
  

  

 

      
      

ABSTRACT 
The Transnational State of the Art Gap Analysis 

Report was developed through the compilation of 8 

national reports and one EU report and it 

contributes to the implementation of the EntrInno 

project outcomes. 

Inova Consultancy Ltd 
March 2016 

 

This project has been funded with support from the European Commission. This 

publication [communication] reflects the views only of the author, and the 

Commission cannot be held responsible for any use which may be made of the 

information contained therein. 



 

1 | P a g e 

 

Content 
 

 

Content ................................................................................................................................................... 1 

Table of figures ....................................................................................................................................... 4 

Literature Review ................................................................................................................................... 5 

Definition of digital games .................................................................................................................. 5 

Pedagogical Models for Fostering Entrepreneurial Spirit/Skills ..................................................... 6 

Andragogy ς The theory for Adult Learning.................................................................................... 6 

Experiential learning ....................................................................................................................... 8 

The educational potential of games ................................................................................................... 9 

Opportunities in Digital Games in Education .................................................................................... 11 

Games are Built on Sound Learning Principles ............................................................................. 11 

Games Provide Personalised Learning Opportunities .................................................................. 12 

Games Engage the Learner More ................................................................................................. 12 

Games Teach 21st Century Skills .................................................................................................. 12 

Games Provide an Environment for Authentic and Relevant Assessment ................................... 12 

The overall findings ....................................................................................................................... 13 

Threats of digital games .................................................................................................................... 13 

Specific skills for social entrepreneurship ......................................................................................... 15 

Background ................................................................................................................................... 15 

Social Entrepreneurship: A Tool for Social Change ....................................................................... 17 

EU Report .............................................................................................................................................. 22 

Entrepreneurship in European policy context .................................................................................. 22 

Entrepreneurship in the EU .......................................................................................................... 24 

Entrepreneurship Education in the EU ......................................................................................... 28 

United Kingdom .................................................................................................................................... 29 

State of the Art Report in the UK ...................................................................................................... 29 

Gaming education in the UK ......................................................................................................... 32 

Focus Group ...................................................................................................................................... 33 

Overview of the participants ........................................................................................................ 34 

Format Setting and Process .......................................................................................................... 35 

Findings of the Focus group .......................................................................................................... 36 

Target group I: Young adults ......................................................................................................... 38 

Target group II: Stakeholders ........................................................................................................ 41 

Diagram ......................................................................................................................................... 42 



 

2 | P a g e 

 

Greece ................................................................................................................................................... 44 

National State of the Art Report  ................................................................................................. 44 

Focus Group Results .......................................................................................................................... 48 

Recruitment .................................................................................................................................. 48 

Overview of Participants ............................................................................................................... 48 

Format, Setting and Process ......................................................................................................... 49 

Outcomes of discussions ............................................................................................................... 49 

Cyprus ................................................................................................................................................... 57 

National State of the Art Report ....................................................................................................... 57 

Focus Group Results .......................................................................................................................... 61 

Recruitment .................................................................................................................................. 61 

Overview of Participants ............................................................................................................... 62 

Format, Setting and Process ......................................................................................................... 62 

Outcomes of discussions ............................................................................................................... 64 

Italy ....................................................................................................................................................... 68 

National State of the Art Report ....................................................................................................... 68 

Education and entrepreneurship in Italy ...................................................................................... 72 

Focus group ....................................................................................................................................... 74 

Recruitment .................................................................................................................................. 74 

Overview of Participants ............................................................................................................... 74 

Format, Setting and Process ......................................................................................................... 75 

Outcomes of discussions ............................................................................................................... 75 

Lithuania ............................................................................................................................................... 79 

National State of the Art Report ....................................................................................................... 79 

Focus group ....................................................................................................................................... 84 

Recruitment .................................................................................................................................. 84 

Overview of Participants ............................................................................................................... 84 

Format, Setting and Process ......................................................................................................... 84 

Outcomes of discussions ............................................................................................................... 85 

Malta ..................................................................................................................................................... 89 

National State of the Art Report ....................................................................................................... 89 

Analysis of the Focus Groups ............................................................................................................ 91 

{ǘŀƪŜƘƻƭŘŜǊǎΩ CƻŎǳǎ DǊƻǳǇ ........................................................................................................... 92 

Conclusion ..................................................................................................................................... 97 

Poland ................................................................................................................................................... 98 

Entrepreneurship in PL ..................................................................................................................... 98 



 

3 | P a g e 

 

Focus Group Results ........................................................................................................................ 103 

Recruitment ................................................................................................................................ 103 

Overview of Participants ............................................................................................................. 103 

Format, Setting and Process ....................................................................................................... 104 

Outcomes of discussions ............................................................................................................. 104 

Experts in the field of entrepreneurship ..................................................................................... 104 

Young adults group (potential entrepreneurs) ........................................................................... 107 

Romania .............................................................................................................................................. 110 

National State of the Art Report ..................................................................................................... 110 

The necessity of entrepreneurship education in Romania ............................................................. 114 

Focus Group Activities .................................................................................................................... 118 

Analysis of the questionnaire ............................................................................................................ 125 

Country of origin ............................................................................................................................. 125 

Gender ............................................................................................................................................ 126 

Occupation ...................................................................................................................................... 126 

Age .................................................................................................................................................. 127 

Education ........................................................................................................................................ 127 

Are you familiar with the definition of entrepreneurship? ............................................................ 128 

Most important skills for entrepreneurs ........................................................................................ 129 

Preferred job ................................................................................................................................... 130 

Have you ever started a business or taken over one? .................................................................... 130 

Do you currently own/have previously owned a business? ........................................................... 131 

Have you ever been involved in entrepreneurship?....................................................................... 132 

Video Games and Online Games .................................................................................................... 132 

Type of games ................................................................................................................................. 133 

Are games useful for teaching entrepreneurial skills? ................................................................... 134 

Have you ever used an online game for educational purposes? .................................................... 134 

To what degree do you agree with the following statements? ...................................................... 135 

CŀŎƛƭƛǘŀǘƻǊǎΩ ŎƻƳƳŜƴǘ ........................................................................................................................ 136 

Recommendations ............................................................................................................................. 138 

Skills ................................................................................................................................................ 138 

Game ............................................................................................................................................... 139 

Existing Games ................................................................................................................................... 141 

References .......................................................................................................................................... 153 

Annexes .............................................................................................................................................. 156 

IT Attendance list ............................................................................................................................ 156 



 

4 | P a g e 

 

LT Attendance list ........................................................................................................................... 157 

PL Attendance list ........................................................................................................................... 158 

RO Attendance list .......................................................................................................................... 159 

UK Attendance list .......................................................................................................................... 162 

MT Attendance list .......................................................................................................................... 163 

CY attendance list ........................................................................................................................... 164 

GR attendance list ........................................................................................................................... 165 

 

 

Table of figures 
 

Figure 1 Characteristics of adult learners based on andragogy. ............................................................. 7 

Figure 2 YƻƭōΩǎ /ȅŎƭŜ ƻŦ 9ȄǇŜǊƛŜƴǘƛŀƭ [ŜŀǊƴƛƴƎ ........................................................................................ 8 

Figure 3 European Commission definition of social enterprise ............................................................ 17 

Figure 4 Self-employment rate of total % of employment, 2013, Source: OECD (2015) Labour Force 

{ǘŀǘƛǎǘƛŎǎΣ !ǳǘƘƻǊΩǎ ƻǿƴ ǿƻǊƪ ............................................................................................................... 26 

Figure 5 % of self-employed in relation to total employment (15-29 age group), by EU MS, 2008-2013 

Source: Eurofound (2015, pg. 12) ......................................................................................................... 27 

Figure 6 Self-employment rates (2014), Source: Eurostat Labour Market Database ........................... 30 

Figure 7 % of self-employed workers with employees (2013) Source: Eurostat Labour Market 

Database ............................................................................................................................................... 31 

CƛƎǳǊŜ у ¢ƘŜ ǘŀōƭŜ ƛƴ tǿ/Ωǎ ǊŜǇƻǊǘ ǊŜƎŀǊŘƛƴƎ the global competitiveness rankings ............................ 58 

Figure 9 Statistics of company registrations from 2000 to 2015 (Cyprus department of registrar of 

companies and official receiver) ........................................................................................................... 58 

Figure 10 The number of self-employed people in Poland in 2010-2015 (data for the first quarter of 

each year) .............................................................................................................................................. 98 

Figure 11 The number of people running their own businesses and employing others in Poland in 

2010-2015 (data for the first quarter of each year) ............................................................................. 99 

Figure 12 The number of self-employed people in Poland in 2010-2015 in selected age groups (data 

for the first quarter of each year) ....................................................................................................... 100 

Figure 13 The number of young people running their own business activity and in addition also being 

employers in Poland in 2010-2015 in selected age groups (data for the first quarter of each year). 100 

 

  

file://///ICSERVER/inova/inova/EntrInnO_CY/O1_Analysis%20Report/Overall%20report/TRANSNATIONAL%20STATE%20OF%20THE%20ART%20AND%20GAP%20v3.docx%23_Toc448237988


 

5 | P a g e 

 

Literature Review 
 

Definition of digital games  
 

An attempt to define digital games encounters major difficulties arising from the multiplicity of types 

of games, their forms or the purpose for which they were written. Using the simplest formulas, it can 

specify that a digital game is άa game that employs electronics to create an interactive system with 

ǿƘƛŎƘ ŀ ǇƭŀȅŜǊ Ŏŀƴ Ǉƭŀȅέ όwikipedia en, electronic game). Following this path, it can also indicate that 

in these games, there is a "certain type of software, that is part of the so-called άnew mediaέ, which 

in addition to audio-visual layer is enriched with a special interaction between the player and the 

application, which is called άgameplay" (https://m.ppe.pl). 

Digital games can also be defined generally as computer programs, or sets of commands understood 

and executed by a processor (Skrzypczak, 1999). The author also points out that these programs are 

entertaining, educational and are a kind of interactive entertainment or fun supported by a computer 

system. "Due to certain criteria (time, theme, required skills, point from which you watch the action) 

of digital games, we can distinguish the following types: the game labyrinth, platform games, fighting 

games , action games, sports games, car games, shootouts, simulators, logic games, economic games, 

adventure games, role-playing games, educational games, and strategy games. The boundaries of the 

divisions are fluid, many games combine the features of many different types" (Skrzypczak 1999 [in:] 

Huk, 2011). According to M. Listner (2009) "computer games are kind of play simulators which from 

the real space were transferred into the virtual space. Simulation processes here are very important, 

because they create a reality that is structured and determined mathematically. Experiencing 

cyberspace by a player is not only about its exploration, but also in the implementing and creating the 

world of game in the semiotic and cybernetic cycle".  

{Φ _ǳƪŀǎȊ όмффуύ ŘŜŦƛƴŜǎ ŘƛƎƛǘŀƭ ƎŀƳŜǎ ŀǎ Ϧŀ ŎƻƳǇǳǘŜǊ ǇǊƻƎǊŀƳ ǎǘƻǊŜŘ ƻƴ ŀƴȅ ŘƛƎƛǘŀƭ ƳŜŘƛǳƳ ǘƘŀǘ 

allows making changes in graphics, oǊ ǘŜȄǘ ŘƛǎǇƭŀȅŜŘ ƻƴ ǘƘŜ ǎŎǊŜŜƴΦέ The same author adds that "the 

term digital games can also be taken literally, meaning games for which you need a computer, or 

ŎƻƳǇǳǘŜǊ ƎŀƳŜǎΣ ŀǎ ŀ ƪƛƴŘ ƻŦ ŜƴǘŜǊǘŀƛƴƳŜƴǘΣ ǘƻ Ǌǳƴ ŀƴŘ ŎƻƴǘǊƻƭ ǿƘƛŎƘ ȅƻǳ ƴŜŜŘ ŀ ŎƻƳǇǳǘŜǊέΦ 

In the group of digital games there are also educational games, which used to be defined as "the 

games explicitly designed with educational purposes, or which have incidental or secondary 

educational value. All types of games may be used in an educational environment" (wikipedia en, 

educational game). An educational game usually is designed in such a way that it stimulates the 

development of the player, in order to broaden his/her knowledge or skills. In the case of educational 

https://en.wikipedia.org/wiki/Electronic_game#Electronic_handhelds
http://m.ppe.pl/blog/40565/2259/gry-wideo-jako-nowe-dziela-sztuki.html
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games, an educational objective is the one that prevails. These types of games are increasingly being 

used as educational tools, but they also provide much entertainment. By providing pleasant sensations 

they activate the limbic system, which stimulates the brain to work and develop. As emphasized by 

researchers (Franken, 2005 [in:] wikipedia en, educational game), pleasure teaches us to distinguish 

between what is good and beneficial for us; stimulating learning processes at the same time (wikipedia 

en, educational game). It is pointed out that educational games can be divided into two categories, 

depending on the objectives. The first consists of training games that stimulate brain development by 

performing specific operations such as movement, concentration, memory usage or logical thinking. 

The second category is informative games in which the players, based on their existing knowledge, 

may expand their resources in a particular topic.  

The use of digital games in education is also linked to the emergence of the trend in creating the games 

called "Game-Based Learning (GBL)", where the game is defined as: "a type of game play that has 

defined learning outcomes. Generally, game-based learning is designed to balance subject matter with 

gameplay and the ability of the player to retain, and apply said subject matter to the real world" 

(wikipedia en, educational game). 

Pedagogical Models for Fostering Entrepreneurial Spirit/Skills 
When we use and create pedagogical models and theories, we attempt to provide explanations of 

how people learn and provide best practices related to the pedagogical perspective of an approach. A 

number of learning approaches exist that help us to understand how people learn. As learning does 

not only happen within the formal space of a school classroom, but also in non-formal and informal 

contexts, as well as throughout peoplesΩ ƭƛŦŜǘƛƳŜs, there are respective pedagogical models that help 

us create appropriate instruction and guidance for learning.  

The following learning models and theories can be very useful for the design and development of 

learning that aims at fostering entrepreneurial skills. Specifically, understanding how people learn is 

significant for defining the designs for the purposes of this project, based on the learning needs. 

Andragogy ς The theory for Adult Learning 
Even though learning and instruction are based on particular assumptions and principles, adult 

learning (andragogy) has important differences from young people learning (pedagogy). The term 

άŀƴŘǊŀƎƻƎȅέ ŎƻƳōƛƴŜǎ ǘƘŜ ƳŜŀƴƛƴƎ ƻŦ ǘǿƻ ǿƻǊŘǎΤ Ƴŀƴ όάŀƴŘǊŀǎέ ƛƴ DǊŜŜƪύ ŀƴŘ ƭŜŀǊƴƛƴƎ όάŀƎƻƎƛέ ƛƴ 

Greek). In contrast to pedagogy, andragogy views the learner as an independent individual, able to 

take responsibility of his/her own learning and also conduct self-ŜǾŀƭǳŀǘƛƻƴΦ ¢ƘŜ ƭŜŀǊƴŜǊΩǎ ǊƻƭŜ ƛǎ ǘƻ 

bring personal experiences and resources to share in a course; which adds to the richness of a learning 

course. Adult learners can identify their own learning gaps and express the need for becoming more 
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effective in their own practices. They can easily adapt to new learning situations and re-appropriate 

knowledge to solve new problems. Adult learners are oriented towards active learning; they prefer to 

act upon situations, solve problems, and relate content to their own experiences, needs and lives. 

According to Knowles (1984), who coined the term andragogy, there are five particular characteristics 

of adult learners (see Figure 3).  

1. Self-concept: Adult learners are independent and can direct themselves to the types of 

learning they think is necessary for their needs. 

2. Experience: As people grow up, they gain experiences. Adult learners join learning having their 

prior experiences as a point of reference and they are able to relate learning with those 

experiences. They can also enrich the learning course with their experiences, through the 

different examples and elaborations they provide. 

3. Readiness to learn: Adult learners are a more mature learning audience. Hence, they are 

ready to learn and transfer that knowledge to their own context. 

4. Orientation to learning: Adult learners prefer knowledge that is directly applied to their 

interests. In contrast to early learners, adult learners prefer to be able to immediately apply 

knowledge to existing problems. Therefore, their orientation to learning is problem-centred 

and directly applicable. 

5. Motivation to learn: Motivation for learning is genuine for adult learners. They enter a 

learning experience, e.g. a course, because they are internally motivated and interested in the 

subject, in contrast to young learners who usually need external motivators as well. 

 

Figure 1 Characteristics of adult learners based on andragogy. 

 

Andragogy

Self-
concept

Experience

Readiness 
to learn

Orientation 
to learning

Motivation 
to learn



 

8 | P a g e 

 

Based on the above assumptions, Knowless (1984) and others like Kearsley (2010) have identified 

particular principles for the design and delivery of instruction: 

1. It is important to involve adult learners in the planning and evaluation process 

2. !Řǳƭǘ ƭŜŀǊƴŜǊǎΩ ŜȄǇŜǊƛŜƴŎŜǎ ŀǊŜ ŎƻǊŜ ƛƴ ŀ ƭŜŀǊƴƛƴƎ ŎƻǳǊǎŜ 

3. Adult learners prefer to build knowledge with content that is directly relevant to their personal 

and professional experiences 

4. The nature of adult learning needs to be evolving around problem solving, rather than around 

learning general content.  

Therefore, learning needs to be as dynamic and interactive as possible, and designed around 

experiences that adult learners can relate to, can add to, and can provide solutions to. Problem ς 

oriented instruction enables adult learners to participate more actively in a course and bring their 

own experiences to share and analyse. 

Experiential learning 
Experiential learning involves actual experiences throughout a learning course. Specifically, learners 

can apply knowledge and information on actual situations (real or simulated) that are relevant to a 

subject. Experiential learning escapes the strict settings of a classroom and can be adequately applied 

through non-formal and informal instructional practices.  

