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Glossary & Acronyms

Digital innovation: An innovation that has at least some digital component. 
The innovation does not need to be fully digital in order to be classified as a digital 
innovation.

Entrepreneur: An entrepreneur is an individual who creates a new business. 
This project has been focusing on the intersection between entrepreneurship and 
innovation; i.e. entrepreneurs who base their businesses around their innovations.

Innovation & innovator: Innovation is about creating new ideas. This can be an 
idea for a product, service, concept or something else. An innovator is an individual 
who creates an innovation. This project has been focusing on innovators who use 
their innovations to solve real life problems, often through creating startups based 
on the innovations.

Innovation ecosystem: The innovation ecosystem includes all the actors that 
promote innovation in Nairobi. Some examples of these actors are educational 
institutions, the government, innovation facilitators like hubs and accelerators 
and non-governmental organisations.

Innovation facilitator: An innovation facilitator is an organisation that 
facilitates innovations. Common innovation facilitators are hubs, incubators and 
accelerators.

Systemic bottlenecks: Systemic bottlenecks are challenges that are faced by 
many innovators, like a lack of mentorship or information. These challenges often 
originate from flaws in the innovation ecosystem. The goal of this project was to 
alleviate some of the systemic bottlenecks found in the innovation ecosystem in 
Nairobi.

Youth: For this project, youth was defined as people under the age of 30.

C4DLab: Computing for Development Lab

COVID-19: Coronavirus disease 2019

IDBM: International Design Business Management

MoICT: Ministry of Information, Communication and Technology

NGOs: Non-Governmental Organisations

PBL: Problem Based Learning

Q&A: Questions and Answers
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1. Introduction

This report presents the process and final solution of the project tackling the 
systemic bottlenecks related to youth-driven digital innovation in Nairobi, 
Kenya. The project was done for UNICEF Esaro and Fondation Botnar, and the 
multidisciplinary team working on the challenge consisted of students from Aalto 
University and University of Nairobi. The students were brought together by the 
PBL East Africa project. The 6-month project was carried out utilizing the design 
thinking methodology, meaning that the project followed the design thinking 
phases of empathizing, defining, ideating, prototyping and testing. 

Africa is a youthful continent where during the next 35 years, two thirds of the 
population will be children and youths (Wedenig, 2019a). A lot of hope is placed 
in the innovation potential of the youth for tackling societal challenges (Wedenig, 
2019b). According to the Census 2019 study (KNBS, 2020), 38.9% of youths in 
Kenya are unemployed. However, innovations and entrepreneurship create jobs 
especially for the youths: 71% of employees in Kenyan ventures are between the 
ages of 12 and 35 (VC4A, 2018, 35).

As Sebba et al. (2009) state, that youth-led innovation can have a major economical, 
cultural, and social impact for a society. Even though a lot of effort has been put 
in innovation programs and infrastructure in Africa, the results have not yet been 
at par with the investments. This is greatly due to the fact that the innovation 
ecosystem is not properly working for the local youth. (Wedenig, 2019b.) 

1. 
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Making the ecosystem more accessible for the youth would thus not only benefit 
the youths themselves but the entire society. 

Despite the vibrant ecosystem, entrepreneurs still face many challenges when 
aiming to innovate in Kenya and all around Africa. Common issues all around the 
continent include access to financing, limited infrastructure and an inexperienced 
labour market. Additionally, corruption, inadequate laws and regulations as well as 
cultural differences across Africa pose challenges for startups. In many countries, 
the local culture is also problematic especially for women, as they are struggling to 
be taken as seriously as male entrepreneurs. (VC4A, 2018.) All of these issues are 
also familiar for the young innovators in Nairobi, but in addition, they have a hard 
time in finding support and building a social network in the innovation ecosystem, 
and many of them don’t have a proper understanding of the ecosystem in the first 
place.

In this project, the team studied the Kenyan innovation ecosystem from the young 
people’s point of view. The aim was to understand what kind of challenges the 
youths face when innovating in Nairobi, and what they would need to better take 
part in the local innovation ecosystem. By listening to the youths’ own experiences 
and thoughts about the ecosystem, the team gained a broad understanding of 
the current innovation challenges as well as the  motivations the youth have for 
innovating. In their research, the team focused on young innovators under the age 
of 30. Special focus was put on innovators who work with a digital solution and 
who either aim to start or have started their own business. 

1. 
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To tackle some of the biggest challenges the young innovators encounter in 
Nairobi, such as the lack of networks, support and information, the team created 
Ubujamii – an online community that connects, supports and encourages young 
innovators. As stated by Sebba et al. (2009, 5), networks play an important role in 
youth-driven innovation. Through networks, youths can get support and advice 
from both other innovators as well as more experienced experts. Networks also 
enable collaboration and bouncing ideas off one another. (Sebba et al., 2009, 5.) 

Before jumping deeper into the final solution, this report will explain the process of 
the project as well as the research conducted as a part of the project. The following 
chapter will present the process and methodology of the project, including the 
timeline of the project, information about how the teamwork was carried out 
remotely and a deeper dive into what kind of research the team conducted during 
the six months. The chapter on findings presents the results of the research 
process, including the current status of the ecosystem and the challenges the 
youth face when innovating in Nairobi.

After presenting the background of the project and the process, it’s time to take 
a look at the solution the team has developed. Chapter 4 presents what Ubujamii 
is, how it works and what makes it unique. In addition, the chapter discusses 
the limitations of the solution. In chapter 5, the team makes suggestions on the 
implementation and further development of the solution.

In chapter 6, the team reflects on the learnings, challenges and highlights of the 
6-month project. The chapter covers everything from team dynamics to the tools 
and processes used throughout the journey. Lastly, the conclusion chapter sums 
up the entire project.

1. 
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2. Project journey – the who, when, and how

This chapter introduces the multidisciplinary project team and how they worked 
in a remote setup. It also presents the timeline, which highlights in detail the 
schedule from the start of the project to the final stage of report writing and 
presentation. The subtopic research explains the research methods that were 
used to understand the systemic bottlenecks to youth-driven innovation, and also 
sheds light on how the collected data was analyzed. Finally, the subtopic design 
development explains the tools and methods the team used for the development 
of the concept.

2.1 The team 

The multidisciplinary team working on this project consisted of three students from 
University of Nairobi, Kenya, and three students from Aalto University, Finland. 

The collaboration started in December 2019, when the project brief was released 
by the client. The Finnish sub-team was formed through the IDBM Industry Project 
course in Aalto University and the Kenyan sub-team was formed through the 
C4DLab fellowship at University of Nairobi. The program that brought the sub-
teams together was PBL East Africa.

2. 
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The team has collaborated remotely, with the exception of the 2-week field 
research conducted in Nairobi, Kenya. The remote work was largely enabled by 
various online softwares. For daily communication, the team used WhatsApp to 
reach each other quickly and efficiently. Team, client and mentor meetings were 
conducted using Skype and Zoom, and all files were stored in Google Drive. Miro 
was used for brainstorming and workshopping.

From left to right on the above figure: 

Liina Hilkamo, Master’s student in International Design Business Management
Terry Ondiko, Economist, Bachelor of Economics from University of Nairobi
Martin Schubert, Master’s student in Engineering and Business
Ngacha Njeri, M&E Specialist.PhD Candidate at the University of Nairobi
Johan Pricam, Master’s student in International Design Business Management
Christabel Gero, Policy researcher; Master of Science in Population Studies

Figure 1: Team picture

2. 



