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 1 INTRODUCTION 

1.1  The SEED Project 

SEED, Social innovation EcosystEm Development, is a European funded project responding to the 
call from the European Social Fund and European Programme for Employement and Social 
Innovation to create competence centers for social innovation (SI) in Europe. More specifically, SEED 
aims to co-design and support the establishment of four SI Competence Centers (CCs) in the 
respective countries: Italy, Greece, Romania and Slovenia. The objective of the CCs will be to 
stimulate collaboration between different system actors – researchers, practitioners, policy-makers 
and civil servants – to create public and open infrastructures capable of assisting national ESF 
managerial authorities to take advantage of and use ESF+ funds to mainstream SI as a form of Public 
Sector Innovation to tackle societal challenges. The ultimate objective of SEED is to create the 
enabling conditions through a robust SI ecosystem for countries to be able to fully exploit the next 
ESF+ programme. 

The important contribution that SI can offer governments to tackle grand societal challenges – e.g. 
poverty, migration, climate change, demographic change – is becoming more widespread. 
Moreover, as the COVID-19 pandemic has demonstrated, SI is also showing itself capable of helping 
government and other actors be resilient and react to emerging and urgent problems in inclusive 
and novel ways. This is clearly seen in the rapid formation of infrastructure (e.g. The COVID Response 
Alliance for Social Entrepreneurs which is now the Global Alliance for Social Entrepreneurship), in 
terms of networks and knowledge hubs, that developed to amplify the response of SI and social 
entrepreneurship to the pandemic and its many negative externalities (e.g. shortages in health 
services, unemployment, digitalization of public services, mental health, basic services, etc.). While 
SI is more accepted, a clear understanding of what SI is and how it can contribute concretely to 
development goals is still lacking. Efforts often remain scattered, diffusing impact in different 
directions.  

Creating the enabling conditions for social innovation to flourish is a key aspect for its growth and 
diffusion and is a topic widely discussed in literature (Borzaga et al., 2020; Deserti & Rizzo, 2020; 
Komatsu Cipriani et al., 2020; Terstriep et al., 2015). The major components of a robust ecosystem 
for SI include: networks (formal and informal), access to finance, access to markets, research and 
training, legal and political recognition and empowered communities. SEED seeks to build and 
strengthen these conditions in a transversal way by acting to build a culture of experimentation and 
learning that changes the way actors work and collaborate to solve problems. This requires 
empowering different actors in varying capacities, through upskilling, competence training and 
knowledge transfer. For this reason, SEED emphasizes the collaborative nature of social innovation 
and the resulting networks of relationships that are formed in the process of SI development. 
National competence centers will moreover operate under the common vision of sustaining ESF 
managerial authorities to mainstream SI in the respective countries as a human-centered approach 
to innovation, capable of promoting technological, economical and sustainable development while 
addressing urgent societal challenges. Lastly, the activities of SEED’s CCs can, also, help other 
innovation fields by sharing the knowledge, practice and experience of SI in different practices, e.g. 
human-centered design, co-design, co-production, impact measurement, challenge based 
innovation, etc. 
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 The main operative objectives of the SEED project are, therefore, to: (1) spread a common 
understanding about the role of social innovation; (2) connect policies and SI communities; (3) 
empower policy makers, civil servants and practitioners; (4) mainstream successful approaches, 
methods, practices and evaluation criteria; and (5) transfer knowledge. 

1.2  Objectives 

The core objective of this deliverable is to support the above objectives of the project, namely to 
mainstream successful approaches, methods, practices and evaluation criteria. The task had two 
main sub-objectives: 

(1) Find a common framework for SI development by analyzing the current methodologies 
available at the EU level to design and implement SI projects with the aim of selecting and 
making accessible the most effective ones to support SEED’s CCs. The overall framework will 
be accompanied with tools and methods that will support SEED’s activities with end users 
(managing authorities and individual social innovators) and will be used to run the three SEED 
pilots under Task 2.3 and will be available in the learning repository in T2.5. They will also 
support the capacity-building activities under T3.2 to build SI competences in public 
administrations and ESF authorities.  

(2) Explore best practices of intermediary support for SI on different scales of implementation: 
national, regional, municipal, community, etc. to inform the co-design of SEED’s CCs by 
understanding how other centers operate, how they support an ecosystem, how they interact 
with system actors and how they sustain themselves. 
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 2 METHODOLOGY 
The two main objectives of the deliverable followed different methodologies fit to the purpose of 
each task. 

2.1  Finding SEED’s Framework and Tool Collection 

The research conducted to find a learning and training framework for SEED’s CCs took on multiple 
phases. The first was a review of existing frameworks, approaches, methods and tools for social 
innovation implementation, consulting both scientific and grey literature coming from think tanks, 
research centers and other intermediary organizations. The review was done by asking partners to 
contribute to the collection by adding references to a shared database. In this manner, existing 
knowledge on related topics (i.e. Social Innovation, Public Sector Innovation, Design Thinking, 
Service Design, Open Innovation, Organizational Learning, Learning, etc.) was collected. In terms of 
grey literature, emphasis was placed on consulting previous EU-funded projects that could be useful 
(e.g. SIMPACT, SIC, SISCODE, SI-DRIVE, BENISI, TEPSIE, etc.) as well as specific resources from the 
intermediary system (e.g. Nesta’s DIY toolkit, IDEO.org’s resources, Ashoka, etc.).  

Following this review, the partners met to collectively determine the most appropriate framework 
for SEED’s CCs based on the following criteria:  
1. Human-centered and promotes participatory processes in each development phase; 
2. Reflective of the social innovation process; 
3. Affords flexibility for contextualization and different user types; and  
4. Iteration. 

Given that each CC will be structured based on local needs, resources and actor networks, the 
framework needed to be inclusive of different user pathways, namely from the perspective of 
managing authorities or social innovators. The ultimate goal was to design a holistic framework that 
facilitated convergence of a top-down perspective of SI development and a bottom-up perspective. 
As further explained in Section 3 of this report, Bates’ (2012) 3-stage model was selected and then 
adapted for SEED’s CCs based on insight coming from the review and on the criteria listed above.  

The tool selection followed different stages. In the first stage, partners were asked to contribute to 
a database of tools, methods and approaches to implement SI in order to gather what was 
collectively known. Second, the sub-task leader was responsible for complementing the database 
with additional research coming from other EU-funded projects that had useful knowledge 
repositories and from the literature review. Third, in the review stage, sub-task leaders reviewed 
the tools and methods and started making the selection based on the following criteria: 

1. Suitability for the stage of the SI process (fit for scope; effective; non-redundant);  
2. Even distribution of tools among the stages and sub-stages; and  
3. Ease of use (i.e. the tools were already documented and had canvases/templates/etc. ready 

for use).  

In the end, over 70 tools were analyzed, among which 36 were selected for the framework. The 
selection was then reviewed, tool-by-tool by an internal review board made up of the task leader 
and other partners who carried different expertise for an even analysis. Finally, the selection and 
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 framework was presented to partners and finalized. The database of collected tools will be shared 
in the learning repository of the platform, as well as the framework with the selected tools. The 
tools for the digital learning repository will be an even more limited selection to offer the wider 
public a basic pathway to start from. 

2.2  Selection of the Cases 

The case study analysis followed a structured, qualitative process: (1) identification of key topics to 
be explored as resulting from consortium conversations and objectives; (2) an initial meta-analysis 
of 59 cases of centers for social innovation across Europe and globally; (3) the adoption of a set of 
criteria leading to the selection of relevant cases for deeper analysis; (4) the integrated analysis and 
discussion of a set of case studies (desk research and field research); and (5) the triangulation of 
results to draw evidence-based findings and conclusions. In order to guarantee a high level of quality 
in the development of the cases, a joint analysis framework and a minimum standard for 
documentation to be retrieved were adopted. Case Studies complemented desk research with 
direct contact with the labs, combining interviewing techniques and triangulation. 

 
Figure 1 - Empirical Research Process 

More specifically, regarding the meta-analysis, work was divided by segmenting geographic areas 
and searching for SI intermediary services in these areas. The cases studied came from Canada, 
Australia, Japan, Korea, USA, UK, Chile, Colombia and Austria. Relevant information was collected 
on the cases to provide an overview and were captured in an ID-Card. The research was done 
through desk research, leveraging various means such as annual reports and guides, You-Tube 
videos, podcasts (if available) and of course exploring the relevant sites, gathering complementary 
and surrounding information from web, online media etc. In some cases, emails were exchanged 
with the organization in order to retrieve additional documentation. 

Following the period of case collection, five were selected to be developed as best practices, two of 
which to be further developed into Case Studies. Best practices followed the same template as the 
Case Studies but only relied on desk research and were used as informational resources for the 
consortium in developing the report and its list of considerations. Best Practices and the ID-Cards 
served as informational documents for additional and more comprehensive knowledge and was 
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 considered to be out of scope to be developed as full Case Studies. Summaries of the three best 
practices are included in the report. Cases developed as ID-Cards have been used to provide 
additional examples to the results of the comparative analysis and to provide readers with some 
direction for more insight. In short, the Best Practices and the ID-Cards acted as knowledge 
resources of the partners in developing this report but are not included. 

The criteria used to select the 5 cases were:  
• Quantity: 5 (of which 2 were selected as Case Studies)  
• Geographical coverage (good representation of regions with diverse cultural, regulatory and 

political backgrounds across the world)  
• Different levels of governance (local, regional, national)  
• Sectorial diversity (diversity of societal and innovation challenges)  
• Diversity of approaches  
• Availability and accessibility of information (preliminary check to verify if information about 

the case/initiative is available, possibly from different sources, and if it would be possible to 
interview key actors, considering time constraints)  

The selection process was done in a collaborative manner, engaging the group of partners involved 
in the case study elaboration. Each member was asked to review the ID-Cards and to assess the 
cases against the criteria. Five cases were identified. The two cases that were selected to be 
developed as case studies were chosen based on their higher affinity with the scope of SEED’s CCs 
and the key issues to be investigated: services offered, governance and economic sustainability.  

The case study method was chosen as a research frame particularly appropriate for examining a 
contemporary phenomenon within its real-life context during its evolution, when boundaries are 
blurred and not so clearly defined (Yin, 2014, p. 13). A qualitative approach was adopted with the 
aim of exploring a real-life, contemporary bounded system (a case) over time, through a detailed 
and in-depth data collection involving several sources of information (Creswell, 2013, p. 97). The 
first phase involved deep qualitative desk research (Denzin & Lincoln, 2011; Strauss & Corbin, 1990) 
during which information was collected and compared coming from different sources: scientific 
publications, non-scientific publications, interviews or presentations of the initiators, websites of 
the enterprises or initiatives among others. The use of multiple sources enabled the exploration of 
complex situations, allowing for the gathering of multiple perspectives.  

The Case Studies explored how intermediary support can assist government in supporting the 
growth and mainstreaming of social innovation. For this reason, two policy labs were chosen as a 
“solution” that governments can use to test and deliver new approaches, services and policies. The 
case studies  were elaborated based on a fixed structure, divided into the following sections: Case 
description, organization, processes and tools, specific initiative, considerations coming from the 
case for SEED’s CCs. A mixed method approach was adopted, by first starting to draft the case on 
the basis of literature and other sources of information about the labs and their projects or 
initiatives (websites, presentations, reports and other documents) and then using structured 
interviews with key figures in the labs to confirm facts and findings and to deepen some aspects. 
The use of multiple sources of data (triangulation) about the single cases has been adopted as a 
distinguishing characteristic of the case study methodology (Stake, 1994), with the aim of 
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 introducing multiple perspectives and points of view and obtaining a holistic understanding of the 
characteristics of the innovation labs and the ways in which they operate.  

According to the case study methodology, as it was developed and adopted in the field of the social 
sciences (Stake, 1978, 1994, 2006; Yin, 2014), the discussion of the case studies was primarily based 
on the generalization of the characteristics and processes of the described labs. Generalization from 
the cases was not concerned with enumerating frequencies as required for statistical generalization, 
but rather with verifying, expanding and challenging initial propositions and assumptions. 

 

2.3  Dimensions to be investigated and comparative analysis 

The key issues to be investigated – services offered, governance and economic sustainability – were 
identified during initial consortium meetings and acted as the catalyst of the additional action of the 
task. One of SEED’s main objectives is to enable, nourish and fuel a vibrant ecosystem for SI 
development through the development of competence centers. For this reason, it was deemed 
essential to observe and benchmark how other similar centers conduct these activities, what role 
they play within such ecosystem building efforts, how they manage their activities and range of 
action, as well as how they finance themselves. 
 

2.4  The Comparative Analysis 

By developing a comparative framework to assess the different elements that make up an effective 
competence center, case studies purport to broaden and deepen our understanding of how these 
structures support how governments approach innovation (i.e. services, activities, etc.), their origin 
and process as well outcomes and impacts. In particular the construction of a meta-analysis sheds 
light on a wide array of social, political, spatial, organizational and technological factors that 
characterize the emergence of new ideas and the construction of structures that support ecosystem 
development.  

The comparative analysis was done collaboratively in an online workshop with task partners, 
supported by Miro boards. All partners were provided with the best practices, the case studies, and 
the ID cards before the workshop to review. Each case was analyzed against the identified 
dimensions in a comparative grid. The dimensions broke down the key issues into the following: 
organizational structure, stakeholder engagement, activities, training programs, financing model 
and policy development support. While the cases remained objective, the discussion in the grid was 
a subjective evaluation based on the partners’ observations in relation to the specific dimension.  
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 A final characteristic of the applied methodology is that, albeit with a different emphasis, the cases 
have been analyzed and interpreted along three directions: 1) horizontally, where the case is 
analyzed and discussed in all its aspects; 2) vertically, where specific aspects or mechanisms of their 
support are focused on and deepened; and 3) comparatively, by combining findings along the two 
previous directions and discussing them across different cases. To perform this, the group extracted 
insights vertically for each dimension and clustered them into macro-categories. Titles were given 
to each category which formed the basis of the final considerations. Each consideration was then 
explained and when useful supported by literature. 

 
Figure 2 - Levels of analysis of the case studies and biographies 

Overall, the discussion of the comparative analysis provides the SEED consortium and specifically 
partners engaged in Task 2.1, but also other Tasks and WPs (2.3, 2.5 and WP3), a list of 
considerations for the development of SEED’s competence centers gained from a review and 
analysis of other similar structures. 
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 3 SEED’S SOCIAL INNOVATION POLICY DEVELOPMENT 

FRAMEWORK 
In order to elaborate the most appropriate framework for Social Innovation Policy Development, a 
literature review of existing models describing Social Innovation (hereinafter: SI) development was 
conducted. This literature review allowed us to find similarities and differences between different 
models and to individuate those elements that could be adapted to develop a specific framework 
for the Seed project.  

First of all, it’s very important to specify the definition of social innovation that all authors agree on. 
From a shared standpoint, we can affirm that social innovations refer to innovative activities, 
services, changes motivated by the goal of meeting a social need and that are predominantly 
diffused through individual actors or groups of actors (Howaldt & Schwarz, 2010; Murray et al., 
2010). The SI lifecycle has been conceptualized by several authors (Bates, 2012; Brown & Wyatt, 
2010; Murray et al., 2010; Neumeier, 2017; Terstriep et al., 2015) and in many models, we chose to 
analyze four models based on the following criteria: (1) inclusion of a pathway for social innovation 
development; (2) presence of a collaborative element that underlines the nature of social 
innovation to be co-designed in the process and co-produced in its implementation; and (3) 
generalizable to any field or industry. This choice was made to make the analysis as comprehensive 
as possible, in order to select the elements that allowed us to create our framework. 

In the first part of this section, we’ll analyze the models by Murray et al. (2010), Neumeier (2017), 
Wyatt & Brown (2010) and Bates (2012). The models share a division of the process in stages, more 
or less specific and numerous. Murray et al. (2010) identify six phases, while Neumeier (2012) and 
Bates (2012) only three. Wyatt and Brown (2010) also designate three phases in their model, while 
applying design thinking principles to the SI process. Following this brief review of existing 
frameworks and drawing on their key features, we present Seed’s framework: a proposal of a model 
to support strengthening policy constellations and the development of SI policies through a 
participatory, collaborative and human-centered approach.  

To develop Seed’s framework, we started from Bates’ (2012) model, adapting it to the demands of 
the Seed project. A clear modification can be seen in the integration of elements of the policy cycle 
by Howlett and Ramesh (2003) in order to make it usable by all users from different entryways and 
pathways. In the last part of this chapter, we outline each stage and sub-stage of Seed’s framework 
and the different skills, structures, tools, resources and actor constellations engaged. The objective 
is to have a framework that can adapt to different end users. Lastly, we describe the two different 
types of users and entryways/pathways individuated, and their tasks in each sub-stage process. 
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 3.1  Literature Review: Frameworks for SI Development 

3.1.1  The “Spiral” Model of Social Innovation 

The first model that we analyzed is the one proposed by Mulgan (2006) in an article entitled “The 
Process of Social Innovation” and further developed and illustrated by Murray et al. (2010). It is one 
of the most popular models on SI development and according to Google Scholar it is also the most 
cited (584 citations). 

 
Figure 3 - The Process of Social Innovation (Murray et al., 2010) 

The model identifies six phases – not necessarily sequential – of the SI process. In this first stage – 
Prompts – the focus is on the idea of an unmet need that represents the starting point of all the 
entire process. Needs can come forth in many ways, from individuals and groups, campaigns, and 
political movements. Prompts could come in several forms: unexpected changes, longer-term crises 
which become more acute, the emergence of new evidence, data or research, etc.  

In the second stage – Proposals – social innovators start to generate new ideas that provide 
solutions to the previously identified needs. New ideas rarely emerge fully formed, and new social 
ideas rarely are inherently new in themselves. Social innovators can try things out, also combining 
different ideas. They can also adopt formal creative methods (e.g. service design tools, participatory 
design tools, etc.) to generate new possibilities. The third stage is Prototyping, where social 
innovators test the idea in practice. They can adjust existing ideas in the light of experience. 
Tinkering is fundamental in all kinds of innovation, which is rarely a straightforward and linear 
process. The fourth stage is called Sustaining, and it’s here where social innovators take a tested 
idea and turn it into an established initiative. This means developing a sustainable economic model. 
In the following stage – Scaling and diffusion – the ideas are turned into practices and amplified to 
be replicated, adapted, or franchised. The final stage is systemic change. While few social 
innovations achieve this level of adoption, it is important to keep as an end goal and as a framing 
perspective in development. Social innovations respond to complex challenges that are often nested 
in complex socio-technical systems, which require a holistic and systems-level approach. 
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 3.1.2  A collaborative model of Social Innovation  

In an article published in 2011, entitled “Why do Social Innovations in Rural Development Matter 
and Should They be Considered More Seriously in Rural Development Research?”, Neumeier (2012) 
discusses social innovation from a rural development perspective and presents a SI process, later 
updated (2017), based on a participatory process divided into three distinct stages. 

 
Figure 4 - Social innovation Process in Rural Development (Neumeier, 2017) 

This model is based on a premise: in contrast to technological and economic innovations, social 
innovations are not teleological and may not necessarily have an economic impetus. The starting 
point of this model is the Problematization stage, where social innovators – who can be individuals 
or small groups – start to act following an initial impetus, internal or external. This impetus can be 
an idea or the identification of a need. In the second stage – Expression of interest – other actors 
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 join the social innovators. These new actors become interested in the social innovation and – if they 
see any advantage for themselves – take part in its development. 

The last stage is the Delineation and Co-ordination-stage: here the interested actors negotiate the 
new form of collaborative action and make co-evolutionary learning processes. If this initiative is 
accepted by a critical mass that decide to adopt this new form of action the social innovation will be 
successfully implemented. 

3.1.3  Design Approach to Social Innovation Development  

In 2010, Wyatt and Brown presented a model that applied design thinking principles to the SI 
process. The model is based on a user-centered approach, which is one of the main principles of 
design thinking. In order to integrate this approach to SI, the authors suggest the following steps: 
Inspiration, Ideation and Implementation.  

 
Figure 5 - Design thinking for social innovation (Brown & Wyatt, 2010) 

In the Inspiration-phase, social innovators explore the problem space: needs of change, problems, 
opportunities, social challenges. In the second phase of Ideation, social innovators focus on 
structuring and prototyping ideas through specific tools. In the final step – Implementation – social 
innovators turn the best generated ideas into real products and services to be tested and adapted 
according to new needs and feedback.  
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 3.1.4  Bates’ 3-Stage Model of the Social Innovation Process  

In 2012, Bates proposed a model of the SI process that illustrates the entire pathway from the 
individuation of the social problem to the diffusion of the solution. It identified three stages and six 
sub-stages. 

 

Figure 6 – Bates’ (2012) 3-Stage Model of the Social Innovation Process 

The starting point is represented by the Investigation stage, where social innovators explore and try 
to understand the environment, its needs and its opportunities. By defining these aspects, this step 
allows social innovators to understand further the innovation context, allowing them to both 
understand the challenge space better and how to improve their idea, but also to map resources 
and potential opportunities for further development. In the second stage – Innovation – social 
innovators start to design a workable solution, make it sustainable, and structure a business model. 
The last step is the implementation-stage, where the focus is on the diffusion of the ideas and on 
maximizing the solution’s shared value and long-term sustainability.  

After reviewing the best known models of SI development, we found Bates’ model to be the most 
suitable to the needs of the Seed project, yielding flexibility to small adaptions to better fit the needs 
and expectations of the different users of SEED’s future Competence Centers, thanks also to the 
presence of stages and sub-stages. Specifics and reasons for this choice are described in detail in 
the following section.  
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 3.2  SEED’s Framework 

3.2.1  Adaptation of Bates’ Model: 

Seed’s framework for SI policy development must be able to support the project in achieving its key 
objectives: 
• to develop and mainstream a common definition and a corresponding vision of SI as a form 

of innovation for new products, services and processes with an orientation to societal 
challenges, based on long-term sustainability, to be co-designed and co-produced by 
networks of stakeholders including beneficiaries, in which the Public Sector and policy 
makers have an active role as SI promoters and co-producers;  

• to actively work with key stakeholders within and beyond the national ecosystems to create 
a more harmonized and coordinated framework and agenda for social innovation in each 
country. Further empower policymakers to use the tools and principles of social innovation 
to make better, more innovative policy; and 

• to help find ways to enable social innovation to flourish in those places and policy fields 
where the concept is still new but could add great benefit. 

SEED’s competence centers will be given the task of achieving these goals in their national contexts. 
Each competence center will be developed through a co-design process that respects the context-
dependency of SI and the differences in national contexts and strategic objectives. As such, SEED 
competence centers will take on a different form and serve different actors in the SI space. 
Moreover, SI develops within and as a result of the interaction of diverse actor constellations. SEED’s 
competence centers must be equipped to serve such audiences. SEED’s framework of SI 
development has to serve in broad terms two pathways: bottom-up social innovation (individual 
projects) and top-down social innovation (policies and frameworks). In other words, it must cater 
to both social innovators bringing forth an SI project and policymakers and other civil servants 
working to develop SI policies. Providing an overall and adequate process for the co-design of 
policies that support social innovation is a key step. To reflect his better, the framework has been 
integrated with elements from the theory of the policy cycle by Howlett and Ramesh (2003). 

