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1. Foreword
In its report "The Missing Entrepreneurs" (2019), the OECD identifies migrants' possibilities to become job creators. Therefore, it recommends
adopting policies and programs to encourage language training and support the development of more robust entrepreneurial networks. The project,
Intercultural Business Mediator: Matching opportunities with resources for entrepreneurs (IBM-More), aims to support VET teachers and trainers with

innovative tools and methods to stimulate innovation, digital, intercultural, and entrepreneurship competences of VET learners through Apps-based
learning.

This guide has been created within the project framework as mentioned above. It aims to provide a theoretical framework for entrepreneurship as a
vector of inclusion for migrants and the economic growth of host communities. It also provides a methodology to support people working with migrants
and migrants in developing essential abilities to become entrepreneurs.

This Pedagogical Handbook will help you to replicate the training process. It provides you a brief overview of the project and its explanation of the
way of increasing the knowledge, skills, and competences of the trainees for developing the 5 European key competencies (Entrepreneurship, digital,
mathematical, intercultural, and foreign language) of Migrants for economic integration through enhancement of knowledge skills and competences
for founding a business-start up.

In the scope of the IBM-MORE project this document is the part of a set of interlinked documents that constitute the IBM-MORE Training TOOLKIT:
1) IBM-MORE Curriculum – containing the conceptual approach, EQF/ECVET framework and Learning Units organized in learning
outcomes.
2) Trainers KIT – containing the pedagogical approach, learning contents and tips for implementation of the training courses.
3) Trainees KIT – containing practical tips to support the learning process and preparation for evaluation.
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2. Background
As much as social integration, economic integration is a necessary process for migrants: employment is a means of remuneration and the construction
of social identity, and the achievement of a certain autonomy. However, people of foreign origin, particularly those from developing countries, are
proportionally less represented among the employed in the labor market of OECD countries. Indeed, the unemployment rate of foreigners residing

in the EU is twice as high as that of workers with the host country's nationality, even though there is a broad consensus on the benefits for these
countries to integrate migrants into their national labor market.

The causes of these higher unemployment rates among migrants are varied, ranging from systemic factors such as the discrimination on the labor
market (Pécoud, 2003) to social factors such as the language barrier and the ability of migrants to manage cultural codes. Thus, The Economic and
Social Committee (2000) underlines the fundamental role of social economy enterprises in four essential components of the integration process of

migrants: health and assistance; housing; training, and education, particularly by helping to raise awareness of the rights inherent in settling in the
European Union; and, finally, work and active integration of these people in the host society.

According to Migrant integration statistics (2020), in 2019, about 26.1 million working-age persons (aged 20‑64 years) were self-employed in the EU27. Around 24.3 million were national citizens, while 1.7 million were non-nationals (with more non-EU citizens than the other EU Member States).
This poor representation of people of migrant origin in the statistics shows that the entrepreneurial sector also presents its barriers. Although, it can

be an area of opportunity for the socio-economic integration of people of foreign origin. That shows the need to reinforce the different mechanisms
by which a migrant person can have easier access to information, training, and social networks to help them access the labor market and
entrepreneurship.

In fact, the Council of the EU adopted on May 22 (2018) a revised recommendation on European Key Competences (EKC) for lifelong learning.
Digital Competence, Intercultural Competence, and Entrepreneurship Competence have proven valuable for Europe's growth and prosperity.
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Mobile European Citizenship and entrepreneurship are at the core of the Europe 2020 Strategy to bring back growth and higher levels of selfemployment. However, self-employment is still far from being usual, as we mentioned. This European strategy underlines that improving digital skills
has an accelerated impact on entrepreneurship.

Based on these elements, the IBM-More project proposes innovative tools and methods to stimulate VET learners' innovation, digital, intercultural,

and entrepreneurship competences through APPs-based learning. A database gathers information and a digital platform to help develop key abilities
and attitudes to promote entrepreneurship. And it encourages the development of digital skills by proposing a methodology to work on these skills in
groups or individually.

Our project shall explore a more comprehensive understanding of migrant integration through participatory community development in the social and
solidarity economy (SSE) sector. Capacity-building in the receiving communities is not merely a pooling of professional knowledge and resources.

Still, the empowerment of the whole receiving community and third-country nationals is to build a strong community that considers both the needs of
newcomers and locals. The project proposes a chapter and two training modules to raise awareness of the social and solidarity economy.
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3.

Introduction to project IBM MORE

The project “Intercultural Business Mediator - Matching Opportunities with resources for entrepreneurs” emphasizes the need for
promoting intercultural entrepreneurship to enhance social inclusion and economic integration of migrants. The project identifies and
addresses the risks of isolation of immigrant entrepreneurs in a context far from their cultural roots. It is not only about the language
barrier but also about having sufficient management training to take up a business project. The acquisition of skills, identified by the EU
Council as European key competencies, is a necessary step in this process and the core focus of this project.

3.1.

OBJECTIVES

This project has developed an innovative digital platform for training via APPs that will support migrants to receive training on different
topics as well as to reinforce their key competencies. The training via APPs covers the relevant information needed to become
entrepreneurs in Europe and the procedures to follow is adapted to each country. Also, the APPs provide learning content that
reinforces critical knowledge and helps to develop mathematical and management skills. These are indispensable factors in
entrepreneurship and serve the need of people to access this required information before starting a business. Thus, the APPs have a
double function since they provide training as well as relevant information. IBM-MORE project aims to support VET teachers and
trainers with cutting-edge tools and methods to stimulate VET learners' innovation, digital, intercultural, and entrepreneurship
competences through APPs-based learning.
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3.2.

TARGET BENEFICIARIES

This project is aimed at two target groups:
•

VET teachers and teachers responsible for training foreign language, intercultural skills, and entrepreneurship.

•

Migrant entrepreneurs who have at least EQF level A2/B1 proficiency in the host language.

In order to meet the educational needs of migrants motivated to become entrepreneurs, a qualified training support is needed through
an innovative digital learning via APPs. IBM-MORE project aims to support VET teachers and trainers with innovative tools and methods
to stimulate training innovation for the development of digital, intercultural and entrepreneurship competencies of VET learners through
APPs-based learning. Apart from a unique online compilation of tools and resources, the project consortium has also developed a
pedagogical handbook for transferability in a European context.

Four partners from Austria, Belgium, Norway, and Spain - with strong expertise in career guidance for migrants, counselling, and
VET systems- have worked together developing the following project results:
•

Intellectual Output 1: Online Digital Database of good practices and intercultural resources for Migrant Entrepreneurs
(based on a needs framework, which was identified through comparative analysis)

•

Intellectual Output 2: Conceptualisation and creation of training curriculum based on European Key Competencies (EKC)
on a digital training platform for learning via APPs

•

Intellectual Output 3: IBM-MORE pedagogical handbook

This present document, the IBM-MORE pedagogical handbook, Intellectual Output 3 of the project, includes among others a selfassessment tool (SAT) for assessment before and after the training program, curriculum guidelines for certification (based on EQF and
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ECVET), a trainer kit and a trainee kit. The document intents to be a summary of the different methods and tools developed and used
during the project implementation, including additional tools necessary to apply tailor made approaches for intercultural
entrepreneurship education of migrant people in Europe.

It presents the IBM MORE approach in a practical manner for easy replication. Based on the piloting experiences, it was decided to
add a list of Dos and Don’ts with methodological recommendations and a glossary.
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4. IBM MORE Project Partners
The consortium included partners from four European countries – Belgium, Austria, Norway, and Spain – who have strong expertise in
the main topics addressed in the project, i.e., VET, entrepreneurship education, and migration integration, as well as the use of new
technologies for training. Le Monde des Possibles was the leading partner, but all partners contributed greatly at each step of the project.

4.1.

PARTNER 1: BELGIUM

Name of the Organisation

Le Monde des Possibles

Country

Belgium (Liège)

Description

Le Monde des Possibles is a non-profit organization founded in 2001 to promote access to literacy,
ICT and French as second language programs, as well as providing social and legal services for
migrants. They work to promote human rights through intercultural popular education.

