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Change management – applying a logical approach to problem-solving in business and administration

T LEVEL IN MANAGEMENT AND ADMINSTRATION

INTRODUCTION
Problem-solving is an essential life skill and is also needed by learners to be successful in their T Level studies.
These lessons will develop the following skills: problem-solving, managing change, developing independence as learners, self-reflection, note taking and action planning 
The lessons will also develop learners’ maths, English and digital skills when relevant. This will be indicated on each lesson plan. 
T Levels are assessed through examinations and a synoptic assessment, so it is critical to embed formative assessment throughout so that the teacher and individual learners can monitor progress and make timely interventions if necessary. Two of the approaches the resource uses are peer assessment and self-assessment, as these tools will help the learners to become independent, critical thinkers, as they will need to be on Industry Placement and in their subsequent occupations. 
These 10 lessons will be driven by Core Skill E (CSE):
· Applying a logical approach to problem-solving, identifying and resolving issues, recording progress and proposing solutions[footnoteRef:2]. [2:  T Level Qualification in Management and Administration Specification p. 22 City and Guilds July 2024] 

It will also include elements of:
· Core Skill B (CSB) Project management: planning, managing and evaluating a project using appropriate tools and methodologies.
· Core Skill C (CSC) Communication: using a range of communication methods tailored to the audience.
· Core Skill D (CSD) Working collaboratively with others.
· Core Skill F (CSF) Undertaking research.
· Core Skill G (CSG) Reflective practice.
The approach
The focus of the resource is to provide contextualised opportunities for learners to apply a specific Core Skill. 
Knowledge of Core Content will also be taught, building on learners’ existing knowledge and skills.
Each lesson will form part of a sequence that enables learners to build on and link to the previous lesson(s).
The sequence will scaffold learning along with active learning approaches, giving learners the opportunity to apply the skills in every lesson.
This resource has three sections:


Framework for Learning (FfL)
The resource includes an FfL which covers 20 hours of learning in 10 sessions. The diagram shows the sequence of learning, and the narrative explains the sequencing and scaffolding in more detail.
This resource is to be used after learners have started Industry Placement because they will be able to draw on the experiences and provide real-life examples of how they have applied the skills.
Lesson plans
There is a lesson plan for each stage in the sequencing and scaffolding of learning in the FfL. Lesson plans include details of the materials that are required to support delivery.
Support materials
The support materials identified in the lesson plans are available towards the end of this document.
NOTE:
There is a separate slide deck to be used with the lessons.
There are also separate videos to be used with some lessons.


SECTION 1: FRAMEWORK FOR LEARNING
Sequencing and scaffolding
The FfL shows how the development of Core Skills has been sequenced so that each lesson builds on prior learning, thereby scaffolding the development of knowledge and skills as the project progresses.
There is a rationale that provides more information on how the content is sequenced and scaffolded.
The project will teach learners how to apply their knowledge of project management methodologies to a problem-solving case study. Throughout the resource, each lesson will comprise:
· recapping and developing underpinning knowledge of an approach
· an opportunity to apply this in practice. 
Learners will also develop:
· presentation skills throughout the project as part of formative assessment activities 
· peer-assessment skills, building on prior knowledge. 
The following lessons assume that the learners have had the following prior learning:
· Project management methodologies: Six Sigma, PRojects IN Controlled Environments (PRINCE), Agile, SCRUM.
· All learners will have started their Industry Placement.

[bookmark: _Hlk200968957]Lesson 1 – Introduction to problem-solving skills – introduces learners to an awareness of their existing problem-solving skills and links this to working on a problem-solving case study to apply their learning from the 10 lessons. It also introduces how the case study will be assessed using key performance indicators (KPIs) and deliverables. Learners will also be introduced to the concept of becoming responsible for their own learning, and this theme will be developed throughout the 10 lessons.
Lesson 2 – Effective use of deliverables and key performance indicators (KPIs) when measuring success – builds on these terms from lesson 1. Learners will develop their knowledge in a business context. The lesson will include activities which allow learners to apply this knowledge and assess their own progress at the end.
Lesson 3 – Innovation and developmental change – will introduce and develop the learners’ understanding of innovative approaches for effective problem-solving to produce the deliverables. They will learn how this concept underpins developmental change by solving problems and making improvements. This will inform decisions made in the final project brief.
Lesson 4 – Developing a creative innovative solution to improve business – will build on lesson 3. Learners will consider innovation in the context of continuous improvement and total quality management in an organisation. This will inform decisions made in the final project.
The following lessons (5–7) will recap and develop prior learning relating to project management methodologies, using key features of each to select an appropriate approach for individual problems and relevant KPIs. Learners will apply this as part of the final project brief.
Lesson 5 – Using project management methodology to apply logical solutions: Six Sigma – will recap and develop knowledge of the Six Sigma project management methodology. This is an approach used to reduce errors in processes and projects. Learners will apply this approach in class and learn how it links to the final project brief.
Lesson 6 – Using project management methodology to apply logical solutions: PRINCE – will recap and develop knowledge of the PRINCE project management methodology. This is an approach used to consider project risks and resources. Learners will be presented with a scenario, allowing them to identify the similarities and differences between this and Six Sigma and to recognise how they link to the final project brief.
Lesson 7 – Using project management methodology to apply logical solutions: Agile – will recap and develop knowledge of the Agile project management methodology. This is a spiral approach which starts with the highest priority. Learners will be presented with a scenario, allowing them to identify the similarities and differences between this, Six Sigma and PRINCE and to recognise how they link to the final project brief.
Lesson 8 – Using project management methodology to apply logical solutions: SCRUM – will recap and develop knowledge of the SCRUM project management methodology. This is a rapid-change form of Agile. Learners will be presented with scenarios, allowing them to choose and justify which of the four approaches are most suited to each scenario, and they will be introduced to how this activity links to the final project brief.
Lesson 9 – Applying a logical approach to problem-solving and presentation skills – will provide the opportunity for learners to use the skills and knowledge developed in lessons 1–8 to create an effective presentation for a business problem. 
Lesson 10 – Applying a logical approach and sequence to embedding solutions – will provide a case study and allow learners to apply the skills developed in all previous lessons, agree a project management approach, justify their choice and present to their peers.


￼
AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
SECTION 2: LESSON PLANS
This section includes 10 lesson plans. The lesson plans follow the FfL. The lesson plans include the:
· lesson title
· targeted specification content coverage
· lesson number in the sequence
· total amount of time required to deliver the lesson
· teacher and learner activities to be undertaken during the lesson
· resources needed to deliver the lesson (see Note below)
· details of how the lesson supports the development of English, maths and/or digital skills (where appropriate)
· details of how the lesson can be adapted for learners with specific needs
· next steps in learning such as homework activities and links to the next lesson.
Note:
There is an assumption that the learning environment will include the following:
· whiteboard, smartboard or similar
· materials to take notes for example pens, paper, audio recorder, digital device and software
· equipment to present a slide deck and video, for example projector, smartboard
· digital devices (for example laptop, tablet) for all learners
· internet access
· learner access to word-processing and presentation software.

The following assumptions have been made in all lesson plans unless otherwise stated in the body of the plan:
· the focus of each lesson will be on skills application linked to the knowledge taught
· there will be continual reference in each lesson to what the learners are working towards, building on what they have already learnt
· small groups will be three or four learners depending on your class size, with teachers using their professional judgement based on local factors such as room layout and class size
· teacher guidance for activities will be included in the resources if necessary
· development of any English, maths or digital skills will be embedded in the lessons working towards mastery of these skills by lesson 10
· feedback – the teacher will use their preferred way of taking feedback and will explain this to the learners for each activity
· learners will be working towards becoming independent learners
· plenary will assume that the teacher will elicit what has been learnt in a way that helps them to assess learner’s individual progress, for example self-assessment sheets, directed questions and exit tickets, unless specifically stated on the lesson plan.



AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
Lesson 1
	Title: Introduction to problem-solving skills 
Targeted content reference: CSE: Applying a logical approach to problem-solving, 5.2 Establishing and monitoring key performance indicators (KPIs), CSD: Working collaboratively and CSG Reflective practice. 
Lesson sequence number: 1
Timing: 2 hours

	Prior learning:
Mind mapping as a tool to share and collate ideas.
Learners have been using peer-assessment approaches.
Using Mentimeter to collaborate and share information.


	Timing
	Teacher activity
	Learner activity 
	Support materials

	20 minutes
	Introduce today’s lesson using slide deck.
Introduce the activity and put learners in small groups.
Give YouTube clip instructions. 
Ask one person to be nominated to give feedback.
Play clip using slide deck.
Circulate and observe.

	Listen and ask questions for clarification if needed.



In small groups, watch the clip then discuss how to solve the problem. 


Nominate someone to feed back to class.
	Slide deck 
YouTube clip River Crossing Problem 
Exit ticket
Peer assessment
Framework for Learning (FfL)
Smartphones or iPads
Glossary of terms
Mentimeter / flipchart / sticky notes














	
	Take feedback, collating responses and key vocabulary on the board. Probe learning with directed questions.
	Nominated person feeds back.
Answer directed questions.
	

	
	
	
	

	30 minutes
	Introduce the problem-solving skills project using slide deck, including what the project will cover and how it will be assessed using end-of-project peer assessment.
	Listen to the introduction and take notes. Ask questions to clarify understanding.


	

	
	Give out copies of the Exit ticket. Explain peer assessment, responsibility for own learning and use of the Exit ticket.
	Follow explanation using copy of the Exit ticket.
	

	
	
	
	

	30 minutes
	Provide learners with an example of a time when you have solved a problem successfully and the skills you used, annotating them on the board if necessary. 
Instruct learners to discuss a time when they solved a problem. Put the learners in small groups to complete the task. Ask the group to nominate one person to give feedback.
Circulate and support as needed.



Take feedback, noting key information on the board.

	Listen.





In small groups, discuss a time when  a problem was solved and identify the skills used, referring to the board if needed.

Nominated person feeds back.
	

	
	
Introduce the next step in the task. Give out glossary of terms, one per learner. Give Menti codes if being used.
Circulate and support.




Lead group discussion on the skills learners already have, as demonstrated by the tasks, and how these will be used on this project and in future occupations.
	
Listen and read glossary of terms.

Match the skills identified with those in the glossary. Enter these skills in Mentimeter or similar feedback approach, for example sticky notes or flipchart paper to share with class. 


Contribute to discussion, offering insights from this exercise.
	

	
	
	
	

	20 minutes
	Give learners copies of end-of-project Peer-assessment handout. Introduce the KPIs and deliverables by which learners’ project will be assessed.
	Listen, follow the document and ask questions if clarification needed 
	

	
	Give instructions for mind map task, which is designed to elicit prior knowledge of KPIs and deliverables for business.

Circulate and support.


Take feedback and ask probing questions to develop points that have arisen. 

Instruct learners to take photograph of mind maps for future reference
	Listen and seek clarification if necessary.


In small groups, draw a mind map of prior knowledge of KPIs and deliverables.

Pin mind maps to the wall and feedback to the class. 
Answer questions.
Take photographs of the mind maps for future reference.
	

	
	
	
	

	10 minutes
	Plenary – elicit today’s learning by directed questions and extensions. Collate information on the board.
Tell learners to add this information to their Exit tickets.
	Offer answers if asked. 

Note the learning on the Exit ticket to inform the learning that needs to be revisited.
	