 

Figure 7 Policy Cycle (Howlett & Ramesh, 2003) 
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 The notion of a policy process composed of a cyclical series of stages is probably the most enduring 
metaphor in literature. Several authors have presented a theory of the policy development process 
divided in stages (Lasswell, 1956, 1971; Brewer, 1974). Howlett, Ramesh, and Perl (2009) present a 
model of the policy cycle that offers guidance for those seeking to understand the interplay of policy 
subsystem participants. This model shows the process from conception to full policy development, 
through these following steps: an agenda is set; a problem is defined; alternative policies to address 
the problem are designed, analyzed and refined; a proposed policy is selected, implemented, 
enforced, and henceforth re-evaluated, challenged and/or revised. 

Seed’s framework proposes an integration between the SI process and policy cycle models. This 
integration results in a model divided into three phases and seven sub-phases, named to align with 
different user paths. Furthermore, the evaluation dimension is present throughout the whole 
process: ex-ante with the objective of using social impact measurement as a strategic tool; in action 
to monitor progress and course-correct (if necessary); and ex-post to assess the process, extract 
lessons learned and build knowledge repositories. Indeed, monitoring and evaluating policies or 
solutions, looking at goals, effectiveness and efficacy is an essential part of the process. 

3.2.2  Explanation of Stages and Sub-stages 

 
Figure 8 - SEED’s Social Innovation Policy Development Framework Proposal 
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 As previously said, SEED’s framework is based on Bates’ model: it’s divided into three stages and 
seven sub-stages that make the framework usable by both public and private users. Each stage and 
sub-stage is presented and analyzed below. 

INVESTIGATION 

The first stage of the framework proposal is Investigation, as in Bates’ model. Compared with the 
previous model, however, we changed the three sub-stages composing this phase to: Problem 
definition, Agenda setting & mapping, and Exploration & Envision the opportunity space. The 
investigation phase is a phase of discovery of needs, problems and target audience, from which 
social innovators and policy designers will start to formulate specific social challenges that will guide 
the design phase. Defining the social challenge surrounding a particular social issue and identifying 
key actors is, therefore, the ultimate goal of this phase. In order to achieve this goal, the phase 
provides a series of tools and methods that allow for an exhaustive analysis of the context of the 
problem space: an identification and analysis of the involved actors, the unmet needs, the 
opportunities and the context in detail (political, cultural, and social framework as well as physical 
and human resources that can cause the solution to succeed or fail).  

Problem Definition 

In this sub-stage, the social innovator’s objective is to identify the social challenge (i.e. the wicked 
problem (Rittel & Webber, 1973)) they want to solve. Defining the social challenge is probably one 
of the most important steps in the SI process. For this reason, choosing the right challenge is a key 
step for the entire SI process: it should be focused on the impact to be achieved, account for the 
context and its limits (geographical, technological, time, etc.) and make the challenge wide enough 
to allow for different solutions. 

Agenda setting & Stakeholder mapping 

In the second sub-stage, social innovators must identify underlying issues and actors involved that 
may require or benefit from government support. They must search for and visualize existing 
initiatives, to give them more visibility and to prepare a common ground for future policies or 
proposals. The agenda-setting phase is pivotal in the policymaking process as it determines which 
issues gain government attention and by consequence, action. (Bali & Halpin, 2021). A discussion 
on agenda-setting naturally involves also an understanding of the policy style that a government 
chooses: an impositional or reactive style or a consensus/anticipatory style. In the first, agendas are 
primarily set by elected officials or other governing bodies, while in the latter, governments consult 
with and try to gain consent from key stakeholders. These styles will also inform which policy tools 
will be most suitable and effective as they characterize how governments approach problem-solving 
and its relationship with societal actors (Bali & Halpin, 2021). While the tools in SEED’s framework 
mostly focus on bringing in participatory elements to policymaking for Social Innovation –a 
consensus/anticipatory style – and mostly draws from the design discipline, there are interesting 
conversations and tools coming from policy literature (See Bali and Halpin (2021) for a nice review 
of literature and categorization of procedural policy tools).  

In this sub-phase, social innovators also focus on identifying and mapping all the different actors 
involved in the SI process, understanding which roles stakeholders can play in different stages of 
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 innovation, and what their level of commitment and strategic importance could be. Depending on 
the maturity level of the idea, this phase could be more or less strategic in nature. Less mature ideas 
will likely start by mapping the actors and forming connections between them, while more mature 
ideas will already be able to assign roles and linkages between different groups and the organization.  

Exploration & Envision the opportunity space 

In the exploration sub-stage, which completes the stage of investigation, the main goal is to examine 
opportunities and their context (political, cultural, and social framework as well as physical and 
human resources that can cause the solution to succeed or fail). In general, in this sub-stage social 
innovators and policymakers map the internal and external factors that could assist or hinder them 
in achieving a specific goal. It is important to remember that the process is iterative and so insight 
coming from these tools and analyses could help re-frame the problem and further define the 
challenge space.  

IDEATION 

In this phase the focus is on the design of a workable solution and its sustainability. We can observe 
two sub-stages: Brainstorming & generating ideas and Idea selection & Solution building. The 
ideation phase is based on a design thinking principle: divergence and convergence. Divergence is 
where the focus is on creating choice, and convergence is where the focus is on making choice: 
social innovators and policy makers start thinking about as many solutions as possible and then 
select them on the basis of opportunities, feasibility, and convenience criteria. 

Brainstorming & generating ideas 

In this sub-stage, users can analyze existing solutions and policies and design new ones. We are in 
the divergence phase, so the main goal is to generate ideas and to mix solutions to the identified 
problem. Analysis and drafting of policy approaches allow managing authorities to elaborate as 
many new policies as possible. Similarly, by analyzing best practices, social innovators can mix them, 
elaborate new ones, and design the greatest and largest possible number of solutions to the social 
challenge. 

Idea selection & Solution building  

In the second sub-stage of the second stage managing authorities can act legislatively or 
governmentally to officially choose the policy. In the same way private social innovators in this sub-
stage can select the final solution that will be taken into the next phase to be implemented. As said 
before, this is the convergence-step: the main objective is to narrow the range of choices created in 
the previous substage to the maximum. 

IMPLEMENTATION 

The last step is the implementation stage, where the focus is on understanding how to put the 
solution into practice, how to ensure that the single solution creates shared value among all 
stakeholders and to de-risk innovations through prototyping and experimentation. The two sub-
stages in this phase are Prototyping and Developing and Testing solutions & Amplifying.  
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 Prototyping and Developing 

This sub-stage is specifically dedicated to the in-depth study and the realization of previously 
developed ideas. The prototyping phase is an important part of the design process. Here, social 
innovators and managing authorities can build out specific elements of the solution to test. Given 
the complexity of prototyping the full solution, contrary to technological solutions, prototyping in 
social innovation, as in other service design innovations, involves identifying specific elements or 
touchpoints of the service to understand the feasibility and desirability of the solution. This can take 
the form of paper-based prototyping or temporary solutions that re-create touchpoints of the future 
solution (See the case study in this report on LabX. Their project on the Death and Bereavement 
Desk is a useful example of such a practice).  

After prototyping and re-iterating needed specifics, the solution is ready to be developed and 
deployed at scale. Having co-designed the solution with key stakeholders, the project will likely have 
gained support and initial traction to develop. Furthermore, through the design process, the skills, 
knowledge and competences needed to receive and implement the innovation are acquired. The 
process eases development by creating ownership of the solution and a shared understanding of 
the proposed value by the various stakeholder groups.  

Testing solution & Amplifying 

Once that idea has been put into effect, social innovators will need to continue to test the solution 
and give higher visibility to the new practices and policies. Social innovators and policy makers now 
have the task of generating ideas and new value systems, of making them recognizable by larger 
audiences and giving them the possibility of moving towards new socio-cultural and geographic 
contexts. 

EVALUATION 

As said before, during all these phases social innovators must continually evaluate the results of 
their work: evaluations ex-ante, in progress and ex-post must be always present during the process. 
These activities must always be done with awareness and appropriate tools. The SI process is rarely 
linear, but rather a continuous adaptation to demands, needs, attempts and failures (Terstriep et 
al., 2015). Monitoring and changes in progress are essential for success in SI.  

Measuring social impact is not straight-forward and as such it has been prominent in academic 
research (Mulgan, 2010; Rawhouser et al., 2017). There are various barriers to measuring social 
impact, which include a lack of resources to conduct the activity and monitor systematically, a lack 
in overall competences, and more generally a difficulty in identifying the long term impacts derived 
only from the innovation itself and not from other factors. In other words, being a social 
phenomenon embedded and reliant upon contextual factors it is hard to extrapolate its impact from 
the concerted effort of other actors working in the same challenge space. Regardless, it is important 
to evaluate impact in a broad sense to determine the course of action and course-correct (Buckland 
& Hehenberger, 2021) . Impact measurement, from this perspective, becomes a strategic tool and 
when done ex-ante can to a degree be a tool of anticipatory innovation (Tõnurist & Hanson, 2020). 
At the same time and on the larger scale, the competence and experience of the social sector in 
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 measuring social impact and less tangible outcomes stands to be a valuable resource in the broader 
challenges, or missions, that governments face today.  

This substage is divided into two sub-stages: Evaluating and monitoring and Self-evaluation for 
public entities. 

Evaluating and monitoring  

In this first sub-stage, social innovators and policy makers can evaluate the effectiveness of the 
program or solution. They can check the steps needed to achieve their goal, understanding of the 
social challenge and their desired impact, other courses of action to consider, as well as analyzing 
the role of stakeholders and measuring extra-financial value. 

The sub-stage allows policy makers and social innovators to identify socio-economic business 
indicators for impact measurement, assess their results, and set their priorities, focusing on metrics 
that consider: input, activity and output; outcomes and impact; – with a degree of flexibility for 
adaptation. 

Self-evaluation for public entities 

In this sub-stage, policy makers (at the local, regional, national and EU levels) can create the 
necessary conditions for an ecosystem conducive to stimulating, resourcing and sustaining social 
innovation. Through appropriate tools they evaluate current practices within their own 
organizations: the effectiveness of organizational structures and governance arrangements, the 
quality of stakeholder relationships, and the alignment of administrative and fiscal procedures. 

3.2.3  Explanation of users and entryways/pathways 

This framework was developed to support any actor with an idea, a project, a program, an initiative, 
etc. that can influence or support the creation of a public policy for SI. More specifically and referring 
to the key actors involved in the SEED project, the framework can be used both by public and by 
private actors. The category of public actors includes public institutions and policymakers (e.g. 
National Managing Authority, Local Authorities, Ministry, etc.): all of whom can improve their 
competencies in designing and managing their initiatives and in supporting future policies and 
promoting and mainstreaming social innovation. The framework was primarily made to support 
these actors in framing social innovation in their national contexts and helping them link bottom-up 
SIs to national program frameworks. Through the use of the tools and methods in the framework, 
public sector agents can support the creation SI policies that are both supportive of social innovation 
(its growth, sustainability, its outcomes and impacts, etc.) but also social innovations in their own 
right (through the process of its development (Edmiston, 2015; Reynolds et al., 2017)). The 
framework and its tools naturally lend also to innovating the working practices of the actors involved 
in a learning-by-doing process that is innate to the design process (Komatsu Cipriani, Forthcoming; 
Rizzo et al., 2017) and in so doing, strengthening the innovation ecosystem at large and preparing 
the receival and implementation of social innovations. While the focus is on the public sector and 
its role in promoting social innovation, the framework is also useful to Social Innovators – individuals 
or groups – that can acquire skills, learn methods and tools, to scale or amplify their social impact. 
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 Drawing upon Wellstead and Stedman (2015), we have elaborated a chart that summarizes the 
specific tasks that different users should complete in each sub-stage. The table outlines the 
pathways of managing authorities (policymakers, public institutions, etc.) and private social 
innovators throughout the process of developing an SI policy. 

Table 1 - SEED’s Framework: Stages, Sub-stages and Pathways 
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 4 SEED’S TOOLKIT 

4.1  Review of Toolkits and Methodologies 

SEED’s Toolbox uses existing tools and methodologies, instead of designing new ones, to provide an 
overall framework for the co-design of policies supporting social innovation and building a shared 
pathway for its development. Starting from literature and the analysis of previous SI European 
projects, the aim was to implement a collaborative and inclusive process, combining methods and 
tools addressed to different end-users (both bottom-up and top-down actors/processes).  

The review of the European projects focused specifically on the design thinking and prototyping 
approach since it has been proven as efficient ways to help individuals, organizations and public 
authorities to offer innovative and human-centered solutions. The analyzed projects represent a 
rich source of knowledge, resources and tools, shedding light on how social innovation is being 
implemented and developed within different contexts. Several areas of focus were addressed, 
including the theoretical and economic underpinnings of social innovations, specific policy fields and 
public reforms, concerning questions such as welfare, social inclusion, young people, social 
enterprises and sustainability. 

The most relevant projects chosen for selecting SEED tools and methodologies are presented below. 
They combine quantitative and qualitative methodologies and tools and contribute to building and 
analyzing useful frameworks for social innovation. 

The SIMPACT project http://www.simpact-project.eu/ features, of note, an approach towards the 
impact assessment of social innovations, looking at the aspects influencing the impact of social 
innovations for society and economy as well as its potential for empowering vulnerable groups in 
society. In order to achieve this aim, SIMPACT explains several methodological approaches and 
tools, involving three different typologies of toolboxes (business, policy and evaluation) and 
addressing a variety of actors from different sectors. The toolkits were built on the interconnected 
steps of goal formulation, developing the relationships between inputs, outputs and outcomes, 
determining the role of stakeholders to achieve the objectives, calculating the impact and deciding 
on the social innovation.  

The Social Innovation Community (SIC) project https://www.siceurope.eu/ intended to develop and 
scale up successful social innovations to improve practices and policymaking, created a toolkit 
containing a set of tools and resources that can be used to transform a social innovation idea into a 
viable and effective initiative. It is meant to encourage innovators to step forward and build their 
capacity to deliver ground-breaking solutions, drawing on the concept of the innovation spiral. The 
toolkit covers the essential building blocks of setting up a social venture, structured according to the 
spiral, covering issues such as framing a problem, prototyping, revenue generation, stakeholder 
engagement and communications, sustainability and impact measurement.  

The SocialUP project https://designthinking-socialup.eu/en/ is intended to cultivate design thinking 
in social enterprises for improving their social impact, sustainability and scalability in a targeted and 
financially viable manner. The project, based on the three consecutive phases of design thinking 

http://www.simpact-project.eu/
https://www.siceurope.eu/
https://www.nesta.org.uk/feature/innovation-methods/
https://designthinking-socialup.eu/en/
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 (inspiration, ideation and implementation) delivered the “DT Field Guide for Social Enterprises” in 
response to the specific needs of social enterprises and other stakeholders within the social 
economy. The guide is organized within a bespoke, socially-oriented design thinking framework, 
containing tools on training and facilitation for support agencies, vocational education and training 
and in-house design thinking trainers. 

The Society in Innovation and Science through CO-DEsign (SISCODE) project 
https://siscodeproject.eu/ aimed at exploring and stimulating the use of co-creation methodologies 
in policy design, using bottom-up design-driven methodologies. It explores the application of co-
creation and co-design to bridge the gap between science, society and innovation with an emphasis 
on policies. For this purpose, a learning hub has been created for policy makers to support them in 
gaining a better knowledge of this phenomenon and use the most appropriate methodologies. The 
learning hub contains various relevant thematic areas all equipped with informative videos, 
lectures, case studies, scientific publications and practical tools of the project. 

The Digital Social Innovation for Europe project (DSI4EU) www.digitalsocial.eu aims to support policy 
makers, funders and practitioners to grow and scale digital social innovation (DSI) in Europe and to 
harness the power of people and technology to tackle some of Europe’s biggest social and 
environmental challenges. To achieve this goal, they implemented the DSI Toolkit which is a 
collection of case studies, tools, and curated resources to help scale digital social innovations. It 
develops a series of training programs that specifically address the issue of defining what “scaling” 
means in the DSI context and that support bottom-up, collaborative and open growth. To implement 
these programs, an open design method was employed. This model proposes an original approach 
in which members of DSI communities are at the center of a learning experience that enables the 
creation of a common background among initiatives that develop projects in different fields (i.e. 
open hardware, open software, open knowledge, etc.). 

In addition, there are other toolkits to be mentioned that are not a result of specific European 
projects, but which are rich resources for the social innovation process. 

The DIY Toolkit https://www.nesta.org.uk/toolkit/diy-toolkit/, created by Nesta in partnership with 
STBY and Quicksand and made possible by the Rockefeller Foundation, has been specially designed 
for development practitioners to invent, adopt or adapt ideas that can deliver better results. The 
toolkit’s main pillars underlying the theory and management of social innovation are stages of 
innovation (opportunities and challenges, generating ideas, development and testing, making the 
case, delivering and implementing, growing and scaling and changing systems), use of evidence, 
scaling up and systematic thinking.  

The Digital Society School Design Method Toolkit https://toolkits.dss.cloud/design/ collects a series 
of methods and tools that allow for a better understanding of society, gaining insights and design 
solutions that find innovative uses for technology. 

The Open Policy Making Toolkit https://www.gov.uk/guidance/open-policy-making-toolkit is a 
product of the UK Government's Open Policy Lab, which includes a range of tools and techniques to 
assist the policy development process. It is about improving policy making: being open to new ideas, 
new ways of working, new insights, new evidence and experts. 

https://siscodeproject.eu/
about:blank
https://www.nesta.org.uk/toolkit/diy-toolkit/
https://toolkits.dss.cloud/design/
https://www.gov.uk/guidance/open-policy-making-toolkit
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 4.2  Division of tools by Stage and Sub-stage 

After analysing more than 70 tools, we have selected 36 tools to suggest a pathway of usage, even 
if other combinations would have been possible. To give the partners of the consortium the 
opportunity to have at disposal as many methodologies as possible, all the collected tools are 
included in the annex. 

The selected tools are divided into the different phases of the social innovation process identified 
by SEED and whose framework is explained in Section 3: investigation, ideation, implementation 
and evaluation. Each stage, in turn, is made up of several sub-stages. Their combination will 
empower policymakers and social innovators to exploit the potential of social innovation, enabling 
it to flourish in those places and policy fields where the concept is still new but could add great 
benefit. Therefore, this section summarizes all the selected tools, accompanied by a brief 
description.  

Beyond general tools supporting any actor involved in a social innovation process, it also includes 
specific methodologies and techniques which could help public authorities design and develop 
policies for social innovation. All the tools presented below are at the disposal of the consortium 
and the national competence centres, who can use them either following the outlined framework 
or combining them depending on the end users' specific needs and goals. Moreover, in the online 
version of the SI toolbox, only the most significant tools will be selected to allow non-experts easier 
and more intuitive usability. 
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Table 2 - Summary of the 36 tools 
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 4.2.1  STAGE 1: INVESTIGATION 

It begins with defining the social challenge, including the identification of the actors in the 
ecosystem, to determine and prioritize the unmet needs and examine opportunities and their 
context (political, cultural, and social framework as well as physical and human resources that can 
cause the solution to fail). 

Substage 1.1. Problem definition 

1. Problem Definition  

In the first phase of the social innovation process, it is important to identify the key social problem 
to be addressed and its characteristics. All end users are recommended to use it in order to 
understand specific issues and policy priorities to be solved.  

References: Social Innovation Community Eu learning repository https://www.silearning.eu/tools-archive/problem-
definition/  

2. Challenge framework  

Framing the challenge is a descriptive way to identify the design challenge or problem that the social 
innovators or public authorities are working on. It allows showing a system view of the problem and 
their interrelationships. This is useful to contextualize the problem so as to re-frame it in a more 
specific and direct manner. The outcome is a challenge statement that will be used as the initial 
focus of the project. 

References: SocialUP project’s DT Field Guide http://toolkit.designthinking-socialup.eu/en/challenge-framework 

3. Causes Diagram  

It provides a structured way to analyze the problem, helping deconstruct all possible causes and 
underlying factors. It differentiates causes from effects or symptoms, giving a better idea of the 
solutions needed to solve a problem permanently. 

References: Nesta’s DIY Toolkit https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf pp.44-45 

Substage 1.2. Agenda setting and mapping 

4. Stakeholder map  

It is a way to visualize all the different actors involved in the social innovation process. Using it at 
the beginning of the process is helpful to understand clearly which roles stakeholders can play in 
different stages of innovation, and what their level of commitment and strategic importance could 
be.  

References: SIC project learning repository https://www.silearning.eu/tools-archive/stakeholders-map2/  

5. People and Connection Map  

It gives an overview of all the different individuals and organizations involved, allowing to develop 
a clearer picture of how all the different people and organizations are related to each other 
(including people, communities, funders, networks etc.). It is a tool for mapping actors that could 
potentially become your partner, user or supporter. 

https://www.silearning.eu/tools-archive/problem-definition/
https://www.silearning.eu/tools-archive/problem-definition/
http://toolkit.designthinking-socialup.eu/en/challenge-framework
https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf
https://www.silearning.eu/tools-archive/stakeholders-map2/
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 References: SIC project’s learning repository https://www.silearning.eu/tools-archive/people-and-connections-map/ 

6. Ethnographic interview  

Ethnographic research involves observing target users in their natural, real-world settings. It aims 
to gather insight into how people live; what they do; how they use things; or what they need in their 
everyday or professional lives. During this phase, interviews are a functional tool to understand the 
users, what they need and how they might react to specific policy ideas. They can help policymakers 
frame the policy problem and figure out what they need to fix. 

References: SISCODE project’s learning hub  https://www.siscodeproject.eu/repository/tools/ethnographic-interview 

7. Policy context  

The Policy Context Canvas helps groups engage in discussions about how their challenge is related 
to policies in general. It consists in exploring the existing policies addressed by the challenge, 
evaluating their capacity to influence policies and imagining how the challenge could effectively 
affect future policies.  

References: SISCODE project https://siscodeproject.eu/wp-content/uploads/2019/03/D3.1_Co-creation_Journeys.pdf 
pp.22 

Substage 1.3. Exploration and envision the opportunity space 

8. Observation of the context  

It is a tool to understand the context and get a complete picture of its main features (like actors, 
activities, events, time, goal, space etc.). 

References: SIC project’s learning repository https://www.silearning.eu/tools-archive/obversation-of-context/ 

9. Socio-economic Assessment Toolbox  

It provides a lot of information through internal and external data collection based on a series of 
surveys that focus on: the profiling of local areas through demographics, social and wellbeing 
indicators, and their socio-political context, stakeholder communication and needs (relations, 
channels of engagement) and evaluation of potential risks (financial, occupational, environmental, 
social/community-based, etc.). 

