries)? 
- Are you becoming more companionate about the affected people, if you use this 

perspective-taking approach? 
- Will you be able to give more adequate solutions for their needs? 

 
Materials needed: Flipchart or white board, flipchart paper, markers, PC, projector and a screen  
 
 
 
II) Mixed session - Online part: 

 
In Level 5 students will learn that the social business needs a clearly defined legal structure and 

financial objectives before looking for financing.  It is emphasized that the potential of the idea is 

assessed through its social impact. Investors also look for leadership skills of the social 

entrepreneur and devoted to the idea team. 

Before looking for financing the students will have to get insight into the legal structure of the 

social business and clear financial objectives need to be defined.  
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Students will get to know the following terms: income, revenue, price, cost, expenses, profit, 

fundraising, crowdfunding, blended value, community benefit, impact investing, social finance.  

The Level continues with the SBMC, explaining its relevant building blocks.  

The Quiz section is including questions related to these topics.  

 

 Offline session  

Topic: Social Business Model Canvas (SBMC) – part 2  
 
Learning objective:  

- elaborate own ideas to social business/initiative; 
- apply and integrate social entrepreneurial skills and critical thinking; 
- collaborate and interact in teams; 
- divide tasks within the team; 

 
Type of activity: Brief explanation and a workshop   
 
Duration 30 min 
 
Teacher´s guidance for the activity: 
Teacher will provide more explanation on the financial terms, using the provided presentation in 
the module.  
 
As in previous module with the help of the Worksheet 3, the students will develop SBMC, 
discussing the questions related to key activities, key resources, partners & key stakeholders, cost 
structure, revenue, and surplus.  
The teams already gained experience with elaborating the SBMC in previous module, but remind 
them for the option to divide the tasks for better efficiency. At this stage they feel more confident 
with their idea, nevertheless they will need teacher’s support to go deep into the details. It is 
important to teach them to be realistic, when planning their idea. 
Remind them to follow how each elaborated block from their social business model fits to the 
whole canvas. 
 
Materials needed: Flipchart or white board, flipchart paper, markers, PC, projector and a screen  

 Online session  

With these tasks the teams will continue elaborating their SBMC, which they already started in 

Module 4, and worked on it during the offline sessions. Due to a higher workload, an extended 

period or additional offline session in class could be considered for completing and submitting 

the tasks.  

BASIC and ADVANCED 

 

Task 1. Key Activities 
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There are things that your social business has to do, deliver, or produce to deliver value to 

customers and make an impact.  

What are the activities you must pursue? 

 

Discuss the following issues within your team and fill in the box! 

- list the key activities that must be carried out. 

- describe what your social business has to develop and produce. 

- describe what value your social business has to deliver to customers. 

- describe what your social business has to do in order to achieve the added value. 

 

Task 2. Key Resources 

Discuss the following issues within your team! 

- describe the physical, intellectual, human and financial key resources you need. 

- define which resources are most important for achieving success. 

- define resources that you already have. 

- define which resources you need to acquire or develop. 

 

Task 3. Partners & Key Stakeholders 

Discuss the following issues within your team! 

Who are the people and groups that you plan to involve achieving success? 

Consider funders, partners, suppliers, etc. for collaboration. 

What value will they bring? 

 

Task 4. Cost Structure 

Get an overview of the main costs and discuss the following issues within your team! 

What are the major elements of cost involved in delivering your work and meeting needs? 

Differentiate between fixed and variable costs. 

What resources and activities are most expensive? 

How will you control your main costs? 

 

Task 5. Revenue 

Discuss the following issues within your team: 

What are the main sources of earned income, grants, and donations that you will generate 

to support our work?  

Consider both one time transactions and recurring payments. 

Ideally, how much would each source contribute to our overall income? 

Think about how you will achieve a sustainable balance.  

 

Task 6. Surplus 

Discuss all the following issues within your team: 

How much surplus do you hope to generate annually? 
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What will the profit be used for? 

What proportion will be reinvested? 

How do you plan to reinvest this surplus in the support of your organization and in the 

service to your community? 

 

What will we have at the end of Module 5 

- Created empathy map of customers/beneficiaries by each team 

- Social Business Model Canvas developed by each team 

- Key Activities and Key Resources planned 

- Partners & Key Stakeholders planned 

- Cost Structure planned 

- Revenue planned 

- Surplus planned 
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4.3.7 Module 6 

 

Learning outcomes: 

With finalizing this module, students should be able to: 

1. create and develop a first version of a social business plan 

2. elaborate own ideas to social business/initiative in more details 

3. apply and integrate social entrepreneurial skills and critical thinking 

Summary  

After going through all the content in the previous modules, and preparing the Social Business 

Model Canvas, in this module the teams will prepare their first version of a social business plan. 