	5 minutes
	Homework – ask a colleague on your Industry Placement to explain how they use KPIs and bring in examples to next lesson.
	Note homework on Exit ticket. 
	

	5 minutes
	Give instructions on how to complete the Exit ticket, reminding learners of its purpose, as discussed earlier in the lesson.
	Complete Exit ticket and keep on file to use for further learning.
	

	Other: 
English: Using mind maps to collate ideas and present information.
 

	Adaptation: 
SEND: Use captions on video for any learners with hearing impairments and to support learners with Attention-Deficit/Hyperactivity Disorder(ADHD) to focus.


	Next steps in learning: Next lesson will build on the terms ‘KPIs’ and ‘deliverables’ in a business context. 






Lesson 2
	Title: Effective use of deliverables and key performance indicators (KPIs) when measuring success
Targeted content reference: 4.5 How revenue and expenditure (including cash and profit) are tracked and controlled, 
5.2 Establishing and monitoring KPIs, 
6.5 Project management tools and approaches 
Lesson sequence number: 2
Timing: 2 hours

	Prior learning: Calculating percentages. Learners were introduced to KPIs and deliverables in the previous lesson. Learners will have started their Industry Placement. Organising data in a table format. 


	Timing
	Teacher activity
	Learner activity 
	Support materials

	10 minutes




	Elicit from the learners examples of KPIs from their Industry Placement and collate on the board.
Elicit learning from the last lesson.
Use slide deck to introduce this lesson.

	Offer examples from their homework.

Consult notes and offer answers.
Listen and seek clarification if necessary.

	Slide deck
Exit ticket
ChipShack case study
Teacher guide
Data sheet



	20 minutes
	Instruct learners to read the case study.
Support if needed.

Elicit an example of one deliverable, an associated KPI and an explanation of how they link. 

Using the slide deck instruct learners to work in small groups consider the KPIs and how they link to deliverables. 
Circulate and support, as necessary.
Collate responses on board and ask questions to extend learning, including examples from Industry Placement. 
	
Read the case study independently (paper copy or online).
Offer examples. 



Work in groups on the activity.

Share responses.
Answer directed questions.
	

	30 minutes
	Hand out data sheets and introduce them, taking learners through the formulae and company statistics post-launch. 
Instruct learners to select one category using slide deck. 

Give instructions to learners about next step: performance indicators and comparing the results using the KPIs set by the company in the case study. 

Circulate and ensure learners are completing the task and have no questions. Check the results in table format are correct.
	Listen and seek clarification if necessary.

In small groups calculate one of the formulae to compare to the relevant KPI. 

Listen and seek clarification. 




In small groups, work on the activity to produce results in a table format. 

	

	45 minutes
	Ask learners to review their table, select a positive result and a negative result, and explain reasoning. 
Circulate and support.

Take feedback. 


Give instructions to learners about using KPIs to measure success.

Circulate and support with data analysis. Ask probing questions.

Probe learners to elicit further details regarding their analysis and choices.
	Listen and follow instructions.

In small groups, review table, select a positive result and a negative result, and discuss reasoning. 
Respond to directed questions. 


Listen and follow instructions on slide deck.
Work in groups to analyse the data about the company post-launch, to monitor how closely the business has met KPIs.

Share results and suggested course of action with the class. 
	

	15 minutes
	Plenary instructions: Complete Exit ticket. 
Explain homework.
	Complete Exit ticket.
Note homework.
	

	Adaptation:
SEND: Use of screen readers to read the case study and the data for learners who have dyslexia or ADHD to help them manage the volume of information.

	Next steps in learning: Learners will next consider how to innovate and will also learn about developmental change. This follows on from monitoring KPIs, allowing organisations to adapt in accordance with the data. 







Lesson 3
	Title: Innovation and developmental change
Targeted content reference: CSE Applying a logical approach to problem-solving, developing a creative or innovative business improvement solution, 6.2 Reasons why organisations need to make continuous improvements and innovations
Lesson sequence number: 3
Timing: 2 hours

	Prior learning:
Learners will have been introduced to problem-solving and deliverables. Learners will be familiar with the term collage.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	20 minutes
	Introduce today’s lesson using slide deck.
Elicit from learners what they learnt last lesson about deliverables.
	Answer teacher’s questions.
	Slide deck
Exit ticket
Sticky notes
Sticky-note starter
Innovation challenge
Innovation questions
Sugar paper and pens
Glue sticks
Scissors



	
	Explain that the deliverable in today’s lesson will be in the form of a presentation collage, which will support skills for the final project. This could be created digitally using Canva if resources are available. 
	Listen to instructions and take notes.
	

	
	Provide each learner with a sticky note and ask them to record on it a potential use for sticky notes. Ask learners to stick it on the board.
Give learners the sticky-note starter. 
Generate discussion regarding a definition of innovation, using the sticky-note starter and learner ideas on the sticky notes.
	Record idea on the sticky note and stick it on the board.

Read through and discuss with a partner.
Provide responses to the teacher.
	

	60 minutes
	Issue resources and instructions for the Innovation challenge.
	Read through instructions.
	

	
	Before the challenge begins, discuss the deliverable and the format in which words and images could be displayed in the presentation (with a focus on using images to convey information).
	Provide suggestions and take notes on what a suitable presentation collage would include.
	

	
	Circulate and support.
	Complete Innovation challenge in small groups.
	

	10 minutes
	Facilitate voting on presentations having reviewed the voting categories. Explain why they must vote and link it to common practice in innovation challenges.


Display winning categories around the classroom.
	Listen.


Review the deliverables of peers in the form of the final product and the presentation collage. 
Vote using sticky notes, raising hands or similar alternative.
	

	20 minutes
	Hand out Innovation questions and give instructions to complete in written format.
Circulate and support.
	Seek clarification with questions if needed.

Individually complete Innovation questions.
	

	
	Select some direct questions following the task and ask learners to feed back.
	Respond to teacher verbally.
	

	10 minutes
	Elicit from learners what has been learnt today. Collate on the board.
Instruct learners to complete Exit ticket.
Issue homework.
	Answer directed questions.
Complete Exit ticket.
Record homework.
	

	Other: 
English: Use of images to convey messages and information in presentations.

	Adaptation: 
SEND: Although they are working in groups, learners are reviewing other’s outputs, so this should not have a negative impact on neurodiverse learners. 

	Next steps in learning:
Building on this, learners will now apply innovation in a business context.





Lesson 4
	Title: Developing a creative innovative solution to improve business
Targeted content reference: CSE: Applying a logical approach to problem-solving, developing a creative or innovative business improvement solution, 6.2 Reasons why organisations need to make continuous improvements and innovations
Lesson sequence number: 4
Timing: 2 hours

	Prior learning: Learners will have been introduced to the idea of innovation. Learners have previously learnt how to use visual aids to improve presentations. Learners have previously used search engines to research and gather information for various tasks. 


	Timing
	Teacher activity
	Learner activity 
	Support materials

	15 minutes
	Introduce today’s lesson and elicit examples of innovation learners identified on Industry Placement. 
Introduce the innovation think–pair–share activity using slide deck.
Support learners to complete the activity.
Manage learners sharing with the class.
Give definition of innovation using slide deck and compare to learner definitions

	Listen and note instructions.
Provide examples.
Individually define innovation then give an example of a business innovation witnessed in Industry Placement.
Share definition and business with partner.
Partners share with the class.
Listen, then amend original definitions.

	Slide deck
Business case study: Wonder World Play Centre
Learner assignment: Business innovation challenge
Requirements solution framework















	5 minutes
	Introduce and start the quiz using the slide deck.
Direct the discussion and manage the vote.

	Listen.
Whole class discusses the six scenarios and vote, by raising hands, innovation or not. 
	

	15 minutes
	Introduce McDonald’s case study using the slide deck.
Circulate and support.
	Listen and seek clarification if needed.
In groups of three, discuss the mini case study and identify two more strategies McDonalds could use to innovate.
	

	10 minutes
	Divide class into groups of four.
Introduce the Business case study: Wonder World Play Centre.
Circulate and respond to questions.
Distribute Learner assignment: Business innovation challenge. 

	Move to groups.
Listen to instructions.
Read case study and ask any questions before beginning task. 
Listen to instructions. 
	

	5 minutes
	Demonstrate using a blank PowerPoint slide how to minimise the use of text on a slide by including speaker notes. 
	Follow teacher demonstration. 


	

	50 minutes
	Facilitate the Learner assignment: Business innovation challenge activity that learners are completing in groups of four.

Distribute Requirements solution framework.
	Working in groups, suggest an innovative approach to one of the problems faced by World Play Centre. 

Following the Requirements solution framework provided, create a presentation to share with the rest of the class using visual aids and speaker notes.
	

	20 minutes
	Instruct groups to present, deciding on the order they will do this. 
Instruct learners to complete Exit ticket and record homework.
	Present solution to the class in turns.
Listen to the group and be prepared to discuss or ask questions. 
	

	Other:
English: Developing presentations skills.
Digital: Developing PowerPoint skills.

	Adaptation:
SEND: Although they are working in groups, learners are reviewing other’s outputs, so this should not have a negative impact on neurodiverse learners. 


	Next steps in learning:
Learners will move on to the application of specific techniques in managing change. 






Lesson 5
	Title: Using project management methodology to apply logical solutions: Six Sigma
Targeted content reference: 6.4 Project management methodologies and approaches, 1.35 Approaches to support the continuous improvement of operational performance
Lesson sequence number: 5
Timing: 2 hours

	Prior learning: An introduction to project management methodology: Six Sigma. 
Comparing data and statistics. In the previous four lessons, learners will have built on their presentation skills and data analysis techniques.


	Timing
	Teacher activity
	Learner activity 
	Support materials

	20 minutes
	Introduce today’s lesson using slide deck, explaining that this is the first of four project management methodologies that learners will select from in their final project.
Elicit from learners what they learnt in the last four lessons and prior learning relating to Six Sigma, including revision from homework. Collate answers on the board.
Introduce Six Sigma with the Market Masters game. 

Ask learners for examples of solutions.
	Listen.


Answer teacher’s questions.

In small groups, complete the Market Masters game. 

Select a spokesperson from the group to feed back examples of solutions from the game.
	Slide deck
Exit ticket
Market Masters: The supermarket improvement game
The supermarket comeback story
Six Sigma improvement worksheet Green Valley Market operational excellence
Six Sigma multichoice questions
Six Sigma multichoice answers (teacher guide) 


	
	Address any gaps in learners’ knowledge.
	Note any additional information not addressed while playing the game on the Exit ticket.
	

	
	
	
	

	55 minutes
	Explain to learners that they are now going to apply Six Sigma in a simulated task on the supermarket comeback story. Tell learners to prepare to present their Six Sigma improvement worksheet to class after task.
Place learners into groups of three. Explain that their presentation skills will be reviewed when they present back to the class.
Circulate and support.

Instruct learners to present the deliverable to the class.

Comment on responses and presentation skills.
	Listen and read the supermarket comeback story.





Work in groups of three to complete the Six Sigma improvement worksheet.

While seated at desks, talk through the main headings from the task. 

Record any feedback on Exit ticket.
	

	30 minutes
	Give instructions to complete the Six Sigma multichoice questions to consolidate knowledge from the previous task. 
	Listen to instructions.
	

	
	Circulate and provide guidance.
	Individually complete activity.
	

	
	Reveal answers to multichoice questions.
	Self-assess responses.
	

	15 minutes
	Plenary – elicit what has been learnt and instruct learners to complete Exit ticket.

