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Entrepreneurship is often thought of as the act of commercializing an innovation. In modern open econ-
omies, entrepreneurship is one of the key aspects for economic growth. The teaching and learning en-
trepreneurship is therefore of importance. Schools, colleges and universities can play an important role 
by including entrepreneurship and innovation in their curricula. The Berkeley Method of Entrepreneur-
ship is a holistic and student-centered teaching and learning approach that is hypothesized to enable 
engineers to be more entrepreneurial. It encompasses three main elements: networks, mindset and 
frameworks. Networks and frameworks are covered in most entrepreneurial curricula, whereas only a 
few curricula explicitly include the mindset perspective. The Berkeley Method of Entrepreneurship is 
based on the hypothesis that the mindset of an entrepreneur can be characterized by a distinct set of 
behavioral patterns, and that an inductive game-based teaching approach is a successful vehicle for 
introducing and re-enforcing these. The game-based teaching approach allows the students to explore 
their current mindset and compare it with that of entrepreneurs. The paper presents two of the hypoth-
eses behind the Berkeley Method of Entrepreneurship: the set of behavioral patterns and the game 
based teaching approach. This paper outlines the concepts behind this novel teaching approach as 
well as future research.

I. INTRODUCTION 

Entrepreneurship matters. In modern open economies it is more important for economic growth than 
it has ever been. The reason behind this is that globalization and the revolution in information technol-
ogy imply a need for structural change, requiring a substantial reallocation of resources. This induces 
an intense demand for entrepreneurship1. In understanding entrepreneurship, schools, colleges and 
universities play an important role and should therefore implement programs and courses that improve 
the education and training in the area of technology management and entrepreneurship2. Governments 
and universities worldwide are pushing for education programs that produce more “entrepreneurial 
engineers” who are “bilingual” in the sense that they possess dual managerial and technical compe-
tencies3. 

As pointed out by Phan, Siegel and Wright�, more research concerning good ways to train students in 
entrepreneurship is needed, and Verzat et al.5 states that research investigating suitable pedagogical 
methods to attain requisite skills among engineering students is lacking. Some of the most crucial ele-
ments of entrepreneurship at the level of individuals are attitudes, skills and actions6; i.e. elements that 
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are partly not taught in traditional classes at schools, colleges and universities. Creating entrepreneur-
ial mindsets in students also calls for the use of innovative models and content in teaching and may in-
volve changing the content of courses as well as the process of learning itself7. Research investigating 
suitable pedagogical methods to attain requisite skills among engineering students is lacking. Equally, 
accounts of the use and potential of games as a pedagogical tool are largely absent from mainstream 
journals8.

The Berkeley Method of Entrepreneurship is a holistic and student-centered teaching and learning 
approach that is hypothesized to enable engineers to be more entrepreneurial. It encompasses three 
main elements: networks, mindset and frameworks. Networks and frameworks are elements found in 
many entrepreneurial courses and provide the students with knowledge and facts associated to entre-
preneurship whereas mindset is an element often missing in traditional courses. Generally, the mindset 
LV�D�ZD\�RI�WKLQNLQJ�WKDW�LQÁXHQFHV�WKH�ZD\�VRPHRQH�YLHZV�DQG�DFWV�XSRQ�D�VLWXDWLRQ��WKH�PLQGVHW�LV�
UHÁHFWHG�LQ�WKH�SHUVRQ·V�EHKDYLRUDO�SDWWHUQV9.

The Berkeley Method of Entrepreneurship is based on a two-fold hypothesis:
1. The mindset of an entrepreneur can be described as a set of behavioral patterns, and 
2. An inductive game based teaching approach is a successful vehicle to introduce and reinforce be-

havioral patterns in students. 

In the game-based teaching approach, students explore their current mindsets and compare it with that 
of entrepreneurs. The Berkeley Method of Entrepreneurship further stresses the relationship between 
WKH�VWXGHQW�DQG�WKH�VXEMHFW³WKDW�LV��KRZ�WKH�VWXGHQW�SHUFHLYHV�LQIRUPDWLRQ��H[SHULHQFHV�DQG�NQRZO-
edge provided in the course. 

7KLV�SDSHU�EHJLQV�ZLWK�D�GHÀQLWLRQ�DQG�GHVFULSWLRQ�RI�HQWUHSUHQHXUVKLS�DQG�ZK\�LW�LV�RI�LPSRUWDQFH�IRU�
society (Section 2). It describes current trends in teaching and learning as well as the special aspects 
of teaching and learning entrepreneurship (Section 3). Furthermore, the paper contains a description of 
WKH�%HUNHOH\�0HWKRG�RI�(QWUHSUHQHXUVKLS��6HFWLRQ����DQG�WKH�K\SRWKHVHV�RQ�ZKLFK�LW�LV�EDVHG��7KH�SD-
per presents a set of behavioral patterns that characterize an entrepreneur (Section 5) and discusses 
how these can be invoked by introducing games in the teaching and learning setting (Section 6). The 
paper presents some ideas for further research related to entrepreneurship and management educa-
tion in general, and to the Berkeley Method of Entrepreneurship in particular (Section 7). At last, the 
conclusions are drawn (Section 8).   

II. ENTREPRENEURSHIP

(QWUHSUHQHXU��RULJLQDOO\�D�)UHQFK�ZRUG�� LV�FRPPRQO\�GHÀQHG�DV�DQ� LQGLYLGXDO�ZKR�RUJDQL]HV�RU�RS-
HUDWHV�D�EXVLQHVV�RU�EXVLQHVVHV��7KH�ÀUVW�XVDJH�RI�WKH�ZRUG�´HQWUHSUHQHXUVµ�GDWHV�EDFN�WR�WKH�,ULVK�
)UHQFK�HFRQRPLVW�5LFKDUG�&DQWLOORQ�ZKR��LQ�������GHÀQHG�WKHP�DV�´QRQ�À[HG�LQFRPH�HDUQHUV�ZKR�SD\�
known costs of production but earn uncertain incomes”10��7KH�QHZHU�GHÀQLWLRQ�FRPHV�IURP�5RQDOG�0D\��
who states that “An Entrepreneur is someone who commercializes his or her innovation,” and Howard 
Stevenson11 who states that “Entrepreneurship is the process by which individuals pursue opportunities 
without regard to the resources they currently control.” Entrepreneurship is the art of being an entre-
preneur. 

Entrepreneurship is an essential ingredient for creative destruction, a phenomenon described by the 
Austrian economist Joseph Schumpeter12. According to Schumpeter, creative destruction is “the essen-
tial fact about capitalism” where new combinations of resources (e.g. human talent, physical resources 
DQG�ÀQDQFLDO�UHVRXUFHV��JLYH�ULVH�WR�QHZ�LQGXVWULHV�DQG�ZHDOWK13. According to Schumpeter, creative de-
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struction is the primary mechanism for economic development for societies and businesses. In his view, 
HQWUHSUHQHXUV�DUH�WKH�G\QDPLF�ÀJXUHV�ZKR�FRPELQH��RU�UHFRPELQH��YLWDO�UHVRXUFHV�WR�VHUYH�HPHUJLQJ�
customer needs, thereby “creatively” destroying the pre-existing economic order��.
(QWUHSUHQHXUVKLS�LQ�D�VRFLHW\�FDQ�H[LVW�DW�WKUHH�GLVWLQFW�OHYHOV��LQGLYLGXDO��ÀUP�DQG�PDFUR���7KH�WKUHH�
levels operate under different conditions and have their own crucial elements. Their respective suc-
cess has different implications15. The success of entrepreneurship at the macro level implies economic 
growth.  However, a success at the macro level cannot be achieved without successful entrepreneur-
VKLS�DW�WKH�ÀUP�DQG�LQGLYLGXDO�OHYHOV�VLQFH�WKH�PDFURFOLPDWH�LV�JURZQ�RXW�RI�WKHVH16.