One of the benefits of involving experiential learning in a course is that learning is based on concrete 

experiences (Kolb et al. 2001), through which individuals make observation, form assumptions and 

test them in order to draw conclusions. Kolb has developed an experiential learning cycle. Within the 

cycles, the learner starts with existing experiences on which they are required to reflect and draw 

conclusions, which will define their next actions.  

 

Figure 2 YƻƭōΩǎ /ȅŎƭŜ ƻŦ 9ȄǇŜǊƛŜƴǘƛŀƭ [ŜŀǊƴƛƴƎ 
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Through the particular learning cycle, learners are able to reflect on what they experienced in the 

learning course, conceptualize the impact, draw conclusions, and define what they would do 

differently next time (in the next cycle of experimentation) so that they can confirm or revise their 

conclusions. 

The models described in this section are particularly helpful in informing the designs for the EntrInno 

project. Positioning the learners as active participants, in problem-solving situations, through which 

they need to experiment and reflect upon the consequences of their actions will be crucial in 

establishing a quality online game that will enhance the skills described in this project. 

The educational potential of games 
 

According to Nesta (2013) research, games are a well explored tool for learning. Games can be used 

to open up new perspectives in learning in an innovative way and can motivate students and pupils to 

learn. Digital games are also significantly important for the creative industry for the UK. Digital games 

have an increased accessibility today. As technologies have advanced, educational games can be 

accessed and played from any device anywhere. 

The learning process in entrepreneurship education is different from the normal classroom teaching. 

It is a more flexible, more active and experienced-based approach (Gibb, 1987). Research has 

suggested that the traditional education methodologies that put theory in the centre is unsuitable in 

the teaching for entrepreneurship. (Davies, 1991) Moreover, research also mentions that 

entrepreneurial skills are almost impossible to be taught via traditional teaching ways. Young (1997) 

Literature shows that a more flexible approach is needed to educate entrepreneurship to young 

people. This approach must involve energy, excitement and the incorporation of action and 

experiential-learning. (Tasnin et al., 2013) A reflective teaching method i.e. lectures, handouts, 

required reading, programmed instructions and content-oriented examinations are ineffective for 

entrepreneurship education because these methods ignore the complexities of the entrepreneurial 

environment. (Garavan, 1994) Literatures suggest that the use of non-traditional intervention such as 

games or interactive activities is valuable teaching tools for entrepreneurs.  

As Tasnim and Yahya (2013) stated; literature indicates that the uses of non-traditional intervention, 

such as games or interactive activities are valuable teaching methods. They also related to the fact 

that these interactive teaching methods encourage passive students to engage in learning more 

actively. Hake (1998) conducted research analysing student performance with interactive engagement 

and traditional lecture methods. He found out that those students who used activities during the 
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classroom demonstrated more advanced problem solving skills. This kind of teaching supports the 

development of social competence and problem solving skills. While playing games, students have the 

opportunities to practice applying the materials presented in a classroom and using that information 

to solve a problem met outside of the school.  

.ƛƭƭ DŀǘŜǎ όнллрύ ǎǘŀǘŜŘ ǘƘŜ ŦƻƭƭƻǿƛƴƎΥ ά¢ǊŀƛƴƛƴƎ ǘƘŜ ǿƻǊƪŦƻǊŎŜ ƻŦ ǘƻƳƻǊǊƻǿ ǿƛǘƘ ǘƘŜ ƘƛƎƘ ǎŎƘƻƻƭǎ ƻŦ 

ǘƻŘŀȅ ƛǎ ƭƛƪŜ ǘǊȅƛƴƎ ǘƻ ǘŜŀŎƘ ƪƛŘǎ ŀōƻǳǘ ǘƻŘŀȅΩǎ ŎƻƳǇǳǘŜǊǎ ƻƴ ŀ рл-year-ƻƭŘ ƳŀƛƴŦǊŀƳŜΦ LǘΩǎ ǘƘŜ ǿǊƻƴƎ 

tool for the tiƳŜǎΦέ  

McClarty et al. (2012) indicated that game-based learning in higher education teachs and reinforces 

skills important for future jobs such as collaboration, problem-solving, and communication for 

students. They also added that an attractive element of the gaming experience is that it provides 

opportunities for continued practice because negative experience is not associated with failure; in fact 

failure serves as an integral part of the learning experience. This encourages players to practice, get 

better and replay the part of the game where they failed. Moreover, games that give immediate 

constructive feedback allow players to change their game play in order to enhance their performance.  

A yearlong pan-European study consisting of 500 teachers found that the majority of teachers agreed 

ǿƛǘƘ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ǎǘŀǘŜƳŜƴǘΥ άƳƻǘƛǾŀǘƛƻƴ ƛǎ ǎƛƎƴƛŦƛŎŀƴǘƭȅ ƎǊŜŀǘŜǊ ǿƘŜƴ ŎƻƳǇǳǘŜǊ ƎŀƳŜǎ ŀǊŜ 

ƛƴǘŜƎǊŀǘŜŘ ƛƴǘƻ ǘƘŜ ŜŘǳŎŀǘƛƻƴŀƭ ǇǊƻŎŜǎǎέ όWƻȅŎŜ Ŝǘ ŀƭΦ нллфύΦ 

An additional benefit of games in education is that it provides an environment for authentic and 

ǊŜƭŜǾŀƴǘ ŀǎǎŜǎǎƳŜƴǘΦ Lǘ ƻŎŎǳǊǎ ǘƘǊƻǳƎƘ ǘƘŜ ŜǾŀƭǳŀǘƛƻƴ ƻŦ ǇƭŀȅŜǊǎΩ ŀŎǘƛƻƴǎ ǘƘŀǘ ǇǊƻǾƛŘŜǎ ƛƳƳŜŘƛŀǘŜ 

feedback for players. (Ash, 2011) 

As Tasnim and Yahya (2013) reported, apart from the potential benefits of games for memory, 

performance, social competence and transfer of learning, there are intense debates about using them 

as a teaching tool. Opposition states that games are time consuming for students as well as teachers, 

in particular due to the process of familiarisation with the game. 

As McClraty et al. (2012) stated,there is limited research on the relationship between learning within 

digital games and academic performance so it cannot be clearly reported that games are the most 

effective tool for all content and in all situations. However, as the findings of various research 

suggested; digital games in education encourage motivation, engagement, adaptivity, simulation, 

problem solving and collaboration. Measuring these skills with academic performance might not give 

relevant results because there are intangible benefits of digital games in education. 
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Opportunities in Digital Games in Education  

 

Lǘ ƛǎ ǿƛŘŜƭȅ ŀŎŎŜǇǘŜŘ ƴƻǿŀŘŀȅǎ ǘƘŀǘ Ƴŀƴȅ ƻŦ ǘƻŘŀȅΩǎ ǎǘǳŘŜƴǘǎ ǿƛƭƭ ǇǳǊǎǳŜ Ƨƻōǎ ǘƘŀǘ Řƻ ƴƻǘ ŎǳǊǊŜƴǘƭȅ 

exist and that digital literacy and understanding of how systems (computers and otherwise) work will 

ōŜŎƻƳŜ ƛƴŎǊŜŀǎƛƴƎƭȅ ƛƳǇƻǊǘŀƴǘΦ Lƴ ŀŘŘƛǘƛƻƴΣ ǘƻƳƻǊǊƻǿΩǎ ǿƻǊƪŜǊǎ ǿƛƭƭ Ƴƻǎǘ ƭƛƪŜƭȅ ŎƘŀƴƎŜ Ƨƻōǎ Ƴŀƴȅ 

times throughout their careers and these jobs will certainly require some mastery of digital media and 

technology.1 Can we argue that digital games could help students develop the technology skills they 

need to succeed in their future jobs? Scot Osterweil, a research director in Massachusetts Institute of 

¢ŜŎƘƴƻƭƻƎȅΩǎ /ƻƳǇŀǊŀǘƛǾŜ aŜŘƛŀ {ǘudies programme ŀƴŘ ŎǊŜŀǘƛǾŜ ŘƛǊŜŎǘƻǊ ƻŦ ǘƘŜ ǎŎƘƻƻƭΩǎ 9ŘǳŎŀǘƛƻƴ 

Arcade initiative to explore how games can be used to promote learning, argues that video games can 

do it all in terms of education. Games though, he added, are a powerful learning tool only when 

combined with other exploratory, hands-on activities and ongoing instruction from a teacher acting 

more as a coach than a lecturer.2 !ƭŀƴ DŜǊǎƘŜƴŦŜƭŘ ŀ CƻǳƴŘƛƴƎ LƴŘǳǎǘǊȅ CŜƭƭƻǿ ŀǘ !ǊƛȊƻƴŀΩǎ {ǘŀǘŜ 

¦ƴƛǾŜǊǎƛǘȅΩǎ /ŜƴǘŜǊ ŦƻǊ DŀƳŜǎ ŀƴŘ LƳǇŀŎǘ ǎǳǇǇƻǊǘǎ ǘƘŀǘ Ǿideo games if well executed can provide a 

strong framework for inquiry and project based learning and are uniquely suited to fostering the skills 

necessary for navigating a complex, interconnected, and rapidly changing 21st century.3 Below we will 

briefly present five factors that indicate that digital games could offer new opportunities in education.4  

Games are Built on Sound Learning Principles 

In the educational process it is often said that repetition is the mother of learning. Well then digital 

games as a learning tool provide opportunities for continued practice due to the fact that negative 

consequences are not associated with failure. In fact, quite the opposite happens as failure serves 

as an integral part of the learning experience.5 Digital games also enjoy the advantage of 

immediate feedback which will enable students to improve their work when given constructive 

feedback.  

  

                                                           
1 Lƴ 9ƭŜƴŀ aŀƭȅƪƘƛƴŀ άFact or Fiction: Video Games Are the Future of Educationέ Scientific American, September 
2014.  
2 As above (12) p.2 
3 As above (12) p.3 
4 The factors presented here are from Katie Larsen McClarty, Aline Orr, Peter M. Frey, Robert P. Dolan, Victoria 
±ŀǎǎƛƭŜǾŀ ŀƴŘ !ŀǊƻƴ aŎ±ŀȅ άA Literature Review of Gaming in Educationέ tŜŀǊǎƻƴ wŜǎŜŀrch Report, June 2012.  
5 DŜŜ WΦtΦ άDeep learning properties of good digital games: How far can they goΚέ ƛƴ wƛǘǘŜǊŦŜƭŘ ¦Φ /ƻŘȅ aΦ ŀƴŘ 
±ƻǊŘŜǊŜǊ tΦ όŜŘǎΦύ άSerious Games: Mechanisms and Effectsέ ǇǇΦст-82, Routledge New York.  
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Games Provide Personalised Learning Opportunities 

Personalised learning according to OECD is that schools (and educational institutions we would 

add) tailor education so that each student achieves the highest possible standard. Three processes 

at least are required: knowing the strengths and weaknesses of students, developing teaching and 

learning strategies that meet studentΩǎ ƴŜŜŘǎ ŀƴŘ ŜƴƎŀƎƛƴƎ ŎǳǊǊƛŎǳƭǳƳ ŎƘƻƛŎŜǎΦ6 Accordingly each 

student during a game could receive a picture of their competences based on their game actions, 

and games could be adapted further according to student needs.   

Games Engage the Learner More 

Games according to Csiksentmihalyi contain the pieces necessary to engage students and help 

them enter a state of flow where they are: fully immersed in their learning environment, 

energised, and focused on the activity they are involved in.7 At the same time games ensure the 

constant motivation of the players simply because they feel an attachment to the goal.  

Games Teach 21st Century Skills 

Squire mentions that games are frequently cited as important mechanisms for teaching 21st 

century skills due to that fact that they can accommodate various learning styles within a complex 

decision making context.8 To this end there is an increased awareness that teaching and assessing 

21st century skills according to Rupp άŦǊŜǉǳŜƴǘƭȅ ǊŜǉǳƛǊŜǎ exposing learners to well-designed 

complex tasks, affording them the ability to interact with other learners and trained professionals, 

and providing them with appropriate diagnostic feedback that is seamlessly integrated into the 

ƭŜŀǊƴƛƴƎ ŜȄǇŜǊƛŜƴŎŜΦέ9 This is what well-designed games do. 

Games Provide an Environment for Authentic and Relevant Assessment 

By definitions games are inherently assessments. After the game ends the player receives detailed 

feedback on his/her performance. There is a case by Millis, Forsyth, Butler, Wallace, Graesser and 

Halpern who developed a game-based intelligent tutoring system designed to teach scientific 

ƛƴǉǳƛǊȅ ǎƪƛƭƭǎ ǘƻ ƘƛƎƘ ǎŎƘƻƻƭ ŀƴŘ ŎƻƭƭŜƎŜ ǎǘǳŘŜƴǘǎΦ {ǘǳŘŜƴǘǎ ŜƴƎŀƎŜ ƛƴ ƴŀǘǳǊŀƭ ƭŀƴƎǳŀƎŜ άǘǊƛŀƭƻƎǎέ 

                                                           
6 Organization for Economic Cooperation and Development (OECD) òPersonalizing Educationó Executive Summary 

available at http://www.oecd.org/edu/school/36509488.pdf   accessed on 13/01/2016 at 16:15.  
7 Csekszentmihalyi M. òFlow-The Psychology of optimal experienceó Harper Perennial 1990, quoted in Katie 
Larsen McClarty, Aline Orr, Peter M. Frey, Robert P. Dolan, Victoria Vassileva and Aaron McVay òA Literature 
Review of Gaming in Educationó Pearson Research Report, June 2012.  
8 Squire K.D. òFrom Content to Context: Video Games and designed experiencesó Educational Researcher  Vol.35 
No.8 pp.19-29 quoted in Katie Larsen McClarty, Aline Orr, Peter M. Frey, Robert P. Dolan, Victoria Vassileva and 
Aaron McVay òA Literature Review of Gaming in Educationó Pearson Research Report, June 2012.  
9 Rupp A. Andre, Gushta Matthew, Mislevy Robert J. and Williamson Shaffer David òEvidence-centered Design of 
Epistemic Games: Measurement Principles for Complex Learning Environmentsó The Journal of Technology, 
Learning and Assessment Vol.8 No.4 2010 pp.1-48.    

http://www.oecd.org/edu/school/36509488.pdf
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with artificial intelligence agents and are continually evaluated on their application of higher-order 

thinking skills as demonstrated by their responses to the agents.10  

The overall findings 

The overall assumption that can be drawn from the above is that digital games can support and 

facilitate learning. Since they have not yet benn widely introduced in education they would need to 

be tested against the currently used teaching and learning methods and approaches.  

Threats of digital games 
Learning or teaching by the use of gaming can cause various threats: 

¶ Inappropriate behaviours such as cyber bullying 

¶ Risks of privacy and security 

¶ An unsuitable pedagogical climate  

¢ƘŀǘΩǎ ǿƘȅ ƛǘ ƛǎ ƴŜŜŘŜŘ ǘƻ ŜǎǘŀōƭƛǎƘ ŀƴ ŀǇǇǊƻǇǊƛŀǘŜ ŀƴŘ ǎŀŦŜ in-game educational environment for 

successful entrepreneurship learning. 

Definitely one of the most common threats of digital games is related with piracy or cyber-attacks. 

These threats can cause problems not only for game players but also for game developers. José 

Manuel Mercado states13Υ άwhen operating smoothly, online services are invisible and largely taken 

for granted by the user, but the moment even a hint of non-performance enters the frame, the 

consumer backlash can be costlyέΦ 

Inappropriate behaviours online that might also occur in-game surrounding learning are ones that 

show various forms of aggression: 

¶ Exclusion: Intentionally and cruelly excluding someone from an online group. 

¶ Flaming: on line fights using electronic messages with angry and vulgar language 

¶ Harassment: repeatedly sending nasty, mean and insulting messages.  

¶ 5ŜƴƛƎǊŀǘƛƻƴΥ ǇƻǎǘƛƴƎ ƎƻǎǎƛǇ ƻǊ ǊǳƳƻǳǊǎ ǘƻ ŘŀƳŀƎŜ ƻƴŜ ǇŜǊǎƻƴΩǎ ǊŜǇǳǘŀǘƛƻƴ ƻǊ ŦǊƛŜƴŘǎƘƛǇǎΦ 

¶ Cyber stalking: repeated, intense harassment and denigration that includes threats or creates 

significant fear.  

¶ hǳǘƛƴƎΥ ǎƘŀǊƛƴƎ ƻƴŜΩǎ ǎŜŎǊŜǘǎ ƻǊ ŜƳōŀǊǊŀǎǎƛƴƎ ƛƴŦƻ ƻǊ ƛƳŀƎŜǎ ƻƴƭƛƴŜ 

¶ Impersonation: pretending to be someone else sending material to get that person into 

trouble (identity theft) 

                                                           
10 Millis K., Forsyth C., Butler H., Wallace P., Graesser A.C., & Halpern D. òOperation ARIES! A Serious game for 
teaching scientific inquiryó quoted in Katie Larsen McClarty, Aline Orr, Peter M. Frey, Robert P. Dolan, Victoria 
Vassileva and Aaron McVay òA Literature Review of Gaming in Education ó Pearson Research Report, June 2012.  
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¶ Trickery: Tricking someone into revealing secrets, then sharing it online 

One of the threats that are related with digital games and gaming in general is sexism. Rachel Kowert 

ŀƴŘ WƻƘŀƴƴŜǎ .ǊŜǳŜǊ ŀǳǘƘƻǊǎ ƻŦ ά{ŜȄƛǎǘ DŀƳŜǎҐ{ŜȄƛǎǘ DŀƳŜǊǎΚέ14 believe that a main negative effect 

of a sexist gaming culture is exclusion and they see it occurring on four levels: the games industry and 

its workforce, the content of the games, socialization processes in childhood and adolescence, and 

the gaming community itself. Authors claim that some people are afraid of the diversification of the 

gaming community, that some are afraid that they will lose something if others have the same rights 

as they do. Even though it is seen that the number of players across genders is becoming more even; 

ŀǳǘƘƻǊǎ ŎƭŀƛƳ ǘƘŀǘ άsexism in gaming cultures will most likely not dissipate until gaming is understood 

and treated as an activity that can be enjoyed by anybody and this change needs to begin with the 

way we introduce technology to our children, as video games and video game play are largely seen as 

a genŘŜǊŜŘ όƛΦŜΦΣ ŜȄŎƭǳǎƛǾŜƭȅ ƳŀƭŜύ ŀŎǘƛǾƛǘȅέΦ  

Sexism in gaming is an important topic and there is a movement that surfaced a year after the 

"Gamergate" affair, which involved a spate of threats and harassment of those criticizing the way 

women are depicted in video games. There was a plan to make two panel discussions,  ά{ŀǾŜtƻƛƴǘΥ ! 

