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Innovative advancement of VET trainers for
the social integration of students with
disabilities.
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Interactive tools and simulations to support
VET trainers.
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Overview

Module 3, Practical Tools for Inclusive Training, serves as a practical
guide for VET trainers who want to make their teaching more inclusive
and accessible. While earlier modules provide a theoretical foundation,
this one focuses on real-world applications, showing trainers how to
bring inclusive practices to life through interactive tools and simulations.
These tools are not abstract concepts but practical resources that can
be applied immediately in classrooms, workshops, and online learning
environments. The module is strongly connected to the DEVICE project’s
overall mission, which is to empower trainers and learners alike by
promoting inclusivity, digital innovation, and environmental responsibility.
By exploring a variety of resources—ranging from digital games and role-
play simulations to adaptive technologies—trainers will be able to create
learning spaces where all students, including those with disabilities, can
participate fully and develop their skills in vocational education.
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Purpose of
Module 3

The purpose of this module is to give VET trainers the confidence, skills,
and practical resources they need to address the diverse needs of
their learners. Many students with disabilities face barriers that go
beyond the physical classroom, often limiting their ability to engage
with and benefit from training. This module responds to those
challenges by providing strategies and tools that help trainers design
learning experiences which are not only inclusive but also engaging
and relevant. It emphasizes the importance of adapting teaching
practices to individual needs, ensuring that no student is left behind.
At the same time, it highlights the role of technology in breaking down
barriers and creating opportunities for participation. By the end of the
module, trainers will understand that inclusivity is not a separate or
additional task, but an integral part of effective and modern
vocational education. This purpose ties directly into the DEVICE
project’s goals of building inclusive educational systems, promoting
innovation, and raising awareness about accessibility across Europe.
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Link to DEVICE
Project Goals

Module 3 is an essential part of achieving the broader objectives of
the DEVICE project. DEVICE seeks to transform vocational education by
making it more inclusive, digitally innovative, and environmentally
sustainable. It promotes the use of digital learning pathways and
accessible online platforms that allow learners with disabilities to
participate on equal terms with their peers. This module contributes to
that vision by introducing trainers to interactive digital tools that they
can use in their teaching practice. For example, simulations and role-
play exercises can replicate real vocational settings, allowing trainers
and learners to practice skills in safe and controlled environments. By
integrating these methods, trainers are not only improving their
teaching but also reinforcing the European commitment to inclusion,
accessibility, and social equity. In this way, Module 3 serves as a
bridge between high-level project goals and the daily practices of
trainers, ensuring that the DEVICE project has a lasting and practical
impact on education.




Learning Objectives

By the end of this module, trainers will have achieved several key
learning objectives that will directly improve their teaching practices.
First, they will develop the ability to recognize, select, and evaluate
interactive tools that support inclusivity in vocational education. This
means going beyond basic awareness and being able to critically
assess which tools work best for different learning situations. Second,
trainers will learn how to apply simulations, including role-play
scenarios, case studies, and digital exercises, to better prepare
themselves for supporting learners with disabilities. These simulations
allow trainers to step into the shoes of their students, understand their
challenges, and design teaching methods that respond to real needs.
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Third, trainers will be equipped to promote accessibility by
integrating adaptive technologies, such as screen readers,
captions, or interactive platforms, into their teaching
environments. They will also learn how to use gamification
and digital innovation to keep learners motivated and
engaged, ensuring that inclusivity is not only about access
but also about active participation. Ultimately, these
objectives align with the DEVICE mission of building an
inclusive, future-oriented vocational training system that
benefits both learners and trainers across Europe.
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Why Inclusive Tools
Matter

Inclusive tools are vital because they address one of the biggest gaps in
vocational education: the underrepresentation of learners with
disabilities. Although European education systems have made progress
in recent years, many students with disabilities still encounter significant
barriers that prevent them from fully participating in training and
mobility opportunities such as Erasmus+. This underrepresentation is not
only an educational issue but also a matter of social justice, as it limits
access to employment, independence, and community participation. By
introducing practical tools and interactive approaches, we can reduce
these barriers and create training environments where learners feel
supported, respected, and empowered. Inclusive tools are therefore not
optional extras—they are essential instruments for ensuring fairness,
equity, and opportunity in vocational education.