They will discuss what should be the content of it and how to elaborate it. Further they will 

continue with developing it as much as detailed as possible.  

 

Mixed session  

 

I) Mixed session - Offline part: 

Topic: Social Business Plan development – Marketing Mix and Competition 
 
Learning objective:  

- to understand the steps in planning social business  
- to understand and apply marketing mix tool 
- to familiarize themselves with competitor analysis  

 
Type of activity: Brief instruction and a workshop  
 
Estimated duration: 45 min.  
 
Teacher´s guidance for the activity:  
During this and the next offline session(s) the students will work on their social business plan 
and get prepared to answer the SG tasks of Level 6. Teacher may present the structure of the 
social business plan, using the provided presentation (Supporting material 6). 
 

1) Marketing mix 
Teacher will ask students to think about their social business idea and to briefly describe 
marketing mix tool they are going to apply.  
 
Product  
When assessing a product, imagine what customers would be looking for in the product: 

• Product quality 
• Product usage  
• Product appearance (presentation, packaging, etc.) 
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• Product price 
 
Place or distribution 

• Is the location of your business important? 
• Do you need a store/plant or it is an online business? 
• Is your distribution strategy different from your competitors? 

Price 

• What is costumers’ perceived value of your product/service? 

• How much do your competitors charge for the same or similar product/service? 

• Do you think slight price decrease could significantly increase market share?  

Promotion  

• How are you going to send marketing message to your costumers? 

• Which communication channels are you going to use (social media, advertising on TV, 

radio, printed media etc.)? 

• What is promotional strategy of your competitors? Is it effective?  

 
After finalizing the part related to the marketing, the teams need to analyze their competition.    
 

2) Competition 
Teacher will ask students to think about their social business idea and to briefly describe their 
competitors answering questions in Worksheet 6.   
 

Materials needed: Flipchart papers, markers/pencils  

II) Mixed session - Online part: 
The online part is a short introduction to developing the social business plan, which will happen 

physically with the collaborative work of the teams, coached by their teacher.  

 

  Offline sessions  

Topic 1: Social Business Plan development – Organization Breakdown Structure and Risk 
Management    
 
Learning objective:  

- to understand the steps in planning social business  
- to familiarize themselves with organization breakdown structure   
- to prepare risk analysis    

 
Type of activity: Brief instruction and a workshop  
 
Estimated duration: 45 min.  
 
Teacher´s guidance for the activity:  
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1) Organizational breakdown structure 
Teacher will ask students to think about people, that they are going to engage. Students will 
discuss and fill in their plan:  

- How many people they need in specific departments (e.g. Marketing, Finance, Production 
etc.) 

- What kind of background, experience and expertise is needed? 
 
Students can present organization structure in diagram or as text.  
 
2) Risk management 
Teacher will ask students to think about possible risks that might influence their social business.  
Students will discuss and elaborate following questions and decide what appropriate mitigation 
measures are.  

- What kind of risks are there? Consider both the workplace as a whole and individual work. 
Consider the probability of the event and whether it will have a large or small impact on 
your social business. 

- How will you mitigate those risks? What can be done? What steps can be taken to prevent 
the loss? 

Materials needed: Flipchart papers, markers/pencils  

 Offline sessions  

Topic 2. Social Business Plan Development - Financial Management     
 
Learning objective:  

- to understand the steps in planning social business  
- to understand and calculate cost, price, balance sheet, income statement, revenue and 

profit 
 
Type of activity: Brief instruction and a workshop  
 
Estimated duration: 45 min.  
 
Teacher´s guidance for the activity:  
Teacher will ask students to think about following questions while preparing financial plan. 

1. How much start-up capital do you need?  
2. What sources are available to provide seed capital? (fund, donation, bank) 
3. What are expenses?  
4. Calculate annual revenue and profit 
5. How you are going to divide profit (where you plan to invest your surplus)? 

 
Distribute Worksheet 7 and ask students to work on the financial tables and questions: 

1. Start-up capital and sources of funding example (balance sheet) 

2. What are expenses?  
3. Revenue  

4. Calculate annual income and profit - Planned Income statement  

5. Briefly describe how you are going to divide profit  
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Materials needed: Flipchart papers, markers/pencils  

  

 Online session 

Advanced  

Task 1. Organizational structure 

Try to answer the questions bellow: 
• Which personal connection to the mission is needed? 
• What kind of background, experience, expertise is needed? 
• What kind of networks do you need to access to resources? 
• What expertise don’t you have and how will you plan to get it? 
• How might the team composition and board change over time? 
 

Task 2. Product 

Try to answer the questions bellow: 
• Describe what your product or service, program is about, and explain how it works and what 
you offer to whom. 
• What is your Unique Selling Proposition? Why is your product/service better than the others on 
the market?  
• How do you know that your product/service has a chance on the market? 
 

