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Literature Review

Defnition 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. Usingsttmplestformulas, it can
specify that a digital game & game that employs electronics to create an interactive system with
gKAOK I LI hwkifedih éh /) eléctraudf ghni@ £Folldwing this path, it can also indicate that

in these games, theris a"certain type of software, that is part of the s@lledonew medi&, which

in addition to audievisual layer is enriched with a special interaction between the player had t

application, which is calledjameplay” (https:/m.ppe.p).

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, requiredIskiboint from which you watch the action)

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

games , action games, sports games, car games, shootouts, simulators, logic games, economic games,
adventure @mes, roleplaying games, educational gamasdstrategy games. The boundaries of the
divisions ardluid, many gamesombinethe features of many different types" (Skrzypczak 1999 [in:]
Huk, 2011). According to M. Listner (2009) "computer games areoKiplhy simulators whictHrom

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 nailg about its exploration, but also in the implementing and creating the

world of game in the semiotic and cybernetic cycle".

{® _dzl+al omppyod RSTFAySa RAIAGEHE 3IFHYSa +Fa bl O2
allows making changes in graphiodld G SEG RA & LX | #h8 Bame althdi &dds thatGines Sy @ ¢
term digital games can also be taken literally, meaning games for which you need a computer, or
O2YLJzi SNJ IFYSas +Fa | {AYR 2F SydSNIFAYyYSyds G2 N

In the group of digital games there are also educational games, which used to be defined as "the
gamesexplicitly designed witleducationalpurposes, or which have incidental or secondary
educational value. All types of games may be used in an educationabement” (wikipedia en,
educational game)An aucational game usually is designed in such a way that it stimulates the

development of the player, in order to broaden his/her knowledge or skilthelnase of educational
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gamesan educational objectivés 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 developmfsdasized by
researchers (Franken, 2005 [in:] wikipedia en, educational game), pleasure teaches us to distinguish
between what is good and beneficial for,simulating learning processes at the same time (wikipedia

en, educational game). It is pointedit 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 operationsuch as mvement, concentration, memory usage or logicahking.

The second category is informative games in which the plapeased on their existing knowledge

may expandheir resources in a particular topic.

The use of digital games in education is also linked to the emergence of the trend in creatiamtte g
called "GameBased Learning (GBL)", where the game is definedaaypt ofgame playthat has
defined learning outcomes. Generally, gatvased learning is designed to balance subject matter with
gameplay and the ability of the player to retain, ampply said subject matter to the real wotld

(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 angrovide best practices related to the pedagogical perspective of an approach. A
number of learning approaches exist that helptasinderstand how people learn. As learning does
not only happen within the formal space of a school classroom, but alsonifionmal and informal
contexts, as well as throughout people  f AsTFtiie Ar¥ Bspective pedagogical models that help

us create appropriate instruction and guidance for learning.

The following learning models and theories can be very useful fod#isign 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 The theory folAdult 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
GFyRNI 3238¢ O2Y0AYySa GKSEANERNAFE RF DRBSPE NRER
Greek). In contrast to pedagogy, andragogy views the learner as an independent individual, able to
take responsibility of his/her own learning and also conduct8efil f dzl G A2y ® ¢ KS f SI Ny
bring pesonal 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 t& tearning situations and rappropriate

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, needvesd

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

of adult learnersgee Figure 3

1.

Selfconcept: Adult learners are independent and can direct themselves to the types of
learning they think is necessary for their nsed

ExperienceAs 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 thperiexces, through the
different examples and elaborations they provide.

Readiness to learnAdult learners are anore mature learning audience. Hence, they are
ready to learn and transfer that knowledge to their own context.

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 prolcientred

and directly applicable.

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 ubbyaeed external motivators as well.

Self
concept

Motivation

Experien
to learn pernence

Andragogy

Orientation Readiness
to learning to learn

Figurel Characteristics of adult learners based on andragogy.
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Based on the above assumptions, Knowless (1984) and others like Kearsley (2010) have identified

particular principles for the @sign and delivery of instruction:

1. Itis important to involve adult learners in the planning and evaluation process
2.V RdzAf G £ SIFNYSNBEQ SELISNASYyOSa NS O2NB Ay | f S|
3. Adult learners prefer to build knowledge with content that is directly relevatitéir 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. Pcoblem
oriented instruction enables adult learners to participate more actively in a course and bring their

own experiences to share and analyse.

Experiential learing
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 sBattings of a classroom and can be adequately applied

through nonformal 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), thgluwhich individuals make observation, form assumptions and
test them in order to draw conclusions. Kolb has develope@xperiential learning cyclithin the

cycles, the learner startwith existing experiences on which they are required to reflect dralv

conclusions, which will define their next actions.

Concrete
experience

Active Reflective

experimentation observation

Abstract
conceptualization

Figure2Y2f 6 Q& /&80tS 2F 9ELISNASYydALt [SFENYyAy3
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Through the particular learning cycle, learners are able to reflect on what they experienced in the
learning course, concepalize the impact, draw conclusignand 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 probdeiding situations, through which
they need to experiment and reflect upon the ceasiences 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, gamesaase|l explored tool for learning. Gass 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 accessibilityday. 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 experientbased approach (Gibb, 198Mesearch 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 skillare 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 afnhaand
experientiallearning. (Tasnin et al.,, 2013) A reflective teaching method i.e. lectures, handouts,
required reading, programmed instructions and contemiented examinations are ineffective for
entrepreneurship education because these methods igrihe complexities of the entrepreneurial
environment. (Garavan, 1994) Literatures suggest that the use ofraditional intervention such as

games or interactive activities is valuable teaching tools for entrepreneurs.

As Tasnim and Yahya (2013) staiéerature indicates that the uses of no#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 mint¢ganore
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 sgvkills. 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 solvea problem met outside of the school.

.Aff DFEGS&a onwnnpo adlrdGSR GKS F2ff26Ay3Y G¢NF AYA)
2RI & Aa f)\lg ﬁNE?\YEI a2 ﬁél'-}@d‘f—ZﬂRﬁ‘ﬁl'k)ﬁ?l‘dﬂﬁYﬁ@ﬁ&iﬁ‘;@é
tool forthetiy Sa o ¢

McClarty et al. (2012) indicated that garbased learning in higher education teaand reinforces

skills important for future jobs such as collaboration, probieoiving, and communication for
students. They also added that an attractive elemehti® 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 pdayeactice, get
better and replay the part of the game whetbey failed. Moreover, games that give immediate

constructive feedback allow playsto changetheir game play in order to enhandkeir performance.

A yearlong pafEuropean studgonsisting 0600 teachers founthat the majority of teachers agreed

gAGK GKS TF2tt2gAy3 adlaSYSydy aY20AQ1GA2y A& 3
AYGSaANFrGSR AyiG2 GKS SRdzOFGA2ylf LINRPOSaa¢ owz2eo0Ss
An additional benefit of games in education is that it provideseamironment for authentic and

NEf S@Fyid aaSaaySyidaoed LG 200dz2NBE GKNRdJdzZZAK (GKS SgI ¢
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 dsdiadet usinghem

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

in particulardueto the process ofamiliatisationwith the game.

