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Introduction



HOW DO YOU 
LEARN?



How do you learn?
Go to www.menti.com and use the code: 81 37 50 1 

Voting link: https://www.menti.com/ouc8hsrcgj

https://www.menti.com/ouc8hsrcgj


LEARNING CAN BE 
…

Altering behaviour
in a certain way

Source: Taimla S., Taylor M., Bury B., T. Rannala. Graphic Express. Salto Youth Euro-Med

Cooperating with
others

Memorizing some 
facts

Getting more 
knowledge about a 
certain topic

Getting insight
about yourself

Becoming more 
skillful in doing
something



WHAT ARE COMPETENCIES?

HOW DO WE DEVELOP 

COMEPTENCIES?

WHY DO WE NEED THEM?



WHAT ARE COMPETENCIES?

Competence is the ability to do 
something successfully or 
efficiently. 

It means we can do something 
well.

Having competence means 
having adequate knowledge 
and skills to carry out a task.

KNOWLEDGE

ATTITUDESKILLS

If you think you
can do it, 

that‘s Confidence;
If you do it, 

that‘s Comeptence.



WHY DO WE NEED THEM?



HOW DO WE DEVELOP ENTRECOMP COMEPTENCIES?

WE LEARN…

William Glasser

Unlocking our potential

AWARENESS

INTENTION

PRACTICE

PRACTICE

PRACTICE



ENTRECOMP FOOD COMEPETENCIES

→ LEARNING THROUGH EXPERIENCE

→ CREATIVITY 

→ VISION

→ ETHICAL AND SUSTAINABLE THINKING

→ MOTIVATION AND PERSEVERANCE

→ MOBILIZING RESOURCES

→ WORKING WITH OTHERS
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PRINCIPLES

EXPERIENCE

NOVELTY

TRIGGERS

REFLECTION

ECOSYSTEM

COLLABORATION

OTHERS

MENTORING

PROGRESSION

Source: Entrecomp Playbook, 2020



EXPERIENCE

• To create a frame for action, establishing 
the right climate of experimentation,  for 
flexible adaptation, and creating 
opportunities to fail, reflect and recover. 

• Ensuring that the process has numerous 
iterations is a great way to guarantee that 
one learns trough experience, by testing 
ideas, and progressively refine assumptions 
base on what works and what does not.

Source: Entrecomp Playbook, 2020



NOVELTY

• Generating new value, which is often the ultimate 
goal of entrepreneurial process, is not a linear process, 
and should not be taught as such. 

• It is an exploratory endeavour, which requires 
creativity, the capacity to cope with ambiguity, 
uncertainty and risk and to learn from experience.

• You should also carefully plan how to create a 
learning setting that is conducive to generating new 
ideas, that promotes inquiries and sees setbacks and 
temporary failures as opportunities for learning.

Source: Entrecomp Playbook, 2020



TRIGGERS

• Emotions are always present in learning processes, 
especially in those designed to have learners 
collaborate to face ill-defined problems, unexpected 
flows of events, under time constraints. 

• As an educator, you are invited to plan 
opportunities for learners to learn from events and 
processes that bear an emotional weight and expose 
them to coping with ambiguity, uncertainty and risk …

• … by setting challenging tasks, having learners 
leave the training room, go out and interact with their 
intended user groups, injecting uncertainty along the 
process, having learners work in teams, or exerting 
time pressure.

Source: Entrecomp Playbook, 2020



REFLECTION

• Entrepreneurial learning is intrinsically experiential, but for 
learning to happen, we must reflect on the experience. 

• Reflection allows us to learn, to refine assumptions and 
improve ideas at each step of a learning process. Reflection also 
allows us to extract general principles from each learning 
situation to apply to new situations, becoming the basis for 
further learning.

…  by embedding iterative cycles of discovery, ideation and 
testing in the process, but also by asking learners (individually or 
in groups) to reflect upon their learning experience. 

• When they perform such a self-reflection exercise, their 
learning outcomes become apparent, in turn contributing to 
increased self-efficacy.

Source: Entrecomp Playbook, 2020



ECOSYSTEM

• Connecting the learning experience to the ecosystem provides 
a more insightful picture of the context, and it allows to identify 
the key players. 

• These may help in turning ideas into action, in mobilising 
resources to turn ideas into action, including information, 
competences and expertise learners may lack. 

• In addition, real experiences of failure help learners understand 
that failure is part of the learning and entrepreneurial process, 
and cultivate both their motivation and perseverance

• By promoting learners’ interaction with the external world, 
you promote that learning is situated in relation to others, in 
authentic settings, and that learners experience how to transfer 
their previous experience and knowledge to face up to new 
situations. 

