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This Guide Ȱ#ÏÎÎÅÃÔÉÎÇ )ÎÎÏÖÁÔÉÏÎ 3ÙÌÌÁÂÕÓ ×ÉÔÈ "ÕÓÉÎÅÓÓ #ÈÁÌÌÅÎÇÅÓȱ has been designed 

to enable an active collaboration of higher education institutions with businesses in the 

area of Innovation Management Education. It signposts a partnership model that takes 

maximum advantage of the enormous potential universities have to support innovation 

in businesses, whether large, small, or medium-sized. Through the six learning modules 

students, mentors and business representatives are working in a close and scheduled 

way to create and bring new, potentially innovative solutions into the market. The 

different creativity, team building and design exercises after the modules enable 

students to draw on first-hand experience while examining the creation of both 

economic and technical value. The programme consisting of 180 hours learning is not 

meant to be exhaustive, but it focuses on innovation areas that are of greatest value. It is 

meant to help industry and students understand each otherȭÓ needs and its testing in two 

countries, UK and Bulgaria, has proven highly successful in terms of the number of 

applications received, the performance of the students and positive feedback received 

from the participating companies.  

The Action project for innovation - APInno Project was financed in 2014 by the EU 

programme ERASMUS+. The information and views set out in this publication are those 

of the authors and do not necessarily reflect the official opinion of the European Union. 

This guide should be used as integral part together with the supporting outputs ɀ 

studentsȭ, ÔÒÁÉÎÅÒȭÓ, ÃÈÁÌÌÅÎÇÅÒȭÓ ÈÁÎÄÂÏÏËÓ, methodology and syllabus.  
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1 Teaching Approach  

The APInno methodology provides a holistic model of learning that merges experience, 

perception, cognition, and behaviour. Although that the project combines different 

educational approaches, it puts a special emphasis on Experiential Learning. Unlike 

cognitive learning theories, which tend to emphasize cognition over affect, and 

behavioural learning theories, which do not allow much space for consciousness and 

subjective experience in the learning process, experience plays a central role in 

%ØÐÅÒÉÅÎÔÉÁÌ ,ÅÁÒÎÉÎÇȭÓ ÐÒÏÃÅÓÓȢ  

The open nature of experiential learning means that it can often be difficult to define 

what is and is not an experiential activity because there are many activities that have the 

potential to be experiential, but may not be depending on the execution. Therefore, it is 

recommended to use a list of characteristics that should be present in order to define an 

activity or method as experiential1:  

Á Mixture  of content and process: There must be a balance between the 

experiential activities and the underlying content or theory; 

Á Absence of excessive judgment: The mentor must create a safe space for 

students to work through their own process of self-discovery; 

Á Engagement in purposeful endeavours: In experiential learning, the learning 

activities must be personally relevant to the student; 

Á Big picture perspective: Experiential activities must allow the students to make 

connections between the learning they are doing and the world. Activities should 

build in students the ability see relationships in complex systems and find a way to 

work within them; 

Á Reflection: 3ÔÕÄÅÎÔÓ ÓÈÏÕÌÄ ÂÅ ÁÂÌÅ ÔÏ ÒÅÆÌÅÃÔ ÏÎ ÔÈÅÉÒ Ï×Î ÌÅÁÒÎÉÎÇȟ ÂÒÉÎÇÉÎÇ ȰÔÈÅ 

ÔÈÅÏÒÙ ÔÏ ÌÉÆÅȱ ÁÎÄ ÇÁÉÎÉÎÇ ÉÎÓÉght into themselves and their interactions with the 

world; 

Á Emotional investment: Students must be fully immersed in the experience, not 

merely doing what they feel is required of them. The process needs to engage the 

learner to a point where what is being learned and experience strikes a critical, 

central chord within the learner;  

                                                        

1 Chapman, S., McPhee, P., & Proudman, B. (1995). What is Experiential Education?. In Warren, K. (Ed.), The Theory of Experiential 
Education (pp. 235-248). Dubuque: Kendall/Hunt Publishing Company. 
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Á The re-examination of values: By working within a space that has been made safe 

for self-exploration, students should begin to analyse and even alter their own 

values; 

Á The presence of meaningful relationships: One part of getting students to see 

their learning in the context of the whole world is to start by showing the 

relationships between learner to self, learner to teacher, and learner to learning 

environment. 