As McClraty et al. (2012) statglakere islimited 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 a#lituations. However, as the findings of various research
suggested digital games in education encourage motivation, engagemadaptivity, simulation,
problem solving and collaboration. Measuring these skills with academic performance might not give

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

LG Aa gARSte& I OOSLIISR y2gFtRIea GKFG Yirye 2F (2R
exist and that digital leracy and understanding of how systems (computers and otherwise) work will
0S02YS AYyONBlFaAy3dte AYLRNIIYyGd LYy FTRRAGAZ2YS (2Y
times throughout their careexand these jobs will certainly require some masterdigital media and

technology! 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

¢ SOKy 2t 23eQa / 2udiedlpidraine P Ra ORB G A @S RANBOG2NI 2F
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 baly w

combined with other exploratory, hanetsn activities and ongoing instruction from a teacher acting

more as a coach than a lecturet. f 'y DSNBKSYFStR | C2dzyRAYy 3 LyRdz
' YAGSNBRAGE QA [/ Sy dSNI F2 N ided gases if wefl ecuted lcin Pravidé alzLILI2 NJ
strong framework for inquiry and project based learning and are uniquely suited to fostering the skills
necessary for navigating a complex, interconnected, and rapidly chandigatLiry2 Below we will

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

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
gamesas a learning tool provide opportunities for continued practice due to the fact that negative
conseguences are not associated with failure. In fact, quite the opposite happens as failure serves
as an integral part of the learning experierfc®igital gamesalso enjoy the advantage of
immediate feedback which will enable students to improve their work when given constructive

feedback.

1Ly 9t Sy Factof Fcliolk:MVifldo Games Are the Future of EduéaSicientific AmericanSeptember

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

£l adaArt SOl I yRLiterdtuERgview @ Gaming id Educationt S| NAréhyRepoarS Juisel2012.

SDSS medp ledarnidg properties of good digital games: How far canthéysggo Ay wWA G GSNF ST R | o
+ 2 NR S NB5 NSetiobs GaieR:AMéahaniéms and EffectsLU8RD Routledge New York.
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Games Provide Personalised Learning Opportunities
Personalised learning according to OECD is that schools (and educatstitaiions 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 meetstude®td Yy SSRa& | yR Sy 3 9acobrdingly dadbliNA O dzt d:
student during a game could receive a picturehafir competences based aheir game actions

and games could be adapted further according to student needs.

Games Engage the Learhore
Gamesaccording to Csiksentmihalyi contain the pieces necessary to engage students and help
them enter a state of flow where they ardully immersed in their learning environment,
energisedand focused on the activity they are involved it the same time @mes 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 21
century skills due to that fact that they can accommodate various learning styles within a complex
decision making contexXtTo this end there is an increased awareness that teaching and assessing
21%t century skills according to Rugp ¥ NXB Ij dzS y { éxposinyXedjrms taBaédesigned
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

AN

f SI NYAY3I °SrislisSvhek vieia3i§nedgames 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 blslvHorsyth, Butler, Wallace, Graesser and
Halpern who developed a gantmsed intelligent tutoring system designed to teach scientific
AYlidZANE &1Afta G2 KAIK adKz2z2t +FyR O02ftf &3S &ddF

6 Organization for EconomicCooper ati on and D eResonalizingEdudatiof6O EEGE)c udt i ve Summar
available at http://www.oecd.org/edu/school/36509488.pdf accessed on 13/01/2016 at 16:15.

7 Csekszentmihalyi M. 0 Flflheew Psychol ogy of opti mal experienced Harper
Larsen McClarty, Al ine Orr, Peter M. Frey, R & hiteratire P . Dol an
Review of Gaming in Education6 Pear son Reseakdh Report, June

8S qui r eFram Cbntentdo Context: Video Games and designed experiences 6 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

Aar on MclLWesature 0Review of Gaming in Education6 Pear son Research Report, June
Rupp A. Andre, Gushta Matthew, Mi s | e v Bvidéheelzemtered Dédsignaf nd Wi | |
Epistemic Games: Measurement Principles for Complex Learning Environments 6 The Journal of Technology,

Learning and AssessmentVol.8 No.4 2010 pp.1-48.
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with artificial inteligence agents and are continually evaluated on their application of higtur

thinking skills as demonstrated by their responses to the agénts.

The overall findings
The overall assumption that can be drawn from the above is that digital games cparsapd
facilitate learning. Sincthey havenot yet bennwidely 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 gamcan cause various threats:

1 Inappropriate behaviours such as cyber bullying
9 Risks of privacy and security

1 Anunsuitable pedagogical climate

¢CKIFIGQa gKeé AG Aa YySSRSR (i BgaBéeducaiidndl anfironmgnt for LILINE LIN

successfuéntrepreneurship learning.

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

These threats can cause problems not only for game players but also for game developers. José
Manuel Mercado statédy whien opeating smoothly, online services are invisible and largely taken

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

consumer backlash can be costlgp

Inappropriate behaviours online that might also occutigame surroundinglearning are ones that

showvarious forms ofggression:

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.

5SYAINI GA2yY LRadAy3a F2aaAL) 2NJ NHzY2dz2NA (2 RI

=A =/ =4 =4 =

Cyber stalking: repeated, intense harassment and denigration that includes threats or creates
signficant fear.

f hdzlAy3Y akKFINAYy3d 2ySQa aSONBiGa 2NI SYOIF NNF aaAy:
1 Impersonation: pretending to be someone else sending material to get that pdrgon

trouble (identity theft)

OMillis K., Forsyth C., Butler H., Wallace P., Graesser A.

teaching scientific inquiryo qOwn PaeldM.iFrey, Robett P.doldnavictesrien Mc Cl ar |

Vassil eva andA lAeatucerRevdw &f Gamingin Educaton 6 Pear son Research Report,
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9 Trickery: Tricking someone into revealing secrets, then shérardine

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

YR W2KFyySa . NBdzSNJ | dzii K2 NK beke¥e that{a raiinagativeDelffectS & I' { S E
of a sexist gaming culture is exclusion #mely 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 diversificattba of

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 tiia¢ number of playersacrossgendersis becoming more even

I dzii K2 NB  €ekismiinygandin tuliured witost 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
ageRSNBR 60A®Sory SEOfdzaA@Steée YIS0 OGAOAGRE ®
Sexism in gaming is an important topic and there is a rm&vre that surfaceda year after the
"Gamergate" affair, which involved a spate of threats and harassment of those criticizing the way
women are depicted inideo gamesThere wasa plan to make two panel discussgra { F @St 2 Ay Y
Discussion on the Gaming Community" and "Level Up: Overcoming Harassment in Gathes"

March 2016 event in Austin, Texas, butvas cancdled after getting many threats as aagisers

claim'®; "in the seven days since announcing these two sessions, SXSW has received numerous threats
of on-site violence related to this programmingA smilar incident occuredwith female games
developer Brianna Wt developer of sefi action puezler Revolution 60. She has been threatened to

be raped by aonymous persosbecause of her outspoken support of women in tech and gahhing

There is an online course about defending games from hacker attacks, where auttidinis course

claim, that sometimes hackers try to steal game code even before the release of the game, so that
GKSe O2dzZ R 3ISH Y2ySeé FTNRY AdY a3a3A@Sy GKS fI NHS
game code, sometimes even before atitili& f S aSRX (2 fFdzyOK | GdFO1a ¥F2
that not only game playersouldbe threatened by piracy, hacking or cykmtacks, but also producers

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

While playing digital gaes care must be taken with the management of personal data. Players might
getthe feeling that theyhavelost control of their personal data dhat someone has stolen ib use

illegally.

14| Page

m Erasmus+



@

All these threats should be takento account for having an apppoiate 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 soeg@onomic modefor business, the social enterprise. In the 1970s,
with increased unemployment and falls in economic groathoss 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 governtents.

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 byl sitiety 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 informatiornrpvision.

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 differem@cross 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 tnestablished 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 eséstpit is

therefore important to un@rstand their sectoral context.

11 MosherWilliams 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 & ¢bintext.

According to the European Economic and Social Committee, social economy enterprises represent
ME: 2F FEf 9dzZNBPLISIY o0dzaAaAySaasSasz gAldK G2 YALEAZ2
2013).

This growth is not confined to Europe but isleefed across the globe as exemplified by data on
worldwide cceoperatives (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 piger 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 fétes.

