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Abstract 
This article presents a project based on an online store creation workshop, implemented at the 
University of Zaragoza for marketing students. Main objective is to facilitate a professional learning to 
the student in a real business environment. The aim is to support theoretical and practical knowledge 
by combining the promotion of student motivation with the interest in entrepreneurship, and the 
importance of acquiring professional skills in making real marketing and management decisions. 
These are crosscutting skills that are complemented by specific ones, such as business development 
in a real e-commerce environment and the use of marketing strategies focused on online retail 
distribution channels. Several student work-teams create their own online store (e-commerce retail), 
thus using information and communication technologies, recognized as facilitators of the creation and 
development of businesses in online distribution channels. The project-workshop is feasible through 
the collaboration of e-Pages, specialized platform that uses the latest generation software "e-Pages 
Now", which offers high ease of use. The business collaborates in every step of the learning and e-
shop development providing assessment and a direct online communication with students and 
teachers. Finally, the experience is evaluated by the students, who like the practical components and 
demand more similar initiatives. The work-teams are involved in a competition that rewards the best 
store according to previously informed requirements. The project is transferred to other teaching 
contexts. 
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1 INTRODUCTION  
This work is part of the development of a Learning Innovation Project granted by University of 
Zaragoza: PIIDUZ_18_386 (2018/19). As members of this institution, a relevant part of our mission is 
to identify the needed business environmental knowledge, to create it and to transfer it to our 
customers: students and companies [1]. The main objective of this project is to facilitate learning to the 
student in a real business environment. The context of learning is the Degree in Marketing and mainly 
addressed to the students of the Commercial Distribution subject, a mandatory course of third year´s 
degree.  

The aim of the project is to support theoretical and practical knowledge by combining the promotion of 
student motivation with the interest in entrepreneurship, as well as the importance of acquiring 
professional skills in making real marketing and management decisions. In line with the work of Ngai 
[2], this project wants to provide students with opportunities to understand how e-commerce is 
conducted and managed. The Project realises that the student needs to participate in work 
experiences in a real business context and do it taking advantage of Information and Communication 
Technologies (ICT). It is very important that the student acquires professional skills in making real 
marketing and management decisions; they are transversal skills that must be complemented by 
specific ones, such as business development in a real e-commerce environment and the use of 
marketing strategies focused on online retail distribution channels.  

All these goals can be achieved involving the student in the creation and development of a virtual 
shop. Learning is more efficient and effective when it is learning by doing [2], and the use of the 
Internet in an educational setting will reflect some model of learning [3]. In this direction, the idea is to 
create a real job environment at the university. This idea, mainly implemented in classes, will be 
extended to some complementary activities, such as a competition among students, in order to 
increase the motivation and the interest among the marketing students. This is not new in the so-
called business schools, but it is certainly an innovation in the public education context. Although our 
degrees use business games, conferences and business visits and other complementary activities, it 
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is difficult to find learning tools linked to the actual business environment. However, this contact is the 
best to offer the student the desirable confidence to face the entry in the real job market. 

The learning Project is supported by the company ePages, a provider of ecommerce solutions, 
working mainly in the B2B context and commercializing its main product: “ePages Now”, a “last 
generation” software. Its main strength is the advantage over other products regarding its ease of use. 
The company provides free access to its online platform, and students are able to use it in order to 
create their own online business, an electronic shop (e-shop). Thus, ICT play an important role in 
learning innovation experiences supporting the inclusion, tracing and evaluation of new methodologies 
of active learning, personalized and collaborative. These tools facilitate open and massive virtual 
learning [2]. The activity is deployed in a workshop format as a practical part of the Decisions on 
Commercial Distribution subject. 

The methodology, the results obtained, and the conclusions of the activity are presented in the 
following sections. 

2 METHODOLOGY 
There are different alternative platforms in the online market to develop an e-shop. They provide 
guidelines and some of them offer a trial period. The most recognized ones are Magenta, PrestaShop, 
and Wordpress. The latter is used by almost all bloggers. Anyway, ePages and Jindo are more basic. 
The latter is addressed mainly to corporative web pages. ePages is more appropriate to particular 
initiatives and is the fastest and most intuitive.  

Last academic course, a pilot workshop was implemented in order to value the experience to create 
an e-shop (web page). The results were highly satisfactory and the students asked for an extension of 
this kind of initiatives. Considering this concerns, in the present course 2018/19, the “e-Shop 
Workshop” is implemented as part of the practical classes in the Commercial Distribution course. 
Moreover, the initiative is opened to a competition among the Marketing undergraduate students.  

