
 | 1

ENTERPRISE CHALLENGE 2020
Supported by Apax Foundation

TEACHER AND MENTOR 
RESOURCE PACK



2 |  | 3

THE PRINCE’S TRUST ENTERPRISE 
CHALLENGE PARTNERS CONTENTS

HEADLINE PARTNER
The founding headline partner of the 
Enterprise Challenge competition is the 
Apax Foundation, the charitable arm of 
Apax Partners. Funding the competition 
since its inception in 2008, their continued 
support has been a significant factor in the 
competition’s growth and popularity today.

PARTNERS
We are grateful for a range of support 
from organisations helping our core team, 
particularly:

  The Commercial Education Trust, an 
independent charity which believes 
commercial education is essential to the 
development of young people, who have 
been a key supporter in funding the design 
of Pop-Up, the new online business game 
for The Enterprise Challenge

  Hogan Lovells LLP, a global legal practice 
which, as a long-time supporter of Mosaic 
and The Prince’s Trust, has hosted the 
Enterprise Challenge’s National grand 
finals each year as well as providing 
judges to the judging panel

  Business in the Community, our delivery 
partner in our Central region 

  Learning to Work, our delivery partner in 
our South East region 
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TO OVERCOME THEM AND NOT GIVE UP.
  - ABDULLAH, 14
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WELCOME
THE ENTERPRISE CHALLENGE  
AND THE PRINCE’S TRUST

Dear Teachers and Mentors,

Thank you for your participation in this year’s Enterprise Challenge. If you have previously 
participated, welcome back! If you are new to working with us, a very big welcome to The 
Prince’s Trust and we hope that your experience will be a rewarding one.

Since its inception in 2008, the Enterprise Challenge has inspired over 30,000 young people 
to explore entrepreneurship. With the support of our funders and our dedicated teams of 
volunteers and delivery partners, we are hoping to reach many more. 

This is an exciting time of innovation and change for both the Enterprise Challenge and The 
Trust as a whole. We have launched a new strategy that will enable us to help one million 
young people transform their lives in the next ten years by developing the confidence and 
skills to live, learn and earn. We believe that helping young people develop their enterprise 
skills and their understanding of ethical business practices will be a key part of this. We are 
dedicated to continually increasing the quality of our programmes and their relevance to this 
generation of young people who are relying on us to create the opportunities for them to 
succeed.

None of this would be possible without your hard work and so once again, thank you for 
working with The Prince’s Trust and please be assured that we are here to support you 
throughout your involvement with us.

Best wishes

 

Nick Stace
UK Chief Executive
The Prince’s Trust 

As well as the Enterprise Challenge, The 
Prince’s Trust runs a variety of programmes:

Achieve is a personal development  
course for 11-19-year olds. It offers a 
practical approach to learning to help them 
fulfil their potential.

Mosaic Secondary Mentoring builds 
confidence and raises aspirations of  
young people through connecting them  
with mentors. Groups take part in activities  
to develop skills needed in the workplace 
such as communication, teamwork, and 
career planning.

Fairbridge works with young people to give 
them motivation, self-confidence and the 
skills they need to change their lives.

Development Awards are cash awards  
for 16 to 30-year-olds to help them  
overcome financial barriers to work,  
training or education.

Team is a 12-week personal development 
course, offering work experience, 
qualifications, practical skills, community 
projects and a residential week.

Get Started are short courses run by 
professional tutors in sport, music and 
creative arts for over 16s.

Get into is a short vocational course for 16 
to 30-year-olds that develops young people’s 
skills in specific sectors, such as retail or 
hospitality.

Enterprise, both in person and online, gives 
18-30-year-old’s the support and funding to 
work out if their business ideas are viable and 
whether self-employment is right for them.

None of these programmes would be 
possible without the support of our valued 
partners and volunteers. Your support makes 
it possible for young people to achieve their 
potential, so thank you!

Founded by HRH The Prince of Wales in 1976, The Prince’s Trust has 
made it their goal to improve the lives of young people all over the UK, 
transforming their lives by giving them the skills to live, learn and earn.
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WHAT IS THE  
ENTERPRISE CHALLENGE?

There are two distinct options on the 
main menu of the game: ‘Play’ and ‘Enter 
challenge’. Play mode enables the team 
to go through the game as many times as 
they like, allowing them to practise the game 
and get familiar with their strategy before 
entering the challenge. Teams receive a 
final score, but it is not submitted as part 
of the competition. Whilst practising the 
game, teams use their Enterprise Challenge 
workbook to capture what they’ve learnt. 

Once teams have fine-tuned their business 
strategy, they enter Challenge mode. 
Challenge mode is a one-time only option that, 
when selected, enables the team to go through 
the game, and upon finishing it submits 
their score to the Prince’s Trust Enterprise 
Challenge. The five schools in each region with 
the highest score achieved in Challenge mode 
will then qualify for the regional finals.  

Having fine-tuned their business, young 
people then work with their mentors to write 
and present a business pitch based on their 
pop-up business from the game. The pitch is 
an opportunity for young people to present 
their strategy for their business; covering 
how they built hype and made their business 
ethical and profitable.  

STAGE TWO: REGIONAL FINALS
The five top-scoring schools in each region 
will be invited to take part in a finals event.  

The regional final gives teams the 
opportunity to develop their own idea for a 
social enterprise and pitch it to a panel of 

judges. Teams that qualify for the regional 
finals will be asked to: 

 Develop an idea for a social enterprise 
which tackles a problem in their school  
or community

 Create a business plan outlining  
their idea 

 Deliver a three-minute business pitch to  
a panel of judges  

The winners of each regional final event are 
then invited to the grand finals in London. 
Mentors will be asked whether they are able 
to support their team for the regional and/
or grand final. If they are not available to do 
this, a new mentor will be found for the team.
 
STAGE THREE: GRAND FINAL
The winners of each regional final are then 
invited to the grand finals in London, where 
they’ll have the opportunity to pitch their 
business idea in front of an audience of 150 
business experts.

All teams who take part in the grand finals 
will win a goody bag and a fun afternoon 
activity out in London. 

The winning team will receive;

 A winner’s trophy and shield with the 
school name engraved

 Individual winner’s medal
 £500 investment into their social 

enterprise idea
 A range of other surprises revealed on 

the day! 

The Enterprise Challenge is an inter-school competition which 
encourages a spirit of entrepreneurship, with young people working  
in teams with the support of mentors to compete to become our 
Enterprise Challenge Grand Champions. The Enterprise Challenge  
is open to secondary school students aged 11-16 and takes place  
between January and May. 

WHAT ARE THE AIMS OF THE 
PROGRAMME?
The aim of the programme is to develop young 
people’s enterprise skills in order to increase 
their confidence and raise their aspirations. 