Homework – instruct learners to revisit the PRINCE project management methodology for next lesson.
	Complete Exit ticket.


Record homework.
	

	Other: 
English: Developing presentation skills.

	Adaptation: 
SEND: Although they are working in groups, learners are reviewing other’s outputs, so this should not have a negative impact on neurodiverse learners. 


	Next steps in learning: Collating all information learnt on the project so far in preparation for final activity and presentation.






Lesson 6
	Title: Using project management methodology to apply logical solutions: PRINCE
Targeted content reference: 6.4 Project management methodologies and approaches
Lesson sequence number: 6
Timing: 2 hours

	Prior learning: 
Introduction to project management methodology: PRINCE.


	Timing
	Teacher activity
	Learner activity 
	Support materials

	10 minutes
	Introduce today’s lesson using slide deck, explaining that this is the second of four project management methodologies that learners will select from in their final project.

	Listen.

	Slide deck
Exit tickets
Flipchart and pens
PRINCE project management introduction activity

	
	Elicit prior knowledge from learners regarding PRINCE.
	Learners to ‘blurt’ on a whiteboard or flipchart and share with class.
	

	
	
	
	

	90 minutes
	Explain to learners that they are now going to apply PRINCE in a simulated task relating to planning a festival. Tell learners to prepare to present their festival plans to another group within the class.
Place learners into groups of three for the activity.
Monitor timings allocated to each stage of activity and move learners to next stage when appropriate, as indicated on the activity handout.
	Listen.


Work in groups of three to complete the tasks on the PRINCE project management handout.
Move on to each subsequent stage when instructed by teacher.
	

	10 minutes
	Facilitate groups working together to share their festival plan, incorporating PRINCE.
	Team up with another group of three to discuss your approach and ideas. 
	

	10 minutes
	Plenary – question learners about differences and similarities between PRINCE as an approach and Six Sigma, which was discussed in the previous lesson.
Homework – instruct learners to revisit the concept of Agile for next lesson.
	Answer targeted questions from teacher. 
Note responses on Exit ticket.

Note on Exit ticket.
	

	Adaptation: 
SEND: Learners who have any anxiety in engaging in class question-and-answer sessions are not questioned as a whole class but only when the teacher is circulating and can ask questions 1:1 or in a small group.


	Next steps in learning: Collating all information learnt on the project so far in preparation for final activity and presentation.






Lesson 7
	Title: Using project management methodology to apply logical solutions: Agile
Targeted content reference: 6.4 Project management methodologies and approaches
Lesson sequence number: 7
Timing: 2 hours

	Prior learning:
Introduction to project management methodology: Agile. Learners will have completed lessons 1–6. Learners will be familiar with using mind maps. Learners have been introduced to peer assessment and critiquing, and they have some reasoning skills.


	Timing
	Teacher activity
	Learner activity 
	Support materials

	20 minutes
	Introduce today’s lesson using slide deck, explaining that this is the third of four project management methodologies that learners will select from in their final project
	Listen.

	Slide deck
Exit ticket
Whiteboards or flipchart paper
Business scenario: GreenSteps Sustainable Fashion
Learner task: Agile change management project



	
	Ask them to create a mind map of anything they remember from previous lessons about Agile.


Facilitate discussion around mind maps and share slide deck to remind learners how Agile works in practice. 

	
Working in groups of three, create a mind map of anything they remember about Agile.

Answer teacher’s questions.


	

	60 minutes
	Use slide deck to give instructions for the Agile task relating to GreenSteps.
Place learners into groups of three for the activity. 
Give out the scenario and the learner task and ask learners to read it. 
Answer any questions raised by learners.
Tell learners they will share their plan with another group later and will be asked to justify decisions made.
Circulate and support as learners complete the task.
	Listen and follow slides asking any questions needed to clarify the task.


Independently read and ask questions for clarification if needed.


Work in groups of three to complete the Agile change management project.

	

	30 minutes
	Remind learners of how to provide constructive feedback sensitively. Inform learners that teacher will be assessing the rigour of the reasoning skills. Facilitate groups working together to share their plan for GreenSteps, incorporating Agile.
Ask groups to feed back on changes they would make to the process after discussions with peers. 
	Team up with another group of three and critique approach and ideas with reasoning behind decisions made.
Share with the class which decisions would now be adapted and amended.
	

	10 minutes
	Plenary – questions learners about differences and similarities between Agile as an approach and PRINCE, which was discussed in the previous lesson.
Homework – instruct learners to revisit the concept of SCRUM for next lesson.
	Answer targeted questions from teacher. 
Note responses on Exit ticket.

Note on Exit ticket.
	

	

	Adaptation:
SEND: Learners will move to work in groups, and they will be allowed to stand up and move around while they think. This will help support learners with ADHD.


	Next steps in learning: Collating all information learnt on the project so far in preparation for final activity and presentation.






Lesson 8
	Title: Using project management methodology to apply logical solutions: SCRUM
Targeted content reference: 6.4 Project management methodologies and approaches
Lesson sequence number: 8
Timing: 2 hours

	Prior learning:
An introduction to project management methodology: SCRUM.
Use of mind maps.
An introduction to presentation skills.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	20 minutes
	Introduce today’s lesson using slide deck, explaining that this is the final of four project management methodologies that learners will select from in their final project.

Elicit from learners what they learnt last lesson. Collate answers on the board.
Introduce SCRUM multichoice question activity to recap.
Elicit answers and clarify gaps in knowledge.
	Listen.



Answer teacher’s questions.

Complete the task independently.
Give feedback on activity as per teacher instructions. 
Add any missing or incorrect answers to SCRUM multichoice questions.
	Slide deck
Exit tickets
SCRUM: Multichoice questions
SCRUM: Multichoice answers (teacher guide)
Health and safety handout
Methodologies matching handout
Scenarios
Instructions
Teacher guide
Flipchart paper and pens
Sticky tape or pins


	10 minutes



	Put learners in small groups to discuss what makes an effective presentation. Tell them to record their ideas as a mind map on flipchart paper.
Ask learners to pin their mind maps on the wall.
Discuss the comments.

	Listen then complete the task.


Display mind maps on the wall.

Answer questions.

	

	35 minutes
	Explain task on Health and safety handout. Tell learners to prepare bullet-point lists on flipchart paper to present to the class after the task. Refer them to the mind maps for best practice presentations.
Place learners into groups of three.
Circulate and support.

Instruct learners to present the deliverable to the class (bullet-point lists).
Comment on responses and presentation skills.
	



Discuss and complete task as per handout. 


Give standing presentation in groups of three.
Record feedback on Exit ticket.
	

	15 minutes
	Give activity instructions.
	Listen to instructions.

	

	
	Circulate and probe with questions.
	In groups, discuss advantages of using SCRUM in this health and safety scenario. Agree one person to feed back to class, justifying decision 
	

	
	Collate feedback on board and add any relevant comments. Probe for justification.
	Nominated person feeds back.
	

	30 minutes
	Give matching activity instructions. Explain that learners will recap all methodologies and must justify their decisions.
	Listen to instructions.
	

	
	Circulate and probe with questions.
	In pairs, discuss and match the scenarios to the most suitable methodology.
	

	
	Collate feedback on board and add any relevant comments. Probe for justifications.
	Explain choices to the class.
	

	15 minutes
	Plenary – elicit what has been learnt today and instruct learners to complete Exit ticket.

Homework – instruct learners to collate information while on Industry Placement relating to methodologies used in their organisation and examples of project management.
	Complete Exit ticket.


Record homework in preparation for lesson 10 reflections.
	

	Other: 
English: Developing presentation skills.
 

	Adaptation: 
SEND: Learners who have any anxiety in engaging in class question-and-answer sessions are not questioned as a whole class but only when the teacher is circulating and can ask questions 1:1 or in a small group.
Extension: Write a 300-word report explaining how you would handle the role of SCRUM Master (Health and safety handout).

	Next steps in learning: Collating all information learnt on the project in preparation for final activity and presentation.






Lesson 9
	Title: Applying a logical approach to problem-solving and presentation skills
Targeted content reference: CSE: Applying a logical approach to problem-solving
Lesson sequence number: 9
Timing: 2 hours

	Prior learning: Learners have been building on their presentation skills throughout lessons 1–8.
Use of Microsoft 365 Speaker Coach – rehearse with coach.


	Timing
	Teacher activity
	Learner activity 
	Support materials

	30 minutes
	Introduce today’s lesson using slide deck, explaining that this lesson draws on all of the presentation skills they have been developing over the previous eight lessons.
	
	Listen.

	Slide deck
Exit ticket
Presentation skills You Tube clip 
Microsoft 365 Speaker Coach
Speaker Coach instructions (teacher guide)

	
	Elicit from learners what they learnt last lesson. Collate answers on the board.

Explain that learners will watch the clip to identify presentations skills.

Elicit from learners which five effective skills they identified.
	Answer teacher’s questions.

Watch the clip and identify five effective presentation skills.

Share answers with the class and make notes on Exit ticket.
	

	
	
	
	

	30 minutes
	Play visual video clip.

Ask learners to discuss in small groups what they thought.

Facilitate whole class feedback.
	Make notes on how effective or ineffective visual aids slides are. 

Small group discussions comparing answers.

Answer teacher-led questions about the slides. Complete Exit ticket.
	

	30 minutes
	Give learners instructions about slides that they will now create.
	Use notes and prior learning to create effective slides.
	

	20 minutes
	Signpost learners to Microsoft 365 Speaker Coach and instruct them on how to get feedback.
	Present PowerPoint slides using Microsoft 365 Speaker Coach. Read the coach feedback, screen shot report and file with notes.
	

	10 minutes
	Explain to learners that they should consider how they will use 365 feedback.
	Make notes on feedback on Exit ticket.
	

	Other: 
English: Production of effective presentations and narration.
Digital: Use of Microsoft 365 Speaker Coach for learning effective presentation skills. 

	Adaptation: 
SEND: Learners experiencing neurodiverse issues to be offered the opportunity to record their group’s presentation rather than present live.
Extension: Continue to practise presentations skills in preparation for next lesson. 

	Next steps in learning: Collate all information in preparation for final project brief.






Lesson 10
	Title: Applying a logical approach and sequence to embedding solutions
Targeted content reference: CSE:  Applying a logical approach to problem-solving
Lesson sequence number: 10
Timing: 2 hours

	Prior learning:
In lessons 1–8, learners were introduced to the process of undertaking a cost–benefit analysis, key performance indicators (KPIs) and project management methodologies. They will have learnt and practised presentation skills. They will now have the opportunity to apply their skills using prior knowledge through proposing solutions, using the case study materials.


	Timing
	Teacher activity
	Learner activity 
	Support materials

	10 minutes
	Introduce the lesson. Give a case study to each learner (paper or electronic).
	Listen.
	Slide deck 
Case study: Electric vehicle (EV) industry
Cost–benefit analysis
Position pyramid
Peer assessment
iPad or laptops
 


	
	Give instructions and allow for questions.
	Read, annotate and ask questions.
	

	
	
	
	

	20 minutes
	Introduce the cost–benefit analysis task clarifying the instructions and put learners into small groups. Ask each group to nominate someone to feed back.

Circulate and check learners are on task.

Facilitate feedback and address any gaps in knowledge.
	Listen and note the instructions.

In small groups, consider, discuss and agree the significance of the factors that led to the rejection of option B and complete the position pyramid individually.

Nominated person to feed back.
	

