
Evaluat'ng the Results of The Quest'onna'res 
 
Based on the responses prov.ded .n the "Educat.onal Ventures" feedback 
quest.onna.re, the report can draw several key .ns.ghts regard.ng the preferences and 
needs of part.c.pants for future educat.onal .n.t.at.ves. Below .s an analys.s of the 
responses .n Engl.sh, summar.z.ng the ma.n f.nd.ngs and suggest.ng an approach for 
future educat.onal strateg.es. 
 
Execut've Summary 
 
The feedback from part.c.pants h.ghl.ghts a strong preference for curr.cular and 
extracurr.cular act.v.t.es that enhance employab.l.ty, d.g.tal competence, and cross-
d.sc.pl.nary sk.lls. The data suggests a s.gn.f.cant emphas.s on languages, STEM 
(Sc.ence, Technology, Eng.neer.ng, Mathemat.cs) subjects, and d.g.tal sk.lls as cruc.al 
for future employab.l.ty. There .s also notable support for .nnovat.ve teach.ng 
methodolog.es .nclud.ng the use of v.rtual and augmented real.ty technolog.es. 
 
Deta'led Analys's 
 
Curr%cular Focus: 

• Languages and log%cal-mathemat%cal sk%lls were h.ghly pr.or.t.zed, reflect.ng 
the global trend towards mult.l.ngual prof.c.ency and STEM careers. 

• Subjects such as human%t%es and econom%cs and law rece.ved less emphas.s, 
wh.ch m.ght .nd.cate a perce.ved lesser d.rect .mpact on employab.l.ty 
compared to techn.cal sk.lls. 

Sk%ll Development: 
• There .s a clear need for stronger focus on problem-solv%ng, teamwork, and 

cr%t%cal th%nk%ng sk%lls w.th.n the curr.culum. These are recogn.zed as essent.al 
cross-d.sc.pl.nary sk.lls that enhance students' adaptab.l.ty .n var.ous career 
paths. 

• D%g%tal competence was h.ghl.ghted repeatedly, underscor.ng the .mportance 
of .ntegrat.ng .nformat.on and commun.cat.on technolog.es .n educat.on. 

Innovat%ve Teach%ng and Learn%ng Methods: 
• The responses .nd.cate a strong .nterest .n non-trad%t%onal learn%ng 

env%ronments such as commun.ty-supported projects and outdoor act%v%t%es. 
Th.s suggests a demand for more .nteract.ve and pract.cal learn.ng exper.ences. 

• The use of advanced technolog%es such as VR, AR, and AI .n educat.on was 
seen as benef.c.al, reflect.ng a forward-th.nk.ng att.tude among part.c.pants 
towards embrac.ng new educat.onal tools. 

Soc%al Sk%lls and Commun%ty Engagement: 
• Sk.lls l.ke collaborat%on, act%ve l%sten%ng, and construct%ve cr%t%c%sm are 

valued h.ghly, wh.ch al.gns w.th the modern workplace’s emphas.s on teamwork 
and effect.ve commun.cat.on. 



• There .s act.ve .nterest .n commun%ty and %nnovat%on-related %n%t%at%ves, 
.nd.cat.ng that students value engagement .n projects that have a tang.ble 
.mpact on the.r surround.ngs. 

 
Recommendat'ons 
 
Enhance Curr%culum: Incorporate more d.g.tal l.teracy and cross-d.sc.pl.nary 
problem-solv.ng sk.lls .nto the curr.culum to prepare students better for the evolv.ng job 
market. 
 
Focus on Soft Sk%lls: Develop programs that strengthen commun.cat.on, leadersh.p, 
and teamwork sk.lls, as these are cruc.al for personal and profess.onal success. 
 
Integrate Technology: Leverage modern technolog.es l.ke VR, AR, and AI to create 
more engag.ng and effect.ve learn.ng env.ronments. 
 
Expand Learn%ng Beyond the Classroom: Support and .ntegrate more 
extracurr.cular act.v.t.es and commun.ty projects .nto the educat.onal exper.ence to 
enhance pract.cal learn.ng and commun.ty engagement. 
 
The feedback prov.ded by the part.c.pants of the "Educat.onal Ventures" project clearly 
po.nts towards a need for educat.onal reforms that pr.or.t.ze pract.cal sk.lls, d.g.tal 
competence, and .nnovat.ve teach.ng methodolog.es. These changes w.ll not only 
cater to the d.rect needs of students but also al.gn educat.onal outcomes w.th future 
job market requ.rements, thereby enhanc.ng overall employab.l.ty and sat.sfact.on 
among students. 


