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About the project 

Title: Empowering young adult learners with Special Educational Needs 
Reference: 2017-1-PT01-KA204-035904 
Duration: from 01-11-2017 to 31-10-2019 
Action: Erasmus+ Strategic Partnership (KA204) 
 

Erasmus+ project ‘Empowering young adult learners with Special Educational Needs’ (SENpower) aims to 
bridge this gap by empowering a significant and even increasing percentage of youths with Special 
Educational Needs (SEN) by bringing the concept of entrepreneurship closer to young adult & VET learners 
with SEN. In other words, SEN young adults will be empowered with new skills and competences and this, 
in turn, will have a significant impact when it comes to active citizenship for these young people. 
 
Website: http://www.senpower.eu. 
 
 

Project partners 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
This project has been funded with support from the European Commission. This publication reflects the 
views only of the author, and the Commission cannot be held responsible for any use which may be made 
of the information contained therein. 
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INTRODUCTION 

The 'Supporting Knowledge underpinning module IO3 relates to:  

-Entrepreneurial competences 

-Entrepreneurial skills in practice 

-Games/exercises related to enhancing entrepreneurial competences  

The training manual aims to provide trainers, teachers and young adult learners with tools and 

resources to train young adults with SEN in entrepreneurship.   

This training manual has been developed taking into account: 

- The preliminary research done under IO1 

- The results of the surveys carried out after the pieces of training already carried out within 

the framework of the project 

- Sessions including discussions and making suggestions after each training activity, with the 

attendance of the training team and the partners of the project.     

 

As commented in previous Senpower’s Intellectual Outputs (visit www.senpower.eu) the manual aims to 

adapt standard entrepreneurship education to SEN learners, promote inclusive context for learning 

entrepreneurship, ensure that every SEN learner has equal accessibility to entrepreneurship education, 

combine various didactic methods to teach entrepreneurship to SEN learners, and to help professionals 

master entrepreneurship education and special needs education.   

 

To do so, this IO3 has been designed to reach or highlight the following key issues: 

- The importance of showing diversity as an added value in entrepreneurial activities or actions 

as well as in work teams, thanks to the wider vision provided by diverse people in comparison 

with teams built on affinity or made of similar individuals. 

- The need for using tools and contents focused on “learn by doing” instead of traditional (and 

unidirectional) methodologies based on master classes, reading and writing long texts. In this 

sense, trainers (or teachers) take the role of facilitators or drivers of the workshops and 

sessions, and their main task is aimed at helping students to build their own knowledge. 

 

Based on the previous research made by all partners involved in the project and those data obtained from 

the Senpower’s trainings C1, and C2 the content addressed in this Intellectual Output has been divided 

into 5 modules, and develops the following materials: 

Module 1: About me – Proud to be me 

Module 2: About Entrepreneurship (general) 

Module 3: Types of Entrepreneurship 

Module 4: Entrepreneurial competences 

Module 5: Games/exercises related to enhancing entrepreneurial competences 

 

http://www.senpower.eu/
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For each activity this manual will provide the resources, instructions, goals, outcome, modifications, 

additional options and tips on how to get learners engaged and motivated throughout the sessions. 

 

To reach the above-mentioned key issues, the following specific goals have been defined:  

 

1. Enhance diversity as a key factor in entrepreneurship 

2. Enhance diversity as an added value in work teams 

3. Diversity and entrepreneurial opportunities 

4. Awareness of own strengths and how to use them in an entrepreneur way 

5. Reinforcement of communication capacities  
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The Senpower Modules 
 

C1 

Module 1: About me – Proud to be me 

Module 2: About Entrepreneurship (general) 

Module 3: Entrepreneurship opportunities at learning environment 

Module 4: Entrepreneurship opportunities at work/social 

Module 5: Games/exercises related to entrepreneurship opportunities 

  

C2 

Module 1: About me – Proud to be me 

Module 2: About Entrepreneurship (general) 

Module 3: Types of Entrepreneurship 

Module 4: Entrepreneurial competences 

Module 5: Games/exercises related to enhancing entrepreneurial competences 

 

C3 

Module 1: About me – Proud to be me 

Module 2: About Entrepreneurship (general) 

Module 3: Creative thinking & Entrepreneurship 

Module 4: Problem solving & Entrepreneurship 

Module 5: Games/exercises related to creative thinking & problem solving in relation to 

entrepreneurship 

  

C4 

Module 1: About me – Proud to be me 

Module 2: About Entrepreneurship (general) 

Module 3: Teamwork & Entrepreneurship 

Module 4: Experimentation/risk & Entrepreneurship 

Module 5: Games/exercises related to teamwork, experimentation/risk in relation to 

entrepreneurship 
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Thinking behind module content: 

(Involving Learners in projects can provide a range of opportunities in 

learning environments) 
 

Good businesses come from good ideas – innovative ways to solve a problem in the market, whether 

that’s providing refreshing drinks for thirsty learners and facilitators, 

Entrepreneurs must plan, manage and monetise their time. They must develop strategies and build 

relationships to help them get the best sources for their products and provide the best chance of 

generating positive word of mouth publicity. 

