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Entrepreneurship
A Serious Game

Competence Framework:  An int roduct ion

Background and Research 

The ESG team consists of a group of educational professionals; Lecturers, teachers and 
researchers who are passionate about education, entrepreneurialism and the transfera-
bil i ty of learning skil ls across all European countries.

In 2015 the ESG team init iated an extensive international research project that involved 
five of our international partners: Spain, Austria, the Netherlands, the Czech Republic 
and the UK. Each country secured a sample of research from experts based at a range 
of  companies in their  respect ive countr ies.  This research highl ighted each country ’s 
understanding of what demonstrated effective entrepreneurial behaviours and attitudes.

Using this research, the ESG team have developed a competence framework,  which 
def ines 6 predominant competences that are empir ical ly der ived and recognised by 
internat ional  entrepreneur ia l  environments. 

The competence framework has developed whilst being rigorously tested across a diver-
se range of European companies. Testing has involved a range of vocational roles such 
as teachers, trainees, lecturers and employers who applied the competence framework 
to their professional environments whilst developing the skil ls of students, trainees and 
employees. From this, the ESG team have collated their evidence research in order to 
inform, enhance and finalise the competence framework version 20. 

Aims of  the  Competence Framework vers ion 20

Internat ional  exper iences and job opportuni t ies are a necessi ty for  young adul ts who 
wish to expand their  entrepreneur ia l  hor izons and secure their  chosen careers.  The 
competence framework promotes these opportuni t ies,  by providing a solut ion to the 
ambigui ty surrounding the diverse range of  qual i f icat ions del ivered across Europe. 

It provides international training settings with a rigorous template of recognisable, trans-
ferrable skil ls: The competence framework provides both VET colleges and vocational 
training environments with a set of recognisable criteria that can be used in both con-
texts.  This product wil l support learners who wish to apply their skil ls in a range of in-
ternational professional settings.
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The competence f ramework  is  there fore  a  ca ta lys t  in  recogn is ing  t ra in ing  tha t  has 
been acqu i red  in te rna t iona l l y,  to  p roduce an  ind iv idua l  sk i l l s  p ro f i le  fo r  learners 
and to  in fo rm job  ro les  in  a  range o f  European contex ts .  

Format  of  the  Competence Framework 
 
The d iagram be low i l lus t ra tes  a  page f rom the  competence f ramework .

Competences  (ver t i ca l  ax is ) : 
The competence areas have been reduced to 6 predominant competence skills: The 
eight other competencies, previously determined by the skills audit, have been integra-
ted into the levels that define the cri teria of each competence area. The compe-
tence areas are alphabetical ly l isted.  

Levels  (hor izon ta l  ax is ) :  
The Leve ls  de termine the  deve lopment  o f  each competence area  and re la te 
to  each leve l  o f  the  qua l i f i ca t ion  programmes across  European VET co l leges .  
We have numbered them:  Leve l  1 ,  2 ,  3  &  4 . 

The team have developed a useful table to identi fy the levels in terms of the European 
Qualif ication Framework (EQF) ,  which informs the levels we are developing in our 
competence framework.



E S G :  J u l i a  J o h n s o n ,  8 t h  J u l y  2 0 1 6  –  v e r s i o n  3 4

Entrepreneurship
A Serious Game

Learning Act iv i t ies

For professionals who apply the competence framework to learning environments, the 
ESG team has developed a series of learning activi t ies to accompany the competence 
framework. 
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For more information regarding the ESG project please see the following 
websites:

www. www.enterprisegame.eu
www.simbiz.eu



This project has been funded with support from the European Commission. This publication (com-
munication) reflects the views only of the author, and the Commission cannot be held responsible 
for any use which may be made of the information contained therein