Task 3. Market analysis and target group 

Try to answer the questions bellow: 
• What is the “social market” need and size of the opportunity?  
• Who is your target group? Who are the beneficiaries or customers? How will you serve them?  
• Who are your stakeholders and allies? 
 

Task 4. Competition 

Try to answer the questions bellow: 
• Who are the competitors?  
• Competitors: what other approaches to solving the social problem have been tried?   
• What have been the experiences of other service providers?   
• How could you transfer those experiences to your own business? 
 

Task 5. Sale and price 

Try to answer the questions bellow: 
• How to determinate price per product/service? 
• Define sales options. 
• Break down milestones of the planned sale. 
• Describe different sales scenarios. 
 

Task 6. Place 

Try to answer the questions bellow: 
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Describe selling channels and how are you going to reach your costumers: 
• Explore possible sales channels. 
• List pro´s and con´s regarding the different sales channels. 
• Define the own planned sales channel/s. 

Describe at least one planned sales channel in detail.  
 

Task 7. Promotion 

Try to answer the questions bellow: 
• How do you communicate about the problem and solution?  
• What stories can you tell and show; what examples/pictures can you share?  
• What kind of communication channels would you use? 
• Social media and website presence  
 

Task 8. Your marketing plan 

Try to answer the questions bellow: 
• Describe your Marketing communication 
• What is your message?  
• Describe the problem you address: Why is it important? What is the scale? What are the 
contributing factors? What are the root causes? 
• Describe also the opportunities: Why is it solvable? What would the world look like (your vision) 
if you solved it?  
  
Task 9. Describe your social business 

Try to answer the questions bellow: 
• Describe the activities of your social business 
• What are the Outputs and Outcomes of your business? 
• What is the Impact of your social business and how are you going the measure it? 
• What specifically does your program look like?  
• What initial management and governance structure will you put in place to implement the 
strategy?  
• What partnerships or collaborations would be critical or useful?  
• On what experience/knowledge did you build your solution?  
  
 

 

Optional 

Task 10. Risk management 

Try to answer the questions bellow: 
• What kind of risks are there?  
• Estimate and analyze the identified risks. 

• How will you mitigate those risks? Define at least 3 different mitigation strategies. 

•  Describe in detail one risk mitigation strategy. 
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Task 11. Financial plan 

Try to answer the questions bellow: 
• How much start-up capital do you need?  
• What sources are available to provide seed capital? (fund, donation, bank) 
• What are expenses?  
• Calculate annual revenue and profit? 
• How you are going to divide profit (where you plan to invest your surplus)?  
 

What will we have at the end of Module 6 

- Elaborated Marketing mix  

- Analyzed Competition 

- Developed Organization structure 

- Prepared Risk Analysis  

- Financial plan prepared   

- Acquired competence to plan entrepreneurial action 

- Ready Social Business Plan of each team 
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4.3.8 Finalizing the ILS Training 

 

 

Summary  

This is the closing session of the ILS training. For the Basic level it comes after Module 5 and for 

the Advanced – after Module 6. During this session the teams will do their final presentations, 

the results and final ranking will be announced.  

Teacher will make summary of the training. He/she mayalso give guidelines for further 

development of the teams’ social business ideas and for opportunities for participation in other 

competitions  

At the end of the session the students will fill in the final impact questionnaire. 

 

 

Offline sessions  

Topic: Finalizing the ILS training 

Learning objective:  

- summarizing the results of the training 
 
This final session will include: 

- final teams’ presentations  
- filling the final Impact questionnaire by students 

 

Estimated duration: 45 min  

Type of activity: presentation from teams and teacher 

Teacher´s guidance for the activity:  
The teams have the opportunity to present their final social business ideas (not very extensively 

due to the time limitations): 

- for the Basic level – the developed teams’ Social Business Model Canvas  

- for the Advanced level – the developed teams’ Social Business Plan 

Teacher will make a short summary of the training, emphasizing on the results – what has been 

achieved and what prospects have the students/teams from now on.  

Teacher will announce the two best ranked within the SG teams per class.  

If possible, teacher could suggest opportunities for further development or participation of the 

teams/social business ideas in other social entrepreneurial competitions/accelerating programs 

or similar  
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Ask students to fill in the final impact questionnaire (Annex 1 with the posttest items), collect the 

data and use it for assessing the impact of the ILS training 
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5. Appendix 

Get prepared for ILS  

Checklist for teachers to assure smooth learning process 

1. Plan the duration of the training by: ☐ 

a. Consulting with the How to use ILS section about the minimal duration and 
assuring enough time (in class sessions) for implementing the training [see page 
9 - 12] 

 

  

b. Consider the specifics of the class   

c. Use flexibility options presented in Methodology/General instructions section  

2. Technical conditions check: assure enough computers with internet access and web 
browser for each team in the class  and communicate with students the need to use 
computer/device with internet access out of class too 

☐ 

3. Initial self-assessment of students – Questionnaire for students (Annex 1), provide 
students with the questionnaires (without the items for the posttest), collect and use it to 
analyse the data.     