By taking part young people will have the 
opportunity to:

 Develop their confidence and aspirations 
for what they can achieve

 Increase their understanding of the  
world of work 

 See their ability to have a positive impact 
on their wider community 

 Build their enterprise skills including; 
teamwork, decision making, problem 
solving, resilience, communication and 
creative thinking.

Young people are asked to regularly  
evaluate their enterprise skills and to reflect 
on how these have developed over the 
course of the programme.
 
WHAT’S INVOLVED? 
The Enterprise Challenge takes place in 
three stages: 

STAGE ONE: CLASSROOM ACTIVITY 
The first stage of the Enterprise Challenge is 
delivered in the classroom over six hours of 
sessions which can be delivered flexibly to 
fit with the school timetable. Over these six 

hours, young people work in teams of 3-5 to 
take on two challenges.

Teams are supported by mentors,  
with typically each mentor supporting 
one to two teams. As well as supporting 
young people to take part in the Enterprise 
Challenge, mentors play an important role  
in giving young people access to  
relatable role models from outside their  
own network. 

Competing in teams of 3-5, young people 
play our online business game, Pop-Up. 
Pop-Up is a business simulation game that 
puts young people in charge of starting and 
running a brand-new pop-up business. The 
game is based around making strategic 
business decisions.  From choosing what to 
sell and for how much, to where to set-up 
shop and how to attract customers, teams 
make decisions and then fine-tune their 
businesses based on business data received 
during the trade phase. The goal is to create 
a thriving pop-up business within eight 
weeks of simulated trading that balances 
building hype, making a profit and taking 
ethical business decisions. 

Challenge one: play our online 
business game, Pop-Up, competing 
to achieve the highest possible score Challenge two: pitch your business 
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POP-UP GAME LOOP

PLAN:
To get started teams choose the type of 
business they want to run and a location for 
their pop-up, factoring in rent, storage and 
customer footfall. They also get to pick a 
strategy for their products; whether they want 
to sell products that are cheap and cheerful, 
eco-friendly or premium quality. 

Teams then need to work together to decide 
how to spend their start-up cash. Decisions 
need to be made on what products to stock 
and how much to charge customers. Should 
they also invest in upgrades like social media 
advertising in order to build their hype, or 

increase staff wages to boost staff morale 
and earn more ethical points? 

TRADE: 
Trade phase where cause and effect is at 
work and teams can see the impact of their 
decisions over a week of trading – they’ll will 
see in real time how many customers buy 
their products and whether or not they’re 
happy with the service they get. 

REFLECT: 
After a week of trading, teams will see 
customer feedback and view data, such as 
profit, number of products sold and sales 

Game-based learning is a highly effective learning intervention which 
allows young people to get hands-on with learning content whilst engaged 
in an act of gaming. Pop-Up is based on a game loop that creates a learn-
by-doing experience, putting the emphasis on observation and reflection.

income from the week of trading. This will 
help young people to make decisions going 
forward. 

TUNE: 
Even the most successful businesses 
require constant iteration. Teams will need 
to apply what they learnt from the last week 
of trading, as they make business decisions 
such as re-stocking, investing in upgrades, 
or adjusting prices as they try to increase the 
performance of their business. 

RESULTS: 
After eight weeks of trading the team 
receives results on their businesses 
performance. Their ethical, profit and hype 
scores are combined to give them a total 
score for their business. 

Profit score: This score is based on how 
much profit the team make

Ethical score: This score is based on how 
ethical the team’s business decisions are

Hype score: This score is based on the 
team’s ability to generate hype for their 
businessGAME LOOP

ONBOARD PLAN TRADE > REFLECT > TUNE RESULTS
8 weeks of trading
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The Prince’s Trust recruits 
and trains schools and 
mentors and matches 
mentors to schools: 

September – 
December 2019

Planning meeting takes 
place between The Trust, 

school and mentors: 
September – 

December 2019

Five top-scoring  
schools in each region 

announced and invited to 
regional finals: 

25 February 2020

Mentors deliver six hours  
of sessions in schools  

between 6 January – 
21 February 2020

Teams develop their 
business pitch and business 

plan with support from 
mentors: 

25 February –  
13 March 2020

REGIONAL FINALS  
take place involving the five top-scoring  

schools in each region:  
16 March – 27 March 2020

Winners of the  
regional final prepare  

for grand final:  
30th March –  
1st May 2020

THE ENTERPRISE CHALLENGE  
COMPETITION RULES 

1. Teams must consist of three to five 
young people and only young people 
aged 11-16 and currently attending the 
school may participate

2. Schools may enter as many teams as 
they like, as long as The Prince’s Trust 
is able to recruit the necessary number 
of mentors to support those teams. We 
work on an average ratio of one mentor 
to ten young people, or one mentor to 
two teams. Schools should agree the 
number of teams they plan to submit 
with their Prince’s Trust contact

 Schools must submit the number 
of teams they are entering to the 
competition as well as a completed 
Profile Form for each young person to 
The Prince’s Trust

3. Schools must facilitate a minimum six 
hours of mentoring, plus an additional 
two (minimum) if they make the regional 
finals and a further three (minimum) if 
they reach the grand finals

4. Entries for stage one of the competition 
will open on the 6 January 2020 and 
close at midnight on the 21 February 
2020. Mentoring cannot begin before 
this time. Only scores recorded within 
challenge mode of the game during this 
time will be considered as an entry to the 
competition

5. Young people are encouraged to play 
as teams. Although young people 
can access and practice the game 
separately, we recommend that young 
people log-in to one computer and play 
together. The Challenge mode must be 
completed by the team and not by an 
individual young person

6. The score teams achieve in challenge 
mode will be submitted as their entry to  
the competition. The five top-scoring 
schools in each region will be invited to 
the regional final

7. In the event that more than one team 
within a school is in the five top-scoring 
teams within a region, the school will be 
asked to identify only one team to go 
forward to the regional finals

Below are the main competition rules that apply to schools and young 
people. If any aspect of these rules is unclear, please get in touch with your 
Prince’s Trust contact.

TIMELINE FOR THE  
ENTERPRISE CHALLENGE 2020

COMPETITION 
OPENS: 

 
6 January 2020

COMPETITION 
CLOSES:  

 
21 February 2020

GRAND FINAL  
takes place involving all regional finalists: 

w/c 4 May 2020
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MY ROLE AS A MENTOR

When you volunteer to mentor on the 
Enterprise Challenge, your role is to:

 Deliver the six hours of session as  
part of stage one, supporting young 
people to play the game and create a 
business pitch 

 Facilitate a team of young people to 
communicate, solve problems and  
make decisions

 Facilitate reflection activities, encouraging 
young people to reflect on the impact  
of the decisions they make when playing 
the game 

 Coach young people to come up with 
their own answers and solutions.