Discussion on the Gaming Community" and "Level Up: Overcoming Harassment in Games" at the 

March 2016 event in Austin, Texas, but it was cancelled after getting many threats as organisers 

claim16: "in the seven days since announcing these two sessions, SXSW has received numerous threats 

of on-site violence related to this programming". A similar incident occured with female games 

developer, Brianna Wu;- developer of sci-fi action puzzler Revolution 60. She has been threatened to 

be raped by anonymous persons because of her outspoken support of women in tech and gaming17.  

There is an online course about defending games from hacker attacks, where authors15 of this course 

claim, that sometimes hackers try to steal game code even before the release of the game, so that 

ǘƘŜȅ ŎƻǳƭŘ ƎŜǘ ƳƻƴŜȅ ŦǊƻƳ ƛǘΥ άƎƛǾŜƴ ǘƘŜ ƭŀǊƎŜ ŀǳŘƛŜƴŎŜǎ ƻŦ ǇƻǇǳƭŀǊ ƎŀƳŜǎΣ ƘŀŎƪŜǊǎ ǎŜŜƪ ǘƻ ǘŀǊƎŜǘ 

game code, sometimes even before a title is ǊŜƭŜŀǎŜŘΣ ǘƻ ƭŀǳƴŎƘ ŀǘǘŀŎƪǎ ŦƻǊ ǘƘŜƛǊ ƻǿƴ ǊŜǿŀǊŘέΦ Lǘ ǎƘƻǿǎ 

that not only game players could be threatened by piracy, hacking or cyber-attacks, but also producers 

of digital games should put their attention to safety of the game. 

 

While playing digital games, care must be taken with the management of personal data. Players might 

get the feeling that they have lost control of their personal data or that someone has stolen it to use 

illegally. 



 

15 | P a g e 

 

All these threats should be taken into account for having an appropriate entrepreneurship learning 

environment in digital game. 

 

Specific skills for social entrepreneurship 
 

Background  
Increasingly in almost all industrialised countries, in the last decades we have seen the remarkable 

emergence of a new type of socio-economic model for business, the social enterprise. In the 1970s, 

with increased unemployment and falls in economic growth across most of European countries, many 

states experienced crisis. Retrenchment followed, which was often characterised by privatisation and 

a stark reduction in public spending on public services provision by governments.11 

This situation gave rise, in western European countries, to an unprecedented increase in the 

development of social enterprises to help meet this inadequacy in social needs provision and rising 

unemployment. These enterprises were mainly established by civil society or third sector 

organisations and groupings almost in all European countries. They included a wide array of initiatives 

focused on such areas as childcare, employment programmes for the unemployed, care for elderly 

people and social information provision.  

The extent and nature of how individual countries responded through third sector organisations to 

the emerging increased social need differed, dependent on the particular circumstances of individual 

states.  There have been significant differences across countries in terms of the activities of social 

enterprises. For instance, there has been a marked predominance of social enterprise activity in 

health, social work and education in Hungary and Romania, while countries such as the UK and Sweden 

have seen a significant increase of social enterprises in areas such as community and social services. 

In Italy the main fields of activity are work integration and welfare service provision (EU Commission 

2013 reports). 

Given that, these enterprises were not established by either the public or private sectors, their source 

of emergence consequently bears a strong influence to their sectoral residence, i.e. the third sector 

also referred to as the social economy. In understanding the concept of social enterprises, it is 

therefore important to understand their sectoral context. 

                                                           
11 Mosher-Williams 2006; Borzaga and  Defourney, 2001; Borzaga and Santuari, 2003  
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In the context of the EU the concept of the social economy is relatively new, and member states have 

come from different starting points and are at different stages of development in this context. 

According to the European Economic and Social Committee, social economy enterprises represent 

мл҈ ƻŦ ŀƭƭ 9ǳǊƻǇŜŀƴ ōǳǎƛƴŜǎǎŜǎΣ ǿƛǘƘ ǘǿƻ Ƴƛƭƭƛƻƴ ǳƴŘŜǊǘŀƪƛƴƎǎ ŀƴŘ с҈ ƻŦ 9¦Ωǎ ŜƳǇƭƻȅƳŜƴǘΣ ό99{/ 

2013).  

This growth is not confined to Europe but is reflected across the globe as exemplified by data on 

worldwide co-operatives (Euricse and the International Cooperative Alliance, 2012). These 

developments demonstrate that the Social Economy has become a key element of the European social 

model and a key player in attaining the objectives set out in the EU 2020 Strategy. Therefore, the 

dimension of the social economy is of significant value for Europe in striving to combat poverty, 

increase social inclusion and impact positively on employment rates.12 

Demonstrating its growing policy relevance, the EU Commission (2013) has recently issued a 

comprehensive guide to the social economy and social entrepreneurship. The guide outlines the 

context in which the social economy and social entrepreneurship are situated. It defines the 

characteristics of organisations within the social economy, new forms of organisations and new 

emerging legal forms to accommodate these. It goes on to provide an exposition of new data, 

explaining the scale and scope of activities within the sector and the impact of the present economic 

situation.  

Significant changes in organisational behaviour relating to finance, economic activity, social impacts 

and corporate responsibility are explored along with key challenges for the sector, the role of public 

policy and the outlook for the social economy. Essentially, what emerges here is that social enterprises 

operating within the social economy occupy a place in member state economies that is distinct from 

the more traditional private and public sectors and is extremely important in the European context. 

                                                           
12 University of Playmouth ς ά S-Cube Project (S3): Training Soft Skills In SƻŎƛŀƭ 9ƴǘŜǊǇǊƛǎŜǎ ¦ǎƛƴƎ ±ƛǊǘǳŀƭ 9ƴǾƛǊƻƴƳŜƴǘǎ ŦƻǊ wƻƭŜ tƭŀȅέ 
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Social Entrepreneurship: A Tool for Social Change 
!ǎ ŀōƻǾŜ ŜȄǇƭŀƛƴŜŘΣ ƛƴ ǘƘŜ ƭŀǎǘ ŘŜŎŀŘŜǎ ǘƘŜ ŎƻƴŎŜǇǘ ƻŦ ΨǎƻŎƛŀƭ ŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇΩ Ƙŀǎ ōŜŜƴ ǊŀǇƛŘƭȅ 

emerging in the private, public and non-profit sectors, and interest in social entrepreneurship 

continues to grow very fast.  

 

Currently, the non-profit sector is facing intensifying demands for improved effectiveness and 

sustainability in light of diminishing funding from traditional sources and increased competition for 

these scarce resources. At the same time, the private sector is increasing the need to foster corporate 

social responsibility and more proactive responses to complex social problems, while governments at 

all levels are grappling with multiple demands on public funds.13 

 

                                                           
13 Ref . Sherrill Johnson, Research Associate - Canadian Centre for Social Entrepreneurship, ñLiterature review on Social 

Entrepreneurshipò  November 2000 

Figure 3 European Commission definition of social enterprise 
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With its inner attitude to problem-solving and social innovation, social entrepreneurs blur the 

traditional boundaries between the public, private and non-profit sector, and develop/experiment 

hybrid models of for-profit and non-profit activities in a very wide range of sectors.  

In fact, promoting collaboration between different fields is implicit within social entrepreneurship, as 

it aims to develop new approaches to solve old problems using often a strong intuitive appeal and 

attitude to create new and challenging models of management and processes.  

As any change-oriented activity, social entrepreneurship has not evolved in a vacuum, rather within a 

complex framework of political, economic and social changes occurring at the global, national and 

local levels that make all existing models and experiences really different one from another. 

 

What is relevant for the purpose of this paper is not to provide a wide literature and academic review 

on the topic, which would be rather a huge and ongoing process not suitable with the purpose of 

EntrInno project, but to focus on the specific SKILLS that ǇǊƻƧŜŎǘΩǎ ǇŀǊǘƴŜǊǎ ƛŘŜƴǘƛŦȅ ŀǎ ǊŜƭŜǾŀƴǘ ŀƴŘ 

ǎǘǊŀǘŜƎƛŎ ǘƻ ōŜ ǇǳǊǎǳŜŘ ǘƻ ŘŜŦƛƴŜ ǘƘŜ ǇǊƻŦƛƭŜ ƻŦ ŀ ǎǳŎŎŜǎǎŦǳƭ άsocial entrepreneurέΦ 

 

All over Europe, with many differences from one country to another of course, there has been an 

exponential increase in social entrepreneurship classes at universities where they teach students how 

to create business plans for social ventures.  

Much less evident and systematized are the training/learning pathways within the non-formal 

education sector, which is basically the core field of action of the EntrInno project. 

What we try to focus on here is a proposal of key mindsets and skill sets that help make successful 

social entrepreneurs, basing on our experience and on a review of some educational proposals and 

in-depth studies of social innovators.  

 

It is interesting to underline that in the academic literature while many definitions of social 

ŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ŜƳǇƘŀǎƛȊŜ ǘƘŜ ΨǎƻŎƛŀƭΩ ǊŀǘƘŜǊ ǘƘŀƴ ǘƘŜ entrepreneurial nature of the activity (e.g., 

by focussing on non-profit organizations and their activities), much of the literature on social 

ŜƴǘǊŜǇǊŜƴŜǳǊǎ ŜƳǇƘŀǎƛȊŜǎ ǘƘŜ ΨŜƴǘǊŜǇǊŜƴŜǳǊƛŀƭΩ ŎƘŀǊŀŎǘŜǊƛǎǘƛŎǎ ƻŦ ǎǳŎƘ ƛƴŘƛǾƛŘǳŀƭǎΦ 

 

As regards the needed skills for social entrepreneurship, literature and experiences are equally various 

and very wide all over the world, especially when we talk about not-technical but transversal (the so 

ŎŀƭƭŜŘ άǎƻŦǘέύ skills. 

 



 

19 | P a g e 

 

{ƻŦǘ ǎƪƛƭƭǎΣ ŀƭǎƻ ŎƻƳƳƻƴƭȅ ƪƴƻǿƴ ŀǎ ΨǎƻŦǘ ŎƻƳǇŜǘŜƴŎƛŜǎΩ ƻǊ ϥǇŜƻǇƭŜ ǎƪƛƭƭǎϥΣ ŀǊŜ ǊŜŎƻƎƴƛǎŜŘ ŀǎ ǇŜǊǎƻƴŀƭ 

attributes or a cƭǳǎǘŜǊ ƻŦ ǇŜǊǎƻƴŀƭ ǘǊŀƛǘǎ ǘƘŀǘ ƻǇǘƛƳƛǎŜΣ ŜƴŀōƭŜ ǇƻǎƛǘƛǾƛǘȅ ŀƴŘ ŜƴƘŀƴŎŜ ǇŜƻǇƭŜΩǎ 

interactions and relationships with each other.  

They are in everyday use by most people, are at different levels of existence and are commonly 

regarded as a combination of competencies that contribute to better express how people know and 

manage themselves, as well as their relationships with others. 

Soft skills are related to the interpersonal and intrapersonal areas. Consequently, there is a relational 

dimension involved.  

 

Here below we proposea list of the 10 transversal/soft skills  ǘƘŀǘ ŀ άǎƻŎƛŀƭ ŜƴǘǊŜǇǊŜƴŜǳǊέ ǎƘƻǳƭŘ 

acquire: 

 

1. Leadership ς the social entrepreneur takes initiative and action to solve problems, acting as 

άŜƴƎƛƴŜέ to gather collaborators and stakeholders supporting the idea. He/she does not complain 

about ǿƘŀǘΩǎ ǿǊƻƴƎ ōǳǘ ǿƻǊƪǎ ǘƻ ǇǊƻŎŜŜŘ forward. He/she has a wide picture of context and is able 

to act within it. 

2. Creativity and innovation ς the social entrepreneur sees new possibilities and think in 

unconventional ways. He/she sees connections and patterns where few other people would imagine 

and works for it. 

3. Resilience in the face of adversities -When things fall apart, the social entrepreneur rises to the 

occasion. He/she thrives in the most ferocious storms and considers failures as valuable feedback.  

4. Grit and motivation - This is a combination of perseverance, passion, and hard workτthe relentless 

drive to achieve goals, complete commitment to achieving the task.  

5. Social intelligence ς social entrepreneur is excellent at connecting with others and building strong 

relationships, taking into account not only his/her own concrete interests but also the ŎƻƳƳǳƴƛǘȅΩǎΣ 

environmental constraints, ethic aspects of any decision, immediate and long term consequences of 

processes and decisions. 

6. Empathy ς the social entrepreneur is able to put him/herself in the shoes of others, and imagine 

perspectives other than his/her own; this is one of the most valuable qualities for understanding the 

needs of others whom he/she works for. 
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7. Optimism ς the social entrepreneur is confident that they can achieve a bold vision, even when 

many other people doubt them. They have a strong sense of self-efficacy and a belief that they have 

the power to change their circumstances.  

8. Flexibility and attitude to mobility and changes ς  the social entrepreneur is able to change their 

plans if needed, at short notice if  necessary for the result, available to move and travel, and to find 

organizational solutions to face unforeseen circumstances. 

9. Continuous learning -  the social entrepreneur never considers themeslves out of learning process. 

5ǳŜ ǘƻ ǘƘŜ ƘƛƎƘ ƭŜǾŜƭ ƻŦ ƛƴƴƻǾŀǘƛƻƴ ŀƴŘ άǊŜƭŀǘƛƻƴŀƭƛǘȅέ ƻŦ the job and to the fact that it relates somehow 

to social dynamics, and not only economic ones, they must be ready to improve their skills and 

knowledge whenever needed. 

10. Visionary approach - the social entrepreneur sees opportunities where others only see voids, 

unemployable people and unvalued resources. Courage and prompt thinking is what makes social 

ŜƴǘǊŜǇǊŜƴŜǳǊǎ ŘƛŦŦŜǊŜƴǘ ŦǊƻƳ ǎƛƳǇƭȅ ΨƎƻƻŘΩ ǇŜƻǇƭŜΦ 

 

Each one of these skills is something that young entrepreneurs can develop with practice rather than 

through a theoretical and formal learning (at school and/or university).  

CƻǊ ŀ ƭƻƴƎ ǘƛƳŜΣ ǇŜƻǇƭŜ ǘƘƻǳƎƘǘ ǘƘŀǘ ǘƘŜǎŜ ǘǊŀƛǘǎ ǿŜǊŜ ŦƛȄŜŘΥ ȅƻǳ ŜƛǘƘŜǊ ƘŀŘ ǘƘŜƳ ƻǊ ȅƻǳ ŘƛŘƴΩǘΣ ǇŜƻǇƭŜ 

ŎƻǳƭŘƴΩǘ ŎƘŀƴƎŜΦ .ǳǘ ƴƻǿ ǿŜ ƪƴƻǿ ǘƘŀǘ ǇŜƻǇƭŜ Ŏŀƴ ŘŜǾŜƭƻǇ ǘƘŜǎŜ ŎƻƳǇŜǘŜƴŎƛŜǎΣ ŜȄŀŎtly in the same 

way that students can learn a foreign language, so too they learn the key skills for being social 

innovators and entrepreneurs becoming proficient in these core competencies. 

These skills are, equally, to be considered complementary to those more technical related to business 

management and communication skills, which are to be considered the base of any (social) enterprise. 

If social entrepreneurship is considered as principally bringing business and management skills to the 

non-profit sector, the skills of the entrepreneur are fairly replicable through traditional tools and 

curricula.  

 

LŦ ŀ ǎƻŎƛŀƭ ŜƴǘǊŜǇǊŜƴŜǳǊ ƛǎ ŎƻƴŎŜƛǾŜŘ ŀǎ ŀ ŎǊŜŀǘƛǾŜ ŀƴŘ ƛƴƴƻǾŀǘƛǾŜ ΨƛƴŘƛǾƛŘǳŀƭΩ ǿƛǘƘ ƎǊŜŀǘ ǇƻǘŜƴǘƛŀƭΣ 

replication will be much more difficult to achieve, and the focus should then be on creating conditions 

in which latent entrepreneurial talent can be harnessed for social purposes.  

We think that both of ǘƘŜǎŜ άƳƻŘŜƭǎέ ƻŦ the social entrepreneur could exist in reality, and that an 

effective and productive training tool should take into account both these extreme profiles matching 

technical knowledge with relational and social competences. 
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In conclusion, we can wish and work in this direction: given the need for new approaches that social 

problem solving demands, social entrepreneurs emerge as a dynamic group with a viable and highly 

sustainable approach.  