11

2.2 Project timeline

Figure 2: Timeline

The 6-month project was carried out between December 2019 and May 2020. The 
project was divided into four distinct phases with phases 1 and 2 focusing mainly 
on research and phases 3 and 4 focusing on design development. The activities 
were as follows:

Phase I: Defining (December  2019 - January 2020)
The team members had their first WhatsApp call in December 2019. During the 
first weeks of the project, the team members got to know each other and their 
hopes and aspirations for the project. The members also planned and scheduled 
the activities that were to be done during the different stages of the project. In 
addition, background research, ecosystem observation and analysis was carried 
out. 

2. 
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Phase II: Exploring (February- March 2020)
On February 14th, 2020, the team members from Aalto University arrived in Nairobi, 
Kenya for a two-week joint fieldwork. The fieldwork period was an intense period 
of working, learning and adapting to a new environment. Interviews of the youths 
and stakeholders were conducted and an online questionnaire was administered 
to aid in the data analysis stage.

Phase III: Iterating (March - May 2020)
The team ideated, designed and developed a preliminary concept on the challenge 
of alleviating systemic bottlenecks to youth-driven digital innovation. The team 
members from Finland returned, but the collaboration continued remotely. Different 
aspects of the concept were investigated thoroughly through online research and 
benchmarking. The team members also iterated and further developed selected 
parts of the solution through interviews conducted remotely with the targeted 
youths.

Phase IV: Validating (May 2020)
The team worked on the value proposition through the business model canvas and 
by further concepting the platform features and structure. The team also agreed 
on things such as the platform name, mission and values. As the last step, the 
team pitched the solution at Aalto University and drafted this final report depicting 
the whole project journey. 

2.3 Research 

The research conducted as a part of the project was a qualitative study of the 
Nairobi innovation ecosystem and the youth’s experiences of innovating in Nairobi. 
The research consisted of two parts: desk research and field research. 

The objectives of the research were as follows:

To better understand the innovation ecosystem in Nairobi

To determine the challenges that young people face when innovating digital 
solutions

To understand how youths’ challenges in digital innovation are currently solved 
and addressed to accelerate their participation

To map out youths’ needs in digital innovation that could make them actively 
take part in digital innovation

To analyze different pathways and experiences of today’s young innovators 
and understand their failures or successes amidst the digital ecosystem

2. 
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2.3.1 How the research was conducted

The first step of the research was conducting desk research. The goal of the desk 
research was to get a better understanding of the key concepts of the project, 
such as digital innovation and entrepreneurship, and to familiarize with the current 
state of the innovation ecosystem. Entrepreneurship and the African innovation 
ecosystem has been researched widely during the past decade, which enabled 
the team to get a comprehensive understanding about the topics already before 
the field research. Each team member studied the topic independently, and by 
summarizing the most important findings, the team shared all the key learnings 
with each other.

The field research took place in February 2020 when the Finnish members of the 
team traveled to Nairobi to join their Kenyan peers. The team was based at the 
C4DLab at University of Nairobi. During the two weeks, the team collected data 
through semi-structured interviews, paper questionnaires and an online survey. 
The research respondents were divided into two categories, the youths, who 
represented the target audience of our project, and the expert stakeholders, who 
consisted of different actors of the digital ecosystem. The respondents were found 
through online research as well as through the team’s contacts and help from 
C4DLab. In addition, snowballing was used to get interviewee recommendations 
through conducted interviews. The final count of research respondents for the 
field research was 54, out of which 24 participated in interviews (15 innovators, 
9 expert stakeholders), 3 filled out a research questionnaire (1 innovator, 2 expert 
stakeholders) and 27 responded to the online survey (27 innovators). 

To enable proper analysis of the data, the interviews were conducted in pairs, 
where one team member was responsible for taking notes of the interview while 
the other team member was conducting the interview. All the interviews were 
audio recorded for transcribing and getting further clarifications. In addition, the 
notetaker made a detailed summary of the interview afterwards. Along the field 
research, the research tools, interview guides, paper questionnaires and online 
surveys were also updated to ensure their relevance. 

2.3.2 How the data was analyzed

All the information obtained from the interviews and paper questionnaires were 
analysed using a qualitative data analysis method known as thematic/content 
analysis. Here, important information received from the interview respondents 
was analysed and clustered together to identify the main issues affecting youths 
in the digital innovation ecosystem. 
The goal of the data analysis was to find the general themes in the data, as well 
as to find themes that answer all of the research questions. The first step was to 
write down all interesting points answering the research questions in a premade 
template, while listening to the recordings of the interviews. The second step was 
to create an affinity map of the findings. With the help of sticky notes, the data was 
reorganized to smaller clusters to identify similarities in the data, and thus make 
the data analysis easier.

2. 
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When the affinity mapping was done, it was time to analyze the themes that had 
emerged. Two of the research questions had very similar answers, so the sticky 
notes for the challenges youths are facing and the sticky notes about what youths 
would need to be able to innovate better were combined. Different colours were 
used for expert and youth interviews, to be able to see how the answers from the 
two groups distinguished from each other. In order to get an understanding of the 
quantity of the answers for different topics, similar information from a respondent 
was not included more than once.

To better understand the users of the potential solution, two personas were also 
created based on the data about innovators (see next page).

The personas represent a youth in the initial stage of innovation as well as a youth 
who already has a working business model. The aim was to capture the different 
challenges that youth face during the different stages of their innovation journey.
The data obtained from the online questionnaire was used to support the findings 
from the interviews. The data helped the team to verify the trends in innovation and 
identify the main ways through which the identified bottlenecks can be alleviated.

Figure 3: Affinity mapping

Figure 4 & 5 (next page): Personas

2. 



15



16

2.4 Design development

The Design Development stage involved a lot of collaboration from the team 
members as the team worked together to produce a design that reflects the 
desires of the client and needs of the users. To ensure the success of the design 
development stage, each member was always tasked with working on a particular 
area on a rotational basis. 

2.4.1 What the team did       
     
Three Design Directions
Based on the conducted research, the team ideated 3 design directions that they 
pitched to the client representatives. These directions were:

After engagement with the client, the team settled on combining the first two 
design directions and decided to focus on an online platform that solves networking 
problems as the area of exploration on the challenge. The fundraising option was 
dropped because it was seen as a very bureaucratic challenge difficult to tackle 
within this project.

Investigating Aspects
To be able to develop the online platform, the team identified a long list of questions 
to be answered. To be able to investigate all needed aspects within just a couple 
of weeks, the team divided into pairs to focus on one specific task every week. 
The questions were investigated through online research, existing literature 
and interviews. The findings were presented to the rest of the team in the next 
meeting, and members had a chance to ask questions or comment on the same. 
This enabled an efficient way of working within a limited timeframe.

2.4.2 Tools and methods used for design development

Even though the field research was over, the team continued to conduct interviews 
to develop their ideas further and to hear potential users’ views and wishes on the 
ideated solution. Most of the innovators the team interviewed were excited about 
having a platform where they could meet mentors and other innovators and share 
their own experiences and innovations. The team also continued to do online 
research and benchmarking to get knowledge and inspiration for the development 
of the concept. Online research was backed up by listening to podcasts and 
reading articles and books on online communities. For benchmarking, the team 
viewed many solutions that tackle similar issues, such as Indie Hackers, LinkedIn, 
and Ajira.