 Support young people to understand 
business concepts and apply these when 
playing the game and creating their 
business pitch 

 Support young people to understand how 
a business can be ethically responsible, 
and help them demonstrate that 
understanding when playing the game 
and creating their business pitch 

 Mentor young people by sharing your 
own business and real-life experiences

Some understanding of business principles 
is welcome, but it is far more important that 
mentors have the confidence to deliver 
sessions to young people in a fun and 
engaging way. Mentors do not need to have all 
the answers but should support young people 
to find solutions for themselves through regular 
team huddles and check in points.

To be ready to play this role you  
will need to:

 Attend Enterprise Challenge  
volunteer training

 Read the suggested session plans and 
young person workbook and coordinate 
with the other mentors in your team to 
prepare for each hour of your mentoring

 Ensure you have played the game  
(the link will be shared with you by your 
Prince’s Trust contact)

 Consider personal and professional 
experiences that you can share with 
young people that will bring elements  
of the programme to life 

MY ROLE AS A TEACHER

If you are the teacher responsible for 
administering the Enterprise Challenge at 
your school, it is our expectation that you 
will be our primary contact. 

You will be the person whom we contact 
with and for information and whom we 
expect to provide support to the young 
people taking part. 

The following represents your key 
responsibilities:

 Prior to the competition beginning, 
familiarise yourself with the materials  

and the game on the Enterprise 
Challenge Hub

 Ensure that you have all resources and 
materials as required

 Host a planning session, arranged by 
your Prince’s Trust contact, in order to 
meet the mentors who have chosen to 
work with your school

 Prepare in advance for all mentoring 
sessions, ensuring rooms have working 
computers, as well as internet access. 
Ensure that you have printed any  
relevant resources

 Prior to the session, allocate young 
people into teams of 3-5

 Participate in all sessions. You will agree 
in your planning meeting with mentors 
who will lead on the delivery of specific 
content. Please note that you are required 
to be present during all sessions

 Manage student behaviour during the 
sessions: mentors are not teachers and 
are not trained in behaviour management

 Assist any young people with specific 
additional needs

 Facilitate the start and end of each 
session, settling young people and 
helping them pack up

 Support the mentor with technical aspects 
such as setting up videos

 Ensure young people complete  
online feedback forms at the end  
of the sessions
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BEST PRACTICE GUIDE FOR  
DELIVERING ENTERPRISE CHALLENGE 
MENTORING SESSIONS

Here are some guidelines for organising and delivering mentoring 
sessions on the Enterprise Challenge.

TIMINGS TEACHERS MENTORS TIPS

15 mins 
prior to 
session

Try to ensure you are 
in Reception to greet 
mentors and show them 
to where the mentoring 
will take place. Where 
this is not possible, 
leave clear instructions 
with Reception staff 
that they should expect 
volunteers and be 
prepared to point them 
in the right direction.

Arrive at Reception 
and sign in. Ask for 
the named teacher as 
provided to you by your 
Prince’s Trust contact.

Mentors should allow 
themselves extra travel 
time to ensure they 
arrive early. 

Teachers should ensure 
they have printed 
enough copies of any 
handouts and have the 
right number of young 
person workbooks.

During  
pre-session 
briefing

Teachers and mentors 
should discuss:
  The number of 

young people in 
the class and how 
they will be split into 
teams

  Who will do what 
and when

  Materials and 
whether there are 
additional items 
required

  Any additional 
needs for young 
people who will be 
participating in the 
challenge

Mentors should 
consider how they will 
introduce themselves 
to the young people if 
this is the first session 
by writing their Passion 
Pitch (more information 
in Appendix 1)

It is good practice to 
have a briefing prior 
to and following each 
mentoring session, if 
only for a few minutes. 
This is in order to 
review what went well, 
what might be done 
differently and any 
issues arising from the 
session.

Session 
begins

If this is the first 
session, teacher should 
welcome young people 
and mentors to the 
session, introduce the 
Enterprise Challenge 
and facilitate an ice-
breaker session.

Participate in the 
icebreaker. Relax, have 
fun and be open and 
engaging with young 
people.

Teachers should 
refer to their notes 
about the competition 
timeline and ensure the 
classroom has video 
facilities to be able to 
show videos.

Subsequent 
sessions

In subsequent 
sessions, teachers 
should thank mentors 
for giving their time 
and reiterate to young 
people that it is 
important for them to 
reflect on their learning 
and support one 
another to develop  
key skills.

Mentors can go straight 
into the session, 
recapping the previous 
session if necessary.

Mentors should 
remember their training 
to ensure young people 
are kept engaged.

Session 
reminder

Teachers will oversee 
the class ensuring that 
equipment is working, 
young people are 
behaving etc. 

Approximately 10  
mins before the end of 
the session, teacher 
should give a time 
warning which prompts 
the class to begin 
winding up.

Mentors should follow 
the session plans in 
this booklet to guide 
them as to what should 
be covered. Use the 
teacher’s time warning 
to begin wrapping up 
discussions. Reassure 
young people that there 
will be time at the next 
session to continue 
discussions.

Teacher may want 
to take an active 
role in going around 
each group to ensure 
everyone knows what 
they are doing and are 
making progress.

Post session 
(10-15 mins)

Teachers should  
thank mentors for 
giving their time and 
ensure that any work 
is handed into them by 
the young people.
 
After the session 
teachers and mentors 
should spend 10 mins 
debriefing. This ensures 
that any issues about 
the session are raised 
and can be resolved 
early on.

Mentors should ensure, 
where necessary, that 
any work is collected 
and handed to 
teachers.
 
Spend 10 mins 
debriefing.

During debrief, you 
will find an honest 
exchange about how 
the session went well 
and was useful. Agree 
on any future actions 
and/or feedback to The 
Prince’s Trust.
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MAKING MENTORING COUNT!

MONITORING AND EVALUATION
Monitoring and evaluation is our way  
of assessing whether mentoring is having  
a positive impact on young people. We collect 
data as evidence of our efforts and rely on 
schools and mentors to support  
these processes.

The three main tools that are used are:
 The profile forms
 Young person feedback survey
 Mentor feedback survey

Profile forms
Profile forms should be completed by young 
people before the first session starts. 
This should be done with the support of 
the teachers to make sure young people 
understand the questions and are providing 
accurate information.

Profile information is our way of knowing who 
has participated in the challenge. It is vital 
for us to count the number of young people 
supported as well as track the characteristics 
of those young people to make sure we are 
meeting their needs. Profile information should 
be collected in every single school and on 
every programme we run.

The Prince’s Trust has also supported 950,000 
young people to date over the last decade 
and plans to support one million more over the 
next ten years. In order to provide this support, 
profile data is extremely valuable in allowing us 
to report to funders, make delivery decisions 
and see the scale of our work.