Demonstating 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 situatedefines 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 withingbetor 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, thef bl

policy and the outlook for the social economy. Essentially, what emerges heresstiatenterprises
operating within the social economy occupy a place in member state economies that is distinct from

the more traditional private and public sa@ors and is extremely important in the European context

12 University of Playmoutly 6SCube Project (S3): Trainifoit Kills In®2 OA F § 9y GSNLINA&ASE ! aAy3d +ANIdzd €t 9y gJAa
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The European Commission Definition

A social enterprise is an operator in the social economy whose main objective is to

hawve a social impact rather than make a profit for their owners or shareholders. It

operates by providing goods and services for the market in an entrepreneurial and

innovative fashion and uses its profits primarily fo achieve social objectives. It is

managed in an open and responsible manner and, in particular, involves employees,

consumers and stakeholders affected by its commercial activities”.

The Commission applies the term social enterprise to the following types of

business:

. “‘those for which the social or societal objective of the common good is the
reason for the commercial activity, often in the form of a high level of social

innovation,
. those where profits are mainly reinvested with a view to achieving this social

objective

. and where the method of organisation or ownership system reflects their
mission, using democratic or participatory principles or focusing on social
justice.” (European Commission, 2011:2)

Figure3 European Commission definition of social enterprise

Social Entreprenetship: A Todlor Social Change
la 6208 SELXIFAYSRE Ay (KS flaid RSOFRSa GKS Oz2y
emerging in the private, public and ngmofit sectors, and interest in social entrepreneurship

continues to grow very fast.

Currently, the norprofit secta is facing intensifying demands for improved effectiveness and
sustainability in light of diminishing funding from traditional sources and incckesmpetition for

these scarce resources. At the same time, the private sector is increasing the neagtadogorate

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

all levels are grappling with multiple demands on public furids.

13 Ref .Sherrill Johnson, Research Associate - Canadi an Centre for Soci al Entrepreneur shirg
Entrepreneurshipo November 2000
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With its inner attitude to problersolving and social innovation, social egreneurs blur the
traditional boundaries between the public, private andn-profit sector, and develop/experiment
hybrid models of foiprofit and nonprofit activities in a very wide range of sectors.

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

it aims to develop new approaches solve old problems using oftea strong intuitive appeal and
attitude to create new and challenging models of management andgsses.

As anychangeoriented activty, 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 onefrotiner.

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 aodgoingprocess not sitiable with the purpose of

Entrhno project, but to foas on the specifiSKILLS thatIN2 2 SO0 Qa LI NIYySNB ARSy
A0NF GS3IA0 (2 0S LlzNAdzZSR (lsécialR@répkeyfedr di KS LINRFAE S 27

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

education sector, which is baaity the core field of action ahe Entrihno project.

What we try to focuson 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
SYGUNBLINBY SdzNE KA L) SYLKI a enhtréprederi@inatird af ha aclivity (e, G K S NJ
by focussing on noprofit organizations and their activities), much of the literature on social
SYGNBLINBYSdzNBE SYLKI aAal $a GKS WSYUNBLINBYSdINRAI £ Q C

As regards the needed skills for social entrepreneurship, literature and experiencesialig egrious
and very wide albver the world, especially when we talk about Aethnicalbut transversal (the so
OF t f SRekillB.a2F € 0
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{2F0 aiAattaz Ffaz O2yyYzyfe (y26y la waztid O2YLISI
attributes or a € dz2 G SNJ 2F LISNE2Yy Il f GNXAda GKFG 2LIWGAYAAS
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 c@atencies 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, theetaiamnal

dimension involved.

Here below we proposelist of the 10 transversal/soft skillsd K G I a2 OAl f Sy i NBLJ

acquire:

1. Leadershipg the social entrepreneur takes initiative and action to solve problems, acting as
G Sy 3o gadhér collaborators and stakeholdessipporting the idea. He/she does not complain
aboutg KI 1 Qa ¢ NByYy 3 0 dfdorwabdzHelshe has & widelNiubeSBcBntext and is able

to act within it.

2. Creativity and innovation ¢ the social entrepreneur sees new possibilities and think in
unoonventional ways. He/she sees connections and patterns where few other people would imagine

and works for it.

3. Resiliencein the face of adversitiedVhen things fall aparthe social entrepreneur rises to the

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

4. Grit and motivation- This is a combination of perseverance, passion, and hardwbekrelentless

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

5. Social intelligence; socal entrepreneur is excellent at connecting with others and building strong
relationships, taking i@ account not only his/her own concrete interests but alke O2 Y Y dzy A 1 @ Q& X
environmental constraints, ethic aspects of any decision, immediatdamgiterm consequences of

processes and decisions.

6. Empathyg 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 ohers whom he/she works for.
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7. Optimism ¢ the social entrepreneur is confident théttey can achieve a bold vision, even when
many other people doubt them. They have a strong sense ckffidhcy and a belief that they have

the powerto change their circumstances.

8. Flexibility and attitude to mobility and changes the social entrepreneur is able to changeeir
plans if neededat short noticeif necessary for the result, available to maved travel, andto find

organizationakolutions to face unforeseen circumstances.

9. Continuous learning the social entrepreneur never considgghemeslveut of learning process.
5dzS (2 GKS KAIK fS@St 2thejob ghyte tdd factthatyt relatgsRoméeneds f | ( A 2
to social dynamics, and not only economic orgbgy must be ready to improveheir skills and

knowledge whenever needed.

10. Visionary approach the social entrepreneur sees opportunities where others only gels
unemployable people and unvalued resources. Courage and prompt thinking is what makes social
SYGUNBLINSYSdzZNE RAFFSNBY(G FNRY aAiAvYLie waz2RQ LIS2 LI

Each one of these skills is something that young entrepreneurs can develop with practicehather

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

C2NJ I f2y3 GAYST LIS2LX S (K2dAKG (KIFIG GKS&AS GNI A
O2dzf Ry Qi OKIFy3aSed .dzii y2¢6 6S (y26¢ 0Ktyinthelagmed S OF y
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 tethmme 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 busimessranagemenskills to the
non-profit secor, the skills of the entrepreneur are fairly replicable through traditional tools and

curricula.

LT F a20AFf SYdNBLINBYySdzaNJ Aa O2yOSAOGSR a | ONBI
replication will be much more difficult to achieve,dathe focus should then be on creating conditions

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

We think that bothof 1 KS & S & YtBeRs&ialZistrepfedeur could exist in reality, and that an

effective and productive triaing tool should take o account both these extreme profiles matching

technical knowledge with relational and soaalmpetences
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In conclusion, we can wish and work in this direction: given the need for new approaches that social
problem solving dematts, 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 theoBean countries, even if irecentyears it
seems that something is changing and that, in policy terms, the relevance and priority of this topic

seems to hae beenacquiredwithin 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

GKS 06S3aAyyAy3a 2F GKS t1aiGd RSOFRS® ¢KS 9dzNRLISIHY
9dzNR2 LIS¢ Ay HtmanemtrepidhélssHpyisitie k&otcompetitiveness that accompanies
efficiency and innovation. (EC, 2003) According to a Eurobarometer survey (2002), 45% in the EU and

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

is less entrepreneurialyshamism 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
OYUNBLINBYSdINEKALI ! OGA2yYy tftly FTR2LISR AYy Hnananx
entrepreneurship in Europe since it is the major driver of innovation, competitiveness and growth. It
aFAR OKFGO Ay 2NRSNJI (G2 NBfSIFasS GKS 9! Qa FdzZ t SyidN
place for entrepreneurs. It acknowledged that tl#) needed entrepreneurship education that

supports the creation of entrepreneurial mirstts among young people. (EC, 20042006 the