Á Learning outside ÏÎÅȭÓ ÐÅÒÃÅÉÖÅÄ ÃÏÍÆÏÒÔ ÚÏÎÅÓȡ Learning is enhanced when 

students are given the opportunity to operate outside of their own perceived 

comfort zones in terms of physical environment as well as social environment.  

1.1 Experimental  learning theory and styles  

The first theories of experiential learning arose in the mid-nineteenth century as attempts 

to move away from traditional formal education, where teachers simply presented 

students with abstract concepts, and toward an immersive method of instruction. The 

concept of experiential learning was first explored by John Dewey and Jean Piaget, 

among others, but it was made popular by education psychologist David A. Kolb. Kolb 

created Experimental Learning Theory (1974) to unify the contributions and insights of 

different scholars into an explicit and coherent framework. Kolb's theory represents a 

four stage learning cycle in which the learner touches all the bases:  

Á Concrete Experiences: Being involved in a new situation 

Á Reflective Observing: Analysing the experience and thinking about the problem 

Á Abstract Concept-Making: Forming theories and new ideas  

Á Active Experimenting: Testing of theories by implementing them and verifying 

the results  
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Based on this four-stage cycle Kolb's learning theory sets out four distinct learning styles, 

×ÈÉÃÈ ÁÒÅ ÔÈÅ ÃÏÍÂÉÎÁÔÉÏÎ ÏÆ Ô×Ï ȰÃÏÎÆÌÉÃÔÉÎÇȱ ÁØÉÓ ɉÃÏÎÔÉÎÕÕÍÓɊ - Processing 

Continuum, how we approach a task, and Perception Continuum, our emotional 

response, or how we think or feel about it. According to Kolb, these activities are 

conflicting as we cannot perform both at the same time. Thus, when confronted with a 

new learning situation we internally decide whether we wish to do or watch, and at the 

same time we decide whether to think or feel. Various factors may influence a person's 

preferred style, such as social environment, educational experiences, or the basic 

cognitive structure of the individual. Whatever influences the learning style, the result is 

ÁÌ×ÁÙÓ Á ×ÁÙ ÏÆ ȰÇÒÁÓÐÉÎÇ ÔÈÅ ÅØÐÅÒÉÅÎÃÅȱȟ ×ÈÉÃÈ ÄÅÆÉÎÅÓ ÏÕÒ ÁÐÐÒÏÁÃÈ ÔÏ ÉÔȟ ÁÎÄ ×Å 

ÃÈÏÏÓÅ Á ×ÁÙ ÔÏ ȰÔÒÁÎÓÆÏÒÍ ÔÈÅ ÅØÐÅÒÉÅÎÃÅȱ ÉÎÔÏ ÓÏÍÅÔÈÉÎÇ ÍÅÁÎÉÎÇÆÕÌ ÁÎÄ ÕÓÁÂÌÅȟ 

which defines our emotional response to the experience.  

 

Fig. 1 Experimental Learning Cycle 

 

Source: Kolb, 1974 
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Fig. 2 Experimental Learning Cycle with axes 

 

Source: Kolb, 1974 

 

Kolb argues that the four combinations of perceiving and processing determine one of 

four learning styles of how people prefer to learn: 

Á Diverging (concrete, reflective): Emphasizes the innovative and imaginative 

approach to doing things. Views concrete situations from many perspectives and 

adapts by observation rather than by action. Interested in people and tends to be 

feeling-oriented. Likes such activities as cooperative groups and brainstorming. 

Á Assimilating (abstract, reflective): Pulls a number of different observations and 

thoughts into an integrated whole. Likes to reason inductively and create models 

and theories. Likes to design projects and experiments. 