While in schools, completed profile  
forms should be kept in a safe place under  
lock and key.

Young person feedback survey
The link to the young person feedback survey 
can be found on the Enterprise Challenge Hub.
The young person feedback survey should be 
completed by young people at the end of the 
final hour. This survey gathers feedback from 
the young people about their experience and 
how they think the Enterprise Challenge has 
benefitted them.

Mentor feedback survey
Your Prince’s Trust contact will send you a link 
to the mentor survey.

This survey is designed for mentors to reflect 
on their experience at the end of the mentoring 
experience. This includes providing honest 
feedback as well as reflecting on how they feel 
the young people might have benefitted from 
this experience.

It is important that all stakeholders understand 
their role in the Monitoring and Evaluation 
processes. These roles should be discussed 
during the planning meeting. 

MONITORING AND EVALUATION ROLES AND RESPONSIBILITIES

PRINCE’S 
TRUST 
STAFF

Deliver “Impact 
box” with 

profile forms

Confirm receipt 
of Profile forms

YOUNG 
PEOPLE

Complete 
Profile form

Complete 
online  

feedback 
survey

MENTORS

Ensure 
young people 

complete 
feedback 

survey

Complete 
mentor 

feedback 
survey

LINK 
TEACHER

Complete staff 
section of 

Profile form

Ensure 
young people 

complete 
feedback 

survey

Return Profile 
forms to The 

Trust

BEFORE 
THE 

SESSION

DURING 
THE 

SESSION

AFTER
THE 

SESSION
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SESSION PLANS
The following session plans are included to help you think about what 
should be covered. 

The resources include ideas for activities and are an aid for you as a mentor. Please do not feel 
you need to use everything provided. Pick and choose what you think is most appropriate and 
feel free to include your own ideas if they will enable the young people to complete the tasks and 
support them to achieve the aims of the session. 
 
Depending on the number of young people taking part at your school, you may have more 
than one team to support throughout the sessions. Where we have provided guidance for team 
activities, please ensure each team receives the same level of support. 

SESSION: THE FIRST HOUR 

Aims and objectives: 
 To introduce the Enterprise Challenge
 Get to know mentors and young people - build rapport and develop a strong sense of a team
 Introduce the concept of pitching

Key learning outcomes:  
 Understand the Enterprise 

Challenge and how it 
works.

 Understand the basic 
principles of pitching and 
presenting.

Resources needed:
 Whiteboard/ projector
 Enterprise Challenge 

workbook
 ‘Introduction to Enterprise 

Challenge’ video
 Internet access
 Icebreakers and 

Energisers pack
 Passion pitch 
 Team contract 

Enterprise skills 
developed:
 Communication
 Creative thinking
 Teamwork 

SCHEDULE RESOURCES MENTOR OR TEACHER SHOULD:

10 minutes Video TEACHER: 
Set up the video using the link from the Enterprise Challenge Hub so 
it’s ready to project and the sound works. 
Introduce the Enterprise Challenge to the class, match the mentors 
to one or two teams of young people and show the video.

Allow the mentor to outline the agenda of the day briefly so young 
people know what to expect. 

10 minutes Icebreakers 
and Energisers 
pack

MENTOR: 
Start your session by delivering an icebreaker. This will enable you 
and your team to start to build rapport and create a team presence 
for the tasks ahead. 

Two icebreakers have been identified below which work well at 
introductions and encouraging teamwork, but feel free to use others 
in the icebreaker pack if you think they are more appropriate. It is 
important to encourage young people to get to know each other and 
build strong team links during the first hour, this will help to increase 
their motivation and communication throughout the sessions.  

Recommended Icebreakers:
The sun shines on
Pass the cabbage

TEACHER:
Support the mentors by bringing the class back to attention after the 
icebreaker. 

10 minutes Team contract
(Appendix 2)
OR
Large paper 
and pens

MENTOR: 
Ask young people in your team to create a team contract for their 
time together during the sessions. It is a good idea to get the 
young people to suggest the rules themselves, gaining a sense of 
ownership and responsibility; however, you may wish to oversee this 
to ensure appropriateness and add anything they may have missed. 

Explain to your group that creating a contract is a great way 
of determining how they will operate as a team and it will keep 
them on track when they face obstacles. Creating their contract 
collaboratively encourages each person to contribute their thoughts 
and will help them to focus on what is best for the team, therefore 
moving away from individual decision making.
 
Once the contract has been set and agreed, get all young people 
(and yourself) to sign it and be accountable for their behaviour 
and actions throughout the sessions. This contract can be referred 
to during future reflection sessions or whenever you feel it is 
needed to remind the group of the commitment, they made to each 
other. Guidance is included in Appendix 2 to support you with this 
conversation.

5 minutes Passion Pitch

Workbook

MENTOR:  
Ahead of the session, prepare a short pitch about a subject you are 
passionate about. Young people will be asked to create and present 
their own pitches later in the sessions, so this is a great opportunity 
to help them explore what a good pitch can look like and how to be 
confident in their delivery. Guidance is included in Appendix 1 to 
support you with this task. 

Pitch your passion to your team then encourage them to capture 
their thoughts in their workbook on the ‘My Mentor’ page so they can 
reflect on them and discuss with the rest of the team later.

TEACHER:
If there is enough time, support the mentors by pitching about your 
passion also. The more examples the young people see, the more 
they will be able to develop their own pitches later in the session.
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10 minutes Workbook MENTOR:  
Ask your team what they noticed about your pitch and encourage 
discussion between the group. 
Prompt questions can include;
 What did I do well?
 My pitch would be even better if…?
Explain that they will be pitching themselves in a later session, where 
they will have time to reflect on this discussion and use it to help 
shape their own pitch.   

15 minutes Workbook MENTOR:  
Individual reflection session:
Explain that over the course of the next few hours, young people will be 
developing their enterprise skills through playing the game and presenting 
their own pitches. Explain that enterprise skills are a combination of 
competencies that when developed, will help young people to become 
more employable – whether they decide to work for themselves or 
someone else. These skills will help them to communicate well, solve 
problems and inspire them to be team leaders – all great qualities that 
employers will look for. 
Encourage young people to rate their skills using the explanations in their 
workbooks and pick one they would like to improve. It is important that 
they note down how they would like to do this (e.g. I would like to develop 
my decision-making skills so I will take a leadership role in the group”). 

Skill explanations are as follows:
  Communication: the ability to share your ideas and listen to others
  Resilience: not giving up when you meet a challenge and carrying on
  Problem solving: the ability to look for solutions when things don’t go 

to plan
  Creative thinking: the ability to think differently.
  Teamwork: using your strengths to work as a team to make decisions
  Decision making: using information to make decisions that will help 

you progress

Support each young person to complete their personal skill target within 
their workbook, using the scale on page 3 and your own examples of 
how you may have used these skills well in your own life to support 
conversations. 

