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INTRODUCTION 
 
The Entrepreneurship Competition is seen as a major driver and innovative element to raise 
student interest in the development of CBI in the field, and to directly test their behavior and 
skills of entrepreneurship. 
The Competition shall be open to all full-time and part-time students at all levels from all fields 
/ departments from the KA Consortium member universities. 
Winners will be applicable to attend the Entrepreneurship Intensive Programme, and they will 
receive unique expert guidance to implement their ideas, also beyond the KA funding period.  
The Competition aims to be sustainable, in order to keep students but also businesses 
involved. It is planned to implement these in yearly intervals. 

 

COMMUNITY OF PRACTICE 

If you want to start a competition like this then these principles should be part of the process 
and are helpful: 
 
-there must be a multidisciplinary group of students or stakeholders 
-a real context with a client 

-start the competition with a wicked problem from a client 

-there will be commitment of the different stakeholders in the whole week / competition 
-creating a workspace for the students in the context 
-make sur that every stage of ‘design thinking’ is coffered during the week / competition 
-a clear kick off and finish of the competition  
-focusing on the learning process instead of an end product. 
 
 

SCRIPT 

 
Before you start with the first day of the competition it’s important that the students know 

where the competition will find place and what the timetable will be for the week. They have 
to be available for the whole week. There are no other lessons. What could help is a inspiring 

e-mail about the start and the overall theme of the week. And the start is not at your own 

school / university but it will be in the context of the competition. It would be nice if the 
different stakeholders has time to be available for questions. A list with phone numbers or e-
mail addresses could be helpful.   
 
Monday: 
We start the day with a short introduction from the client. They give some insights in the 
wicked problem. It’s not necessary to give a enormous lecture. The most important thing is 

that the client is clear about the question (not the result). The group can ask some questions 

to get enough information and make sure they understand the wicked problem. Before we 
start with the competition the students make their own groups based on interest, talent and 
skills (background). There is some time to get to know each other. The teacher/coach can 



decide to give an activity that’s more creative and fun. What could help is to determine the 
team roles. For this activity, divide into groups of 2/3 students. Interview your partner(s) and 
then switch. Begin by understanding their morning commute. Find out how things makes 
them feel, what they wish, enjoy or what gets in their way. Your job as an interviewer is to 
listen and ask a lot ‘why’ questions.  
 
The empathize stage start with exploring the wicked problem. What do they know about the 
topic / question / problem? Ask yourself (the students) what kind of experience you have with 
this problem and share it with the group (1-5-15).  
 
Working from a wicked problem cannot begin without a deeper understanding of the people 
you are designing for. So the next step could be to make a stakeholder map on paper (make 
it visible for other persons). Make sure you know witch stakeholders are involved with this 
problem. The students can still ask the client. In order to gain those insights, it is important 
for you as an entrepreneur to empathize with the people you’re designing for (end users) so 
that you can understand their needs, thoughts, emotions and motivations. In the support lab 
you have a wide range of methods at your command for learning more about people. By 
trying, experience and learning from your actions anyone can become a master at empathizing 
with people. 

 

 
 
 
Helping the students with ‘not knowing’ but staying curious and stay asking questions is very 
important. Learn them to ask questions and have a fresh mind. 

 

 

Coaching Monday: 
-good introduction from the client about the wicked problem and maybe more stakeholders. 
The end result is not clear or defined. It’s not a clear assignment but a problem focused 
approach.  
-the coaches/teachers are ‘design thinking’ process focused and give some insight in the 
different stages of the model.  

-there is a clear timetable for the different assignments. Less time for talking more time for 

doing and come in action.  
-stimulate to come in contact with different stakeholders. For example make a phone call or 
a visit, talk with people in the street, etc.  



Tuesday: 
In this process (as a design thinker) it’s very important that the students get enough time to 
come in contact with the different stakeholders and (end) users. They have to understand and 
experience the sense of empathy towards the people you are ‘designing’ for. Today they get 
insights into what the different stakeholders need, want, how they behave, think, feel, act in 
the context or natural environment. In this stage it is very important to leave our own 
assumptions and experiences behind. So make sure that you won’t organize it as a teacher 
but let the group of students decide by themselves what they need and how many time they 
want to spend to get more feeling about the wicked problem. At the end of the day they would 
have ‘enough’ information to create a presentation for Wednesday.  
 

Coaching Tuesday: 
-make sure that it is possible for the students to come in contact with teachers/coaches or 
stakeholders (kind of support lab). 
-be a coach and not a lecturer (so ask questions and not giving any information). Help them 
to learn and trust on their own decisions).  
-at the end of the day there is ‘enough’ information to create a presentation for the next day. 