Á Converging (abstract, active): Emphasises the practical application of ideas and 

solving problems. Likes decision-making, problem-solving, and the practical 

application of ideas. Prefers technical problems over interpersonal issues. 

Á Accommodating (concrete, active): Uses trial and error rather than thought and 

reflection. Good at adapting to changing circumstances; solves problems in an 

intuitive, trial-and-error manner, such as discovery learning. Also tends to be at 

ease with people. 



 

10 

Fig. 3 Experimental Learning Cycle and Styles 

 

Source: Kolb, 1974 

 

These learning styles are relatively stable patterns of behaviour and most people exhibit 

ÓÔÒÏÎÇ ÐÒÅÆÅÒÅÎÃÅÓ ÆÏÒ Á ÇÉÖÅÎ ÌÅÁÒÎÉÎÇ ÓÔÙÌÅȢ 3×ÉÔÃÈÉÎÇ ÂÅÔ×ÅÅÎ ÄÉÆÆÅÒÅÎÔ ÓÔÙÌÅÓ ÄÏÅÓÎȭÔ 

come naturally and people will tend to learn more effectively if learning is orientated 

according to their preference. For example people who ÐÒÅÆÅÒ ÔÈÅ Ȱ!ÓÓÉÍÉÌÁÔÉÎÇȱ 

learning style will not be comfortable to work on a project without notes and 

ÉÎÓÔÒÕÃÔÉÏÎÓȟ ×ÈÉÌÅ ÌÅÁÒÎÅÒÓ ×ÉÔÈ Ȱ!ÃÃÏÍÍÏÄÁÔÉÎÇȱ ÌÅÁÒÎÉÎÇ ÓÔÙÌÅ ÁÒÅ ÌÉËÅÌÙ ÔÏ ÂÅÃÏÍÅ 

frustrated if they are confronted with lots of instructions and rules. The experimental 

learning is major determinant of human development and that how individuals learn 

shapes the course of their personal development. 

1.2 Team formation   

Considering the importance of the learning style, participants are asked to undertake 

ÐÓÙÃÈÏÍÅÔÒÉÃ ÁÓÓÅÓÓÍÅÎÔ ÂÁÓÅÄ ÏÎ ÔÈÅ #ÁÒÌ *ÕÎÇȭÓ2 ÁÎÄ )ÓÁÂÅÌ "ÒÉÇÇÓ -ÙÅÒÓȭ3 (MBTI) 

typological approach to personality. This test helps to identify the role students are most 

likely to take when working in a group and it has been selected because of its strong 

                                                        

2 Jung, C. G. (1971): Psychological types (Collected works of C. G. Jung, volume 6) 

3 Briggs Myers, I. (1980, 1995): Gifts Differing: Understanding Personality Type 
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relationship between the Kolb´s learning styles and Jung´s psychological type4. This 

assessment is designed to help create balanced groups of different personalities, where 

ÅÁÃÈ ÐÅÒÓÏÎȭÓ ÉÎÄÉÖÉÄÕÁÌ ÓÔÒÅÎÇÔÈÓ ÃÁÎ ÂÅ ÕÔÉÌÉÚÅÄȢ 4ÈÅÒÅ ÁÒÅ Á ÎÕÍÂÅÒ ÏÆ ×ÅÂÓites where 

the assessment can be performed online and for free and the test takes around 15 

minutes: http://www.truity.com/test/type-finder-research-edition. As a result, there are 

four possible pairs of personality traits and each one of these eight preferences make up 

a person's MBTI® type, also called psychological or personality type: 

Á Introversion (I) or Extraversion (E) 

Á Intuition (N) or Sensing (S) 

Á Thinking (T) or Feeling (F) 

Á Judging (J) or Perceiving (P) 

To create balanced teams trainers should consider that some types are more common 