References: SIMPACT project’s evaluation toolbox  Social Innovation Evaluation Toolbox (simpact-project.eu) p.24 

10. PESTEL Analysis  

It is a strategic tool coming from marketing used to identify external forces in the environment that 
faces an organisation since it helps analyse the Political, Economic, Social, Technological, 
Environmental and Legal forces that make up the external environment. The insights coming from 
this analysis are useful for a SWOT analysis since it allows social innovators and public authorities to 
anticipate threats and opportunities, gain contextual awareness and process external trends.  

References: Aguilar, F. Scanning the Business Environment https://conceptboard.com/blog/pestel-analysis-guide-
template/ 

  

https://www.silearning.eu/tools-archive/people-and-connections-map/
https://www.siscodeproject.eu/repository/tools/ethnographic-interview
https://siscodeproject.eu/wp-content/uploads/2019/03/D3.1_Co-creation_Journeys.pdf
https://www.silearning.eu/tools-archive/obversation-of-context/
http://www.simpact-project.eu/tools/toolbox_evaluation_web.pdf
https://conceptboard.com/blog/pestel-analysis-guide-template/
https://conceptboard.com/blog/pestel-analysis-guide-template/
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 11. SWOT analysis  

It is useful to identify and map the internal and external factors that could assist or hinder you in 
achieving a specific goal, and, thus, using this tool is particularly helpful before the start of the 
project. 

References: Nesta’s DIY Toolkit https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf pp. 18-19 

 

4.2.2  STAGE 2. IDEATION 

It focuses on devising a workable solution and its sustainability. 

Substage 2.1 Brainstorming and generating ideas 

12. Creative Workshop  

It is a tool to generate and explore a range of ideas, bringing together several people involved with 
or affected by the initiative. It is a good solution for collecting and sharing different experiences as 
well as for co-creating potential solutions.  

References: Nesta’s DIY Toolkit https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf pp.84-85 

13. KJ Ideation  

This technique is one of the most popular brainstorming variations for design, team, retrospective, 
and project meetings and it could be used throughout the complete social innovation process. The 
KJ Technique includes the following steps: individual brainstorming, grouping or clustering, and 
voting. 

References: Digital Society School’s Design method toolkit https://toolkits.dss.cloud/design/method-card/the-kj-
method-2/  

14. Idea days and policy jams  

Ideas days and policy jams are a way to help policymakers understand how people experience their 
policies in the real world and work together to create better policies. They are examples of design 
thinking to build services and policies focused on users’ needs and experiences. 

References: UK Open Policy Making toolkit https://www.gov.uk/guidance/open-policy-making-toolkit/designing-policy-
and-ideas 

Substage 2.2. Idea selection and solution building 

15. Idea Selection  

The Idea Selection tool helps you map out the numerous ideas you have according to their originality 
and feasibility. The objective is to select the best ideas to focus on. 

References: SIC project’s learning repository https://www.silearning.eu/tools-archive/idea-selection/  

 

 

https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf%20pp.%2018-19
https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf
https://toolkits.dss.cloud/design/method-card/the-kj-method-2/
https://toolkits.dss.cloud/design/method-card/the-kj-method-2/
https://www.gov.uk/guidance/open-policy-making-toolkit/designing-policy-and-ideas
https://www.gov.uk/guidance/open-policy-making-toolkit/designing-policy-and-ideas
https://www.silearning.eu/tools-archive/idea-selection/
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 16. Idea Card  

It is an excellent tool for presenting your initial idea to stakeholders or future 
beneficiaries/customers to understand to understand if it does work, if it needs to be changed or 
improved.  

References: SIC project’s learning repository https://www.silearning.eu/tools-archive/idea-card/ 

17. Value proposition Canvas  

This tool helps public authorities and social innovators focus on the value proposition. It relates the 
needs of the users to the value they can offer to them. It consists of two building blocks: user profile 
and value proposition.  

References: Strategyzer https://www.strategyzer.com/canvas/value-proposition-canvas 

18. Stakeholder Visualization  

It is a tool to have a deep knowledge of the stakeholders, their needs, motivation and drivers for 
participating in the innovation process. 

References: SISCODE project’s learning hub https://www.siscodeproject.eu/repository/tools/stakeholder-visualisation 

19. Personas  

Personas represent different target subgroups that an organization wants to reach out to, being 
aware of their preferences, routines and motivations. Personas can help social innovators and public 
authorities customize their products and services to these specific subgroups.  

References: Nesta’s DIY Toolkit https://media.nesta.org.uk/documents/diy-toolkit-full-download-a4-size.pdf p.74 

20. User Journey  

It is a visual interpretation of the user’s relationship with the organization, service or product. While 
the story is told from the user’s point of view, it also highlights important moments where the user’s 
expectations intersect with the organization’s offer. It is a useful strategic tool that keeps the 
customers, beneficiaries and donors at the centre of design decisions, highlighting pain points and 
opportunities for the organization to create a better user experience and an effective service.  

References: SocialUP project’s DT Field Guide SocialUP_Tools_CUSTOMER_JOURNEY_MAP_v1A (designthinking-
socialup.eu) 

21. Designing and delivering Social Innovation competition (SIC) 

Designing and delivering Social Innovation competition is made up of two main phases: 

1. Designing the challenge as a part of the innovation competition, that could be organized by the 
policy makers to engage social innovators. In order for the innovation competition to be successful 
and attract enough audience, this tool is helpful for defining the main challenge of the competition, 
how to select winners, judges, what is the selection process and others. 

2.  Social Innovation Competition outline as a planning tool to help policy arranging an innovation 
competition, getting good ideas from researchers, entrepreneurs, companies or others. It is useful 

https://www.silearning.eu/tools-archive/idea-card/
https://www.strategyzer.com/canvas/value-proposition-canvas
https://www.siscodeproject.eu/repository/tools/stakeholder-visualisation
https://media.nesta.org.uk/documents/diy-toolkit-full-download-a4-size.pdf
http://toolkit.designthinking-socialup.eu/images/pdfs/SocialUP_Tools_CUSTOMER_JOURNEY_MAP_v1A.pdf
http://toolkit.designthinking-socialup.eu/images/pdfs/SocialUP_Tools_CUSTOMER_JOURNEY_MAP_v1A.pdf
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 to invite the right target groups, select judges, promote the event and prepare criteria for the 
selection of best ideas. 

References: SIC project’s learning repository https://www.silearning.eu/tools-archive/designing-the-challenge/ 
https://www.silearning.eu/tools-archive/call-for-ideas/  

4.2.3  STAGE 3. IMPLEMENTATION 

It focuses on the question of how to put the solution into practice, how to ensure that the single 
solution creates shared value among all stakeholders and that innovations do not fail. 

Substage 3.1. Prototyping and delivering 

22. Business Model 

The business model is a visual map of the main stakeholders and the value propositions a particular 
design solution or concept offers to them. The tool is a precursor to drawing up a complete business 
plan and is useful for formulating in a more rapid and cost-efficient manner the business model 
behind the idea for the initial phases.  

References: SIC project’s learning repository https://www.silearning.eu/tools-archive/business-model/  

23. Digital Policy Model CANVAS  

This canvas guides policymakers to derive specific policies and regulatory mechanisms in an agile 
and iterative manner, by integrating both design thinking and evidence-based policymaking.  

References: the Govlab blog DPM_Canvas_d06 (weforum.org) https://blog.thegovlab.org/post/introducing-the-digital-
policy-model-canvas 

24. Resource assessment  

It is a procedure for mapping out the activities necessary to implement the solution and the 
resources that it will require. The tool helps organize resources by listing what activities will be done, 
what resources will be necessary to perform them and who is responsible for their implementation. 
The activity gives insights into what capabilities are lacking from the internal team and who can 
provide them. As a consequence, it is important to understand if the idea can be put into practice.  

References: SIMPACT project’s business toolbox http://www.simpact-project.eu/tools/toolbox_business_web.pdf p.29 

  

https://www.silearning.eu/tools-archive/designing-the-challenge/
https://www.silearning.eu/tools-archive/call-for-ideas/
https://www.silearning.eu/tools-archive/business-model/
https://blog.thegovlab.org/post/introducing-the-digital-policy-model-canvas
https://blog.thegovlab.org/post/introducing-the-digital-policy-model-canvas
http://www.simpact-project.eu/tools/toolbox_business_web.pdf
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 25. Cash flow process  

It is pivotal to manage the sustainability of the chosen solution in any given time frame. This tool 
will help give you a basic idea of your cash flow and how to manage that strategically. It’s best to do 
this activity for each period of the year to understand your liquidity at any given time and how to 
best prepare. 

References: SIMPACT project’s business toolbox http://www.simpact-project.eu/tools/toolbox_business_web.pdf p. 35 

26. Business Plan  

It is a structured description of the social and economic activities you and your organization want to 
perform. It allows articulating the problem and the plan to solve it, providing more details on the 
operational and economic foundations of how you will make it a successful business. 

References: SIC project’s learning repository Business Plan – Silearning 

Substage 3.2. Testing the solution and amplifying 

27. Service Blueprint  

The Service Blueprint is an operational tool that gives an overview of the organization’s operations: 
key activities, products, services and points of interaction with the intended audience, stakeholders 
and beneficiaries. The tool is quite useful for planning or improving a service as it demonstrates 
what is happening along the service line and who is doing what through what means. 

References: SIC project’s learning repository Service Blueprint – Silearning 

28. Experience Prototype  

It is a method for simulating and evaluating an experience or service. It allows to show and test the 
solution through active participation of the final users, who interact with mock-ups of specific 
service touchpoints. . 

References: SIC project’s learning repository Experience Prototype – Silearning 

29. Scaling Plan  

Once the project or the prototype has been implemented, it helps develop a shared vision on scaling 
up, while assessing your resources and whether your organization is ready to take the next step. 
Based on the assessment of the situation, you can decide the readiness of the project to be scaled, 
what aspects need strengthening and what aspects need more work. 

References: Nesta’s DIY Toolkit https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf pp.122-123 

 

  

http://www.simpact-project.eu/tools/toolbox_business_web.pdf
https://www.silearning.eu/tools-archive/business-plan/
https://www.silearning.eu/tools-archive/service-blueprint/
https://www.silearning.eu/tools-archive/experience-prototype/
https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf%20pp.122-123
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 4.2.4  STAGE 4. EVALUATION 

Impacts of the policy or solution are assessed, looking at goals, effectiveness, and second-order 
effects. This activity should be considered to be present throughout the whole process (ex-ante, in 
progress, and ex-post). Ex-ante with the objective of using social impact measurement as a strategic 
tool; in action to monitor progress and course-correct (if necessary); and ex-post to assess the 
process, extract lessons learned and build knowledge repositories. In addition, at the close, there is 
also a specific guide for public entities to evaluate their current practices in terms of social 
innovation. 

Substage 4.1 Evaluating and monitoring 

30. Logic model  

The Logic Model is useful for evaluating the program's effectiveness. Its purpose is to check the 
relationships between inputs, activities, outputs and outcomes, helping ensure that the planned 
activities will achieve the desired outcomes. Consequently, it is also used for strategic purposes 
when planning and implementing a solution. 

References: SIMPACT project’s business toolbox http://www.simpact-project.eu/tools/toolbox_business_web.pdf p.27 

31. Theory of change  

The Theory of Change is a tool to outline the steps needed to achieve your goal, helping you 
understand if they contribute to achieving the impact you envision and if there is another way you 
need to consider as well. It uses a participatory approach (i.e. together with stakeholders) and the 
results should consist of outcomes and pathways, indicators and a summary of the overall logic, 
highlighting the major assumptions and a presentation of how and why the initiative should work. 

References: Nesta’s DIY Toolkit https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf  p.47 

32. Social Enterprise Balanced scorecard  

It is a performance measurement tool evaluating the social impact of an organization. It gives 
organizations a mechanism to track performance holistically through both quantitative and 
qualitative information. It helps the organization identify the key drivers of achieving success from 
different perspectives by identifying what key stakeholders want from the organization and what 
processes the organization needs to put in place to deliver these things. 

References: The Open University https://www.open.edu/openlearn/money-business/sustainable-innovations-
enterprises/content-section-3.2.4   

33. Value Network Analysis  

It is a suitable tool for demonstrating and analyzing (qualitatively) the role of stakeholders in terms 
of values they exchange with other stakeholders in the social innovation network. 

References: SIMPACT project’s evaluation toolbox Social Innovation Evaluation Toolbox (simpact-project.eu) p.21 

34. Social Return on Investment (SROI)  

It is a principles-based method for measuring extra-financial value (such as environmental or social 
value not currently reflected or involved in conventional financial accounts). It can be used by any 

http://www.simpact-project.eu/tools/toolbox_business_web.pdf
https://diytoolkit.org/media/DIY-Toolkit-Full-Download-A4-Size.pdf
https://www.open.edu/openlearn/money-business/sustainable-innovations-enterprises/content-section-3.2.4
https://www.open.edu/openlearn/money-business/sustainable-innovations-enterprises/content-section-3.2.4
http://www.simpact-project.eu/tools/toolbox_evaluation_web.pdf
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 entity to evaluate the impact on stakeholders, identify ways to improve performance and enhance 
the performance of investments.  

References: Social Value UK https://socialvalueuk.org/resources/sroi-guide/  

35. Measurement impact framework  

It allows businesses and corporations to define the scope of their assessments, identify socio-
economic business indicators for impact measurement, assess their results, and set their priorities 
in the governance and management process of their companies, especially the relations and 
communication with stakeholders. It focuses on metrics considering: input, activity and output; 
outcomes and impact; and flexibility to be adapted for other purposes. This tool is usually oriented 
towards a meso (corporation), macro (society) approach to social and economic impact 
measurement. It is structured in the following four steps: 1) setting boundaries, 2) measuring direct 
and indirect impacts, 3) assessing business contribution to development, 4) prioritizing 
management response. 

References: SIMPACT project’s evaluation toolbox Social Innovation Evaluation Toolbox (simpact-project.eu) p.27 

Substage 4.2 Self-evaluation for public entities 

36. SI policy toolbox  

It was created to help policymakers at local, regional, national and EU levels, offering guidance to 
establish the necessary conditions for an eco-system conducive to stimulating, resourcing and 
sustaining social innovation. Its 24 components can be used to test the effectiveness of current 
organizational structures and governance arrangements, the quality of stakeholder relationships, 
and the alignment of administrative and fiscal procedures. Specifically, it offers 4 Enablers as a 
radical approach to public policymaking and its relationship to social innovation, including a 
framework to enable policymakers to evaluate current practices within their organizations. 

1. Public Sector Workplace Innovation. Innovative public sector organizations, with empowered 
and enterprising staff who use their knowledge and experience to engage stakeholders in 
critical thinking, root cause analysis and the identification of creative solutions. 

2. Participative Governance. Enabling disempowered communities and groups to find a voice and 
to share their knowledge and experience in service (re)design. 

3. Negotiating Shared Values and Goals. Partnerships between public agencies and other 
stakeholders with a strategic focus, and based on open dialogue, shared understanding and 
inter-organizational teamwork. 

4. Resourcing Social Innovation. Ensuring that the process of public resource allocation is fully 
aligned with the other three Enablers, focused on supporting ‘the force of the better argument’ 
as it emerges from stakeholder dialogue, including budget integration, long-term funding 
horizons and double-loop learning. 

References: SIMPACT project’s policy toolbox http://www.simpact-project.eu/tools/toolbox_policy_web.pdf 

  

https://socialvalueuk.org/resources/sroi-guide/
http://www.simpact-project.eu/tools/toolbox_evaluation_web.pdf
http://www.simpact-project.eu/tools/toolbox_policy_web.pdf
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 5 CASE STUDY COLLECTION  

5.1  Introduction to Case Study Collection 

In order to support Task 2.1 and 2.3, the task partners decided to conduct a review of existing 
structures that support the government in their role as both promoters of innovation and innovation 
lead. As already explained in the methodology (Section 2.2), two types of case studies were 
reviewed: international best practices and policy labs. The meta-analysis of the larger sample of 
international best practices helped provide an overall understanding of (1) the different forms of 
support and (2) how the organizations themselves were structured. The policy labs provided more 
specific and detailed information strictly relevant to the needs of SEED’s competence centers as 
“tools” for government to both create policies for social innovation and stimulate and empower 
ecosystems for Social Innovation development. They also shed insight on how these teams were 
institutionalized and found sustainability.  

As already mentioned (See Section 2.2), the international cases and meta-analysis were distributed 
among the task partners and consortium as an internal working document that provided the results 
of the desk research and are not included in this deliverable. The section provides a short summary 
of the cases and the features of each that were found to be relevant for the co-design of SEED’s 
Competence Centers (T2.1). The policy lab cases, which followed a Case Study methodology, have 
been included in full. The section concludes with a list of considerations that resulted from a co-
design workshop with the task partners in which the data from the case studies and the meta-
analysis were triangulated according to identified dimensions of comparison. Each recommendation 
is supported by examples coming from the cases and the meta-analysis. 

5.1.1  WRAP: Waste and Resources Action Programme 

Waste and Resources Action Programme (WRAP) is a non-profit organization founded in England in 
2000, becoming a charity in 2014. Despite being based in England, WRAP holds projects around the 
world, and is today one of the world's leading sustainability charities. As a charity, WRAP has a rich 
array of funders with whom it shares common interests.  

Even with this exponential growth, WRAP’s core purpose has remained the same: to create a world 
where resources are sourced and used sustainably, minimising resource use, diverting materials 
away from landfills and establishing a market for recycled materials. 

WRAP’s organisational model is based on teams of specialists that operate in different areas: food 
and drinks sector, plastic packaging, clothing and textiles, and collections and waste recycling, as 
well as support for the government in its environmental aims, objectives and policy making. Working 
with a holistic approach and constantly cooperating with partners and stakeholders – 
brands/manufacturers, regional and national governments, municipalities, and non-governmental 
organisations – WRAP aims to accelerate the move to a sustainable, resource-efficient economy 
through three Re-actions:  
• re-inventing the design, production and sale of products through process and product 

innovation and supply chain collaboration; 
• re-thinking the use and consumption of products through citizen campaigns; and 
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 • re-defining product use through recycling and the development of market and 
infrastructure. 

In detail, WRAP doesn’t have a strict set approach: according to the mentioned areas of interest the 
organization decides where and how to intervene in order to achieve the greatest impact. In these 
interventions, WRAP has the ability to bring together multiple stakeholders in order to converge 
their contributions and optimize their impact. 

CONSIDERATIONS COMING FROM THE CASE FOR SEED’S COMPETENCE CENTERS  

WRAP represents a fine example for SEED’s CCs. The ambitious initiative demonstrates many 
elements that could be integrated into the network of the competence centers. First of all, the 
geographic scope that pushes beyond the national territory is an interesting element that should be 
considered in the SEED project as well. Similar to how WRAP has managed to build an important 
international network – with which it has multi-national and multi-dimensional cooperation – so too 
will the national competence centers need to develop a network or networks of knowledge partners 
from across sectors. By doing so, the CCs will have the opportunity to connect the different 
ecosystems of social innovation and effectively share knowledge and best practices. 

Furthermore, it is important to highlight WRAP’s role as an inspiration for members and supporters 
to act and galvanise wider action by governments, funders, investors, and NGOs. From this point of 
view, the national competence centers could have a crucial role in inspiring the public sector, private 
sector, and SI ecosystems in general to act, leading them with their knowledge and capabilities.  

The practical and the “project-to-project” basis approach that characterize this organization is 
something from which it would be important to take a cue from. WRAP’s involvement changes from 
time to time depending on the context of the initiative, involving different experts based on project 
needs – not only in terms of topical knowledge and competence need but also knowledge of the 
local context – and never forgetting to be as practical as possible in the interventions. These are all 
crucial elements that would help competence centres be closer to societal needs and challenges. 
This kind of approach would help the competence centres avoid being perceived by citizens and 
society as distant centers of knowledge, existing for their own sake. 

5.1.2  Spacecubed & SOMA 

Spacecubed was founded by Brodie McCulloch and Tom Tolchard, and was first launched in March 
2012 in Perth, Australia. It’s a social enterprise designed to support business owners, changemakers 
and entrepreneurs in various capacities. Concretely, Spacecubed consists of a network of coworking, 
collaboration and innovation spaces and communities across Western Australia. 

Spacecubed aims to support startups through access to training programs, offering them assistance 
and physical co-designed spaces. Spacecubed’s purpose is to enable businesses to reach their full 
potential – partnering with a range of building owners, organisations and enterprises to offer space 
activation and managed services. The activities through which it pursues this purpose can be 
clustered into three main areas: 
• enterprise education and experiential learning for youth; 
• supporting regional innovation and enabling peer learning across regional communities; 
• entrepreneurship research. 
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 These three clusters are united by the general mission statement: to empower and support 100,000 
changemakers and entrepreneurs by 2025 and 1 million changemakers and entrepreneurs by 2030. 
Spacecubed also promotes skills training in its spaces through their collaboration partner, Skill of 
the Modern Age (SOMA). SOMA specializes in training programs – from group training to individual 
training, remote and in-person – to help people, communities and companies prepare for the future 
of work by upskilling and gaining competences in the innovation domains that will likely govern their 
prospected futures.  

CONSIDERATIONS COMING FROM THE CASE FOR SEED’S COMPETENCE CENTERS  

In general, the case of Spacecubed offers SEED many insights. How the organisation supports its 
private initiative could represent an essential reference for the future activities of the competence 
centers. Stimulating and improving the private initiatives of social innovation is an essential element 
to achieving the goal of mainstreaming social innovation in the different ecosystems and across 
localities (inclusive of rural areas and other places less connected with innovation hotspots). 
Bottom-up SI guarantees that local knowledge of the problem and its actors and the culture of 
reference are respected and included. These actors are the most equipped to intercept emerging 
needs and wants. The competence centres could definitely channel these initiatives, becoming a 
space – physical and virtual – where social initiatives can grow, improve themselves and learn useful 
tools, as in Spacecubed.  

In addition, Spacecubed's service design approach, if brought to and used in the Seed project, will 
ensure not only that the needs of clients and beneficiaries are met, but also that engagement and 
loyalty are built. If the centers of expertise are able to transfer this approach to actors in the social 
economy, the public sector, social startups and small businesses, they will have the tools to improve 
and grow the social innovation ecosystem. 

Each area in which Spacecubed focuses its activities (enterprise education and experiential learning 
for youth, supporting regional innovation and enabling peer learning across regional communities, 
and entrepreneurship research) offers elements that could be imported in SEED, in order to be a 
point of reference for private social innovation initiatives. Spacecubed is an excellent example of 
how to channel initiatives, stimulate them and make available to them a set of skills and knowledge 
that they would otherwise struggle to access. 