Explain to the young people that they will be reviewing these skills again 
at the end of the six hours of sessions.

TEACHER:
Facilitate the wrap-up of the session. 

SESSION: THE SECOND HOUR 

Aims and objectives: 
 To play the game
 To start to understand the key business concepts used within the game 
 Begin developing gameplay strategy

Key learning outcomes:  
 Understand how to play 

the game
 Understand key business 

concepts that will be used 
in the game

Resources needed:
 Team ID and password for 

each team 
 Enterprise Challenge 

game
 Internet access
 Enterprise Challenge 

workbook
 Icebreakers and 

energisers pack

Enterprise skills 
developed:
 Teamwork
 Communication

SCHEDULE RESOURCES MENTOR OR TEACHER SHOULD:

5 minutes
(optional)

Icebreakers 
and Energisers 
pack

MENTOR: 
(Optional depending on timing)
Deliver a quick icebreaker ahead of the next hour session to enable 
you and your teams to connect again. 

Recommended energiser:
A-Z things on you

TEACHER:
Support the mentors by bringing the class back to attention after the 
icebreaker. 

40 minutes Game

Workbook

MENTOR:  
Explain to young people that soon they will be playing the game but 
that first they need to understand some of the resources and support 
available and how they can utilise them:

Team huddle / reflection: 
At the end of each round of gameplay, teams will be supported by 
their mentor to reflect on their learning. These team huddles are an 
important opportunity for the team to group together, reflect on their 
progress and help each other to develop a plan of action for their 
next round of gameplay. Having constructive conversations about 
what worked well and what could be improved next time will help to 
strengthen their team and ensure all young people can contribute to 
the decision-making process.

Enterprise Challenge workbook: 
Young people should use their workbooks to make notes during 
gameplay in the spaces provided. They can also record any actions 
agreed during each team huddle on the structured pages. 



22 |  | 23

Play mode vs. challenge mode: There are two distinct options on 
the main menu, ‘Play’ and ‘Enter challenge’. Play mode enables 
young people to go through the game as many times as they like, 
explore different options in their business and test products on their 
target customers. The idea is that each team can practice the game 
and get familiar with their strategy before entering the challenge. 
Challenge mode is a one-time only option that, when selected, 
enables the team to go through the game, and upon finishing it 
submits their score as their final contribution to the competition.

Saving:
Inform young people that there is no ability to save within the game 
and they will need to finish a full game cycle of eight weeks of trading 
for their score to be given.

*MENTOR TOP TIP*
Remember, it doesn’t matter if they don’t achieve a high score 
straight away, but it does matter that they have time to reflect on 
the business concepts, their decisions and adjust their strategy 
accordingly in the next round of play, this can be done in the team 
huddle.

5 minutes Teams ID’s  
and passwords 

Teacher:
Support young people to get set-up on the game. 
 Direct them to the URL for the Enterprise Challenge Hub where 

they can find the link to the game 
 Give each team a team ID and password. Explain that the team 

will need the team ID and password to login to the game and 
should make a note of these in their workbook

10 minutes Workbook MENTOR:  
Facilitate a team huddle at the end of the first gameplay. Now would 
be a good time to sense check your team’s understanding of the 
business concepts in the game and help them to interpret their score 
on the results screen. 
Prompting questions:
 Which areas could you improve next time, how might you do this? 
     (It may be useful for you to provide examples to help young 

people apply their learning). 
 Which decisions do you feel worked well/not so well? 
 What will you do differently next time and what will you  

do more of?

Ask your team to use their workbooks to record their discussion 
and think about how they will adjust their gameplay strategy in the 
next round. By taking note of their score, business choice and any 
reflections, teams will be able to make informed decisions during 
their next round of gameplay. 

At the end of the team huddle, your team should feel confident in 
their approach for the next round and excited to play the game again. 

SESSION: THE THIRD HOUR 

Aims and objectives: 
 To allow young people to apply their learning through playing the game. 
 To play the game
 To prepare young people for the challenge mode.

Key learning outcomes:  
 Young people understand 

key business concepts 
and can apply these to 
their gameplay strategy

 Young people  
are prepared for  
challenge mode

Resources needed:
 Icebreaker and Energiser 

pack
 Enterprise Challenge 

workbook
 Computers
 Internet access

Enterprise skills 
developed:
 Communication
 Creative thinking
 Problem solving
 Decision making
 Teamwork  

SCHEDULE RESOURCES MENTOR OR TEACHER SHOULD:

5 minutes Icebreakers 
and Energisers 
pack

MENTOR: 
(Optional depending on timing)
Deliver a quick icebreaker ahead of the next hour session to enable 
you and your teams to connect again. 

Recommended energiser:
Magic number 10

TEACHER:
Support the mentors by bringing the class back to attention after the 
icebreaker.

5 minutes Workbook TEACHER:
Remind young people they need to finish a game cycle as they 
cannot save and return to the game at a later stage. 

MENTOR: 
Ask young people to review their notes from the first round of 
gameplay and give them an opportunity to ask any final questions 
before moving on to the second hour of gameplay.

*TIP* - Ask your team what they’ve decided to change about their 
strategy and why they’ve made this decision. 

40 minutes Game 

Workbook

MENTOR:  
Support young people to play the game again.

Encourage your team to take notes and remember what they spoke 
about in their team huddle. It’s important that young people agree as 
a team before making any decisions during gameplay and there isn’t 
just one young person playing the game on the team’s behalf. 
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5 minutes Workbook MENTOR:  
Facilitate a second team huddle at the end of this gameplay. 
Encourage young people to reflect a second time on their 
understanding of the business concepts and what they learnt in their 
second round of gameplay.
Prompting questions:
 Which areas could you improve next time, how might you do this? 
     (It may be useful for you to provide examples to help young 

people apply their learning). 
 Which decisions do you feel worked well/not so well? 
 What will you do differently next time and what will you  

do more of?

Ask your team to use their workbooks to record their discussion and 
think about how they will adjust their gameplay strategy again. By 
taking note of their reflections, teams will be able to confidently make 
informed decisions as they move into Challenge mode. 

Explain that the Challenge mode will be played in hour six and they 
will have time to prepare beforehand. In the next hour they will be 
preparing and pitching their team’s business pitch to help put into 
practice what they’ve learnt during the previous hours of gameplay.

SESSION: THE FOURTH HOUR 

Aims and objectives: 
 Young people prepare a business pitch based on their business from the game.