 

Yet because the concept of social entrepreneurship is relatively new, there are few institutional 

mechanisms in place to support this work in most of the European countries, even if in recent years it 

seems that something is changing and that, in policy terms, the relevance and priority of this topic 

seems to have been acquired within most of governments, in spite of the economic crisis. 
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EU Report 
 

Entrepreneurship in European policy context 
Promoting entrepreneurship in Europe has been one of the primary objectives of the EU agenda since 

ǘƘŜ ōŜƎƛƴƴƛƴƎ ƻŦ ǘƘŜ ƭŀǎǘ ŘŜŎŀŘŜΦ ¢ƘŜ 9ǳǊƻǇŜŀƴ /ƻƳƳƛǎǎƛƻƴΩǎ DǊŜŜƴ tŀǇŜǊ ƻƴ ά9ƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ƛƴ 

9ǳǊƻǇŜέ ƛƴ нлло ǊŜŎƻƎƴƛǎŜŘ that entrepreneurship is the key to competitiveness that accompanies 

efficiency and innovation. (EC, 2003) According to a Eurobarometer survey (2002), 45% in the EU and 

67% in the US would consider self-employment over employment. The Green Paper stated that there 

is less entrepreneurial dynamism in Europe and therefore it is a great challenge for the EU to change 

the mindset of people and create an entrepreneurial climate within its Member States. The 

9ƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ !Ŏǘƛƻƴ tƭŀƴ ŀŘƻǇǘŜŘ ƛƴ нллпΣ ƘƛƎƘƭƛƎƘǘŜŘ ǘƘŜ 9¦Ωǎ ŎƻƳƳƛǘƳŜƴǘ ǘƻ ōƻƻǎǘƛƴƎ 

entrepreneurship in Europe since it is the major driver of innovation, competitiveness and growth. It 

ǎŀƛŘ ǘƘŀǘ ƛƴ ƻǊŘŜǊ ǘƻ ǊŜƭŜŀǎŜ ǘƘŜ 9¦Ωǎ Ŧǳƭƭ ŜƴǘǊŜǇǊŜƴŜǳǊƛŀƭ ǇƻǘŜƴǘƛŀƭΣ 9ǳǊƻǇŜ Ƴǳǎǘ ōŜŎƻƳŜ ŀƴ ŀǘǘǊŀŎǘƛǾŜ 

place for entrepreneurs. It acknowledged that the EU needed entrepreneurship education that 

supports the creation of entrepreneurial mind-sets among young people. (EC, 2004) In 2006, the 

/ƻƳƳƛǎǎƛƻƴΩǎ /ƻƳƳǳƴƛŎŀǘƛƻƴ ΨLƳǇƭŜƳŜƴǘƛƴƎ ǘƘŜ /ƻƳƳǳƴƛǘȅ [ƛǎōƻƴ tǊƻƎǊŀƳƳŜΩ ǎǘǊŜǎǎŜŘ ǘƘŜ 

importance of fostering entrepreneurial mind-sets through education and learning. It acknowledged 

that education in entrepreneurship increases the chance of start-ups and self-employment. Besides 

the growth in the number of start-ups, dynamic SME can also benefit from young people with 

entrepreneurial mind-set. (EC, 2006) The Education and Training 2010 Work Programme identified 

eight key competences for lifelong learning, personal fulfilment and development, active citizenship, 

social inclusion and employment. The Work Programme included άǎŜƴǎŜ ƻŦ ƛƴƛǘƛŀǘƛǾŜ ŀƴŘ 

ŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇέ ŀǎ ƻƴŜ ƻŦ ǘƘŜ ƪŜȅ ŎƻƳǇŜǘŜƴŎŜǎΦ (Official Journal of the European Union, 2006, pg. 

17) In 2008, the COM put forward the Small Business Act (SBA) that aimed at unlocking the full 

potential of European SMEs. The Observatory of EU SMEs (2007) survey showed that in the US, firms 

on average increase their employment by 60% by their seventh year. This number is significantly lower 

among EU firms: 10% to 20%. The key to succeed in the field of entrepreneurship is to change the 

perception of the role of entrepreneurs and risk-taking in the EU and therefore entrepreneurship 

should be applauded by political leaders and the media and supported by administrations. Actions 

ǇǊƻǇƻǎŜŘ ƛƴ ǘƘŜ {.! ŘŜǎƛƎƴŜŘ ŀŎŎƻǊŘƛƴƎ ǘƻ ǘƘŜ ά¢Ƙƛƴƪ {Ƴŀƭƭ tǊƛƴŎƛǇƭŜέ ŀƴŘ ƛƴŎƭǳŘŜŘ ƳƻǊŜ ŦƻŎǳǎ ƻƴ 

entrepreneurship education among young people and women. (EC, 2008) The objective of the EU 

Strategy for Youth adopted in 2009 was the development and the encouragement of talent, creative 

skills, entrepreneurial mind-set and cultural expression of young people. (EC, 2009) The EU 2020 

Strategy recognised that the EU needed to promote entrepreneurship by supporting Young Innovative 
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Companies. (Flagship InitiativeΥ άLƴƴƻǾŀǘƛƻƴ ¦ƴƛƻƴέ) Through the flagship initiative: άYouth on the 

ƳƻǾŜέ the Strategy explored ways of promoting entrepreneurship through mobility programmes for 

young professionals. It also promoted the recognition of non-formal and informal learning as a way of 

stimulating entrepreneurship education. FinallȅΣ ǘƘŜ ŦƭŀƎǎƘƛǇ ƛƴƛǘƛŀǘƛǾŜΥ άAn industrial policy for the 

globalisation eraέ ǊŜŀƭƛȊŜŘ ǘƘŀǘ ǘƘŜ ǎǳǇǇƻǊǘ ƻŦ ŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ƛǎ ƛƴŜǾƛǘŀōƭŜ ǘƻ ƎǳƛŘŜ ŀƴŘ ƘŜƭǇ 

industry to become fit to meet the new challenges presented after the economic crisis. Overall, in 

regards of entrepreneurship, the Europe 2020 Strategy was a call for the creation of a more favourable 

environment for entrepreneurs and the promotion of an entrepreneurial mind-set. In addition, it 

stated that entrepreneurship must be developed by certain policy initiatives, for instance the 

simplification of company law or initiatives that allow entrepreneurs to restart after failing 

business. (EC, 2010) In addition, the facilitation of entrepreneurial mind-sets, greater availability of 

start-up support services and microfinance, as well as schemes converting unemployment benefits 

into start-up grants were some of the priorities of COM 2012 Communication ά¢ƻǿŀǊŘǎ ŀ Ƨƻō ǊƛŎƘ 

ǊŜŎƻǾŜǊȅέΦ ό9/Σ нлмнŀύ 9ƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ нлнл !Ŏǘƛƻƴ tƭŀƴ ǊŜŎƻƎƴƛǎŜŘ ǘƘŀǘ ά¢ƻ ōǊƛƴƎ Europe back to 

ƎǊƻǿǘƘ ŀƴŘ ƘƛƎƘŜǊ ƭŜǾŜƭǎ ƻŦ ŜƳǇƭƻȅƳŜƴǘΣ 9ǳǊƻǇŜ ƴŜŜŘǎ ƳƻǊŜ ŜƴǘǊŜǇǊŜƴŜǳǊǎΦέ ¢ƘŜ !Ŏǘƛƻƴ tƭŀƴ 

documented that entrepreneurship makes the European economy more competitive and innovative. 

In Europe, new companies (particularly SMEs) represent the most important source of employment, 

they create 4 million jobs each year, according to the COM calculation (2009). The Plan suggested 

ǎŜǾŜǊŀƭ ŀŎǘƛƻƴǎΣ ǿƘƛŎƘ ǿŜǊŜ ƎǊƻǳǇŜŘ ǳƴŘŜǊ ǘƘǊŜŜ ǇƛƭƭŀǊǎΣ ǿƻǳƭŘ ƘŜƭǇ ǳƴƭŜŀǎƘ 9ǳǊƻǇŜΩǎ ŜƴǘǊŜǇǊŜƴŜǳǊƛŀƭ 

potential: 1.) Entrepreneurial education and training to support growth and business creation, 2.) 

Strengthening framework conditions for entrepreneurs by removing existing structural barriers and 

supporting them in crucial phases of the business lifecycle and 3.) Dynamising the culture of 

entrepreneurship in Europe: nurturing the new generation of entrepreneurs. (EC, 2013) Along with 

the Entrepreneurship 2020 Action Plan, the COM proposed the Youth Entrepreneurship Strategies 

(YES), which aims at bringing wider understandinƎ ƻŦ άŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ŜŘǳŎŀǘƛƻƴέΦ Lǘ ŦƻŎǳǎŜǎ ƻƴ 

creating an education system where attitudes, soft as well as hard skills of young people can be 

developed such as creativity, responsibility, risk-taking, problem-solving, team-working and relevant 

business competencies. YES intends to span entrepreneurship education and integrate it across the 

full education cycle, starting from primary through secondary school to higher education. To achieve 

that, its objective is to develop valuable links between educational institutions and enterprises. 

(Moroney, 2013)  
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Entrepreneurship in the EU 
As it could be seen from the previous chapter, the EU has been focusing on fostering and stimulating 

entrepreneurship and making Europe an attractive place for businesses and entrepreneurs. The 

European Social Fund is the major source that has been working to support entrepreneurs on the 

continent. As the European policies have revealed, entrepreneurship has economical and social 

benefits because it drives force for job creation, competitiveness and growth and at the same time it 

also contributes to personal fulfilment and the achievement of social objectives.  

Directorate-General (DG) for Internal Market, Industry, Entrepreneurship and SMEs is the COM service 

responsible for fostering entrepreneurship and growth by reducing the administrative burden on small 

businesses and implementing the actions described in SBA.14 The DG has also been studying the 

entrepreneurship in EU Member States for over a decade. The latest survey was carried out by TNS 

Opinion & Social network in all MSs and some non-EU MSs and was ŜƴǘƛǘƭŜŘ ά9ƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ŀƴŘ ƛƴ 

ǘƘŜ 9¦ ŀƴŘ ōŜȅƻƴŘέ ό9ǳǊƻōŀǊƻƳŜǘŜǊΣ нлмнύΦ Lƴ ǘƘƛǎ ǎŜŎǘƛƻƴ ǘƘŜ ƳŀƧƻǊ ŦƛƴŘƛƴƎǎ ƻŦ ǘƘŜ ǎǳǊǾŜȅ ŀǊŜ 

introduced. 

58% of the EU respondent would rather choose to be an employee over self-employed and only 37% 

would consider self-employment as a career prospect. This numbers indicate that self-employment 

had become less attractive to EU citizens comparing it to the results of the Eurobarometer 2009 when 

45% chose self-employment as career prospect. It is important to note, that generally, self-

employment was more attractive in non-EU countries such as Turkey (82%) or Brazil (63%). 30% of EU 

respondents who were not self-employed regarded self-employment as a feasible career option. the 

vast majority (68%) thought that self-employmenǘ ƛǎ ƴƻǘ ǇƻǎǎƛōƭŜ ǿƛǘƘƛƴ р ȅŜŀǊǎΦ άbƻǘ ŜƴƻǳƎƘ ŎŀǇƛǘŀƭέ 

ŀƴŘ άǘƘŜ ŎǳǊǊŜƴǘ ŜŎƻƴƻƳƛŎ ŎƭƛƳŀǘŜ ƛǎ ƴƻǘ ƎƻƻŘ ŦƻǊ ǎǘŀǊǘ-ǳǇǎέ ǿŜǊŜ ǘƘŜ ǘǿƻ Ƴƻǎǘ ǇƻǇǳƭŀǊ ǊŜǎǇƻƴǎŜǎ 

when citizens were asked about why self-employment is not feasible for them. The survey also 

revealed information about the desirability of self-employment and shed light on the depressing fact: 

only 1/3 (32%) of the EU respondents said that self-employment was desirable for them. Moreover, 

23 % of the respondents indicated that they had already started a business, taken over one or were 

taking steps to start one. The biggest fear to run a business among EU respondents were the possibility 

of going bankrupt (43%) and the risk of losing property /home (37%). 

The survey also focused on the perception of entrepreneurs within the EU. The majority of 

respondents agreed that entrepreneurs are job creators (87%) and entrepreneurs create new 

products and services that benefit all of us (79%). Smaller majorities agreed on the following 

statements: entrepreneurs take adǾŀƴǘŀƎŜ ƻŦ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ ǿƻǊƪ όрт%) and that entrepreneurs only 

                                                           
14 http://ec.europa.eu/growth/about-us/  

http://ec.europa.eu/growth/about-us/
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think about their own pockets (52%). To sum up, only a little over half of EU respondents (57%) said 

that they had a broadly favourable opinion about entrepreneurs. This suggests that there is scope for 

a project such as Entrinno to raise the understanding of entrepreneurship as something which can 

also be a force for good, for example the profiling social enterprise as part of the game to be 

developed.  

In addition, as it was highlighted in the European policy context part, the EU has been trying to foster 

entrepreneurship education in formal and non-formal learning. However, there were only 23% of the 

respondents said that they had taken part in a course or activity about entrepreneurship. The result 

is somewhat better in Finland with 39% but it is really disappointing in England with 15%. The survey 

shed light on a fact that only 28% of the EU respondents agreed that their school education made 

them interested in becoming entrepreneur. Personal independence and self-fulfilment are the most 

popular reasons for wanting to become self-employed in the EU according to Eurobarometer (2012).  

With regard to the entrepreneurs in the EU, the survey (Eurobarometer, 2012) found out that almost 

half of the respondents started their business because s/he came across the opportunity, 29% started 

out of necessity and 17% said because that was an opportunity to take over a family business.  

Lazear (2005) determined several definitions about entrepreneurs. In effect, entrepreneurs are those 

ǿƘƻ Ŏŀƴ ǎǘŀǘŜ ǘƘŜ ŦƻƭƭƻǿƛƴƎΥ άL ŀƳ ŀƳƻƴƎ ǘƘƻǎŜ ǿƘƻ ƛƴƛǘƛŀƭƭȅ ŜǎǘŀōƭƛǎƘŜŘ ǘƘŜ ōǳǎƛƴŜǎǎΦέ Another 

concept of entrepreneurs Ŏŀƴ ōŜ ǘƘŜ /9h ǿƘƻ άǊŜƛƴǾŜƴǘǎέ ǘƘŜ ŎƻƳǇŀƴȅΦ [ŀȊŀŜǊ όнллрύ ǎŀƛŘ ǘƘŀǘ ǘƘŜ 

definition is conceptually distiƴŎǘ ŦǊƻƳ άǎŜƭŦπŜƳǇƭƻȅŜŘέ ōŜŎŀǳǎŜ ǎŜƭŦ-employed people do not need 

the combinations of skills that are necessary for real entrepreneurship are less important for. 

IƻǿŜǾŜǊΣ ƛǘ ƛǎ ƛƳǇƻǊǘŀƴǘ ǘƻ ƴƻǘŜ ǘƘŀǘ ŀǘ ǘƘŜ ŜƳǇƛǊƛŎŀƭ ƭŜǾŜƭΣ ǎŜƭŦπŜƳǇƭƻȅŜŘ ƛƴŘƛǾƛŘǳŀƭǎ ŀǊŜ 

entrepreneurs if they view themselves as having started a business. According to the definition of 

OECD (OECD, 2001, pg. 22) entrepreneurship is used synonymously with self-employment and an 

entrepreneur is anyone who works for himself or herself but not for anyone else, ŜȄŎŜǇǘ ǳƴŘŜǊ ŀǊƳΩǎ-

length contracts or their conceptual equivalent. 
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Figure 4 Self-ŜƳǇƭƻȅƳŜƴǘ ǊŀǘŜ ƻŦ ǘƻǘŀƭ ҈ ƻŦ ŜƳǇƭƻȅƳŜƴǘΣ нлмоΣ {ƻǳǊŎŜΥ h9/5 όнлмрύ [ŀōƻǳǊ CƻǊŎŜ {ǘŀǘƛǎǘƛŎǎΣ !ǳǘƘƻǊΩǎ ƻǿƴ 
work 

 

Figure 4 demonstrates the self-employment rate of the total employment rate in the EU in 2013 based 

on the statistics retrieved from OECD. As it is already evident from the bar chart, Greece (36.8%) had 

significantly higher self-employment rate than any of the other EU countries. Comparing this rate to 

ǘƘŜ Ǝƭƻōŀƭ ƭŜǾŜƭΣ DǊŜŜŎŜΩǎ ǎŜƭŦ-ŜƳǇƭƻȅƳŜƴǘ ǊŀǘŜ ƛǎ ƘƛƎƘŜǊ ǘƘŀƴ .ǊŀȊƛƭΩǎ όомΦн҈ύ ŀƴŘ ¢ǳǊƪŜȅ όорΦн҈ύΦ 

Generally, it can be seen that countries from south Europe such as Italy, Portugal or Spain performed 

much better in regards of the self-employment rate than the Western European countries like, 

Luxembourg, Denmark or Austria. The reasons could be found in the GEM report (2014) because it 

revealed information about the motivation of early-stage entrepreneurs in the EU countries. It is a 

general trend that countries with higher unemployment rate tend to have higher rate of necessity 

driven entrepreneurs. According to the definition of the GEM Report (2014, pg. 24.) necessity-driven 

ŜƴǘǊŜǇǊŜƴŜǳǊǎ ŀǊŜ ǘƘƻǎŜ ǿƘƻ άƘŀǾŜ ƴƻ ōŜǘǘŜǊ ŎƘƻƛŎŜ ŦƻǊ ǿƻǊƪέΦ CƻǊ ƛƴǎǘŀƴŎŜ ǘƘŜ ƴŜŎŜǎǎƛǘȅ ŘǊƛǾŜƴ 

entrepreneurs takes up 34% of all entrepreneurs in Greece while in Austria 11% of all entrepreneurs 

started a business out of necessity.  
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Figure 5 % of self-employed in relation to total employment (15-29 age group), by EU MS, 2008-2013 Source: Eurofound 
(2015, pg. 12) 

According to Eurostat (in Eurofound, 2015), there were 6.67 million people between 15 and 29 who 

were self-employed in 2013. Comparing this data to the total number of young European population, 

it means that only 6.5% of the total young population engaged in self-employment. Like in Figure 4, a 

similar trend can be identified in Figure 5 that shows information about young people self-

employment in the EU. Greece and Italy are on top of the table followed by mainly Eastern European 

countries. At the bottom of the table, countries like Denmark, Germany or Austria can be found. Figure 