The methodology used follows several steps and requires different tasks developed by the different 
people involved. The agents involved are teachers, students and the company. Once the collaboration 
of the company was confirmed, the students were informed about the development of a workshop 
where they would participate in teams. The European Space of Higher Education gives a great 
importance to work in a team both in active and participatory learning methodology, and because its 
relevance as a transversal competence. Moreover, it is considered essential for teaching to 
incorporate virtual environment in the learning process in order to develop work-team skills [4], so 
important in the current job market [5]. 

The e-Shop Workshop tries to accomplish the student learning through a real experience as an 
entrepreneurship. For this purpose, several student work-teams create their own online store (e-
commerce retail). One expert representative of the company came to our University and presented the 
software and the online platform to the attendants. 

• Teachers’ tasks: Leading the idea, teachers have to study strengths and weaknesses of the 
different alternatives in the market, and to establish contact with the company selected, in order 
to get its collaboration with the project. Then, the teachers have to prepare and manage the 
presentation of the tool, the workshop, the face-to-face classes and formative complementary 
tools driven to achieve the confidence, motivation and engagement of the students. Teachers 
are responsible for students to acquire the needed skills. Finally, teachers have to decide about 
the criteria to evaluate the work of each team.  

• Students and teams’ tasks: The student has to be part of a team, understand and learn the 
different tools provided by the teachers. The team has to achieve the start up of a real business 
by creating an e-shop, and learning to manage and maintain it.  

• Company tasks: To facilitate the free access to its platform with an URL. To prepare a 
presentation in class, regarding the different topics of the application (web page): utilities and 
keys for correct use. The company facilitates a direct feedback to the students in order to solve 
doubts and problems. Finally, the company, jointly with the teachers, will select “the best e-
shop”, which will be granted with the free use of the platform, for one-year period. 

Entrepreneurship teaching has to provide particular learning experiences, based on active 
participation in projects, and with the aim to develop entrepreneurship skills more like to do tasks [6]. 
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There are four essential elements teaching about entrepreneurship: i) to give autonomy to the 
students stimulating motivation and reducing dependency; ii) to involve the student, preferably by 
teamwork, in solving real problems, and in developing communication and cooperation; iii) to motivate 
the students to take decisions in real competitive environments with no complete information, and with 
the aim to stimulate the capability to take risks; and, iv) to provide the student reference models 
involved in teaching and evaluating processes [7]. Moreover, there are three categories of 
entrepreneurship: business, social and corporative [8]. The E-shop Workshop belongs to the first type 
from the creation of a business, not necessarily linked to the consecution of an economic result, so 
that it could also belongs to the second type, linking the e-shop business to a social content. The 
corporative type is more difficult to implement in this case, given it supposes exchanging proposals 
inside an organization. 

The real development of the e-shop needs the instruction manual, to open an account using a 
commercial name, and begin to work in the manageable part of the web (CMS). In order to be 
effective, the team-works have to use the different materials downloaded in Moodle Unizar platform. 
Then, they have to: 

1 Analyse the business environment looking for opportunities and write them in a reasoned way. 
2 Carry out an executive summary: what is the project (Idea), about us, reason to be, reason of 

the project (Mission), how do we want to see our partners and society (Vision)? Who are our 
potential customers?  

3 Deal with possible funding sources (friends, family, crowdfunding, ...). 
4 Analyse the foreseeable impact on the environment. 
5 Take marketing-mix decisions. 
6 Carry out a SWOT-CANVAS analysis to set and coordinate the previous decisions: key 

associations, key activities, key resources, value propositions, customer relations, channels, 
market segments; structure of costs, sources of income. 

The quarter (class period from February to May, plus June) schedule is detailed in Table 1. In 
February, after introducing the students for understanding e-commerce, the workshop begins with the 
presentation of its basics. Chavarría’s [9] book provides the main material used to explain the keys of 
entrepreneurship attitude to the students. Moreover, it is time for team formation. A first survey about 
prior competence level is addressed to the students using Google Forms and Moodle 2 Unizar (see 
Annexes A1, A2, and A3). In March, the work-teams propose an e-shop project, which is jointly 
discussed in class with the faculty. Some teams decide to work in a new product, others are just 
intermediaries, with the function of distribute and commercialize an existent product. All proposals are 
reviewed and approved by the faculty. In addition to lectures, students receive the visit of a company’s 
representative; a presentation that is opened to any student interested in the topic. In April and May 
the Workshop continues being developed in lectures, computer classroom practical classes (computer 
labs), and tutorials. The teams present an executive summary to the faculty. A second survey about: 
e-shop workshop development (see Annex A4). ePages company is directly in touch with faculty in 
order to solve any problem. The last week of May, there will be a public presentation (10-minute 
presentation for other student groups) of each one of the new e-shops implemented. Each work-team 
evaluates the work made by the rest. In June each work-team can open its e-shop to the real market. 
In June each work-team can open its e-shop to the real market. Moreover each work-team is 
assessed, and receives its mark. In addition, an e-shop is selected as the best one among those 
presented in the competition. The winner e-shop will be able to use the application for free during one 
year. 