ÔÈÁÎ ÏÔÈÅÒÓ ɉ)3&*ȟ %3&*ȟ )34* ÆÏÒ ÅØÁÍÐÌÅɊ ÁÎÄ ÉÎ ÏÎÅ ÇÒÏÕÐ ÔÈÅÒÅ ÓÈÏÕÌÄÎȭÔ ÂÅ ÔÏÏ ÍÁÎÙ 

individuals of any one style. Awareness of differences between types gives students a 

foundation for understanding the theory of personality and how their teammates may be 

different. The MBTI assessment is ideal for a wide range of applications, including: 

Á Team development: Helps ease communication among team members, identify 

team strengths and weaknesses 

Á Leadership development: $ÅÅÐÅÎÓ ÌÅÁÄÅÒÓȭ ÕÎÄÅÒÓÔÁÎÄÉÎÇ ÏÆ ÔÈÅÉÒ ÐÅÒÓÏÎÁÌÉÔÙ 

type and the types of those they are leading to help them manage better, give 

more meaningful feedback, and improve individual and team performance 

Á Conflict management: Improves skills in identifying sources of conflict and 

intervening early to prevent underperformance, disruption, and disengagement 

Á Stress management: Builds resilience and increases productivity 

Á Career planning: Guides students on career choice and development 

                                                        

4 Kolb, D. A. (1984): Experiential learning: Experience as the source of learning and development (Vol. 1). Englewood Cliffs, NJ: 
Prentice-Hall. 
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Fig. 4 Visual breakdown of Myers-Briggs test 
 

 

Source: http://www.ritholtz.com/blog/2012/12/know-your-myers-briggs-type-indicator-type  

 

When people first come together in a group they go through a number of stages as they 

come together and work out what is required. These stages are known as Forming, 

Storming, Norming and Performing5. This is the first stage of the APInno program where 

the content and the learning objectives are introduced to participants. More recent 

                                                        

5 Tuckman, B. W (1965). "Developmental sequence in small groups". Psychological Bulletin. 63 (6): 384ɀ399. 

http://www.ritholtz.com/blog/2012/12/know-your-myers-briggs-type-indicator-type
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research shows that this process is not quite as linear as first thought and groups often 

move back and forth between the different stages. 

1.3 Team Structure and Roles 

Students are divided into multidisciplinary teams 

consisting of 3 to 5 students (Fig. 5 Team work 

structure). It is recommended to work with up to 

five teams. Each team has an academic mentor to 

support the work throughout the course. The 

teams are supervised simultaneously by a 

Business Challenger, who is a senior company 

representative and presents to the students a 

problem to be solved in the area of growth and 

innovation. The teams compete to solve the 

business case and hold regular sessions for 

discussion and feedback from the representative. 

Independently from the ranking, all students who have successfully completed the 

training receive credits for their participation.  

1.4 Business Challenger  Involvement  

Throughout the programme the Business Challenger will review, guide and ultimately 

rank and provide feedback to the student teams as if in the real world. At the end of the 

programme the winning solution will be selected by the Business Challenger. The total 

programme consists of a 180 hours learning during which there are seven to eight weekly 

sessions of four hours each when the students will work on the Challenge. An overview 

of the programme is shown below with times when the Business Challenger is required 

to brief the students, deal with on-going queries and receive final presentations. The 

Challenger needs to attend the programme on five occasions for a maximum of two 

hours in order to meet with the students. The purpose of these meetings is outlined as 

follows  

Á Meeting 1:  

o Outline the Challenge/business problem 

o Provide background material about the company 

Fig. 5 Team work structure  
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o Detail consequences of not finding a solution 

o Identify any known constraints/ limiting factors to resolving the challenge/ 

business problem 

Á Meetings 2, 3: 

o Discuss the progress of the students' work 

o Make corrections if needed 

o Provide clarifications/ additional information if needed. 