Fields of expertise

-

French as second language
ICT training
Social and legal guidance
Popular education
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4.2.

PARTNER 2: AUSTRIA

Name of the Organisation

KIST Consult e.U. (KIST)

Country

Austria (Klagenfurt)

Description

Kist Consult is a private company for profit, specialised in development, marketing and transfer of
national and international educational, vocational education and training projects. Moreover, KIST
offers solutions within the Human Resources development sector.

Fields of Expertise

-

4.3.

Entrepreneurship education
Technical and Vocational Education and Training
Intercultural learning
Information and Communication Technologies

PARTNER 3: NORWAY

Name of the Organisation

Stiftelsen Mangfold i arbeidslivet (MIA)

Country

Norway (Oslo)

Description

The foundation Diversity in the workplace (MIA) is a non-governmental foundation. Its purpose is to
influence the development of a diverse labour market where everyone should be included and have
equal opportunities. They offer guidance, education and customized courses related to diversity
management, leadership in multicultural workplaces, Norwegian as second language, etc.

Fields of Expertise

-

Diversity management
Norwegian as second language
Intercultural learning
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4.4.

PARTNER 4: SPAIN

Name of the Organisation

Instituto para el fomento del desarrollo y la formación (INFODEF)

Country

Spain (Valladolid)

Description

The Institute for the Promotion of Development and training’ is a private and independent
center for research, development and innovation whose mission is to design and carry out
projects that contribute to achieve a sustainable and inclusive development through education,
culture and innovation.

Fields of Expertise

-

Innovative teaching and learning methodologies
EQF and ECVET Training Curriculums
ICT-based tools
Work-Based-Learning programmes
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5. Timeline of the project
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6. European Key Competences
The notion of "key competences" refers to The European Reference Framework for Key Competences for Lifelong Learning (European
Commission, 2018a) which sets the context for the development of key competences for lifelong learning.

Competences are defined here as a combination of knowledge, skills, and attitudes appropriate to the context. Key competences are
those which all individuals need for personal fulfilment and development, active citizenship, social inclusion, and employment.
The Reference fframework of the Official Journal of the European Union 4.6.2018 sets out eight key competences:

• Literacy competence
• Multilingual competence
• Mathematical competence and competence in science, technology, and engineering

• Digital competence
•

• Personal, social, and learning to learn competence
• Citizenship competence
• Entrepreneurship competence
• Cultural awareness and expression competences
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This definition of key competences stems from the need to establish a common framework for making recommendations. Thus, the
proposals aim to promote the necessary measures to enable adults to develop their skills further to meet the labour market's
expectations, becoming increasingly diversified through/due to technology.
In fact, in the first report in 2006, the recommendations paper underlined the "gap between the levels of education required by new jobs
and the levels of education achieved by the European workforce." Hence the importance of proposing tools and dynamics that promote
the capacity of individuals in their daily training.

Through the project engineering, the IBM-More project aims to promote this learning to achieve training of various aspects, mainly
aimed at intercultural entrepreneurship and the necessary skills development of migrant entrepreneurs.

Through this learning process the participants follow a strategy that opens a door to their chosen foreign culture and begin to value this
treasure in life. Learning a new language, acquiring appropriate behaviours in a foreign country, and learning of new skills and key
competences will enable them to access the entrepreneurship opportunities. It includes knowledge about their own behaviour, tradition,
stereotypes, prejudices, society, gender, and age in the society they are living.

New online learning via web-apps underpins their process of internationalization and helps to leverage the diversity in a foreign country.
They innovate and adapt their entrepreneurial spirit by creatively and actively using their newly acquired competences for a creative
self-expression as intercultural entrepreneurs. They value the richness of cultures and harness it for effective integration in workplace
as well as social life. They raise awareness about the importance of intercultural management in organizations and validate the process
of welcoming foreigners.
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7. Creation of an Online Digital Database
The Online Digital Database consists of a compilation of cutting-edge practices, projects, policies, methodologies, pedagogical
approaches, resources, and tools supporting migrant entrepreneurs. The database will provide innovative approaches and information
from regional, national, and international key actors within the field.

7.1.

Data Categories

The database includes 100 data items. 80 regional and national items from the Nordic and Spanish, German, and French-speaking
regions, and 20 data items at the international level.

7.2.

Peer review

In order to ensure the quality of the entries, we relied upon on a strict peer-review process. Once the data sets were identified and
gathered by each partner, we carried out an in-depth peer review of the data. The purpose of this review was
– to verify that the data unit belonged to the correct category,
– to avoid any duplicities and mistakes,
– to ensure that the provided links and website were functional.

Good to know: As the links belong to third party, it is possible that a particular link that was functional at the time of review and creation,
may not be functional at a later date.
Please click on the following link to access the Online Digital Database:

https://dops.docly.net/MiA-testdatabase/English/
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8. Aims of the Training
“IBM More Business Mediator” digital training platform was developed to train the migrants in key European competences for becoming
a successful business start-up in the country of residence. The training content’s framework was developed based on critical factors for
self-employment and existing skills gaps in all migrants, identified through a comparative analysis in all partner countries. The IBM
MORE-Training aims to foster the acquisition of key competences of Migrants including the following:

• To support the learning needs of migrants for cultural effectiveness and economic integration in the business context
• To make learning more accessible and learner-centric by means of online – training via apps
• To value the importance of European business regulations and harness it for effective business start-up in a national
framework
• To strengthen information, guidance, and counselling services at European level
• To validate learning about European business practices for Migrants to improve chances of their economic success
• To offer an examination and certificate, based on similar quality standards across all partner countries

An important aspect is to train intercultural business mediators who bridge the knowledge gap of migrant entrepreneurs by
connecting them with the experience of native business set ups and ensuring an optimum match between potential
opportunities and available resources.
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9. Digital platform for learning via APPs
The project IBM MORE follows an innovative approach of blended learning via APPs on the digital platform, which was developed
specifically for the learning of European Key Competences.

9.1.

Learning Modules based on the European Qualification Framework

The European Credit system for Vocational Education and Training (ECVET) is the new European instrument to promote mutual trust
and mobility in vocational education and training. Based on the complexity, range and the level of learning expected from trainees, IBM
MORE Qualification descriptor was settled at the European Qualification Framework (EQF) Level 3 and EQF-level for languages: A2/B1
allowing thus, depending on each country needs, the further development into a higher qualification level.
The learning curriculum is designed and developed for trainees with a minimum language competence of EQF level A2/B1.
Moreover, the knowledge content is structured into five modules that are interconnected as well as complementary. Thus, the five
modules are (1) Entrepreneurship, (2) Digital, (3) Mathematical, (4) Intercultural, and (5) Linguistic.

9.2.

Gamification

The pedagogical approach of “game-based learning” makes it educative as well as entertaining. The learning methodology is
“learning by doing” and self-directive, in fact there is minimum need for trainer´s intervention. The learner experience as well as
motivation is enhanced by inducing a sense of winning or achievement.
„The Definition of Game Based Learning: The most common definition of Game-based learning refers to the borrowing of certain gaming principles and applying
them to real-life settings to engage users (Trybus 2015). This “allows students to engage with educational materials in a playful and dynamic way.”

Pho, A., & Dinscore, A. (2015). Game-based learning. Tips and Trends. Plass,
J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of game-based learning. Educational Psychologist, 50(4), 258-283.)
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9.3.

Fantasy world of learning:

There are five different fantasy elements, that a trainee can explore and win. Please refer the table below

Earth

Fire

Water

Air

Space

Entrepreneurship

Digital

Mathematical

Intercultural

Linguistic

In the “Element Earth” the APPs about Entrepreneurship competence are hidden under a globe and the trainee can win an IBM LOGO
after successfully solving an APP.
In the “Element Fire” the APPs about Digital competence are hidden under a flame and the trainee can win an IBM LOGO after
successfully solving an APP.
In the “Element Water” the APPs about Mathematical competence are hidden under a waterfall and the trainee can win an IBM LOGO
after successfully solving an APP.
In the “Element Air” the APPs about Intercultural competence are hidden under a vortex and the trainee can win an IBM LOGO after
successfully solving an APP.
In the “Element Space” the APPs about Linguistic competence are hidden under a galaxy and the trainee can win an IBM LOGO after
successfully solving an APP.
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9.4.