 

From the exercise on Types of Entrepreneur we know that some entrepreneurs are either employed, or 

social, eco etc entrepreneurs. The skills are the same, however not always associated with business. There 

are also opportunities within social networks or the workplace to develop \for profit’ or non-profit 

entrepreneurial activities. 

 

This module aims to deepen the concept of entrepreneurship and promote, with the learners, 

entrepreneurial skills with the goal to create a small company. This may or may not be developed in the 

future, but this challenge aims to systematise all the necessary steps, based on a project methodology 

already tested in vocational learning. 

 

In this sense, the  modules have a common workflow and, in the end, all learners will have evidence of 

their individual and group development: it allows them to reflect and improve, more effectively, working 

methods and provide access to a formative evaluation, a useful guide to their own learning process. 

 

This module promotes the integral development of students in different areas and it is justified to be 

implemented in learning establishments for 3 reasons: 

First, because all work processes are composed of routine tasks. Then, because all products, services, 

institutions and workflows are developed continuously and permanently. Finally, because, in a general 

way, all the developments with impact and coming from the human action, especially the innovations, 

always materialise in the form of a project. 

 

It is now recognised that project management, that is, the ability to utilise entrepreneurial competencies, 

to solve problems, to carry out work in a planned way and to ensure quality throughout the process, are 

considered a key elements and important professional competences. In this sense, this module seeks to 

develop, in an integrated and holistic way, each one of the elements in a perspective of interaction of 

diverse competences and knowledge, from self-knowledge, to the capacity of planning and 

accomplishment, passing through the necessary communication and interpersonal relationship skills. 

 

For each activity this manual will provide the goals, the resources, instructions and other tips and hints 

how to get learners engaged and motivated throughout the sessions. 
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The activities will have these major goals: 

1. Ice-breaker / team building activities; 

2. Creative challenges in order to create a small company and reinforce understanding and 

practice of entrepreneurial competencies. 
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Breaking the rules – warm up exercise 

This exercise has been selected due to its’ adaptability to group work in different sized groups, also to 

‘set the scene’ for learners, encouraging them from the start to thing in an entrepreneurial way. The 

exercise is highly interactive, visual, and can draw on the strengths (i.e. writing, drawing) of different 

group members. 

The activity works by assembling ‘employees’ (learners) from different allocated business functions and 

breaking them up into groups of two or three people each. You may use ‘picking straws’ by colour to 

decide which business function they represent. 

Business functions may include: Human Resources management, Finance, IT support, Production team, 

Health and safety etc. 

Then, you give each group 10 minutes to answer the question  

What are the rules you imagine your function would have to obey? 

They write this on a flip chart paper 

Then ask  

“If you could kill or change all the stupid rules that get in the way of better serving customers or just 

doing the job, what would they be and how would you do it?”  

Once the teams are done coming up with solutions to “stupid rules,” have each team pick out a single 

favorite to write down on a sticky note. Then, have each team put that sticky note on a graph that uses 

two axes: 

6. Ease of implementation 

7. Expected degree of impact 

After the post-it notes are all up, discuss the results with ‘employees,’ and, be prepared to kill some 

rules on the spot. Also discuss which are non – negotiable and why. As the Inc.com article states, “Prove 

you’re willing to change. Prove employee engagement is a verb, not a noun.” This is crucial for 

demonstrating that employee input about activities they see as counterproductive are being taken 

seriously. It also helps to promote buy-in and make employees feel more comfortable bringing ideas to 

your attention. 

This can also mean getting innovative solutions to challenges right away. 
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Non- Profit Work: Get learners involved in a cause they are passionate about. Most non – 

profits are run on donations. Learners can learn fund raising resource allocation by working closely with 

a non-profit – or even starting their own 

 

Use the mid mapping exercise, (module 2) divide learners into teams, and let each team identify an 

opportunity. There may be two groups studying ‘inside school, and 2 outside school 

 

They should start with the project title in the centre, and then map their plan of direction using the mind 

map system 

 

Branches within the map could consider – for instance 

People 

Money 

Resources 

Building 

Legal 

Market 

 

Learners can then present their project as if to a board of possible investors. 

Which will be supported?  

  



Erasmus + project  

Empowering young adult learners with Special Educational Needs (SENpower)  

 

11 

 

 
 

Module 1: About me – Proud to be me (Entrepreneurial competencies) 

Exercise 1.1 Me, myself and a spider web 
 

This activity meets the following needs for people with Specific Learning Difficulties – Group work, 

interactive, reduced requirement for writing, i.e. tick box responses. opportunities for sharing 

information. Sensory activities including visual material and movement within activities. Activities are 

short, staged and support variance in concentration levels. 