(QWUHSUHQHXUV�RIWHQ�ÀQG�WKHPVHOYHV�LQ�QRYHO�DQG�XQH[SORUHG�WHUULWRULHV��7KLV�FDOOV�IRU�D�FHUWDLQ�W\SH�
of mindset as studied by several researchers. Political economist Robert Reich considers leadership, 
management ability and team-building to be essential qualities of an entrepreneur17. Other researchers 
state that common skills and attitudes of entrepreneurs are the ability to bear risk18,19 and cope with true 
XQFHUWDLQW\��DQG�SRVVHVVLRQ�RI�DQ�H[WURYHUW�EHKDYLRU³WKDW�LV��DQ�RXWJRLQJ��WDONDWLYH��HQHUJHWLF�EHKDY-
ior20.

III. TEACHING AND LEARNING ENTREPRENEURSHIP

As an answer to the need of increasing entrepreneurship in society, citizens should be trained to start 
companies. One opportunity to create new companies is in areas of innovation and new inventions. In 
most countries, universities generate lots of new innovations. Thus, the universities that not only inno-
YDWH��WKURXJK�UHVHDUFK��EXW�DOVR�WUDLQ�HQWUHSUHQHXUV�ZLOO�EH�DW�WKH�IRUHIURQW�RI�JURZLQJ�WKHLU�FRXQWULHV·�
economies21. Today many universities have extended their traditional missions (education, research 
and outreach) to also include innovation and entrepreneurship. The newer goal is often expressed as 
education, research and outreach-and-innovations. Entrepreneurship and innovation are being includ-
ed in curricula at adaptive universities. In addition, discussions about teaching and learning in general 
have received increased attention at universities lately. 

Generally speaking, teaching is interpreted as the act of helping someone to learn. In recent years, 
discussions about teaching have shifted from “how to present and transfer knowledge from a teacher to 
someone else” to “how information and knowledge provided is perceived by the receiver”22. They have 
shifted from a teacher-student-transfer focus in which the subject is only the transported goods, to the 
student-subject-relation focus in which the teacher is only the medium used. The task for the teachers 
is to help the students learn. This shift is illustrated in the didactic triangle in Figure 123.
 

Figure 1: An interpretation of the Didactic Triangle showing a shift from the teacher-student-transfer focus (left) to the stu-
dent-subject-relation focus (right).

The teacher-student-transfer focus (left in Figure 1) is also referred to as deductive teaching, whereas 
the student-subject-relation focus (right in Figure 1) is referred to as inductive learning��. In a deductive 
classroom, the teacher conducts lessons by introducing and explaining concepts to students. Then, 
students are expected to complete tasks to practice the concepts. The students should demonstrate 
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that they have understood the concepts by repeating what the teacher just said or did. In an inductive 
classroom, the teacher presents or exposes the students to examples that show how the concept is 
XVHG��7KH� LQWHQW� LV� IRU�VWXGHQWV� WR� ´QRWLFHµ�KRZ� WKH�FRQFHSW�ZRUNV� WKURXJK� UHÁHFWLRQ��7KH�VWXGHQWV�
should demonstrate that they have understood by re-inventing the concepts based on their own expe-
rience. 

Deductive teaching methods are suitable to use in subjects where facts and raw knowledge is of most 
importance, whereas an inductive teaching approach is suitable to use when skills and attitudes are 
in focus. For entrepreneurs, skills and attitudes are equally or even more important than facts and raw 
knowledge, and an inductive learning approach is therefore most suitable. Since skills and attitudes are 
“owned” by the students, the relation between the student and the entrepreneurship-subject becomes 
HVVHQWLDO��WKH�VFKRRO�DQG�WHDFKHUV�DUH�RQO\�D�PHDQV�IRU�WKH�VWXGHQW�WR�UHÁHFW�XSRQ�KLV�RU�KHU�VNLOOV�DQG�
attitudes (compare Figure 1, right side).  

An example of an inductive learning approach is game-based learning, something that has received 
increased attention lately25,26. It has been driven by clear successes in military and industrial training, 
DV�ZHOO�DV�E\�HPHUJLQJ�UHVHDUFK�LQWR�WKH�FRJQLWLYH�EHQHÀWV�RI�JDPH�SOD\V��'HYHORSHUV�DQG�UHVHDUFKHUV�
are working in various areas of game-based learning, including games that are goal-oriented; social 
game environments; non-digital games that are easy to construct and play; games developed express-
O\�IRU�HGXFDWLRQ��DQG�FRPPHUFLDO�JDPHV�WKDW�OHQG�WKHPVHOYHV�WR�UHÀQLQJ�WHDP�DQG�JURXS�VNLOOV��0RUH�
complex approaches like role-playing, collaborative problem solving, and other forms of simulated ex-
periences have broad applicability across a wide range of disciplines and are beginning to be explored 
in more classrooms27.

IV. BERKELEY METHOD OF ENTREPRENEURSHIP

At the University of California at Berkeley, a new method for teaching and learning entrepreneurship is 
under development28,29. The pedagogy is focused around learning rather than teaching (compare Fig-
ure 1) and the students are pushed to proactively develop their own understanding rather than to wait 
for someone to teach them what they need to know. The students are trained to frame problems and 
ÀQG�ZD\V�WR�VROYH�WKHP�DQG�WKHQ�UHÁHFW�RQ�ZKDW�WKH\�KDYH�OHDUQHG�IURP�WKH�SURFHVV��7KH�SHGDJRJ\�RI�
%HUNHOH\�0HWKRG�RI�(QWUHSUHQHXUVKLS�LV�EDVHG�RQ�WKH�IROORZLQJ�ÀYH�SULQFLSOHV��

• Students learn by doing30. 
• Instructors host the environment for students to interact directly with the problem.  Students make 

their own decisions and learn inductively31.
• Behavior training for students is enforced through games and exercises32.
• Learning outcomes prosper when focusing on goals and processes instead of grades.
• Learning leverages on mimicking real-world entrepreneurial situations33.

The method has already been used in practice at different occasions: boot camps and courses for 
undergraduate and graduate students, Global Venture Lab Conferences for academia and industry, 
and research activities. The three-part model describing the Berkeley Method of Entrepreneurship is 
depicted in Figure 2.
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Figure 2: The three layers in Berkeley Method of Entrepreneurship

7KH�WKUHH�SDUWV�DUH�GHÀQHG�DV�
• )UDPHZRUN��7HDFKLQJ�HIIHFWLYHQHVV�RI�VWUDWHJ\��WDFWLFV�DQG�H[HFXWLRQ³IRU�H[DPSOH��RSSRUWXQLW\�

recognition, pivots, minimum viable product, raising funds, tools, frameworks, etc.
• Mindset: Exposure to issues related to culture, social psychology and mindset. It covers the psy-

FKRORJ\�RI�EHLQJ�DQ�HQWUHSUHQHXU³IRU�H[DPSOH��WUXVWLQJ��ULVN�DVVHVVPHQW��FRPPXQLFDWLRQ��RYHU-
coming social barriers, rejection therapy and fail training.

• Network: Network is a general term that covers both people-based connections for creating ven-
tures as well as a safe environment to develop a venture. It assures infrastructure and a support-
ive, safe and effective environment such as diverse networks, ability to connect, facilities, ser-
vices, clarity of rules of engagement and mentors.  

Framework and networks are provided in most traditional and entrepreneurship courses, whereas 
mindset is often not explicitly included in courses today. In traditional courses, the students are given 
access to good infrastructure and a supporting environment (networks). The aim is to facilitate the 
students to study, search for information and share documents. The infrastructure and networks also 
contain clarity of rules; the students should know what is expected from them in the learning situation. 
In traditional courses, students are taught about the tactics associated with the subject (framework). In 
entrepreneurship courses, tactics and frameworks could encompass the following: knowledge about 
opportunity recognition, how to raise funds or how to use certain tools and frameworks. 
What is often missing in traditional or entrepreneurship courses is an explicit work with mindset (mind-
set). The Berkeley Method of Entrepreneurship aims at training students to become entrepreneurs and 
therefore exposes the students to the entrepreneurial mindset. This is done with an inductive game-
based teaching approach.
 