5.1.3  Innovate UK 

Innovate UK is the UK’s innovation agency. It was founded with the scope of contributing to 
economic and sustainable growth and innovation by investing in high-potential entrepreneurs and 
businesses across the United Kingdom. Innovate UK follows a thought-leadership role around 
business-led innovation, providing leadership through its expertise, creating a trustworthy partner, 
setting the direction for innovation in the United Kingdom and beyond. Its actions are led by the 
vision to create a marketplace in the United Kingdom where businesses can innovate and grow in 
order to maximise the economic and societal benefits of innovation over the long-term. This vision 
is then put into practice by the mission of Innovate UK, which is to drive sustainable economic 
growth through business-led innovation, by investing in innovation and giving innovative businesses 
of all sizes in all sectors access to the knowledge, partners, investment and markets they need. 
More practically what this agency does is help companies, through three main kinds of activity: 
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 • inspire them to make the opportunities visible; 
• involve them to bring relevant organisations and people together; and 
• invest to convene the resources needed. 

With these three main actions, Innovate UK helps companies to access expertise, build partnerships, 
and support new and innovative ideas. 

CONSIDERATIONS COMING FROM THE CASE FOR SEED’S COMPETENCE CENTERS  

Innovate UK drives productivity and economic growth by supporting businesses to develop and 
realise the potential of new ideas. They do so by leveraging their network of partners, customers 
and investors to help businesses turn novel ideas into commercially successful products and services 
and ultimately, business growth. They finance this by investing in R&D and heavily pushing for 
business and research collaboration to accelerate innovation. They support organizations and 
people from across sectors and industries. Innovate UK positions themselves as a focal point of the 
ecosystem they seek to strengthen, which is certainly something that can be replicated in SEED. This 
will allow the different competence centers to be present at multiple levels of society and the 
ecosystem and be more impactful and efficient. 

Innovate UK’s vision statement is yet another element that SEED’s CCs could be inspired by, adapted 
of course to different contexts, i.e. to create a marketplace recognised as a place for businesses to 
innovate and grow to maximise the societal benefits of innovation over the long-term. This 
statement is surely an ambition towards which the national competence centers have to strive 
toward. Finally, by being a bridge between private and public initiatives, connecting and 
strengthening initiatives, acting as a lever for change for government, and aligning bi-laterally 
innovation demands with government policy and frameworks, Innovate UK constitutes an example 
of the role that SEED’s CCs could have. 

5.1.4  LabX – Centre for Innovation in the Public Sector 

Case description 
Name of the Policy Lab: LabX – Centre for Innovation in the Public Sector 
Webpage: https://labx.gov.pt/?lang=en 
Country:  Portugal 

LabX – Centre for Innovation in the Public Sector is a government innovation lab included in 
Portugal’s Administrative Modernization Agency (AMA) and as such, works transversally across 
departments on related challenges throughout the country. AMA is the public institute that carries 
out the duties of the Minister of State Modernization and Public Administration in the areas of 
administrative modernisation and simplification and electronic administration and is the public 
institution responsible for promoting and developing administrative modernisation in Portugal. 
Created in 2017, this organisation contributes to the following: (1) the definition of strategic lines 
and general policies related to administrative simplification and the distribution of public services; 
(2) the modernisation of the provision and distribution of public services aimed at meeting the 
needs of citizens and companies; and (3) promoting central, regional and local policies in the area 
of the information society, through the management of Internet and other similar spaces 
administered by it. Finding a host institution, such as AMA, was necessary in Portugal because its 
public administration, which could be characterised as highly bureaucratic and hierarchical, is a vast 

https://labx.gov.pt/?lang=en
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 and complex reality; having an institutional weight and strategic internal allies has been pivotal to 
its growth and development.   

Organization 

In this context, LabX was launched in 2017 as a laboratory for the public sector and experimentation. 
It is a safe space to design new public services or to redesign existing ones, identifying and tackling 
obstacles while promoting the use of digital services seamlessly. The lab experiments with public 
services that focus on the needs and expectations of citizens and enterprises, basing it on the real 
needs of users and matching it with technological and economic feasibility. LabX started as a small 
team that presented an experimental project in response to the challenge launched by the Minister 
of the Presidency and Administrative Modernisation focused on innovation and transforming public 
administration working close to the government. LabX’s mission can be summarised in the team’s 
sentence: “we exist so that the public administration can stop guessing what citizens and companies 
want and provide public services that respond to their needs and expectations!”.  

LabX’s purpose is to contribute to the innovation ecosystem in the Public Administration, promoting 
the renewal of public services suitable to the real needs of citizens and companies. To achieve this 
objective, LabX’s team works to engage citizens, businesses and decision-makers (government), 
promoting a culture of idea exchange and co-creation by engaging them in the process of 
interpreting real needs and finding opportunities for the design of new services or redesign of 
existing ones. The idea is that public entities must learn about and with their stakeholders. LabX 
allows them to do so by giving citizens an important role in the design of the solutions to their 
challenges, effectively involving them in the creation of their services. 

Over the years, the initial group has gained credibility and gotten closer to public agencies and other 
Portuguese public entities. In 2021 LabX became the “Centre for Innovation in the Public Sector”: 
an act that officially institutionalized the lab within the government and allowed it to improve its 
work and access more resources for delivering value. Today LabX works under a mandate from the 
government and all public entities (at the national, regional, and local levels), with broad autonomy 
but a constant confrontation with the Secretary of State. 

LabX, in its first five years, faced several challenges and difficulties. For instance, public officials and 
entities were often reluctant and uneasy to collaborate on projects that could be transformative for 
public administration. In time and thanks to accumulated experience, LabX has been able to improve 
its services, implement projects, and adapt initiatives to the ecosystem. It implemented 25 projects 
between 2017 and 2020, involving more than 10.000 citizens and more than 2.000 civil servants. In 
the same years, LabX’s team achieved the goal of almost 4.000 followers on social networks and 
launched 77 initiatives to promote innovation. Regarding the involvement of the public sector, LabX 
has been able to work with more than 165 public entities, engage 165 partners, and work with 
several different sectors of government: from health to justice and finance. LabX’s team, for their 
second three years (2020 – 2023), have new and more ambitious objectives: the project is expected 
to continue to create awareness, empower and transform public entities to focus on the real needs 
of citizens and companies, using, a participatory approach to service design to create better services, 
more adequately suited to the real needs of the target audience. 

As said, the object of LabX’s work is to bring innovation inside the public sector. LabX’s team bases 
its initiatives on ten base principles of innovation. The principles of the public innovator result from 
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 a work of synthesis of the values of LabX into a guide. Aligned with citizens' expectations and the 
contributions of public administration, these principles are all the more relevant as LabX’s team 
translates them into actual practices to continue their mission of transforming the Public 
Administration. LabX promotes the following principles as the guide for everyone who wants to 
become a public innovator: focusing on citizens and businesses, promoting efficiency in public 
services, overcoming barriers to participation, promoting the culture of innovation, using available 
knowledge to inform decisions, working collaboratively, testing before implementing, ensure the 
materialisation of solutions, evaluate to improve, and ensuring a constant openness to the future. 
These ten principles give a general overview of the logic, the mission and the methodology of LabX.  

Processes and tools 

LabX is composed of a multi-disciplinary team of eight people: the Director, a sociologist, a service 
designer, an instructional designer, a visual designer, and a public policy expert. Working on three 
areas of intervention – innovation in public services, administrative simplification, and the 
participation of all people – LabX constitutes a safe space for experimentation in government to 
improve public services through its innovative approach and its action model called “Programa 
Transformar”. LabX’s team seeks to bring timely, appropriate, and durable changes to public entities 
and the territory with this action model. LabX works on three main areas to achieve a better public 
service, also by way of increasing the value that entities can provide to citizens and the enterprises. 

The three areas are linked but differentiated as follows:   

• In the Innovation area, LabX aims to institute a culture of continuous redesign of public 
services. Investigating problems (or, as they call them, “challenges”), co-creating ads and 
experimenting with solutions, LabX’s team helps the public administration to create 
compelling value in front of the dynamic needs of citizens and society. 

• In the Administrative simplification area, LabX works to combat bureaucracy, find new 
solutions to eliminate useless procedures, and permanently simplify necessary processes. 
LabX enables public administrations to adopt more ambitious, integrated, efficient, 
innovative, and sustainable measures through the SIMPLEX programme.  

• In the third area, Participation, the objective is to bring public administrations closer to the 
workers, civil servants, citizens, businesses, and civil society organisations. LabX does it 
through open innovation, transparency, and participation initiatives. LabX’s team thus 
enables the collective intelligence of individuals to identify the issues to be resolved, design 
the best approaches, test responses, act more quickly, and reach everyone.  

This program comprises a portfolio of 17 different initiatives, divided into these three areas but 
managed as a whole to achieve the central objective of transformation. The general purpose 
consists of several goals that LabX defined for 2023 in the Strategy for Innovation and Modernisation 
of the State and Public Administration, with an approach to innovation that is both top-down and 
bottom-up, as appropriate. The main goals – divided into the three areas – of LabX for 2023 are the 
following: 

• In the Innovation area, LabX’s team aims to: 
- support 100 Public Entities; and 
- launch four pilot projects which respond to the needs of citizens and companies. 
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 • In the Administrative Simplification area, LabX’s team aims to: 
- make sure that all entities with the highest volume of communications with citizens 

have contacts in clear and accessible language; and 
- redesign the 25 most requested administrative services according to a framework for 

designing and developing digital services. 

• In the Participation area, LabX’s team aims to:  
- achieve 100% participation of entities, across government, in initiatives that engage 

workers in management; and 
- involve 100.000 Citizens per edition of the new Participatory Budget for Portugal 

(OPP) or in new citizen participation programs. 

In its initiatives, LabX uses a methodology specific to service design, articulated in three different 
steps that guide the development of public services, and is built on three stages: research, design, 
and experimentation (as seen in the figure below). The problem is framed, analysed, and 
contextualised in the first research phase. This phase is crucial to know the chosen challenge deeply: 
LabX’s team investigates the problem and the surrounding ecosystem exploring the problem space: 
needs of change, problems, opportunities, challenges. A focus is also given in this phase on 
understanding the actors involved: users and providers. The design phase is essential for providing 
a process, methodology, and tools to engage with stakeholders and guide user-centred solutions. In 
this second phase, the involved actors co-create the challenge solutions, and LabX’s team helps 
activate collective intelligence to structure ideas. The last step – experiment, which represents the 
distinctive and original character of LabX – allows for solutions to be tested in a safe space and for 
learning to reduce risks and make improvements. LabX’s team prototypes emerged ideas during this 
phase and tests and adapts them according to new needs and feedback. LabX’s team avoids 
implementing invalid ideas through this approach: only after this testing phase will the solutions 
conceived – and confirmed in the last step – be implemented. 
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Figure 9 - LabX’s methodology is based on updated service design principle (LabX, 2019) 

This methodology allows LabX to place the citizen at the center of service development, pushing 
public administrations to think from the citizens' perspectives. LabX engages citizens, businesses, 
and decision-makers, promoting a culture of idea exchange and co-creation. LabX’s methodology 
focuses on the human element, helping to break the link between innovation and new technological 
solutions. This approach is in the middle of different innovation spaces: creation, talent, technology 
and intelligence spaces, which work to generate understanding. Placed in this position, LabX’s 
methodology takes elements from all these different approaches, creating a space where it is 
possible:  
• to embed an experimentation culture inside the public administration; 
• to put the citizen in the centre of the design of services; 
• to have a “safe place” where it is possible to take risks and make mistakes; and 
• to co-create solutions with citizens, public servants, and policymakers in a “neutral 

territory”. 
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Figure 10 - Landscape of innovation approaches (LabX, 2019) 

Specific initiatives 

Name of the Initiative: Innovators network 

Website link: https://labx.gov.pt/projetos-posts/innovators-network/?lang=en  

The Innovators Network is a community of practice within the Public Administration to promote 
collaborative work to share knowledge and experiences resulting from experimental projects and 
approaches, be they support guides, good practices, instruments or case studies that demonstrate 
promising or practical results. Public workers who want to enjoy the innovators’ network have to 
start a capacity-building process to learn LabX’s methodology. In the process, LabX’s team transfers 
knowledge and skills, progressively instilling an experimental mindset and an enduring innovation 
culture. 

After this training path, “ambassadors” enter the network, where it’s possible to share knowledge, 
experiences and good practices. In this way, LabX fulfils the dissemination of knowledge about 
innovation in the public sector. The network is aimed at all public workers enthusiastic about 
innovation and its applicability in their entities. Some of the initiatives of this project are:  
• LabXpresso: a newsletter published periodically, where LabX can present projects, case 

studies and tools. 
• OFICINA@LabX: face-to-face sessions where the participants can find challenges and 

opportunities to innovate within the public administration through learning and exchange 
of knowledge.  

• Toolkit for citizen-centric public services: LabX developed a collaborative document that 
brings together a set of tools aligned to the three phases of the LabX approach and also with 
the lessons learned from the experimental projects carried out. 

https://labx.gov.pt/projetos-posts/innovators-network/?lang=en%20
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 In other words, LabX, through the Innovator’s Network, built a space where public servants, 
independently of their institutional belonging, can challenge their other colleagues with their 
concerns, share opinions, or contribute and criticise their ideas and projects. 

Name of the Initiative: Self-Service Accelerator  

Website/ link: https://labx.gov.pt/projetos-posts/self-service-accelerator/?lang=en 

This project of LabX– the experimental fast-cycle project "Self-Service Accelerator" (3As), which 
started in February 2020 – aimed to explore the essential characteristics for a solution that would 
allow citizens to solve one of their challenges: perform digital public services (DPS) autonomously, 
enabling them to serve themselves in the future by their own means. Among other consequences 
of this problem, the underuse of the DPS potential or the option for face-to-face service for public 
services that have digital versions persists. The project aimed at a group of beneficiaries composed 
of citizens who have the necessary digital skills and use digital services in their daily lives (social 
networks, online shopping, home banking, etc.), but continue to have low levels of DPSs, opting 
instead for face-to-face assistance. The final objective was to find a solution that combined in a 
proposal the definitions of the physical component, technical equipment (hardware) and user 
experience in DPS. 

This project is an example of LabX’s approach to a societal challenge: the team started from the 
bottom with a co-creation session with citizens that aimed to generate potential ideas. In an exercise 
of open innovation, the choice of locations in (Aveiro, a small city in Portugal) allowed the team to 
embed the development of the solution in the actual context of citizens' daily practices. Aiming to 
develop the essential features for this solution incrementally, this project took place over the three 
phases of design thinking: research, co-creation through a collaborative session with citizens, and 
experimentation. Based on data available on the use of SPD in Portugal, derived both from 
information collected by LabX in its projects, as well as from statistical data made available by the 
National Statistics Institute, the first step of research allowed LabX’s team to characterise the three 
profiles that fit within the purposes targeted by the initiative: young people starting their careers, 
digital services users and active and autonomous retirees.  

The second phase focused on Citizen participation and consultation: a collaborative session was 
held to generate ideas and identify characteristics and requirements that the solution should have. 
Groups were created according to the identified profiles to respect the diversity of perspectives. 
Through collaborative exercises and group dynamics, this collective moment achieved several goals: 
requirements and guiding principles of the solution. Some examples of the requirements were the 
need to convey trust and privacy and enable the citizen to receive support when needed in 
performing the service. The second part of the process resulted in six guiding principles for the 
implementation of the solution: Integration, accessibility, pedagogical, portability, support system, 
and frugality.  

In the experimentation phase – a hallmark of LabX – the team prototyped the solution with experts 
and tested it with citizens. The objective of this phase was to validate the concept quickly and with 
controlled resources. Twenty-six citizens were distributed by the three profiles identified, and two 
workers from the Citizen Shop of Aveiro participated. This last step of experimentation took place 
over three days: the participants tested and evaluated the prototypes thanks to measuring and 
evaluation tools.  

https://labx.gov.pt/projetos-posts/self-service-accelerator/?lang=en
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 CONSIDERATIONS COMING FROM THE CASE FOR SEED’S COMPETENCE CENTERS  

LabX is a perfect example of how to become economically sustainable, while maintaining a dynamic 
and agile structure. A first element of interest-and a good practice at the governance level is 
definitely the organizational form. As mentioned before, LabX is an agency within a public sector 
organization (AMA), integrated with the public sector while being an autonomous entity. Indeed, 
the history of this entity shows how a small group of experts can gain space and credibility with a 
good strategy and by responding to the needs of beneficiaries and society, bringing innovative 
elements within a sector usually unaccustomed to innovation processes. In this sense, the constant 
attention to the real needs of citizens and public administration that LabX works with is a key 
element that SEED could involve in every national center of expertise.  

Another source of inspiration is undoubtedly the quality and customization that LabX manages to 
put into all its projects. This is possible because of the team's ability to adapt its approach to 
different contexts according to various needs. This very approach is a component that SEED could 
import into its national projects: co-design, co-participation, bottom-up initiative, experimentation 
and validation are indispensable elements in a center of expertise that claims to be truly useful for 
communities.  

Finally, creating a solid and efficient community around innovation issues is essential for 
competence centers that want to integrate social innovation effectively. The example of the 
Innovators network project is perfect in this regard: sharing knowledge and experience on social 
innovation and amplifying its dissemination in national contexts, as LabX's experience 
demonstrates, is a crucial component for achieving SEED’s goals. 

5.1.5  Public Policy Lab 

Case description 
Name of the Policy Lab: Public Policy Lab  
Webpage: http://publicpolicylab.org/ 
Country:  New York - USA 

Public Policy Lab (PPL) is a non-profit design lab based in Brooklyn, New York. PPL was launched in 
2011 as a policy and service design innovation lab for the government, with the basic idea that 
services are most effective when they work for everyone involved: from policymakers to front-line 
staff to the citizens they serve. To improve public services, PPL works closely with government 
agencies, foundations and community organisations to design policies and services for and with the 
public sector. Applying human-centered design methods at both the service delivery and 
policymaking levels, expert researchers, designers, and strategists work closely with government 
agencies to frame goals, conduct research with stakeholders, prototype new service programs, and 
plan implementation with confidence. Since its founding by David Gibson, Sylvia Harris, and Chelsea 
Mauldin, PPL has been dedicated to improving the design and delivery of public service. Its work has 
been based on the following two beliefs: services provided by government agencies are crucial tools 
for ensuring the well-being and success of individual Americans and society as a whole; methods 
and approaches from the design professions have the potential to improve the delivery of these 
public services significantly. To deliver on these beliefs, PPL tries to bring service design 
competencies to the public sector, working with it and transferring knowledge. 

http://publicpolicylab.org/
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 PPL believes that by collaborating with design professionals, government agencies can better 
understand how public services are used and experienced by the public; in turn, agency staff can 
then apply that knowledge to create, test, and refine service delivery and make low-risk 
improvements. PPL’s mission can be summarised as follows: “create better public services for all 
Americans by changing how public policy is created and implemented.” In an innovative approach 
to policy design, PPL’s team pursues strategic working partnerships with government agencies. 
Working in teams with selected agency employees, PPL can increase their capacity and effectiveness 
while also promoting buy-in within the agency, making it more likely that the project will be 
continued and scaled. When PPL designers work with agencies, the team must learn about the 
institutions themselves and how they operate on a day to day basis (for example, understanding 
procurement processes and timelines). They also must understand the complexity of the service 
delivery system by mapping all stakeholders involved and their competing requirements and needs. 
It’s crucial that designers understand the mandate given to a particular agency, and what kind of tax 
dollars are available for specific services. PPL designers must understand the culture within the 
agencies and their openness to collaboration and experimentation. All this deepening work allows 
PPL to bring the agency partner to develop new services in the best way both for agencies and 
beneficiaries. 

Organization 

PPL is a non-profit organisation, and as such, it has a board that dictates the annual budget, while 
also following the organisation’s work. Originally PPL had very few permanent staff. Then, for quite 
a few years, it had an organisational model with the following characteristics: getting people for a 
project or hiring people with a contract linked to a specific project. When PPL started receiving more 
funding and working on larger projects, this internal organisation was not sustainable anymore and 
changed. They have begun to expand permanent staff by employing new fellows. Today, the 
community of staff, fellows, and board has grown to include more than two dozen multi-disciplinary 
researchers, strategists, and designers. 

As a non-profit organisation, PPL’s cash flow is based on row project work. Money tends to arrive at 
PPL from philanthropic grants or sometimes from subsidies of whatever level of government is 
interested in that work. Sometimes it's a combination of both. So, the key to being sustainable for 
PPL is to find a tricky balance of the number of projects in which they participate: on the one hand, 
they are always looking to win projects to be sure to have an economic availability that allows 
sustainability, but on the other hand, they must be selective because they must be sure about the 
feasibility, the duration, and the kind of impact they expect. The way PPL gets on projects is a 
combination of two different processes: sometimes the public authorities propose work to them, 
while other times they make proposals to public agencies. There is a constant work of evaluating 
and scanning to see what’s coming up: opportunities, calls, proposals.  

Process and tools 

Generally, PPL partners with federal and municipal agencies to research, design, and test new public 
services. Sometimes PPL also works with philanthropies and academic institutions to develop 
human-centered strategies for social innovation. The process in which PPL projects work typically 
moves from discovery research to collaborative design to formative evaluation with a user-centered 
design perspective that defines all phases of employment. Starting with discovery, then moving to 
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 design, piloting and evaluation, PPL’s team can find solutions to beneficiaries' real needs and 
problems. PPL’s team strongly supports the idea that the entire experience – that is, every step a 
user takes – from thinking about taking action to receiving services – is an opportunity for new kinds 
of design that can optimise the overall user experience and contribute to better, more effective 
policies. When PPL collaborates with an agency to design a policy or a new service, selected agency 
employees are embedded within the Public Policy Lab’s team of designers. This collaboration allows 
PPL to transfer knowledge and the agency employees to activate collective intelligence and learn a 
new idea of policy design: focused on service design and a human-centered approach. The design 
process is articulated in three phases:  

• discover phase, in which the team conducts research to understand a service system's 
current state. They engage with service providers and users, visualise people's experiences 
and activities, and identify shared needs. In this phase, the team working on the project 
implements context-setting activities, like research scoping, fieldwork, service & journey 
mapping, synthesis of user needs, design concepting. It’s a crucial phase: the better the team 
knows the context, the more suitable the services or policies designed will be for the 
beneficiaries; 

• design phase, where PPL’s team collaborates with the public, front-line staff, and 
policymakers, collaboratively designing new policies or service offerings. They turn the 
research insights previously obtained into design objectives and then develop and test 
prototypes of new potential programs and tools. At this phase, they also define a theory of 
change to guide subsequent evaluation. The co-design activities that the team deploys are 
theory of change creation, co-design and prototyping, design refinement, pilot program 
planning, outcome metrics definition; and 

• in the evaluation phase, the last one, before scaling up, the team pilots new service offerings 
to ensure their efficacy. Small-scale real-world implementation allows PPL’s team to debug 
program activities so that new programs can be scaled-up with confidence that any design, 
technological, regulatory, and human resource requirements have been addressed. The 
implementation activities deployed in this last phase are feasibility review, real-world 
testing, evaluation, up-scaling, implementation planning.  