Providing information about the ecosystem and innovation in general

Creating support networks

Making fundraising easier

2. 
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2.5 Research limitations 

There were various challenges that the team faced during the research face. What 
caused many challenges before the field trip was the fact that the team, who had 
never met each other face to face, had to build a connection remotely. Working 
and communicating remotely was also limited by the sometimes poor network 
connectivity from some of the members. During the field trip, the team had a 
limited time and resources for the field research. Additionally, there was a lack of 
response from some respondents who had initially confirmed their availability on 
the interviews, and scheduling difficulties when all the members were occupied at 
the same time. Compared to the original plans, the team was not able to interview 
all intended groups of young innovators, such as those from informal settlements. 
Naturally, working in a new environment and having a lack of previous experience 
in field research posed limitations for the research as well. 

After the field trip, the previous limitations were partially addressed as the team 
had gotten to know each other and had established more clear ways of working. 
However, some more limitations came up. These included the COVID-19 pandemic 
that made it hard to continue with the physical interviews. Additionally, poor 
connectivity and lack of electricity for some periods affected the immediate 
combined inputs of members during the brainstorming sessions. Finally, the 
different timeline schedules between the Aalto University students and the 
University of Nairobi students forced the team to make a compromise on the 
schedule that they would use.

2. 
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3. Research findings – the problem

The two most important themes that arose during the data analysis were the 
state of the ecosystem and the challenges faced when innovating. The state of 
the ecosystem naturally affects the innovation possibilities largely, and can thus 
offer important information on why some challenges, such as lack of support and 
information, are faced by many innovators. 

3.1 State of the ecosystem

The ecosystem is generally described to be vibrant, growing and continuously 
improving. The youths also find that there are a lot of opportunities to innovate. 
However, there is a clear lack of coordination between the different players of the 
ecosystem. The words often used to describe this trend were “disjointed”, “broken” 
or “individualist”. Some respondents also stated that those coming from informal 
settlements have a hard time accessing the ecosystem.

The most important actors in the innovation ecosystem according to the youths 
are the private organizations, followed by startups and educational institutions. 
For the expert stakeholders, hubs and the government were cited to be the most 
important, followed by educational institutions. Other key actors considered by 
both groups were NGOs and events related to innovation. Even though there 
are many actors in the ecosystem, many respondents felt that the innovation 
facilitators and initiatives do not really respond to the needs of the youth.

3. 
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“I don’t believe we have an ecosystem, I believe we have an ego-system […] 
an ecosystem is a self supporting environment. It’s all about individuals 
with ours.”  -  Expert with a long history in the ecosystem, currently mentoring 
and coaching innovators.

3.2 Innovation challenges

From the analysis of our qualitative data, the team was able to identify four main 
challenges most youths face while innovating. These challenges were innovation 
support, funding, finding information and innovation mindset.

3.2.1 Lack of support

Figure 6: Lack of support rate among the respondents of the online survey

3. 
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Most youths stated that there is a general lack of support in the ecosystem, and 
that they have not gotten enough support during their innovation journey. In this 
context, support includes for example, help with developing the innovation and 
help with solving challenges related to e.g. business, informational or legal issues. 
In addition to support, the youths lack relevant networks. Because they don’t know 
other innovators or ecosystem members, the youths end up facing their challenges 
alone. 

Most youths also stated that they either would need mentorship now or would have 
needed it earlier. Good mentorship is hard to come by, especially if the innovator 
does not have relevant social networks. 
Many also stated that the government does very little in order to support innovation. 
The respondents would like to see the government do more in terms of creating 
an innovation ecosystem where relevant support is easily accessible for young 
innovators.

“It is just a place whereby only the strongest survive. So, you have to know 
people, you have to at least have some kind of godfather for you to penetrate. 
But if you are working alone, it’s a very hard place.”  -  Entrepreneur (33) with a 
2-year old startup, regarding the innovation ecosystem.

3.2.2 Lack of funding

Figure 7: Funding issues rate among the respondents of the online survey
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According to the youths, one of the biggest challenges young innovators face is 
getting funding for their innovations. Funding is needed both in the initial stages 
of the innovation process, for example when developing the product, as well as in 
the later stages of innovation, for example when scaling the business. In addition 
to this, some youths felt that the income insecurity in the startup field is an issue, 
as it de-motivates youths from innovating.

Some concerns were also raised that there is a lack of local funding in Kenya, i.e. 
that a big part of the investments to startups come from outside. At the same 
time, there is also an issue with foreign investors worrying about Kenya being a too 
risky environment for investments.

“Seed capital is essential. Without that, it doesn’t matter how much 
knowledge you pump on them [the youth], you are doing nothing”  - 
Ecosystem expert involved with teaching youths relevant skills.

3.2.3 Lack of information

The team also found a general feeling amongst the youths that lack of information 
is an issue. Here the team identified two main themes: information about the 
ecosystem, and information about innovation in general.

Many youths don’t know what the ecosystem consists of, i.e. what actors, events 
and programs there are and what opportunities the ecosystem can offer them. 
They also felt that the ecosystem is hard to navigate in and called out for more 
information about the innovation ecosystem in general.

There is also a lack of information on how to innovate. Many youths don’t have 
previous knowledge and experience in innovation and would need information 
about practical things regarding innovations. This includes how to manage 
businesses, when and what kind of funding one should seek, what are important 
skills needed for innovation and other general information related to the innovation 
process.

Education plays a significant role in the lack of information. In general, youths 
think that their education is sufficient for getting the basic knowledge and skills 
needed to build their innovation. However, they also stated that the educational 
system gives little knowledge about innovating and entrepreneurship. This means 
that youths do get knowledge within their field of expertise, but are not equipped 
with the skills needed for using that knowledge to solve real world problems as 
an entrepreneur. As many respondents stated, the current educational system 
creates employees, not entrepreneurs.

3. 
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3.2.4 General mindset

Many experts had the opinion that one of the biggest reasons why youth-driven 
innovations fail is the lack of patience and resilience amongst the youths. They 
want to move forward too quickly, without developing the idea and finding out what 
customers actually need before they introduce their products to the market. If the 
innovation process doesn’t move fast enough, or they face too many challenges, 
they might give up the whole project. According to the expert stakeholders, it takes 
time to build a successful company, but many youths don’t have the patience for 
it.

Another problem with the youth, is that they are too focused on making money, 
instead of developing a good business model. Some experts were also worried 
that the current models in the ecosystem makes youths “addicted to grants”, i.e. 
having the mindset that innovations won’t succeed without grant money. Several 
experts urged the youths to not aim at making quick money, but instead prioritize 
developing the business.

The final trend is related to the general mindset around innovation in Kenya. In the 
Kenyan society, youths are encouraged to get a good education, a safe job and a 
family, leaving no room for innovations. Entrepreneurship is generally not seen 
as a successful career choice. This also means that many youths see innovation 
as a secondary activity or lose focus on their innovations due to family or work-
related obligations. There is also a general lack of encouragement for innovation in 
society, for example within families and from the government.