☐ 

4. Assure SG login of the students:  

Before the first session  

a. create class [see how on page 40]  ☐ 

b. create team account for each team [see how on page 42].  ☐ 

During the first session in class  

c. provide the teams with their unique team’s code [as noted on page 46]  ☐ 

d. instruct teams to create password and remember it for the next logins [see how on page 
15-16 ] 

☐ 

e. instruct teams how to set their email [see how on page 37] ☐ 

During the next sessions  

f. In case of forgotten password, instruct teams how to reset it [see how on page 16] ☐ 

5. Unlock the Level that the students will work on [see how on page 46-47] 

No need to unlock the sections within the level, as unlocking goes automatically, when 
previous section is completed.  

Resetting of completed sections is possible, but be aware, that resetting of Quiz and Open 
tasks section will cause loosing of the team’s scoring and the solutions in it.  

 

6. Use the instructions from the ILS Modules section to perform the training in the level. If 
the guidance propose worksheet, prepare it in advance and provide it to all teams   

☐ 

7.  Evaluate the submitted tasks of each class/team after each level to complete the level at 
the latest before students reach the open tasks of the next level [see how on page 51-58] 

☐ 
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8. Handling technical issues - if any technical problems are experienced either during the 
work with student’s interface, or teacher’s interface, most probably they occur due to web-
browser, or other computer system issue. In this case you need to contact your local 
administrator. Solutions to some technical issues that could appear: 

☐ 

a. Visualization and size issues within the students interface – use Zoom settings in your 
browser 

 

b. To go back in the dashboard, use Home button instead of Back button from the browser  

c. Error 403/unauthorized action – login again in your account   

d. When team can not access the game and following message is displayed "Team is 
deactivated", the teacher should activate the team changing the status from "Disabled" 
to "Enabled". 

 

e. When team can not access the game and following message is displayed "These 
credentials do not match our records.", make sure, that the inserted team´s code and 
password do not contain any additional characters (e.g. blank space) 

 

f. In case the game application got stuck in any step of the flow or only the blank page was 
loaded, please reload the page at the browser. 

 

9. Finalize the  training:   

a. Announce the winning team in class, based on the SG results. ☐ 

b. Final self-assessment of students – Questionnaire for students (Annex 1), provide 
students with the questionnaires (incl. posttest items), collect and use it to analyse the 
data.    

☐ 
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Terms/glossary  

 

Angel investors are individuals with surplus cash and a keen interest to invest in upcoming 
startups. They also work in groups of networks to collectively screen the proposals before 
investing. They can also offer mentoring or advice alongside capital.    Angel investors have helped 
to start up many prominent companies, including Google, Yahoo and Alibaba. This alternative 
form of investing generally occurs in a company’s early stages of growth, with investors expecting 
up to 30% equity. They prefer to take more risks in investment for higher returns. 

Beneficiaries: The people, communities, broader society and environment that a social 
enterprise seeks to reach through its activities. Beneficiaries can be affected positively or 
negatively by the activities of the enterprise. Beneficiaries can be divided into direct and indirect 
or primary and secondary, depending on their relationship with the benefits. 

Blended value reflects the fact that “value” incorporates social, environmental, and financial 
considerations. Social enterprises and impact investors are concerned with blended value. 

Business model: A business model describes the rationale of how an organisation creates, 
delivers, and captures value, in economic, social, cultural or other contexts. The process of 
constructing a business model is part of the business strategy. In theory and practice, the term 
business model is used for a broad range of informal and formal descriptions to represent core 
aspects of a business, including purpose, business process, target customers, offerings, strategies, 
infrastructure, organisational structures, sourcing, trading practices, and operational processes 
and policies including culture. 

Commercial banks are the first place that entrepreneurs go when thinking about funding. 
Funding from bank would involve the usual process of sharing the business plan and the estimate 
details, based on which the loan is approved. 

Community benefit refers to the total benefit (social, environmental, and economic) to a 
community, including the families and individuals within it, of a particular activity. 

Cost is the amount or equivalent paid or charged for something 

Crowdfunding - the practice of funding a project or venture by raising money from a large 
number of people who each contribute a relatively small amount, typically via the internet. 

Entrepreneurship - the capacity and willingness to develop, organize and manage a business 
venture along with any of its risks in order to make a profit. 

Expenses are the costs incurred in or required for something.  

Fundraising - the seeking of financial support for a charity, cause, or other enterprise. 

Impact investing is investing in companies, organizations, and funds with the intent of 
generating a measurable social and environmental impact alongside a financial return. 

