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Educator's Guide: Tips and tricks on how
to become a digital teacherpreneur
Introduction
This guide has been developed under the Erasmus+ programme as a part of an international project
“Digital Entrepreneurship: Innovative Teacher Training”, shortly “Digital Teacherpreneur”. The project
aims to develop, cooperate, transfer and implement innovative practices to improve the profile of skills
and competences of vocational teachers and trainers related to entrepreneurship, especially, towards
digital entrepreneurship.
In this guide, you will find a set of tools, applications, software as well as methods, activities and
principles which are suited for vocational education and support of entrepreneurial mindset of
students, pupils and trainees. The main aim is to provide vocational teachers, educators and trainers
with new innovative ways of schooling, including digital and online tools to increase efficiency,
attractiveness and quality of learning. You can find here tips and trick about what kind of tools you can
include in your teaching activities and how it will help your student’s entrepreneurial mindset,
especially in the area of digital entrepreneurship.
The Educator’s Guide is divided into 3 parts: (1) Didactic methods; (2) Technological and digital tools
and (3) Entrepreneurial tools. Each part is focused on different activities and tools which can be used
during vocational classes or courses. Firstly, didactic strategies and tools and programmes helping with
didactics are introduced. Secondly, a broad range of helpful and innovative technological tools and
digital apps are presented. Finally, you will learn about various tools used in entrepreneurial world.
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1. Didactic methods
1.1.

Strategies & principles

1.1.1.

Design thinking

Design thinking is an interactive problem-solving process and approach which is being implemented
in the business world more and more. In this process one aims at understanding a user/client,
challenging the assumptions and redefining problems by identifying alternative strategies and
solutions that might not be instantly apparent with our initial level of understanding. It is about
questioning the problem, questioning the assumptions, and questioning the implications.
Design Thinking means to analyse a problem, just as a designer would, in order to find a solution. It is
a way of offering a solution to a problem. We divide a problem into smaller parts, we analyse them,
we think a lot without limits and everything we can think of, in an empathic way and together with
other team members, then we will be much closer to finding the solution we seek.
The Design Thinking process is carried out through 5 fundamental actions: (1) we empathize, (2) we
define, (3) we devise, (4) we prototype, and (5) we test.

Picture 1: Source: https://perspect.it/design-thinking/

The current boom and popularity of Design Thinking come from its ability to generate innovative
solutions in a very short time. Offer to your entrepreneurial students and future start-ups owners a
methodology with which they can rise and create a creative and innovative culture within the class.
Design Thinking is emerging today as one of the most useful tools aimed at successfully promoting
entrepreneurship and innovation. A disruptive methodology focused on the client at the centre of all
business efforts and applies to any business environment that requires a different and creative
approach, Teachers should support the generation and testing of entrepreneurial ideas of our students
that can subsequently lead to entrepreneurial processes.

3

1.1.2.

Project-Based Learning

Project-Based Learning (PBL) is a teaching method in which students learn by actively engaging in realworld and personally meaningful projects.
To help teachers do PBL well, we created a comprehensive, research-informed model for PBL to help
teachers, schools, and organizations measure, calibrate, and improve their practice. In Gold Standard
PBL, projects are focused on students' acquiring key knowledge, understanding, and success skills.
When transitioning to PBL, one of the biggest hurdles for many teachers is the need to give up some
degree of control over the classroom, and trust in their students. But even though they are more often
the "guide on the side" than the "sage on the stage," this most certainly does not mean that teachers
don't "teach" in a PBL classroom. Many traditional practices remain but are reframed in the context of
a project.
PBL is becoming widely used in schools and other educational settings, with different varieties being
practised. However, there are key characteristics that differentiate "doing a project" from engaging in
rigorous Project-Based Learning.
We find it helpful to distinguish a "dessert
project" - a short, intellectually-light
project served up after the teacher covers
the content of a unit in the usual way –
from a "main course" project, in which the
project is the unit. In Project-Based
Learning, the project is the vehicle for
teaching the important knowledge and
skills student need to learn. The project
contains and frames curriculum and
instruction.
In contrast to dessert projects, PBL
requires critical thinking, problem-solving,
collaboration, and various forms of
communication. To answer a driving
question and create high-quality work,
students need to do much more than
remember information. They need to use
higher-order thinking skills and learn to
work as a team.

Picture 2: Source: https://www.pblworks.org/what-is-pbl
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1.1.3.

The Push Method

The Push Method is a strategical tool which helps to transform thoughts into real actions. In other
words, by using the Push Methods, the enterprising behaviour becomes internalised – and vice versa
– that action is pushed by reflection so that the action becomes conscious, and therefore capable of
being improved.
The Push Method is part of entrepreneurship didactics and as by including it into the learning and
teaching process, the ability to act is being promoted. In general, the entrepreneurship didactics
describes how academic knowledge and skills can be converted into personal competences, including
enterprising behaviour.
The simplicity of the Push Method is based on the principle of thinking about some idea or project,
then visualizing the action – what would you do, what would be needed to make it real – and finally
proceeding to change-provoking action, which is the push to actually start acting. “The push” consists
of seven strategies, each of them supporting entrepreneurial behaviour in a teaching context.
These strategies are:
•
•
•
•
•
•
•

Mastery experiences
Start with your means
Personal insight and reflection
Courage to fail
Change of habits
Role models
The reward for action (enterprising behaviour as a learning goal)

To find out more about the push method, please have a look at the study of Aarhus University here:
www.etctoolkit.org.uk/media/28484/kirketerp-entrepreneurship-didactics-the-push-method.pdf

Picture 3: Source: https://www.etctoolkit.org.uk/media/28484/kirketerp-entrepreneurship-didactics-the-push-method.pdf
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1.1.4.

Flipped classroom

Flipped Classroom is a pedagogical model that transfers the work of certain learning processes outside
the classroom and uses class time, together with the teacher's experience, to facilitate and enhance
other processes of acquisition and practice of knowledge within the classroom.
It is a comprehensive approach that combines
direct
instruction with constructivist
methods, increasing the commitment and
involvement of students with the course
content and improving their conceptual
understanding. It is a comprehensive
approach that, when applied successfully, will
support all phases of a learning cycle (Bloom's
Taxonomy).
When teachers design and publish an "online"
class, they can think about student
Picture 4: Source: https://skooler.com/the-flipped-classroomengagement in active learning can be
supports-multiple-styles-of-learning/
facilitated through questions, discussions, and
applied activities that encourage exploration, articulation, and application of ideas.
Flipped Classroom allows teachers to dedicate more time to the attention and diversity. It provides
students with the possibility of re-accessing the best content generated or provided by their teachers.
Create a collaborative learning environment in the classroom.
The flipped classroom can be used through Google Classroom, Google Classroom is a tool created by
Google in 2014 and intended exclusively for the educational world. Its mission is to enable a classroom
to be managed collaboratively through the Internet.
It can be used to facilitate entrepreneurship, proposing tasks to students in which they know and
discover their own entrepreneurial qualities, through materials such as videos, tests, questionnaires,
articles, research topics.