One reason for entrepreneurship not being seen as a career alternative is the fact 
that there is a lack of existing role models in the ecosystem, and the youths are not 
aware of successful entrepreneurs. Seeing someone else succeed could motivate 
more youths to take part in innovation. 

“Make innovation a lifestyle, not something that only certain people have, 
but something everyone can do.”  -  Youth currently developing an innovation 
idea.

3. 
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4. Ubujamii – the solution

This chapter will describe Ubujamii, the concept of the solution that the team 
developed to tackle the challenges young innovators face in Nairobi. First, 
Ubujamii will be described and the arguments for why the team chose to develop 
this solution will be presented. In the second section, different ways for the future 
administrators of Ubujamii to ensure that it grows to its fullest potential will be 
described. Finally, the limitations of the concept will be critically analysed.

4.1 What is Ubujamii?

4.1.1 Choosing the solution 

There are many different challenges to be solved in the innovation ecosystem in 
Nairobi. However, many of them stem from the same problem; the young innovators 
don’t have relevant networks for innovation. By making contact with other people 
in the field of innovation, the youths can find like minded people to discuss their 
ideas with, get information about the ecosystem and support on their innovation 
journeys. Networking was also identified as one significant challenge in the African 
youth digital innovation workshop that one team member attended in Cape Town, 
South Africa in February 2020. Together with the client, the team decided to focus 
on this topic for alleviating the challenges faced by young innovators in Nairobi.
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Already in the beginning, the client wanted the solution to have at least some 
digital component, to make it more scalable. In order to be accessible to as many 
innovators as possible, the team decided to develop a concept for an online 
community around innovation and entrepreneurship in Nairobi. By creating an 
online innovation community, three out of four of the main challenges identified 
during the fieldwork are alleviated. These are the lack of support and information, 
as well as the general mindset around entrepreneurship and innovation in Nairobi. 
The team named the online community Ubujamii, a combination of the Swahili 
words ubunifu and jamii which in English means creativity and community.

Some important criterias for the concept were kept in mind throughout the 
development process. The solution had to be novel and add value to the innovation 
ecosystem, as well as easily scalable to other parts of Kenya as well. Even though 
the project focused on the young innovators, the team wanted the solution 
to include other stakeholders and ecosystem members as well. In addition, the 
concept had to be inspiring, encouraging and accessible for the users.

4.1.2 Ubujamii in a nutshell

Ubujamii is an online based community that supports and encourages innovation 
and entrepreneurship. At the core of Ubujamii is an online community platform 
that allows interaction between people in the innovation ecosystem. The main 
feature on the platform is a discussion forum, where users can discuss with each 
other about different topics regarding innovation and entrepreneurship. They 
can for example ask questions, share their experiences or just read about other 
people’s insights. Users are also able to connect with each other, thus growing 
their innovation network. In addition to this, the platform will provide a database 
of actors in the ecosystem, as well as a calendar for upcoming innovation events. 
Ubujamii will also organize both virtual and physical meetups for the members of 
the community.

By using the community platform, innovators can get help with their challenges 
through the discussion forum, as well as inspiration and encouragement to 
continue innovating. The database of actors and the event calendar provides 
further information about the innovation ecosystem and the opportunities it offers. 
Since Ubujamii is both free for its members and based online, it is accessible for 
everyone interested, as long as they have a computer or a smartphone and access 
to the Internet. This means that even those who are not usually able to benefit 
from innovation facilitators, due to e.g. financial reasons or living in remote areas, 
can benefit from Ubujamii.
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The goal of Ubujamii is to alleviate the challenges young innovators in Nairobi 
are facing today. There are already some actors and initiatives in the innovation 
ecosystem in Nairobi that share this goal. However, there are a few things that 
make Ubujamii stand out from all other current solutions. First of all, Ubujamii is 
free for the innovators, so even those with little wealth can benefit from it. Second, 
since the community platform is online, Ubujamii is accessible for everyone with a 
computer, smartphone or tablet as well as Internet access. Third, Ubujamii is not a 
closed community meant for only a certain group, such as people from a specific 
university or innovation facilitator, or people living in a certain location in Nairobi. 
Instead, Ubujamii aims to bring together everyone in the innovation ecosystem, 
something that has shown to be much needed in Nairobi. Even though there are 
actors and initiatives that incorporate some of these aspects into their operations, 
there are currently none that successfully manage to incorporate all three in 
addition to efficiently alleviating innovation challenges. Ubujamii, however, will do 
just that.

4. 
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Figure 8: Ubujamii’s missions

4.1.3 User groups & dynamics

On the Ubujamii platform, the team identified three main groups of users. The first 
one is ‘innovators’. This includes people who are currently doing innovations or are 
interested in innovating. The second group is ‘experts’. Experts are people who have 
a lot of knowledge about innovation, but who do not currently innovate themselves. 
The last group is ‘other stakeholders’. This group includes people who neither do 
innovations nor have enough knowledge about it to be considered experts, but 
who still have an interest in participating on the platform. Some examples are 
investors, government officials and someone working for an innovation facilitator, 
such as an accelerator or a hub.

All groups get different benefits from participating on the platform. The innovators 
receive mentoring and support from both experts as well as other innovators. They 
also get inspiration and encouragement to continue innovating by reading posts 
on the forum. Lastly, they create connections and get visibility for themselves and 
their innovation. Also experts create connections and get recognition by being 
active in the community. While they do not innovate themselves, through mentoring 
innovators, experts gain experience of working with different innovations, as 
well as personal satisfaction from helping innovations become successful. Other 
stakeholders is a diverse user group, but by following the discussions on Ubujamii 
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Figure 9: Ubujamii’s user groups and dynamics

they gain relevant information to develop their own organizations and operations. 
By being active in the community, other stakeholders also get more visibility for 
their own organizations. In addition to this, all user groups can benefit from the 
database of actors and startups, as well as the calendar listing innovation events.
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4.1.4 Features

Discussion forum
The main feature on the Ubujamii platform is the discussion forum. On the forum, 
users can discuss topics related to innovation and entrepreneurship, post updates 
on their own progress or ask questions about the challenges they are facing. By 
following and participating in the discussions, the users gain more knowledge and 
information about innovation and can get help with challenges they are facing 
themselves. When reading about other people’s problems and success stories, 
innovators not only learn from others, but also get inspiration and encouragement 
to continue innovating.

Since all discussions and posts are not equally interesting for everyone, it will be 
necessary to filter discussions based on topic when the platform grows. One way 
of doing this is by using tags on a post to indicate what topic the post is about. 
Users can then filter what they see based on those tags, and search for topics 
they are interested in. Matching content to users can also be done with the use of 
artificial intelligence that suggests content based on a user’s prior activity on the 
forum. However, it is important to keep in mind that when using automatic filtering 
the users might only get exposed to a certain type of content, and thus miss out 
on the variety of content on the platform.
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During the field research, the team found that innovators have many questions to 
ask about their challenges, but no one to ask them from. Ubujamii is a great place 
to get answers to these questions from those members that have the needed 
knowledge to help. However, in a busy and lively forum, any specific post can quickly 
get lost at the bottom of the page. Therefore, to ensure that all questions get seen 
long enough, posts with the tag “question” will also be visible in a separate section. 
In addition, by allowing other users to upvote questions they are interested in, 
the unanswered questions can be ranked based on their importance. This way, we 
ensure that people with the knowledge to answer an important question will be 
able to find it in the first place.