I 2YYA&aA2yQa [ 2YYdzy A QBG N2y YA X1 S Y Syaiorzywa t N2 I NI
importance of fosteringentrepreneurialmind-sets through education and learning.acknowledged

that education in entrepreneurship increases the chance of atpgt and selemployment. Besides

the growth in the number of starmtips, dynamic SME can also benefit from young people with
entrepreneurial mindset. (EC, 2006Jhe 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 Sy &S 2F AYAGAL |
SYGNBLINSY SdzNE KA LXE I a @Offical JBufnal 6fkh8 Eutofedn UdianY20IB(ip§.y O S a d
17) In 2008, the COM put forward tHemall Business Act (SBi#wat aimed at unlocking the full

potential of European SMEEhe Obsrvatory 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%he key to succeed in the field of entrepreneursisigo chang the

perception of the roleof entrepreneursand risktaking in the EU and therefore entrepreneurship

should be applauded by political leaders and the media and supportedimynistrations. Actions
LINPLRASR Ay (KS {.! RSAATIYSRNAGOANRAYIIFR 4O d
entrepreneurship education among young people and women. (EC, 2008) The objective of the EU
Strategy for Youth adopted in 2009 we development and the encouragement of talent, creative

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

Strategy ecognised that the EU needed to promote entrepreneurship by supporting Young Innovative
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Companies. (Flagship Initiative & L Yy 2 @I )iiThr@ugh tHe yldgshiy initiativélyouth on the

Y 2 @ #é Strategy explored ways of promoting entrepreneurship through mobility programmes for

young professionaldt also promoted the recognition of neiormal and informal learning as a way of

stimulating entrepreneurship educatioRinale > & KS T | 35 dustiiallpglidydok thel A SY
globalisation erd NB I f AT SR GKIF G GKS &dzLllll2 NI 27F Sy idNBLINB
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 resetl In addition, it

stated thatentrepreneurship must be developed by certaimlipy initiatives, for instance the
simplification of company law or initiatives that allow entrepreneurs to restart after failing
business(EC, 2010) In additiothe facilitation of entrepreneurial mingets, greateavailabilityof

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

into startup grantswere some of the priorities of COM 2012 Communicatios 2 6  NR& | 2206
NEO2 OSNE ¢ d@® yAiINBLINGS/yMHIINE KA L) Hawn ! Ol Eargpe hackltoy NI O2
ANRPGOGK YR KAIKSNI £tS@Sta 2F SYLIX 2eYSyidasx 9dzNRLIS
documented that entrepreneurship makes the European economy more competitive and innovative.

In Europe, new companies (particularly SMESs) representrtbst important source of employment,

they create 4 million jobs each year, according to the COM calculation (2009). The Plan suggested
AaSOSNIf OlA2yar oKAOK ¢gSNB INRAZISR dzy RSNJ (1 KNBS
potential: 1.) Entrepreneurial education and training to support growth and business creafion
Strengthening framework conditions for entrepreneurs by removing existing structural barriers and
supporting them in crucial phases of the business lifecyrld 3.) Dynamisiig the culture of
entrepreneurship in Europe: nurturing the new generation of entreprene{€, 2013Mlong with

the Entrepreneurship 2020 Action Plan, the COM proposed the Youth Entrepreneurship Strategies
(YES), which aims at bringing wider understaBdin2 ¥ &G Sy 4 NS LINBY SdzNA KA LJ S R dzC
creating an education systewhere attitudes, soft as well as hard skills of young people can be
developed such as creativity, responsibility, Htisking, problemsolving, teamworking and relevant
businesscompetencies. 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 educetianstitutions 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 watkiegpport 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 persondulfiiment and the achievement of social objectives.

DirectorateGeneral (DG) for Internal Market, Industry, Entrepreneurship and &Mikess COM service

responsible for fostering entrepreneurship and growth by reducing the administrative burden an smal
businesses and implementing the actions described in$BAe DG has also been studying the
entrepreneurship in EU Member States for over a decade. The latest survey was carigdTiNG

Opinion & Social network @l MSs and some ndBU MSsandwé&y G A Gf SR a9y (i NSLINBY S
GKS 9! YR 0S@2yR¢ 09dzNPOIFNBYSUSNE HAMHO® Ly GF

introduced.

58% of the EU respondent would rather choose to be an employee overrsployed and only 37%

would consider selemployment as a career prospect. This numbers indicate thatesaiioyment

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

45% chose sedmployment as career prospect. It is important to note, that gtly, self

employment was more attractive in neBU countries such as Turkey (82%) or Brazil (63%). 30% of EU
respondents who were not seéfmployed regarded seémployment as a feasible career option. the

vast majority (68%) thought that sedfploymeni A a y20 LI &daAofS gAGKAY p @&
YR adKS OdNNByli SO2y2vYdz00a Of s ¥NBSUKSE §yagd ¥2aR EJ
when citizens were asked about why seffiployment is not feasible for them. The survey also

revealed iflormation about the desirability of sefmployment and shed light on the depressing fact:

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

23 % of the respondents indicated that they had already startedsinbss, 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 entemmurs 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
statementsientrepreneurs take a@ I y G 3S 2 F 2 (i K Sopahdubathtitpfeteirs ang N 6 p T

14 http://ec.europa.eu/growth/aboutus/

24| Page

m Erasmus+


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

@

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 $herege 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 ihé European policy context part, the EU has been trying to foster
entrepreneurship education in formal and néormal learning. However, there were only 23% of the
respondents said that they had taken part in a course or activity about entrepreneursieipe3iit

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. Persbindependence and sdfilfiiment are the most

popular reasons for wanting to become seffiployed 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 entreprendnrdfect, entrepreneurs are those
gK2 OFly aidlrdisS (GKS F2tft2¢Ay3aAY aL Y | Yéhghar
concept of entreprenewsOl y 068 (GKS /9h ¢gK2 AaNBAy@SyGas i
definition is conceptually digiOli FTNRBY & asSt ¥nS-agbye@meddle donStbdediza S & S
the combinations of skills that are necessary for real entrepreneurship are less important for.

| 26 SOSNE Al A& AYLRNIFyd G2 y208 GKIG +FaG GKS
entrepreneurs if they view themselves as having started a busiessording to the definition of

OECD (OECD, 2001, pg. 22) entrepreneurship is used synonymously vathpd@yiment and an
entrepreneur is anyone who works for himself or herself but noafoyone elseS E O S LJG  dza/ RS NJ | N

length contracts or their conceptual equivalent.
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work

Figure4 demonstrates the selémployment rate of the total employment rate in the EU in 2013 based

on the statistics retrieved from OECD. Ass #élreadyevidentfrom the bar chart, Greece (36.8%) had
significantly higher seémployment rate than any of the oédr EU countries. Comparing this rate to

iKS 3Jf20lft  SHIH2eEHFEONRE S&a 3 faFT KAIKSNI GKIFyYy . NI
Generally, it can be seen that countries from south Europe such as Italy, Portugal or Spain performed
much better inregards of the seléemployment rate than the Western European countries like,
Luxembourg, Denmark or Austrihe reasons could be found in the GEM report (2014) because it
revealed information about the motivation of earffage entrepreneurs in the Ebuntries. 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.) neckassty
SYGNBLINSYSdZNE | NB {ii&RIAGKBHKAS aRK2 IS FR) 6B IC2NI Ay A
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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Figure5 % of seHlemployed in elation to total employment (229 age group), by EU MS, 202813 Source: Eurofound
(2015, pg. 12)

According to Eurostat (in Eurofound, 2015), there were 6.67 million people between 15 and 29 who
were selfemployed in 2013. Comparing this data to the tatamber of young European population,

it means that only 6.5% of the total young population engaged iresaffloyment. Like in Figuek a

similar trend can be identified in Figure that shows information about young people self
employment in the EU. @ece and ltaly 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 sethployment rate in 2008. Asdfn 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

9 dzNR2 LJISQa 7Tdzi dzZNB RS LISefiated 2nd enirép@nedirigl ¢itzéhs vina g Ihe ¢ S f
spirit and inquisitivenessto take on their own businesses. A dynamic economy that promotes
entrepreneurship is needed in Europe. Education is a crucialS®ém G2 akKl LIS &2 dzy/3
attitude, develop their skills and culture that it is vital for entrepreneurshifherefore,
entrepreneurship education should be addressed from as early age as possible. It does not only shape

the mindsets of young people butsa 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 Bim®pean countries
launched entrepreneurship education strategies from 2007 and particularly in 2009. Entrepreneurship
education is being promoted in most of the Member States across Europe focusingiatetiration

of entrepreneurship education. (EAEER012)

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 entrapreurial 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, 2012hb)

28| Page

m Erasmus+



@

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 jaband an additional 356,000 employeglko had a second job in which

they were seHemployed The selemployment is higher than at any other point over the past 40
years. Since 2008, the rise in saifiployment was largest in professional, scientific aadhnical
activities which include roles such as management consultancy,-kespers, 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 accountedbjothe 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 selfemployed. The second highest seffiployment rate was in the South West at 16.6%

followed by theSouth East at 15.8%. The North East had the loweses®lfoyment rate at 10.8%.