L7
>0 0.0 .,....'
[7
YO O e,
NSNS
SRR
NREEEALAY
piie Jeltie NORLRLLL
INSSZ
piilel 0 o (INRLER

DEVICE Project
Framework

The DEVICE project provides a clear framework for tackling inclusion in
vocational education by combining three pillars: accessibility, digital
innovation, and sustainability. Its goal is to transform how VET trainers
approach their teaching by equipping them with modern resources that
meet the diverse needs of learners. Accessibility ensures that learners
with disabilities are not excluded from opportunities. Digital innovation
introduces new teaching pathways that make learning flexible,
engaging, and adaptable. Sustainability adds another important
dimension by integrating green skills into education, preparing learners
not only for jobs but also for a future where environmental responsibility
is key. Module 3 contributes directly to this framework by offering trainers
a toolbox of methods and resources that bring these three pillars
together in practical and meaningful ways.
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Target Groups i

The main target groups of Module 3 are vocational education trainers and teachers who work directly with learners in diverse
classrooms. However, the benefits extend much further. Learners with disabilities are the direct beneficiaries, as these tools will
create environments that meet their specific needs and encourage their participation. Policymakers and education stakeholders
are also an important audience, since the widespread use of inclusive tools can inspire reforms and influence policy at local,
national, and European levels. Finally, the general public benefits indirectly, as inclusive training helps build a more equitable
society where individuals with disabilities have equal opportunities to contribute and succeed



One of the most powerful tools for inclusive training is the use of digital
platforms. These platforms provide flexible, accessible spaces where
learning can continue beyond the classroom. Within the DEVICE project,
the digital platform has been designed to support both trainers and
learners by offering interactive content, accessible materials, and
opportunities for collaboration. For example, trainers can upload
exercises, while learners can access them in formats adapted to their
needs, such as large print or audio. The platform also reduces isolation
by creating virtual communities where learners and trainers can
exchange ideas and experiences. In this way, digital platforms not only
deliver content but also create inclusive networks that support
continuous engagement and learning.

Interactive

Digitﬂl I N
Platforms
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Simulations
in VET

Simulations are another essential resource introduced in Module 3.
They allow trainers and learners to replicate real-world vocational
scenarios in a safe and controlled environment. For example, a
simulation in the energy efficiency sector might allow learners to test
green practices in a virtual workspace, making mistakes and learning
without real consequences. For students with disabilities, simulations
can be adapted to their specific needs, ensuring that they can
engage fully and gain confidence. For trainers, simulations provide an
opportunity to practice inclusive teaching strategies, test different
approaches, and reflect on how best to support diverse learners.
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Gamification adds elements of play and challenge to the learning
process, making it more engaging and motivating. In Module 3,
gamification is applied through inclusive educational games
designed for VET contexts. These games are not only entertaining but
also pedagogically structured to build knowledge and skills. For
example, learners might earn points for completing tasks, unlock
levels by demonstrating mastery, or collaborate in teams to solve
problems. For students with disabilities, gamification offers a sense of
achievement and belonging, encouraging participation and
persistence in training programs.

\\\\\




K

Accessibility Tools

A true cornerstone of inclusive education is the thoughtful use of
accessibility tools, which ensure that learning materials can be
accessed, understood, and used by every student, regardless of their
abilities. These tools are not just about removing barriers; they are
about creating equal opportunities for participation and making
learning environments truly welcoming to all. For example, screen
readers allow visually impaired students to access digital texts,
transforming written material into speech or Braille output. This means
that learners who cannot rely on vision can still engage with reading
assignments, online platforms, and even multimedia resources.