Á Meeting 4: 

o Official presentation by the student teams of their results/proposed 

concepts  

o Challenger to provide feedback to students 

o Challenger to select most suitable solution for their business 

The Challenger would also be asked to be available for one hour each week to 

communicate via email with Trainer/ Mentor to deal with any student queries/ questions 

that may arise outside the timetabled sessions. The below table 1 Business Challenger 

Attendance is recommended but not mandatory. These regular sessions are necessary 

for the success of the final results. However the minimum number of meetings can be 

limited to 3 ɀ introduction, mid -term, final . In the meanwhile all other sessions could be 

done off site ɀ online, phone, emails, etc. 

 

Table 1 Business Challenger Attendance  
 

Workshop Content Challenger Attendance 

1 READY Module 1: Introduction and course 

overview; working in groups 

 

2 Module 2: Innovation and innovation 

management introduction  

Present the challenge 

3 STEADY Module 3: Preparation, innovation 

drivers; case for innovation 

 

4 Module 4: approach to innovation; ideation, 

business opportunity map 

Discussion of the ideas 

5 Module 5 Specification and prioritisation of 

Business concepts  

Presentation of innovation 

concepts 

6 Module 6: Business model, Action and 

implementation plan 

Final presentations 

7 Review of course; feedback session with all 

participants  

Feedback session 
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The challenge or business problem can come from any source and will not be restricted 

to businesses. The Challenger is to provide to the students with a synopsis that 

ÒÅÐÒÅÓÅÎÔÓ Á ÐÒÏÂÌÅÍ ÔÈÅ ÃÈÁÌÌÅÎÇÅÒȭÓ ÏÒÇÁÎÉÓÁÔÉÏÎ ÉÓ ÆÁÃÉÎÇ ÁÎÄ ÔÈÁÔ ÒÅÑÕÉÒÅÓ Á ÓÏÌÕÔÉÏÎ. 

The suggested selection criteria for the problem are: 

Á The degree of complexity needs to be at the level that the students are able to 

grasp 

Á 4ÈÅ ÃÈÁÌÌÅÎÇÅȾÂÕÓÉÎÅÓÓ ÐÒÏÂÌÅÍ ÎÅÅÄÓ ÔÏ ÂÅ ÃÕÌÔÕÒÁÌÌÙ ÓÅÎÓÉÔÉÖÅ ÔÏ ÔÈÅ ÓÔÕÄÅÎÔÓȭ 

cultural aspirations 

Á It needs to be a real and genuine issue that is impacting on the viability and/or 

growth of the organisation presenting the challenge/business problem 

Á It should be related to development of innovations 

Á The Challenger must not have already solved the challenge /business problem, 

although they may be working on a solution independently of the programme. 

The information for the challenge needs to cover the following points: 

Á Overview of the organisation 

Á Overall vision for the future of the organisation 

Á Overview of the challenge/ business problem 

Á Consequences to the organisation of not finding a solution to the challenge/ 

business problem 

Á Details of any constraints/ limiting factors that might impact on ability to resolve 

the challenge/ business problem ( e.g. Budget limitations/ access to finance/ skills 

gaps) 

A template for a prospective challenge can be found at Appendix  1  Proposal for a 

Challenge/Business Problem. After completing the programme feedback and 

recommendations from the Business Challenger can be gathered though a simple 

questionnaire (Appendix  2  Challenger Data Capture Form.) 
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2 Training Scheme  

The course is practical and grounded in the real world, designed to be is complementary 

to academic education and traineeship in companies. In fact, the APInno Innovation 

Management training is an outgrowth of both as it aims to facilitate collaboration 

between business and universities by developing an innovative approach and 

methodology for teaching Innovation Management (IM). The APInno programme is 

designed to become part of any university curriculum as a course with relevant credits. 

Within the 180 hours of training it allows students to immerse themselves in real-world 

innovation projects and to get a head start on future career development before they 

graduate. It furthermore introduces the fundamentals needed for Innovation 

Management, so that in an engaging and playful way students familiarize with important 

theoretical concepts.  