The Berkeley Method of Entrepreneurship is based on a two-fold hypothesis:
• The mindset of an entrepreneur can be described as a set of behavioral patterns, and 
• An inductive game based teaching approach is a successful vehicle to introduce and reinforce stu-

GHQWV·�EHKDYLRUDO�SDWWHUQV��

$�OLVW�RI�WHQ�EHKDYLRUDO�SDWWHUQV�KDV�EHHQ�IRUPXODWHG�DQG�FXUUHQW�UHVHDUFK�DLPV�DW�FRQÀUPLQJ�RU�UHMHFW-
ing each of the behavioral patterns. The inductive game-based teaching approach has started to be 
used at UC Berkeley in courses provided by the Sutardja Center for Entrepreneurship & Technology. 
&XUUHQW�UHVHDUFK�DLPV�DW�WXQLQJ�H[LVWLQJ�JDPHV�DQG�RU�ÀQGLQJ�DGGLWLRQDO�JDPHV�WR�UHLQIRUFH�WKH�EHKDY-
ioral patterns. Research concerning the measurement of the success of using a game-based teaching 
approach in entrepreneurial curricula is also in its initial stages. The following two chapters describe the 
ten behavioral patterns characterizing entrepreneurs and the game-based teaching approach. 

Innovation Model



Applied Innovation Review

56

Issue 1  June 2015

V. THE GAME-BASED TEACHING APPROACH

The mindset of successful entrepreneurs has been studied and a proposal describing their most domi-
nant characteristics is given through ten behavioral patterns. The proposal is based on extensive inter-
DFWLRQ�ZLWK�HQWUHSUHQHXUV�LQ�WKH�6LOLFRQ�9DOOH\�DUHD�DQG�RQ�OLWHUDWXUH�UHYLHZ³H�J��5DLQIRUHVW�E\�+ZDQJ�
and Horowitt����$�GLVWLQFW�VHW�RI�EHKDYLRUDO�SDWWHUQV�LV�LGHQWLÀHG�DQG�OLVWHG�LQ�7DEOH����,W�LV�LPSRUWDQW�WR�
note that this is an ongoing research, which implies that the ten behavioral patterns should be interpret-
ed as best current status. It cannot be excluded that more patterns will be added, or current patterns 
ZLOO�EH�PRGLÀHG�UHPRYHG��7KH�WHQ�EHKDYLRUDO�SDWWHUQV�GHVFULEH�WKH�W\SLFDO�PLQGVHW�RI�VXFFHVVIXO�HQWUH-
preneurs. If everyone in a community acts like this, there will be a vibrant entrepreneurial culture.

Table 1: Ten behavioral patterns characterizing an entrepreneur.
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Pay It Forward 
3D\�LW�IRUZDUG� LV�D� WHUP�XVHG� WR�GHVFULEH� WKH�FRQFHSW�RI� ´DVNLQJ� WKH�EHQHÀFLDU\�RI�D�JRRG�GHHG� WR�
repay it to others instead of the original benefactor”35��7KH�ÀUVW�NQRZQ�XVH�RI�WKH�WHUP�GDWHV�EDFN�WR�
�����ZKHQ�LW�ZDV�XVHG�LQ�WKH�SKUDVH�´<RX�GRQ·W�SD\�ORYH�EDFN��\RX�SD\�LW�IRUZDUGµ36. In areas strong 
LQ�HQWUHSUHQHXUVKLS��VXFK�DV�6LOLFRQ�9DOOH\�LQ�&DOLIRUQLD��D�SD\�LW�IRUZDUG�FXOWXUH�KDV�EHHQ�LGHQWLÀHG37. 
Entrepreneurs in these areas build support networks outside of existing companies. These networks 
FDQ�EH�DURXQG�DQ\�DUHD�RI�LQWHUHVW��7KH�QHWZRUNV�DUH�PXWXDOO\�EHQHÀFLDO��WKDW�LV��DV�D�SDUWLFLSDQW�\RX�
both learn from others and contribute to help others. Over time, experienced executives “pay back” the 
help they received by mentoring others. A pay-it-forward culture makes an entrepreneurship ecosystem 
smarter38.  
 
The pay-it-forward concept is the motivation behind seasoned managers or entrepreneurs getting in-
volved in coaching and/or mentoring39��0HQWRULQJ� KDV� EHHQ� LGHQWLÀHG� DV� DQ� H[FKDQJH� UHODWLRQVKLS�
ZKHUHE\�ERWK�WKH�PHQWRU�DQG�WKH�SURWpJp�JDLQ�VHYHUDO�EHQHÀWV�IURP�HDFK�RWKHU��)RU�H[DPSOH��FRP-
pared with non-mentored individuals, mentored employees demonstrate higher levels of objective and 
subjective positive outcomes such as career development, job satisfaction, socialization, organizational 
commitment and career advancements��.  

Story Telling
7KLV�EHKDYLRUDO�SDWWHUQ�UHIHUV�WR�&KULVWHQVHQ·V�LQÁXHQWLDO�ZRUN�RQ�WKH�LQQRYDWRU·V�GLOHPPD���DQG�0RRUH·V�
work on crossing the chasm����(VSHFLDOO\�LQ�KLJK�WHFK�PDUNHWV��DQ�HQWUHSUHQHXU·V�SURGXFW�LGHD�RU�EXVL-
ness model can be radically new or disruptive. It can be a “new to the world” type of innovation. Often, 
even the terminology used to describe the concept might be missing. Exploring a new, possibly disrup-
tive market requires major changes in patterns of behavior related to entrepreneurial communication. 
The entrepreneurs need to learn how to “cross the communication chasm” so that potential investors, 
and later on customers, understand the added value in the new offering. The entrepreneurs need to 
learn to communicate their story with a new language; they need to be storytellers and do story telling.  

To be able to adopt new innovations, consumers need to be aware of an innovation and understand the 
additional value provided by the innovation��. Narrative, or story telling, is a central tool in addressing 
PDQ\�RI�WRGD\·V�NH\�OHDGHUVKLS�FKDOOHQJHV�VXFK�DV�WKH�IROORZLQJ��DUWLFXODWLQJ�WKH�ULVNV�DQG�RSSRUWXQLWLHV�
LGHQWLÀHG�E\�VWUDWHJLF�PDQDJHPHQW�WRROV�OLNH�VWUDWHJLF�SODQV��VFHQDULR�DQDO\VLV��DQG�GLOHPPD�UHVROX-
tion��. Story telling can be one way to overcome the communication chasm. It can be used effectively 
for several purposes of communication: sparking action, transmitting values, exploring alternative fu-
ture scenarios or sharing knowledge.

Friend Or Foe
7UXVW��JHQHUDOL]HG�WUXVW�DQG�SDUWLFXODUL]HG�WUXVW�DUH�LPSRUWDQW�FRQFHSWV�VWURQJO\�UHODWHG�WR�D�SHUVRQ·V�
MXGJPHQW�RI�IULHQG�RU�IRH��7UXVW�PHDQV�WR�EHOLHYH�LQ�VRPHRQH·V�ZRUG��LW�LV�RIWHQ�WRZDUGV�D�NQRZQ�SHU-
son. Research has validated the importance of social cohesion based on trust, support and altruism in 
driving behavioral outcomes. It has been shown that trust is mainly created through real-life collaborat-
ing, working together and/or sharing information��. In social networks, trust can be multiplied. 

Generalized trust is trust towards strangers that arises when “a community shares a set of moral val-
ues in such a way as to create regular expectations of regular and honest behavior”��. Generalized 
trust differs fundamentally from particularized trust through extension to people on whom the trusting 
part has no direct information��. 