 
Wednesday: 
Today the students give their first presentation about the insights of the empathy stage. All 
information or insights are fine. It’s their process. It’s very important to create a safety learning 
environment where everything is good. Because all information you will get gives you as a 
lecturer/coach information about the approach they used. Questions you can ask are related 
to the empathize stage and their approach. If you would like to give feedback use the positive 
method: 
‘What works for me as a coach, student, client, user or … is that ….’. 
‘What I need as a coach, student, client, user or … is …’.  
 
They do not have to react but wright it down and take it with them. Also this is part of the 
design based approach to improve their ideas. Its an iterative and non-linear process. This 
means that the group of students continuously use their results to review, question and 
improve their initial assumptions.   
 
From that perspective we help the students to formulate a design challenge. We call it a ‘How 
might we’ question (define stage). These HMW questions will help the student to come in the 
action modus. From that question the students and maybe some stakeholders create some 
ideas to solve a problem (question). Ensure that your design challenge is written large and 
visible to the whole group during this process. Being able to quickly reference your challenge 
will make this easier because it will help the group connect their insights back to the question 
trying to answer.  
 
Now we have to be creative. The students get the chance to imagine some solutions that might 
address the needs of the client or users (ideate stage). Work in your own group and try to 
come up with a few ideas that might improve the question. Don’t worry about being perfect, 
wright or draw your ideas quickly to capture them. While you write down your ideas listen to 
the others. Sharing helps you be more creative. Making ideas visual will help the students 
better imagine the possibilities and the pitfalls of their solutions, as well as explain it more 
easily to others.  



Share your favorite ideas with another group of students and get feedback from them. Don’t 
sell your ideas but explain them simply and experience what the other students think about 
it. What kind of ideas do they have to improve your ideas? 
 

Coaching Wednesday: 
- create a safety and positive learning environment. 
-make sure that the group gives constructive feedback. 
- help the students to formulate a design challenge. 
-support the students to make the ideas visible and share them. 

 
 
Thursday:  
Again it’s very important that the students get enough time to come in contact with the 
different stakeholders and (end) users and know to understand what it means working 
iterative. They have to understand and experience the sense of empathy towards the people 
you are ‘designing’ for. In this stage of working it’s time to create some prototypes. The 
prototype stage means that you have something to present at your stakeholders or users. 
Make sure that the group keep a memory of their favorite ideas by taking pictures of their 
HMW questions as well as the most promising ideas on paper or sticky notes. 
 

Save the original papers that describes the ideas that the group like to start prototyping. Your 
prototype can be a model, a story or a more detailed drawing. The students have to 
experience to work with scissors, paper, tape, markers and anything else that’s around them 
to make that idea visual. It’s time to start making. 
 
Set a goal together to create at least 2 prototype parts of a concept together by the end of 
the day and divide your group into sub-groups where possible. Make time in the middle and 
at the end of the day to have your full group meet and review what you have created. Ask 
each sub-group or person to explain the prototype and walk through it if it’s a role play. As 
you show your prototypes begin to articulate how the idea came to life and the process of 
making it real.  
 

 

Coaching Thursday: 
-make sure that it is possible for the students to come in contact with teachers/coaches or 
stakeholders (kind of support lab). 
-be a coach and not a lecturer (so ask questions and not giving any information). Help them 
to learn and trust on their own decisions).  
-make sure there is enough materials to work with and being creative. 
-the students make appointments about working with each other and create a safely 
environment to give feedback. 

 
 
Friday: 
This will be the final day of the entrepreneurship competition. Today there will be a 
presentation for the (end) users, stakeholders and clients. It’s up to the students to show and 
share their prototypes and share the experiences. Questions what could help to create a 
presentation will be: 



 
-How are you introduce your group? 
-What problem did you see (define challenge) and who are the users? 
-Who did you talk to and observe? 
-What ideas / concepts did you come up with and how did you prototype them? 
-What feedback did you receive? 
-What’s next for your group and how might members of the audience could help you with the 
next steps? 
 
Again it’s possible to give feedback. If you would like to give feedback use the positive method 
they used before: 
‘What works for me as a coach, student, client, user or … is that ….’. 
‘What I need as a coach, student, client, user or … is …’.  
 

Coaching Friday: 
-arrange a spot in the context (maybe a place from one of the clients) for the presentation. 
-create a learning environment with an appreciative inquiry.   

 

Community building and assessment 

Congratulations on finishing the first experience with working with a design-based approach. 
Hopefully you understand what it means to work in a iterative process. 
 
By now, you should have completed the following things and understand what it needs: 
 

• Formed your multidisciplinary ‘design’ group and determined the team roles 
• Could define a design challenge, a “How might we” question 
• Explored empathize methods 

• Conducted empathize methods as a mix of interviews, observations, immersive 
experiences and others 

• Made at least one prototype 
• Organizing to get feedback 
• Being a reflective practitioner.  

 
 


