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Introduction 

This document is the first product of the Self-e Project. It was developed during the project first year (2020), thanks 
to the collaboration of all project partners who performed in a difficult moment of the Covid-19 Pandemic. 
The aim of this need analysis is to investigate entrepreneurship education at secondary schools in the 
involved countries (Italy, Turkey, Greece, Finland, Latvia, Spain) taking as reference the description of 
entrepreneurship competences by the EU Council (2018)1 and EntreComp Framework (2016)2. 
The investigation was organized into the following phases: 

− Desk Study on how the Recommendation was transformed into national regulations and so what are the 
national directives on teaching entrepreneurship at school. 

− A qualitative analysis through questionnaires, that involved secondary level education institutes, 
Regional School Offices, students, teachers, companies and chambers of commerce in Italy, Turkey, 
Latvia, Spain. The goal was to investigate the educational offer against the transversal skills of 
entrepreneurship required by the labor market. The experience of entrepreneurs was also important in 
order to evaluate the relevance of including entrepreneurship education as a specific teaching topic or 
an embedded skill in other educational subjects at secondary education. 

We have involved around 100 teachers, 600 students and 23 companies in Italy, Turkey, Finland, Latvia and 
Spain. Replies have been analyzed through specific software and results have been commented, allowing to 
point out the most relevant contributions of the report. 
In fact, the results of this investigation are propaedeutic for the development of the other project products, that is:  

− the “Matrix of self-entrepreneurship learning outcomes for students of secondary education”, necessary 
to overcome the gaps identified through this research; 

− the “Matrix of learning outcomes for teachers”, in order to train students with entrepreneurial skills; 

− the configuration of Case Studies for the Serious Game platform on entrepreneurship simulation; 
− the Guide for teachers and the training contents for teachers. 

The team involved in the definition of the research and the elaboration of research tools, as well as the 
analysis of results, is qualified in management, business, project management, statistics and data 
management as well as teaching methodologies. 
Finally, we thank all the team of Self-e project for their support in the elaboration of this product, as well as all the 
external stakeholders who contributed to share their experience through filling out the questionnaires. 
  

 
1 Consiglio Europeo. (2018). Raccomandazione del 22 maggio 2018 relativa a competenze chiave per l’apprendimento 
permanente. 2018/C 189/07. 
Recuperato da: https://eur-lex.europa.eu/legal-content/IT/TXT/?qid=1592075445782&uri=CELEX:32018H0604(01)  

2 Bacigalupo, M., Kampylis, P., Punie, Y., Brande, G. V. den, European Commission, & Joint Research Centre. (2016). 
EntreComp: The entrepreneurship competence framework. Publications Office. 
http://dx.publications.europa.eu/10.2791/593884 
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Project description 

The general objective of SELF-E project is to strengthen the entrepreneurship education of secondary school 
students at European level; while the Specific Objective is to improve the process of acquiring students' 
entrepreneurial skills through the creation and use of innovative ICT-based tools, and Improve the teaching 
methodologies of teachers, through the elaboration and use of new forms of training on the development of 
entrepreneurial paths to be carried out. 
Students and Teachers of secondary education are the project targets, who will acquire learning outcomes 
with respect to self-entrepreneurship and entrepreneurship education. In particular, the envisaged learning 
outcomes are: 

− For students: opportunities, creativity, value ideas, ethical and sustainable ideas (EntreComp 
framework). They will acquire skills and abilities, including self-awareness and self-effectiveness, 
motivation and perseverance, mobilization of resources, economic-financial knowledge. On a practical 
level, students will be able to: take the initiative, plan and manage, face uncertainty and risk, work with 
others, learn from experience. 

− For teachers: project management, case study teaching, interdisciplinary approach, group process 
management and interaction in groups, coaching (and not as a teacher), digital teaching and serious 
gaming. (Eurydice Italy, 2017). 

In order to achieve these results, the SELF-E project expects the following products to be realized: 

− Need analysis report: Needs Analysis of entrepreneurship education for students attending upper 
secondary schools (technical/vocational schools or lyceums) in Italy and the other European countries 
involved. This study will help understand which methodological gaps actually exist in the transference of 
entrepreneurial competences and make good practices arise. 