5 also reveals information about the young self-employment rate in 2008. As it can be seen, this rate 

slightly increased from 6.3% to 6.5%. This increase could be linked to the rise of the entrepreneurial 

activity in some Southern and Eastern European countries. 
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Entrepreneurship Education in the EU 
 

9ǳǊƻǇŜΩǎ ŦǳǘǳǊŜ ŘŜǇŜƴŘǎ ƻƴ ǘƘŜ ƛƴƴƻǾŀǘƛǾŜΣ ǿŜƭƭ-educated and entrepreneurial citizens who have the 

spirit and inquisitiveness to take on their own businesses. A dynamic economy that promotes 

entrepreneurship is needed in Europe. Education is a crucial elemŜƴǘ ǘƻ ǎƘŀǇŜ ȅƻǳƴƎ ǇŜƻǇƭŜΩǎ 

attitude, develop their skills and culture that it is vital for entrepreneurship. Therefore, 

entrepreneurship education should be addressed from as early age as possible. It does not only shape 

the mindsets of young people but also provide the set of skills that are beneficial at other part of the 

life. (EACEA, 2012) 

The Lithuanian national strategy was the first one in Europe that mentioned entrepreneurship 

education in 2003. It was followed by Wales and Norway in 2004. The other European countries 

launched entrepreneurship education strategies from 2007 and particularly in 2009. Entrepreneurship 

education is being promoted in most of the Member States across Europe focusing on the integration 

of entrepreneurship education. (EACEA, 2012) 

Rethinking Europe was set up in 2012 in order to reform education system across Europe in order to 

respond to the demand for high skilled workforce and reduce employment. One of the areas that this 

initiative focuses on is the promotion of entrepreneurial skills. According to the initiative, Member 

States should foster entrepreneurial skills through new and creative ways of teaching and learning 

from primary school onwards. It sated that all young people should benefit from at least one practical 

entrepreneurial experience before leaving compulsory education. (EC, 2012b) 
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United Kingdom 
 

State of the Art Report in the UK 
 

According to the office for National Statistics (2014), there were 4.6 million people who had self-

employment as their main jobs and an additional 356,000 employees who had a second job in which 

they were self-employed. The self-employment is higher than at any other point over the past 40 

years. Since 2008, the rise in self-employment was largest in professional, scientific and technical 

activities which include roles such as management consultancy, book-keepers, photographers and 

chartered accountants. According to the IPPR Report (2015), 40 per cent of the growth in UK 

employment since the second quarter of 2010 is accounted for by the rise in the number of self-

employed workers.  

Looking across the regions of England along with Scotland and Wales, 17.3% of Londoners in work 

were self-employed. The second highest self-employment rate was in the South West at 16.6% 

followed by the South East at 15.8%. The North East had the lowest self-employment rate at 10.8%. 

Comparing January-March 2014 with the same period in 2009, self-employment increased by around 

19% in the UK, equivalent to around 720,000 people. This percentage increase was the third highest 

in the EU, behind Slovenia (23%) and Estonia (20%), although these countries are relatively small in 

comparison. As the IPPR Report (2015), there are debates about whatever this rise is the consequence 

of the strong labour market recovery or the lack of alternative employment choices.  

As it can be seen on figure 3, UK, the Netherlands and Ireland are the only north/western European 

economies to sit above the European average, with self-employment rates of around 14 to 15 per 

cent. 
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Figure 6 Self-employment rates (2014), Source: Eurostat Labour Market Database 

 

In the UK, just 17 per cent of self-employed workers themselves employ staff of their own. This is the 

lowest rate in Europe and around half the average across the European countries in the IPPR Report 

(2015).  



 

31 | P a g e 

 

 

Figure 7 % of self-employed workers with employees (2013) Source: Eurostat Labour Market Database 

The proportion of young, self-employed people in the UK is less than 5%. The UK youth self-

employment rate has increased by about 1 percentage point since the second quarter of 2008, 

although this rise includes a dip in late 2012 and 2013. The rate is now rising again but has not yet 

reached its previous level. (IPPR, 2015) According to the Eurofound (2015) research, in the EU28 in 

2013 there were 2.67 million people between 15 and 29 who were selfΆemployed. This means that 

only 6.5% of the total young European population opt for selfΆemployment. 

According to the Eurobarometer survey (2012) that conducted a research on the overall UK population 

in 2012, 33% of the UK respondents would chose self-employment over employment. This number is 

by 5% lower than the EU average. The majority (72%) of the UK respondents believed that self-

employment is not a feasible at all or not very feasible for them. This number is also higher than the 

EU average (67%). 24% of the UK respondents indicated that they have started, taken over or taking 

steps to open their businesses. The biggest fears of self-employment among UK respondents were the 

possibility of going bankrupt and the risk of losing home/property. The perception of 

entrepreneurship is generally quite good in the UK. 84% of the respondents agreed that entrepreneurs 

are job creators and 79% of the respondents agreed that entrepreneurs create new products and 

services that benefit the public. Compering these numbers to the EU average, we see similar results. 

A large majority of EU respondents agree that entrepreneurs are job creators (87%); and that 

entrepreneurs create new products and services that benefit all of us (79%). 
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As the Global Entrepreneurship Report (2016) noted, the UK is placed on the 9th place on the Global 

Entrepreneurship Index Map. This index measures entrepreneurial attitudes, aspirations and activity 

across the globe. 

 

Gaming education in the UK 
The year-long Teaching with Games (Sandford R., Ulicsak M., Facer K., Rudd T., 2006) project aimed 

to extend our understanding of the ways in which commercial computer games might be implemented 

in a formal educational setting, drawing on empirical evidence and examining the real-world use of 

selected commercial titles in schools in the UK in 2006. (Sandford et al., 2006). The major finding of 

the research was that it recognised that the generational divide in games play is still evident with a 

significant  majority of teachers (72%) not playing games for leisure, compared with 82% of students 

playing games outside lessons at least once a fortnight. Moreover, the majority of student as well as 

teachers reported that games motivated them to engage in learning. However, as the research 

revealed, the motivation of the students can be enhanced via two ways: 1.) providing students with 

games that they are familiar from their home environment and 2.) giving students games that they 

have certain degree of autonomy when playing with it. 

(https://www.nfer.ac.uk/publications/FUTL49/FUTL49.pdf)  

Ollie Bray (The Guardian, 2012), the National Adviser for Emerging Technologies in Learning at 

Education Scotland, believes that one of the many benefits gaming brings to education is giving 

teachers a chance to innovate and do things differently. He says that learning does not come from the 

game itself but can become the context for learning. In addition, he implies that research proves 

gaming in education has positive impact on students. He used Sims City, simulation game, to teach his 

students about urban development. In the game, everyone starts at the same point with a same final 

goal, which is to build the city. To achieve the final objective, students used different routes that 

captured and engaged the imagination.  

  

https://www.nfer.ac.uk/publications/FUTL49/FUTL49.pdf
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Focus Group  
The focus group activity took place on the 27th JanuaǊȅ нлмс ƛƴ LƴƻǾŀΩǎ ƘŜŀŘǉǳŀǊǘŜǊ ƻŦŦƛŎŜ ƛƴ {ƘŜŦŦƛŜƭŘΣ 

UK. Ten young adults and five stakeholders attended the focus group activity together with three 

facilitators, Inova hosted 18 people. The 10 people from the target group were all students and 

belonged to the age group of 18-35 years old. To ensure that these people belong to the required age 

group, they signed a consent form on they needed to indicate their age. The stakeholders came from 

universities, research centres and civil society organisation.  

The aim of the focus group activity is to find out information to ensure that the EntrInno online game 

ǿƛƭƭ ōŜ ŀ ǾŀƭǳŀōƭŜ ǘƻƻƭ ŦƻǊ ǘƘŜ ǇǊƻƧŜŎǘΩǎ ǘŀǊƎŜǘ ƎǊƻǳǇ ŀƴŘ ǎǘŀƪŜƘƻƭŘŜǊǎΦ aƻǊŜƻǾŜǊΣ ƛǘ ŎƻƴǘǊƛōǳǘŜǎ ǘƻ ǘƘŜ 

Gap Analysis report of the project.  

The focus group lasted for 2.5 hours from 13.00-15.30. 

The focus group was also recorded, which is available upon request.  

The recruitment process was the key element of the focus group as Inova was dedicated to gathering 

ǇŜƻǇƭŜ ǿƘƻ ƳŀǘŎƘ ǘƘŜ ŎǊƛǘŜǊƛŀ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘΩǎ target group as well as are able to constructively 

contribute to the focus group. Inova perceived that it is better to recruit participants from its own 

network rather than externally advertise the focus group. In this way, Inova could ensure the high 

standard of quality within the focus group.  Inova utilised its professional network to recruit 

participants for the focus group. While looking for participants, it was important to establish a rapport 

with the potential attendees and inform them about the sake of the research. Thus, Inova recruited 

people who are interested in the topic.  

With regard to the stakeholders, Inova directly reach for its contact at the University of Sheffield. The 

cooperation between Inova and the University of Sheffield dates back several years. Inova had the 

privileged to welcome one participant from the university which is ranked in the top 80 universities in 

the world. In addition, the Consultancy Academy has been working in partnership with Inova 

Consultancy for several years. The Consultancy Academy is a community of academics and 

practitioners who specialise in methodology for Growing Businesses across the UK. Inova welcomed 

two participants from the Academy. Other participants from the stakeholder group came from Civil 

Society Organizations. As it can be seen, in terms of the stakeholder group, Inova managed to gather 

a diverse group of people, ensuring interesting contributions during the focus group activity.  

In respect of the target group, Inova gathered ten students attending The University of Sheffield and 

Sheffield Hallam University. As the consent form proves, all the participants from the target group 

were less than 25 years old. In order to guarantee the good mixture of the group, Inova invited 
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participants from different degree programmes thus it ensured the diversity of the group. The 

recruitment occurred though the personal contact and professional contacts of Inova employees.  

Overview of the participants 
As it was mentioned earlier, the priority of the recruitment was bringing together a diverse group that 

is able to constructively contribute to the topic of the focus group. The group conversation led to many 

fruitful discussions among participants as the consequence of the good mixture of people with 

different perception and attitudes to entrepreneurship. 

The following table offers a good overview of the participants of the focus group. 

Name  Description  

Dr. John Kawalek 

(stakeholder 

John´s professional background is in IT and Management Consulting. He 

started his career in the manufacturing sector as a Programmer/ Analyst, 

Systems Analyst, and then as a Senior Systems Analyst. He then worked as an 

Business Consultant, working with a huge array of organisations, e.g. large 

private sector organisations such as IBM, Lotus, Rover Group, Jaeger Group, 

British Oxygen; also in the public sector working for DFID, & with French 

government departments, in the US, in large multi-million dollar companies, 

as well as with smaller and medium sized organisations. John has held Director 

level positions in a number of organisations. 

Ryad Chebbout  Medical student University of Sheffield 

Jack Leonard  Engineering MA student at the University of Sheffield  

Oceane Bounan French exchange student at the University of Sheffield 

Evaldina Alves Medicine MA student at the University of Sheffield  

Clare Symonds Business BA student at Sheffield Hallam University 

David Eagle Musician, self-employed 

Emma Pearson Self-employed, Craft jewellery 

Louise Balderson Business student at Sheffield Hallam University 

Emily Brough  Business student at Sheffield Hallam University 

Andrei Ichim Biological engineering BA at the University of Sheffield (Romanian origin) 

Glyn Cartwright Managing director at the Consultancy Academy 

The Consultancy Academy has had its roots in both business consultancy and 

in academia. Its partners all run successful businesses, and have had significant 

experience in growing and leading businesses. 
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Chiles Cartwright Chiles currently owns two companies, a consultancy business and a building 

materials supplier. Prior to owning his own businesses, he spent nine years 

working in management for international consumer brands. 

 

Besides the participants, there were three facilitators present from Inova, namely Marina Larios, Elsa 

Dufay and Tamas Tuske. They all shared the responsibility of organising and moderating the focus 

group activities.  

Format Setting and Process 
LƴƻǾŀΩǎ ƳŜŜǘƛƴƎ ǊƻƻƳ ƘƻǎǘŜŘ ǘƘŜ ŦƻŎǳǎ ƎǊƻǳǇΦ ¢ƘŜ ŀǊǊŀƴƎŜƳŜƴǘ ƻŦ ǘƘŜ ǊƻƻƳ ǿŀǎ ŎƻƴǾŜƴƛŜƴǘ ŦƻǊ ǘƘe 

group because it enables the participants to freely interact and pose questions to each other and to 

the facilitators.  

The facilitator explained the participants that basic house rules including emergency rules. He also 

indicated that the focus group would be recorded and photos would be taken. The ones who did not 

intend to be on the pictures raised hands. 

The focus group started with a short welcome speech from the facilitators and the clear explanation 

of the reasons of the focus group. The facilitator introduced the EntrInno project to the participants, 

explained the objectives and the estimated outcomes of it. The partnership carrying out the project 

was also introduced to the attendees.  It was important to discuss the purpose of the focus group so 

that the participants got aware of the fact why they had been invited 

to the activity.  

Then, the focus group continued with a short ice-breaking session 

when everyone had the opportunity to shortly introduce 

her/himself. 

The ice-breaking session was followed by an ice-breaking activity. 

The facilitator explained a short scenario to the participants: 

ά¸ƻǳ ƘŀǾŜ ȅƻǳǊ Ǉŀȅ ŎƘŜŎƪ ŀŦǘŜǊ ōŜƛƴƎ ǳƴŜƳǇƭƻȅŜŘ ŦƻǊ ƭƻƴƎΦ ¸ƻǳ Ǝƻ ǘƻ 

the bank in order to cash it in. However, there is a bank robbery is 

taking place at the moment you enter the bank. You are the only one 

got shot in the bank but your injury is not serious. Do you consider 

ȅƻǳǊǎŜƭŦ ƭǳŎƪȅ ƻǊ ǳƴƭǳŎƪȅΚέ 
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Each of the participants indicated why they thought they were either lucky or unlucky. It was 

interesting to observe the different perspective of each of the participants. Some considered 

him/herself really unlucky while some said they were extremely lucky.  

The reason of this scenario case was to show participants that 

everyone has different opinion about the same topic and one must 

ǊŜǎǇŜŎǘ ǘƻ ŜŀŎƘ ƻǘƘŜǊΩǎ ƻǇƛƴƛƻƴΦ wŜǎǇŜŎǘƛƴƎ ŜŀŎƘ ƻǘƘŜǊΩǎ ƻǇƛƴƛƻƴ Ŏŀƴ 

encourage less outspoken people to speak up and share valuable 

information. As it was seen during the focus group activity, 

ǇŀǊǘƛŎƛǇŀƴǘǎ ŀŎƪƴƻǿƭŜŘƎŜŘ ŜŀŎƘ ƻǘƘŜǊΩǎ ŘƛŦŦŜǊŜƴǘ ǾƛŜǿ ǘƘŀǘ ǿŀǎ 

beneficial for the whole group. 

Findings of the Focus group 
Lƴ ƻǊŘŜǊ ǘƻ ƛŘŜƴǘƛŦȅ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ƪƴƻǿƭŜŘƎŜ ŀōƻǳǘ 

entrepreneurship, they were asked to rate their knowledge about entrepreneurship on a scale from 

1-10. As it can be seen on the picture below, most of the participants rated their knowledge in the 

first half the scale (<5). 

Participants belonged to the stakeholder group showed higher knowledge in terms of 

entrepreneurship as it was estimated. Students studying business disciplines rated their higher as 

students attending non-business related courses. Looking at the scale where participants rated their 

knowledge we can conclude that it was a diverse mixture of group. The knowledge test showed a 

widespread picture at the end of the activity. 

During the knowledge test, participants were also asked to say some words that they associate 

entrepreneurship with. In the circle below, these words are summarized. Interesting to note that 

ǇŀǊǘƛŎƛǇŀƴǘǎ ƳŜƴǘƛƻƴŜŘ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ǿƻǊŘǎ ƳƻǊŜ ǘƘŀƴ ƻƴŎŜΥ άŦǊŜŜŘƻƳΣ ƳƻƴŜȅΣ ōǳǎƛƴŜǎǎΣ ƭŜŀŘŜǊǎƘƛǇΣ 

ǎǳŎŎŜǎǎ ŀƴŘ ƛƴŘŜǇŜƴŘŜƴŎŜέΦ   
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¢ƘŜ ǘŀǎƪ ǿŀǎ ŘŜǎƛƎƴ ǘƻ ƳŜŀǎǳǊŜ ƛƴŘƛǾƛŘǳŀƭΩǎ ƪƴƻǿƭŜŘƎŜ ŀōƻǳǘ ǘƘŜ particular topic. The second part of 

the task was a sufficient way to let the audience know that there are different interpretations of 

entrepreneurship and show them that individuals might have a different opinion about the same 

subject. The task lead to vivid discussions among participants and the facilitator had to intervene in 

order to keep the time allocated for this task.  

In the next part of the focus group, the facilitator divided the group based on which target group they 

belong. The two separated groups answered the same set of questions about the success factors of 

entrepreneurs and if it is worth becoming an entrepreneur.  

After the reunion of the two groups, the two facilitators revealed the responses that the participants 

gave. It was interesting to see that the majority of the responses were fairly similar. Participants 

agreed with the fact that certain skills are necessary for someone to become successful entrepreneurs. 

