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ABSTRACT

The entrepreneurship education program for middle school students utilizing
digital collaboration tools, developed in this study, is based on the literature
How to Foster Entrepreneurship by Park Soo-Hong et al. (2022). The program
was implemented over four weeks, consisting of eight sessions, with 36
first-year students from A Girls' Middle School as participants. The primary
objective of the program was to enhance students' ability to identify real-world
problems and develop creative solutions through team-based learning and
hands-on activities. Various digital collaboration tools, including the metaverse
platform (ZEP), Google Slides, Padlet, and Jamboard, were integrated into the
lessons to increase engagement and collaboration effectiveness. This study
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Research Question 1
What is the level of student satisfaction with
the Entrepreneurial Education Program?

Produce

Research Method

Conducting 3 satisfaction  survey  and
interviews with participating students after the
implementation of the educational program

~Sunveys and analysis

Research Question 2
What are the outcomes in accordance with
the sub-elements of entrepreneurial education?

Produce

Research Method

Evaluation and analysis of students' final
outcomes  based on  sub-competencies of

-Focus group interview

entrepreneurship for experts
¥

Research Question 3
What aspects of the program need improvement?

Produce

Research Method

Evaluation and analysis of students’ final
outcomes  based on  sub-compstencies of

entrepreneurship for experts

-Focus group interview

Figure 1. Research Process
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Table 1. Questions

Category

Question

Objective
Questions

Please evaluate the overall satisfaction with the
4-week ‘Metaverse Entrepreneurship’ course.

Do you think the content and level of this course
helped improve your competencies?

Do you think the course content helped you set
and plan your future career path?

From your perspective as a participant, would
you recommend this course to others?

What was the most interesting part of the course
content?

What was the most challenging part of the course
content?
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Category Question

Describe in detail what you personally learned o
and felt in the process of identifying and solving

problems. 27T Aok Het
During the project, did you experience any E

moments of small success, a sense of achievement,
or increased confidence? If so, what were they?

In today’s era, which demands entrepreneurial
and creative talents, what competencies should
everyone possess? Has this course changed your
previous thoughts or attitudes in any way?

Subjective
Questions If you could go back to any stage of this project,
which stage would you return to, and what would
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Figure 2. The Empathic Problem Presented by the Students
(The students in this team identified the issue that arises when the
assigned class duty student does not show up as their empathic
problem.)
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Figure 3. Cause analysis stage Presented by the Students
(The students analyzed the causes of a certain problem using tools
such as a Wi~Fi chart)
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