 

This ice breaker activity aims to get learners to know each other in order to form a business team. They 

will be chosen randomly and everyone will do the DDTA tests and fill in the matrix. 

According to the results, each participant will have access to each entrepreneurial profile, and a debate 

will be promoted. Then, the company posts will be chosen in each group. 

 

Resources: DDTA tests / surveys (doc. C3_M1_01) and template grid / matrix (doc. C3_M1_02) (see 

resource template below) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

*Ref:  DDTA tests / Surveys: Michael Gessler & Jürgen Uhlig-Schoenian, (Project Management: Setting 

the Standards, 2011) 
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C2 – M1 

Exercise 1: 

 

Name: ___________________________________________________ 

 

 

A I like to take the 

initiative. 

I like to develop new 

ideas.  

I like to work together 

with others.  

I like to explore things 

in detail and 

get to the 

bottom of the 

issue.  

B It is important for me 

to reach the 

goals quickly.  

It is important to me 

to adopt new 

approaches 

and find new 

ways.  

A “good working 

atmosphere” is 

important for 

me.  

It is important to me 

that work is 

carried out 

rigorously and 

thoroughly. 

C I find it easy to 

assume 

responsibilities.  

It is easy for me to 

come up with 

and develop 

new ideas.  

I find it easy to give 

way to others’ 

ideas from 

time to time.  

I find it easy to make 

objective 

judgements 

about matters 

of fact.  

D Sometimes others 

might feel that 

I am too 

dominant.  

Sometimes others 

might think 

that I am too 

restless.  

Sometimes others 

might think 

that I am too 

reserved.  

Sometimes others 

might feel that 

I am too 

conscientious.  

E I do not like just 

hanging 

around.  

Routine is something 

I don’t like 

I do not like 

discussions.  

Hurry is something I 

don’t like.  

F I pay attention to the 

progress of the 

team.  

I pay attention to the 

diversity of the 

team.  

I pay attention to the 

general 

atmosphere of 

the team.  

I pay attention to the 

diligence of 

the team 

 Total Do Total Dev Total T Total A 

 
 
 
 

DDTA tests / surveys (doc. C3_M1_01) 
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Exercise 1.2 (Me, myself and a spider web) 
Selected due to the exercises ability to show indiviuals their own strengths, therefore supporting 

development in self – esteem. And the ability to see that individuals are all different, but equally all 

important if working together.  

 
Resources - DDTA tests / surveys (doc. C3_M1_01) and template grid / matrix (doc. C3_M1_02)  

Each participant should read the questions (Doc. C3_M1_01) and punctuate, on each horizontal line, the 

statements numbered from 1 to 4. There can be no repeated numbers, as they are about ordering 

priorities.  

After all the punctuated lines, the totals are calculated vertically. 

 

Each of these totals will be transposed to a model grid (Doc. C3_M1_02- see resource, below) that will 

give a graphic presentation (spider web) in order to reveal the entrepreneurial personality of each 

participant. 

Duration: 15 minutes (surveys and matrix template) + 10 minutes (sharing experiences). 

 

Goals: self-knowledge, self-assessment of entrepreneurial profile, awareness that different skills are all 

needed and important in a team group. 

 

The mentor, to end the session, should promote the debate and focus the learners in finding their “inner 

greatness”, based on the results, something especially useful since we’re dealing with special needs 

learners. 
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C2 – M1 
Exercise 2: 
 
Name: ___________________________________________________ 
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What are the profiles of the other members of your team? 
 
 

Doers: 

 

 

 

Developers: 

 

 

 

Team Players: 

 

 

 

 

Analysts: 

 

 

 

 

 

Some facilitator hints… 

 

 
Doers like to assume the initiative which is why sometimes they might appear dominant. Doers assume 

responsibilities and pay attention to the progress within the team. They are goal-oriented, focus on the 

outcome and do not like others to dawdle or laze about. 

 

 

Developers are keen on developing new ideas and are also prepared to embark on new paths. They find it 

easy to come up with unconventional proposals. Routine and boredom are things they dislike. For this 

reason, sometimes others might feel that they are somewhat restless. Developers are creative and pay 

attention to the diversity of the team. 

 

 

Team players like to work together with others and are ready for compromise. A good working atmosphere 

is very important to them therefore they would rather avoid arguments and discussions. To others 

sometimes they might look a bit reserved. 

 

 

Analysts work in an organised and rigorous way and expect that other team members act alike. For this 

reason they do not like to work in a hurry or having to deal with unclear situations. Analysts are 

conscientious and try to judge matters objectively. 
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Module 2 –: About Entrepreneurship (general) 

Exercise 2.1 “There is no crisis!” 