	30 minutes
	Introduce the EV project management methodology task.
Put learners into small groups.
	Follow slides and instructions and ask questions to clarify if necessary
In small groups, agree a specific problem from the case study.
	

	
	Facilitate activity.
	Discuss and agree on a solution.
	

	
	
	Identify and agree a project management methodology to embed the change justifying the choice.
	

	30 minutes
	Introduce presentation task.
Put learners in small groups.
Recap peer-assessment criteria (from lesson 1 resources)
Facilitate the activity as learners work.
	Listen and seek clarification if necessary.


Work in groups to complete a slide deck outlining a logical approach and giving justification for decisions. Ensure all KPIs have been addressed in the presentation.
	

	30 minutes
	Elicit from learners how to offer constructive supportive feedback sensitively. Recap peer-assessment criteria.

Place two small groups together to present to one another. Use the classroom to spread groups out, as up to three groups may be presenting at the same time.
You will have to manage the resources available to you in your organisation.

Circulate and observe as learners present.
	Offer answers to questions about sensitive feedback.


Groups work together to arrange furniture for presentations.


Each group presents to their partner group using laptops or iPads.


	

	
	Hand out the Peer-assessment forms.
	Peer-assess and feed back using criteria.
	

	
	
	
	

	Other: 
English: Learners working collaboratively, discussing and creating a presentation.
Digital: Creating an effective PowerPoint presentation.

	Adaptation: 
SEND: Learners with hearing impairments to have access to screen readers when watching a presentation.

	Next steps in learning: Review Exit tickets and set personal development targets for future learning.







SECTION 3: LESSON SUPPORT MATERIALS



The following materials relate to lesson 1: Introduction to problem-solving skills.
Exit ticket
Peer assessment
Glossary of terms
Framework for Learning 


Exit ticket 
This is to be used throughout this set of lessons. 
Please file it with the rest of your notes and handouts, as you will need it in future lessons.
	Name:                                                                              Date:



Red: Area for development      Amber: Reasonably confident         Green: Confident 
	Knowledge and skills developed in today’s lesson:
	Confidence RAG rate:
	Areas for development:

	




	
	







	Where else could I use this learning on my T Level?







	Key information for the end-of-project task.

	

	

	

	

	

	



Peer assessment 



Glossary of terms


￼


Framework for learning (FfL) 
The following materials relate to lesson 2: Effective use of deliverables and KPIs when measuring success.
ChipShack case study
Teacher guide
Data sheet


ChipShack case study 
ChipShack, an innovative fast-food concept combining traditional fish and chips with modern convenience, is set to launch its first drive-thru location. 
With secured investment, ChipShack targets busy commuters and families with a streamlined menu of classics and contemporary fusion options. The flagship store will feature dual-lane drive-thru technology and a custom-built mobile ordering system. 
Market research projects strong potential, and pre-launch taste testing has positive feedback, with particularly high scores for food quality. Additionally, a loyalty programme will be developed. 
Based on projections, ChipShack expects to achieve the following deliverables:
· Pre-launch deliverables include legal and administrative, location and equipment, menus and operations, marketing and branding, and staffing. 
· Post-launch deliverables include soft launch and grand opening, operational management, financial performance, marketing and growth, operational refinement, staff development, strategic development and customer experience. 
In addition, the following key performance indicators (KPIs) have been set: 

Financial KPIs 
· Average sale £20. 
· Labour cost percentage 25%. 
· Profit margin 30%. 
· Breakeven point 300 transactions per day. 

Operational KPIs 
· Drive-thru speed of service – average time from order to delivery 90 seconds. 
· Drive-thru – cars served per hour 50 cars. 
· Order accuracy rate 95%. 
· Drive-thru to in-store sales ratio 70:30. 
· Food cost percentage 30%. 
· Food waste percentage 5%. 
· Inventory turnover rate 2.8 per week. 



Customer experience KPIs 
· Customer satisfaction score 90%. 
· Customer retention rate 80%. 
· Average wait time in drive-thru line 25 seconds. 
· Customer complaints per 1,000 transactions 10 complaints. 
· Drive-thru abandonment rate (cars leaving the line) 2%. 

Marketing and growth KPIs 
· Loyalty programme conversion rate 15%. 
· Promotion redemption rate 20%. 
· Social media engagement metrics 50%. 
· Mobile app downloads and usage 75%. 
· Online ordering percentage 30%. 
Employee KPIs 
· Employee turnover rate 10%. 
· Training completion rates 100%. 
· Labour productivity rate £100 per hour. 
 
 


Teacher guide – answer sheet
· Average sale 
average sale = total revenue / number of sales 
example: 
£87,500 (weekly revenue) / 5,000 (weekly transactions) = £17.50 average sale. 
 
· Drive-thru versus in-store revenue split 
drive-thru revenue percentage = (drive-thru revenue / total revenue) × 100% 
example:
£63,000 (drive-thru weekly revenue) / £87,500 (total weekly revenue) = 72% drive-thru 
£24,500 (in-store weekly revenue) / £87,500 (total weekly revenue) = 28% in-store. 
 
· Food cost percentage 
food cost percentage = (cost of food used / food sales) × 100% 
example: 
£26,250 (weekly food cost) / £87,500 (weekly revenue) = 30% food cost. 
 
· Labour cost percentage 
labour cost percentage = (total labour cost / total revenue) × 100% 
example: 
£21,875 (weekly labour cost) / £87,500 (weekly revenue) = 25% labour cost. 
 
· Profit margin 
profit margin = (revenue - cost of goods sold - labour - overhead) / revenue × 100% 
example: 
weekly revenue: £87,500 
weekly cogs: £26,250 
weekly labour: £21,875 
weekly overhead: £17,500 
profit: £21,875 
£21,875 / £87,500 = 25% profit margin.
 
· Drive-thru speed of service 
average service time = total service time / number of cars served 
example: 
42,000 seconds (total service time) / 3,500 cars = 120 seconds (2 minutes) average service time. 
 
· Drive-thru – cars served per hour 
cars per hour = number of cars served / hours of operation 
example: 
3,500 cars / 84 hours (12 hours × 7 days) = 41.7 cars per hour .
 



· Order accuracy 
order accuracy rate = (total orders - incorrect orders) / total orders × 100% 
example: 
5,000 total orders - 150 incorrect orders = 4,850 correct orders 
4,850 / 5,000 = 97% accuracy rate. 
 
· Food waste percentage 
food waste percentage = value of food wasted / total food cost × 100% 
example: 
£1,838 (weekly food waste) / £26,250 (weekly food cost) = 7% food waste .
 
· Customer satisfaction score  
customer satisfaction score = (number of satisfied customers / total survey responses) × 100% 
example: 
380 satisfied customers (4-5 rating) / 500 total survey responses = 76% customer satisfaction score. 
 
· Drive-thru abandonment rate 
abandonment rate = (cars that left line / total cars that entered line) × 100% 
example: 
175 cars left without ordering / 3,675 cars entered line = 4.8% abandonment rate.
 
· Employee turnover rate 
monthly turnover rate = (number of staff leaving / average number of employees) × 100% 
example: 
5 staff leaving / 25 employees = 20% monthly turnover. 
 
· Labour productivity 
Labour productivity = total sales / total labour hours 
example: 
£87,500 (weekly sales) / 800 (weekly labour hours) = £109.38 sales per labour hour. 
 
· Loyalty programme conversion 
loyalty programme conversion = (number of sign-ups / number of eligible transactions) × 100% 
example: 
750 new sign-ups / 4,500 eligible transactions = 16.7% conversion rate. 
 
· Breakeven point 
breakeven point = fixed costs / (average selling price - variable cost per unit) 
example: 
monthly fixed costs: £68,000  
average selling price: £17.50 
variable cost per unit: £7.35  
breakeven point = £68,000 / (£17.50 - £7.35) = £68,000 / £10.15 = 6,699 units 
monthly breakeven point = 6,699 units (approximately 224 transactions per day). 
 
· Inventory turnover rate 
inventory turnover rate = cost of goods sold / average inventory value 
example: 
weekly cost of goods sold: £26,250 
average weekly inventory value: £9,375 
weekly turnover rate = £26,250 / £9,375 = 2.8 per week 
monthly turnover rate = 2.8 × 4 = 11.2 per month. 

· Customer retention rate 
customer retention rate = ((ce - cn) / cs) × 100% 
where: 
ce = number of customers at end of period 
cn = number of new customers acquired during period 
cs = number of customers at start of period 
example: 
customers at beginning of month: 2,200 
new customers acquired during month: 1,850 
total customers at end of month: 3,450 
retention rate = ((3,450 - 1,850) / 2,200) × 100% = (1,600 / 2,200) × 100% = 72.7%. 
 
· Average wait time in drive-thru line 
average wait time = total customer wait time / number of drive-thru orders 
example: 
total wait time for 3,500 weekly drive-thru orders: 91,000 seconds 
average wait time = 91,000 seconds / 3,500 orders = 26 seconds 
wait-time breakdown: 
- queue time before ordering: 95 seconds 
- order time: 35 seconds 
- queue time between order and pickup: 120 seconds 
- total average drive-thru experience: 250 seconds (4 minutes, 10 seconds).
 
· Customer complaints per 1,000 transactions 
complaint rate = (number of complaints / total transactions) × 1,000 
example: 
47 complaints received during 5,000 weekly transactions 
complaint rate = (47 / 5,000) × 1,000 = 9.4 complaints per 1,000 transactions. 
 



· Promotion redemption rate 
redemption rate = (number of promotions redeemed / number of promotions distributed) × 100% 
example: 
promotion #1 (buy one get one free burger): 
1,250 coupons redeemed / 5,000 distributed = 25% redemption rate 
 
promotion #2 (free side with purchase): 
840 coupons redeemed / 4,000 distributed = 21% redemption rate 
 
promotion #3 (app download 10% off): 
1,160 coupons redeemed / 6,000 distributed = 19.3% redemption rate 
 
overall redemption rate: 
3,250 total redemptions / 15,000 total distributed = 21.7% redemption rate. 
 
· Social media engagement metrics 
engagement rate = (total engagements / total followers) × 100% 
example: 
Facebook: 
- 4,250 followers 
- 875 likes, 320 comments, 215 shares (1,410 total engagements) 
- engagement rate = (1,410 / 4,250) × 100% = 33.2% 
Instagram: 
- 3,850 followers 
- 1,250 likes, 185 comments, 95 shares (1,530 total engagements) 
- engagement rate = (1,530 / 3,850) × 100% = 39.7% 
TikTok: 
- 2,300 followers 
- 3,450 likes, 275 comments, 520 shares (4,245 total engagements) 
- engagement rate = (4,245 / 2,300) × 100% = 184.6% average engagement rate across platforms: 85.8% .

· Mobile app downloads and usage 
app activation rate = (number of active users / total downloads) × 100% 
example: 
total downloads first month: 2,750 
active users (used at least once in last week): 1,925 
app activation rate = (1,925 / 2,750) × 100% = 70% 
 
average app orders per active user: 
3,850 orders through app / 1,925 active users = 2 orders per active user per week. 
 
· Online ordering percentage 
online ordering percentage = (online orders / total orders) × 100% 
example: 
weekly online orders: 
app orders: 3,850 
website orders: 650 
third-party delivery: 500 
total online orders: 5,000 
online ordering percentage = (5,000 / 20,000) × 100% = 25% .
 
