Snappy Starters Mank

Enterprise icebreakers to get young people thinking like an

entrepreneur! Useful for introducing a lesson on business skills, money
or innovation.
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Grand brands

Pupils should draw the first brand logo that
comes into their head. What makes it
effective?

Community champion

In groups, students think of a problem in their
local community and suggest ways to solve it.
They may wish to interview members of the
community to find out what is important to
them. The groups should then develop an
enterprise idea that provides a practical
solution to this problem.

Example: Problem: Youth club has closed down; young people have
nothing to do. Enterprise solution: Hold game evenings in local church hall
and charge small fee for entry. Channel profits into a youth club fund!

Appealing ads

Ask students to describe an advert they have seen recently. Why do they like
/ dislike it? Brainstorm the ingredients for a good advert.
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