Comparing Januaiylarch 2014 with the same period in 2009, seffiployment increased by around

19% in the UK, equivalent to around 720,000 people. This percentage incraaghenhird 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 recevy 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-a@ployment rates of around 14 to 15 per

cent.
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Fgure 6 Selfemployment rates (2014), Source: Eurostat Labour Market Database

In the UK, just 17 per cent of selimployed 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).
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Figure7 % of selemployed workers with employees (2013) Source: Eurostat Labour Market Database

The proportion of young, sedmployed people in the UK is less than 5Phe 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)Ating to the Eurofound (2015) research, in the EU28 in
2013 there were 2.67 million people between 15 and 29 who werdelployed. This means that

only 6.5% of the total young European population opt forAsstiployment.

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

in 2012, 33% of the UK respondents would choseesalfloyment 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 fearslbemployment 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%f 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 (8Méofhat

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 oft tiiac@ on the Global
Entrepreneurship Index Map. This index measures entrepreneurial agstuaspirations and activity

across the globe.

Gaming education in the UK
The yeaflong Teaching with GamégSandford R.Ulicsak M., Facer K., Rudd 2006)project aimed

to extend our understanding of the ways in which commercial computer games neigimgbemented

in a formal educational setting, drawing on empirical evidence and examining thevogal use of
selected commercial titles in schodfsthe UK in 2006 Sandford et al., 2006). The major finding of
the research was that it recognised thiie 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 stuslemleas
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 environmemd 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, 201#)¢e 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 contteefrom
game itself butcan becomehe context for learning. In addition, he implies that research proves
gaming in education has positive impact on studeHis.used Sims City, simulation game, to teach his
students about urban development. In the game, eveny 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.
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Focus Group
The focus group activity took place onthé"Zanudl® Hnmc AY Ly2@F Qa KSI RIjdz |

UK. Tenyoung adults and five stakeholdeastended the focus group activity together with three
facilitators, Inova hosted 8 people. The 10 people from the target group were all students and
belonged tathe age group of 185 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.

Theaim of the focus group activity is to find out information to ensure that the Entrinno online game

gAff 0SS | @lFfdzadofsS (G22f F2NJ G6§KS LINR2SOGQa Gl NBSIG

Gap Analysis report of the project.
The focus grop lasted for 25 hours from 13.0a15.30.
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
LIS2LX S ¢K2 YI G§OK K StargotNjfouipSadlivell aszafe ahlekdconsiu@ialq Ol Q &
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
stardard 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 saif 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 bagkral 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 year§he Consultancy Academy is a community of academics and
practitioners who specialise in mteidology for Growing Businesses across the UK. Inova welcomed
two participants from the Academy. Other participants from the stakeholder group came from Civil
Sociey 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 atteg 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 diffeent 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 recruitmevas 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

bic e o cliElel John's professional background is in IT and Management Consultin

(stakeholder started hs career in the manufacturing sector as a Programmer/ Ana
Systems Analyst, and then as a Senior Systems Analyst. He then worke
Business Consultant, working with a huge array of organisations, e.g.
private sector organisations such as IBMtus, Rover Group, Jaeger Grol
British Oxygen; also in the public sector working for DFID, & with Fr
government departments, in the US, in large muiillion dollar companies
as well as with smaller and medium sized organisations. John hasirestbb

level positions in a number of organisations.

Medical student University of Sheffield

Engineering MA student at the University of Sheffield
French exchange student at the University of Sheffield
Medicine MA student at the University of Sheffield
Business BA student at Sheffield Hallam University
Musician, selemployed

Selfemployed, Craft jewellery

Business student &heffield Hallam University
Business student at Sheffield Hallam University

Andrei Ichim Biological engineering BA at the University of Sheffield (Romanian origin
El\/precinilelais | Managing director at the Consultancy Academy

TheConsultancy Academy has had its roots in both business consultanc
in academia. Its partners all run successful businesses, and have had sigi

experience in growing and leading businesses.
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Callssr@cinie s Chiles currently owns two companiescansultancy business and a buildi

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

working in management for international consumer brands

Besides the participants, there were three facilitators present from Inova, namatin&iLarios, Elsa
Dufay and Tamas Tuske. They all shared the responsibility of organising and moderating the focus
group activities.

Format Setting and Process
Ly2@FQa YSSiAy3a NR2Y K2a0SR (GKS F20dza 3INRdzZLIP ¢ K¢

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

the facilitators.

The facilitator explained the participants that basic house rules including emergency rules. He also
indicated that the focus group wid 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 facibitaintroduced theEntrinnoproject to the participants,
explained the objectives and the estimated outcomes offite partnership carrying out the project
was also introduced to the attendeedt 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-lmeaking session
when everyone had the opportunity to shortly introduc

her/himself.

The icebreaking session was foled by an icéoreaking activity. |

The facilitator explained a short scenario to the participants:

G, 2dz KIS @2dzNJ LI & OKSO1l I ¥ Wl 2 & SR

5

the bank in order to cash it in. However, there is a bank robber'
taking place at thenoment you enter the bank. You are the only o
got shot in the bank but your injury is not serious. Do you con '
@2dzNESE T fdzO1@& 2NJ dzyf dzO1 e K¢
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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
NEBALISOG G2 SIOK 20KSNRA 2LAYA2Y D wS
encourage less outspoken people to speak up and skiahgable

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

LI NOAOALI yGa | O1y26f SRISR Sl OK 20K

g beneficial for the whole group.

Findings of the Focus group
Y At LY 2NRSNJ 02 ARSYGATeR 0KS LI NI A

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

o (]
© o0 e © oo o

10

first half the scale (<5).

Participants belonged to the stakeholdegroup showed higher knowledge in terms of
entrepreneurship as it was estimated. Students studying business disciplines rated their higher as
students attending nosbusiness related courses. Looking at the scale where participants rated their
knowledge wecan 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 aite below, these words are summarized. Interesting to note that

LI NOHAOALI yia YSyYyGuArAz2ySR (GKS F2if2¢6Ay3q g2NRA Y2NB
4dz00Saa FYyR AYRSLISYRSyOS¢ o
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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 tgvid 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 separategroups 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 interegitg 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, networkiagibifity leadership,
communication, problersolving 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 evolvedtina 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

=A =/ =4 =4 =

Understand your personal resources
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i1 Network
1 Creat a unique selling point

i 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 fndings of the task are revealed.

Target group I: Young adults
Participantdrom the young adult target grougere asked if they see themselves as-sefiployed in

the future. The vast majority of the students (7) said yes, 2 said no and only one iRlicateY' | & 6 S¢ @

Would you like to be selemployed?