· Training completion rates 
training completion rate = (completed training modules / required training modules) × 100% 
example: 
25 employees × 8 required modules each = 200 total required modules 
183 completed modules 
training completion rate = (183 / 200) × 100% = 91.5%. 


Data sheet  
Formulae 

average ticket size: average sale = total revenue / number of sales 

drive-thru versus in-store revenue split: drive-thru revenue percentage = (drive-thru revenue / total revenue) × 100% 

food cost percentage: food cost percentage = (cost of food used / food sales)  

labour cost percentage: labour cost percentage = (total labour cost / total revenue) × 100% 

profit margin: profit margin = (revenue – cost of goods sold - labour - overhead) / revenue × 100% 

drive-thru speed of service: average service time = total service time / number of cars served 

drive-thru – cars served per hour: cars per hour = number of cars served / hours of operation 

order accuracy: order accuracy rate = (total orders - incorrect orders) / total orders × 100% 
food waste percentage: food waste percentage = value of food wasted / total food cost × 100% 

customer satisfaction score: customer satisfaction score = (number of satisfied customers / total survey responses) × 100% 

drive-thru abandonment rate: abandonment rate = (cars that left line / total cars that entered line) × 100% 

employee turnover rate: monthly turnover rate = (number of staff leaving / average number of employees) × 100% 

Labour productivity: labour productivity = total sales / total labour hours 

loyalty programme conversion: loyalty programme conversion = (number of sign-ups / number of eligible transactions) × 100% 

breakeven point: breakeven point = fixed costs / (average selling price - variable cost per unit) 

inventory turnover rate: inventory rate = cost of goods sold / average inventory value  

customer retention rate: customer retention rate = ((ce - cn) / cs) × 100% 
where: ce = number of customers at end of period, cn = number of new customers acquired during period, cs = number of customers at start of period 

average wait time in drive-thru line: average wait time = total customer wait time / number of drive-thru orders 

customer complaints per 1,000 transactions: complaint rate = (number of complaints / total transactions) × 1,000 

promotion redemption rate: redemption rate = (number of promotions redeemed / number of promotions distributed) × 100% 

social media engagement metrics: engagement rate = (total engagements / total followers) × 100% 
 
mobile app downloads and usage: app activation rate = (number of active users / total downloads) × 100% 

online ordering percentage: online ordering percentage = (online orders / total orders) × 100% 

training completion rates: training completion rate = (completed training modules / required training modules) × 100% 
 
Statistics 

£87,500 (weekly revenue)  
5,000 (weekly transactions)  
£63,000 (drive-thru weekly revenue)  
£87,500 (total weekly revenue)  
£24,500 (in-store weekly revenue)  
£87,500 (total weekly revenue)  
£26,250 (weekly food cost)  
£87,500 (weekly revenue)  
£21,875 (weekly labour cost)  
£87,500 (weekly revenue)  
£26,250 (weekly cost of goods sold) 
£21,875 (weekly labour) 
£17,500 (weekly overhead) 
42,000 seconds (total service time)  
3,500 cars served 
84 hours of operation  
150 incorrect orders  
£1,838 (weekly food waste) 
380 satisfied customers  
500 total survey responses   
175 cars left without ordering  
3,675 cars entered line  
5 staff leaving  
25 employees  
800 (weekly labour hours)  
750 new sign-ups  
4,500 eligible loyalty transactions  
monthly fixed costs: £68,000  
average selling price: £17.50 
variable cost per unit: £7.35  
average weekly inventory value: £9,375 
customers at beginning of month: 2,200 
new customers acquired during month: 1,850 
total wait time for 3,500 weekly drive-thru orders: 91,000 seconds.
 
Wait-time breakdown

queue time before ordering: 95 seconds 
order time: 35 seconds 
queue time between order and pickup: 120 seconds 
total average drive-thru experience: 250 seconds (4 minutes, 10 seconds). 

47 complaints received during 5,000 weekly transactions 
 
Promotion 1 (buy one get one free burger): 
1,250 coupons redeemed  
5,000 distributed  
 
Promotion 2 (free side with purchase): 
840 coupons redeemed  
4,000 distributed  
 
Promotion 3 (app download 10% off): 
1,160 coupons redeemed  
6,000 distributed  
 
Social media: 
Facebook: 4,250 followers, 875 likes, 320 comments, 215 shares  
Instagram: 3,850 followers, 1,250 likes, 185 comments, 95 shares  
TikTok: 2,300 followers, 3,450 likes, 275 comments, 520 shares  
Total downloads first month: 2,750 
Active users (used at least once in last week): 1,925 
Weekly online orders: 
App orders: 3,850 
Website orders: 650 
Third-party delivery: 500 
 
Number of employees: 25
Training modules required per employee: 8  
 
 




The following materials relate to lesson 3: Innovation and developmental change.
Sticky-note starter
Innovation challenge
Innovation questions


Sticky-note starter
Read through the short case study below and be prepared to discuss what you think is meant by the term innovation.
Post-it Notes Development
Dr Spencer Silver, a 3M scientist, accidentally discovered an adhesive that stuck lightly without forming strong bonds. This innovation featured “microspheres” with a “removability characteristic”.
For years, Silver struggled to find applications while persistently promoting his discovery to colleagues. Meanwhile, Art Fry, another 3M scientist, was frustrated by bookmarks falling out of his hymnal during choir practice.
After attending a seminar on Silver’s work, Fry had a “eureka moment” connecting the technology to his bookmark problem. The two scientists partnered, ultimately realising the product’s potential when they began using the sticky notes to exchange messages in the office.
Adapted from: https://post-it.3m.co.uk/





























Innovation challenge
You will work in small groups (of three or four). Each group will be provided with: 
· Ten random office supplies (paper clips, rubber bands, etc).
· One random everyday object (water bottle, hat, umbrella, etc).
The challenge
Each group must use their provided materials to create an innovative solution to one of these challenges:
· Make a device that solves a common household problem.
· Create a new toy or game.
· Design something that would improve their college/workplace.
· Invent a product that helps the environment.
Rules
· Your group must use at least five of your provided materials.
· You must incorporate your random everyday object in a creative way.
· You have only 15 minutes to brainstorm.
· You have 30 minutes to produce your product deliverable.
· You have 15 minutes to produce a presentation collage. 
Deliverable
Each group will display their presentation collage around the classroom for peers to view. It should include images and words to show:
· The problem they are solving.
· How their creation works.
· What makes their solution innovative.
· What they would name their product (deliverable).
· The final deliverable should be displayed alongside the presentation collage.
Voting
After all the presentation collages and deliverable are displayed, everyone votes for:
· Most creative solution.
· Most practical innovation.
· Best presentation collage.
· Most likely to succeed in real life.
Innovation questions

1) What is the difference between invention and innovation?

2) How can innovation lead to improved productivity and reduced costs for a business? 

3) Explain the relationship between product quality innovation and customer satisfaction. 

4) Why is expanding a product range through innovation beneficial for a business with limited offerings? 

5) How can innovation help businesses address environmental concerns and legal requirements? 

6) Describe how innovation can create added value and establish a unique selling point (USP). 
 
7) In what ways can a reputation for innovation positively impact staff recruitment, motivation and retention? 

8) Discuss the likely risks associated with innovation. How can businesses protect their innovations from being replicated by competitors? 

9) What are the likely risks with spending on research and development?
 
10) Explain the possible financial challenges businesses face when allocating resources to innovation. 

11) Consider the overall costs and benefits of innovation for a business.

12) Do you consider that large-scale changes or small incremental adjustments are more important to businesses?






The following materials relate to lesson 4: Developing a creative innovative solution to improve business.
Business case study: Wonder World Case Study
Learner assignment: Business innovation challenge
Requirements solution framework



Business case study: Wonder World Play Centre
Company background
Wonder World Play Centre is an indoor entertainment facility for children aged 2–12, located in the small town of Cleethorpes. Established in 2015 by former primary school teacher Emma Chen, the play centre features play equipment, party rooms and a café area for parents.
Key business information:
· Business type: Privately owned small business.
· Employees: 15 (5 full-time, 10 casual).
· Current revenue: £450,000 annually.
· Target market: Families with children aged 2–12 in middle-income brackets.
· Unique selling proposition: Educational play experiences combined with convenience for parents.
Current business model
Wonder World operates on a traditional play centre model:
· Entry fees: £15 per child for 2-hour sessions, £25 for all-day passes.
· Party packages: £350–550 for groups of 10–15 children.
· Café sales: Coffee, snacks and light meals for parents and children.
· Special events: Themed days and holiday programmes.
The play centre’s busiest periods are weekends, school holidays and after-school hours. Weekday mornings typically see lower attendance, primarily from parents with pre-school aged children.
Current challenges
Wonder World is facing several significant business challenges:
1. Declining attendance
In the past 18 months, Wonder World has experienced a 20% drop in casual visits. Exit surveys indicate that children who previously visited regularly have outgrown the activities, while new customers are not being acquired at a sufficient rate to replace them.
2. Increasing competition
Two new competitors have opened within a 10-kilometre radius:
· Bounce Planet – A trampoline park with more appeal to older children (aged 8–15).
· Little Explorers – A newer play centre with updated equipment and lower prices.
3. Rising operational costs
· Rent increased by 15% in the last contract renewal.
· Energy costs are up 25% compared to two years ago.
· Insurance premiums have risen substantially due to increased public liability concerns.
4. Staffing challenges
· High turnover among casual staff (average time with the company is six months).
· Difficulty finding qualified staff for weekend and holiday peak periods.
· Increasing wage costs making the current staffing model unsustainable.
5. Outdated technology and systems
· Paper-based booking system leading to errors and double-bookings.
· Cash register system not integrated with inventory management.
· Limited online presence with a basic website and minimal social media activity.
· No customer loyalty programme or data collection system.
6. Facility limitations
· Play equipment showing signs of wear after seven years.
· Limited space for expansion within current premises.
· Café area frequently overcrowded during peak times.
· Party rooms booked solid on weekends but underused on weekdays.
Financial snapshot
	Category
	Previous year
	Current year
	Change

	Revenue
	£520,000
	£450,000
	-13.5%

	Expenses
	£430,000
	£410,000
	-4.7%

	Profit
	£90,000
	£40,000
	-55.6%

	Cash reserves
	£120,000
	£75,000
	-37.5%





Learner assignment: Business innovation challenge
Task overview
You are a business consultant hired by Emma Chen to help Wonder World Play Centre overcome one of its key challenges through innovation. 
Your task is to select one of the six challenge areas and develop a detailed, innovative solution that could help transform this aspect of the business.



Requirements solution framework
1. Problem analysis
· Clearly identify which of the six challenges you are addressing.
· Analyse the root causes of this challenge.
· Explain how this challenge impacts other areas of the business.
2. Innovation proposal
· Develop a specific, innovative solution to address the selected challenge.
· Explain how your solution differs from conventional approaches.
· Outline the implementation steps for your solution.
3. Resource requirements
· Detail what resources (financial, human, technological, physical) would be needed.
· Propose a timeline for implementation.
· Identify any external partnerships or expertise required.
Deliverable: A five-minute presentation with visual aids and speaker notes.
Suggested research areas
To develop your innovation, consider researching:
· emerging trends in children’s entertainment
· digital transformation in small businesses
· sustainable business practices
· customer experience innovations
· successful pivots in similar businesses
· new revenue models in the experience economy
· community partnerships: collaborations with schools, libraries and community organisations.
Good luck with your innovation proposal!