 
These exercises support development in the following areas: 

Creative thinking and problem solving, visual, need not involve the written word, adaptable for variance 

in concentration times, interactive, supports development of short-term working memory (Executive 

function)  

 

Initial ice breaker activity:  

 
Randomly select 3-4 letters of the alphabet from a set of Alphabet card, or letters previously prepared on 

paper slips / post its. With these elements each group should debate what sentence it will form with those 

letters. The idea is to promote creative thinking and to give learners the perception that randomness can 

conceal opportunities to create something new. The speaker/leader of the group will come forward to 

share the results in class. 

For each group / person: 5 minutes. 

 

Initial ice break activity (alternative):  

 
Collect 5 items of different kinds like a cup, pen, bottle, a folder and a watch. Ask the learners to list 

various uses for these objects but, creatively. For example, the cup can be used as a jewelry box or the 

folder can act as a coaster. Encourage them to come up with wacky and creative answers. It will be 

surprising to see the variety of answers they will provide. 

For each group: 10 minutes (8+2) for discussion and presentation. 
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Module 2: How to start a company: 

Exercise 2.2 

 
Resources: SWOT analysis template (see below) pens /pencils, sheets of paper. 

 

Based on previous tests identify what it is to be entrepreneur, giving the opportunity to form a company 

with three different activities:  

 

1. goal setting; 

2. basic market study / SWOT analysis; 

1. logo creation. 

Each group (4-5 elements) should discuss and write down the ideas of possible entrepreneurial action in 

a sheet of paper), what goals they intend and what resources they´ll need and should create a corporate 

image for that same company.  

 

As an alternative, as far as the creation of the logo is concerned, the group can describe the main features 

that should compose the logo for the company (ideas, shapes, colors) 

After 60 minutes they’ll have another 5 minutes (per group), to creatively share the idea of company, 

what situation / problem they want to solve and what motivated them in that choice. 

 

The mentor, to end the session, should reinforce the idea that crises promote opportunities, by sharing 

an emblematic phrase or a video. 
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Exercise 2.2 

SWOT ANALYSIS TEMPLATE  
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Module 3: Types of Entrepreneurship 

Exercise 3.1: one goal in five different places 

 
This exercise is made up of short periods of focus, each stimulating discussion, interaction and idea 

sharing. It requires only drawing, not writing, and offers opportunity to support decision making 

through demonstration of thinking processes. Learners can use this module for the development of 

negotiation and communication skills. 

 

To undertake is not necessarily to make a profit. An entrepreneur is someone who mobilises skills, 

knowledge and resources. There are several types of entrepreneurship and what is important is that 

learners can understand the difficulties and opportunities in each environment. 

 

How to start a company…in a different environment: 

 

This activity aims to promote the awareness of the learners to the different environments in which they 

can be entrepreneurs and how to overcome difficulties in order to strive. 

 

Resources: scenario paper (15m), felt tip colored pens, paper sheets. 

 

There will be five different sets (environments) in which the companies created should adapt in order to 

achieve their goals. Each group can slightly change they goals, services or products accordingly to each 

scenario. It is not mandatory for each company to achieve a reasonable profit, as it is possible to exercise 

social entrepreneurship. 

 

Five scenarios can be drawn by each group: a desert, a tropical island, a polar iceberg, an old town in the 

country and an eerie moonscape. 

 

Each scenario will be the environment in which they will operate their company and they have to adapt 

to it. To do that, each group should identify: 

 

- Who will be the public? 

- What are the context needs? 

- What resources they will need? 

- What major changes they will have? 

- The company will be profitable / sustainable? Why? 

- What are the benefits of your business / organisation in terms of: 

Social, ecological, cultural, technological, impacts? 
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Each group will have 10 minutes to work on each of the five environments and to be immerse 

in the challenges that each impose. After that, each group will present their own solutions to the problems 

and will debate with others in order, if possible, to improve their own ideas. Each group will have to write 

down the changes made in order to adapt the company to each environment. 

 

Each group will also write down the analysis they made on the stakeholders involved in each scenario (5 

minutes per scenario / group)  

 

To end the session, the mentor will reinforce the idea that are several types of entrepreneurship, 

inclusively, social entrepreneurship which is not aimed to be profitable. 

A video or a small story should be presented in order to help the learners to understand that, despite of 

the business area, a company could promote social entrepreneurship 

 

Additional resource: https://www.entrepreneur.com/article/244210 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.entrepreneur.com/article/244210
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Module 4: Entrepreneurial competences 

 
This module goes into further dept on the skills and competencies required by the successful 

Entrepreneur. Activities, games and exercises are selected to support experiential learning and to allow 

learners to identify competencies and their own skill set.  

 

These activities support team building/ teamwork. communication. negotiation, use of resources, 

decision making, sensory, includes an element of competition, although within each group, 

collaboration and idea sharing is required. Learners have the opportunity to recognise their own positive 

characteristic and natural role in terms of group / team working 

 

Exercise 4.1: Initial ice break activity – marshmallow challenge 
The marshmallow challenge is an activity that encourages learners to value planning, discussion and 

teamwork.  