___I

Yes No Maybe

Whenyoungpatrticipants 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.
Participantsstated that they play or play with games such as:
1 SIMS
World of War craft
Z0oo Tycoon
Roller Coaster Tycoon

1

1

1

1 Football Manager
I Theme Hospital
1

Monopoly
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Travel Around Europe
Poker
aO52y Il f RQa DI YS

= = =4 =4

Language application

Do you play video games or online games?

mYes

= No

Among the participants, the spalleda ¢ @ 02 2y ¢ 3L YSa ¢SNB LR LJzZ | ND»d Ly
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.

tKS 2ytAYyS GSNBAZ2Y 2F az2y2llfeée ¢la 2yS 2F (GKS 7T
they were asked about games that developtrepreneurial 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 thatpoker 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 partiipants 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 becominressiul
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 developmenthe following skills were mentioned during the

conversations:

9 report writing
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negotiation
presentation skills
problem solving
teamwork
flexibility
leadership
communication
time management
taking initiative

=4 =4 =4 =4 -4 4 -4 -4 4

As young people were asked how they develop tredlis, 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 peoplg, Finall

volunteering was mentioned as a potential way to develop the abueationed 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 thistiquelsowever 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:

91 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.

1 Working out a strategy to visit certain number of destinations, the most efficient way
possible

1 The game should focus on gaining points rather than completing and end goal

f Repetitive games are boridg { OSy S 2F (KS 3+ YS akKz2dzZ R FNXBIj dzS
bored.

T LG aK2dZ R Ay Of dzZRS aGoNIAYOINFrAYyAy3IE GFala

9 It should be an interactive game where players can communicate with each other and
therefore share best practices.

1 The game should be connectamsocial media platform because it is engaging for more
people.

9 It should include a talo list that allocate your time and alarms you to do your daily game.

1 Developing a realistic work environment with employees that have behaviour pattern.
Players wouldeceive hints of the real life implications of entrepreneurship.

1 Achieving a goal in amount of time.

1 Receiving awards that would motivate players to reach the end goal of the game.

1 Achieving the top position on the leader board

40| Page

m Erasmus+



@

1 The game should pose serigflschallenge to players and users should overcome obstacles

Target group Il: Stakeholders
The stakeholder part of the group went to another room where they were asked slightly different

guestions.

Stakeholders believed that a game can be anengagingandt NB I f f AFS A0Syl NR 2§
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, stategic direction, marketing and finance consideration etc. but also in the softer skills such as
team working, communication and decisiamaking. Studentgof all agesfouldalways engage with

the competitive element of the game and upon reflection céghlight 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 ide&s online game could boost attention and make learning

fun for students. Ao, 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 durirg theeddition,
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 Iears 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@&iNE A G & Q& Sy G4 SNLINRK &S
practice in the UK. The University of Sheffield Enterprise brings togethertonet entrepreneurs to

make ideas happened and create opportunities to develop ideas.

The stakeholder group was also asked about what tinétyk 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 maagement 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 coitatel 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 userwith 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 stuidevis
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

diagramon 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 hafluiential 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. loccurred 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. Patrticipants of the
focus group indicated the positive characteristic of the game such ag ttatelops 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-tiamsuming, it could distract students

from learning and plyers 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 zecRdirticipants 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 timeonsuming. Moreover, it is important to have a game that does

not require an expensive device gt 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 impégred 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 mult, triggered the implementation ofpolicies that promote entrepreneurship as one
promising solution. EU policy objectives as expressed in the Lisbon Strategy set a target of 15 million
new jobsby 2010 and point out to the development of entrepreneuralpital and the creation of an
entrepreneurial society® Europe2020 strategy that followed aims at delivering growth which is
smart, through more effective investments in education, research and innovaigiainable thanks

to a decisive move towards a lesarbon economy; andhclusive 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 aslonate/energy:®

Greece under the National Strategic Reference Framework and the Operational Programme
G9RdAzOF GA2Y YR [AFTSt2y3a [SENYAy3Ié KLFLa AYLESYSy
framework for supporting innovation and entrepreneurship 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.Oneof€ S YI Ay 32Fta& 2F GKS hot ® G9RdzOI GA2Y | YR
offer to everyone basic education related to innovation and entrepreneurship, support new

entrepreneurs as well as new innovative entrepreneurial ideas and preparattional’

Regarding youth entrepreneurship in Greece two researches conducted by the Foundation for
Economic and Industrial Research in the years ZIAB and 2012014 respectively reveal some
interesting findings. More specifically Easkage entreprenarship as measured by the Total Early

stage Entrepreneurial Activity (T.E.A.) index showed the following fi§ures

BINEur opean CobEmnirsesp roenn eou r s hGrepn Paper BEisselsp FCe 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 (O d FEIR)
OEntrepreneurship in Greece during 2012 -2013: Are there any Signs of Recovery in Small Entrepreneurship?6
and Stavros Il oanni des, Entrepeeaenrshipsin @eecet dlpeo Dyhamies od Youth
Entrepreneurship 6 O d FEIR, Athensd Greece.
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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
innovationdriven economies in the Global Entrepreneurship Moni{GEM) with a percentage of
12.6. Accordingly,17.3% of the earkgtage 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% ieral Greece, 11.1% in West Macedonia and 7.9% in the Peloponnese.

The average Greek entrepreneur as stated at the Global
The average Greek
entrepreneur - as
of age, educated with a university degree, operating in the consun stated at the Global
Entrepreneurship
Monitor (GEM) is
stage entrepreneurship was 4.3%. What should be noted is that more likely to be

Entrepreneurship Monitor (GEM) is more likely to be male425ears
services sectol® However thepercentage of women involved in early

number of Greek who believes that they possess the abilities and skill Male, 25-44 years of
age, educated with
start a business remained high for 2013 at 46% while the fear of fail 3 ynjversity degree,

wasat 49%%° 4.8% abandoned a business in 2013 and Greece ranks |  operating in the
_ _ _ _ . _ _ consumer services
among innovation countries regarding the indicator of business exit w S

the main reason being lack of profitability (51%). Last but not leas

should be noted that Greek entrepreneurship is doatéd by micro,

family-owned firms getting their financial support from informal investors mainly family and fiend.

The situation regarding entrepreneurship education for sure cannot be characterised as ideal since
despite the fact that the link betweemmovation 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 action& 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 universitisIn general the issue of
entrepreneurship education in Greece is still at a rather embryonic stagel 8dimical 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 mainéssto be investigated though are first to relate

entrepreneurial education with the Greek particularities and secondly to see whether the promotion

2T SYGNBLINBYSdzNALIFf SRdz2OFGA2Yy Ay GKS GSNIAFNE SR

research and productive systeffi.

Thus there are only a few entrepreneurship units in Greek universities. More specifically the Technical
University of Crete has established the Innovation BnttepreneurshigJnit with the aim to promote
entrepreneurship amog 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 Entreppeaadrshi
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 educatiecordinglytheir potential is not fully
utilized. Social games used in education lack gedial 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
GNI AYSNEQ YSydalrtAade G2 dziA tadditidh, ganiny 8 &Sreeke/hasiak S
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 o$@ew 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.

21 n Mi chal i $he Rramewoek rfioo Ianovation and Entrepreneurship in Higher Education in Greece &
The Hellenic Open University Case6 Journal of the Systemic Innovation of Education (JSIE) Vol.1 Issuel pp.75
81, 2011.

23 As above (8) p.8.

l'n L. Papayannakis, | . Kast EntrdpieneurdbipedbcatioriirgGregce:c&Erpdriere Mavr ot a

and challenges for a Technical University 6 Paper pfar ¢he HIME-HIFE/NTUA Athens Conference,
November 30-December 15t Unknown year.
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There are though business games that are used in the context ofispmmirses in tertiary education

in Greece. Here we will present several of these games used in universities in GreeBesihiess
Strategy Gameleveloped by the University of Alabama is used at the Management Game course at
the School of Electrical andomputer Engineers of the Technical University of Athens (NTUA). In
addition,the game is also used in the context of the Business Strategy course at tienEUMBA at

the Athens University of Economics and Business (AUEB). NTUA also uses an ideslalhed
business administration game namégbixeireirwhich simulates the entire business administration
environment. The Technical University of Crete uses 4h¥irtual Platformsa business game
RSOSt2LISR Fa LINI 2F (GKS y@2dANBEBSNBRI (SR GKR9E Y
Entrepreneurship Unit. Lastly the globally known Beer Distribution GarBeenGameleveloped by

the Massachusetts Institute of Technology (MIT) is used in the context of the Supply Chain
Management course at the SchoolM&chanical Engineering of the National Technical University of
Athens?®We could sum this up by saying that games used in tertiary education in Greespeaially

used in the context of specific courses and aim at instilling specific skills to thegadintig students.