The following materials relate to lesson 5: Using project management methodology to apply logical solutions: Six Sigma.
Market Masters: The supermarket improvement game
The supermarket comeback story
Six Sigma improvement worksheet Green Valley Market operational excellence
Six Sigma multichoice questions
Six Sigma multichoice answers (teacher guide)
Market Masters: The supermarket improvement game
Basic gameplay 
In teams of three, each player is given seven problem cards. Take turns to read the card and ask teammates for a solution. Solutions linked to those suggested on the card receive the allocated points. Any other suggestion receives one point, and no action (player cannot think of a solution) loses a point.
Winning the game
First player to collect 25 improvement points.


Cards: Print below and cut
	Checkout chaos
Scenario: Customers are complaining about long lines. 
Possible solutions:
· train staff on faster scanning (+2 points)
· add more checkout lanes (+1 point)
· install self-checkout (+3 points).
Worst outcome: Lose 1 point if no action taken. 



	Inventory nightmare
Scenario: Popular items keep running out of stock. 
Possible solutions:
· implement better tracking system (+2 points)
· train staff on inventory management (+2 points)
· create a digital inventory app (+3 points).
Worst outcome: Lose 2 points if no action taken.



	Unhappy employees
Scenario: Staff morale is low, and customer service is suffering. 
Possible solutions:
· create employee recognition programme (+2 points)
· offer additional training (+2 points)
· improve break room facilities (+1 point).
Worst outcome: Lose 1 point if no action taken.



	Old equipment breakdown
Scenario: Cash registers and scanning systems are outdated. 
Possible solutions:
· upgrade to new technology system (+3 points)
· repair existing equipment (+1 point)
· train staff on current equipment (+2 points). 
Worst outcome: Lose 2 points if no action taken.



	Customer confusion
Scenario: Store layout is difficult to navigate. 
Possible solutions:
· redesign store layout (+2 points)
· add clear signage (+1 point)
· create digital store map (+3 points). 
Worst Outcome: Lose 1 point if no action taken.



	Fresh produce problem
Scenario: Fruits and vegetables look old and unappealing. 
Possible solutions:
· improve refrigeration system (+2 points)
· create better display techniques (+1 point)
· establish faster restocking process (+2 points). 
Worst outcome: Lose 1 point if no action taken.



	Technology gap
Scenario: Store lacks modern payment options. 
Possible solutions:
· add digital payment methods (+3 points)
· install contactless payment (+2 points)
· create mobile app for store (+3 points).
Worst Outcome: Lose 2 points if no action taken.



	Customer service struggle
Scenario: Customers report unfriendly staff interactions. 
Possible solutions:
· implement customer service training (+2 points)
· create staff reward programme (+1 point)
· develop customer feedback system (+2 points).
 Worst outcome: Lose 1 point if no action taken.



	Waste management
Scenario: Too much food and product waste.
Possible solutions:
· create better inventory tracking (+2 points)
· develop donation programme (+3 points)
· implement precise ordering system (+2 points). 
Worst outcome: Lose 2 points if no action taken.



	Marketing mystery
Scenario: Store lacks visibility in community. 
Possible solutions:
· create social media presence (+2 points)
· design local advertising campaign (+1 point)
· develop customer loyalty programme (+3 points). 
Worst outcome: Lose 1 point if no action taken.



	Opening hours
Scenario: Customers complain about store opening hours. 
Possible solutions:
· open late three nights per week (+2 points)
· promote home delivery service (+1 point)
· introduce early morning click and collect service (+3 point). 
Worst outcome: Lose 1 point if no action taken.



	Recruitment problem
Scenario: Lack of applications for current vacancies. 
Possible Solutions:
· offer additional perks to the job (+2 points)
· offer pay above minimum wage (+1 point)
· advertise the role more widely (+3 points).

Worst Outcome: Lose 1 point if no action taken.


The supermarket comeback story
Imagine a small grocery store on the brink of disaster. Green Valley Market was that store – a family business that was basically dying a slow death. The shelves were stocked, but customers were walking out, lines were crazy long and the staff looked like they would rather be anywhere else.
Enter Maria Rodriguez – part superhero, part business genius. She was like the rescue squad for struggling businesses, and she had a secret weapon: something called Six Sigma. Sounds complicated? It is basically a smart way of fixing problems by collecting data and making smart changes.
When Maria first walked into Green Valley Market, she saw chaos. Checkout lines moved slower than a sloth on vacation. Customers were frustrated, spending more time waiting than actually shopping. The staff looked stressed, the technology was ancient and the store was losing money faster than a teenager blows through their allowance.
So, Maria started digging. She was not just going to guess what was wrong – she wanted proof. She tracked everything. How long did each checkout take? When were lines the longest? Why were customers getting so annoyed? It was like being a detective, but for a grocery store.
The numbers were brutal. Customers were waiting an average of 4.5 minutes to check out – which might not sound like much but feels like forever when you are holding a basket of groceries. Even worse, 42% of customers were thinking about shopping somewhere else. 
Here is where it gets interesting. Instead of just firing people or buying fancy new equipment, Maria came up with a plan that involved everyone. New checkout systems, tonnes of training for the staff. They learnt how to scan faster, how to bag more efficiently, how to actually enjoy their jobs.
The transformation was wild. Checkout times dropped to 2.7 minutes. Customer satisfaction went from a sad 6.2 to an awesome 8.5 out of 10. The store’s revenue jumped by 22% – which means serious money for a small family business.
But the coolest part was not just the numbers. The staff went from looking miserable to actually feeling proud of their work. They were a team now, not just people stuck in a boring job. The store went from being just another grocery store to being the place people actually wanted to shop.
Maria’s secret was not magic. It was paying attention. Understanding the problem. Involving everyone in the solution. She proved that with the right approach, you can totally turn things around.
The best part? Green Valley Market was not just surviving anymore – it was thriving. A family business saved, a community kept happy and a bunch of employees who now actually enjoyed coming to work.
Six Sigma improvement worksheet Green Valley Market operational excellence

Define phase: Objective – Clearly identify the problem and project scope
Current business challenge (select one):
[ ] checkout process inefficiency
[ ] inventory management issues
[ ] customer satisfaction decline
[ ] employee performance variation
[ ] other: ____________________
Problem statement: Write a clear, concise description of the specific issue:


Project scope:
· specific department/process: ________________
· impacted areas: ____________________________
· potential impact on business: ________________
Key stakeholders:
· customers: _________________________________
· employees: _________________________________
· management: ________________________________

Measure phase: data collection plan
Current performance metrics:
· average checkout time
current time: ______ minutes
target time: ______ minutes
· inventory accuracy
current accuracy: ______ %
target accuracy: ______ %
· customer satisfaction
current rating: ______ /10
target rating: ______ /10
Data collection methods:
[ ] time-motion studies
[ ] customer surveys
[ ] employee interviews
[ ] inventory tracking
[ ] sales records review
Measurement tools:
[ ] stopwatch
[ ] survey forms
[ ] inventory management software
[ ] performance tracking spreadsheet

Analyse phase: root cause analysis
Potential problem sources:
[ ] inefficient checkout process
[ ] poor staff training
[ ] inadequate inventory management
[ ] outdated technology
[ ] unclear operational procedures
Cause and effect analysis: List potential root causes for each identified problem:
1. 
2. 
3. 
Statistical analysis tools:
[ ] Pareto chart
[ ] control charts
[ ] regression analysis
[ ] fishbone diagram
Improve phase: proposed improvements:
· process improvement:


· technology solution:


· training initiative:


Implementation plan:
· start date: ____________________
· expected completion: ____________________
· responsible team member: ________________
Resource requirements:
· budget: £__________________
· additional staff: ___________
· technology needs: __________

Control phase
Monitoring mechanisms:
[ ] weekly performance review
[ ] monthly data analysis
[ ] quarterly improvement assessment
[ ] continuous feedback system
Key performance indicators
· checkout efficiency: ____________________
· inventory accuracy: _____________________
· customer satisfaction: __________________
· employee performance: __________________

Maintenance plan:
· frequency of review: ____________________
· responsible person: _____________________
· reporting method: ______________________

Reflection and next steps
Project impact assessment:
· expected cost savings: £__________________
· anticipated efficiency gain: ______________%
· customer satisfaction improvement: _______%
Barriers to implementation:
1. 
2. 
3. 
Potential mitigation strategies:
1. 
2. 
3. 
Leadership commitment:
Management signature: ____________________ 	Date: ___________________
Notes and additional observations:



Continuous improvement checklist
[ ] review data weekly
[ ] adjust strategies monthly
[ ] conduct comprehensive review quarterly
[ ] celebrate team achievements
[ ] encourage ongoing feedback
Six Sigma multichoice questions
Circle the correct answer.
1. What is the primary goal of Six Sigma?
a. to increase production speed
b. to reduce operational costs
c. to reduce mistakes and maximise value
d. to expand product lines.
2. Which of the following is an essential part of the Six Sigma process?
a. guesswork
b. data and statistical analysis
c. trial and error
d. random sampling.
3. What is a potential disadvantage of Six Sigma?
a. it can be costly for smaller businesses
b. it always requires hiring more staff
c. it automatically improves customer satisfaction
d. it reduces the need for team collaboration.
4. In Six Sigma, what does the ‘define’ phase focus on?
a. measuring defects
b. establishing project goals
c. analysing data
d. implementing solutions.
5. How can Six Sigma improve communication in businesses?
a. by reducing the need for meetings
b. by encouraging teamwork and collaboration
c. by eliminating email communication
d. by restricting team discussions.
6. Which of the following is a sign of success in Six Sigma projects?
a. increased product variety
b. higher customer satisfaction
c. more complex processes
d. longer project timelines.
7. Which of the following is not a benefit of Six Sigma?
a. improved product quality
b. enhanced employee engagement
c. automatic cost reduction
d. data-driven decision-making.
8. What is a critical factor for measuring success in Six Sigma?
a. the number of meetings conducted
b. the amount of data analysed
c. the comparison of before and after data
d. the reduction in employee numbers.
9. What aspect does Six Sigma primarily target for improvement?
a. marketing strategies
b. business processes
c. office layout
d. employee benefits.
10. What is a common tool used in the analyse phase of Six Sigma?
a. fishbone diagram
b. swot analysis
c. business canvas
d. Gantt chart.
11. Which of the following is a limitation of Six Sigma?
a. it is applicable only to manufacturing industries
b. it relies heavily on qualitative data
c. it focuses on team/organisational level rather than individuals
d. it requires no training.
12. How can Six Sigma contribute to cost reduction?
a. by reducing product quality
b. by minimising inefficiencies
c. by increasing the number of suppliers
d. by limiting employee training.
13. Which role is critical in facilitating Six Sigma projects?
a. project sponsor
b. black belt
c. marketing manager
d. sales associate.
14. What is the main objective of the ‘control’ phase in Six Sigma?
a. to implement permanent solutions
b. to brainstorm ideas
c. to gather preliminary data
d. to define project scope
15. How does Six Sigma handle errors and defects?
a. by ignoring them
b. by documenting them for future reference
c. by using a structured approach to reduce them
d. by outsourcing them.
16. Which of the following is an outcome of successful Six Sigma implementation?
a. increased employee turnover
b. decline in product quality
c. enhanced customer loyalty
d. decreased market share.
17. What does the ‘Improve’ phase in Six Sigma focus on?
a. identifying potential defects
b. implementing solutions to reduce defects
c. gathering stakeholder feedback
d. allocating project resources.
18. What is a key component of Six Sigma in terms of data?
a. subjective interpretation
b. statistical validation
c. intuitive decision-making
d. anecdotal evidence.
19. How can Six Sigma be disadvantageous to a business?
a. it guarantees immediate results
b. it may require significant resources and commitment
c. it eliminates the need for ongoing training
d. it focuses on short-term gains.


