Income - money received, especially on a regular basis, for work or through investments 
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Innovation is the process of translating an idea or invention into a good or service that creates 
value or for which customers will pay. 

Marketing mix The marketing mix is a tool which helps to understand what the product or 
service can offer and how to plan for a successful product offering. The marketing mix is most 
commonly executed through the 4 P's (7P) of marketing: Price, Product, Promotion, and Place 
(People, Process and Physical Evidence).  

Marketing strategy: The marketing strategy lays out target markets and the value proposition 
that will be offered based on an analysis of the best market opportunities.  Philip Kotler & Kevin 
Keller, Marketing Management, Pearson, 14th Edition 

Price - the amount of money expected, required, or given in payment for something. 

Profit - a financial gain, especially the difference between the amount earned and the amount 
spent in buying, operating, or producing something. 

Revenue - income, especially when of an organization and of a substantial nature. 

Self-funding, also known as bootstrapping, is an effective way of startup financing, especially 
when you are just starting your business. First-time entrepreneurs often have trouble getting 
funding without first showing some traction and a plan for potential success. You can invest from 
your own savings or can get your family and friends to contribute. This will be easy to rise due to 
less formalities/compliances, plus less costs of rising. In most situations, family and friends are 
flexible with the interest rate. 

Social Entrepreneurs are individuals with innovative solutions to society’s most pressing social 
problems. 

Social Entrepreneurship is the process of finding and implementing innovative and 
sustainable solutions to solve important and neglected problems of society, leading to Social 
Innovation when more effective solutions are found. Building sustainable models to meet social 
challenges and needs is of utmost importance in modern society. 

Social finance - is an approach to managing money that delivers a social dividend and an 
economic return. 

Social Innovations are new ideas that meet social needs, create social relationships and form 
new collaborations. 

Stakeholder: Any party that is affecting or affected by the activities of an organisation. Typically, 
the most prominent stakeholders are direct or target beneficiaries, though stakeholders as a 
group also includes an organisation’s staff and volunteers, its service-users and investees, its 
suppliers and purchasers and most likely the families and communities of beneficiaries and those 
close to them. 

SWOT analysis is a strategic planning tool that helps to identify strengths and weaknesses of 
a business idea/business/project/etc., as well as opportunities and threats that exist 
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The European Pillar of Social Rights is about delivering new and more effective rights for 
citizens that can be also consider as social needs. It expresses 20 principles and rights classified 
into three main groups. Equal opportunities and access to the labor market; Fair working 
conditions; Social protection and inclusion 

Venture capitals are professionally managed funds who invest in companies that have huge 
potential. They usually invest in a business against equity and exit when there is an IPO or an 
acquisition. VCs provide expertise, mentorship and acts as a litmus test of where the organization 
is going, evaluating the business from the sustainability and scalability point of view. 

Volunteer: A person who voluntarily offers himself or herself to performs a service willingly and 
without pay. For the purpose of this report, differently from pro-bono and low-bono supporters, 
volunteers offer unskilled labour. 

 
Source:  
www.profitbooks.com  
www.entrepreneur.com 
www.evpa.eu.com  
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Worksheets 

 

Module 3  

Worksheet 1: Formulate Your SWOT Analysis  

 
Answer the following questions while formulating SWOT analysis: 
 
 

In
te

rn
al

  

Strengths 

What are your advantages or what 
can you do better than the others? 

Weakness 

What do you need to improve? 

 

 

 

 

 

 

 

 

 

E
xt

er
n

al
  

Opportunities 

What conditions may have positive 
impact? 

Threats 

What obstacles could you face? 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

What can be a subject of analysis? 

1. Financial resources: 

- Capital 

- Cash flow 
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- Access to additional funding 

 

2. Physical assets: 

- Infrastructure, facilities/premises  

- Equipment, means of transport 

 

3. Managerial, Supervisory and Operational Skills 

- Managerial skills 

- Technical knowledge and experience 

 

4. Market 

- Price versus competitor price, market share 

- Product/service quality 

- Whether there are new markets for new products? 

- Location of the company 

 

5. Production Process 

- Appropriate production flow and machinery 

 

6. Management Information 

- Is the necessary information available? 

- Are they available in time to make suitable decisions to implement corrective actions? 

 

7. Supplies 

- Are they sufficient in terms of quantity, quality and price? 

- Are there new available materials that will be useful to the company? 

 

8. Social environment 

- How does a social business adapt to the market and how do people accept it?  

- Are there any special prejudices, habits and prejudices for a particular social business in 

the community? 
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Module 4  

 

Worksheet 2: Social Business Model Canvas - part 1  

Questions to be answered 

1. Type of intervention - What are you selling? Are you producing something or is it a 
service? What are the main features of your social product or service? What is the format 
of your intervention and what will the social business do? Please, describe.  