Seek Fairness 
Covey�� coined the idea of abundance mentality or abundance mindset, a concept in which a person 
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believes there are enough resources and successes to share with others. It can be contrasted with the 
scarcity mindset (i.e., destructive and unnecessary competition), which is founded on the idea that, if 
VRPHRQH�HOVH�ZLQV�RU�LV�VXFFHVVIXO�LQ�D�VLWXDWLRQ��WKDW�PHDQV�\RX�ORVH³QRW�FRQVLGHULQJ�WKH�SRVVLELO-
ity of all parties winning (in some way or another) in a given situation. Individuals with an abundance 
mentality reject the notion of zero sum transactions and instead believe in positive sum transactions. 
They are able to celebrate the success of others rather than feel threatened by them. Genuine strive 
IRU�PXWXDOO\�EHQHÀFLDO�VROXWLRQV�RU�DJUHHPHQWV��DV�VXSSRUWHG�E\�D�SRVLWLYH�VXP�WUDQVDFWLRQV�DWWLWXGH��
is the key in (entrepreneurial) relationships. A “win” for all is ultimately a better long-term solution than 
if only one person in the situation had gotten his way.

Plan To Fail
Important concepts related to this rule are effectual logic, failure acceptance and pivoting. Research 
on successful entrepreneurs revealed that they use non-predictive or effectual logic. This means that 
you begin with who you are, what you know and whom you know, and begin doing the doable with as 
few resources invested as possible��. Research also concludes that an entrepreneur should “repeat, 
continue after failure and pivot until the chain of stakeholders and commitments converge to a viable 
new venture”50. In particular, they begin by interacting with a wide variety of potential stakeholders and 
QHJRWLDWLQJ�DFWXDO�FRPPLWPHQWV��/HW�WKH�DFWXDO�FRPPLWPHQWV�UHVKDSH�WKH�VSHFLÀF�JRDOV�RI�WKH�YHQWXUH��
An entrepreneur has to accept that the reshaping is an important part in aiming to improve; it is not to 
be thought of as a defeat. 

Diversify
According to Dubini and Aldrich51�� WKH�GLYHUVLW\�RI�HQWUHSUHQHXUV·�QHWZRUNV� LV�FUXFLDO� WR� WKH�VFRSH�RI�
opportunities available to them. Information about new business locations, potential markets for goods 
and services, sources of capital, potential investors and innovations is likely to be spread widely among 
individuals. This implies that someone with a small set of overlapping relationships is at a disadvantage 
when competing for information with someone with a large set of divergent ties. However, it is not easy 
WR�GLYHUVLI\��WKHUH�DUH�VRFLDO�EDUULHUV�WR�VWLÁH�KXPDQ�FRQQHFWLRQV��$OWKRXJK�WKH�JHRJUDSKLFDO�GLVWDQFHV�
are shrinking due to technology, the social distances caused by culture, language and distrust are still 
there52.

Role Model 
,W�KDV�EHHQ�GHPRQVWUDWHG�WKDW�D�ÀUVW�VWHS�LQ�DSSURDFKLQJ�D�QHZ�UROH�RU�D�QHZ�EHKDYLRU�LV�WR�EH�DEOH�WR�
associate oneself with a role model possessing this behavior. Culture can be learned by imitating peo-
ple similar to us or imitating people that are admired as socially dominant�����. Role models are therefore 
SRZHUIXO�WRROV�IRU�OHDUQLQJ�QHZ�EHKDYLRUV��2QH�RI�WKH�PRVW�SRZHUIXO�ZD\V�WR�FKDQJH�VRPHRQH·V�EHKDY-
ior is to have them spend time and listen to someone whom they want to emulate55.  

,Q�D�JRRG�PHQWRULQJ�UHODWLRQVKLS��WKH�PHQWRU�FDQ�EH�D�UROH�PRGHO�WKURXJK�ERWK�ZRUGV�DQG�DFWLRQV³
assuming the mentor is an entrepreneur with experience and the mentee is a newer entrepreneur. 
Entrepreneurs are constantly breaking rules and making mistakes in an effort to drive their businesses 
forward. As a new entrepreneur, this is challenging; having a mentor in this process can be invaluable. 
Entrepreneurs are a role model for how other entrepreneurs should see and deal with ethics in entre-
preneurship.

Believe
$Q�LPSRUWDQW�FRQFHSW�UHODWHG�WR�EHOLHI�LV�VHOI�HIÀFDF\��7KH�FRQVWUXFW�RI�VHOI�HIÀFDF\�ZDV�LQWURGXFHG�E\�
Bandura56 and represents one core aspect of his social-cognitive theory57��3HUFHLYHG�VHOI�HIÀFDF\� LV�
FRQFHUQHG�ZLWK�SHRSOH·V�EHOLHIV�LQ�WKHLU�DELOLW\�WR�LQÁXHQFH�HYHQWV�WKDW�DIIHFW�WKHLU�OLYHV��7KLV�FRUH�EHOLHI�
is the foundation of human motivation, performance accomplishments and emotional well-being. A me-
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WD�DQDO\VLV�FRQFHUQLQJ�WKH�UHODWLRQVKLS�EHWZHHQ�VHOI�HIÀFDF\�DQG�ZRUN�UHODWHG�SHUIRUPDQFH�LQGLFDWHV�
WKDW�WKHUH�LV�D�VLJQLÀFDQW�ZHLJKWHG�DYHUDJH�FRUUHODWLRQ58; i.e. persons with a high belief in their ability to 
LQÁXHQFH�HYHQWV�GHPRQVWUDWH�KLJKHU�ZRUN�SHUIRUPDQFH�WKDQ�WKRVH�ZLWK�D�ORZ�EHOLHI��

,W�KDV�DOVR�EHHQ�IRXQG�WKDW�D�VWURQJ�VHQVH�RI�SHUVRQDO�HIÀFDF\�LV�UHODWHG�WR�EHWWHU�KHDOWK��KLJKHU�DFKLHYH-
ment and more social integration. If people believe that they can take action to solve a problem instru-
mentally they become more inclined to do so and feel more committed to this decision59.

Perfection Vs Good Enough
It is important for entrepreneurs to understand that perfection can be harmful, not because of the per-
fect result but because perfection usually requires time, and timing can be more important than a per-
fect result. An idea can always be changed or altered to make improvements. In the book The Art of the 
Start, author Kawasaki60�H[SODLQV�WKDW�HQWUHSUHQHXUV�VKRXOG�´À[��VKLS��À[��VKLS�µ�UDWKHU�WKDQ�´À[��À[��À[��
ship.” The idea will constantly be improved. Bird Dunn states, “Perfection is the enemy of completion.” 
Reid Hoffman, founder of LinkedIn, says, “One of the metaphors that I use for startups is you throw 
yourself off a cliff and assemble an airplane on the way down.” This implies that you cannot wait for the 
SODQH�WR�EH�SHUIHFW��LW�KDV�WR�EH�DVVHPEOHG�TXLFN�DQG�ZLWK�DQ�DLP�WR�EH�JRRG�HQRXJK�IRU�Á\LQJ��

Collaboration
&ROODERUDWLRQ�FDQ�EH�SHUIRUPHG� LQ�GLIIHUHQW�ÁDYRUV�� WKHUH�FDQ�EH�FROODERUDWLRQV�EHWZHHQ� LQGLYLGXDOV�
who build the teams in businesses. Financial and human resources often seem to be the most critical 
for a successful launch of the venture and these resources tend to be closely interrelated. When new 
ventures apply for early stage venture capital funds, potential investors always evaluate the project by 
VHDUFKLQJ�IRU�D�ZHOO�EDODQFHG�WHDP�ZLWK�VXIÀFLHQW�EXVLQHVV�H[SHULHQFH61.