Six Sigma multichoice answers (teacher guide) 
1. c
2. b
3. b
4. b
5. b
6. b
7. c
8. b
9. b
10. a
11. c
12. b
13. a
14. c
15. c
16. b
17. b
18. b
19. b



The following materials relate to lesson 6: Using project management methodology to apply logical solutions: PRINCE. 
PRINCE: Project management introduction activity


PRINCE: Project management introduction activity
Festival activity
In groups of three, you are to plan a one-day music festival targeting university and college learners. The following instructions will apply the PRINCE methodology to your task. Your brief is as follows:
· This will be a regional festival based in your county.
· The theme is ‘Unity through Music’.
· Initial budget is £20,000.
· Expected audience: 2,500 attendees.
· Potential location: large outdoor venue or festival ground.

There will be a brief session at the end for you to feed back to another group. 
Stage 1 – Project mandate / Business case. You will be given 20 minutes to put this together.
Produce a plan on flipchart paper that covers: Festival names, aims and objectives, requirements, target audience, location, duration, budget and constraints, e.g. venue capacity. 
Stage 2 – Risk assessment. You will be given 10 minutes to put this together.
Identify five possible risks that would impact the success of the festival and suggest a contingency plan for each risk as well as a description of how serious a risk this is. Consider displaying this in a table format. 
Stage 3 – Implementation. You will be given 30 minutes to put this together.
Break down your budget spending into the following: artist fees, production/technical, venue and facilities, marketing, staffing and security, contingency.
List possible revenue streams and estimated amounts, e.g. ticket sales, food, merchandise, sponsorships.
Briefly explain your marketing strategy, e.g. social media, posters, billboards, leaflets.
Identify resources you will need such as staging, facilities, staffing. 
Stage 4 – Control and monitoring. You will be given 15 minutes to put this together.
Consider how on the run up to the event/project you can monitor progress, e.g. meetings with suppliers, traffic on social media. 
Stage 5 – Evaluation. You will be given 15 minutes to put this together.
How will you evaluate the success of your project and use this to inform future planning, for example have you ever been to a music festival and left a review somewhere?
The following materials relate to lesson 7: Using project management methodology to apply logical solutions: Agile.
Business scenario: GreenSteps Sustainable Fashion
Learner task: Agile change management project


Business scenario: GreenSteps Sustainable Fashion
GreenSteps is a mid-sized fashion retailer with 15 physical stores across the country and a growing online presence. The company has built its brand on affordable, trendy clothing but is facing increasing pressure from environmentally conscious consumers and new sustainability regulations.
[bookmark: _Hlk200636109]The chief executive officer (CEO) has decided to transform GreenSteps into an ecofriendly brand over the next 18 months. This change will impact:
· product sourcing (shifting to sustainable materials and ethical manufacturing)
· packaging (eliminating plastic, using recycled materials)
· store operations (reducing energy consumption, implementing recycling programmes)
· marketing (repositioning the brand, educating customers)
· internal practices (remote work options, paperless operations).
Learner task: Agile change management project
As business consultants hired by GreenSteps, your team is responsible for managing this significant business transformation using Agile methodologies.
Your challenge
Create and execute an Agile change management plan that will help GreenSteps successfully transition to a sustainable business model while maintaining profitability and customer satisfaction.
Deliverables
1. Sprint planning documentation
· Create a product backlog of all required changes.
· Break down the transformation into three or four 2-week sprints.
· Define specific, measurable goals for each sprint.
2. Stakeholder communication strategy
· Identify key stakeholders (employees, suppliers, customers).
· Create communication templates for sprint reviews.
· Design a feedback collection system.
3. Risk management framework
· Identify potential roadblocks and challenges.
· Develop mitigation strategies.
· Create a process for adapting to unexpected issues.
4. Progress tracking system
· Design visual management tools (Kanban board).
· Establish daily stand-up meeting structure.
· Create sprint retrospective templates.
5. Final presentation
· Present your Agile change management plan.
· Demonstrate how you would run a sprint review.
· Explain how your approach embraces Agile values and principles.

The following materials relate to lesson 8: Using project management methodology to apply logical solutions: SCRUM.
SCRUM: Multichoice questions
SCRUM: Multichoice answers (teacher guide)
Health and safety handout
Methodologies matching handout
Scenarios
Instructions
Teacher guide


SCRUM: Multichoice questions 
Circle the correct answer.
1. What is the primary role of a SCRUM master?
a. to develop the product
b. to manage the stakeholders
c. to lead and facilitate the SCRUM process
d. to design the product.
2. Which event in SCRUM is typically held every day?
a. sprint planning
b. sprint review
c. daily scrum or stand-up
d. sprint retrospective.
3. What is a characteristic of a SCRUM sprint?
a. it lasts for a month
b. it allows for flexible changes
c. it is a detailed plan for the project
d. it is only used in large teams.
4. Who is responsible for maintaining the product backlog?
a. SCRUM master
b. development team
c. product owner
d. stakeholders.
5. What is the main purpose of a Sprint Review?
a. to plan the next sprint
b. to inspect progress and adapt the backlog
c. to evaluate team performance
d. to discuss obstacles.
6. Which SCRUM value emphasises the importance of dedication to the team’s goals?
a. courage
b. focus
c. commitment
d. openness.
7. What is one disadvantage of the SCRUM methodology?
a. it has a fixed end date
b. it requires no team meetings
c. it can be challenging with large teams
d. it is not suitable for rapid development.
8. In SCRUM, who ensures that the team understands the product goals?
a. SCRUM master
b. product owner
c. development team
d. project manager.
9. What is the typical length of a SCRUM sprint?
a. one day
b. one week
c. two weeks
d. one month.
10. Which event is an opportunity for the team to reflect on their performance?
a. sprint planning
b. sprint review
c. sprint retrospective
d. daily SCRUM.
11. What role does a developer play in a SCRUM team?
a. they manage the project timeline
b. they compile the product backlog
c. they complete tasks within a scrum sprint
d. they coach other team members.
12. What is the main focus during sprint planning?
a. setting the project budget
b. defining the sprint goal
c. reviewing stakeholder feedback
d. assigning team roles.
13. Which SCRUM value supports open communication within the team?
a. respect
b. courage
c. commitment
d. openness.
14. What is a key benefit of using the SCRUM framework?
a. it eliminates all deadlines
b. it guarantees project success
c. it increases team morale and satisfaction
d. it requires no planning.
15. What happens during a Daily SCRUM?
a. the team discusses long-term goals
b. the team plans the next sprint
c. team members share updates on their progress
d. stakeholders are invited to join.
16. What is a potential issue if a team member leaves during a SCRUM project?
a. the team will gain new skills
b. the project will automatically succeed
c. it can negatively impact the project
d. the project timeline remains unchanged.
17. How does SCRUM handle changes during a project?
a. changes are not allowed
b. changes are implemented only after the project ends
c. changes can be made during sprints
d. changes are made only with stakeholder approval.
18. What is a primary responsibility of the product owner?
a. to lead daily stand-up meetings
b. to ensure the scrum team adheres to the process
c. to ensure the product meets the market needs
d. to remove impediments.
19. Which event is focused on delivering the work agreed upon in the sprint?
a. sprint planning
b. daily SCRUM
c. sprint review
d. sprint.
20. What is one reason for high customer satisfaction in SCRUM?
a. lack of communication
b. rapid results and innovation
c. absence of team meetings
d. delayed delivery.


SCRUM: Multichoice answers (teacher guide)

1. c
2. c
3. b
4. c
5. b
6. c
7. c
8. b
9. c
10. c
11. c
12. b
13. d
14. c
15. c
16. c
17. c
18. c
19. d
20. b


Health and safety handout 

Background 
Atlantic Fish Processing is a medium-sized fish processing facility that employs 150 workers. The factory processes fresh fish into packaged products for supermarkets. Recently, there has been an increase in workplace accidents related to slippery floors, particularly in the main processing area where fish cleaning and filleting takes place. 
The problem 
Over the past six months: 
· Twelve workers have suffered slip-and-fall injuries.
· Three workers required hospital treatment.
· Two hundred work hours were lost due to accidents.
· Multiple near misses were reported. 
· Health and safety inspectors issued a warning. 
The factory manager needs to implement changes quickly to prevent further accidents and maintain their safety certification. They have decided to use SCRUM methodology to manage this health and safety improvement project. 
The SCRUM team: 
· Product owner: Health and safety manager 
· SCRUM master: Operations supervisor 
· Development team: Maintenance staff, floor workers’ representatives, cleaning team supervisor, equipment specialist and health and safety officer. 
Product backlog 
Initial items identified for the product backlog: 
1. Install new non-slip flooring in high-risk areas. 
2. Upgrade drainage systems.
3. Review and improve cleaning procedures. 
4. Install additional handrails. 
5. Implement new spill response protocols. 
6. Update worker safety training. 
7. Purchase improved non-slip footwear. 
8. Install better lighting. 
9. Create new signage system. 
10. Establish regular floor inspection routine. 
Sprint planning 
The team decides on two-week sprints with the following priorities: 

Sprint 1 goals: 
· Review and improve cleaning procedures.
· Implement emergency spill response protocols.
· Purchase and distribute new non-slip footwear. 

Sprint 2 goals: 
· Install new drainage systems in critical areas.
· Update worker safety training.
· Install temporary non-slip mats while waiting for permanent flooring. 

Daily SCRUM meetings:
Daily fifteen-minute meetings to discuss the following questions: 
· What was done yesterday? 
· What will be done today? 
· Any obstacles encountered? 

Sprint review and retrospective:
At the end of each sprint: 
· Review completed work. 
· Gather feedback from workers.
· Measure impact on accident rates.
· Adjust priorities for next sprint.

Key performance indicators (KPIs):
· Number of slip-and-fall incidents.
· Time lost due to accidents.
· Worker satisfaction with safety measures.
· Response time to spills.
· Floor friction test results.
 


Discussion questions 
1. Why is SCRUM methodology suitable for this type of health and safety project? 
2. How does breaking the project into sprints help manage the implementation of safety measures? 
3. What role does the daily SCRUM play in ensuring project success? 
4. How might the product backlog change as the project progresses? 
 
Group exercise 
Split into small groups to: 
1. Create a detailed sprint backlog for Sprint 1. 
2. Plan the first week of daily SCRUMs. 
3. Design a system for tracking the KPIs. 
4. Present your plan to the class. 
 
Extension activity: Individual assignment 
Write a 300-word report explaining how you would handle the role of SCRUM master in this project, including: 
· How you would facilitate the daily SCRUMs. 
· How you would remove obstacles for the team.
· How you would ensure effective communication between all stakeholders.
· How you would measure the success of the project.
 
1. Research real examples of SCRUM being used in health and safety projects.
2. Create a risk log for the fish factory. 
3. Design a mock-up of the new safety signage system. 