Profile creation & connection
On the Ubujamii platform, users will be required to create a real profile, including their 
name and picture as well as a short description of themselves. This requirement 
makes it possible for community members to connect with others on the platform. 
They can send friend requests and messages privately if they want to get to know 
each other further. With this feature, users will be able to expand their personal 
innovation network. An important difference between Ubujamii and many popular 
social networks is that the content the users see in the forum will not change 
based on who they add as friends. If users would mainly see things their friends 
post, Ubujamii would quickly develop into several different ‘bubbles’, instead of 
being one community.
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Having real profiles on the platform instead of anonymous ones also increases 
the trust between users, since they will be able to know who they are interacting 
with. In addition, it helps individual users to get to know the other members of the 
innovation community, as well as making themselves known. Since the personal 
reputation of the users is at stake, they are also more likely to behave well and 
follow the code of conduct, compared to if their profiles were anonymous.

Database and knowledge
During the field research, the team found out that many users are unaware of 
existing actors in the ecosystem, such as innovation facilitators like hubs and 
incubators. The Ubujamii platform allows for all actors to register their organizations 
and describe them. This creates a database of ecosystem actors where innovators 
can easily search for opportunities that are relevant for them. In addition to this, 
entrepreneurs on the platform can register the startups they have founded, which 
makes the database interesting also for potential investors.
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Event and meetups calendar
The team also found out that many innovators are unaware of different innovation 
events happening in Nairobi. On the Ubujamii platform, ecosystem actors will also 
be able to register events they are organizing, creating a calendar listing all events 
happening in the innovation ecosystem.

4.2 Creating an active and vibrant community

When several members actively participate in the community, the value of 
participation increases for other members as well. Conversely, when members 
become less active, the benefits of being in the community decreases for everyone. 
Due to this network effect being an integral part of the nature of an online 
community, it is crucial to design the community in a way that promotes active 
participation and fosters interaction between members of the community (Kraut, 
Resnick and Kiesler, 2016). This includes building trust between participants as 
well as towards the administrators, encouraging social engagement and ensuring 
that the content of the discussions in the community is relevant for the members.
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4.2.1 Launching the platform

The first challenge in creating an active community comes when launching it. 
Once Ubujamii has a certain number of members, it will provide all the benefits 
described earlier in this chapter. Before that, however, the Ubujamii platform will 
bring little value to the first users, who in the worst case will find the community 
useless and stop participating in it. Therefore, it is essential for the platform to 
have explosive initial growth, in order to quickly get an initial user base. When the 
initial user base is established, other potential users will be more likely to want to 
join Ubujamii.

If an explosive initial growth is not possible, another way to build up the initial user 
base is to offer something else on the platform than just the benefits from the 
community (Stanford, 2009). This could be done for example in the form of blogs 
or videos about innovation. When the user base of the platform grows gradually, 
the online community grows with it, eventually becoming the main feature.

The team believes that there is a large enough demand for Ubujamii among the 
innovators to make the first strategy the more viable option. Therefore, the team 
recommends that the launching of the community happens through a specific 
event, such as a hackathon or a competition. For the event, participants would be 
required to create a profile on Ubujamii, and thus be acquainted with the platform. 
Since this event should aim at attracting as many innovators as possible, it could 
gain visibility by being marketed by the partners of Ubujamii, or by cooperating 
with existing innovation initiatives, such as Nairobi Innovation Week. The team 
recommends that the event is done not only online, but also with a physical 
gathering. 

4.2.2 Building trust

In order for members to be willing to actively participate in the community, they 
need to be able to trust the other community members. By requiring users to sign 
up with real profiles, other users can better know who they are interacting with. It 
is also important for the administrators to remove users who breach the code of 
conduct, since that guarantees that all users of the platform follow the common 
guidelines. Finally, by organizing events and meetups, members can better get to 
know others that are active in the community.

It is also important that the users can trust the platform and the administrators 
of Ubujamii, since they otherwise might be sceptical to using the platform in the 
first place. The administration of the platform needs to be transparent and act 
responsibly, for example by following a strict privacy policy that protects the data 
of the users. By working together with a more established organisation, such 
as UNICEF, new members will be more likely to trust the platform. Conversely, if 
Ubujamii collaborates with actors that are not generally considered trustworthy, it 
also decreases the trust towards Ubujamii.
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4.2.3 Platform rules and moderation

A requirement for people to participate in an online community is that it provides 
content that is relevant to them and an atmosphere they resonate with (Stanford, 
2009). This means that it is crucial to ensure that the discussions on the forum 
stay on the topic Ubujamii is meant for; innovation and entrepreneurship, and that 
the tone of the discussions is friendly and supportive. If these criteria are not met, 
there is a high chance that users will eventually leave the community. An example 
where this is happening is in the Facebook group “Kenyan Entrepreneurs”. In this 
group, many of the posts are about marketing and selling different products and 
offerings, which means that those interested in entrepreneurship have to look 
elsewhere for discussions about that topic. Ubujamii also has a big risk of turning 
into a platform for marketing and selling products, if there is no supervision of the 
discussions. By using active moderation, the administrators can prevent Ubujamii 
from going down this road.

Basic rules:

With a code of conduct, the rules and guidelines of the community can be shared 
with all users. The code of conduct should be clearly visible, to ensure that 
users know and follow the guidelines. To promote a positive atmosphere, the 
punishments for not following the guidelines should be clearly stated and gradually 
become more severe if a member is continuing to breach the code of conduct, in 
the worst case leading to being banned from the community. To encourage other 
users to follow the code of conduct and contribute to a supportive atmosphere, 
the administrators could highlight a “post of the week”, where the discussion has 
been exemplary. 

The team recommends using human moderators on Ubujamii, but depending on 
the size of the community there might be a need to also implement peer moderation 
and automated moderation when the community grows. In order to encourage 
peer moderation, the administrators should provide a user-friendly channel for 
reporting negative content or behaviour. To ensure that the moderation does not 
lead to negativity in the community, the users also need to be able to contact the 
moderators if they feel that they have been treated wrongly.

Stay on the topic of innovation and entrepreneurship

No verbal abuse, promote a supportive atmosphere

Communicate in English or Swahili

No marketing or selling
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4.2.4 Other ways to encourage participation

An important aspect of increasing participation in an online community, is by 
providing means of social engagement (Kraut, Resnick and Kiesler, 2016). This is 
already done in Ubujamii with the use of a discussion forum, as well as being able to 
connect and message with other users. In addition to this, the team recommends 
Ubujamii to regularly organize meetups where members of the community can 
get to know each other and interact in an offline context. These meetups can be 
organized around bigger events in the ecosystem, or on their own with different 
programs. Since there are many people who will not be able to attend physical 
meetups like these, it is a good idea to also host virtual meetups, for example with 
workshops or Q&A sessions.