It consists of building a tower with spaghetti threads (20), rope (0,5 m), adhesive tapes (0,5m) and a 

marshmallow. The marshmallow should be at the top of the tower. The winning team is the one who can 

build the biggest tower within the established time. Estimated time: 20-25 minutes. 

After that each group will present the result and should think on what should have done differently, if the 

strategy was effective and why (15 minutes). Each group should write down the main conclusions of doing 

this exercise (5 minutes). 
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Exercise 4.2 

‘Toxic Waste’ - To encourage problem solving whilst working as a team and working together. 

The activity is beneficial for stimulation of creative approaches, strong motor co- ordination and the 

ability to work as a group but each with specific roles.  

 

 

 

 

 

 

 

 

 

 

 

 
 

Toxic waste – for 6 people –  

2 paper of plastic cups (one cup inside the other will give  

greater strength.  

2 metre lengths of string,  

2 small balls, or some rice, sugar or similar 

Elastic bands 

2 lengths of rope, to form a circle (see picture) 

To make a larger exercise, use buckets instead of cups 

For the smaller exercise, Use the rope to create a circle at least 40 cm in diameter on the ground to 
represent the toxic waste radiation zone. The larger the radiation zone, the more difficult the activity. 

Place the small cup in the center of the radiation zone  

Place the other cup, or bucket approximately 3 to 5 feet away. (the neutralization cup / bucket) The 
greater the distance, the more difficult the activity. and fill it with water, rice or balls to represent the 
toxic waste. 

Put all other equipment (i.e., bungee, cords, and red herring objects (optional)) in a pile near the other, 
necessary resources). 
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Directions 

The challenge is for the group to work out how to transfer the toxic waste from the small bucket / cup 
into the large bucket / cup where it will be "neutralised", using only the equipment provided and within 
a time frame.  (The waste will blow up and destroy the world after 20 minutes if it is not neutralized). 

Anyone who ventures into or puts a hand / arm over the radiation zone will suffer injury and possibly 
even death, and spillage will create partial death and destruction.  Therefore, the group should aim to 
save the world and do so without injury to any group members. 

The rope circle represents the radiation zone emanating from the toxic waste in the bucket / 
cup.  Emphasize that everyone must maintain a distance (circle radius) from the toxic waste wherever it 
goes, otherwise they will suffer severe injury, such as loss of a limb or even death. 

Give the group some planning time with no action e.g. 5 mins.  Then start the clock and indicate it is time 
for action, e.g., 15 or 20 mins. 

Facilitator Notes 
Toxic Waste is not an easy exercise and most groups will benefit from some coaching along the way. 

The solution involves attaching the cords to the bungee loop, (see illustration above) then guiding the 
bungee with the strings to sit around and grab the toxic waste bucket / cup. Then with everyone pulling 
on their cord and with good coordination and care, the toxic waste bucket can be lifted, moved and 
tipped into the empty neutralizing bucket. 

If someone breaches the toxic waste zone, indicated by the circle, enforce an appropriate penalty e.g., 
loss of limbs (hand behind back) or function (e.g., blindfolds if a head enters the zone) that lasts for the 
rest of the game.  If a whole person enters the zone, they die and must then sit out for the rest of the 
activity. 

If the group struggles to work out what to do, freeze the action and help them discuss. 

If the group spills the waste entirely, make a big deal about catastrophic failure (everyone dies), invite 
them to discuss what went wrong and how they can do better, then refill the container and let them 
have another go. 

Ideas for varying the level difficulty of the activity: 

Adjust timeframe 

Adjust distance between the buckets/ cups 

Include obstacles between the buckets / cups 

Include red herring objects in available equipment 

Processing Ideas 

There are invariably plenty of key communications and decisions during the exercise that provide for 
fruitful debriefing. 

The exercise will tend to naturally expose processes and issues related to many aspects of teamwork, 
including cooperation, communication, trust, empowerment, risk-taking, support, problem-solving, 
decision-making, and leadership. 

Can be videoed for subsequent analysis and debriefing. 

How successful was the group? e.g., consider: 

How long did it take? 
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Was there any spillage? 

Were there any injuries? (Often in the euphoria of finishing learners will overlook their errors 
and seem unconcerned about injuries and deaths caused by carelessness along the way.  Make 
sure there is an objective evaluation of performance - it is rarely 'perfect'.) 

How well did the group cope with this challenge? (e.g., out of 10?) 

What was the initial reaction of the group? 

What skills did it take for the group to be successful? 

What would an outside observer have seen as the strengths and weaknesses of the group? 

How did the group come up with its best ideas? 

What did each group member learn about him/herself as a group member? 

What lessons did the group learn from this exercise which could be applied to future situations? 