At the same time it is a good opportunity for the participating businesses to get a fresh 

perspective on the challenges being faced. APInno´s main focus is on disruptive 

innovation, as disruptive innovation tend to be produced by outsiders, rather than 

existing market-leading companies. In fact, when companies are looking for truly 

ÄÉÓÒÕÐÔÉÖÅ ÉÎÎÏÖÁÔÉÏÎ ÓÅÅËÉÎÇ ÏÕÔ ÔÈÅ ȰÓÕÐÅÒÉÏÒÓȱ ÏÒ ÅØÐÅÒÔÓ ÉÎ ÔÈÅÉÒ ÏÒÇÁÎÉÚÁÔÉÏÎȟ ÏÒ 

even their industry is not the wisest move6Ȣ 'ÒÅÁÔ ÉÄÅÁÓ ÉÎÃÒÅÁÓÅ ×ÉÔÈ ÏÎÅȭÓ ÌÅÖÅÌ ÏÆ 

expertise, but the problem with experts is that the relationship between expertise and 

ÇÒÅÁÔ ÉÎÓÉÇÈÔ ÉÓÎȭÔ ÌÉÎÅÁÒȢ )Ô ÌÏÏËÓ ÍÏre like an upside-down U, reaching its peak and then 

beginning to decline6. Therefore, many organizations are realizing the power of 

outsiders for bringing up innovation and the APInno methodology paves the way for a 

structured and tested collaboration with high school students. The APInno methodology 

offers a number of benefits for business and students, however to create appropriate 

expectations from both sides, it is important to define clearly what it is and what it is not:  

 

  

                                                        

6 Burkus, D. (2014): Why Innovation Needs Outsiders, Forbes, Feb.4th, 2014, available online: 

http://www.forbes.com/sites/davidburkus/2014/02/04/why-innovation-needs-outsiders/#db8350d288ee  

http://www.forbes.com/sites/davidburkus/2014/02/04/why-innovation-needs-outsiders/#db8350d288ee
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Table 2 Definition of expectations  
 

WHAT IS IT? 7(!4 )4 )3.ȭ4ȩ 

Á A real cooperation between real 

business and current 

students/recent graduates 

Á Application of all acquired 

knowledge during university studies, 

as well as acquiring new knowledge 

Á Solving of simple cases are in the 

area of innovation and business 

development 

Á 4ÅÓÔÉÎÇ ȰÉÎ Á ÓÁÆÅ ÅÎÖÉÒÏÎÍÅÎÔȱ ÏÆ 

ÔÈÅ ÓÔÕÄÅÎÔÓȭ ÒÅÁÄÉÎÅÓÓ ÆÏÒ 

realisation at a real job, as well as of 

their team work skills and other key 

competencies 

Á It is not meant to present the 

specifics of a particular business area 

and/or industry 

Á It does not provide a job ɀ there is 

only the option of limited time 

internships in case the client agrees 

Á It does not provide thorough 

detailed information from and about 

the client 

Á Students cannot choose the team 

and mentor they will be working with 

 

The course follows a consistent structure for each module providing the necessary 

resources for students, mentors and companies, such as theory content, case studies to 

connect theory to real world, activity to practice theory and template to collect 

information during exercises. The PDF slides are available in the form of power point 

presentations separately from this guide.  

The 180 hours training course is organized as a face-to-face on-site workshop combined 

with e-learning support (optional). The program combines face-to-face training sessions 

with on-line knowledge building and assessments, self-help and guided study. Blended 

learning is ideal for learners who need greater flexibility in their studies. It offers the 

convenience of home study with the ability to learn directly from trainers and interact 

with peers. 

2.1 Training Modules   

The training scheme is organised in three stages ɀ Ready, Steady, Innovate - and six 

training modules (units): Break the ice, introduction, preparation, ideation, consolidation, 

and implementation. 
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Fig. 6 Training Modules Content  

 

 

Á -ÏÄÕÌÅ Σ ȰBreak the iceȱ ÈÁÓ ÔÈÅ ÐÕÒÐÏÓÅ ÔÏ ÉÎÔÒÏÄÕÃÅ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓȟ ÆÏÒÍ 

student teams, and prepare students to work together with their trainers, 

mentors and the challenger. 