1.1.5.

Learning-by-doing method

Learning-by-doing is not just learning by experiment, it is learning from the real world, it is a direct and
practical application of the theory, which is necessary, but it is not the only thing. For Learning-bydoing method you need to follow a few premises:
1.
2.
3.
4.

You learn more when there is a will to learn.
You learn more when you set goals.
You learn more when there is interest in the subject, its content increases my curiosity,
and I can see its practical application.
You learn more when you are not afraid of failure, you accept your mistakes because they
help you to open new paths.

Learning-by-doing in a technological framework will achieve success when experiences are transmitted
on the Internet, not just information. If we visualize the classroom as a group of intelligent people who
learn the same content from different paths, in different ways, with different strategies and with the
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support of the teacher who adds to each one what each one needs, it is a fun classroom that does not
reflect an "order" of desks, with individuals listening to a speech.
An application of Learning-by-doing in teaching entrepreneurship class is the Lean start-up technique.
The Lean start-up method teaches you how to drive a start-up, how to steer, when to turn, and when
to persevere and grow a business with maximum acceleration. Specifically determining the Minimum
Viable Product in class.

1.1.6. External experts and entrepreneurs with real experience
When you need to liven up the class or include some examples from practice to your learning topic,
inviting external experts with real experience can be just the right thing. External experts can be young
entrepreneurs, who have studied the same profession as the students or even the same school, they
participate in class exposing their entrepreneurial experience, their beginnings until the start of their
own business.
This entrepreneur could organize visits to his own company and explain students the technical aspects
of his company related to the professional studies that the students take. It also could be explained
what computer programs and applications specific to students’ profession are used in his/her business.
Use of machinery and equipment that require technical knowledge can
be involved as well. Nevertheless, there is no harm in inviting an external
expert via online call as well!
This method is connected to the vocational teaching of students, since it
allows them to empathize with the expert who tells them about their real
entrepreneurial experience in the classroom or in their own company,
which allows students to break barriers to entrepreneurship, and also
know the operation of a company in your field of study.
For students, it might be very helpful and encouraging to see a real
person, who was once at their position and now is a successful
entrepreneur. It will give them motivation for further learning and show
them a possible path.
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1.2.

Tool, apps, programmes

1.2.1.

MOOC: Massive open online course

The MOOC platforms offer open educational sources on different topics as well as a possibility to
develop digital competences and creative and innovative thinking of future entrepreneurs. It is under
the patronage of UNESCO due to the fostering of ICT in the field of education
MOOC is the acronym for Massive Online Open Courses (or massive and open online courses). Massive
courses have not been anything other than the evolution of open education on the internet. Given the
boom that these types of courses have experienced, private initiatives have appeared, which with the
collaboration of great experts in each subject, have met great success.
EdX (www.edx.org) is one of the biggest platforms for MOOC, and has come to
confirm the importance of the trend of mass courses and to reinforce the feeling
that it is a movement that is called to change education. It gathers courses from
universities like MIT, Harvard, Berkely and many others in various topics.
edX includes other interesting and educational material like TEDx, TED-Ed
or TedTalks. All can be used in schooling, just find the right materials for
your topic or class. Other MOOC platform is, for instance, Mixergy
(www.mixergy.com) which offers many educational videos from real
entrepreneurs.
The great strength of the MOOC lies in their ability to unite nodes of knowledge. From a connectivistic
conception, where the creation of knowledge is based on the establishment of connections, it is clear
that the greater the number of nodes, the more possibilities for learning there are in a given course.
Therefore, it supposes the change from closed educational platforms to open learning environments,
which supports student learning, and their ability to relate concepts and knowledge. Given this
information, you can let your students know about these courses so they can attend them and educate
themselves in the area they are interested in.

Picture 5: Source: https://blog.netapp.com/blogs/learning-at-massive-scale-netappuniversity-innovates-with-moocs/
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1.2.2.

Interactive whiteboards

When connecting a computer with a tablet, you can use interactive whiteboard
tools to make your teaching or your lessons more vivid while speaking to your
audience. With that, you can underline your words visually while using the
whiteboard.
The interactive whiteboard has much more options than just the usual white or
blackboard in every classroom. If the infrastructure in a
certain school or institution provides laptops or tablets to
every student in the class, they can also join the interactive
whiteboard. This is especially interesting when you are
teaching remotely and want to share the same screen/canvas with your students so
you can interact with each one of them instead of just having a passive audience. All
participants can write, draw, drag and drop content into the shared whiteboard
screen. In this way, you can collaborate in a visual virtual environment.
On the whiteboard, you can show your content more clearly and also let students
interact with you. Moreover, during normal class teaching, it is also handy to let
your students practise their presentational skills with more than just flipcharts or
PowerPoint presentations. The skill of presentations is something that every
student will need in his/her future career.
The whiteboards we give as an example are:
•
•
•
•
•
•

Doceri (www.doceri.com)
Groupboard (www.groupboard.com/products)
Explain Everything (www.explaineverything.com)
Liveboard (www.liveboard.online)
Jamboard (www.jamboard.google.com)
Open Sankoré
(www.web.archive.org/web/20130115231130/http://open-sankore.org/en)
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1.2.3.

Learning management systems

Learning management systems (LMS) are closed platforms where a particular group of people – e. g.
one educational course group – shares content. That way you can work online, write and hand in
homework and other tasks, comment on others’ work, give grades and publish video or audio data. All
of this is uploaded into one safe space where no one else can see the shared content.
LMS can also become interactive, involving group work or online interactive work. Moreover, you could
have tests on this platform as well. Platforms like this support the educational management.
You can use these tools for school activities as an additional way to support
the self-management of your students due to learning and studying on their
own. It is also beneficial for the teachers and students to have all the needed
information and learning materials in one place accessible 24/7, where
nothing can get lost. These platforms have the option to remind you of
deadlines which is helpful for the time-management for both students and
teachers.
The LMS we give as an example:
•
•
•
•

Moodle (www.moodle.com)
Google Classroom (www.classroom.google.com)
Open eClass (www.openeclass.org/en/)
DOKEOS (www.dokeos.com)

1.2.4.