7KHUH�FDQ�DOVR�EH�FROODERUDWLRQV�EHWZHHQ�FRPSHWLQJ�FRPSDQLHV��FDOOHG�FR�RSHWLWLRQ��ZKLFK�LV�GHÀQHG�
DV�D�VWUDWHJ\�HPERG\LQJ�VLPXOWDQHRXV�FRRSHUDWLRQ�DQG�FRPSHWLWLRQ�EHWZHHQ�ÀUPV62. Collaboration in 
EXVLQHVV�WRGD\�LV�PRUH�RI�D�VXUYLYDO�WUDLW�WKDQ�D�EX]]ZRUG��%HFDXVH�FRPSHWLQJ�ÀUPV�SRVVHVV�UHOHYDQW�
UHVRXUFHV�DQG�IDFH�VLPLODU�SUHVVXUHV��FROODERUDWLRQ�ZLWK�FRPSHWLWRUV�HQDEOHV�ÀUPV�WR�DFTXLUH�DQG�FUH-
ate new technological knowledge and use the knowledge in pursuit of innovations63. Increased popu-
larity of co-opetition is evident by the fact that over 50% of collaborative relations (strategic alliances) 
DUH�EHWZHHQ�ÀUPV�ZLWKLQ� WKH�VDPH� LQGXVWU\³WKDW� LV�� DPRQJ�FRPSHWLWRUV��. Recently, scholars have 
suggested that especially small businesses in an industry need to collaborate with competitors so that 
they can create economies of scale, mitigate risk and leverage resources together65.

VI. THE GAME-BASED TEACHING APPROACH

7KH�%HUNHOH\�0HWKRG�RI�(QWUHSUHQHXUVKLS�LQFOXGHV�EHKDYLRUDO�WUDLQLQJ�DV�ZHOO�DV�UHÁHFWLRQV�RQ�PLQGVHW��
For this, an inductive game-based teaching approach is used. Various games, referred to as the Berke-
OH\�0HWKRG�RI�(QWUHSUHQHXUVKLS�JDPHV��KDYH�EHHQ�GHYHORSHG��$�JDPH�FDQ�EH�GHÀQHG�DV�D�VWUXFWXUHG�
playing, usually undertaken for enjoyment and sometimes used as an educational tool66. Or a game 
PD\�EH�GHVFULEHG�DV�DQ�´DUWLÀFLDO�VLWXDWLRQµ�LQ�ZKLFK�SOD\HUV�HQJDJH�LQ�DQ�DUWLÀFLDO�FRQÁLFW�DJDLQVW�RQH�
another or all together against other forces. Games are regulated by rules, which may take the form of 
procedures, controls, obstacles or penalties67. Furthermore, four key components of games are goals, 
rules, challenges, and interactions. For the Berkeley Method of Entrepreneurship games this implies:
• Goals: A preset objective, aligned with the teaching objective
• Rules: Limitations on how to achieve the goals
• Challenge: Competition and use of skills to reinforce behavior
• Interaction: A setting for players to interact, communicate and enjoy the process
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7KH�LGHD�LV�WR�OHW�WKH�JDPHV�LQYRNH�D�FHUWDLQ�EHKDYLRU�RU�PLQGVHW�LQ�WKH�VWXGHQW³IRU�H[DPSOH��6WRU\�
7HOOLQJ��EHKDYLRU����RU�*RRG�(QRXJK��EHKDYLRU�����$IWHU�WKH�JDPH��WKH�VWXGHQWV�VKRXOG�UHÁHFW�DERXW�
WKHLU�RZQ�EHKDYLRU�DQG�FRPSDUH�LW�ZLWK�WKDW�RI�VXFFHVVIXO�HQWUHSUHQHXUV��7KH�UHVXOW�RI�WKH�UHÁHFWLRQ�
FDQ�EH�HLWKHU�DQ�LJQLWLRQ�IRU�WKH�VWXGHQW��FRQÀUPLQJ�WKDW�KH�VKH�ZDQWV�WR�EHFRPH�DQ�HQWUHSUHQHXU���DQ�
H[WLQJXLVKHU��FRQÀUPLQJ�WKDW�WKH�VWXGHQW�GRHV�QRW�ZDQW�WR�EH�DQ�HQWUHSUHQHXU��RU�D�ZDNH�XS�FDOO��RN��,�
need to learn more about this mindset).   

([DPSOHV�RI�JDPHV�WKDW�FDQ�EH�XVHG�WR� LQYRNH�D�VSHFLÀF�EHKDYLRU�DQG�JDPHV�WKDW� LQYRNH�D�VHW�RI�
behaviors are given below. Behavior-10 “Collaboration” involves group-dynamics. Win-win games em-
phasize the importance of cooperation, fun, sharing, caring and over-all group success in contrast to 
domination, egoistic behavior and personal gain. A game invoking this behavior was used in a market-
ing course in the Technology Business program at University of XX, Finland68. Students were given a 
problem to solve related to marketing communications of a local technology SME. The student teams 
competed against each other and, ultimately, the best solution would win. A faculty member initiated 
WKH�FROODERUDWLRQ�EHWZHHQ�VWXGHQWV�DQG�WKH�ÀUP��DIWHU�WKH�ÀUVW�LQWURGXFWLRQ��VWXGHQWV�ZHUH�RQ�WKHLU�RZQ�
WR�EXLOG�D�UHODWLRQVKLS�ZLWK�WKH�ÀUP�UHSUHVHQWDWLYHV��7KH�VWXGHQWV·�ÀUVW�WDVN�ZDV�WR�QHJRWLDWH�WKH�WHDP�
building, or how to select members for a team. Ideally, teams should have been truly multidisciplinary, 
so that the members bring a wide variety of experiences and expertise to the team. The next step was 
WR�IXUWKHU�LGHQWLI\�WKH�H[DFW�SUREOHP�ZLWK�WKH�ÀUP·V�PDUNHWLQJ�FRPPXQLFDWLRQ��$OWRJHWKHU��ÀYH�WHDPV��
HDFK�ZLWK�IRXU�WR�ÀYH�VWXGHQWV��FRQWLQXHG�WR�ZRUN�IRU�WKUHH�ZHHNV�DQG�SUHVHQWHG�WKHLU�VROXWLRQV�LQ�D�
ÀQDO�VHPLQDU�WR�WKH�SDQHO�RI�MXGJHV��FRQVLVWLQJ�RI�IDFXOW\�PHPEHUV�DQG�WKH�IRXQGHU�&(2�DQG�PDUNHWLQJ�
PDQDJHU�RI�WKH�ÀUP��7KH�ÀUVW�SUL]H�ZDV�DFWXDOO\�JLYHQ�WR�WZR�WHDPV��ZKLFK�KDG�DOVR�FROODERUDWHG�ZLWK�
co-opetition; that is, they had shared their memos from initial meetings with the CEO, which allowed 
them to identify the problem faster and proceed to analyze alternative courses of action, formulate strat-
egy and implement strategy.

%HKDYLRU��� ´3D\�,W�)RUZDUGµ� LV� WKH�EHKDYLRU�RI� ´DVNLQJ� WKH�EHQHÀFLDU\�RI�D�JRRG�GHHG� WR� UHSD\� LW� WR�
others instead of the original benefactor.” It has been used in an educational activity at Lund University, 
Sweden. In the Technology Management program69, the students were asked to “assemble as much 
money as possible within 6 hours, and donate everything to charity.” The students were free to come 
up with whatever (non-violent, fair, honest) idea of how this should be accomplished, but they only had 
six hours. The students were split into two competing teams of 20 students each where the team that 
DVVHPEOHG�WKH�PRVW�PRQH\�ZRQ��:KHQ�WKH�DFWLYLW\�ZDV�RYHU��WKH�VWXGHQWV�ZHUH�DVNHG�WR�UHÁHFW�DERXW�
how they felt before, during and after the activity. This forced them to think about their attitude to the 
pay-it-forward behavior and their attitude of doing something that does not immediately give them any 
rewards or pay offs. 