Methodologies matching handout 
Introduction 
Different projects require different management approaches. Consider the characteristics of each method and match them to the scenarios provided below. 
Only use the ‘hints’ if you require more guidance. 
Project management methodologies 
SCRUM 
· Repeated review and testing approach. 
· Daily stand-up meetings. 
· Sprint-based delivery (two–four weeks). 
· Ideal for projects requiring frequent updates and flexibility. 
· Key features: product backlog, sprint planning, sprint review. 
Agile 
· Adaptive planning approach. 
· Continuous improvement. 
· Rapid and flexible response to change. 
· Ideal for projects with evolving requirements. 
· Key features: responding to change rather than following a set plan. 
Six Sigma 
· Data-driven approach.
· Focus on reducing defects and variations.
· Define, measure, analyse, improve, control (DMAIC).
· Ideal for process improvement and quality control.
· Key features: statistical analysis, eliminating defects. 
PRINCE (PRojects IN Controlled Environments)
· Structured approach. 
· Clear organisation and control. 
· Defined stages and deliverables. 
· Ideal for large-scale, predictable projects. 
· Key features: business case focus, structured documentation.


Scenarios 
Tech startup mobile app development
Your team needs to develop a new mobile app. The market is changing rapidly, and user requirements are likely to evolve during development. Features need to be released quickly, and customer feedback will be essential. 
Hints: 
· *Think about*: How often will requirements change? How important is customer feedback? 
· *Consider*: Which allows for rapid iterations and frequent customer input? 
 
Manufacturing plant quality improvement
A car manufacturing plant is experiencing quality issues with the production line. The management need to reduce defects in their assembly process and improve overall quality consistency. 
Hints: 
· *Think about*: What kind of data is available? How important is reducing variation? 
· *Consider*: Which method focuses on reducing defects? 
 
Government infrastructure project
A large-scale government project to build a new bridge requires strict documentation, clear accountability and careful risk management. The project has a fixed budget and timeline. 
Hints: 
· *Think about*: How important is documentation? How rigid are the requirements? 
· *Consider*: Which method provides strong governance and control? 
 
E-commerce website redesign
An online retailer wants to redesign its website. The company management needs to maintain the existing site while developing new features, and they want to test changes with real users before full implementation. 
Hints: 
· *Think about*: How can features be delivered incrementally? How important is user testing? 
· *Consider*: Which method allows for development and regular feedback? 
Instructions
1. For each scenario above: 
· Identify the most appropriate project management methodology 
· Explain your reasoning in two or three sentences 
· List two key features of the chosen methodology that make it suitable 
 
2. Extension questions: 
· What could happen if you used the wrong methodology for each scenario? 
· Can you think of situations where multiple methodologies might be combined? 
· Create your own scenario and explain which methodology would work best. 
 


Teacher guide 
*Note: These should be covered after learners have attempted the exercise* 
 
1. Tech startup mobile app development 
· Best fit: SCRUM. 
· Reasoning: Requires frequent iterations, customer feedback and ability to adapt quickly to changes. Sprint-based delivery allows for regular releases and updates. 

2. Manufacturing plant quality improvement 
· Best fit: Six Sigma. 
· Reasoning: Focuses on reducing defects and improving quality through data-driven analysis. DMAIC framework provides structured approach to identify and solve quality issues. 

3. Government infrastructure project 
· Best fit: PRINCE. 
· Reasoning: Provides robust governance structure and detailed documentation required for government projects. Supports clear accountability and risk management. 
 
4. E-commerce website redesign 
· Best fit: Agile. 
· Reasoning: Allows for continuous delivery of features while maintaining existing functionality. Supports regular user testing and feedback integration. 
 
 
 





The following materials relate to lesson 9: Applying a logical approach to problem-solving and presentation skills.
Speaker coach instructions (teacher guide)


Speaker Coach instructions (teacher guide)
Speaker Coach helps presenters prepare in private to give more effective presentations.
It evaluates pacing, pitch, use of filler words, informal speech, euphemisms and culturally sensitive terms, and it detects when presenters are being overly wordy or are simply reading the text on a slide.
After each rehearsal, the presenter will get a report that includes statistics and suggestions for improvements.
1. Open your presentation in PowerPoint for the web.
2. Sign in with a personal Microsoft account (hotmail.com, outlook.com, live.com, msn.com) or a Microsoft 365 work or school account.
3. On the Slide Show tab, select Rehearse with Coach. (If you have turned off the Simplified Ribbon, you do not have a Slide Show tab; instead, use the View tab to start Speaker Coach.)
The presentation opens in a full-screen view, similar to Slide Show.
4. Select Get Started at the lower right when you are ready to begin rehearsing.
5. As you speak, Speaker Coach gives on-screen guidance (in the lower-right corner of the window) about pacing, inclusive language, use of profanity, filler words and whether you are reading the slide text.
6. When you are finished, exit the full-screen view. Speaker Coach then opens a Rehearsal Report that summarises what it observed and offers recommendations.

This information and more can be found at Rehearse your slide show with Speaker Coach - Microsoft Support



The following materials relate to lesson 10: Applying a logical approach and sequence to embedding solutions.
Case study: Electric vehicle (EV) industry
Cost–benefit analysis
Position pyramid


Case study: Electric vehicle (EV) industry
Autos, a mid-sized automotive manufacturer with annual production of 200,000 vehicles, faced increasing pressure from:
· Government mandate to end production of new petrol and diesel vehicles by 2035.
· Rising consumer demand for EVs.
· Competition from established manufacturers already producing EVs.
· Environmental regulations and carbon reduction targets.
Having considered both the option for a gradual transition to EVs over 10 years (option A) and continuing to produce traditional vehicles while gradually introducing EV models, the company management made the bold decision to completely pause traditional vehicle production for one year to focus on the EV transition. The company’s decision was announced in the national news and, as a result, the stakeholders have reacted in a number of ways. The main considerations have been summarised below:
Financial implications
· Immediate revenue loss estimated at £3.2 billion.
· £800 million investment in facility conversion required.
· Expected 18–24-month period before returning to full production capacity.
Workforce impact
· Retention of 85% of workforce during transition.
· Retraining programme for all production staff.
· New specialised roles created in EV technology.
· Clear career progression paths in emerging technology.
Challenges
· 15% voluntary redundancy uptake required.
· Initial uncertainty and anxiety among the workforce.
· Temporary relocation required for some staff during retooling.
· Learning curve challenges with new technology.
Employee reactions
· Initial shock and concern about job security.
· Mixed reception to retraining opportunities with some employees showing higher engagement.
· Union support secured through consultation.
Shareholder reactions
· Initial negative reaction to production pause.
· Concerns about market share loss.
· Some investors increased holdings, viewing the plan as long-term positive.
· Activist investors praised environmental commitment.
Supplier reactions
· Traditional parts suppliers heavily impacted.
· New partnerships formed with EV component manufacturers.
· Support programme established for key suppliers to transition.
· Some suppliers lose 40–60% of their business.
Customers reactions
· Existing customers concerned about vehicle servicing.
· Pre-orders for new EV models exceeded expectation.
· Enhanced brand reputation among environmentally conscious consumers.
· Competitor dealers targeting Auto’s customer base.
Training and development programme for employees
Technical training
· Twelve-week intensive EV manufacturing courses.
· Battery technology specialisation.
· Digital manufacturing systems training.
· Quality control for EV components.
Skills development
· Change management workshops.
· Digital literacy programmes.
· Team collaboration in new production environment.
· Problem-solving in EV manufacturing context.
Initial outcomes (early results)
Positive outcomes
· Ahead of schedule on facility conversion.
· 92% staff retention in critical roles.
· Strong pre-orders for new EV lineup.
· Positive media coverage of environmental commitment.
Challenges
· Higher than expected retraining costs.
· Supply chain disruptions during transition.
· Temporary loss of market share.
· Cash flow pressure from production pause.
The company expects to:
· Launch first EV models within 12 months.
· Achieve cost parity with traditional vehicles within three years.
· Expand market share in premium EV segment.
· Become industry leader in sustainable manufacturing.
Cost–benefit analysis
	Option A: Complete one-year production pause for EV retooling

	Benefit
	Cost

	Focused facility retooling without operational conflicts.

Concentrated workforce training period.
Streamlined supply chain restructuring.
Lower risk of quality issues from focused production
Clear brand message about commitment to EVs.
Potential first-mover advantage in the market and stronger positioning against EV-only manufacturers

	Complete loss of revenue for one year.
Continued fixed costs (facilities, core staff).
High upfront capital investment.
Loss of market share in traditional segments.
Risk of losing skilled workforce during pause.
Supplier relationship disruption.
Customer loyalty challenges.
Uncertainty in EV market development.







	Option B: Gradual 10-year transition maintaining hybrid production

	Benefit
	Cost

	Maintained revenue stream from existing products.
Spread capital investment over longer period.
Flexibility to adjust to market demands.
Retained workforce expertise.
Maintained supplier relationships.
Smoother learning curve for new technologies.
Continued presence in all market segments.
Ability to serve diverse customer needs.
Lower risk of market share loss.
Time to build EV brand recognition.
	Higher complexity in manufacturing.
Increased quality control challenges.
Less efficient resource utilisation.
Higher overhead costs.
Risk of falling behind EV-focused competitors.
Potentially weaker positioning in EV market.
Mixed brand message regarding commitment to EVs.
Reduced economies of scale.
Potentially lower profit margins.
Higher ongoing investment requirements.






Position pyramid
Rank your ideas in order, placing the most significant at the top.
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Key Performance Indicators and Deliverables 


Performance Dashboard:           Date:  


 


                        


 


 


     Problem identified:     Number of slides minimum: 


    Minimum of 1     12 


 


 


 


 


     Resolution explained:     Length of presentation: 


    Maximum 3 slides    7-10 minutes 


 


 


 


 


    Stakeholders addressed:    Accurate methodology/ theory: 


    Minimum of 3     100% 


 


 


    Key Observations: 


 


 


 


 


 
     


    Actions / Areas for development: 
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Glossary of terms 


 


 


 


 


 


 


 


 


 


Analysis


Logical reasoning


Creativity


Communication


Decision making


Critical thinking 


Innovation


Collaboration


Active listening


An exchange of information and ideas. 


The process of choosing an option. 


The objective analysis and evaluation of an issue.  


The act of studying or examining something in detail. 


Arriving at a conclusion in a rigorous way. 


Generating original and valuable ideas. 


Producing a new idea or method. 


The act of working together with other people. 


Fully engaging with and comprehending the speaker's 


message. 








INTRODUCTION TO
PROBLEM SOLVING SKILLS1


EFFECTIVE USE OF DELIVERABLES &
KPIs WHEN MEASURING SUCCESS2


USING PROJECT MANAGEMENT METHODOLOGY
TO APPLY LOGICAL SOLUTIONS: PRINCE6


5
USING PROJECT MANAGEMENT METHODOLOGY
TO APPLY LOGICAL SOLUTIONS: SIX SIGMA


USING PROJECT MANAGEMENT METHODOLOGY
TO APPLY LOGICAL SOLUTIONS: SCRUM8


INNOVATION AND
DEVELOPMENTAL CHANGE3


4
DEVELOPING A CREATIVE INNOVATIVE
SOLUTION TO IMPROVE BUSINESS


USING PROJECT MANAGEMENT METHODOLOGY
TO APPLY LOGICAL SOLUTIONS: AGILE7


APPLYING A LOGICAL APPROACH AND
SEQUENCE TO EMBEDDING SOLUTIONS10


9
APPLY A LOGICAL APPROACH TO PROBLEM
SOLVING AND PRESENTATION SKILLS


FRAMEWORK FOR LEARNING






image5.png




image7.png




image6.png
0
Frankhin




image7.emf

