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VET TRAINERS

A snapshot of digital maturity, needs,
and barriers for VET educators in Greece

Based on our survey data for VET educators in Greece, there is a
readiness gap. While optimism for XR (VR/AR) is nearly universal, actual
implementation is hindered by a critical lack of hardware, low technical

confidence, and a massive demand for professional development.
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Top barriers to digital
transformation in Greek VET

Limited Teacher Training 68.8%
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The path forward:

teacher wishlist

Trainers’ top needs

development, 81.3% Focus on simultions

. ° (o) .
dedicated hardware, 75% of trainers are

] Demand . )
and integrated . most interested in

. for training sing simulations for
curriculum resources. using u

teaching

This publication has been developed with the financial support from the European Commission in the framework
Co-funded by of Erasmus+ programme. The information and views set out in this publication are those of the authors. The

the European Union §]:4'¢ European Commission and the Hellenic National agency may not be held responsible for the use, which may be
made of the information contained herein. Project number: 2024-1-EL01-KA220-VET-000250876