The profile of IBM-MORE Trainer
IBM-MORE trainers must exhibit the following core

competences:

•

Intercultural competence: the ability to interact with individuals and groups from other cultures successfully and appropriately.

•

Entrepreneurial competence: the ability to convert an idea into a business start-up within the established economic and legal
framework.

•

Emotional competence: the basis for successful intercultural communication is emotional skills and cultural sensitivity.

•

Digital competence: the ability to use internet, e-Learning tools and use multimedia facilities.

•

Social competence: includes personal skills and attitudes that will support social interaction in culturally diverse groups.

9.5.

The profile of IBM-MORE Trainee

An IBM-MORE trainee has a migration background, is motivated to become an intercultural entrepreneur, and possess a minimum
language competence of EQF level A2/B1 in the language of the country where they are receiving the training
•

Gender: male or female

•

Basic IT skills: a necessary prerequisite

•

Learning need: interested in founding a business

•

Number of participants is limited to approx. 20 persons per group
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9.6.

Requirements for the training:

Arrangement of the facilities
•

Start of Training
o Personal introduction
o PPT including Video 1+2
▪

Information about IBM MORE

▪

Structure of the training

▪

Learning outcomes

o Contract with trainee – with signature
•

Video 1: Introduction to the Project

•

Video 2: Instructions for the APPs Training

Good to know: A sample contract between the training organiser and trainer is provided in the ANNEX 1.
As the conditions required to create contracts could be different from country to country, the sample contract may be modified
accordingly.
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9.7.

The Learning and Evaluation Concept

IBM-MORE focuses on new way of learning for migrants which means a change of teaching from “teacher centered chalk and talk”
to “learner centered online learning.” This is supported by available learning technologies which enable pedagogical strategies
resulting in a blended solution. For migrants the IBM-MORE provides a mix of classroom interactions and e-learning.

The learning modules of the IBM MORE is aimed at acquiring an understanding of the European Key Competences with a purpose
of economic integration through intercultural entrepreneurship education. The IBM MORE digital platform for learning via APPs offers
40 APPs based on a gamification process. The APPs are available in English, French, Spanish, Norwegian and German.

An important aspect of the IBM - MORE strategy is the focus on the self-directed learning, as demonstrated by the two IBM-MORE
animated videos. These videos are available in 5 languages and introduce the project IBM MORE as well as the process of using the
digital platform. These animation videos are available in English, French, Spanish, Norwegian and German.
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9.8.

Animation Videos:

In addition to digital learning via apps, animated videos are a supplement to the expansion of the digital learning offer. The learner
experiences an appealing form of information presentation both acoustically and visually. You can find them when you visit the website
as well.

9.8.1. Video 1: Introduction
The concept of the project is explained through an animation video (1) that is available in English and all project languages – French,
Norwegian, Spanish, and German.

Here are the links, which bring you to the video 1!
•

IBM MORE Introduction EN: https://youtu.be/AqOWJipy2mI

•

IBM MORE Introduction DE: https://youtu.be/FPkVxPRlOg8

•

IBM MORE Introduction FR: https://youtu.be/6tTo1tWfptw

•

IBM MORE Introduction ES: https://youtu.be/CB2m-QQ8Jl4

•

IBM MORE Introduction NO: https://youtu.be/cn1LJxD752Y
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9.8.2. Video 1: Introduction
Similarly, the process of gamification and learning via APPs is explained through an animation video that is available in English and all
project languages – French, Norwegian, Spanish, and German.

Here are the links, which bring you to the video 2!
•

IBM MORE Instructions EN: https://youtu.be/kAOavVoxt-Y

•

IBM MORE Instructions DE: https://youtu.be/Mqv11EYzL9M

•

IBM MORE Instructions ES: https://youtu.be/9eI2r10MeHo

•

IBM MORE Instructions FR: https://youtu.be/zeJ5E0oD4OM

•

IBM MORE Instructions NO: https://youtu.be/_vh6_73Zsrg
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9.9.
9.9.1.

The five APP Modules
Module 1: Entrepreneurship Competence

The module on Entrepreneurship includes APPs that inform about the process of becoming an entrepreneur in Europe and is adapted
to the uniqueness of each partner country.
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9.9.2.

Module 2: Digital Competence

The module on Digital competence includes APPs that inform about the online tools for e-commerce, online marketing and virtual
communication and is adapted to the uniqueness of each partner country.
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9.9.3.

Module 3: Mathematical Competence

The module on Mathematical competence includes APPs that inform about the basic business mathematics, cost calculations,
conversions and business offer and is adapted to the uniqueness of each partner country.
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9.9.4.

Module 4: Intercultural Competence

The module on Intercultural competence includes APPs that inform about the customer service in multicultural communities, cultural
sensitivity and conflict resolution and is adapted to the uniqueness of each partner country.
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9.9.5.

Module 5: Linguistic Competence

The module on Linguistic competence includes APPs that inform about the cultural small talk as well as basic business vocabulary and
is adapted to the uniqueness of each partner country.
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9.10. APPs Journey – from Training to Evaluation
30 APPs for training and 10 APPs for two sets of evaluation: The trainee is required to register for training through the use of online log
in. There are 30 APPs for training and only after the successful completion of the entire 30 training APPs that the trainee can start the
first set of evaluation with 5 evaluation APPs. If the trainee needs to repeat the evaluation, there is another set of evaluation with 5
more evaluation APPs.
The evaluation results are documented on the Intercultural Business Mediator Skills Card.
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9.11. Tips for VET trainers or mentors:

Dos

Don´ts

Prior to starting the training. Arrange the access
codes for all participants including their username
and password.

Do not overcrowd. To enhance the learning experience
of the trainees, it is important to have one PC per
trainee.

Infrastructure. Make sure that the PCs are operative,
and the training room has a good internet connection.

Poor Internet connectivity. The training room without
high-speed access to internet should be avoided.

Let the participant define their field of interest and
learning goals.

Don’t push participants into doing something they
don’t feel ready for yet.

Allow for time and space for reflection and
conversation afterwards.

Don’t forget to adjust the model according to the
feedback you receive.

Provide examples close to their reality.

Don’t forget the impact of cultural variables.
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Dos
Review the EQF and ECEVT frameworks. Use these EU
frameworks as a reference for your work.

Review the training plan periodically. Review should be
planned, and regular contact should be kept.

Don´ts
Don’t lose the focus on the beneficiaries. Adapt the training
design to their specific needs.

Don’t forget to evaluate. After the completion of the
training plan, remember to evaluate the impact and new
needs.
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10. Tailor-made training program
IBM MORE Approach to creating a tailor-made program is explained in this part.
In the framework of IBM MORE project, the definition of a tailor-made training programme is connected with recognition of competences
via EQF & ECVET.
The European Qualifications Framework (EQF) is a European-wide qualifications framework which joins the qualifications of different
EU members together. In a way, it is a translation of different national qualifications which makes qualifications in different EU countries
easier to understand.
ECVET is a technical framework for the transfer, recognition and, where appropriate, accumulation of learning outcomes, with a view to
achieving a qualification. ECVET is a decentralised mechanism that relies on the voluntary participation of Member States, and wider
VET stakeholders, and relies on mutual trust being established among all those involved. ECVET centres on a series of Technical
Components that, together, facilitate the process of learning recognition, irrespective of the country or education system in which the
learning took place.
Learning outcomes are defined in the Recommendation of the European Parliament and of the Council on the establishment of the EQF,
and in a similar ECVET Recommendation, as “statements of what a learner knows, understands and is able to do on comple-tion of a
learning process, and which are defined in terms of knowledge, skills and competence”. Learning outcomes are usually developed as a
part of the process of designing and building qualifications, and can be achieved, by individual learners, through various different learning
pathways, modes of delivery and learning contexts (formal, non-formal and informal).
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10.1. How to design a tailor-made training programme?
Tailor-made courses are designed to take account of particular learner characteristics or requirements.
Individual needs (sometimes called subjective needs) are the needs that the learner experiences in the language learning situation.
Accordingly, they have to do with factors like attitude and motivation, learning style, learning aptitude, and learning skills. Attitude and
motivation may well receive a positive boost if the course in question is based on an adequately detailed analysis of learners’ objective
needs, because that helps to ensure a clear learning purpose. But those subjective needs that have to do with the learning process itself
can only emerge as the course proceeds. In other words, whereas an analysis of learners’ objective needs provides a basis for
programme planning, eliciting, and responding to subjective needs is a task for the teacher. Because subjective needs change as learning
progresses, responding to them is a never-ending task.
The obvious next step is to determine how to organise instruction in order to involve co-operation during intake and in the lessons.
Arranging customisation according to the learning objectives of course participants requires that intake procedures focus on identifying
these learning objectives, organising the learning path so that it corresponds to them and ensuring the availability of appropriate teaching
materials for pursuing them. Furthermore, it requires instructional skills that the average instructor does not have.

