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5-Day/Class Course 
 
Welcome to Startup-Minded—the collaborative, interactive curriculum for educators who recognize the 
value of out-of-the-box thinking and real-world experiences! 
 
Here’s how it works: the curriculum is outlined over five days, but you are welcome to structure the 
lessons in whatever way works best for your students and your classroom. You could plan for one lesson 
per day (as is laid out below), 2-3 lessons back-to-back over two days, all five lessons in one day, or one 
lesson per week for five weeks.  
 
No matter the schedule you choose, by the end of the curriculum, your students will have come up with a 
viable solution for a real problem, and given three presentations, two prototype versions of their mobile 
app, and one final analysis report.  
 
Each lesson follows our Startup-Minded framework: Learn-Build-Share, which is designed to teach 
young entrepreneurs the principles and techniques and provide the activities and tools necessary to help 
them ideate and innovate—whether it’s for the next successful mobile app or their next class project!  
 
 

● Day/Class 1: People and Problems – 50-60 min 
○ Goal 

■ Know how to identify the most significant problem you can solve for people 
○ Learn 

■ Principle 
■ Empathic Innovation — From People’s Needs to a Valuable Solution 

■ Understand other people’s needs 
■ Identify what significant problem you're solving for them 
■ Learn which solution best fits that problem 
■ Know how to measure your solution’s value 

■ Technique 
■ Personas 

■ Characterizations of people you’ll help through your solution 
■ Elements 

■ User Type 
● Create easy-to-understand descriptive names 

■ Demographics 
● Describe basic statistical details on their lives 

■ Psychographics 
● Describe attitudes, aspirations, and other 

psychological details 
■ Scenario 

● What’s their compelling story?  

http://empathico.com
http://empathico.com


○ Revise the track-provided scenario found in 
the Startup Tracks Tool (below) 

■ Unmet Needs And Negative Feelings 
● Identify these through your roleplaying survey 

participants as described in the Human Needs 
Survey Process Workbook Tool (below) 

■ Familiarity With Product 
● Identify this through your roleplaying survey 

participants 
■ Urgency 

● Identify this through your roleplaying survey 
participants 

■ Key Metrics 
● Use the Startup Track metric or choose your own 

○ Can change after team’s analysis of survey 
results 

● A key part of the survey activity 
○ Techniques commonly used in social science 

and psychological research 
○ Gather data to inform decisions that lead to 

measurable success 
○ The most measurable data might not be the 

most valuable 
● SMART metrics to measure/track are: 

○ Specific 
○ Measurable 
○ Achievable 
○ Reported (documented and shared) 
○ Timely 

○ Build 
■ Activities 

■ 1.1: Team Creation 
■ Teams of 3 to 4 students 
■ To be selected by teacher or students 

■ 1.2: Pick a Startup Track 
■ Each team member 

■ Reviews the problem described on the track template  
■ Re-tells the scenario (story) in their own words to the team 

■ Each team 
■ Customizes track template as desired  

● Except the track title/topic 
● More information added in Persona activity to follow 

■ Chooses a team name 
■ 1.3: Your First Personas 

■ Create 2 personas 
■ Tools 

■ Startup Tracks 

https://drive.google.com/open?id=1nb3YRRwk8WJW1mVNVqWvmMdzJKhjnye8


■ Persona Template 
○ Share 

■ Activity 1.4: Presentation #1 — What’s your entrepreneurial vision? 
■ Prepare for 5 minutes 
■ Each team presents for 1 minute (not more or less) 
■ Teacher checks criteria: 

■ 1. Team name, members, and, optionally, roles 
■ 2. The problem being worked on 
■ 3. Reasons it’s important to the people being served 
■ 4. Don’t talk about the solution or technology 

■ People’s problems first, solution later 
 

● Day/Class 2: Survey and Solution – 50-60 min 
○ Goal 

■ Be able to tell which solution best fits the problem and creates greatest value 
○ Learn 

■ Principle 
■ Universal Human Needs 

■ Solar system metaphor 
■ Persona (Name) = Sun 
■ Needs (3) = Planets (3) 

