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1. General summary  
 
The context analysis in Greece took place between April – June 2020, in line with the instructions 

received by the WP2 leader of the GEM-In project, namely CESIE from Italy. Within this context, 

an online google form questionnaire was used and widely disseminated to highly qualified experts 

who live and work in Greece so as to collect their valuable feedback on the issues relevant to the 

upscaling process of the GEM-In project. It should be noted that in collaboration with the second 

Greek partner – The Regional Directorate of Western Greece of the Greek Ministry of Education – 

it was jointly decided not to translate the online questionnaire in Greek as all experts contacted 

by the two Greek partners were competent in English, hence the use of the English version of the 

online questionnaire was considered as the best and more efficient option, especially time wise.  

In the Greek case, both country representatives were actively engaged in the involvement of 

experts with Symplexis focusing mostly on the engagement of social workers and representatives 

from the non-formal education sector due to the relevant profile and activity of the organisation, 

while the Regional Directorate of Western Greece focused on the involvement of education staff 

and other categories of representatives from the formal education field in line with their mandate 

and expertise field. As a result, feedback from 21 experts in total was gathered (exceeding the 

initially planned 15 experts) of whom the majority were representatives of the education sector 

with different types of responsibility and role (in line with the priorities of the GEM-In project), 

while the rest were social workers. It is worth mentioning though that in none of the survey 

questions, it was made possible to gather responses from all the participants (not referring of 

course to the provisional questions that did not concern all the participants; i.e. the questions that 

were supposed to be answered by only those who reported some kind of relevant knowledge 

and/or experience depending on the issue at hand), which in part might be explained by the 

skepticism that some teachers and educators have showcased in the past in revealing personal 

information in privately-led researchers (i.e. research not carried out by the Greek Ministry of 

Education). Yet again, this is only an assumption at this stage as there are no solid evidence to back 

it up. All in all, though, the responses received in the universally-relevant exceeded the initially 



 
 

3 
 

 

planned target of 15 experts from Greece, which suggests that the quality of the conducted 

national context analysis exercise has not been jeopardized.    

As we will analyse in more detail below, the Greek survey showcased that the majority of the 

experts who participated in the survey engage in formal education methods, yet rather high was 

also the percentage of the respondents who appeared to engage in informal learning activities 

and methods. Adult education, art therapy, game-based learning and social work proved to be the 

most frequently used methods of informal learning, while it is noteworthy that the majority of the 

participants did not have any prior experience with EU-funded projects. In the most part, the 

Greek experts reported that there are no training opportunities regarding digital competences 

either for students, nor for educators, which seems to be also the case for the civic engagement 

field.  

Last but not least, almost all surveyed experts in Greece appeared to have an interest in the fields 

relevant to the GEM-In project, namely in formal education methods; in fostering active 

citizenship; in using digital tools; in “learning by doing” and “learning by playing” techniques; in 

promoting interculturality and social inclusion; in creative thinking and in the acquisition of civic 

competencies; in learning and sharing European values and finally in the use of games or videos 

as a learning tool. As a concluding remark, it is of importance to underpin that the majority of the 

Greek respondents appeared to believe that the introduction and consequently the use of a new 

pedagogical tools in the form of a board game would be considered useful by their colleagues and 

supervisors.  

All things considered, the findings of the Greek context analysis reveal that within the framework 

of the rather fragmented Greek education system, the introduction of more modernized game-

based learning tools would be of great value in an effort to modernize primarily the formal school 

curriculum, but also transform learning into a more fun process, including as part of informal 

learning processes.  
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2. Statistics about experts involved  
 
In the Greek case, the majority of the experts who participated in the online survey were women 

as showcased in Graph 1. This is rather typical for Greece, as in general, women showcase more 

willingness to participate in research compared to men, let alone that social work is mostly a 

female-dominated profession in Greece, which to a large part is also true for the professionals 

who work in the school administration filed (e.g. secretaries).  

 

 

Graph  1 Gender of the Greek experts 

 

The consulted experts in Greece represented different age groups, yet most of them belonged to 

the age group 30 – 40 years. Accordingly, with reference to their educational background, most of 

them have a Master degree or a PHD, while reportedly none of them appeared to have only a High 

school diploma or Bachelor degree, which in general is typical for the national standards (i.e. a 

Master degree is considered a must in Greece, not only in the education sector, but in general). 

(Graph 2). 
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Graph  2 Educational background 

All the participants work in Greece as this was considered a prerequisite for the purposes of the 

present analysis with the majority of them being employed in public schools in Western Greece 

(particularly from Patras, but also from other close areas in Western Greece like the Agrinio city 

and Arta), followed by representatives from various different areas in Athens and/or Greater 

Athens and accordingly from the Thessaly regional (i.e. Larissa and Volos). This is also partially 

explained by the fact that the experts were engaged one the one part by the Regional Directorate 

of Western Greece, and on the other from Symplexis, which is situated in Athens, hence the work 

location of the majority of the participants does not come as a surprise (Graph 3).  