A multi-behavior “Scavenger game” has been used in educational activities initiated by UC Berkeley70. 
,Q�WKLV�JDPH��HDFK�WHDP�KDG�ÀYH�PHPEHUV��WZR�RI�ZKLFK�ZHUH�SODFHG�LQ�D�FRQWURO�URRP�DQG�WKUHH�RI�
ZKLFK�ZHUH�SDUW�RI�WKH�ÀHOG�JURXS��7KH�ÀHOG�JURXS�DQG�JURXS�LQ�WKH�FRQWURO�URRP�FRXOG�RQO\�FRPPXQL-
cate via voice using a simple phone (no sms, texts, emails, videos etc). The group in the control room 
KDG�QR�DFFHVV�WR�WKH�,QWHUQHW��$�ÀYH�OLQHU�LQVWUXFWLRQ�ZDV�JLYHQ�WR�WKH�JURXS�LQ�WKH�FRQWURO�URRP��7KHVH�
LQVWUXFWLRQV�KDG�WR�EH�FRPPXQLFDWHG�WR�WKH�ÀHOG�WHDP��ZKRVH�WDVN�ZDV�WR�ÀQG�D�ORFDWLRQ�DQG�WDNH�D�
SLFWXUH�RI�LW��7KH�ÀHOG�JURXS�WKDW�SURYLGHG�WKH�FRUUHFW�SLFWXUH�ÀUVW�ZDV�WKH�ZLQQLQJ�WHDP��7KH�WDVN�VHHPV�
HDV\��H[FHSW�WKDW�WKH�ÀYH�OLQHV�RI�LQVWUXFWLRQV�ZHUH�JLYHQ�LQ�D�GLIIHUHQW�ODQJXDJH��H�J��&KLQHVH��5XVVLDQ��
illustrations, Korean or Finnish). In this game, an important behavior for the group in the control room 
was to be a Story Teller (able to communicate the shapes of the letters in the instructions), and for the 
ÀHOG�JURXS�WR�EH�DEOH�WR�GHPRQVWUDWH�&ROODERUDWLRQ�VNLOOV��H�J��HDFK�VWXGHQW�ZRUNLQJ�RQ�WKH�WUDQVODWLRQ�
of one instruction. Furthermore, the teams had to appreciate Diversity in the people they encounter in 
order to have someone to help them with translation. As soon as they thought they knew a location that 
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IXOÀOOV�WKH�LQVWUXFWLRQV��WKH\�ZHQW�WKHUH�DQG�WRRN�D�SLFWXUH�RI�LW��$IWHU�FRPSOHWLQJ�WKH�JDPH��WKH�VWXGHQWV�
ZHUH�DVNHG�WR�UHÁHFW�DERXW�WKHLU�RZQ�FRQWULEXWLRQV��ZKDW�EHKDYLRU�WKH\�IHOW�FRPIRUWDEOH�ZLWK��DQG�ZKDW�
EHKDYLRU�WKH\�QHHGHG�WR�SUDFWLFH�PRUH��7KH�VWXGHQWV�DOVR�UHÁHFWHG�DERXW�WKH�VWUDWHJLHV�XVHG�E\�WKH�
different teams and their respective advantages and disadvantages. 

VII. FUTURE RESEARCH

The teaching and learning approach used in the Berkeley Method of Entrepreneurship is already in use 
LQ�HQJLQHHULQJ�HQWUHSUHQHXUVKLS�HGXFDWLRQ�DW�8&�%HUNHOH\�DQG�WKH�ÀUVW�IHHGEDFN�IURP�VWXGHQWV�DQG�
instructors is positive. However, the method is still under development and further research is required. 
$�FXUUHQW�VWXG\�LV�EHLQJ�SHUIRUPHG�ZLWK�WKH�DLP�RI�FRQÀUPLQJ�RU�UHMHFWLQJ�HDFK�RI�WKH�WHQ�EHKDYLRUDO�
patterns that characterize a successful entrepreneur. An empirical study among a group of international 
students participating in a global entrepreneurial boot camp is planned to take place in the fall of 2015. 
As encouraged by Verzat et. al.71, research is also being conducted in the area of games. The research 
concerns tuning existing games, designing additional games and assessing the suitability of games 
for reinforcing behavioral patterns. The research project is being performed in the Global Venture Lab 
Network at UC Berkeley, which includes approximately 25 universities from all continents72. 

VIII. CONCLUSIONS

The Berkeley Method of Entrepreneurship is a holistic and student-centered teaching and learning ap-
proach that is hypothesized to enable engineers to be more entrepreneurial. It is currently under devel-
opment. It encompasses three main elements: networks, mindset and frameworks. Entrepreneurship 
is an essential ingredient for economic development for any country. Schools, colleges and universities 
can help foster and accelerate the formation of successful entrepreneurs by including entrepreneurship 
in their curricula, as is done by many schools, colleges and universities today. Most entrepreneurial 
curricula include the two traditional elements of networks and frameworks; however, very few curricula 
explicitly include the mindset perspective. 

The Berkeley Method of Entrepreneurship is based on the hypothesis that the mindset of successful 
entrepreneurs can be characterized by a distinct set of behavioral patterns and that an inductive game-
based teaching approach is the best vehicle to introduce and reinforce these patterns in students. A 
list of ten behavioral patterns that captures the mindset of successful entrepreneurs is presented and a 
game-based teaching approach is used to let the students explore their current mindset and compare 
it with that of entrepreneurs. The result can be an ignition for the student (yes, I want to be an entrepre-
neur), an extinguisher for the student (no, entrepreneurship is not for me) or a wake-up call (ok, I need 
to learn more about this mindset). 

The pedagogy of the Berkeley Method of Entrepreneurship is inductive in its nature and thereby fo-
cused around learning rather than teaching. The students are pushed to proactively develop their own 
understanding rather than to wait for someone to teach them what they need to know. The students are 
WUDLQHG�WR�IUDPH�SUREOHPV�DQG�ÀQG�ZD\V�WR�VROYH�WKHP�DQG�WKHQ�UHÁHFW�RQ�ZKDW�WKH\�KDYH�OHDUQHG�IURP�
the process, or the outcome of a game.

The Berkeley Method of Entrepreneurship has already been used in engineering entrepreneurship 
HGXFDWLRQ�DW�8&�%HUNHOH\��7KH�ÀUVW�IHHGEDFN�UHFHLYHG�IURP�VWXGHQWV��LQVWUXFWRUV�DQG�YLVLWLQJ�VFKRODUV�
is positive. Nevertheless, the underlying hypotheses have to be further investigated and validated. 
&XUUHQW�UHVHDUFK�WKHUHIRUH�DLPV�DW�WKH�IROORZLQJ��FRQÀUPLQJ�RU�UHMHFWLQJ�HDFK�RI�WKH�VHW�RI�EHKDYLRUDO�
SDWWHUQV��WXQLQJ�H[LVWLQJ�JDPHV�DQG�RU�ÀQGLQJ�DGGLWLRQDO�JDPHV�WKDW�UHLQIRUFH�WKH�EHKDYLRUDO�SDWWHUQV�
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DQG�ÀQGLQJ�ZD\V� WR�PHDVXUH� WKH�VXFFHVV�RI� WKH�JDPH�EDVHG� WHDFKLQJ�DSSURDFK� LQ�HQWUHSUHQHXULDO�
curricula. 

