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1. Introduction 
 

Project METASKILLS4TCLF has 30 partners: 21 full partners, 4 affiliated partners and 5 associated 

partners, covering 11 different European countries (PT, ES, IT, FR, BE, RO, GR, PL, SE, UA, DE)  

The activity is part of WP8, focused on the pilot phase of the resources developed. 

After exploring the content, we challenge you to apply this knowledge and create an innovative solution 

to a real challenge in the TCLF sector. 

This initiative aims to value personal expression, originality, and the spirit of initiative among partici-

pants 

Taking part in a competition is more than just trying to win a prize, it is accepting a challenge, putting 

your ideas to the test and actively contributing to a community of learning and sharing. It is also an 

opportunity to showcase talent, give voice to creativity and, above all, have fun in the process. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Competition rules 

 

 

Funded by the European Union. Views and opinions expressed are however 

those of the author(s) only and do not necessarily reflect those of the European 

Union or the European Education and Culture Executive Agency (EACEA). Nei-

ther the European Union nor EACEA can be held responsible for them. 

3 

  

2. Competition Rules 
 

 

 

 

 

   

 

 

  

 

 

 

 

 

 

   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 

  

 

 

 

 

Participants 

30 participants divided 5 or 3 groups of 6 or 10 people. 

Participation is mandatory in groups. 

 

Objective 

Develop an innovative solution to a real challenge in the TCLF (Textile, Clothing, Foot-

wear and Leather) sector, applying the knowledge acquired in the previous phase. 

Research Creation Application 

Objective: To understand the prob-

lem in depth. 

Analyse the practical case/chal-

lenge presented. 

Investigate the context (company, 

product, process, challenge). 

Gather relevant information (data, 

best practices, similar challenges). 

Identify the real needs of the people 

involved (customers, employees, 

companies). 

 

Objective: Generate ideas and 

propose innovative solutions. 

Brainstorm possible ideas. 

Think of creative and technological 

solutions (based on the content ex-

plored). 

Choose one or more ideas to de-

velop. 

Outline the proposal. 

 

Objective: Present the solu-

tion and explain how it would 

work in practice. 

Structure the presentation of 

the final solution. 

Explain how it solves the prob-

lem and what the benefits are. 

Show how it would be imple-

mented (steps, materials, tech-

nologies). 

Prepare the delivery (pitch, 

video, slide, visual prototype, 

etc.). 

 

 

Location 

Your country partner will indicate where the competition will be held. 

 

Duration 

The competition takes place over 24 hours, spread over several days. 

The challenge will be revealed on the first day. 

Methodology 

The challenge must be solved using the Design Thinking meth-

odology: 

1. Research 

2. Creation 

3. Application 

Participants will receive support from mentors throughout the 24-

hour competition. 
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Presentation – 5 minuts 

SPIN Pitch 
S – Situation (1 minute) 

P – Problem (1 minute) 

I – Idea (2 minutes) 

N – Next Steps / Impact (1 minute) 

There is no template for building the pitch, each team can decide which digital tools to use and/or 

prototypes. 

Failure to comply with this requirement may constitute a penalising factor in the final ranking. 

Evaluation criteria 
On the last day, each group will be evaluated by a jury based on the following set of criteria: 

 
1. Research 2. Creation (Ideation 

and Prototyping) 

3. Application (Test-

ing and Implementa-

tion) 

4. Teamwork and 

Communication 

Clear and relevant 

identification of the 

problem;    

Quality of research 

(sources, data, digi-

tal tools used).  

Originality and crea-

tivity of ideas;    

Integration of eco-

logical concerns into 

the solution;    

Use of digital tools in 

prototyping.    

Clarity and feasibility 

of the final solution;    

Adaptation of the so-

lution based on test-

ing or feedback;    

Potential positive im-

pact of the solution 

(social, environmen-

tal or digital).   

Collaboration and 

sharing of responsi-

bilities;    

Clarity and quality of 

the final presenta-

tion (oral, visual, dig-

ital).   

 

Prize 

2–3 members of the winning group will be selected to participate in the EU Mobility Programme. 

   Two weeks  
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