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ENHANCING DIGITAL INNOVATION (WEB 4.0) AND ATTRACTIVENESS OF VET
THROUGH EXTENDED REALITY (VR/AR) TRAINING FOR BETTER SKILLS-MATCH

A2.3 Transnational peer-review and comparative report

LABOUR MARKET ACTORS

Industry perspectives on XR in Greece. Insights from the
Labour Market: Readiness, needs, and the future of VET

Based on our survey data for the labour market actors in Greece, thereis a
cautious optimism: they see the value of XR for "hard skills" and safety, but are
skeptical about the realism of simulations and the cost of implementation.
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e Automotive effectiveness
e Services/Repairs
e Healthcare
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75% agree/strongly
agree that XR-trained
students are more
job-ready

The conditions for success

Real-world scenarios 75%

Content regularly updated 75%

The path forward

believe that XR will
improve employee
confidence,
readiness, and
standardized
training

Top training formats
and most effective
methods
e AR overlays
e Gamified learning
e Virtual site
walkthroughs
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