1

• Understand goals and identify learning objectives

2

• Training needs analysis (questionnaire, focus group..)

3

• Development of tailor-made training solutions

4

• Experiential learning and training delivery
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11. The structure of the training and evaluation:
•

Learning duration

•

Learning activities/units/modules/training hours

•

Learning composition

•

Content of the training

•

Materials required: a list of materials needed - including technology

•

Possible results and products

11.1. Learning duration:
Personal contact
Weeks

with

Week 1

Trainer (hours)
1

E-report
to Trainer

Self-Learning with
web

Sum
(hours)

Apps

Yes

resources (hours)
2,5

3,5

Training

Yes

2,0

2,0

Training

Yes

2,5

3,5

Training

Yes

2,0

2,0

Training

Yes

2,5

3,5

Training

Week 6

Yes

2,0

2,0

Training

Week 7

Yes

1,0

1,0

Training

Yes

2,0

2,5

Exam

16,5

20

Week 2
Week 3

1

Week 4
Week 5

Week 8

1

0,5
3,5
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11.2.

Workshop - learning activities/units/training hours:
Good to know: The time proposed is indicative and the actual time required may vary.

11.2.1. The workshop with the trainer is the blended learning part and is structured in 3,5 hours of training.

The entire workshop process is summarized through a set of activities, which necessitate an active engagement of each participant in
collaborative learning by doing. That is a conscious strategy to shift from the cognitive to experiential.
•

The pedagogical processes of the workshop are based upon reflection, appreciative inquiry, bared dialogues, collaborative, and
active engagement. The highlight of peer-group-learning is the sharing of real-life experiences and individual success stories that
motivate and enhance team performance.

•

Innovation and creation are lived and experienced during all workshop sessions.

•

It is a learning journey of self-directed discovery and commitment for Lifelong learning.
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11.2.2. Units with Apps/hours:

Areas
Lifestyle

Culture

Law

Communication

Total hours

Competences
Unit 1: Entrepreneurship

6 Apps

3,5hrs.

Unit 2: Digital

6 Apps

3,5hrs.

Unit 3: Mathematical

6Apps

3,5hrs.

Unit 4: Intercultural

6 Apps

3,5hrs.

Unit 5: Foreign Language

6 Apps

3,5hrs.

First and Second
Evaluation
All

5 Apps

5 Apps
40 Apps

2,5hrs.
20,0 hrs.
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11.2.3. Interfaces of the 40 APPs in each of the 5 languages:

Nr.

APPS-Interface

Description

Interface

1

With this template texts, images, audio
clips and videos must be assigned
pairwise to marks on an image.

Matching Pairs on images

2

With this template you can define 2-4
groups, to which elements must be
assigned.

Group assignment

3

Group-Puzzle: The pieces of a puzzle
must be assigned to topics. Each
successful assignment will uncover a
part of an underlying image or video.

Group puzzle

4

Cards in a grid must be matched. Use
drag and drop to move cards in the
upper part to the lower part.

Matching grid

5

Drag and drop cards into a table with up
to five columns.

Matching matrix
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Nr.

APPS-Interface

Description

Interface

6

Answer questions in increasing levels of
difficulty.

Millionaire game

7

Classical multiple-choice quiz with
multimedia elements. Multiple answers
can be correct.

Multiple Choice Quiz

8

Classical multiple-choice quiz
with multimedia elements with one right
answer per question.

Select Quiz

9

With this template texts, images,
audio clips and videos must be assigned
pairwise.

Matching Pairs
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11.2.4. Evaluation with Apps/content/timeframe:

Modules

Exam 1

Exam 2

Minutes/per exam
total

5 APPs

5 APPs

90 min.

Unit 1: Entrepreneurship
Unit 2: Digital
Unit 3: Mathematical
Unit 4: Intercultural
UNIT 5: Foreign Language
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11.2.5. Materials required: a list of materials needed - including technology

Nr.

List of Materials

1

Beamer

2

Flipchart

3

Markers

4

Moderation materials

5

PC or laptop with access to internet, new media technical environment
(e.g. video, stick, music box, remote for PPT)

6

PPT-presentations (Trainee + Video 1+2)

7

Pin board

8

Presentation wall

9

Whiteboard

11

20 – 25 contracts for trainees

12

List with student accounts
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12. Using the IBM MORE digital platform
The IBM MORE digital training platform for training the European Key Competences via APPs is an innovative solution that
provides intercultural entrepreneurship education and innovative practices in a digital era. This unit shall provide a simple stepby-step guidance for effectively using the IBM MORE digital training platform.

12.1. The building blocks

•

Digital components:
o The web-based infrastructure on the project website: https://www.project-ibm.com/apps-training/
o Animated video 1 – Introduction (Please refer Unit 7 of this handbook)
o Animated video 2 – Instruction (Please refer Unit 7 of this handbook)

•
•

Analog components:
o The IBM MORE Trainer Kit
o The IBM MORE Trainee Kit
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12.2. Preparation for the training
The trainer should visit the project IBM MORE website: https://www.project-ibm.com/ and acquire a general idea about the
context, the purpose and the outputs developed by the project partners. It is available in 5 languages: EN, DE, FR, NO, ES.

PLEASE SCROLL DOWN!
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Please browse through the Online Digital Database to familiarize yourself about the compilation of tools and resources for
supporting the VET trainers in Intercultural Entrepreneurship Education: https://www.project-ibm.com/

PLEASE SCROLL DOWN!
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Now please watch the two animated videos. Animated video 1 – Introduction and Animated video 2 – Instruction here:

https://www.project-ibm.com/
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Please read the IBM MORE Trainer Kit and the IBM MORE Trainee Kit. Also available as annex to this handbook in all
Languages.

Please prepare the training infrastructure as explained in the previous unit. After the customary greetings and introductions,
please watch the two animated videos: Introduction and Instruction.

Once the initial gamification process is explained and
understood, please introduce the IBM MORE digital training platform
to the trainees.
https://www.project-ibm.com/apps-training/

By clicking on the above link, you will be directed to the New User
Registration.
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12.3. Starting the training:
The trainees are instructed to register themselves on the IBM MORE digital platform. It is a simple process where the trainees must
insert their respective email IDs and a password of their choice.

Please explain to the trainees that this registration is necessary for automated record keeping in terms of APPs solved and the level
reached by each individual. Once registered, each trainee will receive a confirmation by email. Login for the ‘Registered User’ is completed
by providing the email ID and the password. You will immediately be directed to the training environment.

There are 5 training areas and as already explained, the APPs for each training theme are hidden in a Fantasy world of learning:

There are five different fantasy elements that a trainee can explore and win. Please refer the table below:

FANTASY ELEMENT:

Earth

Fire

Water

Air

Space

COMPETENCE TO BE TRAINED:

Entrepreneurship

Digital

Mathematical

Intercultural

Linguistic

THE APPS ARE HIDDEN UNDER:

Globe

Flame

Waterfall

Vortex

Galaxy

In each of the above, the trainee can win an IBM LOGO after successfully solving an APP. The digital platform maintains an
individualized record of solved and unsolved APPs. There is a visual clue for quickly identifying and differentiating between
the solved APPs and the unsolved APPs.
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EXAMPLE:
WHO: Username

WHERE: Level reached.