Key learning outcomes:  
 Young people understand 

how to create and present 
a pitch to their target 
audience

Resources needed:
 Enterprise Challenge 

workbook
 Icebreaker and 

Energiser pack
 Access to other 

supplementary materials 
to support pitch 
development (e.g. pens, 
paper, scissors etc)

Enterprise skills 
developed:
 Communication
 Creative thinking
 Resilience
 Problem solving
 Decision making 
 Teamwork
 

SCHEDULE RESOURCES MENTOR OR TEACHER SHOULD:

5 minutes Icebreakers 
and Energisers 
pack

MENTOR: 
(Optional depending on timing)
Deliver a quick icebreaker ahead of the next hour session to enable 
you and your teams to connect again. 

Recommended energiser:
Line up

TEACHER:
Support the mentors by bringing the class back to attention after the 
icebreaker.

10 minutes Workbook MENTOR:
Bring the whole class together and explain that they will now be 
writing and presenting a business pitch based on their business  
from the game. 
(A business pitch is the presentation of a business to potential 
investors, customers or partners. Business pitches need to be short 
and informative, focussing on the needs of the target audience whilst 
explaining what the product or service is). 
They need to focus their pitch as though their team were  
delivering it to a potential partner. This role will be played by the 
teach and mentor.

Explain to young people that pitching is a great form of 
communication and it is a vital skill to develop, which is why they will 
be practising it today.

Read out the scenario below to set the scene for the class.

Scenario:
You have now been successfully trading in your business for a whole 
year! Things are going well, and you are making a healthy profit. 
You are now interested in growing your business, but not sure how 
you can start to explore this. You would like to find someone that 
can help you, and by partnering with them you hope to use their 
knowledge and experience to expand your business. 
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You and your team have been invited to a local networking event, 
where you will have the opportunity to present a quick three-minute 
pitch to an audience of potential partners, hopefully sparking their 
interest in your business.
Things to remember:
 Your pitch should be brief, but informative
 You need to be persuasive
 Practise, practise, practise.

GOOD LUCK!
Discuss with the class what they think the main elements of a 
business pitch may be. 

MENTOR:
Come back together in your smaller teams and ask the group to 
revisit your passion pitch from hour one and the notes they made - 
giving them examples to refer to will help them understand what they 
need to include in their own pitches. 

Explain that they will need to present their pitch in the next hour and 
that everyone needs to participate in writing it, even if they don’t all 
speak during the pitching. Direct them to the business plan template 
within their workbooks to begin writing their pitch.

30 minutes Workbook MENTOR:  
Support your team to write their business pitch. Young people 
should:
  Write a one-sentence summary of their business type  

(e.g. flowers, fast food, sports goods)
 Outline how they made sure their business was profitable  

(which products they chose, the amount they chose to stock and 
how they priced them)

 Outline how they built hype for their business  
(how they used advertising, generated good customer feedback 
and stocked the right products)

 Outline which ethical business decisions they made  
(how they kept their staff and customers happy, how they reacted 
to new flashes)

 Write a one-sentence summary of why that person should 
choose to partner with them.

The purpose of this activity is not to have one winning team, but that 
all young people feel a sense of reward and recognition based on 
their team pitches. Some examples of areas to give praise are below, 
but feel free to create your own based on the pitches you hear:

 Most creative pitch
 Most confident delivery
 Best marketing strategy
 Best ethical strategy

GET CREATIVE! If time allows, your team may wish to create 
accompanying resources or prototypes of their product/packaging/
logo to support their pitch – bear in mind, young people will need to 
have a completed pitch by the end of the hour so they may not want 
to spend too long on this. 

TEACHER:
Ensure that young people have access to any materials they may 
need to complete this task – paper, pens, scissors etc. 

10 minutes Workbook MENTOR:  
Allow young people time to review their pitch and get ready to 
present it during the next hour. 

Deliver a session around confidence and body language to support 
your team in feeling more confident for the task ahead. Supporting 
your team to change their body language can have a positive effect 
on their attitudes and behaviours – improving their performance 
during the pitch. 

Power pose
The power pose is a great way of preparing young people for 
important but stressful situations in life, such as presentations or 
pitching business ideas! Amy Cuddy, a Harvard Business School 
Professor gave a TED talk on how changing your body language can 
instantly make you feel more confident. Explain that our attitudes 
often follow from our behaviours, as opposed to the other way 
around. That means assuming the body language of a powerful 
person can make you feel confident.
Ask your team to call out what kind of gestures/body postures they 
associate with power and confidence. Below are some examples to 
help facilitate the conversation; 

FEELING POWERFUL/ CONFIDENT
Expanding postures: make yourself big, stretch out, spread out, take 
up space, chin slightly lifted.

FEELING POWERLESS/ UNDERCONFIDENT
You close up, wrap yourself up, make yourself smaller, head down.

Encourage the young people in your team to stand in the power 
pose for a few seconds and reflect on how it makes them feel. 
This may be something they want to do before they practise and 
deliver their pitch in order to feel more confident.
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SESSION: THE FIFTH HOUR 

Aims and objectives: 
 Young people prepare a business pitch based on their business from the game.

Key learning outcomes:  
 Young people understand 

how to create and present 
a pitch to their target 
audience

Resources needed:
 Enterprise Challenge 

workbook
 Icebreaker and 

Energiser pack
 Access to other 

supplementary materials 
to support pitch 
development (e.g. pens, 
paper, scissors etc)

Enterprise skills 
developed:
 Communication
 Creative thinking
 Resilience
 Problem solving
 Decision making 
 Teamwork
 

SCHEDULE RESOURCES MENTOR OR TEACHER SHOULD:

5 minutes Icebreakers 
and Energisers 
pack

MENTOR: 
(Optional depending on timing)
Deliver a quick icebreaker ahead of the next hour session to enable 
you and your teams to connect again. 

Note: if your delivery hours have been broken up, we suggest you 
deliver the ‘power pose’ session here instead.

TEACHER:
Support the mentors by bringing the class back to attention after the 
icebreaker.

5 minutes Workbook MENTOR: 
Allow young people to review their pitch and get ready to present to 
the rest of the class. 

TEACHER:
Support the mentor by arranging the classroom, if needed.  

40 minutes Workbook Young people pitch their ideas to their group of peers and potential 
‘partners’ based on the scenario they have been given. 

MENTOR/ TEACHER:
Mentors and teachers should assume the role of the ‘partners’ when 
the young people are pitching, asking any questions from a partner’s 
perspective. The scoring sheet at the back of this pack will enable 
you to capture any notes and feedback you may have, which can be 
fed back to your team individually following their pitch.

10 minutes Workbook MENTOR:  
At the end of the pitching activity, bring your team back together and 
facilitate a team huddle. Use the scoring sheet to help you provide 
feedback to the group about their business pitch. It is important 
that the team receive this information to help them reflect on their 
performance.