2. Segments: Whom do you address with your intervention? Who are your customers 
and who are your (social) beneficiaries? Are the ones who pay (customers) also the ones 
who use or benefit from the activity of your social enterprise or are they different 
groups?  

- Briefly describe your target customers (where they live/work, age, habits, 
interests, customer behavior, what are their needs, that you would like to satisfy 
with your products etc.)  

- Briefly describe your social beneficiaries (where they live/work, age, education 
or other status, what are their social needs etc.) 

 
3. Channels:  

- How are you going to reach your customers? 
- How will you assure informing and involving of your beneficiaries? 

4.  Value Proposition: Differentiation is an important element when building a social 
business and create real value to beneficiaries. What makes you different than your 
competitors? What are you solving for your customers? What kind of benefits will you 
bring? Think about reasons you would say to convince your consumers to buy your 
product or service. Describe the value proposition of your social business.  

 
5. How you are offering it? (for advanced students only) 

- What are the main types of the marketing mix you are going to use? 
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Worksheet 3: Social Business Model Canvas template
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Module 5  

Worksheet 4: Empathy Map Related to the Target Groups (costumers and/or 

beneficiaries)  

An example with explanation how to fill in the empathy map 
 

 
Source: http://gamestorming.com/wp-content/uploads/2017/07/Empathy-Map-006-PNG.png 

 
Guiding questions: 

Step 1: Establish Focus and Goals 

Who is the person for the map? 

This is the user who you want to understand and empathize with. Summarize his or her situation 
and role. If you have multiple personas, each one will need their own map. 

What is the desired outcome? 

This is what you hope the user will do. What does success look like? For example, what does he or 
she need to do differently or decide? While the exercise is about building empathy and not selling 
or designing anything, answering this question helps focus participants and set context for the 
activity. 

Step 2: Capture the Outside World 
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There’s no set order for completing each section, but I have found it more productive to start with 
the observable activities in the user’s world. Participants often generate these more easily than 
the more introspective steps. Start by examining the user’s experience and imagine what it is like 
to be her. Complete the sections of the map to capture what she sees, says, does, and hears. 

What does she SEE? 

What is she encountering in her daily experiences? These could be people, their activities, or 
things. What are the people around her doing? What is she watching, reading, and exposed to in 
her environment or the marketplace that could influence her? Consider alternative products and 
services or something the competition is doing. Remember this is her world, not yours, so don’t 
assume that your company or product is commanding her attention. Even if your email newsletter 
is fantastic so are the other 20 in her inbox. 

What does she DO and SAY? 

What are her behaviors and how does she conduct herself? What is her attitude and what does 
she say? This may change depending on where she is, who she is with, or is nearby. Attitude can 
be actions towards others or how she conveys something. If applicable, note how her behavior 
has changed recently or changes in a public versus private settings. For example, she used to 
constantly post on Facebook until she told everyone that it was evil. Now she secretly uses it and 
stalks but doesn’t post. 

What does she HEAR? 

What is the user hearing and how is it influencing her? Consider personal connections with family, 
friends, and coworkers along with what is being said in the media by bloggers, social media 
influencers, and experts in fields. Focus on things that impact her thinking—not superfluous 
information streams. Influencers should focus on the people, things, or places that influence how 
the user acts. Skip the Beyoncé chatter. 

Step 3: Explore Inside the Mind 

After completing the outside elements, the focus moves inside the mind to explore the thoughts 
and feelings that are internal to the user and not observable. These might be inferred, guessed, or 
captured in direct quotes during research. This is the central point of the exercise, as teams 
imagine what it is like to be in someone else’s head. 

What does she THINK and FEEL? 

What matters to the user that she is thinking about it? Consider positive and negative sides of 
thoughts. What makes her feel good or bad? What does she worry about or what keeps her up at 
night? Her mind is exploring paths and possibilities as she considers doing or trying something. 
How does she feel? Frightened? Excited? Anxious? 

Next, explore the specifics of her pains and gains. What does success and failure look like? Capture 
frustrations and challenges, the obstacles that stand in her way. What goals and dreams does she 
have? Gains are what she aspires to achieve or have. 

Source: https://www.uxbooth.com/articles/empathy-mapping-a-guide-to-getting-inside-a-users-head/ 
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Module 5  
 

Worksheet 5: Social business model canvas-part 2  

Questions to be answered 

1. Key Activities: What are the activities you must pursue in order to deliver service, or 
manufacture the product/s to make an impact to your consumers and/or beneficiaries?  
 
2. Key Resources: What resources do you need? Which resources will be most important 
to achieving success? These resources could be human, financial, physical, or 
technological.  
 
3. Partners & Key Stakeholders: Who are the people and groups that you plan to involve 
in achieving success? What value will they bring? (e.g. funders, partners, suppliers). 
 