Table 1. 2019 eShop Workshop-Second quarter schedule 

February March April May June 
Basic 
presentation at 
class 
User guides 
First survey 

Face-to-face class 
sessions 
Representative 
ePages visit and 
presentation 
Lab: coaching 
students using ePages  

Face-to-face class 
sessions 
Tutorials 
Lab: coaching 
students using 
ePages 

Presentation of Executive 
Summary to the Faculty 
Lab: coaching students 
using ePages 
Presentation of the e-shops 
Second survey 
Final Report 

Real marketing 
Work-teams 
assessment  
Selection of “The 
best e-shop” 
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The work-teams assessment is participated both by external agents (the ePages company), and 
internal agents (the faculty and a pair-to-pair team evaluation). The final mark considers: i) the 
evaluation of several quality e-shop criteria agreed with the company: Quality of storytelling; Quality of 
product images; Product descriptions; basic trading conditions decisions; the potential viability of the 
project; and, environment impact –of the products, the global idea, social responsibility actions,…- 
(40%); ii) the peer-to-peer team evaluation (10%); iii) the evaluation of final report (20%); and iv) of the 
e-shop presentation (30%) .  

3 RESULTS 
After getting the support and collaboration of ePages company, the first results of the initiative 
implemented have been 21 work-teams participating in the workshop, each one composed of 3 
members; making a total of 63 students. The work-teams presented an Executive Summary to the 
faculty. Currently, beginning of May, students are mainly working in the improvement of the presentation 
of their web page, the marketing decisions, the funding, and the SEM (Search Engine Marketing).  
The information obtained from the first survey addressed to the students (60 respondents), asking about 
their level perceived of 18 competences linked to entrepreneurship, shows perceptions of high level in 
each one of 18 variables –competences. Time Management, with 11.9% of respondents offering values 
lower than 5 points (in a 11 points scale) is the most relevant; very few respondents perceived low 
competence levels.  
Considering 7 points or above as an appropriate level pertaining to an undergraduate student in 
marketing, Taking Risks and Management of Digital Tools are added to Time Management. In this 
direction, the results of a t-test confirm that the competences more developed, according to respondents, 
are Curiosity, Empathy, and Self-imposed (average above eight points), followed by Learning, Self-
criticism, Adaptation, Ethics, Work in a Team, Perseverance, Adaptation to the Circumstances, and 
Creativity (between 7.5 and 8 points). In turn, the capabilities where the E-shop Workshop could be more 
useful for the respondents would be: Management of Digital Tools, Time Management, Capability of 
Innovation, Effective Communication, Taking Risks, Autonomy, and Initiative (see Table 2). 

Table 2. T-test considering 7 average points in the scale (95% level of confidence) 

CRITERION Minimum Maximum Average  Standard deviation 
Innovation 3.00 9.00 6.92 # 1.36 
Communication 4.00 10.00 7.00 # 1.27 
Empathy 2.00 10.00 8.36 ↑ 1.23 
Management of Digital Tools 0.00 10.00 6.81 # 2.00 
Autonomy 2.00 10.00 7.29 # 1.82 
Ethics 2.00 10.00 7.86 ↑ 1,55 
Curiosity 4.00 10.00 8.51 ↑ 1.22 
Creativity 4.00 10.00 7.63 ↑ 1,36 
Self-imposed 3.00 10.00 8.07 ↑ 1,54 
Perseverance 4.00 10.00 7.68 ↑ 1.43 
Self-criticism 5.00 10.00 7.93 ↑ 1.38 
Work in a Team 5.00 10.00 7.73 ↑ 1.32 
Taking Risks 4.00 10.00 7.10 # 1.51 
Time Management 0.00 10.00 6.88 # 2.09 
Initiative 5.00 10.00 7.53 # 1.38 
Learning 6.00 10.00 7.97 ↑ 1.03 
Adaptation to the Circumstances 5.00 10.00 7.68 ↑ 1.14 
Planning 3.00 10.00 7.88 ↑ 1.60 