PPL typically works on projects that address economic development, education, health, housing, 
justice, vulnerable demographic groups, transport, and veterans. Some examples of their project 
portfolio can be seen in the following:  

• economic development: in partnership with NYC BID Association, NYC Department of Small 
Business Services and NYC Mayor's Office for People with Disabilities, PPL found a solution 
to the following challenge: ”How can the NYC Department of Transportation better engage 
local businesses in their planning processes?”; and 

• Vulnerable demographic groups: in partnership with NYC’s Administration for Children's 
Services, PPL found a solution to the following challenge: ”How can the providers of 
children's services meaningfully contribute to regulatory changes?”. 
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 Specific initiative 

Name of the Initiative: Designing for and with veterans  

Website/ link: http://publicpolicylab.org/projects/veterans-experience/ 

The US Department of Veterans Affairs (VA) is an agency that offers a wide range of benefits for 
American veterans. Still, veterans are not always clear on what benefits they’re entitled to. This 
problem has been exacerbated by the time that may elapse between military separation and when 
veterans first seek to use VA benefits. The challenge from which PPL’s team started to work on this 
project has been: “How can we help veterans navigate the complex landscape of Veterans Affairs 
(VA) benefits?”. PPL’s team explored new ways to orient both recently separated and long-time 
veterans to VA benefits and services.  

Understanding the context through research was key towards addressing the challenge successfully. 
As a first step, PPL’s team spent 18 months on a journey to study and understand veterans’ needs 
and their families and the requirements of VA employees who deliver those services every day. The 
research team curated a research sample of over 150 Veterans from around the country and 
conducted a new round of in-depth ethnographic interviews with 39 participants. Out of the field 
research, the team developed a collection of Veterans’ experience tools as a first step towards 
creating or enhancing new products or services to benefit Veterans. An example of these tools are 
the “journey tools”: three tools to better define and explore the journey of veterans. They consist 
of a comprehensive research report, a map of a Veteran’s life journey, and a ‘deep dive’ journey 
map for specific aspects of the Veteran’s experience. Thanks to these tools, PPL’s team has been 
able to lay a foundation on which to build a shared and deep understanding of Veterans’ experiences 
and a starting point for designing or refining products and services. After this long exploration phase, 
PPL’s team started the second phase of the process: designing with VA staff. They used a human-
centred design methodology, folding both Veteran and VA employee voices into creating new 
products, processes, and services to solve VA employee needs.  

It’s possible to divide the process of co-design into weeks. PPL’s designers conducted qualitative 
field research to generate insights in the first week. In the second and third weeks, they designed 
low-fidelity “testable” solution prototypes with VA stakeholders and Veterans. In the last two 
weeks, the fourth and the fifth, PPL’s team tested prototypes in the field, integrated findings into 
new prototype iterations, and handed the prototypes off to VA stakeholders. Thanks to this process, 
PPL’s team introduced a new capability and supported a mindset shift in VA stakeholders interested 
in designing relevant products and services for Veterans and VA employees. In addition, they 
created a collaboration between the design team and VA stakeholders, ultimately responsible for 
the work.  

The team ran three rapid-cycle design sprints that resulted in three methods: Hire Right, Hire Fast – 
A modification of the VA’s current hiring processes that enables faster onboarding of Medical 
Support Assistants –, VA Feedback Tool – a tool that allows a real-time and direct communication 
path to address both Veteran and employee needs – and Human Resources – a simplification of the 
VA HR’s organisational processes and practices. The same co-design approach has been used to 
solve Veterans’ needs: PPL’s team identified opportunities to complement existing efforts and 
address gaps in the current onboarding experience. The resulting welcome materials and checklists 
are now available to millions of veterans: a VA Welcome Kit distributed nationwide in hard copy and 

http://publicpolicylab.org/projects/veterans-experience/
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 online. To help veterans answer the question, “What can the VA do for me?”, PPL designed and 
tested components, including a welcome letter and other communication materials that give 
veterans a broad overview of when and how the VA might be helpful in their lives. To help veterans 
answer the question, “How can I get help for specific needs?”, PPL created tools to guide veterans 
in taking immediate steps to access particular services. What is important to highlight is that all 
these solutions have been designed starting with the beneficiaries, co-designed with beneficiaries, 
and tested on the beneficiaries, and then scaled up. 

CONSIDERATIONS COMING FROM THE CASE FOR SEED’S COMPETENCE CENTERS  

PPL is a good best practice for SEED’s CC on how to achieve economic sustainability and the relative 
balance needed to achieve it. The entity's non-profit identity demonstrates the possibility of being 
independent and sustainable, finding the right balance between the number and the quality of the 
projects pursued. As in the previous example of LabX, the organizational form could give to SEED 
some interesting elements to integrate – adapting them in the different contexts – to the national 
CCs. The agility and the multi-disciplinarity of the team are surely something that consortium 
members can potentially put in their CCs. The organizational story shows how a flexible and agile 
structure can adapt services to different needs and demands: PPL started as an interdisciplinary 
team able to change and adapt itself according to different projects. This agile multi-disciplinarity is 
a key success factor for centers of expertise that want to be innovative and lead each social 
innovation ecosystem – with its specific characteristics – to the full development of its potential. 

Looking at processes and tools, the element that the SEED project can observe with interest is the 
development of human-centered strategies for social innovation in contexts that are not 
accustomed to it: managing to bring methods and strategies typical of service design into the public 
sector is for sure an innovative element and source of inspiration. 

5.2  Considerations for Structuring SEED Competence Centers 

The following list of considerations, resulting from a co-design workshop within the task (See Section 
2.2), is meant to support the co-design of the national competence centers being developed in T2.1. 
It has been divided into broad categories with specific considerations that emerged from the review 
that are in turn supported and exemplified by the case studies presented above and cases from the 
meta-analysis. 

5.2.1  Main Goals 

CONSIDERATION 1: CCs should create a favourable institutional environment and ecosystem for 
social innovation development, supporting actors and valuing diversity in collaboration across fields, 
disciplines and genders, as well as geographic levels (national, regional, municipal, small (rural) 
communities, etc.). 

One of the main goals for SEED’s CCs should be to improve collaborative platforms to engage 
different actors. The importance of enabling conditions in SI development has been widely discussed 
in literature (Borzaga et al., 2020; Deserti & Rizzo, 2020; Komatsu Cipriani et al., 2020; Terstriep et 
al., 2015) and is the key objective of the SEED project. Given the context-dependent nature of social 
innovations, providing the conditions for development and growth is a high priority. This can be 
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 seen by supporting: networks of social innovation actors (innovators, intermediary systems, 
industry partners, investors, public agencies, researchers, etc.) – that can be organized by challenge 
–, ensuring that social innovators have access to markets and financial tools, providing legal 
recognition and support, funding research and development efforts in social innovation, supporting 
the intermediary system of support, among others. 

Open innovation principles (Chesbrough, 2003) can also support the development of these 
conditions and as such represents an effective strategy for SEED’s CCs. The principle at the basis of 
these actions is the quadruple helix. The Quadruple Helix is a model that considers civil society as 
an active member of innovation along with Universities, Policy makers and the Private sector. The 
diversity and different backgrounds of each participant helps to ensure that different forms of 
knowledge are represented in a shared model of SI. The process starts by collecting ideas from each 
participant with the objective of creating complex policies that drive inclusive futures of different 
communities, from cities to rural areas. This requires deep collaboration from multiple actors in 
diverse contexts. Most open innovation projects center around a specific challenge, through which 
the different actors interact while trying to find the best solution.  

The grand societal challenges facing governments today are wicked in nature and nested in complex 
socio-technical systems, demanding more intense and open collaboration between actors to create 
systemic change. Each actor – even of a single service – brings a different perspective, experience 
and knowledge of the problem (Weber & Khademian, 2008). Fostering exchange and mutual 
collaboration is a big aspect of solving these challenges, making social innovation an important lever 
of change. Given the context-dependency of social innovation, offering specific activities that target 
context adaptation and sustainability, while also engaging partners with a multi-level and 
collaborative approach, would improve the effectiveness of SEED’s CCs. The interventions need not 
limit themselves to on-site training, but could also take the form of remote or off-site activities 
where it is most needed according to local conditions. 

Case Study Example: 

WRAP actively works to create and maintain a network of actors, resources and expertise around 
the challenge of tackling the causes of the climate crisis. They provide technical advice to 
government and other actors in these domains, leveraging a close network of experts and research 
work. Their activities are not only focused on engaging government, industry actors and academia 
but also in involving citizens in change campaigns. By maintaining a network of experts to be 
deployed according to need and expertise, support can also be tailored to specific local needs and 
resources.  

Spacecubed seeks to create a network of innovation pockets throughout the region of Western 
Australia through the creation of co-working, collaboration and innovation spaces and communities. 
It does this by offering a one-stop shop platform for space owners to manage their innovation space 
and offering a network of collaboration partners with additional services (e.g. SOMA’s training 
offer).  

Innovate UK builds and maintains a network of partners to boost business-led innovation across the 
country. As the innovation agency of the UK, they are responsible for nourishing an agile and 
inclusive ecosystem to help companies grow. They work through three strands of activity: inspire, 
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 involve, and invest; all of which share the need for combining and connecting actors and resources 
around opportunities for growth. 

 

Other examples and resources:  

SOCIAL INNOVATION JAPAN: Social Innovation Japan is an international organization of social 
impact and sustainability specialists, focused on co-creating solutions and building a new era of 
sustainable and equitable development. They work on building a diverse community of 
changemakers, facilitating collaborations, starting and supporting new innovations, and working 
with companies and organisations to help them do better. 

SEOUL METROPOLITAN GOVERNMENT: Through the public organization of Seoul Metropolitan 
Government, Seoul intends to diffuse social innovation in order to turn Seoul into a world-class 
socially innovative capital. 

SOCIAL CITY WIEN10: The initiative focuses on transferring knowledge and experience between the 
advisory board members of Social City Vienna. Together, they actively share ideas about relevant 
socio-political and social issues in order to boost social innovation by fostering dialogue between 
the actors of the city’s ecosystem and accelerating serendipity. The constant dialogue is meant to 
break barriers, facilitate innovation and develop specific solutions. Social City Vienna aims to provide 
the space for new partnerships between the public, the private and the third sector. 

MIT D-LAB INNOVATION ECOSYSTEMS: The lab produces research on innovation ecosystems. They 
also work on projects that map local innovation ecosystems and strengthen them by sharing 
effective strategies for developing local innovation ecosystems across diverse contexts. 

 

CONSIDERATION 2: CCs should provide technical support to governments and other actors of the SI 
ecosystem at different levels to design and implement SI policies. 

By nature, SEED’s CCs should be hubs for knowledge resources in the form of research, subject 
matter expertise and learning/training material. These resources will likely come from a network of 
partners representing the Quadruple Helix that contribute to the operational sustainability of the 
centers. SEED’s CCs should leverage this network to provide government with technical support, 
which can occur through different methodologies from traditional policy consultations to more 
collaborative processes that engage different audiences, perspectives and voices – including future 
scenarios – in the policy design process.  

One methodological approach that many policy labs across Europe are adopting is co-design 
(McGann et al., 2018; Toñurist et al., 2017) as a means to implement a democratic process that puts 
people at the center of policies and their implementation (Bason, 2014). In this participatory 
approach, different system actors are engaged in the design process, inviting and recognizing 
different forms of knowledge – including the lived experience of the beneficiaries of the policies. By 
adopting this approach, SEED’s CCs could provide technical support that leverages different 
resources spanning the policy universe and facilitate co-designed, shared policies. By engaging 
actors in its design, the implementation process is also more likely to deliver value across localities 
(Mintrom & Luetjens, 2016). This approach is perfectly in line with SEED’s Social Innovation Policy 
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 Development Framework, which was designed to strengthen policy constellations and the 
development of Social Innovation policies through a participatory, collaborative and human-
centered approach. The participatory process that the framework enables would also, over time, 
strengthen the innovation capacity of government actors, and the ecosystem at large. 

Case Study Example:   

Public Policy Lab NY works closely with government agencies, foundations, and community 
organisations to design policies and services for and with the public sector to improve public 
services. Applying human-centered design methods at both the service delivery and policymaking 
levels, expert researchers, designers, and strategists work closely with government agencies to 
frame goals, conduct research with stakeholders, prototype new service programs, and plan 
implementation with confidence. 

Innovate UK provides technical expertise to government by leveraging the resources of its network 
of partners. As UK’s innovation agency, it focuses on creating an agile ecosystem for business growth 
by working with its network to create a system of financial and non-financial support.  

Other examples and resources: 

MESHPOINTS supports regional champions who drive innovation activity, economic growth and 
social benefits to local communities. Through practical approaches to regional innovation and 
economic development, Meshpoints customizes its strategies for each Australian region. 
Meshpoints is focusing on operational support for governments, industry and communities to boost 
innovation in the regions, including but not limited to the following: (1) conducting ecosystem 
mapping and evaluation projects to identify priority actions for growing innovation ecosystems; (2) 
assisting with project development and funding applications using specifically-developed 
operational and financial models; (3) providing operational implementation support including 
mentoring, training, group learning modules; and (4) providing template policies, procedures, 
program designs to support delivery of community, space and learning services. 

 

CONSIDERATION 3: CCs should help governments prototype and pilot policies by leveraging its 
network of resources and expertise. 

Prototyping is a key element of the design process, allowing for fast feedback and iteration on 
service or product concepts (Brown & Wyatt, 2010). By adding tangibility to the abstract nature of 
the concepts, prototypes bring to the surface implementation details that typically emerge later, 
allowing for them to be accounted for in the pre-design. Beyond testing for effectiveness and 
usability, the prototyping process also helps build a foundation for implementation by engaging key 
stakeholders, effectively acting as a boundary object (Star & Griesemer, 1989) around which 
different constellations of actors can be united. As described in Section 3.1, prototyping is a part of 
the SI process and a key method of implementation.  

The quick and iterative nature of prototyping brings with it, as do all tools that are imported into 
new contexts (Kimbell, 2015), a culture or a way of doing things that requires a tolerance for failure 
and a mentality that sees problems as opportunities. The decision to act first and learn-by-doing 
often pushes against the tried and tested culture of government and its administrations who rely 



D2.1 SI Implementation Methodologies Pool  

 

 

53 

 

 

 

 on more bureaucratic processes that are risk-averse. Given the large benefits that prototyping can 
provide policymakers and government overall, SEED’s CCs should draw on its rich and varied 
network of resources and experts (e.g. academia, public sector, private sector, third sector, etc.) to 
actively support governments in prototyping policies for Social Innovation. CCs could do this in two 
ways: (1) testing the ways policies will be implemented across localities and its effects on society 
and the environment, promoting its scaling up and enhancing its social impact; and (2) helping 
governments search for and visualize already existing initiatives in order to give them more visibility 
and prepare a common ground for future policies or proposals. In the latter proposal, existing social 
innovations are viewed as prototypes and analyzed for the sake of designing new framework policies 
for SI.  

Case Study Example:  

LABX contributes to the innovation ecosystem in Portugal’s Public Administration, promoting the 
renewal of public services suitable to the real needs of citizens and companies. With the program, 
“Programa Transformar”, LabX’s team can bring timely, appropriate, and durable changes to public 
entities and the territory. Working on three areas of intervention – innovation in public services, 
administrative simplification, and the participation of all people – LabX constitutes important 
support to the government and to the public sector in order to transfer to them the typical SI 
approach and vision. It has worked with government to prototype different services, for example 
and of note, its work on a Death and Bereavement Desk that engaged, from a life-events approach, 
five different public agencies on a desk that streamlined all the services and departments that a 
citizen would need on the occasion of a loss of a family member. 

Innovate UK has a strong business focus and aims to drive growth by working with companies to de-
risk, enable and support innovation. It connects businesses to the partners, customers and investors 
that can help them turn ideas into commercially successful products and services.  

Other examples and resources:  

MIT D-LAB researches in collaboration with global partners, technology developments, and 
community initiatives —all of which emphasize experiential learning, real-world projects, 
community-led development, and scalability. 

 

CONSIDERATION 4: CCs could work in a network to achieve a specific thematic goal (urban, rural, 
inclusive SI) or challenge. CCs should also promote SI as a solution for unmet needs in communities. 

A specific thematic goal is a powerful way to build up collaboration and common understanding 
among very different stakeholders and communities (public/private, urban/rural, 
national/international). SEED’s CCs, by coalescing around a specific topic, could facilitate networking 
and connection between public authorities, including ESF Managing Authorities, and social 
innovation communities. These connections and linkages will enable the creation of communities 
of practice (Lave & Wenger, 1991) that aggregate stakeholders, ideas and competences to jointly 
develop, assess and optimize social innovation approaches, methods and tools. 

On the other hand, challenge-based social innovation could be quite effective as a means of 
mobilizing resources and actors across sectors around a specific challenge or in support of missions. 
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 CCs can effectively promote social innovation as a lever of change in wider mission-oriented 
innovation (Mazzucato, 2018) strategies and harness their networks in support of identified 
portfolios of action. By leveraging a network of social innovations, CCs can also bring in regional and 
local competencies and knowledge given the high level of embeddedness of social innovations in 
their contexts. This, in turn, could help translate mission level directives into the local context and 
engage actors in the change process by speaking to individual needs rather than belief. SI offers 
itself in this context as an important approach to innovation, basing itself on higher values such as 
cooperation, co-responsibility, a holistic approach to problems and legitimizing every person's 
fundamental needs. As such, every CC should be sure to follow these fundamental and inclusive 
principles regardless of the selected topic. 

Case Study Example: 

WRAP, as already mentioned in Consideration 1, provides a good example of a challenge-based 
network, engaging its network and actors on the challenge of the climate crisis and directing their 
efforts on specific actions that change way things are produced, consumed and disposed of. While 
less mission based, Innovate UK, also, engages actors and resources around a common agenda: to 
promote business-led innovation for economic growth. LabX, also, focuses its actions and activities 
on transforming the public sector, guided by its operational base in the modernization agency of 
the government.  

Other examples and resources: 

Industrial Biotechnology Innovation Center is a networking and support organisation that assists 
companies in their innovation journey across the bio-economy, by connecting industry, academia 
and government to bring biotechnology processes and products to the global market. IBiolC 
provides an exemplary model for SEED’s CCs on how to provide ecosystem support around an 
identified challenge, specifically for them the transition to industrial biotechnology. It does so by 
providing training, technical expertise and coaching, network support, scaling up, talent 
development, and funding provision.  

SOCIAL INNOVATION JAPAN could inspire SEED’s CCs to partner with other actors in the Social 
Innovation ecosystem to solve specific challenges. In 2020, Social Innovation Japan joined forces 
with the company, LIXIL Global, to tackle single-use plastic through the ‘LIXIL Community Day 
mymizu Challenge’. The initiative engaged over 2,600 employees across the company’s global 
workforce, forming teams in a friendly competition to see who could save the most plastic bottles 
during a month-long campaign. At the end of the competition, the company was able to save 34,000 
bottles – the equivalent of the height of two Mount Fujis of PET bottles – in a fun, engaging and 
meaningful way. The initiative is reported to have contributed to team-building and more 
importantly to behavior changes in the long-term. 

5.2.2  Activities 

Training: 

CONSIDERATION 5: CCs could integrate hybrid forms of diverse training activities (e.g. frontal 
lessons, hackathons, jams, gaming, etc.). 
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 In order to build the capacity of key stakeholders (notably ESF Managing Authorities, but also public 
institutions, funders, intermediaries, practitioners, citizens) and raise awareness around social 
innovation, CCs should facilitate mutual learning, participatory activities, peer-learning initiatives, 
collaborative learning, learning-by-doing as well as promoting the dissemination of inspirational 
practices and approaches. These activities should be offered in multiple formats (e.g. frontal lessons, 
hackathons, jams, gaming, etc.) to accommodate for the needs and preferences of each actor. This 
works towards ensuring that every stakeholder involved can understand the importance of Social 
Innovation according to their interest, need and engagement preference. 

Case Study Example: 

SOMA, a collaboration partner of Spacecubed, offers a wide variety of training programs in different 
formats. The training is mainly design-based and geared towards increasing an organization’s 
innovation capability and its ability to be future-fit through a combination of scenario planning and 
upskilling. By way of a 4-stage process, they design a bespoke learning program for organizations 
that includes: (1) defining the innovation ambition; (2) identifying innovation domains using future 
scenarios; (3) empowering innovation champions to strengthen the organization’s context of 
innovation; and (4) developing a learning lab with specific programs to build organizational learning 
around the identified innovation domains. It also offers a series of innovation and design 
bootcamps, as well as more targeted facilitation and consultation services.  

Other examples and resources: 

MIT D-LAB’s mission is pursued through interdisciplinary courses, research in collaboration with 
global partners, technology development, and community initiatives —all of which emphasize 
experiential learning, real-world projects, community-led development, and scalability. Some 
specific examples include the following: (1) training, mentoring and financial support of social 
entrepreneurs throught heir D-Lab Scale-Ups Fellowship; (2) creative capacity building through 
missions-oriented innovation methodology that is implemented in three main approaches: Village-
level Training; Community Innovation Centers; and the International Development Design Summit; 
(3) a physical workshop to develop technologies for the developing world; and (4) the 
Entrepreneurship and Innovation Minor that trains students to be leaders in the innovation 
economy equipped with the knowledge and skills to develop, scale and deliver breakthrough 
solutions to real-world problems. 

Consulting: 

CONSIDERATION 6: CCs should leverage research coming from academia, different industries and 
think tanks to support public authorities in developing policies and strategic objectives for SI 
programming. Likewise, CCs should disseminate and promote knowledge and research to support SI 
growth.  

The consortium goal is to transfer know-how, tools and competencies for the development of social 
innovation both to organizations and entities within member states with a less deepened and 
comprehensive experience on the topic; and to other rising competence centers in countries with a 
less developed social innovation ecosystem. An important aspect of achieving this goal is to stay 
abreast of research coming from different actors and promoting it within the CC’s network, ideally 
implementing it in its learning programs and methods. This could also entail translating information 
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 into the local language and contextualizing the insights and lessons learned. Furthermore, CCs 
should provide thought leadership on Social Innovation in the local context and spread awareness 
of its value, application, challenges and opportunities through different media (e.g. blogposts, 
videos, podcasts, etc.) to reach different audiences. As mentioned in Consideration 4, CCs could 
build and nourish communities of practice, fostering knowledge transfer and learning through the 
network. Raising the awareness of SI and its practices strengthens the ecosystem, contributing to 
breaking down barriers and easing the reception of new innovations by the ecosystem of actors. 