Adjust timeframe 

Adjust distance between the buckets 

Include obstacles between the buckets 

Include red herring objects in available equipment 

Use paper cups, strings and elastic bands if there is less space.  
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Exercise 4.3 How to create a company: Duration: 30 minutes 

 
Analysing the environment is fundamental in all new companies. Each group should see the opportunities 

and challenges and register them (Doc. C3_M4_04 & C3_M4_05 - analysis & stakeholders’ matrix). (See 

below) 

 

On the first document, the learners should register all the stakeholders: entities (persons or companies) 

involved in the project, using the document provided (C2_04_01): each circle will represent the direct 

context and indirect context. In the first circle the participant must identify the entities directly affected 

by the project; in the second one, must identify the entities les affected/involved by the results of the 

project. 

 

On the second document (C3_M4_02), the stakeholders will be listed (according to their importance for 

the development of the project) and, to each, the participant will attribute a score. On the x axis (vertical) 

will be score those who have an influence on the project (e.g. decision makers). 

 

On the Y axis (horizontal) will be scored those who are influenced by the project (e.g. factory workers). 

The idea is for the learners to have a visual layout of the people involved in the project and their 

“hierarchy” of importance during development, until conclusion. 

The “attitude” of each stakeholder will be marked as: 

++ very positive 

+ positive 

0 neutral 

- negative 

- - very negative 

 

Learners should think about the consequences of implementation of the project for the stakeholders, the 

role they will play and what will they win with the success of the project / what will they lose if the project 

doesn’t succeed. 

 

The idea is to improve learners’ risk assessment and promote the importance of creating partnerships. 

New companies should focus on communicational and business skills to promote the direct exchange of 

services and lower operating / financing costs. 

 

The mentor should encourage the learners to present their analysis and the results of their teamwork (5 

minutes per group). After that should reinforce that teamwork is a core competency. However, all 

teamwork depends on a set of personal characteristics: perseverance, ability to make choices, waiting (or 

not) for the return of an investment, making sacrifices and the motivation that one has for something / 

for a goal.  
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C3 – M4 – Exercise 4: 
The direct and indirect context of entrepreneurship projects: 
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C3 – M4 – Exercise 5: 
The risks, the stakeholders and the impacts on an entrepreneurship 
project: 
 

 

 

 

HIGH 

 

 

 

   

 

 

MEDIUM 

 

 

 

   

 

 

 

LOW 

 

 

   

 

 

 

 

 

 

 

LOW 

 

MEDIUM 

 

HIGH 

    

 

On the vertical axis should be registered and numbered the stakeholders according to their 

influence on the project. 

On the horizontal axis should be registered and numbered the stakeholders according to the 

impact thy will suffer from the project.   
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Module 5: Games/exercises related to enhancing entrepreneurial 

competences 
Within this section learners can work collaboratively in groups, and as individuals. The exercise uses 

visual skills, can be adapted to picture, written or verbal form, and reinforces empathy and social 

entrepreneurship. The ‘language and focus of the exercise is ‘of the moment’ i.e. refers to technology 

which learners will be familiar with (ipad, storytelling) 

 

Exercise 5.1 iPath 
The main goal is for each group / company to analyse the path to success and what is needed accordingly 

to the goals previously defined. Better yet, the idea that problem-solving and entrepreneurial abilities are 

not taught, merely exercised and perfected through practice. 

 

The idea with this activity is to reinforce the notion that innovations need to solve a human problem of 

some kind.  

 

Resources: sheets of paper, pens and pencils (coloured) 

 

At first, learners are asked to work individually (5 minutes) and think of a problem or hassle that people 

they know often face. The mentor should help them to focus on specific problems (e.g. impaired people, 

special needs learners) or in specific contexts (e.g. developing nations, post-conflict countries). Each 

participant should present his/her own conclusions, either written, drawn or verbally, depending on the 

needs of the specific group or personal participant choice. 

 

Learners are asked to form teams of 4-5 per group, discuss each of their ideas together, and decide on 

one that can best be solved with a smartphone app, for, at least, 15 minutes. 

 

The next step is for them to draw a large outline of an iPad on a page and sketch the app interface. (10 

minutes) 

Each team presents the human problem they sought to solve and their app solution to the class. The other 

groups should be invited to comment and improve other groups’ apps. (5 minutes per group) 

 

At the end the session the facilitator should focus on two main characteristics of entrepreneurship: 

personal feeling, ideas and convictions are fundamental to become an entrepreneur. On the other hand, 

best innovations and best results come from team work , since they reflect several ways to see and analyse 

real problems. 
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Exercise 5.2 the looooong road to success… 
This exercise has chosen because it is highly visual and tactile, indeed using objects of reference. It 

encourages group work, and the exchange of ideas.   

 
Resources: Road design, cutouts of dolls, stones and lanterns, glue and pens/pencils. 

Development: Each participant is given a drawing of a road and mountains in the background, some dolls 

or paper-cut puppets, stone drawings and lantern drawings. 

 

Each participant/group should: 

 

Write in the mountains what your personal project, where do you want to go? 