These skills are being proactive, being able to take risk, networking, flexibility leadership, 

communication, problem-solving and critical thinking. The stakeholder group added to the discussion 

that a role model, who can be the family or a person, is also really important for someone to become 

entrepreneur. The task evolved into a discussion between the groups. The main findings of the 

discussion were the followings: 

¶ Take a stand for yourself 

¶ Identify the right business for you 

¶ Plan everything ahead 

¶ Get aware of your target group 

¶ Understand your personal resources 



 

38 | P a g e 

 

¶ Network 

¶ Create a unique selling point 

¶ Get the word out 

After a short coffee break, the stakeholders got separated from the target group again. The groups 

led by two facilitators were asked different questions regarding the EntrInno project. In this section, 

the major findings of the task are revealed.  

Target group I: Young adults 
Participants from the young adult target group were asked if they see themselves as self-employed in 

the future. The vast majority of the students (7) said yes, 2 said no and only one indicateŘ άƳŀȅōŜέΦ 

 

When young participants were asked about if they play video games or online games, 6 out 10 stated 

that they do not play games anymore. Nonetheless, some of them used to play but they stopped as 

the consequence of lacking of time and other commitments.  

Participants stated that they play or play with games such as:  

¶ SIMS  

¶ World of War craft  

¶ Zoo Tycoon  

¶ Roller Coaster Tycoon 

¶ Football Manager 

¶ Theme Hospital 

¶ Monopoly 
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¶ Travel Around Europe 

¶ Poker 

¶ aŎ5ƻƴŀƭŘΩǎ DŀƳŜ 

¶ Language application 

 

Among the participants, the so-called ά¢ȅŎƻƻƴέ ƎŀƳŜǎ ǿŜǊŜ ǇƻǇǳƭŀǊΦ Lƴ ǘƘŜǎŜ ƎŀƳŜǎΣ ƻƴŜ Ƴǳǎǘ Ǌǳƴ ŀ 

certain type of business, make profit and overcome obstacles. Games such as ZOO Tycoon or Roller 

Coaster Tycoon were among the most popular ones. It was interesting to observe, that not all 

participants realised that by playing with these game they actually developed several soft and 

entrepreneurial skills.  

¢ƘŜ ƻƴƭƛƴŜ ǾŜǊǎƛƻƴ ƻŦ aƻƴƻǇƻƭȅ ǿŀǎ ƻƴŜ ƻŦ ǘƘŜ ŦƛǊǎǘ ƎŀƳŜǎ ǘƘŀǘ ŎŀƳŜ ǘƻ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ƳƛƴŘ ǿƘŜƴ 

they were asked about games that develop entrepreneurial skills. They indicated that Monopoly 

helped them how to manage resource, leadership skills and financial planning. All these skills are 

relevant in the business field. Online poker was also a common answer among attendees. They 

indicated that poker teaches players how to take risk and manage resources at the same time. 

Most of the participants agreed with the fact that an online entrepreneurship game would need focus 

on teamwork as teamwork is essential for entrepreneurship.  

One of the participants stated that he occasionally downloads a game on his phone however after 

couple of months the game gets boring and it is hard to be interested in it anymore.  

Participants agreed that transferable skills are those that are essential for becoming a successful 

entrepreneur. After a short discussion about it, young people agreed with the fact that these skills 

cannot be or can hardly be developed in the formal setting. These are the skills that the individual 

takes the responsibility for own development. The following skills were mentioned during the 

conversations:  

¶ report writing 

40%

60%

Do you play video games or online games?

Yes

No
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¶ negotiation 

¶ presentation skills 

¶ problem solving 

¶ teamwork 

¶ flexibility 

¶ leadership 

¶ communication 

¶ time management 

¶ taking initiative 

As young people were asked how they develop these skills, they came up with various ways. Joining a 

sport team, a club or a society was one of the most frequently mentioned responses. In addition, using 

games or other online tools were also a way to develop entrepreneurial skills for young people. Finally, 

volunteering was mentioned as a potential way to develop the above-mentioned skills. 

During the focus group, young people were also asked if they would use games to develop their 

entrepreneurial skills. Most of the young people answered yes to this question however each of them 

stated that it depends on the motivation of the game. In regards of the motivation, they would like to 

see the following aspects:  

¶ If you would like to develop entrepreneurial skills, it is better to play in team because it 

teaches you teamwork which is essential for entrepreneurship.  

¶ Working out a strategy to visit certain number of destinations, the most efficient way 

possible 

¶ The game should focus on gaining points rather than completing and end goal 

¶ Repetitive games are boringΦ {ŎŜƴŜ ƻŦ ǘƘŜ ƎŀƳŜ ǎƘƻǳƭŘ ŦǊŜǉǳŜƴǘƭȅ ŎƘŀƴƎŜ ǎƻ ǳǎŜǊǎ ǿƻƴΩǘ ƎŜǘ 

bored. 

¶ Lǘ ǎƘƻǳƭŘ ƛƴŎƭǳŘŜ άōǊŀƛƴǘǊŀƛƴƛƴƎέ ǘŀǎƪǎ  

¶ It should be an interactive game where players can communicate with each other and 

therefore share best practices. 

¶ The game should be connected to social media platform because it is engaging for more 

people.  

¶ It should include a to-do list that allocate your time and alarms you to do your daily game. 

¶ Developing a realistic work environment with employees that have behaviour pattern. 

Players would receive hints of the real life implications of entrepreneurship. 

¶ Achieving a goal in amount of time. 

¶ Receiving awards that would motivate players to reach the end goal of the game. 

¶ Achieving the top position on the leader board 
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¶ The game should pose series of challenge to players and users should overcome obstacles 

 

Target group II: Stakeholders 
The stakeholder part of the group went to another room where they were asked slightly different 

questions.  

Stakeholders believed that a game can be an engaging and ŀ άǊŜŀƭ ƭƛŦŜ ǎŎŜƴŀǊƛƻέ ǎǘȅƭŜ ƎŀƳŜ ŎƻǳƭŘ ƘŜƭǇ 

learners to gain a sense of how it is to be in a certain business situation while remaining in a safe 

environment. The enterprise simulation games could help not only in the consideration of business 

skills, strategic direction, marketing and finance consideration etc. but also in the softer skills such as 

team working, communication and decision-making. Students (of all ages) could always engage with 

the competitive element of the game and upon reflection can highlight and appreciate the skills that 

they have been portraying as well as looking at how these can be applied within their own modules, 

assessments or external commercial ideas. An online game could boost attention and make learning 

fun for students. Also, stakeholders indicated that an online game tends to be immersive and more 

memorable than traditional learning tools. Moreover, it was stated several times that engaging 

students in computer games could make them more attentive and committed during class. In addition, 

delivering information with online games could be an interesting and effective way of teaching. Online 

games could also enhance creativity and motivation of the users. Respondents also mentioned that 

games could be an effective way for learners to test out that they understand a topic and can apply 

the materials that are being taught. 

In the UK, there are several support structures available for young potential entrepreneurs. The 

participant from The University of Sheffield indicated the uniǾŜǊǎƛǘȅΩǎ ŜƴǘŜǊǇǊƛǎŜ ǎŎƘŜƳŜ ŀǎ ŀ ƎƻƻŘ 

practice in the UK. The University of Sheffield Enterprise brings together want-to-be entrepreneurs to 

make ideas happened and create opportunities to develop ideas. 

The stakeholder group was also asked about what they think that the necessary soft skills for an 

entrepreneur are. They came up with identical answers as the young adult target group: report 

writing, negotiation, presentation skills, problem solving, teamwork, flexibility, leadership, 

communication, time management and taking initiative. Most of the participants agreed that the most 

important skill that an entrepreneur must have is the communication skill; as entrepreneurs 

constantly need to keep in touch with customers, suppliers or partners. How they communicate is a 

key to be successful.  

In conclusion, participants were very positive about implementing a game that focuses on developing 

entrepreneurial skills for users. They believed that it is an interesting and effective way of teaching 
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and engaging users with learning. It could boost motivation for students as well as other users. 

However, it must be highlighted that there was a minor debate about the real advantage of 

implementing games in education as they do not necessary enhance learning for students. It was 

believed that games should be a complementary tool of a fuller learning curriculum and not replace 

other educational methods.  

 

Diagram 
Participants were reunited again and given a task that they had solve together. The facilitator drew a 

diagram on the white board and its middle represented the online game. Participants had to come up 

with factors that influence users when they play the online game. Moreover, participants also had to 

indicate if this factor is either positive or negative and how influential it is on users. 

The facilitator took the lead on the task and showed the participants a couple of examples in order to 

make them understand the task. The diagram stimulated quite interesting discussions as participants 

had different opinions. It occurred that one factor was perceived as a positive factor by one person, 

but seen as a negative by another. Below, the main finding of the task can be seen. Participants of the 

focus group indicated the positive characteristic of the game such as that it develops new skills, makes 

the individual sociable; it is educational whilst players still have fun. In addition, participants also 

revealed the negative effects of online game such as it is time-consuming, it could distract students 

from learning and players need to have the necessary resource (smartphone, computer). As the 

diagram suggests, people would like to see a game that develops new skills in relation to business 

improvement, it is fun to play and people can play in teams so that they can socialize. Participants put 

emphasis on the educational aspect that it is crucial for the success of an online game. Otherwise, 

people would feel that it is just time-consuming. Moreover, it is important to have a game that does 

not require an expensive device so that it would be available for the wider public.  
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Greece 

National State of the Art Report  

Since 2008 Europe is experiencing a constraint financial environment, an outcome of the 2008 global 

financial crisis, while at the same time the currently implemented fiscal adjustment policies in certain 

countries such as Greece have increased unemployment rates particularly among the young. This is 

happening despite the existence of high quality human capital and research capabilities. The situation 

has, as a result, triggered the implementation of policies that promote entrepreneurship as one 

promising solution. EU policy objectives as expressed in the Lisbon Strategy set a target of 15 million 

new jobs by 2010 and point out to the development of entrepreneurial capital and the creation of an 

entrepreneurial society.15 Europe 2020 strategy that followed aims at delivering growth which is 

smart, through more effective investments in education, research and innovation; sustainable, thanks 

to a decisive move towards a low-carbon economy; and inclusive, with a strong emphasis on job 

creation and poverty reduction. The strategy is focused on five ambitious goals in the areas of 

employment, innovation, education, poverty reduction and climate/energy.16 

Greece under the National Strategic Reference Framework and the Operational Programme 

ά9ŘǳŎŀǘƛƻƴ ŀƴŘ [ƛŦŜƭƻƴƎ [ŜŀǊƴƛƴƎέ Ƙŀǎ ƛƳǇƭŜƳŜƴǘŜŘ ŀ ƴǳƳōŜǊ ƻŦ ŀŎǘƛƻƴǎ ǘƻǿŀǊŘǎ ǎǘŀƴŘŀǊŘƛȊƛƴƎ ŀ 

framework for supporting innovation and entrepreneurship in higher education institutes. More 

specifically the national strategy for education aims to increase the quantity, quality and effectiveness 

of investments in human capital, in order to upgrade the Greek educational and vocational training 

system. One of tƘŜ Ƴŀƛƴ Ǝƻŀƭǎ ƻŦ ǘƘŜ hΦtΦ ά9ŘǳŎŀǘƛƻƴ ŀƴŘ [ƛŦŜƭƻƴƎ [ŜŀǊƴƛƴƎέ ƛǎ ǘƻ ƛƴŎƭǳŘŜ ŀŎǘƛƻƴǎ ǘƘŀǘ 

offer to everyone basic education related to innovation and entrepreneurship, support new 

entrepreneurs as well as new innovative entrepreneurial ideas and preparatory actions.17 

Regarding youth entrepreneurship in Greece two researches conducted by the Foundation for 

Economic and Industrial Research in the years 2012-2013 and 2013-2014 respectively reveal some 

interesting findings. More specifically Early-stage entrepreneurship as measured by the Total Early-

stage Entrepreneurial Activity (T.E.A.) index showed the following figures18: 

 

                                                           
15 In European Commission òEntrepreneurship in Europeó Green Paper Brussels, EC, 2003.  
16 In http://ec.europa.eu/europe2020/europe -2020-in-a-nutshell/priorities/index_en.htm   accessed on 
12/01/2016 at 14:30.  
17 More information available at https://www.espa.gr/en/pages/staticOPEducationandLifelongLearning.aspx  
accessed on 12/01/2016 at 14:46.  
18 Figures presented here were obtained from the Foundation for Economic & Industrial Research (ƆƌƀƂ/FEIR) 
òEntrepreneurship in Greece during 2012 -2013: Are there any Signs of Recovery in Small Entrepreneurship?ó 
and Stavros Ioannides, Ioannis Giotopoulos òEntrepreneurship in Greece: The Dynamics of Youth 
Entrepreneurshipó ƆƌƀƂ/F EIR, Athens ð Greece.  

http://ec.europa.eu/europe2020/europe-2020-in-a-nutshell/priorities/index_en.htm
https://www.espa.gr/en/pages/staticOPEducationandLifelongLearning.aspx
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YEAR T.E.A. index % 

2011 8% 

2012 6.5% 

2013 5.2% 

2014 7.8% 

 

Fluctuations observed are due to the deep and prolonged economic recession and the deteriorating 

employment possibilities. What is most important is that in 2013 Greece was ranked first among 

innovation-driven economies in the Global Entrepreneurship Monitor (GEM) with a percentage of 

12.6. Accordingly, 17.3% of the early-stage entrepreneurs stated that many customers considered 

their products as innovative. In geographical terms T.E.A. index ranged from 11.6% in the region of 

Central Macedonia to 1.7% in Central Greece, 11.1% in West Macedonia and 7.9% in the Peloponnese.  

The average Greek entrepreneur - as stated at the Global 

Entrepreneurship Monitor (GEM) is more likely to be male, 25-44 years 

of age, educated with a university degree, operating in the consumer 

services sector.19 However the percentage of women involved in early-

stage entrepreneurship was 4.3%. What should be noted is that the 

number of Greek who believes that they possess the abilities and skills to 

start a business remained high for 2013 at 46% while the fear of failure 

was at 49%.20 4.8% abandoned a business in 2013 and Greece ranks first 

among innovation countries regarding the indicator of business exit with 

the main reason being lack of profitability (51%). Last but not least it 

should be noted that Greek entrepreneurship is dominated by micro, 

family-owned firms getting their financial support from informal investors mainly family and friend.21 

The situation regarding entrepreneurship education for sure cannot be characterised as ideal since 

despite the fact that the link between innovation and entrepreneurship is highly acknowledged, in 

Greece universities that are the main sources of innovation rarely lead their students into 

                                                           
19 For detail information on entrepreneurship in Greece please see the Global Entrepreneurship Monitor (GEM) 
country profile for Greece available at http://www.gemconsort ium.org/country -profile/66   accessed on 
12/01/2016 at 17:13.  
20 As above (5).  
21 As above (4).  
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entrepreneurship actions.22 Furthermore, bearing in mind the link between entrepreneurship and 

innovation and innovation being within the mission of universities there limited examples in Greece 

of entrepreneurs that transferred innovation from universities.23 In general the issue of 

entrepreneurship education in Greece is still at a rather embryonic stage. The Technical University of 

Athens though already from 2008 identified and understood the need to incorporate 

entrepreneurship education to a strategic design of university curricula to provide engineers with 

entrepreneurial and management skills. The main issues to be investigated though are first to relate 

entrepreneurial education with the Greek particularities and secondly to see whether the promotion 

ƻŦ ŜƴǘǊŜǇǊŜƴŜǳǊƛŀƭ ŜŘǳŎŀǘƛƻƴ ƛƴ ǘƘŜ ǘŜǊǘƛŀǊȅ ŜŘǳŎŀǘƛƻƴ ŎƻǳƭŘ ǘǊƛƎƎŜǊ ǇƻǎƛǘƛǾŜ ŜŦŦŜŎǘǎ ŦƻǊ ǘƘŜ ŎƻǳƴǘǊȅΩǎ 

research and productive system.24 

Thus there are only a few entrepreneurship units in Greek universities. More specifically the Technical 

University of Crete has established the Innovation and Entrepreneurship Unit with the aim to promote 

entrepreneurship among young people, to help them develop an entrepreneurial attitude and spirit 

and to develop the necessary organizational and management skills. The Athens University of 

Economics and Business (AUEB) has also established the Athens Center for Entrepreneurship and 

Innovation which educates and supports young entrepreneurs. These are not the only examples as 

several Greek universities have established Innovation and Entrepreneurship Units with the aim to 

support and promote entrepreneurship among the young.   

Regarding the status of online educational games in Greece we can note that social and serious games 

in an educative setting are not still widely used in education. Accordingly, their potential is not fully 

utilized. Social games used in education lack pedagogical design and while current generation of 

trainees is familiar and ready for games their trainers are not. By this we mean that it is not in the 

ǘǊŀƛƴŜǊǎΩ ƳŜƴǘŀƭƛǘȅ ǘƻ ǳǘƛƭƛȊŜ ƎŀƳŜǎ ƛƴ ǘƘŜ ƭŜŀǊƴƛƴƎ ǇǊŀŎǘƛŎŜΦ Lƴ addition, gaming in Greece has a 

negative connotation compared to the rest of the world. We should note though that there is a gap in 

the necessary ICT infrastructure in schools and universities. The situation is reversed at the private 

training providers where state of the art equipment and use of new technologies is the classrooms are 

the rule. Due to the centralized nature of the educational system serious and social games would need 

to be introduced from the central level.  