4. Cost Structure: What are the major elements of cost involved in delivering your work 
and meeting needs? What resources and activities are most expensive?  
 
5. Revenue: Most social businesses rely on a mix of revenue streams to become financially 
sustainable. What are the main sources of earned income, grants, and donations that you 
will generate to support our work? Ideally, how much would each source contribute to 
our overall income? Think about how you will achieve a sustainable balance. 
 
6. Surplus: All social businesses must make a surplus (=profit) in order to remain afloat 
and deliver on their mission. How much surplus do you hope to generate annually and 
what proportion will be reinvested? In what ways will you reinvest this surplus in support 
of your organization and in service to your community? 
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Module 6 

Worksheet 6: Competition 

 

 Your business Competitor 1 Competitor 2 Competitor 3 
Main 
characteristic of 
product/service 

    

What do you 
(they) stand for? 

    

Price (low, 
medium, high) 

    

Quality of whole 
experience 
(product and 
service) 

    

Availability of 
product/service 

    

What social 
impact do (you) 
your competitor 
have 
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Module 6 

Worksheet 7: Financial Tables 

 
1. Start-up capital and sources of funding example (balance sheet) 
 

No. Initial investment  Amount  No. Sources of funding Amount  

1. Premises   1. Own capital  

2. Equipment   2. Bank loan   

3. Vehicle   3. Donation    

4. Fixture   4. Joint venture   

5. Stocks of raw material 
and supplies  

    

6. Other     

      

      

7. Total   5. Total   

 
2. What are expenses?  
 

Expenses  Amount per year 

Wages   

Rent   

Insurance   

Office supplies   

Cost of raw material   

Utility cost  

Cost of promotion   

Other   
 

3. Revenue  

Services/products Unit  Price per unit Total  

Service/product 1    

Service/product 2    

Donations, grants etc.    

Total per year  
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4. Calculate annual income and profit - Planned Income statement  

Description  1st year  2nd year 3rd year  

Total income    

Total expenses     

Profit/loss (total 
income-total 
expenses)  

   

Tax (if any)    

Net profit (profit-tax)    
 

5. Briefly describe how you are going to divide profit  

Examples: 

▪ Invest in delivering more of your social purpose 

▪ To pay dividends to shareholders or investors  

▪ To pilot or test new projects/products/services 

▪ To invest in developing the business (such as buying assets, equipment, creating new job 

roles etc.) 

▪ Invest in local community (support for beneficiaries) 
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Annex 1: Impact questionnaire for students  

 
* * * 

This questionnaire includes 45 statements, and will take about 10 minutes to complete. There are 
no right or wrong answers. Your honest opinion is what counts. 
 
For each statement, choose the number that best describes your opinion. Use the entire scale as 
much as possible. 
 
Strongly     0  1 2 3 4 5 6 7 8 9 10        Strongly  
disagree            agree 
 
- - - - - - - - - - - - - - - - - - - - - - - - -  
Your ID Code / Name, Surname:  (text entered by a student) 
Gender: male, female, other (drop-down menu selection) 
 
School: School 1 (selection, drop-down menu; for each country, selection of Pilot participating 

schools will be included) 
 
Country: Austria (selection, ‘drop-down’ menu; only one option available per country) 
 
1.  Are you familiar with the entrepreneurship / social entrepreneurship concept?  

Yes (Yes/No, drop-down menu selection) 
2. Is somebody in your family entrepreneur?  

 Yes (Yes/No, drop-down menu selection) 
3.  Do you know the difference between an enterprise and a social enterprise? 

Yes (Yes/No, drop-down menu selection) 
4. Do you know any social entrepreneur? 

Yes (Yes/No, drop-down menu selection) 
 
 
Section 1 of 3 
 

Questions 

Strongly 
disagree 

    
Undecided      Strongly 

agree 

0 1 2 3 4 5 6 7 8 8 9 10 

1. When I am 
facing a big 
project that 
has to be 
done I 
don´t have 
any 
problems 
getting 
started. 

            

2. I am fairly 
curious 
and I am 
continually 
in search of 
discovery 

            

3. I am 
always 
optimistic 
about my 
future.  
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4. When I 
have a lot 
of 
important 
things to 
do, I find it 
easy to 
make a 
plan and 
stick with 
it. 

            

5. I always 
give the 
best of 
myself in 
everything 
I do. 

            

6. When I 
take on a 
project I 
have 
confidence 
that I will 
carry it out 
successfull
y. 

            

7. I manage 
my stress 
well in 
ambiguous 
and 
uncertain 
situations. 

            

8. Meeting 
tomorrow’
s deadlines 
and doing 
other 
necessary 
work 
comes 
before 
tonight’s 
play.  

            

9. I can learn 
from my 
mistakes. 

            

10. I can easily 
adapt to 
changing 
situations. 

            

11. I pay 
attention to 
the needs 
of others. 

            

12. I usually 
know how 
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Section 2 of 3 
 

to help 
others who 
need that. 