↑ There are differences above 7 as average point in the scale. 
# There are not differences with 7 as average point. 
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The information obtained from the second survey addressed to the students informs about the 
correspondence of the potential of the e-Shop Workshop as a teaching-learning tool based on 
entrepreneurship (48 respondents). First of all, the competences with higher potential to be improved 
are Creativity, Digital Tools Management, and Learning, followed by Work in a Team and Innovation. 
For the rest of capabilities, the survey results suggest that there is room for improvement, although 
they have less interest in the terms considered Therefore, according to the respondents, the eShop 
Workshop is able to increase one of the capabilities less developed by the students involved: Digital 
Tools Management. This finding seems reasonable due to the character of the workshop (see Figure 
1). 

Secondly, the students at this time show an average level of satisfaction with the activity of 7.41 points 
and 93% consider it worthy to be incorporated as a permanent activity of the course. The respondents 
explain the benefits of the practice and also provide some ways to improve it.  

 
Figure 1. Competence improvement potential 

4 CONCLUSIONS 
The benefits for academic teaching are several. It deals with a sustainable action due to it lies in a 
simple system, controlled, and consolidated in the market (software and online platform of the 
company). Moreover, the development of the activity can endure in time by the involvement of the 
faculty and the collaboration of the company (ePages). The expected improvements in the teaching-
learning processes are relative to the ability of the student to face real competitive business contexts, 
increasing above all their digital tools management competence. Students get entrepreneurship 
motivation using this approach, which encourages the acceleration of entrepreneurship adoption 
among the students, an essential economic objective nowadays. 

The activity achieves an efficient impact to the extent that its implementation is not expensive in 
economic terms. In addition, the impact reaches to all the three agents: students, faculty and 
company. The company gets a productive feedback from the interaction with the participants 
throughout the whole experience. In addition, the students collect information about their experience 
that is addressed to the company in order to get improvements of its software.  

This project can be transferred to any learning initiative with similar aims. The real marketing is 
facilitated by ePages, so the students get involved in a real entrepreneurship process while using the 
ICT. Moreover, they are not just learning about what electronic commerce means, but also learning 
how to test new e-business ideas in a real market environment, such as other works in the e-
commerce learning-teaching innovation research line do (e.g. [1]). The present approach offers an 
example for knowledge transfer taking an advantage of ICT and engaging business world, students 
and faculty. Therefore, the eShop Workshop is easy to apply in other knowledge areas, mainly those 
where the student can apply their knowledge through the entrepreneurship (social sciences, 
engineering, health sciences, …). 
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ANNEXES 

A1 Questionnaire 1. E-shop workshop prior competences  
Mark with an “X” your choice in the scale (from zero capability level to 10 maximum) in the following 
characteristics/competences/skills.  

CRITERION 0 1 2 3 4 5 6 7 8 9 10 
Time management            
Work in a group (timework)            
Risk taking            
Initiative            
Learning            
Adaptation of the circumstances            
Planning            
Innovation            
Effective communication            
Empathy (emotional competences)             
Management of digital tools             
Caring Ethical issues            
Autonomy            
Curiosity            
Creativity            
Self-imposed            
Perseverance            
Self-criticism            
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A2 Examples of Materials in Moodle 2 unizar 
• The importance of ecommerce (from several secondary sources). 
• Entrepreneurship: approach and stages (according Chavarría, 2019). Write material on the 

basic stages of the continuous process of entrepreneurship.  

• Basic personal reflections, prior to entrepreneurship (according Chavarría, 2019). 

• Work-team basics (according Chavarría, 2019). 
A3 Questions addressed to the work-team regarding the e-shop idea (self-reflection) 

• What value does the group's eshop initiative provide? 

• What distinguishes you from the competition? 
• Are these differences by brand or price or both? 

• What does the brand transmit?  
A4 Questionnaire 2. E-shop workshop  
Q2.1. According your opinion, mark with an “X” the capabilities (list of 18 –in A1) able to increase 

participating in the E-shop Workshop with ePages.  

Q2.2. Mark, with an “X”, your level of satisfaction, from 0 (totally dissatisfied) to 10 (totally satisfied) with 
E-shop Workshop practice. 

Q2.3. It seems a practice worthy of being included as a permanent activity of the Commercial 
Distribution subject? 

Q2.4. Justify your latter answer, please. 
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