                                                           
22 In Michalis N. Xenos òThe Framework for Innovation and Entrepreneurship in Higher Education in Greece ð 
The Hellenic Open University Caseó Journal of the Systemic Innovation of Education  (JSIE) Vol.1 Issue1 pp.75-
81, 2011.  
23 As above (8) p.8.  
24 In L. Papayannakis, I. Kastelli, D. Damigos and G. Mavrotas òEntrepreneurship education in Greece: Experience 
and challenges for a Technical University ó Paper prepared for the DIME-LIFE/NTUA Athens Conference, 

November 30-December 1st Unknown year.  
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There are though business games that are used in the context of specific courses in tertiary education 

in Greece. Here we will present several of these games used in universities in Greece. The Business 

Strategy Game developed by the University of Alabama is used at the Management Game course at 

the School of Electrical and Computer Engineers of the Technical University of Athens (NTUA). In 

addition, the game is also used in the context of the Business Strategy course at the Full-time MBA at 

the Athens University of Economics and Business (AUEB). NTUA also uses an internally developed 

business administration game named Epixeirein which simulates the entire business administration 

environment. The Technical University of Crete uses the 4 Virtual Platforms a business game 

ŘŜǾŜƭƻǇŜŘ ŀǎ ǇŀǊǘ ƻŦ ǘƘŜ ŎƻǳǊǎŜ ǘƛǘƭŜŘ ά{a9ǎ ϧ LƴƴƻǾŀǘƛƻƴέ ƻŦŦŜǊŜŘ ōȅ ǘƘŜ LƴƴƻǾŀǘƛƻƴ ŀƴŘ 

Entrepreneurship Unit. Lastly the globally known Beer Distribution Game or BeerGame developed by 

the Massachusetts Institute of Technology (MIT) is used in the context of the Supply Chain 

Management course at the School of Mechanical Engineering of the National Technical University of 

Athens.25 We could sum this up by saying that games used in tertiary education in Greece are specially 

used in the context of specific courses and aim at instilling specific skills to the participating students. 

  

                                                           
25 Information in this section was obtained from teaching staff and graduates of NTUA and AUEB who 
experienced the mentioned business games during their studies and from the website of the Technical University 
of Crete www.tuc.gr accessed on 13/01/2016 at 12:30.   

http://www.tuc.gr/
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Focus Group Results 
Recruitment 
For the purposes of the field work, KMOP organised two focus groups, one consisted of stakeholders 

and young people aged from 18-35 and a second one consisted of stakeholders. In order not to waste 

valuable time, it was decided to contact directly partner organisations and experts with whom we 

have collaborated in the past and we were sure that they could provide us with updated knowledge 

and education. Besides, our contacts from VET partner organisations and Universities helped us in the 

recruitment of the young people aged from 18-35 years old. For that reason, all communications were 

made through phone calls, so there is no evidence concerning recruitment.  

Overview of Participants 
Our aim was to have a group of participants who are relevant to the project topic and at the same 

come from various sectors and expertise. In particular, the focus group with stakeholders included the 

following participants: 

1. Pyrros Papadimitriou, Associate Professor in International Economic Relations at the 

Department of Politcal Science and International Relations of the University of Peloponnese 

2. Sotiris Pantazis, Project Manager, at HEADWAY Economic Consultants Ltd, a Greek company 

that provides consulting services in the public and the private sector 

3. Giannis Chatziris, Business Development Consultant, working as freelancer 

4. bƛƪƻǎ bŜǎǘƻǊŀǎΣ 5ƛǊŜŎǘƻǊ ƻŦ ǘƘŜ ±ƻŎŀǘƛƻƴŀƭ ¢ǊŀƛƴƛƴƎ /ŜƴǘŜǊ άDŀƛŀέ 

The focus group with young people aged from 18-35 years old included the following participants: 

1. Ms C. G., 26 years old, electrical engineer and MBA holder 

2. Ms V. P., 24 years old, psychologist  

3. Ms D. H., 27 years old, economist, student of MSc in Statistics 

4. Ms E. A., 22 years old, student on Agricultural Economics & Rural Development 

All participants to the second focus group wish to start their own business. We tried to have young 

people coming from various and different subjects.  

The focus group with stakeholders was facilitated by Ms Eleni Sakellariou and the focus group with 

young people was facilitated by Ms Antonia Torrens.  
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Format, Setting and Process 
First of all, KMOP has to highlight that it was impossible to organise both focus groups at the same 

time, as it was difficult to find a suitable date and time for all participants.  

In particular, KMOP faced many difficulties in organising the focus groups with the stakeholders, as all 

of them are professionals with many obligations. Respecting their time, KMOP made sure that the 

focus groups session would not last more than one hour. The focus group with the stakeholders took 

ǇƭŀŎŜ ƛƴ YahtΩǎ ƻŦŦƛŎŜ ƛƴ YƛŦƛǎǎƛŀΣ ƻƴ ǘƘŜ нрth of January 2016. KMOP decided to have the focus group 

meeting with them not in our headquarters, but in our office in Kifissia (a suburban of greater Athens 

area), as this was the more convenient location in terms of access for the participants. KMOP had 

arranged a focus group with 5 participants; however, one of them was not able to attend due to health 

issues. Before the discussion on topic started, the participants had the chance to introduce themselves 

and to get to know each other. The fact that the facilitator knew or had collaborated with the 

stakeholders before made them feel very comfortable. The discussion was based on the questions 

ŘŜǎŎǊƛōŜŘ ƛƴ ǘƘŜ ŦƻŎǳǎ ƎǊƻǳǇǎ ƎǳƛŘŜƭƛƴŜǎΤ ƘƻǿŜǾŜǊΣ ƛƴ ǎƻƳŜ ŎŀǎŜǎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ƘŀŘ ŀ άŦǊŜŜ-ŦƭƻǿƛƴƎέ 

discussion. The event went very well and all participants expressed their strong interest in the project, 

especially in the game to be developed.  

Next day, the 26th of January 2016, KMOP had the focus groups discussion with the young people. This 

event took place in our headquarters, in Athens. In total, 4 young people attended the event. Before 

the main focus group activity, KMOP took some time to inform the participants about the activities of 

our organisation and of course about the EntrInno project. Moreover, the participants had the chance 

to discuss with each other and to share some thoughts and experiences off the record. KMOP used 

the questions and the activities of the guidelines, but in general, we encouraged them to speak more 

openly. The whole event lasted about 2 hours and went very well, as the participants felt very 

comfortable. All of them expressed their interest in the EntrInno game and they asked to inform them 

when the game will be released.  

Both focus groups sessions took place in Greek and all participants were informed that the discussion 

would be voice recorded. 

Outcomes of discussions 
Focus group with stakeholders 

¶ What do you think is the current state of entrepreneurship amongst young people in your 

country? Is there a lot of interest and knowledge in enterprise? 

Being in the 6th year of the economic crisis, with a very high unemployment rate especially for young 

people which is almost 65% and at the same time the continuous increase of taxes imposed to 
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enterprises, it would not be feasible to say that the current state of youth entrepreneurship in Greece 

is under the best conditions. Indeed, the economic crisis in Greece has destroyed many sectors and 

entrepreneurial attempts. However, despite this negative clime, there are some good examples of 

entrepreneurial activity among young people which could be considered very encouraging for the 

future. There are some very successful startups, in the sectors of exports and IT services.  

There is a strong interest in the entrepreneurship by the young people in Greece, especially last years. 

This is also associated to the high unemployment rates as well as to fact that the young people cannot 

easily find jobs in existing enterprises, so they consider how to exploit their knowledge and skills and 

if they have a small capital to start their own business.  

A key feature that characterizes the youth entrepreneurship in Greece is that it is rather an 

opportunity entrepreneurship, not a necessity entrepreneurship. For many young people, 

entrepreneurship is just a chance to combat unemployment and to have a job, not to exploit some 

good chances and create something new. For this reason, a very large most of the young 

entrepreneurs are self-employed. Besides, a very large percentage of individual businesses in Greece 

is not entrepreneurship in the typical way, it is essentially a substitute of dependent employment in 

the form of the provision of freelance services. In Greece, 1 in 2 new young entrepreneurs is not an 

entrepreneur in fact, but he/she works for only one employer as a freelancer and has to pay his/her 

own insurance contributions. So, the current state of entrepreneurship in Greece is worse than figures 

show and unfortunately the young people do not have the mood to find a good idea and go ahead. 

This is also associated to the one of the biggest problems that Greece faces last years, which is the 

phenomenon of brain drain; the last five years of the crisis about 220,000 young people left the 

country. So the young people left behind have no many choices and for this reason they choose to 

become necessity entrepreneurs.  

Finally, as regards the entrepreneurial knowledge among young people is rather limited in theory, as 

entrepreneurship education is at a very initial stage in Greece. The establishment of Innovation and 

9ƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ¦ƴƛǘǎ ƛƴ ƘƛƎƘŜǊ ŜŘǳŎŀǘƛƻƴ ƛƴǎǘƛǘǳǘŜǎ ŀƛƳǎ ǘƻ ƛƳǇǊƻǾŜ ȅƻǳƴƎΩǎ ǇŜƻǇƭŜ ƪƴƻǿƭŜŘƎŜ ŀƴŘ 

lead them to into entrepreneurship actions.  

What support is available to potential entrepreneurs?  

The state helps young people having created some structures which support youth entrepreneurship, 

offering some start up subsidies and establishing some incubators in Universities, Municipalities and 

Chambers. Moreover, young entrepreneurs have favorable tax treatment, as they are exempted from 

paying some taxes and charges the first three years from the establishment of their business.  
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In addition, there some important private initiatives, which include the organisation of 

entrepreneurship and innovation competitions, funded by banks and companies in collaboration with 

higher education institutions. These competitions help young people to get financing and at the same 

time to gain some visibility. Also, startup weekends offer a good support to young people, as they 

have the chance to develop their business ideas within 48 hours and present them to investors.  

Do you feel that young people have the entrepreneurial skills that they need to be successful in the 

business world (either to set up their own business or work for someone else)? 

One of the biggest problems in Greece is that young people do not have entrepreneurial skills needed 

to be successful in the business world. This is related to the fact that entrepreneurship was not 

άŎǳƭǘƛǾŀǘŜŘέ ƛƴ DǊŜŜƪ ¦ƴƛǾŜrsities until recently and the higher education is not linked to the labour 

market. This is a huge problem, because companies cannot find the staff with skills they really need 

and seek, despite the huge rate of unemployed graduates. So, there is no matching of labour supply 

and demand due to the lack of those entrepreneurial skills which needed to succeed in the business 

world.  

In addition, young people in Greece are a generation that has grown up under very good economic 

and social conditions. There was no need for them to develop such skills, as most of them preferred a 

stable job in the public sector. Later, the economic crisiǎ Ƙŀǎ ŀŦŦŜŎǘŜŘ ŀƭǎƻ ȅƻǳƴƎ ǇŜƻǇƭŜΩǎ ŜŘǳŎŀǘƛƻƴΣ 

so there were no many chances for them to develop their business skills.  

Even though the Greek young people have lower levels of entrepreneurial skills in comparison to the 

young people of other countries, they have enough qualifications which could help them to succeed 

in the business world. In particular, most of them have a graduate degree and almost all of them know 

English very well. Moreover, young people are very hard working, they are agile and flexible and can 

quickly take advantage of some opportunities. They act with spontaneity, which is a feature of Greek 

culture and have the business acumen, a term which characterizes the Greek entrepreneurial reality. 

What are the skills you feel are most important for young people to develop?  

All stakeholders agreed that the most important skills that the young people in Greece have to develop 

are the following: 

¶ Risk taking 

¶ Adaptability 

¶ Flexibility 
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¶ Problem solving  

¶ Creativity 

¶ Planning Skills 

¶ Need for achievement 

Which of these skills do you feel is most lacking? What should the training courses aimed at 

developing entrepreneurial skills be focussing? 

The skills that most lacking these days concern mainly risk taking and adaptability. These are the skills 

that have to be put special emphasis on, taking into account that Greek young entrepreneurs and 

potential entrepreneurs have to work in a very unstable environment, under difficult economic, social 

and political conditions.  

In addition to these skills, another very important skill is the understanding of market. This is 

something missing, as most young people do not fully understand the business market and do not 

have the ability to evaluate business ideas.  

All stakeholders agreed that in order to develop the above mentioned and other entrepreneurial skills, 

the training courses should focus on more practical methodologies and their content should be 

adapted to the labour market needs.  

What are the most common training methodologies used at the moment to develop such skills? 

The training methods currently used are mainly the traditional teaching methods, which include face 

to face classes, with exercises, case studies, role playing games. There is a modernization as regards 

the content of the training but not as regards the media used for training. There are no many ICT 

applications which support the training to develop entrepreneurial skills. 

Are you aware of any online games that can support people to develop these skills? If so which? 

All participants of this focus groups responded that they are aware about the existence of online 

games which could contribute to the development of entrepreneurial skills, however, they could not 

name many of these games. The only games they mentioned were the virtual enterprise game, 

created by the Junior Achievement Greece and the leadership and business decision game developed 

ōȅ [Ω hǊŜŀƭ DǊŜŜŎŜΣ ŀŘŘǊŜǎǎŜŘ ǘƻ a.! ǎǘǳŘŜƴǘǎΦ  
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Do you think that online games could be successful in teaching these skills?  

Online games can be really successful in teaching entrepreneurship and specific entrepreneurial skills. 

They would be very welcome as an education tool by young people as most of them play online games 

in their free time. Especially online simulation and strategy games could help them very much in 

understanding the real business world and market.  

What are the benefits of online learning over face to face learning? 

The first benefit of online learning mentioned was that it is more appealing for young people to be 

educated through digital media and tools, as they are very familiar in using them daily. Besides, they 

all agreed that online learning offers flexibility, as students can learn on their own pace, in any place, 

at any time. Through online learning, one can attend classes provided by trainers/professors and 

Universities all over the world.  

What would you like to see in a new game designed to develop entrepreneurial skills? 

A new game to develop entrepreneurial skills should be definitely connected to the business reality of 

the player. In addition, it should give the player the possibility to assess the skills learnt/ developed in 

each stage/level of the game. 

Focus group with young people 

Participants rated their knowledge about entrepreneurship. The exercise found out that participants 

had an average knowledge of the topic. After this, the participants were asked to mention what are 

the 2-3 words that come to their mind when they think of entrepreneurship. Their answers are 

presented below: 

1st participant: innovation, change and taxation 

2nd participant: risk and development 

3rd participant: innovation and development of knowledge and skills 

4th participant: risk, consistency and flexibility 

Are you familiar with the ǘŜǊƳ ΨŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇΩΚ ²Ƙƻ Řƻ ȅƻǳ ƛŘŜƴǘƛŦȅ ŀǎ ŀƴ ΨŜƴǘǊŜǇǊŜƴŜǳǊΩΚ 

!ƭƭ ȅƻǳƴƎ ǇŀǊǘƛŎƛǇŀƴǘǎ ǊŜǎǇƻƴŘŜŘ ǘƘŀǘ ǘƘŜȅ ŀǊŜ ǾŜǊȅ ŦŀƳƛƭƛŀǊ ǿƛǘƘ ǘƘŜ ǘŜǊƳ ƻŦ άŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇέΣ Ƴƻǎǘ 

of them due to their studies.  
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They define as an entrepreneur someone who has some fresh ideas, who is informed about the new 

chances and is willing to implement them. Entrepreneur is someone who wants to implement an 

investment, has an innovative idea and uses a set of skills and competences, in order this investment 

to become reality and to be successful. 

What kind of skills do you consider to be entrepreneurial? ς Discuss the various ideas they have and 

write on a flip chart. 

The participants mentioned the following skills that they consider entrepreneurial: 

¶ Risk taking 

¶ Analytical thinking 

¶ Decisiveness 

¶ Consistency 

¶ Inventiveness and creativity 

¶ Intelligence 

Which of these do you consider to be the most important? 

The most important skills in their opinion are: 

¶ Risk taking 

¶ Creativity 

Do you think you have these skills? Were they taught to you in school/college/university? 

The participants responded that they think that have some of these skills, however, all of them agreed 

that entrepreneurial skills are mainly cultivated and developed during the business practice. 

They were taught these skills in university, in some modules, but only in theory. They did not have 

chance to put theory into practice. 
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If yes; Discuss how these were developed (through practice, game playing, team work activities etc). 

If no; Discuss how they might be developed?   

They had the chance to develop these skills though team work activities and exercises. One participant 

had also the chance to participate in a game as part of a negotiation course. She found that the game 

helped her develop some negotiation skills. 

How do you currently improve your skills? (i.e. do you attend formal training courses, do you do 

distance learning courses/ watch educational videos online etc) 

All young participants said that they usually attend some seminars and workshops in order to improve 

their skills. Occasionally, they watch educational videos and search for relevant material on the web. 

They rarely attend free online courses. 

Do you own a personal computer, smart phone, tablet or other internet device? Which? 

All participants own a personal computer, a smart phone and a tablet. 

Do you use interactive online tools to develop your entrepreneurial skills? 

o YES - What kind of ways do you use? 

o NO ς Can you think of any? 

They answered that they do not use interactive online tools to develop their entrepreneurial skills, 

they could not think of any, except of one respondent who has used an online game as part of her 

MBA studies. All also added that they would use such tools if they had the chance. 

Do you play Video or Online Games? ς If yes, what type of games (i.e. Action, shooter, Adventure, 

Role-play etc) 

They rarely play video or online game due to lack of time. When they play, they prefer action and role-

play games. 

Do you have game applications on your phone? 

o YES ς What kind of games? 

o NO ς Why not? Do you think they are not useful? 

Yes, mainly action games and quizzes. 
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Are you aware of any games that are related to entrepreneurship? If yes, which? 

Only one participant could said that she is aware of games related to entrepreneurship. These games 

ŀǊŜ ά.ǳǎƛƴŜǎǎ {ǘǊŀǘŜƎȅ DŀƳŜέ ŀƴŘ άDƭƻōŀƭ aŀƴŀƎŜƳŜƴǘ /ƘŀƭƭŜƴƎŜέΣ ǿƘƛŎƘ ǎƘŜ ǇƭŀȅŜŘ ŀǎ ǇŀǊǘ ƻŦ ƘŜǊ 

MBA studies. 

Do you think that games could be used to develop entrepreneurial skills? 

o YES ς Why? 

o NO ς Why? 