Á -ÏÄÕÌÅ Τ ȰIntroductionȱ ÈÁÓ ÔÈÅ ÁÉÍ ÔÏ ÆÁÍÉÌÉÁÒÉÚÅ ÓÔÕÄÅÎÔÓ ×ÉÔÈ ÔÈÅ ÍÁÉÎ ÔÅÒÍÓ 

related to the Innovation management 

Á -ÏÄÕÌÅ Υ ȰPreparationȱ ×ÉÌÌ ÔÅÁÃÈ ÓÔÕÄÅÎÔÓ ÄÅÆÉÎÅ ÇÒÏ×ÔÈ ÏÂÊÅÃÔÉÖÅÓȟ ÉÎÎÏÖÁÔÉÏÎ 

portfolio and investment profile (risk level and time interval) 

Á Module Φ ȰIdeationȱ ÄÅÁÌÓ ×ÉÔÈ ÐÒÏÂÌÅÍ ÁÎÁÌÙÓÉÓȟ ÄÅÆÉÎÉÔÉÏÎ ÏÆ "ÕÓÉÎÅÓÓ 

Opportunity Maps (BOM) and creative idea generation ɀ ȰÃÒÅÁÔÅ ÄÏÔÓȱ 

Á Module Χ Ȱ#ÏÎÓÏÌÉÄÁÔÉÏÎȱ ÉÓ ÁÂÏÕÔ ȰÃÏÎÎÅÃÔÉÎÇ ÔÈÅ ÄÏÔÓȱȟ ÉÄÅÎÔÉÆÙÉÎÇ ÏÆ 

synergies, screening and prioritizing innovation concepts  

Á -ÏÄÕÌÅ Ψ Ȱ)ÍÐÌÅÍÅÎÔÁÔÉÏÎȱ deals with elaboration of the prioritized innovation 

concepts to create business model and Action plan for the implementation and 

test for sustainability and initial due diligence. 

2.2 Learning objectives  

The training scheme takes students to a journey through innovation management 

concepts, theories of idea generation, selection, strategy formulation and 

implementation. In it, students learn and practice the tools for executing innovation 

projects themselves, guided simultaneously by academics and practitioners. They 

gradually develop an innovative mindset and expertise in how firms and other 

organisations successfully create new ideas for marketing new products. The syllabus 

also includes sessions about innovation strategy and idea management.  

During the APInno course, they also learn how to: 
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Á Use the main innovation management terminology and concepts 

Á Explain what an innovation strategy is and why it is important 

Á Explain the innovation portfolio and strategy at the company level 

Á Create business concepts and develop hypotheses  

Á Prepare action plans, alternatives and implementation plans 

Á Explain how innovation projects should be selected and managed 

Á Explain the importance of teams and team roles  

As a result, upon completion of the course students will be prepared to understand and 

manage the main stages of the business innovation process: 

 
Fig. 7 Acquired Innovation knowledge and skills 

 
 

As students interact directly with businesses they develop new ways of doing things that 

are theoretically sound. They have the opportunity to question the veracity and value of 

the theories as they try to put them into practice. In this process they enrich not only 

their theoretical knowledge, but also their cognitive and soft skills, as well as team 

abilities. 

Knowledge and understanding of: 

Á Theoretical perspectives, methods and techniques of innovation management; 

Á Key features of success when developing an innovation strategy; 

Á Financial and risk assessments of an innovation strategy; 

Cognitive skills in being able to: 

Á Researching and developing an innovative solution to a problem; 
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Á Evaluate the relevant skills needed to manage innovation at a variety of levels; 

Á Identify and evaluate elements of an innovation strategy; 

Á Analyse and synthesis information from multiple sources to reach justifiable 

conclusions; 

Á Use conceptual skills to create and implement decisions; 

Soft skills: 

Á Project management and critical components of the process; 

Á Preparation of basic project management chart; 

Á Leading a project that develops innovative solutions to problems; 

Team work: 

Á Leadership and communication and negotiation;  

Á Conflict resolution in a team setting while under pressure. 