As mentioned earlier, for many users Ubujamii will be a place to ask questions and 
get answers to them. In order to encourage community members with a lot of 
knowledge about innovation to provide answers to these questions, it can be a good 
idea to implement a function where these members get personal notifications when 
questions about topics similar to their own knowledge are posted. Both matching 
tasks to people interested in that specific topic, as well as personal requests for 
contribution instead of general community-wide requests, are shown to increase 
contribution in online communities (Kraut, Resnick and Kiesler, 2016). It is important, 
however, not to reduce the community members’ motivation to contribute by 
excessive spamming of notifications. In addition, a feature where users can thank 
those who have provided good answers to them should be implemented, since 
acknowledging positive contributions to a community increases the motivation 
for a member to do so in the future as well.

The team recommends that the administrators of Ubujamii should not rely on 
providing rewards for positive contributions to the community, as this can be 
misused by the members. Providing rewards for contributions can also lead to 
decreased intrinsic motivation to contribute (Kraut, Resnick and Kiesler, 2016). 
However, symbolic rewards can serve as acknowledgement for being a helpful 
user on the platform, which can encourage users to be active in the future as well. 
The digital tokens used on Yoma (see chapter 5) can serve this purpose, as long as 
they are used only for acknowledgement of long-term positive contributions, not 
as a reward.

Finally, in order to reach out to as many potential users as possible, it is necessary 
to ensure that Ubujamii is accessible on different electronic devices, such as 
computers, smartphones and tablets, as well as compatible with many different 
operating systems. In addition, since a big part of the user base is estimated to be 
young innovators who are used to modern user-friendly applications, the platform 
needs to have a user interface that is enjoyable to interact with.
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4.2.5 Staying active and relevant

In any community, there are members who for different reasons eventually leave 
the community. If too many users leave the community, it will in time die out by 
itself. Therefore, it is crucial to work for both keeping old members interested, 
as well as acquiring new members to the community. In order to keep current 
members content, the administrators need to quickly respond to any problems 
that emerge in the community. Also, by maintaining the platform and keeping the 
content up to date, there are less reasons for members to leave the community. By 
having a good continuous interaction between the administrators and the users of 
the platform, Ubujamii can stay relevant also in the long run.

The team recommends Ubujamii to be constantly active and visible on social media 
to ensure that new members get exposed to the community. This can be done by for 
example promoting success stories of members and activities in the community. 
Also, by organizing and participating in innovation events, Ubujamii stays more 
visible in the ecosystem. It is also important to ensure that new members quickly 
feel like a part of the community, since this increases the likelihood of them staying 
in the community (Stanford 2009). An idea for Ubujamii would be to send out a 
notification to a few users every time a new person signs up on the platform, asking 
them to make initial contact with the new user. Compared to general greetings by 
the administration, personal greetings of new members are shown to better make 
new members feel included in the community (Stanford, 2009).

4.3 Limitations of Ubujamii

Despite all the positive benefits Ubujamii can provide to innovators in Nairobi, it only 
does so to those with an Internet connection and a device with which to access 
the community platform. This means that there will be some who can not benefit 
from Ubujamii, especially youths from poor families. Since the aim of the client is 
to expand Ubujamii to cover not only Nairobi, but eventually also the rest of Kenya, 
Internet usage is something that needs to be taken into account, especially in rural 
areas of Kenya. The fact that this is the main limitation of Ubujamii is quite ironic, 
considering that the main reason for developing an online community was to be 
accessible for as many young innovators as possible. However, the team estimates 
that this situation will continue to get better over time due to technological 
advancements and infrastructure investments in Kenya.

While Ubujamii solves challenges related to the lack of support and information, 
as well as the general mindset around entrepreneurship and innovation in Nairobi, 
it does not directly help innovators to get funding. From the field research the 
team found that a lack of funding is one of the biggest problems youths face while 
innovating. Ubujamii might of course attract investors as well, who can provide 
funding for some innovators, but the team does not anticipate this to happen 
on a major scale. On the other hand, by providing information and support to the 
innovators, they might have a lesser need to get funded if their innovations can be 
self-sustained, or at least they will be better equipped to create innovations good 
enough to attract potential investors.
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Out of the three main user groups identified, the experts are the only ones who are 
more valuable to the community than the community is to them. The other two 
groups of users are more balanced in terms of what they provide to the community 
and what they get out of it. Since the participation of innovation experts greatly 
benefits the innovators, the team recommends to further investigate how their 
active contribution and commitment to Ubujamii can be ensured.

So far Ubujamii is just a concept that has neither been thoroughly validated nor 
prototyped and tested. While the team continued to work with young innovators 
while developing the concept, there is still a need for more collaboration with the 
future users. Based on the research done throughout the project, the team believes 
that there is a clear need for an online innovation community like Ubujamii, but 
further validation and testing of the features should be done before a first version 
is developed and implemented.
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5. Future of Ubujamii – the next steps

This chapter presents additional features that can be implemented to Ubujamii in 
the future, and a business model for the main costs and potential revenue streams 
on Ubujamii. Yoma, the platform where Ubujamii is planned to be implemented, as 
well as ideas and suggestions for expanding Ubujamii across Kenya and Africa are 
also discussed in this chapter.

5.1 Further development of the community

At the core of Ubujamii are the young innovators and their needs, and therefore 
the community platform should be further developed together with the users. 
The features described in the previous chapter present just the first version of 
the platform, but it is possible to implement new features if the users see a need 
for them. The team has identified three possible development directions, which 
are education about innovation, communication on updates regarding innovations 
and matchmaking.

In addition to the existing features, Ubujamii could educate young innovators on 
the topic of innovation with for example video lectures and open online courses. 
One on one sharing of information about the local innovation ecosystem could 
also be valuable for the users. Through articles, videos or podcasts covering topics 
regarding innovation, the young innovators would get familiar with the ecosystem 
as well as get inspiration from other innovators’ success stories. 
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Updates on the progress of innovations could also be communicated through 
posters and reports that are easily uploaded on the online community. This will 
facilitate faster tracking of different innovations at their different levels and 
encourage the innovators at every stage on their journey. The first iteration of 
Ubujamii relies on the users to find connections relevant for themselves. In the 
future, the platform could also suggest potentially interesting people for the users 
based on their interest, and thus serve as a matchmaker between for example 
mentors and innovators.

5.2 Business model

The main costs for Ubujamii will be the development of the community platform, 
legal fees and administration, such as technical maintenance, moderation and 
organizing events and meetups. Implementing additional features, as well as 
expanding out of Nairobi to other locations in Kenya and Africa will also contribute 
to the total costs. Since Ubujamii does not aim at generating revenue, it will mostly 
rely on funding from donations and fundraising. 

However, the team has identified some principles when evaluating different models 
for revenue to sustain the community platform. Most importantly, the innovators 
can not be charged anything for using Ubujamii. Many of them would not be able 
to afford it and since the value of the community relies on a network effect, it is 
crucial to attract as many members as possible. Experts and mentors can not be 
the target for generating revenue either, since their participation in the community 
is too valuable to risk. Other stakeholders on the other hand, such as innovation 
facilitators and investors, are not a vital part of the community and they have 
adequate finances. Therefore, the team recommends that this user group should 
be the main target for potential revenue streams.