They all think that games are considered one of the best methods to develop entrepreneurial skills, as 

they combine knowledge and entertainment.  

Would you use a game that aims at developing your entrepreneurial skills? 

o YES ς Why? 

o NO ς Why? 

They answered that they would use a game that aims at developing entrepreneurial skills, as they 

think that games could help them develop their skills in a very efficient way. 
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Cyprus 

National State of the Art Report 

As a term, entrepreneurship is quite broad. It cannot be defined within a specific context, and as a 

practice, it cannot be constrained within limiting barriers. Entrepreneurship is unique in that it is 

accompanied by openness to innovation and at the same time it can be shaped by changes in the 

ecosystŜƳΦ  !ǎ ƳŜƴǘƛƻƴŜŘ ƛƴ ǘƘŜ tƻǎƛǘƛƻƴ tŀǇŜǊ ƻƴ ¸ƻǳǘƘ 9ƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇΣ άŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ƛǎ ƴƻǘ 

ƻƴƭȅ ŀ ŦƻǊƳ ƻŦ ŜƳǇƭƻȅƳŜƴǘΣ ōǳǘ ŀƭǎƻ ŀ ǿŀȅ ƻŦ ǊŜŀƭƛǎƛƴƎ ƛƴƴƻǾŀǘƛǾŜ ƛŘŜŀǎ ŀƴŘ ǎƻƭǳǘƛƻƴǎέ ό9ǳǊƻǇŜŀƴ 

Youth Forum, 2011, p. 2) 

In Cyprus, a subsector of entrepreneurship, trading of goods and services, has been a flourishing 

practice for a long time. Cyprus has a geographical position that facilitates the link between the 

eastern Mediterranean region and Europe, building a bridge between the West and the East. This fact 

has been important for the development of the business sector as, apart from local businesses, several 

foreign companies establish a base in Cyprus. From simple business ventures such as exchanging 

goods and services, to the development of a small, local business to International franchises, Cyprus 

hosts companies from diverse industries and service sectors. Innovation and entrepreneurship have 

been developing slowly, but steadily.   

Entrepreneurship presents itself in different forms; Products, Services, Technology, Improving existing 

knowledge or product etc. During the last few years, there have been several initiatives that 

strengthen entrepreneurship and innovation culture in the Republic of Cyprus. The financial crisis that 

let to catastrophic events since 2013 strengthened the resolve and created a sense of urgency to 

leverage entrepreneurship as a vehicle to financial recovery. There is definitely a need to support the 

development of innovation and entrepreneurship as one of the pillars to financial growth and a better 

quality of life for all the citizens.  There are many reasons to support this effort and the reasons are 

described in this report. 

!ŎŎƻǊŘƛƴƎ ǘƻ tǿ/Ωǎ ǊŜǇƻǊǘ ƻƴ /ȅǇǊǳǎΩǎ ǇǊƻŦŜǎǎƛƻƴŀƭ ǎŜǊǾƛŎŜǎΣ /ȅǇǊǳǎ Ǌŀƴƪǎ ооrd (since May 2012, for 

the forecast period 2012-18) out of 82 countries. The ranking is  

άōŀǎŜŘ ƻƴ 90 indicators covering the political and macroeconomic environment, 

market opportunities, policy towards private enterprise, competition and foreign 

investment, foreign trade and exchange controls, taxes, the labour market and 

infrastructure. The indicators, which are based on both quantitative and qualitative 

data, cover a five-year forecast period and are compared with the preceding five 

ȅŜŀǊǎΦέ (PWC Report, 2012) 
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According to the global competitiveness rankings for 2012-13 that the World Economic Forum has 

published through its Global Competitiveness Report for 2011-2012 (see Figure 1), Cyprus is at the 

58th place (PwC Report, 2012). 

 

Figure 8 ¢ƘŜ ǘŀōƭŜ ƛƴ tǿ/Ωǎ report regarding the global competitiveness rankings 

The same report shows that, even though Cyprus might score better than other countries in some 

respects, it does not score well as an innovator (PWC Report, 2012) in relation to countries like Malta, 

Ireland, Luxembourg and Singapore. Cyprus ranks 28th out of 141 countries as an innovator (low 

ranking indicates higher performance). 

Statistical data from the Cyprus department of Registrar of Companies and Official Receiver show that 

there has been a rise in the number of company registrations in Cyprus. Indicatively, there has been a 

significant increase in the number of registered companies since 2000 ς from 96.272 to 227.840 (see 

Figure 2). Notably, in 2014 there has been a slight decrease in the companies (from 272.157 in 2013 

to 251,748 in 2014 and 227.840 in 2015), due to the financial crisis that hit the country in the early 

2013.  

 

Figure 9 Statistics of company registrations from 2000 to 2015 (Cyprus department of registrar of companies and official 
receiver) 

  

This information is important to us, and it is directly related to the EntrInno project; it highlights the 

need to support the entrepreneurship community, and especially the new entrepreneurs to develop 
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and enhance their skills and to create and sustain a successful and innovative business. Along this line, 

of supporting the development of skills for innovation and entrepreneurship, there are a number of 

organizations, events, institutions, and initiatives which work diligently to provide this type of support 

and entrepreneurial development. Even though the following examples are valuable for the Cyprus 

context, the need for further support and new solutions to support innovation and entrepreneurship 

is strong. 

Start-up development is a separate segment and it should be addressed based on its unique 

characteristics. There is a growth in start-up company registrations. The great advantage is that this 

type of practice allows innovators and entrepreneurs to kick off a new idea and attempt to pursue it 

in order to develop it as a business venture. The challenge, however, lies in the fact that we still need 

to improve the type of training for potential entrepreneurs, the accessibility to financial support for 

growth, as well as mentorship. For example, through the different start-up challenges and 

competitions, several ideas/start-ups have won money prizes, which they used for the development 

of their idea. However, very few of those ideas have managed to survive financially, after the funds 

had been depleted. One possible reason could be that beyond the particular (financial) support, they 

did not receive ongoing mentorship from mentors with experience and knowledge. Even though many 

ideas are innovative, due to the lack of guidance and financial support, they fail. Some of the start-ups 

continue to sustain themselves by winning more competitions. A few examples of award winning ideas 

are: 

¶ funifi (http://www.startupbootcamp.org/alumni/mobility-2013/funifi.html)  

¶ atyourservice (https://atyourservice.com.cy/) 

¶ FOODCLUB (https://www.foodclub.com.cy/)  

¶ PollFish (http://www.cyec.org.cy/?mgt_portfolio=pollfish) 

¶ diyful (http://www.diyful.com/)    

Several initiatives have started within the last three years that promote, inspire and support 

innovation and entrepreneurship. Different events, competitions, and associations have been 

attracting a wide audience of potential entrepreneurs. A description of indicative examples follows: 

¶ Cypriot Enterprise Link (https://www.facebook.com/CypriotEnterpriseLink?ref=ts&fref=ts): 

CEL is an organization that organizes different events, projects, etc., to create links between 

Cypriot entrepreneurs and foreign carriers.  

¶ Enterprise Europe network ς Cyprus (http://www.bsccyprus.org.cy/): The network provides 

services to Cypriot businesses for reinforcing their competitiveness and innovation in the area. 

http://www.startupbootcamp.org/alumni/mobility-2013/funifi.html
https://atyourservice.com.cy/
https://www.foodclub.com.cy/
http://www.cyec.org.cy/?mgt_portfolio=pollfish
http://www.diyful.com/
https://www.facebook.com/CypriotEnterpriseLink?ref=ts&fref=ts
http://www.bsccyprus.org.cy/
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The network consists of business and research canters, as well as technology institutions and 

various businesses. 

¶ Cyprus Association of Research and Innovation Enterprises (http://www.cy-research.com/): 

CARIE is an association that promotes the interest of Cypriot businesses from different 

perspectives, such as ethics, legal, social, and financial. The association collaborates with the 

government and other stakeholders to promote the development or scientific and 

technological research on businesses. 

¶ Open Coffee Cyprus (https://www.facebook.com/OpenCoffeeCyprus/): Open coffee is a 

series of events (mainly presentations), that aims at presenting to the general audience 

successful stories around innovation and entrepreneurship, technology, and start-ups. The 

events aim at helping and inspiring existing and potential entrepreneurs to develop their ideas 

into success. 

¶ IDEA Program (http://www.ideacy.net/idea/): IDEA stands for Innovate, Develop, Excel, 

Accomplish, and it is a program for accelerating and incubating innovative ideas around 

entrepreneurship. The Program is sponsored by several important organizations in Cyprus, 

such as the Bank of Cyprus, the Cyprus International Institute of Management, MTN, Deloitte 

Cyprus, etc. The program provides training to accelerate business ideas  

¶ DƻǾŜǊƴƳŜƴǘ {ǳǇǇƻǊǘ ŦƻǊ ²ƻƳŜƴΩǎ 9ƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ 

(http://www.mcit.gov.cy/mcit/mcit.nsf/All/9D974468E3A9FCD6C2257DEB00435DB2?Open

Document): The Ministry of Energy, Commerce, Industry and Tourism provides a support plan 

for women entrepreneurs (ages 18-55), which is co-funded by the EU. The plan aims at 

ǎǳǇǇƻǊǘƛƴƎ ŀƴŘ ǇǊƻƳƻǘƛƴƎ /ȅǇǊƛƻǘ ǿƻƳŜƴΩǎ ŜƴǘǊŜǇǊŜƴŜǳǊǎƘƛǇ ƛƴ ŘƛŦŦŜǊŜƴǘ ŀǊŜŀǎΦ Lƴ ǇŀǊǘƛŎǳƭŀǊΣ 

financial support is provided to the successful business (according to pre-set criteria). The goal 

is to promote active entrepreneurship for women of any age. 

Other examples have similar nature of work and impact with the aforementioned: 

¶ Deloitte Innovation and Entrepreneurship Center 

(http://www2.deloitte.com/cy/en/pages/about-deloitte/topics/deloitte-innovation-and-

entrepreneurship-centre.html?icid=bottom_deloitte-innovation-and-entrepreneurship-

centre) 

¶ DIOGENES Business Incubator (http://www.diogenes-incubator.com/)  

¶ HELIX Business Incubator (http://www.helixincubator.com/) 

¶ ERMIS Research and Incubator Center ςERIC (http://www.talos-

rtd.com/en/participations/ermis-research-and-incubator-center-(eric))  

http://www.cy-research.com/
https://www.facebook.com/OpenCoffeeCyprus/
http://www.ideacy.net/idea/
http://www.mcit.gov.cy/mcit/mcit.nsf/All/9D974468E3A9FCD6C2257DEB00435DB2?OpenDocument
http://www.mcit.gov.cy/mcit/mcit.nsf/All/9D974468E3A9FCD6C2257DEB00435DB2?OpenDocument
http://www2.deloitte.com/cy/en/pages/about-deloitte/topics/deloitte-innovation-and-entrepreneurship-centre.html?icid=bottom_deloitte-innovation-and-entrepreneurship-centre
http://www2.deloitte.com/cy/en/pages/about-deloitte/topics/deloitte-innovation-and-entrepreneurship-centre.html?icid=bottom_deloitte-innovation-and-entrepreneurship-centre
http://www2.deloitte.com/cy/en/pages/about-deloitte/topics/deloitte-innovation-and-entrepreneurship-centre.html?icid=bottom_deloitte-innovation-and-entrepreneurship-centre
http://www.diogenes-incubator.com/
http://www.helixincubator.com/
http://www.talos-rtd.com/en/participations/ermis-research-and-incubator-center-(eric)
http://www.talos-rtd.com/en/participations/ermis-research-and-incubator-center-(eric)
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¶ CHRYSALISLEAP (http://chrysalisleap.com/) Tech Accelerator to promote entrepreneurship in 

Greece and Cyprus 

¶ Cyprus Entrepreneurship Competition (http://www.cyec.org.cy/) 

Overall, the Republic of Cyprus has developed some advantages visa vie other jurisdictions that can 

ŜǎǘŀōƭƛǎƘ /ȅǇǊǳǎΩ ŜŎƻƴƻƳȅ ƛƴǘƻ ŀƴ ƛƴƴƻǾŀǘƛǾŜ ŀƴŘ ŜƴǘǊŜǇǊŜƴŜǳǊƛŀƭ ƘǳōΦ ¢ƘŜǎŜ ŀŘǾŀƴǘŀƎŜǎ ƛƴŎƭǳŘŜ ŀƴ 

accessible and supportive environment, updated legislation that encourages and supports business 

development including start-ups, education and training relevant to the skills required in the 

entrepreneurial field, and a well-trained human resources pool. However, there are several areas of 

the ecosystem that need improvement, such as mentorship, funding and financial support, general 

business support and specific legal support such as in the area of Intellectual Property Rights.  

There are multiple events and several institutions that support innovation and entrepreneurship. Even 

though innovative business ideas exist, many people do not have the necessary skills to develop, 

execute and sustain these ideas in the market. This phenomenon is a result of a segmented ecosystem 

as well as the Cyprus Republic does not have a mature strategic vision for entrepreneurship and 

innovation. Strategic visioning needs to be evaluated and improved through ongoing feedback loops 

from all the stakeholders. Skills development and support to the ecosystem needs to be improved.  

Also, the financial crisis that has been relentless on the economy the last few years, even though it 

shows signs of improvement, it can (potentially) be a cause for financial and business development 

insecurity. The market is not stable enough and many people are hesitant to take investment risks.  

The data regarding the Cyprus context indicate that there is a need to move to the next level and start 

doing things to support innovation and entrepreneurship in practical ways, rather than just 

theoretical, presentations and recycling of the same knowledge. Enhancing different skills such as 

decision making, strategic visioning, goal setting, networking and communication, is vital for the 

survival of a new company and those skills should be taught and nurtured.  

It is our opinion that it is necessary to provide practical tasks, through simulated experiences, and with 

active participation, in order to increase the capabilities of creating and sustaining innovative 

businesses and to practice entrepreneurship in a productive way. 

Focus Group Results 
Recruitment 
CARDET contacted entrepreneurs from its ƻǊƎŀƴƛȊŀǘƛƻƴΩǎ ƴŜǘǿƻǊƪΣ ǿƘƻ it believed would provide 

ŀŘŜǉǳŀǘŜ Řŀǘŀ ǊŜƎŀǊŘƛƴƎ ǘƘŜ ǎǘŀǘŜ ƻŦ ǘƘŜ ŀǊǘ ŀƴŘ ǘƘŜ ƴŜŜŘǎ ƛƴ ǊŜƭŀǘƛƻƴ ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ ŘŜƳŀƴŘǎΦ 

Specifically, participants were recruited via emails, phone calls and Facebook messages. 

http://chrysalisleap.com/
http://www.cyec.org.cy/
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Overview of Participants 
Participants have a variety of backgrounds, which was 

quite helpful, as they contributed to the discussion 

from their own perspective. In particular, participants 

in the target group included a graphic designer, an 

employer of the European University of Cyprus, a social 

worker, and two freelancing young adults, all within 

the range of 18-35 years old.  

The stakeholders were also from different backgrounds, a professor of business and finance at the 

European University of Cyprus, a consultant and manager at the government center for finding jobs 

for young adults, an entrepreneur and the president of a youth research center. Out of the 6 

stakeholders invited, one could not make it and one had to cancel on the last minute. However, 

CARDET communicated with him, both before the focus group, when CARDET were describing the 

project, as well as after the focus group, when he provided information about entrepreneurship (as 

well as some resources of entrepreneurship and technology. 

Format, Setting and Process 
The event took place at the CARDET offices on February 3rd, 2016. A total of 9 participants (as 

mentioned above) participated. Demetris Hadjisofocli from 

INNOVADE was also holding discussions with the members 

of the stakeholders group. Maria Solomou held the focus 

group. As per the agenda the meeting started with 

participant introductions. Maria then presented the project 

and elaborated on its aims, objectives and the goal of the 

focus group. The PowerPoint presentation was used 

throughout the meeting, showing the tasks for each part. 

During the second part of the meeting, the 

knowledge test took place. Participants were given 

stickers and were asked to place them on a line 

drawn on the whiteboard, indicating their perception 

and knowledge about entrepreneurship. The blue 

stickers were given to the stakeholders and the green 

stickers were given to the target group participants. 

It took a few minutes to everyone before they 

started going towards the whiteboard, as they were processing their thoughts. One mentioned that 
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he had never thought of placing himself on a line like this at all. And another person pointed out that, 

entrepreneurship has no limits, it is so open, that it is hard to really position himself on such a scale. 

Therefore, as shown from the pictures, they placed themselves on the scale from 5 to 10, with around 

75% being the most indicated degree of knowledge. This is a quite subjective indication, based on the 

above comments from the two participants. Right after the knowledge test, participants were 

separated into two groups and were asked to identify opportunities for innovation, things they 

consider to be important for a successful business and the reasons why it is worth becoming an 

entrepreneur. 

After a 15-minute break, participants returned to their 

groups and Maria Solomou described the requirement for 

the next work in groups. The particular task was about 

discussing particular questions with their groups and 

responding to the questions as given to them on paper and 

in the folder they were given. The two groups also used A2 

paper to make notes. The parget groups created a visual of 

the different skills (as asked in one of the questions), while 

the stakeholders group wrote words. 

At the final part of the meeting, participants were asked to 

complete a diagram to mark important influences on 

entrepreneurs. The diagram was projected, and participants also had it in their activities block. They 

preferred to process and mark the influences and skills on the paper, which were later on collected, 

after the meeting. 

 

Playing online games: Not all participants in the two groups are gamers. They know some games, 

however, they do not play often. Monopoly was mentioned as one game that enhances decision 

making and can be related to some of the skills for entrepreneurship. Participants reported playing 

monopoly at random social occasions because it is a game that is played by more than one players. 

Some of the participants from the target group reported playing the following video games: 

¶ FIFA 

¶ Sims 

¶ Mind games 














































































































































































