Encourage young people to then use their workbooks to note down 
any reflections they have on their pitch and how they felt it went - 
use this as an opportunity to celebrate your team’s achievements 
and congratulate them on completing what may have been quite a 
daunting task. 
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SESSION: THE SIXTH HOUR 

Aims and objectives: 
 To ensure young people feel confident when completing the Challenge mode.
 To complete the Challenge mode.
 To ensure young people feel a sense of achievement after competing in challenge mode.

Key learning outcomes:  
 Young people identify 

improvements that they 
will make in how they will 
play the game.

 Feel confident in 
completing the challenge 
mode of the game. 

Resources needed:
 Icebreaker and  

Energiser pack 
 Enterprise  

Challenge workbook
 Enterprise  

Challenge game
 Computers 
 Internet access
 Certificate of achievement
 Young person feedback 

survey link

Enterprise skills 
developed:
 Communication
 Creative thinking
 Problem solving
 Decision making 
 Teamwork
 

SCHEDULE RESOURCES MENTOR OR TEACHER SHOULD:

5 minutes Workbook MENTOR: 
Explain to your team that they will now be applying all their learning from 
the past five hours to the Challenge mode. Support them to have a final 
review of their notes and ensure they feel prepared as a group to begin. 
Remind your team that they only have one attempt at the Challenge 
mode once they start, and the score they achieve at the end is what will 
be used to determine whether they qualify for the regional finals. 

TEACHER:
Encourage a calm environment so teams can concentrate on the 
competition and there are no distractions during Challenge mode. 

40 minutes Game

Workbook

MENTOR: 
Support young people to play the game in Challenge mode.

Encourage your team to use their notes from previous practice 
rounds and remember what they spoke about in their team huddles. 
It is important that young people communicate with one another 
before making any decisions during the challenge mode and that all 
decisions are made as a collective.

15 minutes Workbook

Certificate of 
achievement

MENTOR: 
Once your team has completed the Challenge mode, congratulate 
them for completing it and supporting each other as a team. 

Once all young people have completed the challenge mode, they 
should be awarded and recognised on their achievements from the 
whole six hours. The format of this can be decided by the dynamics 
of the group as to whether you feedback as one big group or 
individually in your teams.

Young people should be presented with their certificate of completion 
for Enterprise Challenge.

TEACHER:
Support the mentor to present the young people with their 
certificates.

MENTOR: 
Facilitate a final team huddle to ensure each young person has a 
safe space to reflect on their learnings. Ask young people to refer 
to the skill reflection session from hour one and rate their enterprise 
skills again. Ask young people to also remind themselves of the skill 
they chose to develop and reflect on whether they feel they have 
developed this skill over the last six hours. Prompt questions could 
include:
 Did you achieve the goal that you set yourself at the beginning?
 Have you progressed and learned things?
 Is there anything that you would do differently next time?

TEACHER:
Support the mentor by giving young people the link to the feedback 
survey. It is important young people are given the opportunity to 
complete this survey following the six hours to reflect further on their 
learning.

Confirm next steps of the competition with the young people: 
  Explain that other schools are also taking part in Enterprise 

Challenge across their region
  All scores will be collected by The Prince’s Trust once the 

competition period has ended, the five top-scoring teams will 
qualify for the regional finals

  Students will find out through their teachers how they did, 
compared to other schools in their region and whether they have 
progressed to the regional finals

  Congratulate all young people on their hard work

Thank the mentor for their time and support them to close off the 
final session.
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APPENDIX 1

PASSION PITCH
To introduce pitching to the group, mentors are asked to present a passion pitch which shows 
something they are passionate about. Below is a template highlighting the points to cover on the 
subject, however this can be amended depending on the mentor’s style. 
 

Introduce self Name, where you’re from, what you do for a job. 

What What is it that you’re passionate about?

Why Why are you particularly passionate about this? 

Facts Provide background information. Are there any interesting facts about 
this? What are the benefits? What can you get out of it?

Call to action How do you get involved?

EXAMPLES:

Hi, I’m Tunde and I am from Leeds. I work 
in construction as a quantity surveyor. 

Do any of you use a reusable water bottle? 
I am passionate about the environment, 
especially about reducing the amount 
of plastic we use. Therefore, instead of 
buying a bottle of water when I’m out, I 
carry a reusable one around with me. 

Did you know if you ask an establishment 
for tap water, by law they must provide 

you with some? You are not only saving 
money by investing in a good water 
bottle, but you are preventing plastic from 
going into the ocean and becoming fish 
food. It takes plastic bottles 1000 years to 
decompose!

You can buy reusable water bottles from 
lots of different shops now and online, if 
everyone used one then plastic bottles 
could become obsolete and stop getting 
stuck in turtle’s stomachs!

My name is Imran, I’m from London 
and I work for the government. 

I am passionate about cooking, especially 
creating recipes from scratch with 
interesting ingredients. 

I enjoy cooking because it’s a chance for 
me to be creative with food and be in my 
own space after a long day at work. It’s 
something that brings people together, 
and I have found that my friends and 
family love my cooking, so we have fun 
dinner parties where we try out new 
recipes. 

Did you know that cooking homemade 
food is better for your health, as many 
commercially-prepared foods are high 
in fat, salt and sugar? When we prepare 
our own food, we know exactly which 
ingredients and how much are going into 
our meals. 

So, this week, I challenge you to cook 
a new recipe from scratch and have fun 
creating your own meals. 

Hi, my name is Chloe and I’m from 
Nottingham. I work as a marketing 
manager for a technology company. 

I really enjoy salsa dancing. I go to 
classes every week and attend a social 
club on the weekend. 

This is my passion because it’s a chance 
to express myself and dance to amazing 
music. It’s also a really great way to meet 
new friends and exercise. 

Dancing can improve your mental 
wellbeing by releasing serotonin, which 
makes you happy! Learning steps helps 
with memory improvement, and dancing 
with friends can increase your self-esteem 
and relieve stress. 

Have a look on YouTube for salsa dance 
videos to learn the basic steps.
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APPENDIX 2

TEAM CONTRACT - BRICK WALL
 Using the template below, ask your group to come up with ideas for all the things that you,  

as a team, need to make sure happen to help everyone enjoy the Challenge and get  
the most out of it

 Write each idea in a separate ‘brick’

 You can then talk about what might happen if one brick is missing, e.g. the wall would become 
wonky, might fall etc. A set of things you could propose include:

 Be on time
 Listen to each other and allow people to finish speaking – no interrupting
 Non-offensive behaviour and language – no put downs or criticising
 Respect each other’s feelings and opinions – even if we disagree on them

 

APPENDIX 3

BUSINESS PITCH SCORING SHEET
Teachers and mentors assume the role as the 
‘potential business partner’. 