Source: Entrecomp Playbook, 2020



COLLABORATION

• Collaboration – the engagement in fruitful group 
activity and teamwork by learners in an 
entrepreneurial learning experience – can elicit and 
deploy a diversity of knowledge, skills and 
attitudes. 

• Working with others requires the capacity to 
acknowledge and respect others, to develop 
empathy and emotional intelligence so as to tune 
in with others, to listen actively and incorporate 
other people’s input, to team up with others 
around a common goal, work in teams effectively 
as well as the capacity to expand one’s network to 
increase impact. 

Source: Entrecomp Playbook, 2020



OTHERS

• Value creation pedagogy requires learners 
to apply their new or existing knowledge, 
skills and attitudes to create something of 
value to at least one external stakeholder 
outside their own group (class, course, 
functional unit in an organisation). 

• The value that is created can be of any type: 
economic, social, cultural, including 
environmental or emotional. 

Source: Entrecomp Playbook, 2020



MENTORING

• By acting as a mentor rather than an 
instructor, you contribute to the 
development of their self-efficacy, which in 
turn nourishes their capacity to cope with 
uncertain, ambiguous, and complex 
situations and self-direct their learning 
while creating value.

Source: Entrecomp Playbook, 2020



PROGRESSION

• Assessing how learners accomplish tasks is not the 
only way to assess progress. 

• Reflective learning for instance builds on the 
individual or collective reflection of the learners and 
aims to foster self-directed learning and growth 
mindset. 

• Peer assessment involves learners assessing one 
another, and contributes to their capacity to take on 
board valuable criticism from others as well as to 
provide constructive feedback to others. 

Source: Entrecomp Playbook, 2020



METHODS
EFFECTUATION … is about controlling the future rather than predicting it.

DESIGN THINKING …is an iterative, non-linear and human-centred practice that 

capitalises on insights gathered through interactions with users to match their needs 
with what is feasible

PROJECT BASED LEARNING … is a consolidated pedagogical approach that 

seeks to nurture inquisitive learners by actively engaging them in realworld projects. 

THE LEAN START-UP METHOD …a set of practices for helping entrepreneurs 

increase their odds of building successful ventures; Inspired by the principles of lean 
manufacturing; …Through a process model called “build-measure-learn” loop

PLAYFUL EXPERIMENTATION …it promotes combining ideas in unusual ways, 

to explore what could happen if things went that way; learning is not the end 
destination, rather it happens along the way, while living a practical learning 
experience.

CLASSROMS AS LEARNING COMMUNITIES … learning is a process of co-

construction, which is rooted in interacting with others. 

Source: Entrecomp Playbook, 2020



TECHNIQUES

TRAINING DESIGN CANVAS

*SPIDER DIAGRAM – VISION AND PLANNING

ENTREPRENEURIAL LEARNING WORKSHOP

*RAMP → MOTIVATION

FOR FACILITATORS

COLLABORATIVE FACE DRAWING – ICEBRAKER, CREATIVITY

MEANS INVENTORY → RESOURCES

GOLDEN CIRCLE → VISION

Source: Entrecomp Playbook, 2020



TRAINING DESIGN

GOAL

WHO

WHAT

HOW

What do 
we want 
to 
achieve?

Who are the 
participants
/their 
needs?

What is 
the 
content of 
the 
lecture/
workshop?

Which 
techniques 
/ exercises 
will enable 
meeting 
the goal?





TRAINING DESIGN PROCESS

Source: Entrecomp Playbook, 2020





ENTRECOMPFOOD PROJECT 
- competencies

Students







EXPERIMENTAL EXERCISE

TRAINING DESIGN CANVAS

25 min

- Divide in 2 groups
- Curriculum development canvas - start with

questions in the fields: 
→ Competence
→ Target Groups
→ Needs
→ Objectives
→ Contents
→ Methodology



Presentation



IT IS A THIN LINE 

BETWEEN 

CHAOS AND ORDER 



→ Carefully choose techniques

→ Try the activities (Iterate)

→ Make it playful

→ It is a process

→ Involve students and allow them autonomy to choose a way 
to solve the problem

…and remember





Feedback questions

• Go to www.menti.com and use the code: 73 39 75 7

• Voting link: https://www.menti.com/tbsz6daw9k

https://www.menti.com/tbsz6daw9k


TODAY IS THE 
PERFECT 
OPPORTUNITY TO 
START BUILDING 
TOMORROW YOU 
REALLY WANT!
Jonathan wells

mag. Ines Gergorić

E: ines.gergoric@gzs.si 
T: 01 5898 155
M: 031 643 666
W: www.gzs.si 