13. I offer help 
to those 
who need 
me. 

            

14. I like to 
show 
interest in 
other 
people. 

            

15. I intend 
someday to 
start my 
own 
company 
or 
business. 

            

Questions 

Strongly 
disagree 

   
 Un-

decided 
   

 
Strongly 

agree  

0 1 2 3 4 5 6 7 8 9 10 

1. I can come 
up with 
creative 
ideas for 
certain 
problems 

           

2. I usually 
record my 
ideas on a 
phone or in a 
notebook 

           

3.  I like 
challenges 
and beating 
the odds 

           

4.  I feel in 
charge of 
making 
things 
happen 

           

5.  I spend 
time 
identifying 
long-term 
goals for 
myself 

           

http://www.interreg-danube.eu/innoschool


 

Project co-funded by the European Union funds (ERDF, IPA, ENI)                www.interreg-danube.eu/innoschool                                                                                                                         
 

105 

6. I am 
confident I 
can lead 
others to 
accomplish a 
goal 

           

7. I am 
confident I 
can make 
changes 
when things 
do not go as 
planned. 

           

8. I keep 
track of all 
mistakes 

           

9. Before 
tackling a 
difficult task 
I imagine 
success 
scenarios. 

           

10.  I act only 
after 
thinking 
carefully 
about a 
problem. 

           

11. I can 
work well 
with a wide 
range of 
people 

           

12. I am 
quick at 
making 
decisions 

           

13. I am a 
person who 
is fully 
dedicated to 
solving a 
problem   

           

14.  I always 
try to find a 
way to work 
around 
obstacles; 
nothing 
really stops 
me. 

           

15.  When I 
experience a 
problem, I 
take the 
initiative in 
resolving it. 
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Section 3 of 3 
 

Questions 
Strongly  
disagree 

    
Undecided     Strongly  

agree 
 0 1 2 3 4 5 6 7 8 9 10 

1.  I can originate 
new ideas and 
products. 

           

2.  I can come up 
with ideas that 
respond to 
current issues. 

           

3. I can describe 
the need and 
propose its 
theoretical 
solutions. 

           

4. I can assess the 
potential and 
risks of my 
business idea. 

           

5.  I can formulate 
a set of activities 
in pursuit of 
opportunities. 

           

6. I can see new 
market 
opportunities for 
new products and 
services. 

           

7. I can set real 
goal and go for it. 

           

8.  I can create a 
business model 
and work with 
auxiliary tools to 
help me evaluate 
the potential of 
my intention. 

           

9.  I can identify 
potential sources 
of funding for 
investment. 

           

10.  I can estimate 
all the financial 
resources and 
costs of a project. 

           

11.  I can estimate 
what is the 
greatest potential 
of people on the 
team. 

           

12. I can convince 
others to join me 
and work 
together on my 
vision. 
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Items used only for the posttest 

 
1. Express your satisfaction with the online part of the social entrepreneurial education in 

the project: 
 

Strongly 
Dissatisfied 

0 1 2 3 4 5 6 7 8 9 10 Strongly 
satisfied 

 
 

2. Express your satisfaction with the offline part of the social entrepreneurial education in 
the project: 
 

Strongly 
Dissatisfied 

0 1 2 3 4 5 6 7 8 9 10 Strongly 
satisfied 

 

3. As a participant to this project, how likely are you to recommend this experience your 

friends and acquaintances? 

 
Not at all 
probable 

0 1 2 3 4 5 6 7 8 9 10 Extremely 
probable 

 

Thank you! 

 

  

13. I can 
articulate the 
vision and values 
of the team. 

           

14. I can provide 
constructive 
feedback to other 
team members 

           

15. I can work 
with others' ideas 
and use them for 
the benefit of the 
whole team. 
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Web links  

http://www.businessdictionary.com/definition/innovation.html 

https://web.archive.org/web/20080225104053/ 

http://ashoka.org/social_entrepreneur 

https://www.youtube.com/watch?v=9QdhABLacUs 

https://www.youtube.com/watch?v=9_g5RqwW51I  

https://www.youtube.com/watch?v=bWAxdYN0dlc 

https://www.blackandwhitestudios.nz/blog/mission-statement-examples 

https://www.developgoodhabits.com/online-vision-board/ 
https://www.uxbooth.com/articles/empathy-mapping-a-guide-to-getting-inside-a-users-head/ 

https://www.nngroup.com/articles/empathy-mapping/  
http://gamestorming.com/wp-content/uploads/2017/07/Empathy-Map-006-PNG.png  

 

Contact Points  

 

LP and local PP contacts – to be listed here 
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