On a piece of flip chart paper, draw the road. 

Glue or draw a doll from where you left it behind, somewhere on the road. 

Paste a second doll at the point of the road where you are today. 

Glue or place stones, meaning structural obstacles, that prevent you from getting where you want. Name 

the stones. 

Place flashlights, meaningful objects, tools you still need to overcome the rocks and reach the mountains, 

name the lanterns. 

Everyone looks at everyone else’s road to success. Each group of person identifies, at most three exchange 

ideas as to how to overcome the barriers and get to the goal. 

They will have an idea then that training and reaching success is a process where what matters is walking 

and being clear where to reach, what common obstacles, what common ideas. 

In the end, the mentor should explain to all entrepreneurs that the key to success is continued 

qualification and study so that the latter is always ahead, ready to innovate and revolutionise the job 

market. This activity should have a minimum of 30 minutes prior to discussion. 

 

Exercise 5.3- chatting in the shade: 
Selected to underpin listening skills, the power of influence, and tolerances. It is both visual, if prompt 

cards are used, and interactive 

 

Resources 

Card/sheets with specific subjects, contexts and historical background, flipcharts / sheets of paper, pens 

/ pencils (colored). 

 

Understanding different points of view is a great way to deeply understand a subject / topic. All the 

learners are given character sheets: might include gender, age, family status (married, single, how many 

children, etc.), occupation, education level and significant life events. The group is also given a historical 

event or similar topic. Instead of these written cards, learners can be provided with specific images. 

 



Erasmus + project  

Empowering young adult learners with Special Educational Needs (SENpower)  

 

30 

 

 
Learners can create identity charts in collaboration with each other to determine their 

character’s point of view (20 minutes per character) 

When they can adequately represent their character, what follows is a “conversation in the shade”: Each 

participant mustn’t forget to agree or respectfully disagree! Allow at least another 15 minutes for a 

conversation. 

 

At the end, the mentor should promote the notion that different points of view (and personal coherence) 

as well as the ability to defend one’s arguments and respect other’s perspectives are essential to the 

entrepreneurial spirit! 

 

Exercise 5.4 Jenga Tower  
This activity is about communication, design and creativity and observation. Key entrepreneurial; 

competencies.  An excellent exercise for visual working memory, teamwork and design thinking. 

 

Useful to practice working memory, communication, creativity           

                                             

You will need 1 box of Jenga Bricks and a small screen 

It’s useful to have plenty of space so that people don’t 

overhear one another 

 

Divide the teams into  

1.Directors / Creators,  

2.Operations Managers,   

3. Supervisors 

4. Maker 

 

Once the Director has finished his model, he invites the operations manager to look at it for 1 minute – 

the operations manager must then verbally inform the supervisor as to what he has seen. In turn then the 

supervisor must instruct the Maker who will build the replica model 

It is very seldom that the final model is correct – and the more complicated, the more difficult 

Discussion – how could this communication system have been improved – what if you were a company 

with a production line, or a badly put together product?  

The exercise can then be repeated using written word or diagrams for instructions, showing that the visual 

is much more reliable than the spoken word. The activity also gives an opportunity to talk about people 

talking among themselves, and how facts get changed, which can cause great problems  

 

 

Each Director will be given a number of bricks, 

and asked to create a model of a house, using all 

the bricks – you can add other objects to make it 

more interesting, but each team should have a 

similar amount of objects.  

The model making and model remain behind the 

screen.  
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1. Materials  

 
 
 
 
 
 
 

2. Creators building a house 

 

 

 
 
 
 
 
 

 

 

 

3. Designed houses  

 
 
 
 
 
 
 
 

 

 

 

4.Operations managers look and instruct the supervisors how to build the house and then supervisors 

instruct the makers of how to do it 
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Exercise 5.5 Pipeline 
 
A great activity to illustrate how the entrepreneurial competence of problem solving applies to teams 

and individuals. Only by working together can the team be successful, and each has an important part 

to play. With more than one team it also encourages the feeling of competitiveness.  

This activity was selected because it requires joint co- ordination, attention and strong motor skills.  

 

In this activity, the team must transport marbles or small balls from the start line to the finish line, using 
only PVC pipes. 

Resources: 

PVC pipes of various lengths 
Marbles / balls 
A medium-sized container/box 

Space Required: Medium. Indoors or outdoors. 
Group Size: 8 – 20 learners 
Total Time: 40 minutes 

▪    10 minutes to brief and setup 
▪    15 – 20 minutes for the activity 
▪    10 minutes to review and debrief 

Set-Up 
▪ Set up a start line and a finish line for the activity. The more people you have in the group, the 

bigger the play area should be. If you’re conducting this indoors, you can use the entire length of 
the room. 