● Teams can add needs 
■ Moons (2 per Planet) = Positive Feeling (if Need is met) plus 

a Negative Feeling (if Need is unmet) 
■ Technique 

■ Human Needs Survey Process  
■ 1. Review your Startup Track Persona’s 3 Needs  
■ 2a. Select 1 Positive Feeling from the Positive Inventory that best 

matches each of your Persona’s Needs 
■ 2b. Select 1 Negative Feeling from the Negative Inventory that best 

matches each of your Persona’s Needs 
■ 3. Create 1 survey statement for each of the Positive and Negative 

Feelings to use with a Likert Scale:

 
■ 4. Review what you have to learn from survey participants 
■ 5. Know everyone’s roles 
■ 6. Survey different people in the room 3 times 
■ See further details including examples in the Human Needs Survey 

Process Workbook Tool (below) 
■ Ideation 

■ Valuable solution ideas to people’s problems 
■ Thinking about your personas’ significant needs, how can their 

problem be measurably solved? 
■ In other words,  

■ What specific transformation will you help them experience? 

https://drive.google.com/open?id=1t9G63TbnNvo9O9tjqwCM4qiUCn5FA5nA


■ Which unmet needs will you help them achieve? 
■ For example: “I can’t get to work on my own. I want to use public 

transport, bike ride, or walk, but they aren’t options.” 
■ Bad solution: I will teach you how to drive. 
■ Good solution: Within 30 days, I will teach you how to 

economically drive to work. 
○ Build 

■ Activities 
■ 2.1: Human Needs Survey 

■ Follow the workbook (see Tools) 
■ 2.2: Affinity Diagram Brainstorming (see Tools) 

■ 1. Brainstorm a mobile app solution using Post-Its 
■ 2 ideas per team member per minute for 5 minutes 

■ 2. Sort solution ideas into groups 
■ 3. Name each group as a solution category 
■ 4. Prioritize your categories and ideas 

■ Criteria 
● Impact of solution (how valuable it is) 
● Ease of implementation 

■ 5. Vote to pick the top solution idea 
■ Materials 

■ Post-It pads; ideally, multi-colored 
■ Black felt-tip markers 

■ Tools 
■ Human Needs Survey Process Workbook 
■ Affinity Diagram Brainstorming 

○ Share 
■ Activity 2.3: Presentation #2 — Human Needs Survey & Brainstorming Results 

■ Prepare for 5 minutes 
■ Each team presents for 1 minute (not more or less) 
■ Teacher checks criteria: 

■ 1. Selected positive and negative feelings 
■ 2. Survey statements created and results 
■ 3. Top solution idea selected and why 

 
● Day/Class 3: Prototyping – 50-60 min 

○ Goal 
■ Learn the skills needed to quickly prototype your metric-driven, mobile app solution 

○ Learn 
■ Principle 

■ Iterative Design (activity in Day/Class 4) 
■ What’s Rapid Prototyping? 

■ Design your top solution idea — and do it fast!  
■ Check your own work, maybe get some feedback, and 

design it better — fast!  
■ Start out messy, and don’t get attached to your work 

■ Technique 

https://drive.google.com/open?id=10JYNC--bCTac5C_B_eTT1-9Tt7_IH2uS
https://docs.google.com/document/d/1mlEapC0Qz6oeZnobwJ8bvKWrUpPb2arjaUDKyiZZcAc/edit


■ Paper prototyping 
■ Basic mobile app user interface (UI) design 

■ Sketch the screens users will need from start to end (user 
flow) 

■ Photograph and link-up your pages using a smartphone app 
(Marvel) 

○ Build 
■ Activities 

■ 3.1: Initial Prototype Design 
■ Design your app’s user flow 

■ The screens and functions people need to perform tasks 
■ Examples 

● Sign up for an account or log in 
● Find information on a topic 
● Select and buy a product 
● View, create or edit content 
● Share/communicate publicly or privately 

■ Using the printed prototype templates, quickly sketch each screen’s 
UI 

■ Tools 
■ Marvel App 

■ iOS https://itunes.apple.com/us/app/marvel-app/id765801658?mt=8 
■ Android 

https://play.google.com/store/apps/details?id=com.marvelapp&hl=e
n 

■ Paper prototype template for mobile apps 
■ https://drive.google.com/file/d/1EN7W-