Systems for reviewing students understanding

Tools for reviewing students’ understanding are a very good option for short and precise feedback
from students or course participants. With these tools teachers or speakers can have an instant survey
of the audience’ progress.
During the presentation, a speaker can open a question which can be voted quickly within seconds by
every participant at the same time or by individuals. You can ask yes/no questions or open questions
where notes and ideas of the participants can be collected within 2-3 short words. This way you can
do quick brainstorm sessions and show them to everyone or ask about the opinion of the audience
whether they agree or disagree with something.
This is a great opportunity for feedback in big groups where you are unable to get a response from
every single participant personally. Also if you speak in front of a bigger audience – like 2-3 classes of
students – and want to keep them interacting and thinking with you, it might be useful to use some of
these tools. The reason for this is that these tools work anonymously and even shy people are willing
to interact and share their opinion or make a statement via this tool.
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For schooling, you can make surveys quickly because you do not
depend on a discussion any more. The brainstorming is easier with
these tools as well, e. g. collecting ideas from students or preparing
new topics for your students The best thing is that these tools work
online so you can use them for remote teaching and still keep your
students interacting.
Free systems for reviewing students’ or trainees’ understanding are,
for instance:
•
•
•

Socrative (www.socrative.com)
Classtime (www.classtime.com/en)
Mentimeter (www.mentimeter.com)

1.3.

Schooling activities

1.3.1.

Serious games

Serious games are games designed with a primary purpose other than pure entertainment. Serious
games (SGs) represent a modern and interactive approach to train people in a controlled environment
generally closed to reality. Besides educational games, SGs can also be used to support social and
cultural positions, but also to disrupt and change certain positions, leading to potentially significant
long-term social change. Examples of serious games can be the following.
Second Life (www.secondlife.com) is a virtual world used in
recent years by many educators. Second Life offers a new way
to learn enabling experiential learning in a role-playing game set
in a 3D environment. Second life is played by thousands of
players and there is a store where people can sell their creation
gaining real money.
Umanager (www.umanager.itd.cnr.it) is a management game
designed to promote the development of young students’
entrepreneurial skills. The game offers young people the
opportunity to deal with the management of a touristic
village, stimulating decision making and problem-solving skills
in a reality-oriented environment
Youtuber Life (www.youtuberslife.com) is a role-playing game
that allows you to wear the cap of a YouTuber and gives you
the bale tools to create your channel. It manages subscribers,
views, likes and gives you the real feeling of managing a
YouTube channel. The game makes you realize that doing this
job is not only fun, but it is also difficult.
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Finally, Mashinky (www.mashinky.com) is a serious game
to develop an entrepreneur mind. You have to develop a
transport business on the map and improve your empire
to grow it. During the game, you have to put a track on
hard terrain, come up with favourable routes, upgrade
vehicles, and work on your assets. The main aim is to make
a profit.

1.3.2.

Tools for teaching business activities

In case you are teaching a class on business activities, you might have heard of IDEA tools created by
the University of Southern Denmark. The purpose of the IDEA-BMC (Business Model Creator)
(www.idea-bmc.eu) tool is to create a business model for a specific business case. It is an innovative
tool for students of business and vocational education as well as other groups of people who want to
learn how to run a business effectively. The model will give you a clear understanding of how you
create value for your customers, how you generate cash flow, how to identify your customer and many
other aspects of businesses.
IDEA-BMC tool will help students to understand the business environment, to encourage their
enterprise spirit and to improve their competitiveness and economic growth of their potential
economic activities. This tool is designed to help students to break barriers and encourage them in
their own entrepreneurial activities. The knowledge gained by IDEA-BMC is also helpful for increasing
their chances at the job market. More on how to use the IDEA-BMC tool is explained in this short video:
www.youtube.com/watch?v=MyF4DkvLokI&feature=youtu.be
In addition to the Business Model Creator, IDEA Tools include other educational materials, worksheets
and suggested activities like workshops and camps for supporting entrepreneurial spirits among pupils.
More can be found at www.idea-camp.eu.

Picture 6: Source: http://idea-bmc.dk/
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2. Technological & digital tools
2.1.

Tool, apps, programmes

2.1.1.

Content ideas and research tools

The content ideas and research tools are great for starting new projects or brainstorming. Instead of
a multiple single-search-way via Google or Ecosia (or other search engines), you can use research tools
for a wider search spectrum. This is useful because these tools cluster immediately what other people
were already asking or searching in the context of the term or the topic you want to work with. You
get an instant overview of what is connected to your idea. This way
you can also find out connections and see opportunities how to
work with your topic in ways you maybe have not think about
before.
In an educational environment like in schools, this can be used for
project groups or peer-work. It is a great starting point, if you do
scientific research and want a wider point of view for your work.
The same principle can be used during lessons when you want
students to prepare for new topics in your subject.
The tools we give as an example are Answer the public
(www.answerthepublic.com) which provides you content ideas about
what the majority of people think or search for; and KeywordPro
(www.keywordpro.net) which, similarly, helps you to distinguish
relevant searches for your chosen keyword.

2.1.2.

To-do lists and motivation tools

Are you chaotic? Do you have too many tasks to do? Use some of the free to-do-lists tools or tools for
work division for you and your colleagues. Examples of such tools can be Momentum
(https://bit.ly/33zpfAH) or Asana (www.asana.com).
Momentum is a programme that reminds you of your tasks and
motivates you to your work. It replaces your “new tab” window on
your Chrome browser and it pops up on anytime you open a new
tab. It does not only show you your to-dos but gives you also
motivational messages in a set time and frequency. Common todo-lists (does not matter if digital or paper) are at risk of being set
aside and forgotten about.
On the other hand, the Momentum tool itself gives you reminders on your tasks, so you do not have
to think about it anymore. Momentum is an extension of the Google Chrome browser, therefore can
be used only in the browser or with an app on the smartphone. Momentum is useful for students and
teachers to keep their tasks on track and to make their time management more efficient.
Asana is a management program for groups of more than 5 people.
With this tool, you can start different projects which have tasks for all
the people in your group. Does not matter where the members of your
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team are, Asana connects your working process. This might come in handy for students who have
projects in bigger groups and do not want to meet in person to discuss their workflow.
Asana is used in the browser and you see immediately the open tasks for all the people in the group –
deadlines and descriptions of the tasks included. A single person can use Asana for many different
groups and companies. For teachers, it can be used to observe the working progress of students in
different classes during project and peer work. Asana offers also a calendar where you can see
immediately what has to be done in one timeline. Analytical tools are included with the upgraded
version.