WHAT:
Score = Number of APPs solved

HOW:
Unsolved APPs hidden under a fantasy
element. Click to open the APP.

WHEN:
Once an APP is solved, the fantasy
element turns into IBM MORE logo.

Project IBM – MORE: Project Nº 2019-1-BE01-KA202-050449. This project has been funded with support from the European Commission. This publication [communication] reflects the views
only of the author, and the Commission cannot be held responsible for any use which may be made of the information contained therein.

49

Click on an icon to open an unsolved
APP. To win an IBM MORE Logo,
complete the task correctly.

All three levels are completed by solving all the APPs.
Entrepreneurship

Digital

Mathematical

Intercultural

Linguistic

TOTAL

Level 1 (Training)

6 APPs

6 APPs

6 APPs

6 APPs

6 APPs

30 APPs

Level 2 (Evaluation 1)

1 APP

1 APP

1 APP

1 APP

1 APP

5 APPs

Level 3 (Evaluation 2)

1 APP

1 APP

1 APP

1 APP

1 APP

5 APPs

40 APPs
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13.

IBM MORE – Curriculum, Training, EQF/ECVET and Certification

One of the main aims of IBM MORE project is to reach an equal standard of qualifications in the intercultural entrepreneurship,
to promote the mobility of persons and thus promote a European mobility area for VET learning. Therefore, the IBM MORE
Curriculum was developed using an approach based on Learning Outcomes and was guided by EU frameworks such as EQF
and ECVET.
Based on the complexity, range and the level of learning expected from trainees, IBM MORE Qualification descriptor was
settled (at least) at the European Qualification Framework (EQF) Level 3 and EQF-level for languages: A2/B1. This allows,
depending on each country needs, a possibility for further development into a higher qualification level.
The European Credit system for Vocational Education and Training (ECVET) is the new European instrument to promote mutual
trust and mobility in vocational education and training.

The European Credit System for Vocational Education and Training (ECVET) is intended to facilitate the transfer, recognition and
accumulation of assessed learning outcomes of individuals who are aiming to achieve a qualification. This will improve the general
understanding of citizens’ learning outcomes and their transparency, transnational mobility and portability across and, where appropriate,
within Member States in a borderless lifelong learning area, and will also improve the mobility and portability of qualifications at the national
level between various sectors of the economy and within the labor market.

Reading recommendation: We recommend the VET trainers to please refer the following document. Recommendation of the
European Parliament and the Council (ECVET Recommendation):
http://www.ecvet-projects.eu/Documents/ECVET_Lifelong_Learning_LLL_Final_Web_ISBN.pdf
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ECVET is based on concepts and processes which are used in a systematic way to establish a common and user-friendly
language for transparency, transfer, and recognition of learning outcomes. Some of these concepts and processes are already
embedded in many qualifications systems across Europe. ECVET is based on:
•

Learning outcomes, which are statements of knowledge, skills and competence that can be achieved in a
variety of learning contexts.

•

Units of learning outcomes that are components of qualifications. Units can be assessed, validated, and
recognised.

•

ECVET points, which provide additional information about units and qualifications in a numerical form.

•

Credit that is given for assessed and documented learning outcomes of a learner. Credit can be transferred
to other contexts and accumulated to achieve a qualification based on the qualifications standards and
regulations existing in the participating countries.

•

Mutual trust and partnership among participating organisations. These are expressed in Memoranda of
Understanding and Learning Agreements.

Reading recommendation: We recommend the VET trainers to please refer the following document. http://www.ecvetprojects.eu/About/Default.aspx

13.1. EQF: European Qualification Framework - common reference levels for languages
The Common European Framework divides learners into three broad divisions that can be divided into six levels; for each level,
it describes what a learner is supposed to be able to do in reading, listening, speaking, and writing. These descriptors can apply
to any of the languages spoken in Europe, and there are translations in many languages. These levels are:
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level level
group group
name

level level name Description:

A1

A

•
Breakthrough or •
beginner

Basic User

•
A2

B1

Way stage or
elementary

Threshold or
intermediate

Independent

B

•
•
•
•
•
•
•

User
Vantage or
B2

upper
intermediate

Effective
C1

C

•

Proficient

Operational
Proficiency or
advanced

•
•
•
•
•
•

User
C2

Mastery or
proficiency

•
•
•

Can understand and use familiar everyday expressions and very basic phrases aimed at the satisfaction of needs of a concrete type.
Can introduce him/herself and others and can ask and answer questions about personal details such as where he/she lives, people he/she knows
and things he/she has.
Can interact in a simple way provided the other person talks slowly and clearly and is prepared to help.
Can understand sentences and frequently used expressions related to areas of most immediate relevance (e.g. very basic personal and family
information, shopping, local geography, employment).
Can communicate in simple and routine tasks requiring a simple and direct exchange of information on familiar and routine matters.
Can describe in simple terms aspects of his/her background, immediate environment and matters in areas of immediate need.
Can understand the main points of clear standard input on familiar matters regularly encountered in work, school, leisure, etc.
Can deal with most situations likely to arise while travelling in an area where the language is spoken.
Can produce simple connected text on topics that are familiar or of personal interest.
Can describe experiences and events, dreams, hopes, and ambitions and briefly give reasons and explanations for opinions and plans.
Can understand the main ideas of complex text on both concrete and abstract topics, including technical discussions in his/her field of
specialization.
Can interact with a degree of fluency and spontaneity that makes regular interaction with native speakers quite possible without strain for either
party.
Can produce clear, detailed text on a wide range of subjects and explain a viewpoint on a topical issue giving the advantages and disadvantages
of diverse options.
Can understand a wide range of demanding, longer texts, and recognize implicit meaning.
Can express ideas fluently and spontaneously without much obvious searching for expressions.
Can use language flexibly and effectively for social, academic, and professional purposes.
Can produce clear, well-structured, detailed text on complex subjects, showing controlled use of organizational patterns, connectors, and cohesive
devices.
Can understand with ease virtually everything heard or read.
Can summarize information from different spoken and written sources, reconstructing arguments, and accounts in a coherent presentation.
Can express him/herself spontaneously, very fluently and precisely, differentiating finer shades of meaning even in the most complex situations.
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13.2. EQF QUALIFICATIONS DESCRIPTOR
Levels

Knowledge

of Quali-

Skills

Competencies

fication

1

General basic knowledge

General basic skills for accomplish a simple task

Work/study under direct supervision in a structured context

Basic factual knowledge in a working/study area

Basic cognitive and practical skills needed for the application of the adequate

Work/study under direct supervision with some autonomy

2

information to the accomplishment of tasks and current problem solving
through simple rules and instruments

3

4

knowledge of facts, principles, processes, and general concepts

Range of cognitive and practical skills necessary for the task accomplishment

Taking responsibility for executing tasks in a study/work area. Adapt the behavior to

in a study/work area

and problem solving through selection and application of instruments,

circumstances to solve problems

materials, and basic information

Factual and theoretical knowledge in broad contexts within a

Range of cognitive and practical skills necessary for the conceiving for

Manage own work within the guidelines established in the context of study/work, usually

field of study/work

specific problem solving in a study/work area

predictable but liable to change. Supervise the routine work of third parts and taking
responsibilities in terms of evaluation and activity improvements in study/work contexts

5

6

7

8

Comprehensive, expertise, factual and theoretical knowledge in

Broad range of cognitive and practical skills for conceiving creative solutions

Manage and supervise in study/work contexts subject to unpredictable changes. Revise

a study/work area and awareness of the knowledge limits

for abstract problems

and develop the thirds development

Deep knowledges for a specific study/work area which demands

Advanced skills which show proficiency and innovation for complex and

Management complex technical or professional activities or projects, taking the

a critical comprehension of theories and principles

unpredictable problem solving in a study/work specialized area

responsibility for decision making in unpredictable study/work contexts. Taking
responsibilities in management for individual, professional and collective development

Highly specialized knowledge, some of them are in the forefront

Specialized skills for problem solving in terms of investigation and innovation,

Manage and transform study/work complex and unpredictable contexts which demand

of some study/work knowledge, which underpin the capacity for

to develop new knowledges and procedures to integrate them in different

new strategies. Taking responsibility to contribute to new knowledges and professional

original thinking

areas

practices and/or review the strategic team performances

Cutting-edge knowledges at the forefront in a study/work area

The most advanced and specialize techniques, including synthesis and

Demonstrate a considerable level of authority, innovation, autonomy, scientific and

and in the interconnection of areas

evaluation skills, necessary to solve critical problems in the investigation and

professional integrity and assume a sustained commitment regarding the development of

innovation areas, for the redefinition of the existing professional practices

innovative ideas or processes in the forefront of study/work contexts, including the
investigation field
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13.3. Duration and ECVET Credits - IBM MORE Training
The whole content for a training for level 3 for outcomes (EQF-level for languages: A2/B1) will be 20 hours included
examination.