As an example, investors could be granted premium access to the database of 
registered startups, which would allow them to better find good investment 
opportunities. It is crucial, however, that this is done while respecting data privacy 
rights and with the compliance of the entrepreneurs of the startups. Another 
example is charging private innovation facilitators for additional opportunities 
to gain visibility for their organizations. The way Ubujamii is currently structured 
allows individual persons to write and comment on posts on the forum, but not 
organizations. For a payment, the ecosystem actors already registered in the 
database could get the possibility to write a certain amount of posts. However, the 
team recommends that this is done in a way that reduces the risks of excessive 
marketing on the platform.
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5.3 Implementing Ubujamii

Ubujamii is designed to be implemented as a part of the African Youth Agency 
Marketplace Yoma. The platform, hosted by RLabs and developed with support 
from the UNICEF and Fondation Botnar partnership, aims at encouraging African 
youths to develop new skills and gain experience through engaging in their 
community. By participating in different projects in their community, the youths 
can earn digital tokens that they can spend on for example educational courses 
arranged on Yoma, or food and sanitary products. Through Yoma, the youth are 
able to stay active and develop their skills and knowledge, while creating a social 
impact on the communities around them. (Parker, 2020.)

What makes Yoma and Ubujamii a great match, is that both platforms support 
youths in different ways. Ubujamii also complements Yoma well, since Yoma does 
not have an aspect of online community, but is a platform merely for matchmaking. 
Yoma has not yet been launched, and having Ubujamii as a part of the platform 
already when launching would be beneficial also for Yoma. Since there are synergies 
between the two solutions, being able to market them together could increase the 
interest towards the combined platform. 

5.4 Upscaling Ubujamii

Figure 10: Upscaling Ubujamii
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In this project, the team focused on innovation in Nairobi, which is why also 
the concept, Ubujamii, was designed to alleviate bottlenecks in youth-driven 
innovation specifically in Nairobi. Even though the solution is designed with the 
Nairobian youth in mind, there are no obstacles in expanding the solution outside 
of Nairobi. On the contrary, already from the beginning the team has aimed to 
create a concept that is easily scalable across Kenya, and eventually Africa.  

Ubujamii aims to collaborate with hubs and other facilitators in the country, 
and forge working relations with relevant government ministries such as MoICT. 
Through these actions, Ubujamii intends to broaden its geographical coverage to 
reach all the 47 counties in Kenya. In the long run, this will promote an innovation 
culture in the entire country, and thus help solve the issue of unemployment 
among the youths.

As mentioned earlier, in the future, the aim is to also expand Ubujamii to other 
countries in Africa. This will be done by creating local versions of Ubujamii in 
different countries, instead of using one community for the whole continent. The 
team believes that since the innovation ecosystems are so different across Africa, 
and due to the nature of a community, this is the most suitable way to go. At the 
moment, the amount of forums where youths can interact and exchange ideas on 
innovation is limited in many countries. By launching local versions of Ubujamii 
across Africa, youths can connect with like minded peers and find local support. 
It is, however, important to note that the innovation ecosystem in Kenya is one of 
the most mature in Africa. Since the topics of innovation and entrepreneurship are 
not as well-known in many other African countries, the number of potential users 
might be smaller than in Kenya. However, launching Ubujamii in other countries 
also spreads awareness of innovating and thus increases the amount of young 
innovators all around Africa.
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6. How was it – the reflection

This chapter consists of our reflection on the project. We have reflected on three 
main aspects: our internal dynamic, the work and process, and the relation 
experienced with the client. The end of the chapter is concluded by individual 
final thoughts on the entire journey, where each member highlights the most 
memorable and self-impacting traits of the project. 

6.1. Team dynamic 

6.1.1 Composition and team building

Our team consists of 6 people: Liina Hilkamo, Martin Schubert and Johan Pricam 
from Finland and Terry Ondiko, Christabel Gero and Ngacha Njeri from Kenya. 
None of the members knew each other before the start of the project, and it 
appeared then as important to have a proper team building to ensure the success 
of our collaboration. Considering that we were split between two countries and 
continents, the team building took place in many ways at different stages. The 
Kenyan and Finnish team members got to know each other separately before we 
all met together virtually. 
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The entire team met physically for the first time in mid-February when the field trip 
began. During the field trip, we got to know each other in a variety of workshops, 
classes and activities. One example of this was the visit to BOMAS of Kenya (BOMAS 
meaning many households in Kiswahili), where we got to learn about the different 
tribes and their practices in Kenya. This was a very vital stage since it helped us to 
gain cross-cultural intelligence, an important skill that was used for the interview 
sessions that followed. This team building process was a unique experience for 
each of us.

6.1.2 Cultural and background diversity

Our team is very diverse in terms of culture, experience and domain of expertise. 
From the fields of design to business and technology, from Bachelor and Master’s 
degree levels to a PhD candidate, we properly illustrate multiculturalism and 
transdisciplinarity. Such a team nature is for us a great source of learning and 
brings an important additional value to our collaboration. Not only along the 
project have we learnt from our different personalities and ways of working, as 
it is the case for any teamwork, but also from this mix of African and European 
culture. Indeed, the Kenyan team members have for instance learnt a lot about 
collaboration methods and tools more commonly used in Europe. The Finnish 
team members have discovered and fully experienced the African work culture 
and mindset. 

Such a diversity has naturally also some brought challenges to the collaboration, 
as described in the work and process chapter under research limitations. To 
manage the multicultural and multidisciplinary challenges, our team had to put 
efforts on ensuring a good communication, being mindful in our choice of words 
and managing a constant understanding with each other.

6.1.3 Work management and communication 

Managing the work among a multicultural and multidisciplinary team was both 
a big challenge and a rewarding experience for all of us. An important condition 
for its success was regular and active communication. During the project, we 
learnt to collaborate in an organized manner by scheduling weekly meetings and 
committing to the team agreements that were established before the start of the 
project. Being able to work together synergistically and taking shared decisions 
required a constant understanding between us. This understanding and level of 
collaboration could not have been reached without psychological safety in the 
team that we tried to develop as much as possible. The feeling of psychological 
safety was established by maintaining a comfortable atmosphere and enjoyable 
environment. We also tried to distribute the work and share responsibility evenly 
as well as give room for expression for everyone. Constantly updating each other 
on the work as well as checking personal moods at every meeting contributed to 
reinforce positiveness. 
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Even though we tried our best to manage the work and to communicate properly, 
there was still room for improvements. These are the main points for us to progress 
on in our future team projects and professional career:

6.1.4 Evolution 

The evolution of the collaboration and team dynamic from the start of the project 
until the end was very noticeable. We got much closer to each other both on a 
personal and professional level. As a team, we have become more efficient, 
organized and able to take important decisions quicker. We also understood each 
other much better after the field trip and having experienced physical contact. 
The evolution has also been considerable for us on a personal level. The human 
experience in this teamwork was very rich. We are very satisfied with the journey 
the team went through together and will likely keep it in mind as a reference for 
many future projects.

6.2. Work and process 

6.2.1 Setting

The overall setting of the project was particularly complex. The remote collaboration 
and communication between us and all the stakeholders of the project was a very 
teaching experience. During the second half of the project, the COVID-19 situation 
forced the sub-teams to start meeting each other remotely, which meant that all 
face-to-face meetings stopped. The brief of the project was also very challenging 
as none of us had been given such a problem to tackle in the past. 

6.2.2 Overall process

The overall process of the project utilized the design thinking framework. It helped 
us to structure our journey, visualize clear steps as well as define proper objectives 
and milestones for the project. The design thinking framework was completely new 
to some of us, and even for the rest applying it for such a long period of time and 
tackling a real life challenge for a real client was a new experience. The project has 
been a great opportunity to experience it properly for the first time.