2.1.3.

Photo content editors

Photo content editors are software tools which
allow users to manipulate, improve and transform
images. Generally, by using these programmes a
user can create artistic images from scratch.
Widely used software in this field is, for instance,
Adobe Photoshop (www.adobe.com) and Gimp
(www.gimp.org).
Adobe Photoshop is a raster graphics editor
developed and published by Adobe Inc. and
available for Windows and Mac OS operating
systems. Photoshop provides a variety of tools
with multiple image-editing functions for drawing,
painting, measuring, selecting, typing, and
retouching. Photoshop has strongly influenced this
area to the point that the
term ‘Photoshopped’ was
coined to indicate the
modification of an image
regardless of the use of the
specific software.
Gimp is the most
popular
open-source
alternative. Available
for all operating systems, it is characterized by the possibility to enrich its
functionality through the integration of plugins.
Your students will benefit from the knowledge of these tools because they
could use it as graphic designers or photographers in their work life. And even if their careers would
not be in the creative field, it is still useful to know basics of these programmes, so they can edit
pictures if needed and do not have to hire someone external who knows these tools.
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2.1.4.

Sound content editors

The expression "sound content editing" refers to a process made possible by tools (computers, audio
interfaces, mixers, microphones, etc.) and software that enable the manipulation of digital audio
tracks. These tools allow both beginners and experts to manipulate audio for purposes that include
simple entertainment, professional audio processing, learning and teaching audio content
management and manipulation practices.
Knowing these tools is useful for your students as well for you because it enables you to edit videos on
your own and for your own purposes. Moreover, your students can establish a career in the field of
sound editing later in life.
Audacity (www.audacityteam.org) is a multitrack audio editing software. The
basic program allows multitrack audio recording, editing and mixing. It can record
audio in real-time through microphones, audio interfaces and mixers or enables
users to import and digitalize audio recordings from other sources. Audacity
enables users to modify digitalized audio files in volume, format, speed, pitch. It
is user-friendly and supports different audio formats (e.g. WAV, MP3, AIFF, FLAC,
Raw).

2.1.5.

Video hosting and sharing services
Videos have been used for several
years in teaching already. Thanks to
the Internet, nowadays, videos
have become a central point in the
way of learning because of the
immediate, accessible and more
engaging nature that enables
informal learning. Videos capture
the attention of students in a way
that other methods cannot and are
easily delivered through a Learning
Management System (LMS).

Studies show that there is greater
retention of information learned
through audio/video channels than information learned only through reading a text. However, sharing
videos is an expensive service in terms of network and storage resources. There is considerable
demand for video-based learning from schools, universities and training institutions.
YouTube (www.youtube.com) and Vimeo (www.vimeo.com)
are free services that offer to host and share videos in a free and
easily accessible way. You can either film yourself speaking or
create a video with presentation or other content, then upload
your video online and share a link with your students. Your
video can be set either secret (no one without a link can see it)
or public so everyone has access to it.
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2.1.6.

Presentation content creators
The presentation content creators are
excellent tools available to students and
teachers as they enable them to arrange a
multimedia communication characterized
by the contemporary and integrated
presence of different languages in the same
informative context. Thanks to these tools,
students and teachers can express
dynamically different information contents
through images, films, texts, links and
sounds.

Genial.ly (www.genial.ly) is a freemium online platform that
allows, after a quick registration, the creation of interactive
presentations and infographics with personalized content
exploitable in learning and teaching processes. Genial.ly is a tool
that enables the creation of different types of resources ex Novo
or starting from already existing resources (infographics,
postcards, posters, presentations) browsable through a search
engine within the Genial.ly site and navigable through different
filters (Media - Corporate - Education - Others).
Prezi (www.prezi.com) is a freemium online platform (users who use
the product for free must publish their work on Prezi.com) based on
the use of the cloud. It is an innovative tool that allows users to create
dynamic, effective and highly engaging online presentations. Thanks
to its original virtual canvas (user interface) it allows users to edit,
rotate or insert objects. It is also possible to share the development of
a presentation with collaborators who can edit and make changes.
Mentimeter (www.mentimeter.com) is an interactive presentation tool
(freemium) that allows a presenter to capture the attention and participation
of the audience in real-time. It enables users of the presentation to ask their
opinion in real-time through the use of their mobile devices. It is very suitable
for asking questions or survey groups of people. The presenter can choose
whether to show the respondents' answers in real-time and/or anonymously.
The users can create surveys and question batteries according to different
options provided by Mentimeter (open-ended responses, multiple-choice,
word clouds).
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2.1.7.

Interactive content creators

Every day students play with their own multimedia devices, consoles and smart devices that offer a
wide range of activity highly interactive and with attractive graphics. Students are comfortable with
apps that allow them to touch, drag and answer to stimuli displayed on the screen. For this reason,
educational resources must follow this trend and be developed in an interactive and engaging way that
will keep students' attention.
Although it is simple for a computer developer to create such type of
content, usually, a teacher does not have the right skills for this kind of
activity. The interactive content creator tools are developed to enable
everyone, even people who do not have computer skills, to create quality
and engaging interactive content. One of the most used tools for the
production of interactive content is H5P (www.h5p.org).
H5P is a web tool that empowers everyone to create rich and interactive web experiences more
efficiently. H5P enables existing CMSs and LMSs to create richer content and tools for teaching and
assessment.

2.1.8.