Hours

EQF-Level
outcome

EQF-Level Training for
Language

UNITS

Content

UNIT 1

Entrepreneurship

3,5

UNIT 2

Digital

3,5

Level 3

A2/B1

UNIT 3

Mathematical

3,5

Level 3

A2/B1

UNIT 4

Intercultural

3,5

Level 3

A2/B1

UNIT 5

Foreign Language

3,5

Level 3

A2/B1

UNIT 6

Examination

2,5

Level 3

A2/B1

TOTAL

20

Level 3

ECVETpoints
IBM MORE

A2/B1

0,5
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13.4. Overview: IBM MORE – Training and Examination
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13.5. EQF – Qualification – Descriptor
IBM MORE Training/Learning Units/ECVET points
KEY UNITS

LEVEL
EQF

LEARNING
HOURS

ECVET
POINTS

GENERIC UNITS

NQF

LEVEL
EQF

LEARNING
HOURS

ECVET
POINTS

NQF

Unit 1: Entrepreneurship
Unit 2: Digital

3

3,5

3

3,5

3

3,5

3

3,5

Unit 3: Mathematical
Unit 4: Intercultural
Unit 5: Foreign Language
UNITS
OF
LEARNING
OUTCOMES

Unit 6: Preparation and Examination for EQF-

0,5

Non applicable
Certification level 3

3

3,5

2,5
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13.6. Unit 1: Entrepreneurship. Learning outcomes - level 3 (3,5 hours)
UNIT 1: Entrepreneurship
SUMMARY DESCRIPTION: Ability to convert ideas into action by acquiring a sense of initiative, entrepreneurship, and risk-taking, as well as
the ability to plan and manage sustainable projects for business profits by exploiting opportunities through commercial activity.
KNOWLEDGE
✓

Have general knowledge about the sense of
initiative and entrepreneurship.

✓

Awareness of basic regulations about specific
permission of doing business in the target
country.

✓

LEARNING
OUTCOMES

Identify differences in the working culture and
business practices in comparison to the home
country.

✓

Know about institutions and authorities for
acquiring the permit to set up a business in the
target country.

✓

Identify basic knowledge about training
standards to be achieved for Unit 1, according
to the EQF-Level 3.

SKILLS
✓

Ability
to
analyze
information and situational
content for offering products
or services.

✓

Use relevant information to
conform
to
statutory
procedures
and
deal
positively with systems.

✓

Effective use of networking
for finding information and
ensuring
support
from
mentors.

✓

Resolve
statutory
obligations by approaching
competent persons and
authorities.

COMPETENCIES
✓

Practice
behaviour
to
experiment; take risk and
learn from mistakes.

✓

Capacity to convert needs
and
challenges
into
sustainable business by
creative problem solving.

✓

Take
responsibility
of
sustained
business
operation within the legal
framework.

✓

Capable of undertaking a
prescribed paperwork for
business operation.

LEVEL
ECVET
EQF NQF POINTS
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13.7. Unit 2: Digital. Learning outcomes – level 3 (3,5 hours)
UNIT 2: Digital
SUMMARY DESCRIPTION: Ability to manage information using ICT and using digital tools to interact with suppliers and customers to
offer products and services in a digitalized economy
KNOWLEDGE
Awareness of innovative technologies
and how they can usefully support an
existing workflow process.

✓

Ability to organize, store and
retrieve data, information, and
content in digital environments.

✓

Learn about a range of digital
collaboration tools, while being aware
of cultural and generational diversity.

✓

Understanding of relevant search
engines, self-service solutions, storage
possibilities
and
strategies
for
assessing
the
validity
of
the
information.

✓

✓

LEARNING
OUTCOMES

SKILLS

✓

COMPETENCIES
✓

Use methodologies, strategies,
and applications to solve
communicative tasks.

Adapt and practice an
appropriate
code
of
behavior in relation to what
should be produced and
shared.

✓

Effective use of search engines
for finding information and
validating the authenticity of
sources.

To selectively use digital
tools to find value and
meaning by talking to
others via media.

✓

Apply
a
proactive,
analytical,
or
critical
position on finding and
storing digital information.

LEVEL
ECVET
EQF NQF POINTS
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13.8. Unit 3: Mathematical. Learning outcomes – level 3 (3,5 hours)
UNIT 3: Mathematical
SUMMARY DESCRIPTION: Ability to understand mathematical rules, identify patterns, analyze models for the necessary individual
applications for solving problems and making rational decisions
KNOWLEDGE
SKILLS
COMPETENCIES
ECVET
LEVEL
✓ Identify basic knowledge about
✓ Ability
to
go
about
✓ Capacity to think and EQF NQF POINTS
relevance of established patterns and
mathematical rules

✓

✓

LEARNING
OUTCOMES

✓

Understanding of analyzing models,
comparing numbers for resolving needs
of daily life
Awareness of methodology employed to
rationally explore, to identify questions
and
to
draw
evidence-based
conclusions.
Identify basic knowledge about training
standards to be achieved for Unit 3,
according to the EQF-Level 3;

investigating
a
certain
situation
and
analyzing
logically the connections
among problem elements.

✓

Apply mathematical modes of
thought, logical and spatial
thinking in daily business

✓

Ability to develop and apply
mathematical thinking to
solve a range of problems in
everyday situations.

reason, ask probing and
exploratory questions about
feasible options.

✓

Exercise
analyzing
justifying,
result.

✓

Take responsibility to define
and clarify the problem to
be solved.

reasoning for
a
process,
or proving a

Project IBM – MORE: Project Nº 2019-1-BE01-KA202-050449. This project has been funded with support from the European Commission. This publication [communication] reflects the views
only of the author, and the Commission cannot be held responsible for any use which may be made of the information contained therein.

60

13.9. Unit 4: Intercultural. Learning outcomes – level 3 (3,5 hours)
UNIT 4: Intercultural
SUMMARY DESCRIPTION: Ability to live in the network of diverse cultures, to deal with cultural differences while doing business
together; to become aware of cultural norms for business effectiveness in the foreign country.
KNOWLEDGE
✓

Awareness of appropriate
cultural behavior, effective
ways to communicate with
people from diverse cultural
backgrounds

✓

Identify cultural preferences of
verbal
and
non-verbal
communication, body language
in business communication.

✓

LEARNING
OUTCOMES

Comprehend the connections
between cultural technique and
cultural/ language skills in
personal,
social,
and
professional life

SKILLS
✓

Apply
intercultural
communication
and
negotiation in working life and
social life so called “life skills”

✓

Harmonizing and mediating
intercultural
conflicts
in
business and social life

✓

Contributing to a sustainable
coexistence and responsible
cooperation among all people
in the target culture

COMPETENCIES
✓

Adapt behaviour to function
effectively, to think and act
appropriately,
to
communicate
and
do
business with people from
diverse
cultural
backgrounds

✓

Assume and display a
positive attitude towards
change and new cultural
environments

✓

Practice empathy and adapt
behavior
while
communicating
across
cultural differences

LEVEL
ECVET
EQF NQF POINTS
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13.10. Unit 5: Foreign Language. Learning outcomes – level 3 (3,5 hours)
UNIT 5: Foreign Language
SUMMARY DESCRIPTION: Ability to communicate in a foreign language to express individual preferences and resolve conflict while working
together; to integrate innovative approaches and strategies for learning: learning by doing and action-oriented learning in business life
KNOWLEDGE
SKILLS
COMPETENCIES
LEVEL
ECVET
✓ Learn business specific
✓ Use relevant proficiency of
✓ Able to comprehend
POINTS
EQF NQF
vocabulary in the target
language, in addition to the main
skill of communication and
intercultural understanding.

