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Designing Impact-Driven Startups

In today’s world, entrepreneurial ventures cannot exist without social responsibility. The

expectation is no longer just about innovation and profit, it’s about giving back, acting ethically,

and addressing real problems in real communities. That is why ventures must do more than

function, they must serve. Entrepreneurs are not just builders of ideas but architects of social

impact.

Overview of the Tool

This guide equips educators with a structured framework to help students modify pre-defined 

business models to meet local challenges. The focus is not on creating something new from 

scratch, but on creatively reinventing something existing in a way that reflects empathy, ethics, 

and impact.

How the Tool works

• Students are assigned a pre-defined modern venture

• They are also assigned a community, a social problem and a constraint

• They explore how to adapt the business to serve the community

• They must create a “give-back” mechanism integrated into the 

business

• They present their socially responsible redesign as a final pitchSample Application: “Edubot” Reinvented

Venture: Edubot ⟶ a chatbot that tutors students in math and science

Community: A suburb with frequent power outages

Problem: Girls dropping out due to caregiving responsibilities

Constraint:  Poor access to digital wallets

Redesign Plan:

• Introduce SMS-based EduBot that works without internet

• Install solar-powered study kiosks via NGO partnerships

• Offer flexible learning modes for girls with family duties

• Hire local youth as 'EduBot Guides' for peer tutoring

• Provide micro-scholarships funded by platform revenue
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Instructions for Educators 

1. Introduce the Project as a tool for adapting a modern pre-defined business venture to 

meet the needs of a community, solve a problem, and embed ethical, responsible give-

back strategies.

Each student team will:

Adapt an existing business idea

Solve a real-world social problem

Ensure the venture gives back to the assigned community

Present their ethical solution by the end of the week



Utilize the Random Generator Tool

to assing each team the Project Concept defined by:

• 1 Start-up Venture

• 1 Community

• 1 Problem

• 1 Constraint

Distribute the Student Workbook, Impact Canvas & Peer Assessment Form
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2. Assign Ventures and Challenge Sets
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3. Guide Exploration and Planning

Encourage students to:

Understand how the original venture works

Research or reflect on the assigned community

Use the Impact Canvas to start redesigning

Focus on empathy, sustainability, and responsibility

4. Support Ethical Thinking

Example questions:

“What are the unintended consequences of your idea?”

“How does your solution support fairness or inclusion?”

“How does this business benefit the community beyond profit?”

5. Facilitate the Pitch

Each student team should present:

• Their adapted venture

• What makes it ethical and community-centered

• Their measurable impact or give-back plan

Use the assessment sheet and peer feedback form for 

teacher and student scoring.

All options can be 

designated at random

and be combined together
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6. Assessment Criteria

• Creativity and Relevance of the adaptation

• Community Fit and ethical awareness

• Clarity and Feasibility of the give-back strategy

• Engagement and Communication during the pitch

Expected Learning Outcomes

• Recognition of the role of social responsibility and ethics in contemporary entrepreneurship

• Adaptation of existing business models to solve real-world community challenges

• Application of creative problem-solving under defined constraints

• Integration of empathy in the design of inclusive, community-centered solutions
• Clear and persuasive communication of venture ideas through structured pitches

• Effective collaboration and constructive peer evaluation

• Use of structured design tools for planning and presentation

Tools and Materials

• List of 35 start-up ventures with summaries

• Challenge Landscape document (communities, problems, constraints)

• Digital randomizer tool / Excel File with the necessary data

• Worksheets, canvas template, assessment sheet & feedback form

Next Steps for Educators

1. Integrate into Entrepreneurship or Innovation Modules⟶ Use the toolkit as a hands-on

project within business, economics, or innovation curricula, reinforcing both startup

thinking and social responsibility.

2. Run as a Pop-Up Innovation Lab or Challenge Week ⟶ Implement the project as a

focused design sprint or startup lab across 3–5 days, ideal for project weeks, extracurriculars,

or entrepreneurship fairs.

3. Facilitate Community Engagement or Real-World Connections ⟶ Invite NGOs, local

businesses, or civic leaders to provide input and evaluate student ventures. This bridges

classroom learning with authentic impact

4. Embed as a Capstone Project in Entrepreneurship Curriculum ⟶ Use Venture Ethically

as a culminating activity where students apply their understanding of business models,

market fit, innovation, and ethics. This will shift the focus from “profit-first” ventures to

purpose-driven entrepreneurship, helping students build ventures that solve real problems

and contribute meaningfully to society.



Annex I
Random Generator Tool

How to build the Random Generator (Flippity.net)

Your goal is to create a generator that picks one item from each of your four categories 

(Venture, Community, Problem, Constraint) at random.

Set-up Steps

• Visit the Flippity Randomizer page: https://www.flippity.net/v2/Randomizer.htm

• Scroll downwards and open the Flippity Randomizer Template from “Option 2:  Google 

Sheets”.

• Click “This Template” to open the spreadsheet version

• Choose “Make a copy” (File → Make a copy) so it becomes your own editable spreadsheet

• Rename the Columns

• In row 1 of the copied sheet, rename the default headers (e.g. “Thing 1”, “Thing 2”) to:

⚬ Venture

⚬ Community

⚬ Problem

⚬ Constraint

• Enter Your Lists from the provided Excel Document “Random Generator Data”.

• Under each column, paste your list (only names, no descriptions):

• Column A (Venture): 35 venture names

• Column B (Community): 15 communities

• Column C (Problem): 30 problems

• Column D (Constraint): 45 constraints

• Ensure each item occupies one cell (one row). Leave blank rows only at the end if necessary.

• Publish the Spreadsheet to the Web

• Go to File → Share → Publish to the web

• Select Entire Document as Web page

• Click Publish and confirm

• Copy the URL generated (you’ll need it in the next step)

• On the spreadsheet, look for the sheet tab named “Get the Link Here”

• Click it and paste the link of the published document. Flippity then will generate a viewable 

randomizer page using your lists.

• Open the generated randomizer link

• Confirm that each click gives you one random item from each of the four columns (so you get 

a combined scenario: e.g. Venture “X”, Community “Y”, Problem “Z”, Constraint “W”)

• Share with Students

• Distribute the Flippity link to your students (or display it in class)
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https://www.flippity.net/v2/Randomizer.htm
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Annex II
Visual Instructions for the Random Generator Tool in Flippity.net

https://www.flippity.net/v2/Randomizer.htm
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