Apps & virtual environment creators

The world of today is one where gaming and virtual reality has become a big part of people’s everyday
life, especially for the younger generations. It is therefore important to integrate the languages of
games and add new tools to the teacher's belt. Serious Games (the games that don't focus on
entertainment as a goal but rather as a means to reach an educational goal) and Virtual Worlds are
nothing new, and the benefits are highlighted in numerous research outputs.
Moreover, teaching students how to create a simple app, or a simple game would not only improve
the technical abilities involved in these activities but foster many transversal competences. There are
several tools that allow anyone to create such apps and games, with varying degrees of technical skills
required. Here are a few examples:
MIT App Inventor (www.appinventor.mit.edu) is an intuitive, visual
programming environment that allows everyone – even children – to
build fully functional apps for smartphones and tablets. It is an
environment based on block programming, that is, programming
visually through the use of actual blocks that carry out specific
functions and that can be linked together to achieve more complex behaviour.
OpenSimulator (www.opensimulator.org) is an open-source multi-platform,
multi-user 3D application server. It can be used to create a virtual environment
(or world) that can be accessed through a variety of clients and allow you to
develop your world with your rules and your didactical methodologies.
Requires medium-low technical skills.
Unity (www.unity.com) is a multi-platform graphics engine that allows
the development of video games and other interactive content, such as
architectural visualizations or real-time 3D animations. Unity allows
deploying content for use in mobile devices (iOS, Android), pc (Windows,
Linux, Mac), console (PlayStation, Xbox, Wii, Switch...). Requires medium
technical skills.
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2.1.9.

Tools for interaction with students & parents

Interaction and communication between teachers, their students and if required, their parents (when
the students are underaged or younger) is very important. Especially if you want to have a better and
functional organisation and communication and do not want to have thousands of incoming mails with
the same question or requests from students and/or teachers.
The tools we give as an example are Edmodo (www.new.edmodo.com), BlackboardLearn
(www.blackboard.com) and Schoology (www.schoology.com). These tools can be used by teachers,
students and their parents at the same time, so all of the involved
parties keep updated. Teachers can set "classes" for their real classes
in school or join "groups" with their colleagues in school.
Edmodo is a website tool so you do not need to download anything
and you can use it not only for communication but also for sharing
files.
BlackboardLearn is more focused on the student as a user.
Students
can
interact
in
courses
with
the
instructors/teachers, classmates and keep an eye on their
progress and the requirements for the class.
Schoology is accessible
as a website or as an app on the smartphone. It works similarly
like Edmodo except that it offers a news-board where you can see
the changes in your courses, groups or the calendar. For
Schoology a Google Drive access is necessary. Students can use
this tool for communication with their teacher and also upload
data from their Google Drive or hardware.

2.1.10.

Tools for work efficiency

You may have heard of a tool called Evernote (www.evernote.com/intl/en) before. It is among the best
products to take notes in, plan your meetings, clip webpages and highlight important content and
many other things. Evernote allows you to have all your notes stored in one place as well as interact
with other apps.
Additionally, you can use their new product Scannable to scan your
handwritten notes and transfer them into an electronic version. Then
you can search it on your electronic device the same way as it was
written on your device. So, if you prefer to write by hand but you are
afraid that your students will not be able to read it, use Scannable (or
any other similar app like Adobe Scan, CamScanner or ScanPro). It is
also much easier to make a scan of a paper with hand-written notes or
sketches and distribute them to students as a PDF document.
You will enjoy the fact that you can make sketches and notes by hand
(e.g. on a whiteboard), but still have it in an electronic version ready to
be distributed within your students. Moreover, the fact, that you can
plan your meetings and have notes in one place, is more than pleasant.
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2.1.11.

Artificial intelligence software

Are you already skilled enough in digital technologies that basic online tools bore you? Do you search
for new challenges in the digi-world? Try using software based on Artificial Intelligence!
Apache Mahout (www.mahout.apache.org) is a Java
library which implements machine learning
techniques for clustering, classification and
recommendation. Mahout is using a long list of
algorithms which makes it one of the most popular AI software. This software is using applications to
analyze a big source scale of data. It takes the users’ information and combines it with community
information.
On the other hand, Keras (www.keras.io), for
instance, is an AI-based software for programming
applications. You can use it for your own
programming ideas in areas of machine learning
research.
Many other companies like Netflix, social media platforms or matchmaking-programmes use exactly
this kind of tools to make recommendations – also news feeds use this kind of technology. Machine
learning has a big role in using IoT (internet of things), which is important in schools for subjects like
computer science or engineering.
Some schools in China already use artificial intelligence software to track the health and engagement
status of the students or to observe their concentration during class with gadgets that measure their
brain waves. Afterwards, the results are automatically sent to the students’ parents. Teachers in China
say that these AI-gadgets have helped students to improve themselves e.g. in reading.

2.2.

Schooling activities

2.2.1.

Gamification tools

Gamification tools are very useful for learning in an interactive and fun way. They are designed as
games and, as one can assume, the approach of students towards games is a different one than to
traditional teaching classes. Learning with games does not feel like learning at all and is more fun
which, because of the positive attitude and emotion, is very beneficial for the user at the same time.
The tools we give as an example are Quizlet (www.quizlet.com) and Kahoot (www.kahoot.com).
In Quizlet you can prepare an interactive online quiz where students, for
example, can practice and repeat the vocabulary they need to learn. This
approach is fun for kids and young adults because it is designed like a game and
has many different options of how to work with the needed words. With that in
mind, they are more concentrated and students keep working on the learning
process. They work using an interactive online tool accessible anywhere at any
time. The “game” or studying process with Quizlet continues as long as needed
so that all words that are asked are used correctly. Students can share their vocabulary sets with other
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peers too, which is a great way of studying together in class. The app Quizlet can be used on both
computer and smartphone.
Kahoot is a quiz game that can be used for any questions and topics. It is a
great way for teachers to integrate them as a fun “test-kit” during lessons.
Teachers can do short learning-quizzes with which they can repeat the new
content with the students. Kahoot offers also the option to integrate a
video via link in the game and test afterwards how much of the video
content is understood by the students.

2.2.2.

Virtual and augmented reality in schooling

Virtual Reality (VR) is “the sum of the hardware and software systems that seek to perfect an allinclusive, sensory illusion of being present in another environment” (Biocca & Delaney, 1995). The key
features of VR technologies are immersion, presence, and interactivity of the experience they allow to
the users. Interactive capability, immersion interfaces, animation routines, movement, and simulated
virtual environment are just some of the intrinsic characteristics of VR systems.
At the same time, several works state that VR has positive effects on learning outcomes improvement,
living experiences that are closer to reality, intrinsic motivation, increasing level of interest in learning,
and improved skills.
Unlike immersive Virtual Reality, Augmented
Reality (AR) allows users to see the real world at
the same time as virtual imagery attached to real
locations and objects. In an AR interface, the user
views the world through a handheld (like mobile
devices) or head-mounted display (HMD) that is
either see-through or overlays graphics on the
surrounding environment. AR interfaces enhance
the real-world experience, unlike other computer
interfaces that draw users away from the real
world and onto the screen.
In other words, AR can enable a person to
interact with the real world in ways never before
possible. For example, users can move around a
three-dimensional virtual image of the focused
object and view it from any vantage point. AR can
also be used to enhance collaborative tasks.
Augmented Reality
experience that:
•
•

offers

an

educational

Support for seamless interaction
between real and virtual environments
The use of a tangible interface metaphor
for object manipulation
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•

The ability to transition smoothly between reality and virtuality

3. Entrepreneurial tools
3.1.

Strategies & principles

3.1.1.