Erasmus + project  

Empowering young adult learners with Special Educational Needs (SENpower)  

 

33 

 

 
▪ Set the container/box behind the finish line — the team has to deposit their marbles 

here after transporting them across the play area. 
Running the Activity 

▪ Explain the activity: The team must work together to transport 15 marbles from the start line to 
the container at the finish line. The catch: they cannot use their hands to move the marbles! They 
must only use the provided PVC pipes as the method of transportation. 

▪ The team is given 5 minutes of planning time. 
▪ Once they are ready, they can begin the activity. The facilitator will time how long it takes for the 

team to complete the task. 
▪ If time permits, repeat this activity several times and give the team the chance to improve their 

times. 
Rules 

▪    The team must start the activity with all members behind the starting line. 
▪    Each team member must use their pipe at least once when transporting each marble. 
▪    The team can transport only one marble at a time. 
▪    If a marble falls out of the pipe, the team must return to the start line to begin again. 
▪    The marble must be safely deposited in the container at the finish line. 

Suggested Learning Outcomes 
▪    Planning 
▪    Problem-solving 
▪    Communication 
▪    Cooperation 
▪    Resource allocation 

Variations 
▪    To make the activity more physically challenging, construct a ‘obstacle course’ that the team 

has to go through while transporting their marbles. 
▪    Limit the number of PVC pipes (i.e. Not every participant has a pipe, but everyone has to take 

part in the pipeline in order to successfully complete the challenge). 
▪    Remove the limitation of transporting only one marble at a time — this challenges the team to 

communicate better and be able to multitask more effectively. 
▪    Use shorter lengths of pipes to increase the level of teamwork and coordination needed to 

finish the challenge 
▪    Challenge the group to set their own time limit to complete the activity. Time their attempt and 

debrief based on their actual time taken versus the expected time. 
▪    To introduce an element of creativity, give the team the task of building their own pipes (using 

materials such as cardboard, plastic sheets, masking tape, rubber bands etc) instead of providing 
them with PVC pipes. 

Review 
Suggested questions to ask: 

▪    How did your team approach the challenge? 
▪    Did a leader emerge? If yes, how did having a leader help make the team more effective at   

completing the task? 
▪    What problems did you encounter during the activity? 
▪    Why was communication important in this activity? 
▪    What did you learn from the first round? How did the team attempt to improve your times in 

subsequent rounds? 
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▪    What did you learn from the challenge as a whole? 

 

1. Discussion, brainstorming 

 
2. Activity place  

 

 
 
 
 
 
 
 

 

3. Action 
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Exercise 5.6 Paper Aeroplanes  

This activity illustrates the entrepreneurial competences including Creative thinking, teamwork, 
Problem solving, thinking outside of the box, using strategic thinking. It is very visual, tactile and 
interactive. 

It is highly visual, may require some dexterity,  

20 minutes 

 
 

You will need teams of 2 or more, and a piece of flip chart paper 
for each team. 

Also a rope, tape or similar to mark the finish line, and a set of 
written instructions for each team  

 

 

It is usual that teams will ignore the instruction to use the 3 minutes for strategy and will go straight into 
building. The likelihood is that they will miss the point that nobody said what an aeroplane must look 
like, or that they must individually fly.  

We are looking for creative ideas to get the planes across the line – i.e. to make lots of tiny aeroplane 
shaped pieces of paper and roll them up in a paper ball, and then throw the ball over the line. 

To carry them across the line- etc 

 

 

Rules : In Teams -  
 
• The winning team will get the most paper airplanes across the taped line 

 
• You will have 3 minutes to strategise without your paper 

 
• You will have 5 minutes to build your airplanes and get them across the taped 
line 
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1. Brainstorming, planning 
 

 

 

 

 

 

 
1.The 

activity place (start and finish lines) 

 
 
 
 
 
 
 
 

 

 

 

2. Action – getting airplanes from start to finish 
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Exercise 5.7: The Perfect Square 

This activity supports learning about leadership, teamwork, communication and working together. It 

is interactive and tactile working and supports the abilities in orientation.  

Time: 15 - 30 minutes 

Number of Learners: 5 - 20 people 

Tools Needed: Long piece of rope tied together and a blindfold for each person 

Rules: Have learners stand in a circle holding a piece of the rope. Then instruct everyone to put on their 

blindfold and set the rope on the floor. Have everyone take walk a short distance away from the circle. 

Next, ask everyone to come back and try to form a square with the rope without removing their 

blindfolds. Set a time limit to make it more competitive. To make it even more difficult, instruct some 

team members to stay silent. 

Objective: Focuses on strong communication, teamwork and leadership skills. By instructing some team 

members to be silent, this game also requires an element of trust across the team, allowing team 

members to guide each other in the right direction. 

 
1. Before game starts 
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2. Action. Forming a perfect square  

 

 

3.  Action. Forming a perfect square  
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- DDTA tests / Surveys: Michael Gessler & Jürgen Uhlig-Schoenian  (Project Management: Setting the 

Standards, 2011) 
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