✓

✓

LEARNING
OUTCOMES

language for listening,
speaking, reading, and writing
(according to the work domain)

✓
Awareness of a foreign language
training (grammar, vocabulary,
and communication style) as a
prerequisite for business
success.
Identify and differentiate
communication styles as per
cultural norms in the foreign
country.

✓

Comprehend the basic legal
texts of contracts, legal
documents concerning
business activities
Participate in communication
with native speakers on the
business issues, to justify their
point of view and hold their own

natives when they speak
considering stereotypes
and prejudices of other
cultures in working life

✓

Accept and provide
feedback to clients and
customers in a culturally
appropriate manner

✓

Adapt appropriate
behaviour for interacting
with the authorities and
institutions of the work
economy.
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13.11. Unit 6: Examination. Learning outcomes – level 3 (2,5 hours)
UNIT 6: Preparation and Examination for EQF-Standards
SUMMARY DESCRIPTION: Ability to learn, to prepare and participate in a testing for Certification to the Level (EQF-reference for
languages A2/B1, ECVET Level 3), based on the EQF-Levels concerning key-competencies.
KNOWLEDGE
SKILLS
COMPETENCIES
LEVEL
ECVET
✓ Basic knowledge about training
✓ Accept and provide feedback in
✓ Responsibly set up a EQF NQF
POINTS
standards to be achieved in IBM
MORE, according to the EQF-Level 3
and ECVET-points:

LEARNING
OUTCOMES

culturally appropriate manner in
an intercultural dialogue

✓

Apply
information
about
intercultural differences for
negotiations in work and life

Recognizing intercultural Competence
as a basic prerequisite of business
success

✓

Solve
problems
as
an
entrepreneur in an intercultural
environment of doing business

Basic knowledge about doing business
effectively in a digitalized economy

✓

Contribute to a sustainable
business by interacting with
customers and suppliers from
the target culture

✓

Learn about communication for
entrepreneurship in a foreign country

✓

✓
✓

Learn entrepreneurial ethics and
business norms in the target culture

✓

Identify certification procedure of IBM
MORE – Business Mediator Skills
Card: training, testing, certification

✓

Identify the use of the Business
Mediator Skills Card

✓

✓

Apply acquired knowledge of
business norms in the target
economy
Perform diagnostic techniques
to promote self-profile of
trainees.

business by using key
competences including
respectful integration of
work culture in the target
culture.

✓

Practice
customer
orientation
in
communication
and
behavior with the target
culture

✓

Negotiate and actively
participate
in
the
business ecosystem of
the target culture.

✓

Practice training for IBM
MORE unit 1-5 and
certification
unit
6:
Intercultural Business
Mediator Skills Card
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14. Self-Assessment Tool (SAT)
Purpose of the SAT
The self-assessment tool (SAT) will help migrants with entrepreneurship interest to identify and evaluate the needed competences to assess
their best pathways for their training taking into consideration their own needs and contexts.
Self-assessment plays a significant role in developing self-perceptions. The self-reported questionnaire is to be distributed ex-ante (prior to
implementing the training) and post-ante, (after implementing the training), using the materials for self-reflection and assessment. Therefore,
respondents should take some time to read the questions and self-reflect. The answers are a personal reflection, which can be used always
to refer and self-evaluate personal improvement.

EX ANTE SELF-ASSESSMENT
Self-assessment plays a significant role in developing self-perceptions. The following questions must be answered before using the materials
proposed on IBM MORE IO2 Training Curriculum. Each respondent should take some time to read the questions and self-reflect. The answers
are a personal material which can be used always to refer and get personal improvement.

POST ANTE SELF-ASSESSMENT
Self-assessment plays a significant role in developing self-perceptions. The following questions must be answered after using the materials
proposed on IBM MORE IO2 Training Curriculum. Each respondent should take some time to read the questions and self-reflect. The
answers are a personal material which can be used always to refer and get personal improvement.
We recommend the VET trainers to use the self-assessment tool linked to the Training Curriculum (IO2) and made available as an annexure
to this Pedagogical Handbook (IO3).
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16. Glossary:
APP is a computer program or piece of software designed for a particular purpose that you can download onto a mobile phone
or other mobile device.
Animation is a method in which pictures are manipulated to appear as moving images.
Assessment of learning outcomes is the process of appraising knowledge, skills and/or competences of an individual against
predefined criteria (learning expectations, measurement of learning outcomes). Assessment is typically followed by validation and
certification.
Blended learning is an approach to education that combines online educational materials and opportunities for interaction
online with traditional place-based classroom methods. It requires the physical presence of both teacher and student, with some
elements of student control over time, place, path, or pace.
Feedback form/questionnaire is a form to be filled in by the company and the participants about their experience of jobshadowing
Gamification is the application of game-design elements and game principles in non-game contexts. It can also be defined as a
set of activities and processes to solve problems by using or applying the characteristics of game elements.
Self-assessment is the evaluation of oneself or one's actions, attitudes, or performance.
Self-correcting is something that corrects its own errors and weaknesses
Self-directed learning is an individual defines their own learning needs, goals, and approach
Skill is the ability to perform tasks and solve problems.
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17. Annexures:
ANNEX 1: A sample contract between the training organisation and trainer.

Contract between
1) Partner A) Name of the Project- Partner of IBM MORE in ____________(country), _________________(address),
____________________________(phone), ___________________________(email)
2) Partner B) and you as a learner:
– Family name: _________________
– First name:
– Address:

_________________
_________________

– Country:

_________________

– Continent:

_________________

– Email:

_________________

– Mobil:

_________________

– Phone.:

_________________

– Target country you want to learn for: ___________________________
– Signature of the authorized person and the trainee:
– Partner A) __________________________ Partner B) ____________________________
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ANNEX 2: IBM MORE Training Matrix

IBM-More Training Matrix
Areas
Lifestyle

Culture

Enviroment of personal
development

Work culture in daily life

Law

Communication

Themes
A. Entrepreneurship

A1a Start-up process

A2a Project management

A3a Authorities

A4a Stakeholder interests

A1b Balance sheet

A2b Milestones of an entrepreneur

A3b Tasks of authorities

A4b Entrepreneurship support

ICT for business
development

B. Digital

C. Mathematical

D. Intercultural

E. Linguistic

Authorities and institutions Administrative systems and
in business setup
framework

Perceptions and prejudices
in digital media

Business terms and
conditions

Virtual Communication
tools

B1a APPs and software

B2a Socual network

B3a Online marketing

B4a Virtual tools

B1b Hardware

B2b Pro and contra

B3b Social media

B4b World of Internet

Conversions and calculations

Cost price calculation

Profit Calculation/Economic
viability

Communicating business
offers

C1a Depreciation table

C2a Unit cost

C3a Accounting transactions

C4a Cycle tour

C1b VAT

C2b Reference costing

C3b Balance sheet

C4b Installment plan

The individual in the
network of cultures

Cultural sensibility in
daily life

Customer service in
multicultural communities

Communication, Perception
and Mediation

D1a Management process

D2a Company stakeholder

D3a Customer journey

D4a Conflict resolution

D1b Project development

D2b Cultural competence

D3b Service design

D4b Maslow's Need Hierarchy

Cultural Small talk

Business Vocabulary for
Migrant Entrepreneurs

Etiquettes of customer
service

Solidarity economy concepts

E1a Making small talk

E2a Business terms

E3a Cultural characteristics

E4a Basic concepts

E1b Meeting

E2b Office equipments

E3b virtual meeting etiquettes

E4b Values
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ANNEX 3: Intercultural Business Mediator (Skills Card).
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ANNEX 4: Self-Assessment Tool

EX ANTE SELF-ASSESSMENT : Entrepreneurship Competence
Reflect on how you will mark the following items before studying the unit
“Entrepreneurship”
Item

Rating

How much effort will you invest in the training process?