The Canvas Model

The Canvas Model facilitates the understanding of a project from a global perspective. It integrates
different aspects of the company, understanding it as a whole. It consists of nine blocks, which
represent the different areas of the company that must be studied when designing the business model.
The content blocks are:
1) INFRASTRUCTURE:
a) Key partners
b) Key activities
c) Key resources
2) OFFER
a) Value
Proposition
3) CUSTOMERS:
a) Relationships
with clients
b) Distribution
channels
c) Customer
segment
4) ECONOMIC MODEL
a) Cost structure
b) Income
sources

Picture 7: Source: https://www.slideshare.net/brucefogelson/clipboards/my-clips

The digital economy is an important part of the technological innovation that has revolutionized the
way we communicate, produce, interact and trade. That is why educational innovation has to go
together with digital innovation and implement simplified and digital business projects.
The Canvas method is a dynamic tool that helps students to visualize the most important of the
development of their business. The Canvas serves as a wall panel and the ideas of innovation, change,
transformation and improvement are reflected in a post-it that is attached to the corresponding box.
You can guide the entrepreneurial talent of the students towards how to build the business model,
manage it, and guide educational innovation towards creativity, the visualization of the business
model, and the dynamic approach.
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3.1.2.

The Empathy maps

The Empathy Map is a tool that businesses use to know in-depth who their customer is, how they act,
what they like, what need can be satisfied and how it can be done.
The tool helps to establish a clear picture of these customer groups, that is, to determine the archetype
of each customer group or segments. This means that you have to know what their behaviour patterns
are, what their pains and their gains are. From that information, we can test with surveys or interviews,
if those customer profiles often suffer from that problem or pain, and know if there are an adequate
number of clients or users that suffer from the aforementioned problem in order to thus guarantee
the scalability or sustainability of the business idea or project.
The Empathy Map is a Design Thinking tool that comes from the world of marketing, designed to get
to know in-depth the group of people to whom we are going to address with our products and services.
When starting to design the business model, you have to start by focusing the business idea on the
problem that is being solved and for whom it is solved. To do this, teachers must transmit to future
entrepreneurs the importance of the practice of observing the problem. First to know whether or not
there is a problem for someone, what it consists of, how it is currently being solved (both the
clients/users and the competition themselves), the degree of effort made by clients and users to
alleviate the problem, the frequency of pain, etc.
Identifying the problem is the key to developing the business model because if there is no problem
that customers or users are willing to solve, there will be no business. It is, therefore, the first stone
on which the business model is based. The empathy map is the main tool to get to know the customer
and the first instrument that entrepreneurs must know how to use.

Picture 8: Source: https://online.visual-paradigm.com/fr/diagrams/templates/empathymap/empathy-map/
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3.1.3.

CRM Strategies

CRM: SOFTWARE CUSTOMER RELATIONSHIP MANAGEMENT is a system to support customer
relationship management, sales and marketing, which are integrated into the so-called Business
Management Systems (SGE), and which include CRM, ERP, PLM, SCM and SRM.
Such software can comprise various functionalities to manage the sales and customers of the company:
automation and sales promotion, data warehouse technologies ("data warehouse") to add
transactional information and provide reporting layer, dashboards and key indicators business,
functionalities for monitoring marketing campaigns and business opportunities management,
predictive and sales projection capabilities.
CRM is an approach to managing a company's interaction with its current and potential customers. It
uses data analysis of customer history with the company to enhance business relationships with those
customers, specifically focusing on customer retention and ultimately driving sales growth.
It is very important that our students know this approach, framed within the teaching of Digital
Entrepreneurship, to facilitate the knowledge of relationships with their potential customers, sales
projection, and application of marketing campaigns. It allows you and your students to visualize your
future business with a real application.

Picture 9: Source: https://www.reallysimplesystems.com/blog/do-i-need-a-crm-system/
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3.1.4.

Activities for teamwork and team efficiency

Already tired of individual work? What we suggest to you as a teamwork activity is a game storming.
Game storming is a set of practices for facilitating innovation in the business world or, in your case,
for creative teamwork with your students. A facilitator, it can be either you or any of the students,
leads a group towards a goal with the help of the use of games. Suggested games are prepared as
structured activities that provide scope for thinking freely and playfully, enhancing one´s creativity.
This tool is to be found online (www.gamestorming.com) or in the form of a book. You can find many
videos of the usage of these techniques online, such as this one: www.gamestorming.com/squigglebirds/.
This tool helps you and your students to be creative and come up with new ideas. The techniques
included in the game storming, such as visual thinking, are used by big transnational companies to
solve problems and encourage innovation. There are more techniques than that, as affinity-mapping,
graphic jams, 5 why's, and more. For example, affinity-mapping is more advanced brainstorming, using
an affinity diagram technique will help you to find categories
and subcategories as well as it will tell you where most
people´s thinking is focused.
It can be very helpful to know this tool not only in the
business structure but also at school or in your personal life.
It helps to break down barriers and to use the full potential
of yourself and your students. You can use it during your
lectures to come up with new ideas, you can include games
focused on decision-making, presenting, problem-solving or
as icebreakers at the beginning of a school year. Make your
lessons more fun and effective with the help of game
principles in a non-game context!

3.2.

Tool, apps, programmes

3.2.1.

Project management tools

Almost every single worker or team needs a fast and efficient way to manage and organise their work.
To this end, project management tools are available online and from any device. Since these tools are
essential in the workflows of modern companies, it is extremely useful to introduce them already to
students, because nowadays these are core skills searched by employers.
Each tool offers common basic features, such as those listed below, and then differs by interface or
additional modules:
•
•
•

Planning: allow you to plan and organise your project work in tasks and subtasks, including
notes, attachments, timetables and deadlines.
Collaboration: these tools are the fastest and most non-dispersive way to communicate
task updates in real-time to all team members.
Evaluation: track and evaluate the productivity of the work team to reallocate resources
efficiently and dynamically
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Currently, the most widespread project management tools are Trello
(www.trello.com),
Milanote
(www.milanote.com)
or
Asana
(www.asana.com).
Trello is an online collaboration project management tool that organizes
projects into boards. Trello shows to the entire group who is working on
which task and what subtasks are involved. Trello has an intuitive interface
to list tasks and add attachments to them. It is a platform accessible from
any devices.
Milanote is an online software allowing brainstorming, the creative
technique for solving problems or gathering ideas spontaneously. Milanote
lets the group run brainstorming sessions wherever participants are located.
Asana is a tool for managing projects more effectively. It works with tasks,
projects, conversations, and dashboards. It allows players to turn conversations
into actionable tasks, provide comments on other people’s actions, and
immediately see what progress has been made all without having to schedule
meetings.