 

 

Graph  3 Greek city where the experts work 
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In the most part, the research participants work in the formal (public) education field, followed by 

the social work field and the school administration field, which is largely justified by the 

specialization of the involved Greek partners as explained in the introductory section of this report 

(Graph 4).  

 

 

Graph  4 Type education-related sector 

 

On the same note, the vast majority of the respondents reported to work in a public school, which 

corroborates with the observation made above about the research sample (Graph 5).  

 

 

Graph  5 Type of organisation - institution 
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In more detail, the experts who participated in the research represented all different levels of 

formal education (elementary, primary and secondary education – in the sense of both the so-

called Gymnasium and High school regarding the latter). Likewise, local and regional 

administration were also represented in the sample, while it is noteworthy that a significant 

percentage of the respondents were also from the NGO sector and especially from International 

Organisations like IOM and Caritas, which mostly engage in informal education activities with 

vulnerable groups, particularly third-country nationals and the low-skilled. This signifies a good 

mix of experts from whom feedback was received with varied experiences to share with on the 

issues relevant to the GEM-In project.  

Varied responses were also recorded regarding the years of the work experience of the research 

participants ranging from few months (i.e. 5 months) to 34 years, which indeed can be an 

indication of the mixed responses received regarding their knowledge and experience as to 

technology/ game-based learning tools as we will explain further below in this report.  
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3. Analysis about methods and trainings used in the 
work context  
 
The majority of the experts who participated in the Greek context analysis exercise, seems to rely 

typically on formal education methods, which partly relates to the fact that most of them work in 

the formal, public education system, which allows little room for going off course from the official 

school curriculum (Graph 6). 

 

Graph  6 Education methods used 

  

To that end, a relatively small percentage of the surveyed experts reported some kind of informal 

learning methods and training within their work context with most of them pointing out into the 

importance of the combination of formal and non-formal education methods. A significant part of 

the experts who reported some kind of non-formal education experience, referred to art-related 

activities such as “site visits, on theatres, on cinemas, on museums”; and “music therapy”; while 

one of the participants characteristically referred to “tutorials, games, challenges for the students 

to seek non-formal education in order to complete assignments”, which is of interest for the GEM-

IN upscaling process.  

Linked to that observation is also the fact that most of the Greek experts mentioned that they do 

not have some kind of experience with EU-funded projects thus far, which for the Greek case is 
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where most of the non-formal learning opportunities take place, especially when we refer to 

game-based and/or online/distance learning (Graph 7).  

 

Graph  7 Experience with EU-funded projects 

 

In the case, where such programmes exist, they seem to relate very little to the development of 

digital competences of either students/ youth and/or teachers (Graph 8). In fact, with regard to 

students, the attendance of such programmes seems to relate mostly to the acquisition of IT 

competency-related certificates (ECDL) that in reality prove to be more relevant for entering the 

public sector as a typically required certificate, while the open (private) market usually gives very 

little attention to them.  

 

 

Graph  8 Existence of programmes for students regarding the development of digital competencies 
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Likewise, citizenship education is very limited in the Greek education system (Graph 9). Where it 

reportedly exists, it seems to primarily focus on environmental issues, as well as on public health 

issues, yet again such type of learning methodologies do not appear to be widespread, neither 

available across the country. Based on empirical experience and existing literature after all, 

learning opportunities in Greece depend mostly on the personal interest and motivation of the 

teacher/ educator, hence vast inequalities exist across the country, especially as far as the remote 

and/or rural counties with small population are concerned.  

 

 

Graph  9 Existence of teacher training regarding citizenship methods 

 
 

Lastly, on the same issue, less than half of the participants reported the existence of some kind of 

curricular or extracurricular initiative aimed at the development of social and civic competences 

with the majority of the respondents who replied positively referring to cultural, health and 

environmental issues that this type of activities aim at addressing (Graph 10). As characteristically 

mentioned by one of the respondents: “In my opinion whatever cultivates healthy behaviours 

(nutrition ones as well as about relationship among children and people in general) are able to 

develop social and civic competences useful to any future European citizen”. 



 
 

11 
 

 

 
Graph  10 Curricular or extracurricular activities for the development of social and civic competencies 
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4. Analysis of the importance in the work place given 
to different skills/tools/topics  
 
The findings of the background context analysis in Greece (secondary data) corroborate to the fact 

that the Greek (primarily formal) education system is rather fragmented and thus not open to new 

pedagogical methods and techniques. This contradicts though to the findings of the present rapid 

research exercise, which revealed that the Greek experts have much interest to all sorts of topics 

relevant to the GEM-In project. This involves both formal and informal education methods (Graph 

11 & Graph 12), but also the active citizenship field (Graph 13), the use of digital tools (Graph 14), 

and the “learning by doing” and “learning by playing” pedagogical methods (Graph 15).  