REFERENCES

1. Thurik R., Audretsch D. The Knowledge Society, Entrepreneurship and Unemployment. Scales 
Research Reports H199801. EIM Business and Policy Research. 1998.
2. Siegel D. From the Guest Editors: New Developments in Technology Management Education. 
Academy of Management Learning and Education. 8(3): 321-323. 2009.
3. Verzat, C., Byrne, J., & Fayolle, A. Tangling with spaghetti: Pedagogical lessons from
      games. Academy of Management Learning & Education. 8(3): 356-369. 2009.
��� 3KDQ� 3��� 6LHJHO� 6�� DQG� :ULJKW� 0�� 1HZ� 'HYHORSPHQWV� LQ� 7HFKQRORJ\� 0DQDJHPHQW� (GXFDWLRQ��
Background Issues. Program Initiatives and a Research Agenda. Academy of Management Learning & 
(GXFDWLRQ����������������������
5. Ibid. Verzat et al.
6. Wennekers, S., Van Wennekers, A., Thurik, R., & Reynolds, P. Nascent entrepreneurship and the 
OHYHO�RI�HFRQRPLF�GHYHORSPHQW��6PDOO�%XVLQHVV�(FRQRPLFV�����������������������
7. Shepherd, D. A. Educating entrepreneurship students about emotion and learning from
�����IDLOXUH��$FDGHP\�RI�0DQDJHPHQW�/HDUQLQJ�	�(GXFDWLRQ�����������²����������
8. Ibid. Verzat et al.
9. Dweck C. Mindset: the new psychology of success. New York: Random House. 2006.
����7DUDVFLR��9��-��&DQWLOORQ·V�(VVDL��$�&XUUHQW�3HUVSHFWLYHµ��-RXUQDO�RI�/LEHUWDULDQ�6WXGLHV�������������
257.1985.
���� *DUWQHU�� :�� %�� DQG� %DNHU�� 7�� $� SODXVLEOH� KLVWRU\� DQG� H[SORUDWLRQ� RI� 6WHYHQVRQ·V� GHÀQLWLRQ� RI�
HQWUHSUHQHXUVKLSµ��)URQWLHUV�RI�(QWUHSUHQHXUVKLS�5HVHDUFK�����������������
12. Schumpeter J. The Theory of Economic Development. Cambridge, MA: Harvard University Press. 
�����
13. McCraw T. K. Prophet of Innovation: Joseph Schumpeter and Creative Destruction. Journal of 
(FRQRPLF�+LVWRU\�����������������������
����'HOLJLDQQLGLV� /��	�1R\HV�(��9LVXDOL]LQJ�&UHDWLYH�'HVWUXFWLRQ� LQ�(QWUHSUHQHXUVKLS�(GXFDWLRQ�� ,Q�
3URF��RI�+XPDQ�6\VWHP�,QWHUDFWLRQ��+6,·��������������0D\�������������5]HV]RZ��3RODQG�������
15. Wenneker S., van Stel A., Carree M., Thurik R. The relationship between entrepreneurship and 
HFRQRPLF�GHYHORSPHQW��LV�LW�8�VKDSHG"�6FDOHV��(,0�5HVHDUFK�UHSRUW�+��������$SULO������
16. Ibid.
17. Le Bon, Gustave, William McDougall, and Sigmund Freud. “Issues in Social Entrepreneurship.” Where 
.QRZOHGJH�0HHW�:HDOWK�� 6HSWHPEHU� ������2QOLQH�� KWWSV���K\DWWUDFWLRQV�ZRUGSUHVV�FRP������������
issues-in-social-entreprenuership/
����.QLJKW�)��+��5LVN��8QFHUWDLQW\�DQG�3URÀW��%HDUG�%RRNV�������
19. Drucker, P.F. Innovation and Entrepreneurship. New York: HarperCollins. 
20. Ibid. Knight. 1999.
21. Bramwell, A., & Wolfe, D. A. Universities and regional economic development: The 
    entrepreneurial University of Waterloo. Research Policy. 37(8): 1175-1187. 2008.
22. Kolb A.Y and Kolb D.A. Learning style and learning spaces: Enhancing experiemental learning in 
KLJKHU�HGXFDWLRQ��$FDGHP\�RI�0DQDJHPHQW�/HDUQLQJ�	�(GXFDWLRQ���������������������
23. Johnsson C., Yang Q, Nilsson C.-H., Jun J, Larsson A., Warell A. “Fostering Automatic Control 
students to become innovators.” In procedings of 19th World Congress International Federation of 
$XWRPDWLF�&RQWURO��,)$&���6RXWK�$IULFD��6HSWHPEHU������
����3ULQFH�0��DQG�)HOGHU�5��,QGXFWLYH�WHDFKLQJ�DQG�OHDUQLQJ�PHWKRGV��'HÀQLWLRQV��FRPSDULVRQV�DQG�
UHVHDUFK�EDVHV��-RXUQDO�RI�(QJLQHHULQJ�(GXFDWLRQ�����������²�����������

Innovation Model



Applied Innovation Review

63

Issue 1  June 2015

25. Ibid. Verzat et al. 
26. Benek-Rivera J. and Mathews V. Active learning with Jeopardy: Students ask the questions. Journal 
RI�0DQDJHPHQW�(GXFDWLRQ�����������������������
27. Games in Education. gamesined.wikispaces.com, as per 2013-11-27. 2013. 
28. Sidhu I. Lecturenotes of The Fung Institute. University of California Berkeley, USA. 2013.
29. Global Venture Lab. 2013. Online. http://funginstitute.berkeley.edu/programs-center-
entrepreneurship-and-technology-cet/venture-network, as per 2013-12-12. 
30. Kolb, D. Experiential learning: experience as the source of learning and development. Prentice Hall, 
(QJOHZRRG�&OLIIV��1-��������
31. Ibid. Prince and Felder.
32. Ibid. Verzat et al.
33. Prince M. Does active learning work? A review of research. Journal of Engineering Education. 
���������������������
����+ZDQJ�	�+RURZLWW��7KH�5DLQIRUHVW��WKH�6HFUHW�WR�%XLOGLQJ�WKH�1H[W�6LOLFRQ�9DOOH\��/RV�$OWRV�+LOOV��
Regenwald. 2012.
35. Wikipedia. “Pay it Forward.” Wikipedia. 2013. Online. www.wikipedia.org, as per 2013-11-25.
36. Hammond, L. H. In the Garden of Delight. Thomas Y. Crowell Company. 1916.
37. Blank S. “The Pay-It-Forward Culture.” Steve Blank. Sept 2011. Online. http://www.steveblank.com
38. Ibid.
����$OOHQ��7��'���(E\��/��7���3RWHHW��0��/���/HQW]��(���	�/LPD��/��&DUHHU�%HQHÀWV�$VVRFLDWHG�:LWK�0HQWRULQJ�
IRU�3URWHJHV��$�0HWD�$QDO\VLV��-RXUQDO�RI�$SSOLHG�3V\FKRORJ\��������������������
����5LFKDUG��2��&���,VPDLO��.��0���%KXLDQ��6��1���	�7D\ORU��(��&��0HQWRULQJ�LQ�VXSHUYLVRU²VXERUGLQDWH�
dyads: Antecedents, consequences, and test of a mediation model of mentorship. Journal of Business 
Research. 62(11): 1110-1118. 2009.
����&KULVWHQVHQ�&��0��7KH� LQQRYDWRU·V� GLOHPPD��:KHQ� QHZ� WHFKQRORJLHV� FDXVH� JUHDW� ÀUPV� WR� IDLO��
Boston: Harvard Business Press. 1997.
����0RRUH�*�$��&URVVLQJ�WKH�&KDVP��+DUSHU�%XVLQHVV�(VVHQWLDOV�������
����5RJHUV�(��'LIIXVLRQ�RI�,QQRYDWLRQV��1HZ�<RUN��)UHH�3UHVV�������
����'HQQLQJ��6��(IIHFWLYH�VWRU\WHOOLQJ��VWUDWHJLF�EXVLQHVV�QDUUDWLYH�WHFKQLTXHV��6WUDWHJ\�	�/HDGHUVKLS��
�������������������
����%LHOLQJ��3��-���0F&DEH��5��(���	�$QWRQ\��0��0��&RJQLWLYH�EHKDYLRUDO�WKHUDS\�LQ�JURXSV��1HZ�<RUN��
Guilford Press. 2013.
����)XNX\DPD�)��7UXVW��6RFLDO�9LUWXHV�DQG�WKH�&UHDWLRQ�RI�3URVSHULW\��1HZ�<RUN��)UHH�3UHVV�������
����%MRUQVNRY��&��'HWHUPLQDQWV�RI�JHQHUDOL]HG�WUXVW��$�FURVV�FRXQWU\�FRPSDULVRQ��3XEOLF�&KRLFH��������
2): 1-21. 2007.
����&RYH\��6��7KH���KDELWV�RI�KLJKO\�VXFFHVVIXO�SHRSOH��1HZ�<RUN��)LUHVLGH�������
����6DUDVYDWK\��6��'��&DXVDWLRQ�$QG�(IIHFWXDWLRQ��7RZDUG�$�7KHRUHWLFDO�6KLIW�)URP�(FRQRPLF�,QHYLWDELOLW\�
7R�(QWUHSUHQHXULDO�&RQWLQJHQF\��$FDGHP\�RI�0DQDJHPHQW�5HYLHZ�������������������������
����5LHV��(��7KH�/HDQ�6WDUWXS��+RZ�WRGD\·V�HQWUHSUHQHXUV�XVH�FRQWLQXRXV�LQQRYDWLRQ�WR�FUHDWH�UDGLFDOO\�
successful businesses. Random House Digital. 2011.
51. Dubini, P., Aldrich, H. Personal and extended networks are central to the entrepreneurial process. 
Journal of Business Venturing. 6(5): 305-313. 1991.
52. Ibid. Hwang and Horowitt.
53. Ibid.
����)UHHPDQ��-��%���5XOH��1��2���$GDPV�-U��5��%���	�$PEDG\��1��&XOWXUH�VKDSHV�D�PHVROLPELF�UHVSRQVH�
WR�VLJQDOV�RI�GRPLQDQFH�DQG�VXERUGLQDWLRQ�WKDW�DVVRFLDWHV�ZLWK�EHKDYLRU��1HXURLPDJH������������������
2009.
55. Ibid. Hwang and Horowitt.
����%DQGXUD��$��6HOI�HIÀFDF\��7KH�H[HUFLVH�RI�FRQWURO��1HZ�<RUN��)UHHPDQ�������
57. Bandura, A. Social cognitive theory: An agentic perspective. Annual Review of Psychology, 52(1): 