3.2.2.

Online video communication tools
Especially since 2020, everybody knows and sees
the importance of online video communication
tools, particularly for education. With online video
communication tools you can not only talk with
people, engage with them visually and audibly, but
you can also have a presentation or a speech for a
panel as wide as needed without its engagement.
Now it is possible to have an online meeting or
gathering and share it to many others without
disturbing the “main actors” in the meeting. Such
platforms often offer the function of these
“webinars”. Teachers could also record their
sessions and then share it online with their
students.
For school activities, you can use several video tools
for inviting not only your trainees but also other
guests who can interact with the students via video
communication. Students can also work in peer
groups together without meeting each other in
person. Moreover, you can use video
communication for “school exchanges” with other
schools, where students can work together and
share their experiences or even work together on
projects which are participated by both schools
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Zoom (www.zoom.com), MSTeams (www.teams.microsoft.com), Cisco Webex (www.webex.com),
ezTalk (www.eztalks.com), Skype (www.skype.com) and other platforms can also be streamed live on
social media platforms like Facebook or Youtube at the same time. This can be also used for acting
groups which can perform online experiential learning.

.

3.2.3.

Crowdfunding platforms

Crowdfunding is a system through which the promoter of an economic, social, cultural or charitable
initiative asks the public for sums of money to support the project on display. There are different types
of crowdfunding, some assume the collection of funds for non-profit initiatives (donation-based),
others provide participation in the share capital of the company (equity-based), others provide a nonmonetary reward in exchange for the donation (reward-based).
The role of crowdfunding platforms is to centralize on an online portal the projects presented by startups and the interest of potential investors, thus facilitating the raising of capital by the company. For
this reason, knowing how the crowdfunding mechanism works is a useful skill nowadays, to help young
entrepreneurs to start their own business. In the last years, a lot of crowdfunding platform raised, but
the following are the most successful:
•
•
•
•
•

Kickstarter (www.kickstarter.com)
Indiegogo (www.indiegogo.com)
Patreon (www.patreon.com)
Crowdfunder (www.crowdfunder.com)
Mightycause (www.mightycause.com)

Each of them retains different fees for the platform utilisation, and some of them are particularly
recommended depending on the type of project you want to present. For example, Kickstarter's most
popular categories are 'Games', 'Design' and 'Technology', instead, the top 3 of Indiegogo are 'Tech &
Innovation’, ‘Creative Works’ and ‘Community Projects’.
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3.2.4.

Design, marketing & graphic editors

Becoming a successful entrepreneur requires not only good skills to create a product or service, but
also to be able to promote it well. The attractiveness of promo materials, advertisements, social media
posts and webpages plays an important role in catching the attention of a potential customer.
The easiest way to create catchy logos, stylish pictures of products’ portfolio or poster and flyers for
an upcoming event, is to use one of the online design, marketing and graphics tools which are possible
to use for free.
Good examples of such tools can be Canva (www.canva.com) which offer templates of modern design
for company logos, social media posts, documents, presentations, banners and so on. Another
example can be BeFunky (www.befunky.com) photo editor, which allow you to edit your photos,
create collages, add arty backgrounds and use free stock images. For more advanced editing, try using
PIXLR (www.pixlr.com).

And how can you include these tools into your schooling activities? There are plenty of ways. Students
can use them for creating fake company logos, try to prepare product portfolio, restaurant menu,
website add a banner or simply deliver their homework presentations in their own original layout. The
possibilities are endless. The advantage of such tools is that they are easy to use and it is fun for
students to be creative.
Last but not least, as a digital teacherpreneur, try using them yourself. Preparing presentations for
your student with a cool layout has never been easier. This way you can catch their attention and show
your digital skills and professionality at the same time. If lost, for how-to-use instructions please see
the websites or youtube tutorials.
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3.2.5.

Free stock photo storages

Do you need to make your teaching more interesting and catch your students´ attention, or do you
want to take your classes to a whole new level? Use more visual materials! You do not need to hire a
professional photographer to take pictures because you can use the free stock photos and videos.
They are available on websites such as Pexels (www.pexels.com), Pixabay (www.pixabay.com) or
Shutterstock (www.shutterstock.com), but there are many more. There you can find high-quality
photos or videos related to any topic you can think of. Just type in your required topic and choose.
According to professionals, the use of images stimulates students´ interest and it increases students’
activity and discussion. Other advantages of using images are that it helps to stimulate visual memory,
therefore students will remember more information from your lectures. So it is important not only to
have a verbal material but to have visual material as well.
So, all you need to do is find a suitable image for your topic and get your verbal material accompanied
by it. Remember, that images are free-to-use in a medium and small size, for bigger sized pictures you
would need to pay a fee. Also, bear in mind that although the pictures are free-to-use, you should
never portray identifiable people in a bad light or in a way that is offensive and you are not allowed to
sell the photos or use them for political purposes.

3.2.6.

Tools for security

For sure you are already protected, but in case you are not… It is good to remind you that while working
online it is highly recommended (or rather necessary!) to be protected from cyberthreats. Online
attackers constantly come up with more and more profound ways how to attack you and steal data or
information from your computer, social media, e-mails and so on. Thus, the protection is quite a good
idea, don’t you think?
Cybersecurity, antivirus protection, protection against unauthorized manipulation, secure
communication, secure data transmission and storage, all these are vital topics which should be passed
on your students. Especially in connection to digital entrepreneurship! Being protected allows you to
work safely and without any risk of losing data or access to your computer.
There are many options on the market to choose from but for students
who seek a cheap option might be helpful to know about Avast
(www.avast.com/index#pc), which is offered for free. Since this
antivirus is for free, the protection is not as high as in the case of a paid
antivirus. However, any antivirus is better than none. The advantage of
Avast is that it does not slow down your connection as some other
antiviruses do.
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Another option is for example AVG AntiVirus (www.avg.com/eneu/homepage#pc), which is also offered for free and it also enables
you to encrypt your connection and browse anonymously with a
VPN.
Last but not least, product Kaspersky (www.kaspersky.com/freeantivirus) offers you the virus protection as well as it secures and
stores your passwords and private documents.