Case Study Example: 

WRAP strongly emphasizes the importance of research in its activities, particularly in driving the 
technical expertise it provides government. The organization leverages both research that it 
conducts itself as well as products coming from other sources (academia, think tanks, research 
centers, etc.).  

Other examples: 

CATAPULT CENTRES are a network of centers aiming to help tackle the biggest challenges that 
society and industries face today by engaging the Quadruple Helix. 

THE CENTRE FOR SOCIAL IMPACT AUSTRALIA is a collaboration of four universities: UNSW Sydney, 
Swinburne University of Technology, The University of Western Australia and Flinders University. 
They concentrate on delivering transformational research and education together with their 
partners that is centered on people, communities and organizations, with the aim of helping the 
latter grow their capabilities. 

THE CENTRE FOR SOCIAL INNOVATION ZSI AUSTRIA conducts research and application projects on 
the social embedding and impact of all forms of innovation and contributes to the design and 
diffusion of socially accepted and sustainable innovations that meet global challenges. Through 
innovative research, education, advisory services and coordination of networks, the center creates 
new knowledge, reflects and configures existing knowledge, evaluates measures, develops concepts 
and brings forward their implementation. 

KNOWLEDGE TRANSFER NETWORK UK (KTN), funded by Innovate UK, contributes to eco-
innovation in the UK. Innovate UK and KTN believe that innovation is more successful when 
leveraged by collaboration. KTN operates on a large network, has deep sector expertise, and offers 
networking services between people and organisations to help accelerate new ideas and solve 
technology problems. KTN identifies where the knowledge is in the UK economy and links it between 
complementary actors such as academics, businesses and manufacturers in order for the most 
innovative ideas to emerge and materialize. 

Measuring and Impact Evaluation: 

CONSIDERATION 7: CCs should engage all actors in continuous evaluation and assessment in their 
action to ensure outcome efficacy and overall impact. 

Measuring social impact is an important activity, not only as an ex-post measure to evaluate if the 
innovative solution’s theory of change is being achieved, but also as an ex-ante (and in itinere), 
strategic tool by which to design and re-design the solution. This approach shares with studies on 
futures and foresight a perspective that seeks to continuously calibrate and adapt (if not anticipate 
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 (Tõnurist & Hanson, 2020)) current action based on a desired future result, in which scenarios are 
built and actions are determined through backcasting (Kok et al., 2011).  

SEED’s CCs should encourage social innovators to continually evaluate the results of their actions. 
The SI process is rarely linear, but rather is often a continuous adaptation to demands, needs, 
attempts and failures (Terstriep et al., 2015). Monitoring changes in progress are essential for 
success in SI. CCs can help policy makers and social innovators identify metrics for impact 
measurement, assess their results, and set priorities. In this way policy makers can create the 
necessary conditions for an ecosystem conducive to stimulating, resourcing and sustaining social 
innovation. These metrics can help evaluate current practices: the effectiveness of organizational 
structures and governance arrangements, the quality of stakeholder relationships, the number of 
beneficiaries reached, the alignment of administrative and fiscal procedures, etc..  

Case Study Example:  

WRAP offers its own calculator but also links to other resources which predict and monitor the 
impact of waste prevention activities. Some of the tools provide a predictive input on the potential 
impact of an activity while others are retrospective evaluating past activities.  

5.2.3  Organizational structure 

CONSIDERATION 8: CCs should engage different networks of professionals and expertise to include 
in their activities in their preferred engagement style (virtual and physical). 

The CCs should actively work with each key stakeholder within and beyond their national 
ecosystems to create a more harmonized and coordinated framework and agenda for social 
innovation in each country. Furthermore, CCs should nurture a network of experts and knowledge 
providers to engage in different activities. This will not only help them reach different geographic 
areas but also put them in a position to satisfy the innovation demands of the population while 
meeting organizational feasibility requirements. Given the imperative to include different voices 
and forms of knowledge in the social innovation process, different engagement styles should be 
provided at different stages of the process as much as possible to allow for wider audiences and 
input.  

Case Study Example:  

Public Policy Lab NY is an example of how CCs can integrate a network of practitioners and experts. 
At its start, the lab originally had only a few permanent staff which they called on a project-to-
project basis. In time, as both their need and budget increased, the lab began to expand the 
permanent staff by employing new fellows. Today, the community of staff, fellows, and the board 
has grown to include more than two dozen multi-disciplinary researchers, strategists, and designers. 
Thanks to this, PPL can offer a plethora of very diverse professionals, who by bringing together 
different skills manage to give a comprehensive and complete service. 

WRAP, Innovate UK and KTN are other good examples of this practice (See Considerations 1, 2 and 
6). 
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 CONSIDERATION 9: CCs can structure themselves with a Steering Committee and Leadership team 
to ensure shared direction and operational success. 

In designing the organizational structure, CCs should focus on the creation of a Steering Committee, 
composed by as many different actors as possible. Ideally, the core should be representative of the 
different actors of the local ecosystem in order to bring in to the decision making process the 
different backgrounds, know-how and perspectives that make up local context. This is equally 
important during the development process of new policies. Similar to the discussion in the previous 
Consideration (8), having a wide array of different knowledge experts (formal and lay), practitioners, 
and policymakers increases the value of the CCs by equipping them with the knowledge, 
perspective, competence and institutional power necessary to face local challenges and stay aligned 
with national, strategic directives. For this reason, it is important for the Committee to be truly 
representative of the territory of reference, acting as a model of the different actors who should be 
involved in the whole SI process. The Steering Committee should provide the overall direction of 
the CC and meet regularly and be consulted with on strategic decisions. CCs should also have a 
smaller, operational team to manage the day-to-day activities of running the center.  

Case Study Example: 

WRAP is a charity in the UK with a Steering Committee and smaller leadership team that manages 
the organization operationally. Innovate UK and Spacecubed also operate on a similar model. 

5.2.4  Financing model  

CONSIDERATION 10: CCs should support themselves financially through mixed means (government 
and private support). CCs can also promote more agile forms of investment to support social 
innovation. 

The wise use of different means of financing is key to success for every CC. It is also representative 
of the commitment of key stakeholders and managing authorities in the project. Government 
support can be a strong message, but it is crucial to see private sector support too. The combination 
of these two efforts can create the perfect mix not only in terms of symbolic support but more 
notably in terms of practical, financial support: government support is often burdensome but more 
reliable through time, while private support is more agile but can be less predictable in the long-
term.  

Likewise, CCs could help raise awareness on the importance of mixing stable and agile forms of 
investment, which is a key factor for the success of financing SI initiatives. CCs could boost private 
sector involvement for more agile and modern financial tools. They should also support government 
in implementing more innovative partnerships and procurement policies between the different 
actors in support of SI (e.g. pre-commercial procurement).  

There are also other forms of financing Social Innovation that do not rely on any one sector. The 
most well-known and widespread is crowdfunding. This tool allows innovators to collect funds from 
different participants and actors, while engaging them in the project, promoting the SI on different 
public platforms, and enlarging its communication channels. Another financing method that is 
gaining popularity is the use of blockchain to collect participants' funds and allow them to trace their 
economical commitment and feel more involved in the process. These new financing methods are 
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 based on the Impact Finance model, which considers not only the financial return of every 
investment, but also the consequences of their investment on society and the environment. CCs 
should include social impact investment circles in their network to support their activities and 
members’ initiatives. Lastly, through the CCs’ participatory approach, they can build awareness in 
all actors of the value of SI for society and its future, and in doing so, potentially increase the 
financial pathways that benefit the SI ecosystem.  

 

Case Study Example: 

Public Policy Lab NY is a good example of a financing model, as they are economically sustainable 
and independent. As a classic not-for-profit organization, the cash flow is based on project work. 
Money tends to arrive at PPL from philanthropic grants or sometimes from subsidies from whatever 
level of government is interested in their work. Sometimes it's a combination of both. So, the key to 
being sustainable for them is to find a balance in the number of projects they can participate in: on 
the one hand, they are always looking to win projects to ensure economic sustainability, while on 
the other hand, they must be selective to ensure the feasibility, duration, and impact they desire. 
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 ANNEX 1: TOOL COLLECTION 
Index 
A) Investigation 
Problem definition 

1. Problem Definition and priorities 
2. Challenge framework 
3. Causes Diagram 

Agenda setting and mapping 
4. Stakeholder Map 
5. People and Connection Map 
6. Ethnographic interview 
7. Policy context 

Exploration and envision the opportunity space 
8. Observation of the context 
9. Socio-economic Assessment Toolbox 
10. PESTEL analysis 
11. SWOT analysis 

B) Ideation 
Brainstorming and generating ideas 

12. Creative Workshop 
13. KJ Ideation 
14. Idea days and policy jams 
Idea selection and solution building 
15. Idea Selection 
16. Idea Card 
17. Value proposition Canvas 
18. Stakeholder visualization 
19. Personas 
20. User Journey 
21. Designing and delivering a social innovation competition 

C) Implementation 
Prototyping and developing 

22. Business Model 
23. Digital Policy Model Canvas 
24. Resource assessment 
25. Cash flow process 
26. Business Plan 

Testing solution and amplifying 
27. Service Blueprint 
28. Experience Prototype 
29. Scaling Plan 

D) Evaluation 
Evaluating and monitoring 

30. Logic model 
31. Theory of change 
32. Social Enterprise Balanced scorecard 
33. Value Network Analysis 
34. Social Return on Investment (SROI) 
35. Measurement impact framework 

Self-evaluation for public entities 
36. SI policy toolbox 
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 Stage: Investigation – Substage: Problem definition 

 

Tool 1. Problem Definitions and priorities  
🡪 go to SEED tools  

 

References: Julier & Kimbell’s The Social Design Method’s Menu, SIC project’s learning repository, 
Nesta’s DIY Toolkit 

 

What is it for? 

Identifying and defining the social problem to be addressed and its characteristics is a preliminary 
step for creating an effective and efficient solution. All end users are recommended to use it in order 
to understand specific issues and policy priorities to be solved. This tool allows policy makers and 
social actors to understand the factors shaping the challenge and reframe the problem in a more 
specific and direct manner. 

 

How to use it? 

The tool can be completed individually or in groups. However, completing the task in groups is 
preferable as the objective of the exercise is to approach the problem from different points of view. 
Including a variety of stakeholders in the process might be helpful. The worksheet is intended to be 
filled out from left to right. 

 

 

 

 

 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Problem-definition-and-priorities.pdf
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 Tool 1. Problem Definitions and priorities  
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 Stage: Investigation – Substage: Problem definition 

 

Tool 2. Challenge framework  

References: SocialUP project’s DT Field Guide   

What is it for? 

Framing the challenge is a descriptive way to identify the design challenge or problem that the social 
innovators or public authorities are working on. It allows showing a system view of the problem and 
their interrelationships. This is useful to contextualize the problem so as to re-frame it in a more 
specific and direct manner. The outcome is a challenge statement that will be used as the initial 
focus of the project. 

How to use it? 

1. Using the 5W technique to brainstorm for the team to collectively help compose the 
challenge statement. 

● WHO – identify the stakeholder at the centre of your design challenge and who is the 
person perceiving the problem (usually identified by the Stakeholder Map – most 
often the User). Make sure everyone on the team agrees and is clear about who this 
group or person is. 

● WHAT – draft a description of the key challenge that the stakeholder faces. Be short 
and sweet. Frame this challenge from the perspective of the stakeholder at the 
centre of the design challenge 

● WHERE – write down where the experience journey the stakeholder suffers this 
challenge 

● WHEN – write down when in the experience journey the stakeholder suffers this 
challenge 

● WHY – capture why it matters for the stakeholder – how does solve it benefit them 
and the organisation? 

2. List the most important attributes of the proposed innovation from the perspective of the 
key stakeholder/user 

3. Bring all of the above pieces together within a Challenge Statement that consists of one or 
two sentences 
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 Stage: Investigation – Substage: Problem definition 

 

Tool 3. Causes Diagram 
🡪 go to SEED tools  

 

References: Nesta DIY toolkit, Namahn and Yellow Window Service Design, Design Flanders (2012) 
Cause Diagram in Service design toolkit. 

 

What is it for? 

It provides a structured way to analyse the problem, helping deconstruct all possible causes and 
underlying factors. It differentiates causes from effects or symptoms, giving a better idea of the 
solutions needed to solve a problem permanently. The Causes Diagram helps you think of a problem 
in a thorough manner and provides a structured way to analyse it. It pushes you to deconstruct all 
possible causes for the problem rather than the obvious ones. You can use it both to analyse a new 
problem and to highlight the gaps in an existing one. 

 

How to use it? 

First, identify and write down the core problem you are trying to resolve. Working your way from 
this starting point, write down the direct, underlying and contributing symptoms you see as a result 
of it. These may be people involved with the problem, systems, equipment, materials, external 
forces, etc. Try drawing out as many contributing factors as possible. Now fill out the causes that 
correspond to these symptoms. Once the worksheet has been filled out, go through each symptom 
and cause with your team and consider if they are correctly placed, and discuss what you can learn 
from this in terms of clarifying your aims. Be careful to not mix the causes of a problem with its 
symptoms as you note these down - a cause is the reason why something happens, while a symptom 
is usually what we see as the end result of the problem. 

 

 

 

 

 

 

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Causes-diagram.pdf
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Tool 3. Causes Diagram 
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 Stage: Investigation – Substage: Agenda setting and mapping 

 

Tool 4. Stakeholder map 
🡪 go to SEED tools  

 

References: TRANSITION SI Toolbox, SIC project’s learning repository 

 

What is it for? 

Stakeholders map is a tool for visualizing all stakeholders involved in the social innovation process. 
This Map will help you list and position identified stakeholders within appropriate innovation 
phases. That way, you will have a clear view of which roles stakeholders can play in different stages 
of innovation, what could be their level of commitment and strategic importance. Stakeholders Map 
is helpful for understanding the complexity of building relationships, realizing which connectors can 
be crucial for innovation development and why as well as tapping into an unusual suspects area. It 
is recommended to use this tool occasionally during the innovation process to update it and review 
accomplished partnerships and their outputs. 

 

How to use it? 

Start dividing stakeholders section into two groups:  
• stakeholders actively involved in your work, those without whom your solution can’t work; 
• stakeholders impacted, who only benefit or not from what you do.  

Within the involved stakeholders area, separate ones who are of strategic importance with ones 
who provide technical support. After listing them, consider their level of participation in the process 
– going from the outside to the centre of the circle their level of interaction with your innovation 
increases. Think about users! Don’t forget to involve them in different stages of the innovation 
process as well. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Stakeholder-map.pdf
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 Tool 4. Stakeholder map 
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 Stage: Investigation – Substage: Agenda setting and mapping 

 

Tool 5. People and Connection Map 

 

References: Nesta’s DIY toolkit, SIC project’s learning repository 

 

What is it for? 

The People & Connections Map is a visualization tool used to identify stakeholders you are trying to 
reach and how. It is a tool for mapping actors that surround you that could potentially become your 
partner, user or supporter. These might include people, communities, funders, networks etc. All of 
them can represent a resource to your innovation and link to your group goal or your innovation. 

 

How to use it? 

Start from the centre point of the tool by listing your target audience (beneficiaries, users, 
customers) who can benefit from your idea. Then work towards the outer layers and list 
stakeholders that surround you or are somehow related to the work you do. The closer they are 
positioned to the centre point the stronger is their influence or value. Once you fill in the worksheet, 
revise the input, one by one, and reconsider possible repositions together with your team. By 
reviewing the stakeholders you will encourage team discussion and gain better understanding of 
relationships and connections you are trying to build. When finished, you will get a clear, visual 
stakeholder graphic to help you highlight and communicate the main focus of your work. 
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 Stage: Investigation – Substage: Agenda setting and mapping 

 

Tool 6. Ethnographic interview 
🡪 go to SEED tools  

 

References: Spradley, J. P. (1980), SISCODE project’s learning hub, SIC project’s learning repository 

 

What is it for? 

Ethnographic research involves observing target users in their natural, real-world settings. It aims 
to gather insight into how people live; what they do; how they use things; or what they need in their 
everyday or professional lives. During this phase, interviews are a functional tool to understand the 
users, what they need and how they might react to specific policy ideas. They can help policymakers 
frame the policy problem and figure out what they need to fix. 

 

How to use it? 

This is a guide for an individual researcher or a group of researchers to use with members of their 
chosen population. The ethnographic interview is usually lightly structured but the interviewer may 
need to think of some core outcomes that they would like to see from the interview and shape some 
initial questions around this. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Ethnographic-interview.pdf
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 Tool 6. Ethnographic interview 
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 Stage: Investigation – Substage: Agenda setting and mapping 

 

Tool 7. Policy context 
🡪 go to SEED tools  

References: SISCODE project’s learning hub   

 

What is it for? 

The Policy Context Canvas helps the labs to engage in discussions about how their challenge is 
related to policies in general, as it is quite a new area for most of the labs. It consists of letting them 
explore the existing policies addressed by the challenge, evaluating their capacity to influence 
policies and imagining how the challenge could effectively influence future policies. 

 

How to use it? 

The first step is to gather together a working group of key actors across the challenge’s ecosystem 
to map the policy context. Next, the group should collect evidence if needed on existing policies and 
the barriers in influencing them. This can be done with desk research and through ethnographic and 
action research methods (e.g. interviews, immersive observation, focus groups, etc.). Finally, assess 
how addressing the current challenge (i.e. your solution) can influence future policies, in relation 
also to other similar initiatives. In the final stage, the group should understand how to work the 
issue into the agendas of policymakers. 

1. Existing Policies. List the policies that already address thematic related to the challenge. 
Describe how existing policies could limit/block or support/encourage the developing of the 
challenge. 

2. Influencing Policies. Describe the eases and difficulties about influencing policies in the local 
context. 

3. Future Policies. Describe how addressing this challenge could inspire policy making and 
discussion 

  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Policy-context.pdf
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 Stage: Investigation – Substage: Exploration and envision the opportunity space 

 

Tool 8. Observation of the context 
🡪 go to SEED tools  

  

References: Spradley, J. P. (1980), SIC project’s learning repository 

 

What is it for? 

A tool to help understand context and to show what people do. It is about getting a perspective or 
opinion on what is happening, what’s going on, who you’d like to spend more time with. 

 

How to use it? 

This is a guide for an individual researcher or a group of researchers to use within their chosen 
setting (e.g. a town, organisation or group). It is likely to take more than one observation to get a 
complete picture and observations may change as more is learned about the group/ place being 
observed. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Observation-of-the-context.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Observation-of-the-context.pdf
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 Stage: Investigation – Substage: Exploration and envision the opportunity space 

Tool 9. Socio-economic Assessment Toolbox 

References: Anglo American mining company (2003), SIMPACT project’s evaluation toolbox 

What is it for? 

The socio-economic assessment toolbox (SEAT) was first designed by the Anglo American mining 
company in 2003 to measure and manage the local impact of site level operations, with a focus on 
the social responsibility of their company (social, cultural, environmental, etc.). This toolbox has 
been implemented by Anglo American 80 times in different countries over a three year period. The 
potential users of the tool involve local stakeholders, home and host country governments and 
NGOs. The tool provides input and output information (outcomes and impact) through internal and 
external data collection based on a series of surveys which focus on: the profiling of local areas 
through demographics, social and wellbeing indicators, and their socio-political context; 
stakeholder communication and needs (relations, channels of engagement); and evaluation of 
potential risks (financial, occupational, environmental, social/community based, etc.). 

How to use it? 

The framework is free and publicly available and requires 4-6  months to be implemented in its full 
version (use of all the tools and surveys). The involvement of third party support (social innovator, 
the organisation, stakeholders) is necessary to complete the full collection of surveys on stakeholder 
communication and relations, economic impact, context description, and socio-economic benefits. 
Although the toolbox is focused on the measurement of regular businesses social responsibility and 
impact, it offers some input on a series of 

1. Partner aims and objectives for social development and impact mitigation; 
2. Planning and development of partnership action, mutual aims and objectives; 
3. Partnership and stakeholder communication: roles, financial requirements, timetable 

implementation, mapping and monitoring activities, reporting to stakeholders, etc.; 
4. Determine social investments: social inclusion through job creation, poverty reduction, 

educational provision, etc. 

Even though SEAT is designed  as a  full  impact  assessment  method, a  selection  of  tools and  
surveys in this toolbox can be helpful for the stakeholders’ evaluation, e. g., Stakeholder 
Engagement Plan. This tool provides suggestions about levels of stakeholder engagement (see Table 
A on the next page), their mapping and categorisation, as well as ways of how to communicate and 
inform them during the impact assessment process. The level of stakeholder engagement depends 
on the importance of their roles regarding in the implementation of the social innovation.  
Connected to the measurement of the role of the stakeholders, the use of SEAT is a helpful source 
to understand the importance of the stakeholders in the socio-economic impact of their business. 
Policy makers, public organisations, social investors, the civil society, and other actors have 
developed an interest on how socially oriented businesses engage with stakeholders, how they 
communicate with them, what the potential of future business activities is, and what can be 
measured of their real socio-economic impact and outcomes. 
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 Stage: Investigation – Substage: Exploration and envision the opportunity space 

 

Tool 10. PESTEL 
🡪 go to SEED tools  

 

 Reference: Aguilar, F. Scanning the Business Environment, Conceptboard  

 

What is it for?   

A PESTEL analysis is a strategic tool coming from marketing used to identify external forces in the 
environment that faces an organisation. By completing the tool, the team analyses the Political, 
Economic, Social, Technological, Environmental and Legal forces that make up the external 
environment. The analysis provides a situational analysis that allows organizations to anticipate 
threats and opportunities, gain contextual awareness and process external trends. In order to be an 
active and strategic operative tool, internal assessment needs to be done to translate the insights 
into actionable strategies for the organization’s future opportunities and operation. The insights 
coming from this analysis are useful for a SWOT analysis. 

 

How to use it?  

The first step is to gather together a working group of key actors across the organization to 
brainstorm ideas and conduct the research. Based on the initial mapping, ethnographic, field and/or 
action research strategies (e.g. interviews, focus groups, immersive observation, etc.) should be 
used to gain further insight of each focus area from the perspective of key stakeholders (See 
Stakeholder map tool or Stakeholder Visualization tool). Next, the group should collect evidence for 
each insight to then evaluate and score based on ‘likelihood’ and ‘impact’: how likely it is to happen 
and what kind of impact it could have on the organization. In the final stage, the group should refine 
insights and make strategic recommendations on a path forward.  

   
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/PESTEL.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/PESTEL.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/PESTEL.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/PESTEL.pdf
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 Stage: Investigation – Substage: Exploration and envision the opportunity space 

 

Tool 11. SWOT analysis 
🡪 go to SEED tools  

 

References: Nesta’s DIY toolkit, MindTools (1996) SWOT Analysis, SIC project’s learning repository 

 

What is it for? 