The leadership and decision making was not always shared fully equally among 
us all along the process. 

The sharing of the work was unbalanced for a few phases of the project.

The internal communication was not active enough at the start of the project. 

Some of the milestones were not completed on time. 
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6.2.3 Dealing with many stakeholders

Another significant aspect of the project for our team was the need to constantly 
interact and deal with many stakeholders. These were our clients, mentors, 
professors, research respondents and other stakeholders with various degrees of 
connection to our project. Even though challenging, this experience has been very 
relevant for us in terms of professional communication and management.

6.2.4 Design tools and methods

We discovered and handled lots of new tools and methods during this project. In 
nearly every stage of the project, we had to use methods or tools that we had little 
or no experience in using. Finding tools and methods suitable for our needs and 
learning to use them was often challenging as we were doing it independently.

During the research phase, we first learnt how to do desk research. Then, we 
undertook a proper in-depth field research, which most of us did for the first 
time. During this field research, we learnt to design, conduct and summarise 
semi-structured interviews and got to experiment and use online surveys and 
questionnaires. During the analysis phase, the team learnt how to do qualitative 
analysis using affinity mapping methods. We also familiarized ourselves with 
quantitative analysis. During the design development phase, we learnt the 
concept of design sprints and got to run brainstorming sessions and workshops 
by ourselves. Developing a concept by investigating all the possible aspects of it, 
using interviews or in-depth research as tools, was also a new experience. 

This project  also brought us an awareness of other tools or methods that we 
did not use, but that might have been helpful also in this project. We are curious 
to experiment with for example quantitative analysis tools and other ideation 
methods in future projects.

6.2.5 Collaboration softwares

This project has been a great occasion to learn or to better handle also different 
collaboration softwares. Even though Google Drive was familiar for most of us, we 
all got a better understanding of it. Indeed, it has been a crucial tool for us to sort, 
organize and construct our work. Zoom, which most of us had not used before, has 
been our number one way of interacting with the team and also with all the other 
stakeholders. The third major software we discovered was Miro. The tool that was 
previously unknown to us ended up being very useful, if not crucial, for remote 
brainstorming, workshops and concept development. 
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6.2.6 Project challenge and result

The nature of the complex challenge that we were given to tackle has been a 
great opportunity to increase our knowledge on different topics such as digital 
ecosystems, innovation and entrepreneurship in Africa and the situation of the 
youth in Kenya. The outcome of our project, Ubujamii, gave us the opportunity to 
get general knowledge about online communities, digital businesses and online 
networking tools. 

We all feel satisfied and proud with the final solution and what we have learnt 
during the process. Nevertheless, we are aware that our concept has room for 
improvement. If it had to be done again, we would spend more time and energy on 
user validation, as we have barely done that during this project. We also didn’t have 
the opportunity to prototype and test our solution, which would have helped us to 
enhance the concept and enrich our personal experience.

6.3. Client relation

The relation we had with our clients UNICEF and Fondation Botnar was mainly 
maintained through Johannes Wedenig, our main UNICEF contact. From time to 
time we also connected with Alfred Mukasa and Moses Rono from UNICEF Kenya. 
We only met a representative of Fondation Botnar once, while doing our field trip 
in Nairobi. 

The first contact with our clients was established physically for the Kenyan team 
members and remotely for the Finnish team members. After the first contact, most 
of the meetings with our clients were held online. The meetings mainly consisted 
of updating them on the advancement of our work, making sure we kept aligned 
with their objectives as well as getting their view on the project. 

The overall communication with the client can be described as occasional and 
distant. This was a challenge for us, especially at the start of the project when we 
wanted to deepen our understanding of the project background and the brief of 
the challenge. Better communication could have also helped us get to know about 
e.g. Yoma in advance or to ensure that our solution is fully aligned with the client’s 
expectations. This would have also increased the likelihood of actually having our 
solution implemented. During the project, we got used to dealing with the lack of 
communication. In addition to the scarce collaboration, the feedback we got from 
UNICEF was very limited. We were often left alone with a total freedom, which also 
posed some challenges. Nevertheless, such a relation with the clients increased 
our sense of autonomy and responsibility. It also gave us the possibility to release 
our creativity without limitation when ideating on our concept.

Regarding the NGO and non-profit nature of both of our client organizations, and 
also due to different objectives and expectations from their side, the relation we 
had with them was different than a usual business relation between a consultant 
and a client. Being part of a bigger partnership including many other ongoing 
projects and actors, we felt like we did not get much attention from them. 
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It also felt unusual to have this total freedom to do almost whatever we wanted to, 
which is rarely the case in a traditional consultant-client relation. Moreover, the 
aspect of change management which usually requires big discussions between 
the consultants and the client at the end of a project, has not been put on the 
table at any time in our project. When this report is being written, there are still 
many uncertainties and unknowns regarding the continuation of the project and 
the future of our solution. 

As it was with its pros and cons, the client relation experience we got from this 
project will serve us as an example and source of learning for future business 
projects.

6.4. Final thoughts

6. 
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7. Conclusion

The number of youths in Kenya is in constant growth, and youth unemployment 
rates are already high. Through innovation and entrepreneurship, it is possible to 
tackle many of the existing societal challenges in Kenya, while at the same time 
creating new jobs. Even though the innovation ecosystem in Nairobi is one of the 
most mature in Sub-Saharan Africa, there are still many challenges that young 
innovators struggle with. This project, done for UNICEF ESARO and Fondation 
Botnar, focused on designing a concept that alleviates the systemic bottlenecks 
in youth-driven digital innovation in Nairobi, Kenya. The project was done using 
the design thinking methodology, with the perspective of understanding and 
alleviating the innovation challenges from the young innovators’ point of view.

From the field research, the team found that the youths struggle with many different 
challenges throughout their innovation journey.  Some of the main challenges are 
a lack of support and mentorship, having little knowledge about innovation and the 
local innovation ecosystem, lack of funding as well as the general mindset around 
innovation and entrepreneurship in Nairobi. The team realized, however, that 
many of the challenges can be alleviated by promoting and facilitating networking 
between the innovators as well as other ecosystem stakeholders.

7. 



49

With this insight, the team started developing a concept for a suitable solution. 
In order for the solution to have a big impact, it needed to be accessible for many 
young innovators. It was therefore decided that the solution should have an online 
component, which in addition makes it easier to expand to other parts of Kenya 
and potentially other parts of Africa. After having continued to interview and 
collaborate with the future users of the solution, the team eventually created a 
concept for an online community called Ubujamii.

Ubujamii is an online community where the young innovators can interact with 
other people in the innovation ecosystem. By connecting innovators as well as 
other ecosystem stakeholders, Ubujamii supports innovators in every step of their 
innovation journey and works to improve the general mindset around innovation 
and entrepreneurship in Kenya. By being free as well as easily accessible and 
open for everyone, Ubujamii stands out from the other actors and initiatives in 
the innovation ecosystem in Nairobi. The name Ubujamii combines the Swahili 
words ubunifu and jamii, meaning creativity and community. This is precisely 
what Ubujamii is all about: building a community that fosters creativity and the 
development of new innovations.
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