 
Fig. 8 Acquired other skills  

 

 

 

!Ô ÔÈÅ ÅÎÄ ÏÆ ÔÈÅ ÔÒÁÉÎÉÎÇ ÃÏÕÒÓÅ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÒÅÃÅÉÖÅ Á ÃÅÒÔÉÆÉÃÁÔÅ ɉȰÈÁÓ successfully 

ÐÁÒÔÉÃÉÐÁÔÅÄȱɊȢ -ÏÎÉÔÏÒÉÎÇ ÁÎÄ ÅÖÁÌÕÁÔÉÏÎ ÏÆ ÔÈÅ ÃÏÕÒÓÅ ÉÓ ÏÒÇÁÎÉÓÅÄ ÉÎ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ×ÁÙȡ 
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Á Regular assessment by trainer/training team and participants during and at the 

end of each training module/training day 

Á Written evaluation by the participants at the end of the course. 

Assessment is done three-fold: 

Á By mentors ɀ 60% 

Á By the company representative ɀ 25% 

Á By peers ɀ 15% 

  



 

22 

3 Innovation Management Syllabus  

The 180 hours training course is organised in six training modules, which are designed to 

take into account the high value of student engagement, expert facilitation, and 

application of experimental methods and techniques. The syllabus provides a deep 

grounding in the field of innovation management and combines lectures, case analyses, 

visiting experts and student presentations. The readings are drawn from research in the 

management of technological innovation and technology-based entrepreneurship as well 

as from economics and organizational theory. The cases provide an extensive 

opportunity for students to integrate and apply these tools in a practical, business 

context.  

The material moves deliberately between strategic issues (What should you do?) and 

organizational and managerial issues (How should you get it done?), though the focus of 

the course is more on examples of process and implementation. As such, students will 

get acquaint with the relationship between processes and structures for innovation in 

firms, the strategies for exploitation and the environment in which these must be 

designed e.g., competition, sources and limitations of innovation. 

Readings, assignments, and cases are used to highlight issues and problems that face 

students as they define processes and structures to strategically manage their solutions. 

Special materials and sheets are also available for business challengers to facilitate their 

interaction with students and their academic mentors.  

3.1 -ÏÄÕÌÅ Ȱ"ÒÅÁË ÔÈÅ ÉÃÅȱ 

The first module starts with the formation of groups on basis of the psychometric 

assessment by Myers-Briggs described in 1.2 Team Formation. Students are asked to do 

the test before the first training session and submit the results to their mentor. Once the 

groups have been set up trainers need to introduce themselves and provide practical 

information such as availability and contact details. Creativity games and exercises can be 

organized to warm up and get participants comfortable with each other.  

3.2 Module Introduction  

This is the second module of the stage Ready. It aims to get students familiar with key 

theoretical concepts, terms, frameworks and best practices. 
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The word to innovate comes from the Latin word innovare, which means to change. 

There are many myths and misunderstandings of what innovation is and is not. One 

common myth is the idea that people have a sudden insight to a solution to a problem. 

However, research shows that in fact big insights occur after a long and deep period of 

incubation, often when we are thinking of other things. An epiphany is only the very last 

moment when all the pieces come together. Another myth is that innovation can solve 

everything. There are problems and there are problems. Some problems are not 

necessarily easy to solve because there are no enough pieces of the puzzle yet. They are 

connected to the myth of the epiphany, you have the epiphany because all the pieces are 

in place. Other problems are easy to solve because the pieces are all there. What these 

myths suggest is that while you cannot innovate out of every situation you can use 

innovation in a structured way to find solutions to problems. 

It is critical to not confuse innovation with science. The goal of science is to understand 

the world around us. Innovation is a process of value creation, which consists in changing 

the composition of a set of variables describing a system.  

To successfully implement a process that uses aspects of innovation management to 

resolve a problem, trainers need to understand five critical elements of the course: 

 
Table 3 The Five elements of the APInno Innovation Management Syllabus  

 

 

 

  






















































