Use the feedback sheet below to record your 
observations of the young people and how 
they present their business pitches.

Things to consider when writing your feedback: 

 Is there a clear definition of their business? 

 Did the team explain how they ensured 
their business was profitable? 

 Can the team speak confidently about how 
they built hype?

 Have the young people clearly defined their 
ethical strategy?

 Any general feedback to consider –  
body language/communication/presentation 
skills etc.

TEAM 1 FEEDBACK: TEAM 2 FEEDBACK:

TEAM 3 FEEDBACK: TEAM 4 FEEDBACK:
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APPENDIX 4

GLOSSARY 

 
ENTERPRISE CHALLENGE 
 
Business pitch 
Young people write and present a business 
pitch based on their pop-up business 
from the game. The business pitch is an 
opportunity for young people to present an 
overview of their strategy for their business; 
covering how they built hype and made their 
business ethical and profitable.

Mentors 
Young people are supported to take part in 
The Enterprise Challenge by mentors who 
are recruited, trained and supported by The 
Prince’s Trust.

Teacher and Mentor resource pack 
This is the resource pack teachers and 
mentors should use to deliver stage one of 
the Challenge. It includes example session 
plans for the six hours and best practice tips.

Team huddle 
Teamwork is a key part of the Challenge. At 
the end of each round of gameplay, teams 
will be supported by their mentor to reflect 
on their learning in a team huddle. Having 
constructive conversations about what 
worked well and what could be improved 
next time will help to strengthen their team 
and ensure all young people can contribute 
to the decision-making process.

Stage one: Classroom activity 
This is the first stage of the Challenge 
normally delivered in the classroom  
by mentors.

Stage two: Regional finals 
The top five scoring teams in each region are 

invited to attend their regional final.

Stage three: Grand finals 
The winning team from each regional final is 
invited to attend the grand final.

Enterprise Challenge workbook 
Each young person is provided with a 
workbook that they can complete during 
stage one of the Challenge to support their 
learning. 

POP-UP GAME 
 
Challenge mode 
This is a one-time only option that, when 
selected, enables teams to go through the 
game, and upon finishing it submits their 
score to the competition.

Play mode 
This enables teams to go through the  
game as many times as they like, they 
receive a final score, but it is not submitted 
as part of the competition. The idea is that 
the team can practice the game and get 
familiar with their strategy before entering 
challenge mode. 
 
 
BUSINESS CONCEPTS 
 
Enterprise  
A business or commercial venture.  
Can also apply to a Social Enterprise 
where the profits from the activities of the 
organisation are used for social good rather 
than personal gain. 

Entrepreneur  
A person who starts and/or runs a business, 
often taking risks in the hope of a reward 
(either financial or otherwise).

Cash 
The amount of money the business  
has available.

Ethical strategy 
The goals of a business that relate 
to fair practice or moral principles. 
Ethical businesses carefully consider 
the effect their decisions will have on the 
community and the environment. 

Ethics 
The moral principles that guide how a 
business operates.  
 
Hype 
This is built through customer feedback, 
how well a business is marketed and how 
products are matched to the intended 
strategy for the business. 

Price  
The amount of money for which goods and 
services are bought and sold.

Profit 
A businesses total income minus its total 
costs. i.e. Profit = sales income – total costs.

Retail price 
The price customers pay for goods and services.

Sales income 
The money earnt from the sale of products or 
services.

Start-up cash 
This is the amount of money a business has 
available to set-up.

Sustainability  
The process of operating without  
damaging the environment or depleting 
natural resources.

Total costs 
All the costs involved in producing and 
selling goods/services.

Trading  
Selling a product or a service.

Unit cost 
The amount it costs a business to produce or 
buy each product.

Weekly costs 
These are the fixed costs the business has 
to pay every week.
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APPENDIX 5

FREQUENTLY ASKED QUESTIONS
 
What does a typical mentoring  
session look like?
Enterprise Challenge sessions can differ 
from one school to another depending on 
facilities, number of participating young 
people and existing curriculum commitments. 
We have designed six session plans to cover 
all content required. Schools may choose 
to run mentoring sessions during curriculum 
time (e.g. hourly sessions once weekly for 
six weeks), as an after-school club or during 
an enrichment day when all six hours of 
mentoring will run back to back. Times and 
frequency of sessions will be confirmed during 
the planning meeting with your Prince’s Trust 
contact and the coordinating teacher. 

Can young people from previous  
years enter again? 
The Enterprise Challenge is hugely popular 
with young people and it is a testament to 
the challenge’s popularity that many young 
people from previous years want to re-enter. 
If you choose to enter young people from 
previous years, speak with your Prince’s Trust 
contact first. 

How many mentors will be assigned  
to a school?
This depends on the number of young 
people participating at a particular school. 
The preferred ratio of mentors to young 
people is 1:10 or one to two teams; however, 
this may not always be possible. It is also 
worth remembering that teams of mentors 
are assigned to a school so that mentoring 
responsibilities are shared. Our programmes 
are most successful when schools, Prince’s 
Trust staff and mentors work in partnership. 
If the school representative and mentors 

work together to support sessions, they are 
most effective. 

What happens if mentors are unable to 
attend a session?
Mentors are asked to contact their Prince’s 
Trust contact, their fellow mentors and their 
teacher as soon as possible if they are unable 
to attend a mentoring session. With enough 
notice we may be able to mitigate against the 
absence, but it is vital that we know quickly 
so that we are able to plan the best way of 
managing that session. 
 
I have a busy schedule; do I really  
need to attend training sessions and 
planning meetings? 
It is important for mentors and teachers to 
attend the sessions relevant to them. Not 
only does it increase your knowledge of the 
programme, but it also strengthens the overall 
offer to young people when teachers and 
mentors are very clear on what their roles and 
responsibilities are. The training will cover all 
the exciting new elements and give you an 
opportunity to preview the new game! 

I have attended the training and have 
played the game but would like additional 
support—can this be provided?
Additional support is available through 
contacting your Prince’s Trust contact, they 
will be able to arrange any further support to 
suit your needs.   

I have my own ideas/resources for the 
best way of introducing a particular 
topic. Can I use these instead?
Teachers or mentors who have their own 
ideas for how to conduct a session are 
encouraged to use them. We are always 

trying to improve our resources and it may 
be that your ideas can be incorporated into 
the suggested session plan. Please liaise in 
advance of the session with your Prince’s 
Trust contact if you would like to introduce 
new ideas or resources into your delivery. 

How do we access the game and  
other resources?
All resources for young people, mentors and 
teachers, including the game link can be 
accessed through the Enterprise Challenge 
Hub which will be shared with you by your 
Prince’s Trust contact.
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