− Learning outcomes matrix for teachers and students: a text file, divided into unities and corresponding 
learning outcomes in accordance with ECVET methodology (Recommendation of the European 
Parliament and the Council of the 18th of June of 2009 about the creation of a European Credit System 
for the education and professional training (ECVET) 2009/C 155/02), EntreComp framework (The 
Entrepreneurship Competence FrameworkEC, 2018) and the document «Entrepreneurship education at 
school in Europe» of I Quaderni di Eurydice, 2017. 

− Serious game platform: digital-educational free platform, in the form of serious gaming, which teachers 
can use to do educational activities about entrepreneurship. 

− Methodological guide for teachers for the transfer of entrepreneurial skills to students through the 
platform: a guide for teachers aimed to lead them in the entrepreneurship education of their own 
students. Teachers represent the main vehicles usable for the transference of knowledge to students; 
moreover, they assure the platform’s accessibility. 

− MOOC and video tutorial: cognitive training for teachers through video tutorials uploaded in the MOOC 
platform (IO5/B) and practical training through mobility (C1) and lab activities, during which teachers will 
use the competencies acquired to train their students. 

The serious game platform will be the final product of the project and it will allow project’s transferability, 
sustainability and impact. 
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Thanks to the products realized and results achieve, SELF-E project expects the following set of benefits for 
both main targets: 

− Students:  

• Improvement of entrepreneurial skills. 

• Improvement of soft skills and pro-social skills. 

• Improvement of understanding in the management of complex situations typical of current economic-
business scenarios. 

• Increased awareness of the need to confront a single labor market at European level. 

• Strengthening the spirit of active citizenship. 

− Teachers: 

• Improvement of teaching methodologies of entrepreneurship. 

• Professional enrichment. 

• Increased self-awareness and ability to innovate teaching practices. 

• Increased awareness of own role as a coach. 

• Increased level of entrepreneurial skills of own students. 

• Improved teaching methodologies for entrepreneurship. 

Given this, the project aims to generate an improvement of entrepreneurial skills for the students, in line 
with the EntreComp Framework (2016) - applicable to any aspect of life, regardless of the social, institutional 
and work context, which fosters the spirit of initiative, Active Citizenship and social inclusion; and the 
improvement of entrepreneurship teaching methodologies, in line with what is established by the document 
“Entrepreneurship education at school in Europe” (Eurydice Italy, 2017). Worth to be mentioned are the 
improvement of digital skills for students and teachers, through the use of the didactic-digital platform 
provided for by the project. 
The final result of the project is the joint use of the platform by partner schools in different European 
countries, which will play together, representing companies from their own country. This scheme will allow 
the proactive inclusion of teaching elements specifically aimed at skills related to internationalization. 
  



 
5 

 Need Analysis Report 

Methodology of research 

Research context 

The research was developed in the European countries (Finland, Greece, Italy, Latvia, Spain, Turkey) involved 
in the Self-e Erasmus+ project, targeting mainly students and teachers of secondary schools, who represent 
the educational institutes partnering in the project. The topic is self-entrepreneurship education at secondary 
schools and its effects on qualified employability of students. It will also analyze necessary improvements as 
well as how to benefit from digital tools. 

Research objectives 

The research aims at analyzing the educational conditions that foster self-entrepreneurship inclination of 
youngsters, existing gaps and best practices as well as to identify how the project outputs can adapt to the 
existing situation, in order to produce a change and long-term benefits. 
The final project question is: What could the contribution of the project towards secondary schools, teachers 
and students be in relation to education on self-entrepreneurship? 

Research approach 

These goals have been achieved through a desk study and the administration of five questionnaires, 
addressed to teachers, students, schools, companies and Chambers of Commerce. The research approach is 
mixed, with predominantly qualitative. 
The desk study has investigated the main laws and recommendations related to education on 
entrepreneurship in Finland, Greece, Italy, Latvia, Spain, and Turkey, with a special focus on secondary 
schools. Moreover, a specific research has been carried out, aiming at finding out if and in which type of 
secondary schools entrepreneurship is taught as a subject and at highlighting good practices developed by 
schools. Each partner has been required to answer to a set of open questions.  