3.2.7.

Tools for analyzing customer behaviour on websites

Do you teach a class on online marketing or do you simply want to teach your students how to analyse
customer behaviour on websites? Use Google Analytics or Google Tag Manager. These two tools
provide you with different insights into customer behaviour but are interlinked together.
Google Analytics (www.analytics.google.com) is an analytical tool that
generates statistical reports about your websites and helps to answer
questions such as how many people visited the website today, how
many pages did they visit, which pages were the most popular. On the
other hand, Google Tag Manager has no reporting features. It sends
data from your website to other marketing/analytical tools (including
Google Analytics).
With Google Tag Manager (www.tagmanager.google.com) you can
manage various Javascript tracking codes (tags) on your website.
Google Analytics tracking code is one of those tags.
It is extremely useful to know how these tools work, especially in
digital entrepreneurship. By understanding their functions and
knowing how to read the data from them, you help your students
raise their chances at the labour market as well as raising yours.

3.2.8.

Tools for analysing websites accessibility

To become a successful digital entrepreneur requires more than just a business idea. In the 21st
century, worldwide society values social entrepreneurship and emphasizes the need for diversity and
inclusion. Same applies for the digital space.
There are standard processes on how to make your websites more accessible to people with
disabilities. You can find so-called Web Content Accessibility Guidelines (WCAG) which are created
together with individuals and professional organisations to improve the online user experience of
people with disabilities. To teach your students why and how to create such user-friendly websites,
you might like to use tools for analysing websites accessibility which will help you to identify possible
ways of improvement.
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Such a web accessibility evaluation tool is, for example,
Wave (www.wave.webaim.org) – the Web Accessibility
Versatile Evaluator. It can identify accessibility of any
webpage and WCAG errors, like a very low contract of
colours which may be too difficult to read, missing label,
dead links, etc. If you will improve the accessibility of your websites, the end-user will enjoy the visit
much more. With Wave, you can also educate yourself and your students more about web accessibility.
And how to use Wave? You can use the tool online or the company also offers Firefox and Chrome
extensions, so you can use it easily in your browser and the testing of accessibility of your websites can
be done directly.
Among other tools are, for instance, AChecker, Accessibility Valet or Web Acc Checker. More about
Wave can be seen at www.youtube.com/watch?v=ITUDiTgAZY0&feature=youtu.be

3.2.9.

Tools for creating newsletters

To create high-quality content and to reach the right people is very important for business success.
There are several free tools using e-mail marketing mechanism and e-commerce to help one's digital
business grow bigger.
MailChimp (www.mailchimp.com) is an email service
provider that helps you to maintain contact with your
target group, either potential customers, members or
even your students and their parents. The tool is webbased, that means you do not need to download any
software, but you can easily use it in your browser. MailChimp offers flexible templates for creating
newsletters and allows you to send it to up to 2 000 contacts and 10 000 emails per month for free. It
also enables people to subscribe and unsubscribe to email lists through sign-up forms.
In your case, you can make a list of students and send them regular emails with school updates or you
can simply teach them how to use the tool for their own business purposes. Thanks to the reports
which this tool provides, you know exactly how many subscribers have opened your email or left it
unopened. So at school, it might be helpful for you to know which students have read your email and
who deserves better grades. 😉
Another way to use MailChimp is to send emails to parents so that they know about the progress in
their kids' learning. It makes the communication simple and saves your time once you get the grip. For
example, you can send weekly updates to inform parents about
the class progress which can come in handy especially in the
times of online teaching.
Among other e-mail marketing tools which you can use to spice
your classrooms with are Sendinblue (www.sendinblue.com) or
Benchmark (www.benchmarkemail.com).
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3.2.10.

Tools for teamwork online polling

Everybody knows that it is sometimes tricky to keep the attention of students. To break the routine
and get back the attention of your students, you can use online polling tools which shows answers in
real-time!
Poll Everywhere (www.polleverywhere.com) is a dynamic online
service that allows teachers to ask their students questions during
lessons. The students answer the questions using their mobile
phones, Twitter or web browsers. Both the question and the
students' responses are displayed live on the website or in
PowerPoint or Keynote. It means you have real-time responses, and
you can work with the answers further on. With this tool, you can
sign up a free account which allows to vote up to 40 students. You
can use this tool in your class to make it livelier, to get feedback on
your class or to check if your students remember what you taught
them. Use Poll Everywhere at the beginning of your lesson, in the middle or at the end, regarding what
you want to ask your student. Good thing is that the answers are anonymous which can motivate
students to answer more honestly.
Another free tool for polling is Doodle (www.doodle.com/en).
Unlike Poll Everywhere, Doodle is specifically made for voting for
dates and times. Doodle can help you to schedule a meeting with
whoever needed. Imagine you need to meet with your students'
parents, set a Doodle vote for them, share a link with them and let
them fill in their time possibilities. This way, it is much easier to
agree on a date which suits everyone.
Both of these tools will also come in handy in the potential business of your students, teach them how
to use them to manage teamwork in the future.

Picture 10: Source: https://doodle.com/en/
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3.2.11.

Web creator tools

A web creator tool is useful for everyone who wants to build his/her own website. A website is needed
in case one would like to present themself, his/her own company or project to the world. In this case,
the website will be the first thing people see when they search for you or your project on the internet.
Because building a website may be sometimes tricky, especially if you do not have a yearlong
experience with IT and programming, web creator tools come in handy offering different preset
opportunities to fill in your content the way you would like to have it.
You can include a web creator tool in your school activities when you plan to do project work with your
students e.g. to present the project work online. In most cases, you can still select if this website should
be open to everybody or only to your specific group.
Your students can learn how to build a website for themselves while using these tools at school. They
can do their profile online or create a website to present their hobby or a blog where they can show
their talents and strengths. Having a website about oneself can be seen as an online business card,
accessible to everyone everywhere.
The tools we give as an example are:
•
•
•

WordPress (www.wordpress.org) – especially theme Eduma designed for
education websites
Squarespace (www.squarespace.com)
Wix (www.wix.com)

Picture 11: Source: https://wordpress.org/
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