7bauCZQnh87SjqqQGGEEegklU3N/view?usp=sharing  
○ Share 

■ Activity 3.2: Prototype #1 — Post Your Initial Design 
■ Share with your class using Marvel App 

■ 1. In Marvel App, select your project 
■ 2. Tap on Share 
■ 3. Choose from Message, Email, Facebook, Copy URL, or 

whatever else is available 
■ 4. Follow directions for your choice 

 
● Day/Class 4: Testing, Analysis, and Iteration – 60 min 

○ Goal 
■ Gain an understanding of easy methods to test, analyze, and iterate your 

prototype 
○ Learn 

■ Principle 
■ Learning from users to improve solutions — AKA Intro to user research 

■ Startups can’t assume they know their users and only build what’s 
familiar 

https://itunes.apple.com/us/app/marvel-app/id765801658?mt=8
https://play.google.com/store/apps/details?id=com.marvelapp&hl=en
https://play.google.com/store/apps/details?id=com.marvelapp&hl=en
https://drive.google.com/file/d/1EN7W-7bauCZQnh87SjqqQGGEEegklU3N/view?usp=sharing
https://drive.google.com/file/d/1EN7W-7bauCZQnh87SjqqQGGEEegklU3N/view?usp=sharing


■ Good startups build solutions for other people and work to minimize 
the risk of their assumptions by truly understanding users 

■ Technique 
■ Solution Usability 

■ Tasks to determine if a solution is serving users’ unmet needs 
■ 5 Minutes 
■ What’s the best way to know if tasks support a solution to 

the problem? 
● Create reliable data by using tasks with a standard 

metric: 
○ Completion rate 

■ Task completion: percentage passed 
○ Time to completion 

■ Elapsed time on task, usually 
measured in seconds 

○ Error rate 
■ Frequency of task errors/failure as a 

percentage 
○ Satisfaction rating 

■ User satisfaction rating identified with 
a Likert scale (see Day/Class 2) 

■ Test Result Analysis 
■ 5 Minutes 
■ If tests reveal difficult tasks, you’ve got problems to analyze 
■ Analysis Template: When testing our <solution>, we 

<outcome> that users <task> had a <impact> problem 
based on <metric>. 

● Outcome (examples; add your own) 
○ Confirmed 
○ Realized 
○ Were Alerted 

● Metric (standard; see Solution Usability) 
○ Completion rate of XX percent 
○ Time to completion of XX seconds 
○ Error rate of XX percent 
○ Satisfaction rating of X.X (scale of 1-7) 

● Impact 
○ Critical: prevents task completion 
○ Serious: causes difficulty but task can be 

completed 
○ Minor: low difficulty, not significantly affecting 

task completion 
● Example 

○ Analysis Template parts 
■ Solution = PennyDriver app 
■ Outcome = realized 



■ Task = searching for rideshare 
partners 

■ Impact = serious 
■ Metric = average time to completion of 

27 seconds 
○ When testing our PennyDriver app, we 

realized that users searching for rideshare 
partners had a serious problem based on 
average time to completion of 27 seconds. 

○ Build 
■ Activities 

■ 4.1: Usability Testing (see Tools) 
■ 25 Minutes 
■ Team Roles (To be rotated) 

■ Facilitator 
■ Note-taker 
■ Optional (if 4 people on a team): additional note-

taker/observer 
■ Test participant (for another team) 

● Role-play as the persona 
■ Test Tasks 

■ Purposes 
● Test the effectiveness of your app’s user flows 
● Understand where and how to improve specific app 

functionality 
● Identify any missing functionality 
● Combine or eliminate less needed functionality 

■ Types 
● Direct 

○ Ask a user to perform specific app functions 
by tapping in the prototype 

○ Examples 
■ Sign up for an account or log in 
■ Find information on a topic 
■ Select and buy a product 
■ View, create or edit content 
■ Share/communicate publicly or 

privately 
● Scenario 

○ Describe a real-life situation where a user 
interacts with your app 

○ Example: Bike Shop App 
■ You’re concerned about having a bike 

accident but don’t really want a 
helmet. How can you decide if you 
need to wear one? Where would you 
look for that information? 