% 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 fromehsite of the Technical University
of Cretewww.tuc.graccessed on 13/01/2016 at 12:30.
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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 335 and a second one consisted of stakeholders. In order not to waste
valuabe 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 organisatimhgniversities helped us in the
recruitment of the young people aged from-B8 years old. For that reason, all communications were

made through phone calls, so there is hadewice concerning recruitment.

Overview of Participants
Our aim was to have 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 Inteomsti 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 pigtand the private sector

3. Giannis Chatziris, Business Development Consultant, working as freelancer

4. bA124 bSalz2N}ras 5ANBOG2NI 2F (KS +20FGAazyLf ¢
The focus group with young people aged from3Byears old included the following paipants:

1. MsC. G, 26 years old, electrical engineer and MBA holder

2. MsV.P., 24 years old, psychologist

3. MsD. H., 27 years old, economist, student of MSc in Statistics

4. MsE. 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 Sakellrtbthe focus group with

young people was facilitated by Ms Antonia Torrens.
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Format, Setting and Process
First of allKMOPhasto highlight that it was impossible to organise both focus groups at the same

time, as it was difficult to find a suitableatk and time for all participants.

In particular KMOFfaced many difficulties in organising the focus groups with the stakeholders, as all
of them are professionals with many obligations. Respecting their tkiMOPmMade sure that the

focus groups sesgmowould not last more than one hour. The focus group with the stakeholders took
LX F OS Ay Yaht Qa 2 oflddsary ROIKMOPTesideditd have the fgcudigioGp H p
meeting with them not in our headquarters, but in our office in Kifissisupurban of greater Athens
area), as this was the more convenient location in terms of access for the particigh@Phad
arranged a focus group with 5 participants; however, one of them was not able to attend due to health
issues. Before the discusrion 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 quetkteons

RSAONAOGSR Ay (KS F20dza 3INRdAzLJA 3IdzA RS A yBaTAs K BSOS

discussion. The event went very well and all participants expressed their strong interest in the project,

especially in the game to be devetap

Next day, the 28 of January 2016¢{MOPhad 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 activitkMOPtook some tine 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 rEdd@Pused

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 Entrigame 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

1 What doyou 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 B 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 Greasalestroyed 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 sucséd 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 yoynhg geeanot
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 thiat 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,ra haege most of the young
entrepreneurs are sedémployed. 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 provisiorof 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 Gisegarse 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 lasivé 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 youngleéspather limited in theory, as
entrepreneurship education is at a very initial stage in Greece. The establishment of Innovation and
Y UNBLINSYSAZNEKAL) ' yAGa Ay KAIKSNI SRdzOF A2y Ayaida

lead them to into entepreneurship actions.
What supportis availableto 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 favoradstditeatment, 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 innovatiocompetitions, 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 pesptbey

have the chance to develop their business ideas within 48 hours and present them to investors.

Doyou feel that youngpeople havethe entrepreneurialskillsthat they needto be successfuin the

businessworld (either to set up their own businas 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
G Odzf GA @I SR gsitigs yintil ety and the/Higlaes 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 ngatéHabour 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

AAAAA

stable job in the public sector. Later, the economic&risiKl & | F¥FSOUSR | f a2z é&2dzy3

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, tlgehave 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 fexilidan
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 skillsyou feel are mostimportant for youngpeopleto develog?

All stakeholders agreed that the most important skills that the young people in Greece have to develop

are the following:
1 Risk taking
1 Adaptability

1 Flexibility
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1 Problem solving

1 Creativity

1 Planning Skills

9 Need for achievement

Which of these skills do you feel is most lacking? What should the training coursesaimed at

developingentrepreneurial skillsbe focussing?

The skills that most lacking these days concern mainly risk taking and adaptability. These are the skills
that haveto 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 weimportant 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 abmentioned and otheentrepreneurial 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 develaptsskills?

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 gards 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 participantsof 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 virtuapastegame,
created by the Junior Achievement Greece and the leadership and business decision game developed

08 [Q hNBItf DNBSOSTI I RRNBaaSR (2 a.! addRSyltao
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Do you think that online games could be succkdsn teaching these skills?

Online games can lreally 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 dmifd 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 thraugh 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 clags®vided 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 sksl®uld 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 kngledge about entrepreneurship. The exercise found out that participants
had an average knowledge of the topidter this, the participants were asked to mention what are
the 2-3 words that come to their mind when they think of entrepreneurship. Their ansvare

presented below:

15t participant: innovation, change and taxation

2" participant: risk and development

3" participant: innovation and development of knowledge and skills

4™ participant: rsk, consistency and flexibility

Are you familiar with thel SNY WSY G NBLINSY SdzNE KA LIQK 2 K2 R2 @&2dz A

1t 82dzy3d LI NGAOALI yia NBaLRYyRSR GKIdG GKS& INB 9

of them due to their studies.
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They define as an entrepreneur someone who has soeghfideas, 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 andb be successful.

What kind of skills do you consider to be entrepreneuria®iscuss the various ideas they have and

write on a flip chart.
The participants mentioned the following skills that they consider entrepreneurial:
1 Risk taking
1 Analyticalthinking
9 Decisiveness
1 Consistency

1 Inventiveness and creativity

=

Intelligence
Which of these do you consider to be the most important?
The most important skills in their opinion are:
1 Risk taking
1 Creativity
Do you think you have these skills? Were they taughtyou 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 taughthese 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 Discusiow thesewere developed(through practice gameplaying teamwork activitiesetc).

If no; Discushow they might bedeveloped?

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 negotiationilik

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 itimimerove
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 participantown a personal computer, a smart phone and a tablet.
Do you use interactive online tools to develop your entrepreneurial skills?
o0 YES What kind of ways do you use?
0 NOc¢ Can you think of any?

They answered that they do not use interactive online toolsléwelop 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.

Doyou play Videoor Online Game® ¢ If yes what type of games(i.e. Action, shooter, Adventure

Roleplay etc)

They rarely play video or online game due to lack of time. When they play, they prefer action and role

play games.
Doyou have game applications on your phone?
0 YESJ; What kind of ganes?
o NOc¢ 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 entreprémeurfiese games
INB a&.dzaAySaa {dNrdS3e DIFIYSe¢ IyR aDf2olf alyl 3s
MBA studies.

Do you think that games could be used to develop entrepreneurial skills?
0 YES Why?
o NOc¢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§ Why?
o NO¢Why?

They answeredhat 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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National State of the Art Report

As a term, entrepreneurship is quite broad. #inoot 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
ecosys§ Y @ l'a YSY(GA2ySR Ay (GKS t2aAiidAz2y tFLISN 2y
2yfe | F2N¥ 2F SyLfz2evSyids odzi Ffaz + sté& 2F
Youth Forum, 2011, p. 2)

In Cyprus, a subsector of entrepreneurshiading 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, locsiness 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, Serviceand®gy, 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 3te 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 financeithrand a better
guality of life for all the citizens. There are many reasons to support this effort and the reasons are

described in this report.