 

 

Graph  11 Interest in formal education methods 
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Graph  12 Interest in non-formal education methods 

 

Graph  13 Interest in fostering active citizenship  
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Graph  14 Interest in the use of digital tools 

 

Graph  15 Interest in "learning by doing" & "learning by playing" techniques 

 

Greek experts’ expressed interest concerns equally the promotion of interculturalism (Graph 16) 

and social inclusion (Graph 17), the use of game-based learning (Graph 18) and civic engagement 

methodologies (Graph 19), including creative thinking (Graph 20) and the sharing of European 

values (Graph 21).  
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Graph  16 Interest in promoting interculturalism 

 

 

Graph  17 Interest in promoting social inclusion 
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Graph  18 Interest in the methodology of creative thinking 

 

 

 

Graph  19 Interest in the acquisition of civic competencies 
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Graph  20 Interest in learning and sharing European Values 

 

 

Graph  21 Interest in the use of games or videos as learning tools 

 

Although only a relatively small percentage of the respondents commented further about the 

importance of these issues in the last open-ended questions of the online survey tools – with the 

majority of those who did coming from the non-profit (private) and/or non-formal education 

sector- their feedback is of great value for the conclusions that we will analyse below. In more 

detail, we point out to the following interesting remarks: “Living in a gradually advanced 
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multicultural society, school's interest goes towards European values, social inclusion, 

interculturality and fosters civic competencies and creative thinking at schools”. Similarly: “I want 

to elaborate on "learning by playing" and "learning by doing". During the hours of my voluntary 

work, we try to develop beneficiaries’ communicative skills by accomplishing opinion-exchange and 

information-gap tasks. In addition, we deploy well known board games, such as Monopoly, to 

situate learning in a thematic unit, e.g. financial exchanges in everyday shopping.” 

It is of great importance to highlight the fact that from the feedback received, the great majority 

considers promising the use of new, modernised tools like a board game in their educational work. 

As it was characteristically reported: “I believe that by using a new tool like a board game will built 

an innovative playground which will challenge teachers’ role and will foster a playful learning 

environment in teaching, studying and learning and so it would be considered as a really interesting 

educational idea”. On the same note, it was mentioned that: “Board games in the educational 

context can motivate students and promote collaboration and critical thinking though moments of 

play and happiness”. 

Along the same line, the great majority of the respondents appeared to believe that the use of a 

board game would be an interesting learning tool with some of the most characteristic feedback 

received in this regard captured in the following quotes: “Students and children in general like 

board games, but most of the times don't realise how educational a game can be”; and “it creates 

an alternative educational field, dear to children, close to the digital age they live and their 

interests”; “It is a fun way to acquire knowledge that certainly would attract students’ attention”.  
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5. Conclusions for GEM IN national context analysis. 

 
The analysis that the Symplexis research team conducted in Greece in collaboration with the 

Regional Directorate of Western Greece of the Greek Ministry of Education revealed that despite 

the rather fragmented formal and non-formal education system of the country, the majority of 

the teachers, educators and side staff, such as social workers are open-minded to the use of more 

modernised, technology-based pedagogical methods, like game-based tools. However, it was also 

recorded that most of the surveyed experts have had very little exposure to such methodologies 

until that moment that in some cases might lead to scepticism among the specific professional 

groups as to the incorporation of technology-based pedagogical tools to the formal and formal 

education field.  

Our research showed that Greek experts are very well aware of the distinction between formal 

and non-formal education, yet in the most part they have very little experience in EU-funded 

projects in the context of which most of such initiatives usually take place in the country. It is also 

noteworthy that most of the online research participants were women, which signifies a certain 

extra sensitiveness regarding issues of social inclusion and active citizenship yet, less familiarity 

with gamification and the use of technology as the traditional gender roles in Greece imply.  

As the online research responses revealed, the Greek experts have been exposed to a very limited 

degree to civic engagement initiatives. In the cases where such experience was reported, it 

seemed to relate mostly to environmental and public health issues. Along the same lines, 

European values and civic engagement have been very limitedly addressed in the Greek context, 

yet this does not come as a surprise if we consider that Greeks in general show very little interest 

in public participation, despite the fact that Greece is widely considered as the “mother” country 

of democracy.  

The fact that the work context of the majority of the Greek participants relates to the public sector, 

as well as the fact that most of them have a high level of education is of note as to the findings of 

the present national context analysis. In fact, it is worth mentioning that a significant part of the 

participants acknowledges the important and great perspective of game-based tools/ board 
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games in the formal and non-formal education field, yet from the feedback that we received we 

may conclude that they consider the practical application of such tools a bit unrealistic at present 

taking into account the lack of available infrastructure, equipment and modern technological 

tools, particularly in the public education field in Greece. This reality proved to be very relevant at 

the moment of the compiling of the present report, as due to the global Coronavirus pandemic at 

the start of 2020, the Greek public education system appeared to be completely unready to deal 

with the need of online/ distance learning as the “social distancing” requirements demanded. On 

the positive side though, this new reality is expected to be a good case example and lesson for 

Greece that would need to rapidly adapt to the modern demands of the education section in the 

country and worldwide. To that end, the upscaling process of the GEM-In project could not be 

more relevant at the moment at national level as Greece is not only a country that urgently needs 

to modernise its education system, but also a country that hosts a great number of third country 

nationals that in the long run – especially referring to students and youth- would need to be more 

effectively integrated into the mainstream system in close connection with the opportunities 

offered to the native population and particularly to their peers (i.e. Greek youth).  

 

 