Research Contribution 

The research results will contribute to the elaboration of educational practices on self-entrepreneurship at 
secondary schools, meant as key competences supporting qualified employability, adaptability of youngsters 
and reduction of the drop-out effect. 
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Results 

The research was conducted during the whole year of 2020, when the Covid-19 pandemic caused a global 
lock-down and several difficulties of movement and organization of all the economic, social, educational, 
cultural, institutional activities. 
Nevertheless, thanks to the collaboration of all the project team and the massive utilization of digital tools, the desk 
study was carried out and the questionnaires were administered to stakeholders, respecting the expected number. 
All partners have laws or recommendations concerning self-entrepreneurship. In particular: 

− In Italy, self-entrepreneurship is foreseen in the certification of skills at the end of the first cycle of 
Education through Decree MIUR 03.10.2017, N. 742, which aims to ensure that young people become 
active, creative citizens with a spirit of initiative. 

− In Finland, education on self-entrepreneurship is related to Vocational Education and Training Act. It is 
the Ministry of Education and Culture to prepare VET legislation and steer and supervise the sector. 

− In Greece, education on self-entrepreneurship is related to the laws at the link http://edu-
gate.minedu.gov.gr/ and, since this year, under the auspices of the Ministry of Education. 

− In Latvia, there are laws for general education and recommendations from the European Commission to 
support organizations developing entrepreneurial competences, which involve directly general 
secondary schools, vocational schools, high schools. 

− In Spain, education on self-entrepreneurship is related to the Law 14/2013, of September 27, on support 
for entrepreneurs and their internationalization and the Andalusia Law 3/2018, of May 8, Andaluza de 
Fomento del Entrepreneurship. 

− In Turkey, education on self-entrepreneurship is related to the law researchable at the link 
http://tebligler.meb.gov.tr/index.php/tuem-sayilar/viewcategory/85-2017. 

The obtained results confirmed the need of entrepreneurship teaching/learning at secondary education as 
well as an existing intention of professors to use several educational methods. 
In order to reply to our research questions, the collected experience of stakeholders was organized into the 
following categories. 

 

1. Entrepreneurship education 

1.1. Teaching entrepreneurship at secondary schools 

All stakeholders agree: 81% of secondary educational institutions (representing only Tuscany Region, Italy); 
53.7% of secondary education students declared their will of learning about entrepreneurship; 95.3% of 
teachers; 91.3% of company holders; 95.7% of managers and employees; 83.3% of chambers of commerce 
different countries agree on the importance of entrepreneurship teaching at secondary schools, starting as 
early as possible, because entrepreneurship is stated as a relevant skill for students’ future. 

1.2. The age when entrepreneurship should start to be taught 

The secondary educational institutions (representing only Tuscany Region, Italy) stated that it is 
taught during the last 2 years; 45.0% of students declared that entrepreneurship should be taught at 
an age range between 16 and 20 years old, but there is also a 5.5% that states “as soon as possible” 
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and also 12.5% that asks for entrepreneurship to be taught at an age range between 5 and 10 years 
old. So, students around Europe are asking for entrepreneurship competencies! With respect to 
teachers: the average age turns out to be 13 years old, but 29 teachers stated that it should be taught 
even before the age of 10. 69.9% of company holders and 78.2% of manager and stated that 
entrepreneurship training should be delivered between 14 to 16 years. Finally, 66.7% of chamber of 
commerce declared that it should start to be taught between 14 and 15 years old. 

1.3. Teaching entrepreneurship as an independent or as a transversal subject 

5 secondary educational institutions (representing only Tuscany Region, Italy) stated that it is taught 
as a specific subject, while for more than 30 institutions, it is the subject of several disciplines. 57.6% 
of students stated that entrepreneurship is not taught as a specific subject in their school, but 50.4% 
stated that it is neither taught within one or more subjects. 56.6% of teachers declared that in their 
field of study where they teach, entrepreneurship is not dealt with as a specific subject (Tab. TE6). 
On the contrary, 73.6% declared that entrepreneurship is taught within one or more subjects. Finally, 
60.4% of teachers declared to teach entrepreneurship during their classes. From the Company’s point 
of view, 73.9% of company holders believe that entrepreneurship should be taught as a separate 
subject, because they believe that, in consideration of the characteristics of entrepreneurship, it 
should not be mixed with other subjects, since it could be decontextualized of its purpose, which is, 
personal development. In line with the above, 78.3% of managers agree with this approach, 
essentially because they think that it requires teachers with specific skills and multidisciplinary, 
including a large number of topics that constitute a field of knowledge, considering, furthermore, 
that it would be more attractive to students. 