1 2 3 4 5

Before starting the module, are you able to analyse relevant information regarding a business?

1 2 3 4 5

Before starting the module, are you able to use relevant information regarding a business?

1 2 3 4 5

Before starting the module, are you able to network effectively to find information and ensure support?

1 2 3 4 5

Before starting the module, are you able to convert needs and challenges into a sustainable business?

1 2 3 4 5

How much time have you spent looking for resources to find out more about the subject?

1 2 3 4 5

What is your global evaluation for your expected efforts and work on the unit: “entrepreneurship”?

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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EX ANTE SELF ASSESSMENT: Digital Competence

Reflect on how you will mark the following items before studying the unit
“Digital”
Item

Rating

How much effort will you invest in the training process?

1 2 3 4 5

Before starting the module, are you able to organize, store and retrieve data, information, and contents in digital
environments?

1 2 3 4 5

Before starting the module, are you able to use effectively searching engines to find trustworthy information?

1 2 3 4 5

Before starting the module, are you able to select appropriate digital tools to meet your goals?

1 2 3 4 5

Before starting the module, are you able to behave accordingly to the circumstances in digital environments?

1 2 3 4 5

How much time have you spent looking for resources to find out more about the subject?

1 2 3 4 5

What is your global evaluation for your expected efforts and work on the unit: “digital”?

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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EX ANTE SELF ASSESSMENT: Mathematical Competence
Reflect on how you will mark the following items before studying the unit
“Mathematical”
Item

Rating

How much effort will you invest in the training process?

1 2 3 4 5

Before starting the module, are you able to reason a process to prove a result?

1 2 3 4 5

Before starting the module, are you able to analyse a process to prove a result?

1 2 3 4 5

Before starting the module, are you able to think and propose different solutions to a problem?

1 2 3 4 5

Before starting the module, are you able to take responsibility to define a problem?

1 2 3 4 5

Before starting the module, are you able to take responsibility to clarify a problem?

1 2 3 4 5

How much time have you spent looking for resources to find out more about the subject?

1 2 3 4 5

What is your global evaluation for your expected efforts and work on the unit: “mathematical”?

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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EX ANTE SELF ASSESSMENT: Intercultural Competence
Reflect on how you will mark the following items before studying the unit
“Intercultural”
Item

Rating

How much effort will you invest in the training process?

1 2 3 4 5

Before starting the module, are you able to behave accordingly to the circumstances in business environments?

1 2 3 4 5

Before starting the module, are you able to keep a positive attitude towards change?

1 2 3 4 5

Before starting the module, are you able to practice empathy while communicating in diverse cultural
backgrounds?
Before starting the module, are you able to apply intercultural communication and negotiation in working and
social life?

1 2 3 4 5
1 2 3 4 5

How much time have you spent looking for resources to find out more about the subject?

1 2 3 4 5

What is your global evaluation for your expected efforts and work on the unit: “intercultural”?

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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EX ANTE SELF ASSESSMENT: Linguistic Competence
Reflect on how you will mark the following items before studying the unit
“Foreign language”
Item

Rating

How much effort will you invest in the training process?

1 2 3 4 5

Before starting the module, are you able to understand natives when they speak on working environments?

1 2 3 4 5

Before starting the module, are you able to consider the existing stereotypes and prejudices of working
environments?

1 2 3 4 5

Before starting the module, are you able to accept feedback from third persons (clients) on working
environments?

1 2 3 4 5

Before starting the module, are you able to provide feedback to third persons (clients) on working environments?

1 2 3 4 5

Before starting the module, are you able to behave accordingly to the establish standards when interacting with
authorities?

1 2 3 4 5

How much time have you spent looking for resources to find out more about the subject?

1 2 3 4 5

What is your global evaluation for your expected efforts and work on the unit: “foreign language”?

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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POST SELF ASSESSMENT: Entrepreneurship Competence
Reflect on how you will mark the following items after studying the unit
“Entrepreneurship”
Item

Rating

The effort you needed to invest in the training process

1 2 3 4 5

From the studied subject matter, can you explain how to analyse relevant information regarding a business?

1 2 3 4 5

From the studied subject matter, can you explain how to use relevant information regarding a business?

1 2 3 4 5

From the studied subject matter, can you explain how to network effectively to find information and ensure
support?

1 2 3 4 5

From the studied subject matter, can you explain how to convert needs and challenges into a sustainable
business?

1 2 3 4 5

Time spent looking for resources to find out more about the subject

1 2 3 4 5

Global appraisal of your efforts and work on the module.

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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POST SELF ASSESSMENT: Digital Competence
Reflect on how you will mark the following items after studying the unit
“Digital”
Item

Rating

The effort you needed to invest in the training process

1 2 3 4 5

From the studied subject matter, can you explain how to organize, store, and retrieve data, information, and
contents in digital environments?
From the studied subject matter, can you explain how to effectively use searching engines to find trustworthy
information?
From the studied subject matter, can you explain how to behave accordingly to the circumstances in digital
environments?

1 2 3 4 5
1 2 3 4 5
1 2 3 4 5

From the studied subject matter, can you explain how to select appropriate digital tools to meet your goals?

1 2 3 4 5

Time spent looking for resources to find out more about the subject

1 2 3 4 5

Global appraisal of your efforts and work on the module.

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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POST SELF ASSESSMENT: Mathematical Competence
Reflect on how you will mark the following items after studying the unit
“Mathematical”
Item

Rating

The effort you needed to invest in the training process

1 2 3 4 5

From the studied subject matter, can you explain how to reason a process to prove a result?

1 2 3 4 5

From the studied subject matter, can you explain how to analyse a process to prove a result?

1 2 3 4 5

From the studied subject matter, can you explain how to think and propose different solutions to a problem?

1 2 3 4 5

From the studied subject matter, can you explain how to take responsibility to define a problem?

1 2 3 4 5

From the studied subject matter, can you explain how to take responsibility to clarify a problem?

1 2 3 4 5

Time spent looking for resources to find out more about the subject

1 2 3 4 5

Global appraisal of your efforts and work on the module.

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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POST SELF ASSESSMENT: Intercultural Competence
Reflect on how you will mark the following items after studying the unit
“Intercultural”
Item

Rating

The effort you needed to invest in the training process

1 2 3 4 5

From the studied subject matter, can you explain how to behave accordingly to the circumstances in business
environments?

1 2 3 4 5

From the studied subject matter, can you explain how to keep a positive attitude towards change?

1 2 3 4 5

From the studied subject matter, can you explain how to practice empathy while communicating in diverse
cultural backgrounds?
From the studied subject matter, can you explain how to apply intercultural communication and negotiation in
working and social life?

1 2 3 4 5
1 2 3 4 5

Time spent looking for resources to find out more about the subject

1 2 3 4 5

Global appraisal of your efforts and work on the module.

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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POST SELF ASSESSMENT: Linguistic Competence
Reflect on how you will mark the following items after studying the unit
“Foreign language”
Item

Rating

The effort you needed to invest in the training process

1 2 3 4 5

From the studied subject matter, can you explain how to understand natives when they speak on working
environments?
From the studied subject matter, can you explain how to consider the existing stereotypes and prejudices of
working environments?
From the studied subject matter, can you explain how to accept feedback from third persons (clients) on working
environments?
From the studied subject matter, can you explain how to provide feedback to third persons (clients) on working
environments?
From the studied subject matter, can you explain how to behave accordingly to the establish standards when
interacting with authorities?

1 2 3 4 5
1 2 3 4 5
1 2 3 4 5
1 2 3 4 5
1 2 3 4 5

Time spent looking for resources to find out more about the subject

1 2 3 4 5

Global appraisal of your efforts and work on the module.

1 2 3 4 5

Ratings
1= Extremely low / Nothing/ Never / Bad
2 = Very low / Very little / Very insufficient

3 = Low / Little / Insufficient
4 = Quite a lot / Good / Sufficient

5 = A lot / Always / Very good
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