Innovation Model



Applied Innovation Review

64

Issue 1  June 2015

1-26. 2001.
���� 6WDMNRYLF� $�'��� DQG� /XWKDQV� )�� 6HOI�HIÀFDF\� DQG� ZRUN�UHODWHG� SHUIRUPDQFH�� $� PHWD�DQDO\VLV��
3V\FKRORJLFDO�%XOOHWLQ������������������������
59. Schwarzer, R., Bäßler, J., Kwiatek, P., Schröder, K., & Zhang, J. X. The Assessment of Optimistic 
6HOIɅEHOLHIV��&RPSDULVRQ�RI�WKH�*HUPDQ��6SDQLVK��DQG�&KLQHVH�9HUVLRQV�RI�WKH�*HQHUDO�6HOIɅHIÀFDF\�
6FDOH��$SSOLHG�3V\FKRORJ\���������������������
����.DZDVDNL�*��7KH�$UW�RI�WKH�6WDUW��1HZ�<RUN��3HQJXLQ�%RRNV�������
����9DQDHOVW��,���&ODU\VVH��%���:ULJKW��0���/RFNHWW��$���0RUD\��1���	�6·-HJHUV��5��
     Entrepreneurial team development in academic spinouts: An examination of team
�����KHWHURJHQHLW\��(QWUHSUHQHXUVKLS�7KHRU\�DQG�3UDFWLFH�����������������������
����*Q\DZDOL��'�5���+H��-�<���0DGKDYDQ��5��,PSDFW�RI�FR�RSHWLWLRQ�RQ�ÀUP�FRPSHWLWLYH
EHKDYLRU��$Q�HPSLULFDO�H[DPLQDWLRQ��-RXUQDO�RI�0DQDJHPHQW������������²�����������
63. Gnyawali, D. R., & Park, B. J. R. Co-opetition between giants: Collaboration with
�����FRPSHWLWRUV�IRU�WHFKQRORJLFDO�LQQRYDWLRQ��5HVHDUFK�3ROLF\�����������������������
����+DUELVRQ�-���DQG�3�3HNDU��6PDUW�$OOLDQFHV��$�SUDFWLFDO�JXLGH�WR�UHSHDWDEOH�VXFFHVV��:LOH\��6HSWHPEHU�
1998.
65. Morris, M. H., A. Kocak, and A. Özer. Coopetition as a Small Business
������6WUDWHJ\��,PSOLFDWLRQV�IRU�3HUIRUPDQFH��-RXUQDO�RI�6PDOO�%XVLQHVV�6WUDWHJ\�����������²���������
����:LNLSHGLD��´*DPH�µ�2QOLQH��������:LNLSHGLD�ZZZ�ZLNLSHGLD�RUJ��DV�SHU������������
67. Ibid. Verzat et al.
68. Hytonen, S. & Makinen, K. Greating Great Enablers. Global Venture Lab Exploration in Finland. 
Jyvaskyla: Personal Book Publishing.  2011.
69. Johnsson C., Yang Q, Nilsson C.-H., Jun J, Larsson A., Warell A. “Fostering Automatic Control 
students to become innovators”, In procedings of 19th World Congress International Federation of 
$XWRPDWLF�&RQWURO��,)$&���6RXWK�$IULFD��6HSWHPEHU������
70. Sidhu I., Singer K., Suoranta M., Johnsson C. Introducing Berkeley Method of Entrepreneurship, 
,QWHUQDO� UHSRUW� QU� ��������� �SUHOLPLQDU\� YHUVLRQ��� &HQWHU� IRU� (QWUHSUHQHXUVKLS� DQG� 7HFKQRORJ\��
8QLYHUVLW\�RI�&DOLIRUQLD��%HUNHOH\��&$�������
71. Ibid. Verzat et al. 2009
72. Ibid. Global Venture Lab 2013

,NKODT�6LGKX�LV�WKH�&KLHI�6FLHQWLVW�DQG�)RXQGLQJ�'LUHFWRU�RI�8&�%HUNHOH\·V�&HQWHU�
for Entrepreneurship & Technology.  He received the IEOR Emerging Area Pro-
fessor Award from his department at Berkeley.  Prof. Sidhu also founded the Fung 
Institute for Engineering Leadership.  He has been granted over 60 US Patents 
in networking technology, IP telephony, and mobile computing. He was awarded 
�&RP�&RUSRUDWLRQ·V�́ ,QYHQWRU�RI�WKH�<HDUµ�LQ�������'U��6LGKX�DOVR�VHUYHV�DV�D�6H-
nior Fellow of the Applied Innovation Institute and as a Venture Advisor at Onset 
9HQWXUHV��D�OHDGLQJ�6LOLFRQ�9DOOH\�LQYHVWPHQW�ÀUP�

AUTHORS

Innovation Model



Applied Innovation Review

65

Issue 1  June 2015

Charlotta Johnsson was a Visiting Scholar at the Sutardja Center for Entrepre-
neurship & Technology and the Fung Institute for Engineering Leadership at UC 
%HUNHOH\�LQ������������6KH�KROGV�D�SRVLWLRQ�DV�$VVRFLDWH�3URIHVVRU�DW�/XQG�8QL-
versity, Sweden where she also serves as the Program Director for the master 
program in Technology Management. Charlotta Johnsson has PhD in Automatic 
Control from Lund University, Sweden. Her research interests include technology 
management and innovations, entrepreneurship, automation, operations man-
agement and pedagogy. She is also teaching and advising students in under-
graduate, graduate and industrial programs.

Mari Suoranta is a Visiting Scholar at the Center for Entrepreneurship & Technol-
ogy and the Fung Institute for Engineering Leadership, at UC Berkeley. She has 
visited UC Berkeley also 2008, 2010-2011 as a Fulbright Senior Fellow. Her cur-
rent research includes entrepreneurial and start-up marketing, venture growth, 
and interdisciplinary management education. Mari is an Assistant Professor of 
Marketing in the School of Business and Economics at University of Jyväskylä, 
Finland. She holds a Ph.D. in Marketing from University of Jyväskylä, Finland.

Kenneth (Ken) Singer is a serial entrepreneur, technology executive, university 
lecturer, and director and advisor to numerous startups in the US and Europe. 
He currently serves as manageing director at the Center for Entrepreneurship & 
Technology, Fung Institute, at UC Berkeley, USA. Ken is on the board of several 
startups and continues to advise and invest in some of the most promising mobile 
companies in the Silicon Valley, Berlin and Paris.

Innovation Model