1.4. Benefits of entrepreneurship education 

Teachers believe that entrepreneurship education boosts the employability of students and 
empower students as individuals to face the ever-changing society where they live. Students 
themselves are aware of the fact that learning about entrepreneurship also means going through a 
self-empowerment path, which has a positive impact on their personal and professional life. Students 
connect “entrepreneurship” with how they visualize themselves in the future, with their curiosity 
and also with their self-improvement. Company holders connect entrepreneurship education with 
the contribution that talented youngsters can bring to the society and also with their preparation for 
the world of work. Aligned to company holders, managers declare that learning about 
entrepreneurship contributes to students’ personal development and their preparation for the world 
of work. Finally, chambers of commerce consider entrepreneurship education as an essential, future 
oriented, lifelong skill that foster employability, able to transfers students confidence on their future 
personal and professional development. 
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2. Entrepreneurship competences 

2.1. The most important competences that entrepreneurship education should provide to students 
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2.2. Entrepreneurship competences in the workplace 
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3. Entrepreneurship teaching methodologies 

− Secondary educational institutions (representing only Tuscany Region, Italy) stated that entrepreneurship 
is taught through “projects”, “Transversal Skills Orientation Pathways” activities, training meetings with 
experts, entrepreneurs, and consultants. “Simulation” is most commonly used methodology. 

− Teachers declared that entrepreneurship is taught through “projects, activities, practical business 
experience through the creation of mini-companies”. They confirm “Simulation” as the mostly used 
tool. “Project-based learning” is the main method, followed by “ICT tools” (namely blogs, websites, 
Microsoft Office, digital platforms, social media, video conferencing), “Experiential learning”. 
Moreover, teachers relate entrepreneurship education to the innovation of teaching practices, so they 
consider it as a tool to make education more experienced-based and more attractive. 

− Chambers of commerce place “lectures” at first place, followed by “Case studies”. “Games” were 
chosen as second and third option. As third place, “Experiential learning”, “Active learning” and 
“Experiences within firms” have the same importance. 

− Finally, students stated that they would like to learn about entrepreneurship through: “class lesson”, 
followed by “Entrepreneurship simulation activities during after school laboratories”. 

 

4. Serious games 

− 53.6% of students stated that they play video games and 55.7% of students was in favor of using 
videogames as teaching tools. 

− 52.9% of teachers use software during educational activities. Teachers listed the following as 
requirements of a serious game for educational purposes: 

• engaging, interdisciplinary, active and simple to use. 

• interactive, fun and challenging at the same time. 

• help young people to understand what entrepreneurship is, stimulate curiosity, learn to develop a 
concrete idea, learn to work in a team, learn to search for resources and use tools, present to others 
their ideas and plan them.  

• a careful simulation with reality and case studies from real business.  

• include elements of risk and a chance of losing. 

• inclusion and teamwork.  

• analytical things, efficiency investment, financial data, establish companies, to speak in public, how do I 
apply for a job, documentation, trade and purchase skills, presentations, pitching the idea, to analyze data 
and situations, and a lack of investment, establishing a company, human Resources, business 
communication and writing of documents, sale and purchase process, public speaking and presentations. 

• develop oral and written communication skills, digital 

• funny, motivating, entertaining, creative, investigative and group oriented. 

• be very real and catch the attention of the students with an attractive design, easy to use. 

− The list of characteristics and requirements provided by teachers could be considered as a 
demonstration of the fact that the serious game is needed, and many teachers envisage it as user-
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friendly, able to make their teaching more experiential and finally to help students develop soft skills 
and motivate them in learning. 

 

Conclusions 

Finally, the Self-E project is proved to meet these stakeholders’ needs and the solution of the “serious game” 
as a teaching tool is requested by teachers, being considered as an innovative one, able also to update their 
traditional classes and laboratories.  
It will be important to carefully analyze the description of the competences that are listed as the more 
important from stakeholders, as well as those mainly used in the workplace, in order to obtain learning 
outcomes which are measurable, achievable and realistic. 
Teachers should be adequately trained, since they use software and webtools, but not games (as they 
declared), although appreciating them. 
Students also do like using video games. In fact, there is a percentage of students who don’t play video games 
but would appreciate using them in classes. 
Case studies coming from real business, simulations, project-based learning are the methods that should be 
included in the serious game, in order to be “motivating, entertaining, creative, investigative and group oriented”. 
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