SWOT stands for Strengths, Weaknesses, Opportunities and Threats. A SWOT Analysis can be carried 
out for a specific project, organisation or even a whole sector. This analysis leads to a richer 
understanding of what the project or organisation can offer, the key weaknesses that need to be 
worked upon in order to succeed, and where to bring in external partners for assistance. Completing 
a SWOT Analysis involves identifying and mapping the internal and external factors that are assisting 
or hindering you in achieving your goal. The SWOT Analysis provides a good framework for reviewing 
current strategies and directions, or even testing an idea while exploring solutions. It is particularly 
helpful to do a SWOT Analysis before the start of a project. 

 

How to use it? 

The tool can be completed individually or in groups for the entire organisation or single projects and 
ideas. It can be completed in any order but it may be better to start by working on the internal 
factors and then moving on to the external factors. Remember that the analysis is only useful if done 
with a critical eye, so be open to criticism and share the activity with others. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/SWOT-analysis-.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/SWOT-analysis-.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/SWOT-analysis-.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/SWOT-analysis-.pdf
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 Stage: Ideation – Substage: Brainstorming and generating ideas 

 

Tool 12. Creative Workshop 

 

References: Nesta’s DIY Toolkit, Lovlie L.,Reason B.,Polaine A. (2013) Service Design: From Insight 
to Implementation 

 

What is it for? 

It is a tool to generate and explore a range of ideas, bringing together several people involved with 
or affected by the initiative. It is a good solution for collecting and sharing different experiences as 
well as for co-creating potential solutions.  

Creative Workshops can provide invaluable insights into people’s perspectives on particular issues. 
And they offer a setting where this knowledge is shared as soon as it’s gathered. However, 
structuring sessions involving different people from several backgrounds needs careful planning. 
This tool provides a checklist for planning your session effectively, helping you make the most of the 
group dynamics. 

 

How to use it? 

A clear step-by-step schedule of activities and timings for each activity will help make the workshop 
a success. 

Here are some points to consider while planning one: 

• How long will the workshop be, and where will it take place? 

• Who will attend the workshop, and what is the mix of knowledge and skills? 

• What will be the schedule for the day? 

• Will you be working in small groups? How will they share their ideas? 

• What materials and tools are you intending to use? 

• How will you document the results? 

The following worksheet is only one example of how to conduct a Creative Workshop. Depending 
on your needs/constraints, feel free to modify (add/subtract/reorder) each time you plan a 
workshop. 
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 Stage: Ideation – Substage: Brainstorming and generating ideas 

Tool 13. KJ Ideation 
🡪 go to SEED tools  

 

References: OHIWA, Hajime, et al. KJ editor: a card-handling tool for creative work support. 
Knowledge-Based Systems, Digital Society School’s Design method toolkit. 

IDEO.org. (2015). The Field Guide to Human-Centered Design. 1st Ed. Retrieved from 
https://www.designkit.org 

Kawakita, J. (1967) Hassouho: Sozosei Kaihatsu notameni [Abuduction Method: For Development 
of Creativity], in Japanese, Chuokoronsha. 

Scupin, R. (1997). The KJ Method: A Technique for Analyzing Data Derived from Japanese Ethnology. 
Human Organization. 56 (2), 233-237. 

 

What is it for? 

This technique is one of the most popular brainstorming variations for design, team, retrospective, 
and project meetings and it could be used throughout the complete social innovation process. The 
KJ Technique includes the following steps: individual brainstorming, grouping or clustering, and 
voting. 

It is a prioritizing method that emphasizes the most important ideas and actions by prioritizing the 
efforts. The tool represents a starting point for a design solution and a priority list for actions and 
directions. 

 

How to use it? 

1. Set up a group meeting and a room. You need at least 5 participants to generate a sufficient 
amount of ideas. 

2. Select a moderator. This moderator frames the design challenge. 

3. Participants generate many ideas and write them on post-its. 

4. Collect the idea post-its, shuffle them, and hand them out. No one should get one of their 
own ideas. 

5. Read out the ideas as the moderator transcribes them on flipchart pages. During this phase, 
anyone can ask for clarification of any ideas brought up and recorded. Ideas are categorized 
in groups (put the post-it notes on a wall or whiteboard). No more than 10 groups. 

6. Vote up the best ideas so that each group has clear winners. Discuss the insights. 

7. Individuals take ownership of ideas and take responsibility for implementing or further 
developing each on a deadline. 

  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/KJ-Ideation.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/KJ-Ideation.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/KJ-Ideation.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/KJ-Ideation.pdf
http://ideo.org/
https://www.designkit.org/
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Stage: Ideation – Substage: Brainstorming and generating ideas 

Tool 14. Idea days and policy jams  
🡪 go to SEED tools  

References: UK Open Policy Making toolkit 

 

What is it for? 

Idea days and policy jams are a way to help policymakers understand how people experience their 
policies in the real world and work together to create better policies. They are examples of design 
thinking to build services and policies focused on users’ needs and experiences. 

The jam itself is a day, or more, in a location outside of government where interested parties, policy 
makers and users talk through their problems and create solutions together.  

 

How to use it? 

1. Understand what you want to achieve 

It’s very easy to hold an idea day (all you need is a good location, pens and paper), but it’s more 
difficult to gather useful information and data from it. You will need to know what you want to 

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-day-and-policy-jams.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-day-and-policy-jams.pdf
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 achieve before you begin - and make sure the aim is sensible and achievable. Most idea jams either 
look for solutions with users and citizens or work out what their current experience is. 

2. Listen, don’t tell 

The point of an idea day is to listen to the problems and ideas people have and work with them 
openly and productively. Rather than shutting ideas down and telling people why things won’t work, 
look out of the box and think of unrealistic ideas that can then be adapted. You should facilitate and 
guide discussions and tasks so that they are fixing the problem for which the idea day was set up. 

3. Empower people to think differently 

An idea day is a space for both users and policymakers to think outside the box and engage in a 
meaningful debate.  

4. Before the jam  

You must plan and structure an idea jam to make sure you gather the best data and ideas from the 
event. 

5. Running the jam 

You should use a facilitator when running an idea day. Facilitators let the discussion flow more 
freely, but can also make sure it runs in the direction policymakers need. Their neutrality can enable 
a more open and level playing discussion.  
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 Tool 14. Idea days and policy jams  
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 Stage: Ideation – Substage: Idea selection and solution building 

Tool 15. Idea selection 
🡪 go to SEED tools  

 

References: Flanders Service Design Toolkit, SIC project’s learning repository 

  

What is it for?  

After coming up with several ideas on how to solve the problem, it can be hard to know where to 
start and which idea to develop. The Idea Selection tool helps you map out the numerous ideas you 
have according to their originality and feasibility. The objective is to select which ideas to focus on, 
by understanding the ones that need to be saved for later and the ones that need to be trashed 
completely. 

 

How to use it? 

The tool can be completed individually or in groups. Start the activity by jotting down on post-it 
notes the ideas. Then idea by idea, decide whether it is original or ordinary, feasible or not (yet) 
feasible and post it accordingly. 

  
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-selection.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-selection.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-selection.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-selection.pdf
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 Stage: Ideation – Substage: Idea selection and solution building 

Tool 16. Idea card 
🡪 go to SEED tools  

  

References: The Young Foundation, SIC project’s learning repository  

 

What is it for?  

The Idea Card tool organizes in one page your idea: the challenge and needs you are addressing, the 
solution, what it might achieve and how you will accomplish this. It is an excellent tool for presenting 
your initial idea to stakeholders or future beneficiaries/customers to understand if it does work, if 
it needs to be changed or improved. 

 

How to use it? 

The tool can be completed individually or in groups. Start the activity by defining your challenge and 
the specific needs you are addressing. Then think about what it would be like if you could solve the 
challenge. After framing your challenge, clarify your idea, what you could achieve and how you could 
accomplish it. Share your final results for feedback. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-card.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Idea-card.pdf
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 Stage: Ideation – Substage: Idea selection and solution building 

Tool 17. Value proposition canvas 
🡪 go to SEED tools  

 

References: Strategyzer  

 

What is it for?  

This tool helps public authorities and social innovators focus on the value proposition. It relates the 
needs of the users to the value they can offer to them. It consists of two building blocks: user profile 
and value proposition. 

 

How to use it? 

Precisely define your customer profiles. Identify your customer's major Jobs-to-be-done, the pains 
they face when trying to accomplish their Jobs-to-be-done and the gains they perceive by getting 
their jobs done. 

Visualize the value you create. Define the most important components of your offering, and how 
you relieve pain and create gains for your customers. Achieve Product-Market fit. Adjust your Value 
Proposition based on the insights you gained from customer evidence and achieve Product-Market 
fit. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Value-proposition-canvas.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Value-proposition-canvas.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Value-proposition-canvas.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Value-proposition-canvas.pdf
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 Stage: Ideation – Substage: Idea selection and solution building 

Tool 18. Stakeholder visualization 

 

References: INNOWEAVE – Practical Tools for Social Innovation, SISCODE project’s learning hub, SIC 
project’s learning repository 

 

What is it for?  

Stakeholder visualization is a tool that will help you gather deeper knowledge of who is your 
stakeholder, and what are his/her needs, motivation and drivers for participating in your innovation. 
This tool acknowledges differences among preferences, routines and motivation stakeholders can 
have. 

Creating a visual summary of the stakeholder’s persona will point you to the appropriate ways of 
customizing your activities, forming an approach to a particular issue and taking into account the 
diversity of needs and desires stakeholders may have. 

This tool allows you to get more insights on already identified stakeholders (after Stakeholder Map).  

 

How to use it? 

After listing your stakeholders, use Stakeholder visualization to portray a typical person that could 
represent one of the stakeholders. Even though it might not be a real person (could be an 
organisation, network etc.), try to describe them as a person interpreting their human 
characteristics. 

Each team member needs to visualize different stakeholders and describe them in the sheet. 
Compare commonalities and differences between the visualizations and try to discuss the reasons 
behind the descriptions and add more details. 

Keep in mind to visualize the stakeholder's persona based upon the common characteristics of the 
group stakeholder represents. 
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 Stage: Ideation – Substage: Idea selection and solution building 

Tool 19. Personas 
🡪 go to SEED tools  

 

References: Nesta’s DIY Toolkit, SIC project’s learning repository  

 

What is it for? 

Personas are fictional characters who embody the archetype of your customer, beneficiary or 
financing supporter. They are created through exhaustive observation of the customer segment and 
the drawing together of their shared characteristics, behaviors, motivations, interests, etc. It is a 
useful tool to really focus on getting to know who you are designing for. 

 

How to use it? 

Personas represent different target subgroups that an organisation wants to reach out to. Being 
aware of the different preferences, routines and motivations these different Personas have can help 
you customise your products and services to these specific subgroups. Use the worksheet to compile 
a portrait of a typical person that could represent one of the Personas your organisation is targeting. 
Try to make the Persona as close as possible to a typical person by adding a name, a picture and 
descriptions of interests, skills and motivations. Feel free to add any other details relevant to your 
situation and this Persona. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Personas.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Personas.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Personas.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Personas.pdf
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 Stage: Ideation – Substage: Idea selection and solution building 

Tool 20. User Journey 
🡪 go to SEED tools  

 

References: Transition’s The Social Innovation Journey Toolbox, SocialUP project’s DT Field Guide, 
SIC project’s learning repository 

 

What is it for? 

The User Journey map is a visual interpretation of the user’s relationship with the organization, 
service or product. While the story is told from the user’s point of view, it also highlights important 
moments where the user’s expectations intersect with the organization’s offer. It is a useful strategic 
tool that keeps the customers, beneficiaries and donors at the centre of design decisions, 
highlighting pain points and opportunities for the organization to create a better user experience 
and an effective service. 

 

How to use it? 

First, individualize the user you will be designing for and map out the main phases of their journey 
throughout the service. (You can also consult your service blueprint.) Then draw sketches of the 
phases in the boxes or take pictures and use photo to sketch technology to convert them into 
sketches. Afterwards, provide explanations of the phases to create a story of the user’s journey. At 
each step along the way, identify the need that the user has at that moment and the channel or 
touchpoint through which this is met. Touchpoints pinpoint the intersection between the users of 
the service and the providers and thus how the user interacts with the service itself. At the end of 
the activity, detect what the possible pain points are, or rather where the beneficiary, customer or 
donor may have problems or difficulties using the service. Remember that pain points can also occur 
before or after the service in terms of their decision to use or re-use the service. 
  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/User-Journey.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/User-Journey.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/User-Journey.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/User-Journey.pdf
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 Stage: Ideation – Substage: Idea selection and solution building 

Tool 21. Designing and delivering Social Innovation competition 
🡪 go to SEED tools  

 

References: SIC project’s learning repository, Innovation Network Denmark and partnerships, 
Netmatch 

  

What is it for? 

Designing and delivering Social Innovation competition is made up of two main phases: 

1. Designing the challenge as a part of the innovation competition, that could be organized by 
the policy makers to engage social innovators. In order for the innovation competition to be 
successful and attract enough audience, this tool is helpful for defining the main challenge 
of the competition, how to select winners, judges, what is the selection process and others. 

2. Social Innovation Competition outline as a planning tool to help policy arranging an 
innovation competition, getting good ideas from researchers, entrepreneurs, companies or 
others. It is useful to invite the right target groups, select judges, promote the event and 
prepare criteria for the selection of best ideas. 

3.  

How to use it? 

Phase 1: designing the challenge.  

Designing the challenge can be accomplished in two working sessions. In the first session gather as 
group to discuss challenge design. Set challenge objectives and try to define each step in the working 
sheet. Also, see if there are any gaps or team disagreements on specific topics. When you define 
gaps do your research and gather on the second session to finalize the challenge and get mutual 
group consensus on your challenge objectives, selection processes and other important challenge 
features. 

Phase 2: Social Innovation Competition outline.  

Tool template consists of important steps to have in mind when organizing the event. It is a planning 
tool that can help you address important event elements Innovation competition should have. It 
represents a roadmap for organizers that will be divided in: preparation, carrying it out and follow-
up. Print out the planning tool and discuss the steps with the organization team. Use this template 
as a brainstorming tool to list your steps in the process. Think about how to accomplish every step 
on the roadmap and review it several times during the organizing process. 

  

https://www.seedeuproject.eu/wp-content/uploads/2022/06/Designing-and-delivering-Social-Innovation-competition.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Designing-and-delivering-Social-Innovation-competition.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Designing-and-delivering-Social-Innovation-competition.pdf
https://www.seedeuproject.eu/wp-content/uploads/2022/06/Designing-and-delivering-Social-Innovation-competition.pdf
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 Stage: Implementation – Substage: Prototyping & developing 

Tool 22. Business model   

References: SIC project’s learning repository, SIMPACT’s Social Innovation Business Toolbox, 
SocialUP project’s DT Field Guide 

 

What is it for? 

The business model is a visual map of the main stakeholders and the value propositions a particular 
design solution or concept offers to them. The tool is a precursor to drawing up a complete business 
plan and is useful for formulating in a more rapid and cost-efficient manner the business model 
behind the idea for the initial phases. 

 

How to use it? 

The social innovation business model is made up of 15 blocks. Unlike other similar business model 
canvases, this one has been modified to better suit social innovations, including among others, the 
following changes: a specific social value proposition, a separation between beneficiaries and 
financing supporters and boxes dedicated to surplus designation and social impact measurement. 
The canvas can be completed in any order; the following is merely a suggested path. 

1. Social Problem/Social Need and Existing Alternatives: identify and analyze the social problem 
at hand and benchmark existing solutions to find out what is and what is not working. 

2. Beneficiaries and Financing Supporters: identify, segment and understand your 
beneficiaries, customers and financing supporters (donors, investors and funders). 

3. Solution/Governance: ideate or describe the solution to the social problem/need and the 
governance model. 

4. Social/Commercial Value Proposition: formulate the social (i.e. the value created for 
beneficiaries) and commercial value proposition (i.e. the value created for paying 
customers/investors). 

5. Relationship and Channels: describe how you reach your target beneficiaries, customers 
and/or investors. 

6. Social Impact Measures: what indicators can be used to measure the impact of the solution. 
7. Key Activities/Key Resources: define what key activities and resources are needed to support 

the innovation. 
8. In-kind Supporters and Key Partners: list key partners who provide support, resources and 

services that foster the growth of the solution. 
9. Cost Structure & Revenue Streams: list what costs are created and how revenues will be 

generated (i.e. membership fees, freemium/premium, product sales, etc.). 
10. Surplus: indicate where surplus will be invested if generated. 
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 Stage: Implementation – Substage: Prototyping & developing 

Tool 23. Digital Policy Model Canvas   

 

References: The Gov Lab blog, Strategyzer 

 

What is it? 

This canvas guides policy makers to derive specific policies and regulatory mechanisms in an agile 
and iterative manner, integrating both design thinking and evidence based policy making. 

 

How to use it? 

The design and implementation of such a canvas can be applied to a specific problem and/or 
geographic context, and would include the following steps: 

• Begin with a well-developed problem or definition of an opportunity, mostly informed 
through public consultation and due diligence 

• Establish a clear sense of the beneficiaries and their needs, applying user-focused design 
methodologies. 

• Map, curate and engage with key stakeholders involved in developing and implementing the 
policy. 

• Always remain sensitive to context – cultural, political and social. 

• Adopt an inclusive and iterative process and coordinate with global actors. 

• Assess and experiment with existing solutions and engage different people/constituencies 
to ideate new approaches. 

• Be aware of budget and time constraints, and the possible risks associated with any 
approaches. 
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 Stage: Implementation – Substage: Prototyping & developing 

Tool 24. Resources Assessment   

 

References: IDEO.org’s The Field Guide to Human-Centered Design, SIMPACT project’s business 
toolbox 

 

What is it? 

It is a procedure for mapping out the activities necessary to implement the solution and the 
resources that it will require. The tool helps organize resources by listing what activities will be done, 
what resources will be necessary to perform them and who is responsible for their implementation. 
The activity gives insights into what capabilities are lacking from the internal team and who can 
provide them. As a consequence, it is important to understand if the idea can be put into practice. 

 

How to use it? 

The first step in assessing your resources is to make a list of all of the activities to be performed to 
make your idea work. Then one by one go through which capabilities are required and who is 
responsible for them. Are you already capable of performing this task? Do you need assistance? If 
so, from whom? Keeping your Stakeholders Map readily available would be a good idea. 
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 Stage: Implementation – Substage: Prototyping & developing 

Tool 25. Cash flow process 

 

References: Nesta’s Creative Enterprise toolkit, SIMPACT project’s business toolbox  

 

What is it for? 

Having a clear idea of the money coming in and coming out of your organization is important when 
trying to understand how to manage the sustainability of your solution in any given time frame. This 
tool will help give you a basic idea of your cash flow and how to manage that in a strategic way. As 
this can vary in different time frames throughout the year, it’s best to do this activity for each period 
of the year in order to understand your liquidity in any given time period and how to best prepare. 

 

How to use it? 

When determining the costs that will be involved, it is useful to have a list of the key activities of the 
solution. Start by listing the money going out of the organization and then what’s coming in to 
determine if sustainability is reached and if any surplus is achieved. Lastly, list where the surplus will 
be reinvested. 
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 Stage: Implementation – Substage: Prototyping & developing 

Tool 26. Business Plan 

 

References: Wolk, A. & Kreitz, K. (2008), Forth Sector (2005), SIC project’s learning repository 

 

What is it for? 

Coming up with a business plan once the business model has been tested is a key part of advancing 
to the next level of development, whether it is to pitch to investors in the project or acquire key in-
kind supporters or use as an internal strategy tool. 

 

How to use it? 

The Business Plan requires a lot of care and accuracy. You should also include a summary which 
contains the main essential contents of your detailed Business Plan in an easy-to-read and direct 
manner to facilitate interest and encourage the “reader” (investor, donor, partner, etc.) to read the 
whole plan. 
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 Stage: Implementation – Substage: Prototyping & amplifying 

Tool 27. Service Blueprint 

 

References: Flanders Service Design Toolkit, SIC project’s learning repository 

 

What is it for? 

The Service Blueprint is an operational tool that gives an overview of the organization’s operations: 
key activities, products, services and points of interaction with the intended audience, stakeholders 
and beneficiaries. The tool is quite useful for planning or improving services. 

 

How to use it? 

The Service Blueprint should involve a representative from each area of the service. The first step is 
to identify which user you’re planning for users or beneficiaries if you have more than one. Then 
plot out the steps taken before, during and after using the service. 

How do you engage the users and notify them of your service? What happens when they decide to 
use it? How do you stimulate re-use of the service or properly end the use of the service? These are 
all questions to be considered when constructing the blueprint of the service. 

After mapping out the user's steps (See User Journey tool), the rest of the worksheet can be filled 
outline by line according to the steps identified. At the end of the activity, there will be a line of 
interaction between what happens in front and what needs to happen behind. This allows for 
successful planning or improvement if necessary. At the bottom of the tool, there is room for ideas 
for improving each phase. 
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 Stage: Implementation – Substage: Prototyping & amplifying 

Tool 28. Experience Prototype 

 

References: IDEO’s HCD Toolkit, SIC project’s learning repository 

 

What is it for? 

It is a method for simulating and evaluating an experience or service. It allows to show and test the 
solution through active participation of the final users, who interact with mock-ups of specific 
service touchpoints. The results of the interactions with the prototype allow for a deeper 
understanding of the idea and for improvements to be made. 

 

How to use it? 

The first step is understanding the question that your prototype should answer: usefulness, 
usability, viability or feasibility. Then, individualize the connecting features that need to be tested 
and what kind of prototypes should be made.  

Prototypes can be: 

• paper models of the touchpoint to test out with users through role-playing (e.g. the point of 
sale, the reception desk, the waiting room/lobby, the shopping aisle, etc.) or mock-ups of 
digital interfaces;  

• storyboards of the customer journey to be gone through with potential users. 

Now, it’s time to get out of the door (if your prototype is mobile) and collect feedback from potential 
users. If you can’t move your prototype, you’ll need to find ways to get potential users to come to 
you. Feedback is useful to understand how users interact with the prototypes and if any problems 
surface. Remember to let the user have as much autonomy as possible and stay in “character” when 
role-playing. 
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 Stage: Implementation – Substage: Prototyping & amplifying 

Tool 29. Scaling Plan 

 

References: Ali R., Mulgan G., Halkett R., Sanders B. (2007) In and out of sync: The challenge of 
growing social innovations, Nesta’s DIY Toolkit  

 

What is it for? 

Once a project or pilot has been successfully implemented, the next step is to build upon this success 
by sustaining and growing it further. It means extending the reach of your work to a wider 
population. Several resources need to be in place for a pilot project to be scaled without 
compromising the necessary impact it must have. For doing this, first, it is important to build a 
shared vision for scaling within your organisation. Moreover, the Scaling Plan aims to stimulate 
serious dialogue about this with key internal and external stakeholders. 

 

How to use it? 