, 2

NE

1 O02NRAY I (2 to/ Qad NBLRNI 2y / & dhse®May 20IREoF SaaA 2

the forecast period 20148) out of 82 countries. The ranking is

a0l & S indicdtors covering the political and macroeconomic environment,
market opportunities, policy towards private enterprise, competition and foreign
investment, foreign trade and exchangentrols, taxes, the labour market and
infrastructure. The indicators, which are based on both quantitative and qualitative
data, cover a fivegear forecast period and are compared with the preceding five
e S REVO Report, 2012)
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According to the globatompetitiveness rankings for 20413 that the World Economic Forum has
published through its Global Competitiveness Report for 2212 (see Figure 1), Cyprus is at the
58" place (PwC Report, 2012).

Global Competitiveness Rankings 2012-13

Rank out of 144 Cyprus Ireland Luxembourg Malta Singapore
Basic requirements 42 35 8 34 1
Efficiency enhancers 43 25 24 40 1
Innovation & sophistication factors 51 20 19 46 1
Overall ranking 58 27 22 47 2

Figure8¢ K S (I 0 fréportirgfarding thegiobal 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 rankKsa2g 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 risa the number of company registrations in Cyprus. Indicatively, there has been a
significant increase in the number of registered companies since 00N 96.272 to 227.840 (see
Figure 2). Notably, in 2014 there has been a slight decrease in the caagfnoim 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.

COMPANIES SECTION STATISTICS
2000 || 2001 2002 | 2003 2004 || 2005 | 2006 | 2007 2008 || 2009 || 2010 | 2011 2012 | 2013 2014 2015 until

31/01/2016

Registered 96.272 ||1103.577|109.061||115.744(|125.361||137.636155.846|184.133/207.614(|221.089||237.372|254.227 | 269.345/|272.157((251.748||227.840 228.637|

companies

(Total)

New 9.362 || 9.432 | 8.497 || 9.080 || 11.587 | 14.494 || 20.280| 29.016| 24.453| 16.101) 19.278| 19.538| 17.999| 10.847| 11.169| 11.270 797,

registrations

Applications 28.822 | 26.310 | 26.345 || 28.760 || 34.219 || 38.003 | 49.368| 59.285) 48.506( 38.456| 41.734| 40.252 36.477| 24.430( 22.556| 24.318 2.064

for name

approval

Certified 101.423||102.053||111.349||121.897||154.092(/189.933||257.166||344.228|354.996/1281.362((301.478||317.177|326.180/|308.219||286.552((282.451 23.576

copies

|Searches 48.266 || 46.834 | 52.246 || 55.543 || 55.585 || 57.393 | 60.151]| 57.277|| 66.275|| 74.660| 78.001)| 42.537) 22.492| 10.221| 3.341| 88.318 6.855]

Annual 39.007 || 41.598 || 46.219 || 50.115 || 47.804 || 34.572 | 35.032| 35.341| 37.513| 46.76354.585*%| €3.462| 73.553| 68.261|/175.734173.878 14.811

returns/reports

Filing of other | 48.736 | 49.539 | 56.050 || 58.993 || 72.412 || 81.347 ||115.736||160.684/|183.872 124.4?8”133.237 137.331|136.820|(122.336((133.121||149.408 9.425

documents

Figure9 Statistics of company registrations from 2000 to 2015 (Cyprus department of regittampanies 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 thir 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 waligently 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.

Startup development is a separate segment and it should be addressed based on its unique
characteristics. There is a growth in stag company registrations. The great advantage is that this
type of practice allows innovators and entrepreneurs to kick off a ita 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 wellas mentorship. For example, through the different stapt challenges and
competitions, several ideas/stattps have won money prizes, which they used for the development
of their idea. However, very few of those ideas have managed to survive finamaftdlythe 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 ofdpnce and financial support, they fail. Some of the stgus
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)

atyourservicelfttps://atyourservice.com.cyy

FOODCLUBtfps://www.foodclub.com.cy)

PollFishiittp://www.cyec.org.cy/?magt portfolio=pollfish

= =/ =4 =4 =4

diyful (ttp://www.diyful.com/)

Several initiatives have started within the last three years that promatspire 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:

1 Cypriot Enterprise Linkhttps://www.facebook.com/CypriotEnterpriseLink?ref=ts&frefkts

CEL is an organization that organizes different events, projects, etc., to create links between
Cypriot entrepreneus and foreign carriers.

1 Enterprise Europe network Cyprus(http://www.bsccyprus.org.cy): The network provides

services to Cypriot businesses for reinforcing their competitiveness and innovation in the area.
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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 Enterpr{sé&®://www.cy -research.comy:

CARIE ismassociation 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 Cyprughttps://www.facebook.com/OpenCoffeeCyprys/Open coffee is a

series of events (mainly presentations), that aims at presenting to the generdience
successful stories around innovation and entrepreneurship, technology, andugisrtThe
events aim at helping and inspiring existing and potential entrepreneurs to develop their ideas
into success.

IDEA Programhttp://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 severpbrtant 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
D2OBSNYYSyi { dzLJLJ2 NJi F2NJ 22YSyQa
(http://www.mcit.gov.cy/mcit/mcit.nsf/All/9D974468E3A9FCD6C2257DEB00435DB2?0pen

Documeny): The Ministry of Energy, Commerce, Industry and Tourism provides arsp{gro

for women entrepreneurs (ages H5), which is cdunded by the EU. The plan aims at
adzLILR2 NI AY3 YR LINRY2(GAY3a /@LINA2G ¢62YSyQa Syl
financial support is provided to the successful business (accordprg-&et 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:

T

Deloitte Innovation and Entrepreneurship Center

(http://Iwww?2.deloitte.com/cy/en/pages/aboutdeloitte/topics/deloitte-innovationand

entrepreneurshipcentre html?icid=bottom deloitteinnovationand-entrepreneurship

centre)

DIOGENES Business Incubdttp(//www.diogenesincubator.com)

HELIX Business Incubatoitif://www.helixincubator.com)

ERMIS Research and Incubator Center ¢ERIC Http://www.talos-

rtd.com/en/participations/ermisresearchand-incubatorcenter(eric)
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1 CHRYSALISLEA(//chrysalisleap.com) Tech Accelerator to promote entrepreneurship in

Greece and Cyprus

1 Cyprus Entrepreneurship Competitidmttp://www.cyec.orgcy/)

Overall, the Republic of Cyprus has developed some advantages visa vie other jurisdictions that can
SadloftAaK /@LINHaAQ SO2y2Ye Ayldz2 Lty Ayy20FGA03S | yI
accessible and supportive environment, updated lagjish that encourages and supports business
development including stanips, education and training relevant to the skills required in the
entrepreneurial field, and a weltained human resources pool. However, there are several areas of

the ecosystem thaneed 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 innovatioreatr@preneurship. 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 dowdg 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 manypteare 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, pesentations 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 praeductive way.

Focus Group Results

Recruitment
CARDETontacted entrepreneurs fronits 2 NB | YA T I (i A 2 y @ helieyeB\ioal@ prdvidle & K 2

RS dzk 68 RFGF NBIFNRAYI GKS adHasS 2F GKS NI |y

Specifically, participants were recruited via emails, phone calls and Facebook messages.
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Overview of Participants
Participants have a varietyf backgrounds, which was

quite helpful, as they contributed to the discussic
from their own perspective. In particular, participant
in the target group included a graphic designer,
employer of the European University of Cyprus, a so{-
worker, and tw freelancing young adults, all Withil

the range of 1835 years old.

The stakeholders were also from different backgrouhd, a professor of business ahd finance at the
European University of Cyprus, a consultant and manager at the government centediog fipbs

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,
CARDETommunicatedwith him, both before the focus groupyhen CARDEWere 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 CARDdfices on February'§ 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 Solombeld the focus
group. As per the agendahdé meeting started with
participant introductions. Mda 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 giveto the stakeholderand 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 gflacing 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 osdhle 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 andiere 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 15minute break, participants returned to their
groups and Maria Solomodescribed 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 importaninfluences 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 gmes: 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. Participgpasted 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:

T FIFA
1 Sims
1 Mind games
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