■ Tips 
● Make tasks realistic 
● Make the first task easy 
● Don’t offer hints 
● Ask participants to say when they’re finished 

■ Frequency 
● Complete tasks 3 times with different participants 

■ 4.2: Prototype Iteration 
■ 10 Minutes 
■ 1. As a team, put yourselves in the position of the Persona and 

decide: 
■ What unmet needs would he/she want to satisfy? 
■ How would he/she do that using the app? 
■ What metric would be used to determine success? 

■ 2. Note the most severe problems in completing those tasks 
■ 3. Refine the UI to fix problems 
■ 4. Repeat steps 2-3 until the most severe UI problems are solved 

■ Tools 
■ Test Result Analysis 
■ Usability Testing Checklist 
■ Problem Prioritization Matrix 

○ Share – Activity 4.3: Prepare a Report (Choose one option) 
■ A. Prioritize the Impact of Usability Problems 

■ 15 Minutes 
■ Severity: how much a problem negatively affects a task 

■ Critical: prevents task completion 
■ Serious: causes difficulty but task can be completed 
■ Minor: low difficulty, not significantly affecting task completion 

■ Frequency: percentage of people with a problem on a task 
■ High: 30% or more 
■ Moderate: 11 - 29% 
■ Low: 10% or fewer 

■ B. Analyze Usability Problems (See Test Result Analysis tool) 
■ 15 Minutes 
■ Determine the most important findings 

■ Number of participants with success/failure 
■ Difficulty of task (based on elapsed time or failure) 
■ Frequency of failure in critical tasks 
■ Degree of user satisfaction/frustration 

■ Decide the most valuable changes to make 
■ Based on impact and ease of implementation 

 
● Day/Class 5: Team Pitches – 50-60 min 

○ Goal 
■ Develop the ability to create and share human stories that can persuade your 

audiences 
○ Learn 

https://drive.google.com/open?id=1T8TYlS6I7qxcbV65Sy_itCaEdMb8Q5lI
https://drive.google.com/open?id=1ABKb6BONA84xM43zdjY5_la9l0T8UKn3
https://drive.google.com/open?id=1i2B39a1oNgDuz7Gcmmx-JEdrOkpibGVE
https://drive.google.com/open?id=1i2B39a1oNgDuz7Gcmmx-JEdrOkpibGVE


■ Principle 
■ Human stories persuade audiences 

■ Until you can connect with audiences, your startup will struggle to 
be appreciated. 

■ Whether in a boardroom or cafe, startup ideas don’t matter much if 
you can’t sell them. 

■ A great pitch tells a human story — a story that grabs attention right 
away and holds it to the end. 

■ Technique 
■ Startup-Minded pitching 

■ Put your feelings about the people, problem, and solution into your 
pitch — that’s what an audience relates to 

■ The essence of selling is emotion — let people make decisions 
emotionally and rationalize them with understandable data 

○ Build 
■ Activities 

■ 5.1: Pitch Prep 
■ What to Communicate (20 Minutes) 

■ 1. Who you are — team introduction 
■ 2. The significant problem 

● Who suffers it — what’s their story 
● Why it’s so important, in term of your metric(s) 

■ 3. The solution that best fits the problem 
● Its impact — how it’ll change lives 
● How it’ll be implemented 

■ 4. The value of the solution 
● How it was tested with users 
● The metrics-based results analysis 

■ 5.2: Post Your Final Prototype (5 Minutes) 
■ Share with your class using Marvel App (Same as Activity 3.2) 

■ 1. In Marvel App, select your project 
■ 2. Tap on Share 
■ 3. Choose from Message, Email, Facebook, Copy URL, or 

whatever else is available 
■ 4. Follow directions for your choice 

■ Tools 
■ Pitch Prep and Criteria 

○ Share 
■ Activity 5.3: Presentation #3: Your Startup-Minded Pitch (25 Minutes) 

■ Format 
■ Each team presents for 2 minutes 
■ Q&A: 1-2 minutes for questions from teacher and/or students 

■ Teacher’s Criteria 
■ 1. Team name, members, and, optionally, roles 
■ 2. The full story of the significant problem 
■ 3. How the solution fits the problem, will work, and create value 
■ 4. The metrics behind everything 

https://drive.google.com/open?id=1weDR1CG1N5QjKEKj0jf0CxnnfYJYMPEa