The worksheet helps develop a shared vision on scaling up, while assessing your resources and 
whether your organisation is ready to take the next step. Based on the assessment of the situation, 
you can decide the readiness of the project to be scaled, what aspects need strengthening and what 
aspects need more work.You can use the worksheet in a workshop with team members from your 
organisation, potential donors or even the intended beneficiaries and other stakeholders. It shows 
five key areas to analyse whether your organisation is ready to scale. Use the questions on the 
worksheet as prompts to have a critical in-depth conversation on what you are certain about and 
what needs further investigation. While filling out the worksheet, try to give evidence with factual 
data, rather than just anecdotes. It often helps collect some of this evidence in advance of the 
meeting. Try to be as open, thorough and self-critical as possible. The more detailed answers you 
give, the deeper your understanding of the situation will be. 
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 Stage: Evaluation – Substage: Evaluating and monitoring 

Tool 30. Logic Model 

 

References: W.K. Kellogg Foundation Logic Model Development Guide, SIMPACT project’s business 
toolbox 

 

What is it for? 

The Logic Model is useful for evaluating the program's effectiveness. Its purpose is to check the 
relationships between inputs, activities, outputs and outcomes, helping ensure that the planned 
activities will achieve the desired outcomes. Consequently, it is also used for strategic purposes 
when planning and implementing a solution. 

 

How to use it? 

The first step in creating your logic model is to jot down what you’re putting into the program: staff 
time, money, material, information, etc. The second step is to think of what you are delivering and 
to whom. The next step is to determine the outcome of your investment and activities. Outcomes 
are short-term changes that result from your solution, such as learning, awareness, skill 
development, higher income level, etc. Outcomes should be measurable and tangible. Then skip 
over the assumptions and write down the impact that your solution aims at achieving, or rather the 
medium to long term changes in behaviour, culture and social action. The impact should be as 
measurable as possible. To provide a correct analysis, you have to also test the assumptions that 
link the outcomes to your desired impact. Assumptions should be tested and verified to guarantee 
that impact is being made. The last step is to define the value of the impact: social, environmental, 
economic or cultural and to whom. 
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 Stage: Evaluation – Substage: Evaluating and monitoring 

Tool 31. Theory of change   

 

References: Nesta’s DIY Toolkit  

 

What is it for? 

Setting up a Theory of Change is like making a roadmap outlining the steps by which you plan to 
achieve your goal. It helps you define whether your work is contributing to achieving the impact you 
envision and if there is another way that you need to consider as well. The Theory of Change tool 
helps you articulate and connect your work to your bigger goal, it also allows you to spot potential 
risks in your plan by sharing the underlying assumptions in each step. In large organisations, when 
there may be several projects running simultaneously, the Theory of Change helps to map these 
different projects first and then 

consider how they link and relate to each other. This tool can also aid in aligning team members to 
the larger end goal, and help them understand their role in achieving it. 

 

How to use it? 

Start by noting down the main problem you want to solve, and also your long term vision of the 
change you want to accomplish. Then complete the other boxes, such as your key audience and 
your entry point to reach that audience. Try to be as specific as possible because it will help you 
come up with more effective 

actions. Write down the people that are most affected by the issue that you’ve identified and who 
you hope to help with your work – this could be a small community group or a large organisation. 
Then think about where to start your work, you may need to find a place, a person or a thing that 
will be your first port of call. Try to think of some practical steps you can take to make changes – like 
creating partnerships or making tweaks to existing processes. Try to keep these as action-oriented 
as possible. And finally, what would the immediate results or outcomes be? These could be tangible 
results that you can show to other people to clarify how your work is making a difference. List the 
key outcomes that your activity would lead to since they are the preconditions you need for realising 
your vision. As you fill each of the boxes in the worksheet, it is critical to also reflect on the key 
assumptions that underpin these steps in your work. This may help you to spot potential risks or 
connections between the different projects. 
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 Stage: Evaluation – Substage: Evaluating and monitoring 

Tool 32. Social Enterprise Balanced scorecard 

 

References: The Open University  

 

What is it for?   

It is a performance measurement tool evaluating the social impact of an organization. It gives 
organizations a mechanism to track performance holistically through both quantitative and 
qualitative information. It helps the organization identify the key drivers of achieving success from 
4 different perspectives by identifying what key stakeholders want from the organization and what 
processes the organization needs to put in place to deliver these things. 

 

How to use it?  

The organization creates a visual representation of the critical elements of its strategy for the social 
side (social, environmental, and economic objectives) as well as the financial side of business 
sustainability. The first step involves creating a strategy map by identifying the organization’s goals 
and choosing between two and four key goals to focus on. Underneath these goals, objectives need 
to be agreed upon for each of the four ‘perspectives’. 

This is done by asking: 

- What are the financial objectives for how the organization earns and uses resources? 

- What are the organization’s key stakeholder groups? What does each stakeholder want the 
organization to be?  

- What internal processes does the organization need to excel at to deliver what stakeholders 
want? These are usually activities that take place across teams or the organization. 

- What skill sets, information technology, or access to networks/information/sector are 
necessary to complete the internal processes? 
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 Stage: Evaluation – Substage: Evaluating and monitoring 

Tool 33. Value Network Analysis 

 

References: Verna Allee 1993, SIMPACT project’s evaluation toolbox 

 

What is it for? 

Value Network Analysis (VNA) is a suitable tool for demonstrating and analysing (qualitatively) the 
role of stakeholders in terms of values they exchange with other stakeholders in the social 
innovation network (see Figure 1). VNA is most useful for social innovators and can be beneficial for 
policymakers and social investors. It can be applied to the micro-, meso- and macro-level. An optimal 
evaluation benefits from a comprehensive and integrated visualization of all kinds of relationships 
which can arise among the involved actors and stakeholders. 

 

How to use it? 

Three types of analysis are proposed for conducting a complete VNA. These include exchange 
analysis, value creation analysis, and impact analysis. Exchange analysis is concerned with the 
investigation of the general pattern of the exchanges in the network, sufficient reciprocity, existence 
of weak or inefficient links. 

Value creation analysis is the assessment of the value increases that output from each party triggers 
for the other parties and how that value-triggering party itself benefits from it. To improve this 
aspect in the value network of social innovation, the evaluator shall look for opportunities to add or 
convert values across the network of stakeholders. For a social innovation partner, this can for 
instance help you identify opportunities through which it can improve the impact of the SI by 
dedicating more volunteering capacities or creating intangible values which are more easily or more 
effectively transformable to tangible values (e.g., providing more in-demand skills). Figure A shows 
a schematic form visualizing the value creation analysis. 

Impact analysis in VNA asks if an involved party can create value from the received inputs. For a 
social innovation partner, this can imply, for instance, that it shall seek ways to best exploit the 
inputs it is receiving from other partners in the network, thereby improving the efficiency of the 
innovation network. Figure B shows a schematic form visualizing the impact analysis. 
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 Stage: Evaluation – Substage: Evaluating and monitoring 

Tool 34. SROI – Social Return on investment 
 
References: Social Value UK  
 
What is it for? 
The Social Return on Investments is a tool for a social impact assessment that evaluates the 
efficiency of a social innovation project by expressing in monetary form the wide range of social 
innovation outcomes, regardless of whether they have a financial value or not. In other words, SROI 
monetises social impacts to allow better comparisons with the financial cost of the investment. In 
fact, social impacts influence several aspects of individual well-being and not all the benefits are 
measured in monetary units. The SROI allows an understanding of how effectively the social 
innovation project employs resources to produce valuable services for the stakeholders. One of the 
main benefits of SROI is to evaluate social impacts in terms of “return on investment”, which is a 
metric widely understood by economic actors, such as investors, lenders, and public bodies. 
 
How to use it?  
The SROI analysis is participatory, therefore all relevant stakeholders should be informed about 
what is valued and how. The calculation of SROI is composed of 3 phases. In the first phase, all 
relevant costs and benefits of a social innovation project must be identified. In the second phase, 
non-monetary benefits should be converted into financial measures. This step requires non-market 
valuation techniques (e.g. stated or revealed preferences methods, Analytical Hierarchy Process), 
whose complexity varies depending on the benefit that is valued and the available data. For this 
reason, the calculation of SROI is not straightforward and requires some degree of technical 
knowledge.  
The SROI is calculated using the following formula: 

𝑆𝑅𝑂𝐼 =  
𝑆𝐼𝑉 − 𝐼𝐼𝐴

𝐼𝐼𝐴 𝑥 100%
 

 
Where SIV is the total social impact value of the project, and IIA is the initial investment amount. 
There are two main versions of the tool. In some cases, SROI is used as an ex-post tool to assess the 
social impact of a social innovation project retrospectively. In other cases, SROI may be used ex-
ante, by comparing the expected performance of a set of project alternatives to identify the most 
resource-efficient solution (the so called forecasted SROI). 
 
To download the complete guide: https://socialvalueuk.org/resources/sroi-guide/ 
 
  

https://socialvalueuk.org/resources/sroi-guide/
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 Stage: Evaluation – Substage: Evaluating and monitoring 

Tool 35. Measurement impact framework 
 

References: World Business Council on Sustainable Development (WBCSD, 2008), SIMPACT 
project’s evaluation toolbox 

 

What is it for? 

The Measurement Impact Framework (MIF) allows businesses and corporations to define the scope 
of their assessments, identify socio-economic business indicators for impact measurement, assess 
their results, and set their priorities in the governance and management process of their companies, 
especially the relations and communication with stakeholders. It focuses on metrics considering: 
input, activity and output; outcomes and impact; and flexibility to be adapted for other purposes. 
This tool is usually oriented towards a meso (corporation) and macro (society) approach to social 
and economic impact measurement. It is structured in the following four steps: 1) setting 
boundaries, 2) measuring direct and indirect impacts, 3) assessing business contribution to 
development, 4) prioritizing management response. 

 

How to use it? 

The tool involves four steps: 

1. Set Boundaries (defining business objectives): identify objectives for assessment, define the 
geographic area where it will be applied, development of information on the context, and 
selection of business activities to be assessed. 

2. Measure direct and indirect impacts: identification of sources of impact for each business 
activity, relevant indicators for direct and indirect impact, and measurement of these 
indicators. 

3. Assess business contribution to development: determining different levels of stakeholder 
engagement and prioritization of issues with stakeholders, building hypothesis, and testing 
hypothesis. 

4. Prioritize management response: identify priority areas of action, management of responses 
and recommendations, adopt decisions on a long term basis, development of indicators and 
monitor progress. 
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 Stage: Evaluation – Substage: Self-evaluation for public entities 

Tool 36. SI policy toolbox 
References: SIMPACT project’s policy toolbox 
 
What is it for? 
It was created to help policy makers at local, regional, national and EU levels, offering a guidance to 
establish the necessary conditions for an eco-system conducive to stimulating, resourcing and 
sustaining social innovation. Its 24 components can be used to test the effectiveness of current 
organizational structures and governance arrangements, the quality of stakeholder relationships, 
and the alignment of administrative and fiscal procedures.  
 
How to use it? 
Specifically, it offers 4 Enablers as a radical approach to public policymaking and its relationship to 
social innovation, including a framework to enable policymakers to evaluate current practices within 
their organizations. 

1. Public Sector Workplace Innovation. Creating workplaces in which public sector staff at all 
levels use and develop their full range of knowledge, skills, experience and creativity, both 
in delivering their functional tasks and in improving the organization and the services it 
provides. This is widely known as ‘workplace innovation’ or ‘social innovation in the 
workplace’. 

2. Participative Governance. Defining processes of governance that maximize synergies 
between actors and facilitate the convergence of effort towards shared, long-term 
transformation 

3. Negotiating Shared Values and Goals. Partnerships between public agencies and other 
stakeholders with a strategic focus, and based on open dialogue, shared understanding and 
inter-organizational teamwork. 

4. Resourcing Social Innovation. Ensuring that the process of public resource allocation is fully 
aligned with the other three Enablers, focused on supporting ‘the force of the better 
argument’ as it emerges from stakeholder dialogue, including budget integration, long-term 
funding horizons and double-loop learning. 

 
Now it’s your turn: fill out the questionnaire below and find out how well your organization is doing 
in terms of social innovation. Each of the four identified enablers has been associated with some 
sentences useful to evaluate current practices within the organization. Assign a score from 1 to 10 
to each of these sentences; calculate the subtotal by summing the average scores and finally add up 
the totals of the four enablers to get your overall result for Resource Social Innovation.  
Give the questionnaire to your colleagues and representatives of stakeholders organizations, and 
compare the results with theirs. Are there significant differences? What can you do, both inside your 
organization and in collaboration with your stakeholders, to enhance social innovation?  
This self-assessment is designed to stimulate reflection, dialogue and fresh thinking on social 
innovation by creating a collaborative environment based on power-sharing, inclusion, dialogue and 
trust. 
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 Tool 36. SI policy toolbox 

Assessing Current Practice 1 = Strongly Disagree 10 = Strongly Agree 
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 TOOLS REFERENCES 

N° Name References  Website  

1 

5W technique 
(WHO, WHAT, 
WHERE, 
WHEN, WHY)  

https://www.nikunjbhoraniya.com/2020/04/5
w-1h-method-for-problem-solving.html 

https://www.solvenewproblems.com/5w-technique 

2 
Business 
Model  

Social Innovation Community https://www.silearning.eu/tools-archive/business-model/ 

3 Business Plan Social Innovation Community https://www.silearning.eu/tools-archive/business-plan/ 

4 Call for ideas  Social Innovation Community https://www.silearning.eu/tools-archive/call-for-ideas/ 

5 
Case study 
methodology 
HBS 

What is the Case Study Method? - Executive 
Education - Harvard Business School (hbs.edu) 

What is the Case Study Method? - Executive Education - Harvard Business 
School (hbs.edu) 

6 
Cash flow 
process 

SIMPACT http://www.simpact-project.eu/tools/toolbox_business_web.pdf  

7 
Challenge 
framework 

SocialUP Challenge Framework (designthinking-socialup.eu) 

8 
Checking your 
challenge 

Social Innovation Community https://www.silearning.eu/tools-archive/checking-your-challenge/  

9 
Concept 
priority map 

Concept Priority Map (designthinking-
socialup.eu) 

Concept Priority Map (designthinking-socialup.eu) 

10 
Context map 
canvas 

Get clarity on the world around you and your 
business with the context map - Design a better 
business 

Get clarity on the world around you and your business with the context 
map - Design a better business 

11 Cultural probe 
Inside Your Users’ Minds: The Cultural Probe – 
A List Apart 

Inside Your Users’ Minds: The Cultural Probe – A List Apart 

12 
Customer 
journey/storyb
oard 

Social Innovation Community 
https://www.silearning.eu/wp-content/uploads/2017/04/customer-
journey.pdf 

13 
Designing the 
challenge 

Social Innovation Community https://www.silearning.eu/tools-archive/designing-the-challenge/ 

14 
Desktop 
walkthrough 

ecp16125013.pdf (liu.se) ecp16125013.pdf (liu.se) 

15 
Digital Policy 
Model Canvas 

The govlab blog https://www3.weforum.org/docs/DPM_Canvas_d1_0.pdf 

16 
DSI 
methodology 

DSI4EU https://digitalsocial.eu/ 

17 

Ebrahim&Rang
an's 
Contingency 
Framework 

Ebrahim and Rangan 
The Limits of Nonprofit Impact: A Contingency Framework for Measuring 
Social Performance - HBS Working Knowledge 
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18 Empathy maps Beeckcenter - Georgetown University 

https://toolkits.dss.cloud/wp-
content/uploads/sites/2/2016/06/Empathy_map_TEMPLATE.pdf 

19 
Enterpreneuria
l Discovery 
Process 

JRC - European Commission https://s3platform.jrc.ec.europa.eu/edp; 

20 
European 
Innovation 
Scoreboard 

EIS 
https://ec.europa.eu/commission/presscorner/detail/en/QANDA_20_11
50 

21 
Experience 
Prototype 

Social Innovation Community https://www.silearning.eu/tools-archive/experience-prototype/ 

22 Idea card Social Innovation Community https://www.silearning.eu/tools-archive/idea-card/  

23 
Idea days and 
policy jams 

UK Open Policy Making Toolkit 
https://www.gov.uk/guidance/open-policy-making-toolkit/designing-
policy-and-ideas 

24 Idea Selection Social Innovation Community https://www.silearning.eu/tools-archive/idea-selection/ 

25 
Ideation first 
burst map 

Ideation in Design Thinking: Tools and Methods 
(designorate.com) 

Ideation in Design Thinking: Tools and Methods (designorate.com) 

26 IMPACT Sara Depedri 
La valutazione dell’impatto sociale nel Terzo Settore. Il posizionamento 
scientifico di Euricse e il metodo ImpACT - Euricse Euricse 

27 
Impact & 
Feasibility 
Analysis  

Beeckcenter - Georgetown University https://miro.com/app/board/uXjVOa7jK3o=/ 

28 

Impact 
Reporting and 
Investing 
Standards 
(IRIS) 

Global Impact Investing Network https://iris.thegiin.org/ 

29 
Judging  
criteria 

Social Innovation Community https://www.silearning.eu/tools-archive/judging-criteria/ 

30 KJ / ideation Beeckcenter - Georgetown University https://toolkits.dss.cloud/design/method-card/the-kj-method-2/ 

31 
Logic model & 
Theory of 
change 

SIMPACT  http://www.simpact-project.eu/tools/evaluation.htm 

32 
Logical 
Framework 
Matrix 

Social Innovation Community https://www.silearning.eu/tools-archive/logical-framework-matrix/ 

33 
Marketing 
Prototype 

Social Innovation Community https://www.silearning.eu/tools-archive/marketing-prototype/ 

34 

Mildenberger's 
social 
innovation 
assessment 

Mildenberger et al. 2020 https://www.pub.sinnergiak.org/esir/article/view/138 

35 
Motivation 
matrix 

Social Innovation Community https://www.silearning.eu/tools-archive/motivation-matrix/   
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36 
Negotiating 
shared values 
& goals 

SIMPACT - Social Innovation Policy tools http://www.simpact-project.eu/tools/policy.htm 

37 
OECD's OSLO 
guidelines 

OECD manual to measure digital innovation Microsoft Word - OSLO-ENG.DOC (oecd.org) 

38 
Participative 
Governance 

SIMPACT - Social Innovation Policy toolbox http://www.simpact-project.eu/tools/policy.htm 

39 
People and 
connection 
map 

Social Innovation Community https://www.silearning.eu/tools-archive/people-and-connections-map/ 

40 Persona map 
Your guide to successful persona building | by 
Lex Joosten | Ignation | Medium 

Your guide to successful persona building | by Lex Joosten | Ignation | 
Medium 

41 Policy lab UK Open Policy Making Toolkit 
https://www.gov.uk/guidance/open-policy-making-toolkit/designing-
policy-and-ideas 

42 
Problem 
definition 

Social Innovation Community 
https://www.silearning.eu/wp-content/uploads/2017/04/problem-
definition.pdf 

43 
Public sector 
worckplace 
innovation 

SIMPACT - Social Innovation Policy toolbox http://www.simpact-project.eu/tools/policy.htm 

44 Pugh Chart Social Innovation Community https://www.silearning.eu/tools-archive/pugh-chart/ 

45 Resindex SIMPACT http://www.simpact-project.eu/tools/evaluation.htm 

46 
Resource 
assessment 

SIMPACT http://www.simpact-project.eu/tools/toolbox_business_web.pdf   

47 
Resourcing 
social 
innovation 

SIMPACT - Social Innovation Policy toolbox http://www.simpact-project.eu/tools/policy.htm 

48 
Role-play 
acting 

SocialUP Design Kit 

49 
S.A.V.E. - Social 
added value 
evaluation 

Andrea Bassi https://link.springer.com/chapter/10.1007/978-3-642-32879-4_20 

50 
Service 
Blueprint 

Social Innovation Community https://www.silearning.eu/tools-archive/service-blueprint/ 

51 
SI-DRIVE 
methodology 

SI-DRIVE https://www.si-drive.eu/ 

52 
SIMRA 
indicators 

Baselice et al. 2021 https://www.mdpi.com/2071-1050/13/4/1807 

53 

Social 
Accounting 
and Audit 
(SAA) 
framework  

Pearce John 
https://socialvalueuk.org/wp-content/uploads/2017/05/SAA-and-SROI-
rebranded.pdf  
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54 

Social business 
canvas 

SocialUP http://toolkit.designthinking-socialup.eu/en/social-business-canvas 

55 

Social 
Enterprise 
Balanced 
scorecard 

  https://link.springer.com/content/pdf/10.1007/s11213-009-9149-5.pdf   

56 

Social 
Indicators and 
Social 
reporting 

Heinz-Herbert Noll 

https://www.researchgate.net/profile/Heinz-Herbert-
Noll/publication/284726634_Social_Indicators_and_Social_Reporting_-
_The_international_Experience/links/565840cc08ae1ef9297d9dd8/Socia
l-Indicators-and-Social-Reporting-The-international-Experience.pdf 

57 

Social outcome 
contract - 
social impact 
bonds 

  
https://eiah.eib.org/publications/attachments/social-outcome-contract-
en.pdf 

58 
Social Return 
on Investment 
(SROP) 

Social Value UK https://socialvalueuk.org/resources/sroi-guide/  

59 

Socio-
economic 
Assesment 
Toolbox  

SIMPACT http://www.simpact-project.eu/tools/evaluation.htm 

60 
Stakeholder 
mapping and 
analysis 

MitchellRK, AgleBR, WoodDJ. 1997. Toward a 
theory of stakeholder identification and 
salience: defining the principle of who and 
what really counts. Acad Manage Rev. 22:853–
886. 

https://www.researchgate.net/publication/332098002_A_Stakeholder_
Approach_to_Value_Creation_and_Leadership/figures?lo=1 

61 
Stakeholder 
visualization 

Social Innovation Community https://www.silearning.eu/tools-archive/stakeholder-visualisation/  

62 
Success factor 
mind map 

Project Success Factors (designthinking-
socialup.eu) 

Project Success Factors (designthinking-socialup.eu) 

63 SWOT Analysis Social Innovation Community https://www.silearning.eu/tools-archive/swot-analysis/ 

64 System map Social Innovation Community https://www.silearning.eu/tools-archive/system-map/ 

65 Target group Social Innovation Community https://www.silearning.eu/tools-archive/target-group/ 

66 
TEPSIE 
methodology 

TEPSIE https://cordis.europa.eu/project/id/290771 

67 Thinking hats Social Innovation Community https://www.silearning.eu/tools-archive/thinking-hats/ 

68 Thinking wrong 
Thinking Wrong Exercise (designthinking-
socialup.eu) 

Thinking Wrong Exercise (designthinking-socialup.eu) 

69 
Value Network 
Analysis  

SIMPACT http://www.simpact-project.eu/tools/evaluation.htm 

70 
Value 
proposition 
Canvas 
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71 
Value 
proposition 
card 

SIMPACT http://www.simpact-project.eu/tools/toolbox_business_web.pdf  

72 
World cafe 
method 

  World Cafe Method :: The World Cafe 

 