For students with hearing difficulties, captions and transcripts provide
essential support by converting spoken language into written text. This
allows them to follow video lessons, lectures, or discussions without
missing important details. Beyond this, captions can also help
learners who are not fluent in the language of instruction, supporting
comprehension and reinforcing vocabulary learning. Similarly, easy-
to-read formats benefit learners with cognitive challenges by
presenting information in simplified, clear, and structured ways. This
makes complex ideas more approachable and supports students
who may struggle with abstract or dense materials.
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Trainers play a crucial role in making these tools part of
everyday practice. By integrating accessibility features into their
teaching materials from the start—rather than as an
afterthought—they send a strong message that all learners are
valued and included. Importantly, accessibility tools are not only
beneficial for students with diagnosed disabilities. They also
help many others: captions support learners in noisy
environments, easy-to-read text helps those who are tired or
stressed, and screen reader compatibility makes content easier
to use on different devices. This demonstrates the principle of
universal design for learning (UDL)—the idea that when we
design for inclusion, we create environments that work better for
everyone.

Ultimately, accessibility tools are not about special treatment
but about fair treatment. They allow learners to demonstrate
their abilities without being held back by barriers that have
nothing to do with their potential. For trainers, learning to use
these tools effectively means they are not only enhancing
accessibility but also enriching the quality of teaching for all
students. By embedding accessibility into the core of their
practice, trainers contribute to building educational spaces that
reflect equality, respect, and innovation.




Adaptive
Technologies

Adaptive technologies are specialized tools and solutions that directly
address the unique needs of learners with disabilities, ensuring that
barriers to participation are minimized or completely removed. Unlike
general accessibility tools, which benefit a wide range of users, adaptive
technologies are often tailored to an individual’s specific situation. They
can take many forms. For example, assistive devices for mobility—such
as wheelchairs designed for classroom maneuverability or ergonomic
seating arrangements—allow learners with physical impairments to fully
participate in practical vocational tasks. In a digital context, alternative
input methods like eye-tracking software, voice recognition systems, or
adaptive keyboards provide learners who cannot use standard devices
with the ability to operate computers and access online learning
platforms. For those with cognitive or learning disabilities, specialized
software can simplify complex tasks, guide learners step by step, or
provide interactive supports that reinforce understanding.

In vocational training, the integration of adaptive technologies is
particularly important because learners are often preparing for real-
world professional environments that demand both technical skills and
independence. Without these technologies, students might be excluded
from essential parts of training—such as operating machinery, using
design software, or collaborating on digital platforms. By equipping
classrooms and workshops with adaptive solutions, trainers not only
open up opportunities for participation but also send a powerful
message that inclusion is a right, not a privilege.

Module 3 stresses that adaptive technologies should never be seen as
“special” add-ons reserved for a few individuals. Instead, they should
be treated as an integral part of the learning environment, available
whenever needed, just like textbooks, projectors, or internet access.
When trainers adopt this mindset, adaptive technologies become
normalized, and learners with disabilities are no longer singled out but
are instead seamlessly included in the group. This helps create a
culture of equality in which every student can focus on learning and
skill development rather than struggling against unnecessary barriers.
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Collaboration
and
Networking
Tools

Collaboration is a key element of inclusive training, and networking tools
such as forums, chat platforms, and peer-to-peer learning communities
can make a huge difference. These tools allow learners to exchange
experiences, support each other, and collaborate on projects, regardless
of physical or cognitive differences. Trainers, meanwhile, can use these
tools to share strategies, troubleshoot challenges, and build professional
networks across Europe. Within the DEVICE project, networking is seen as
a way to sustain learning and keep communities engaged beyond the
classroom.
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Case Example:
Energy Efficiency
Training

Winv

A practical case from the DEVICE project illustrates how inclusive tools can be applied in real vocational contexts. In this case,
energy efficiency training modules are delivered through a mix of digital simulations, gamified challenges, and accessible
materials. Learners, including those with disabilities, practice applying green skills such as energy-saving techniques in virtual
scenarios before transferring them to real-life tasks. Trainers are equipped with resources to adapt these lessons, ensuring that all
learners—regardless of ability—can develop both technical and sustainability skills. This case highlights how inclusive tools not only
support participation but also contribute to urgent priorities such as climate change and sustainability.
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Role-Play
Activities

Role-play activities are one of the most powerful methods for fostering
understanding, empathy, and practical problem-solving in vocational education.
By placing trainers and learners into simulated situations that closely mirror real-
life challenges, role-play allows participants to step outside their usual
perspectives and experience education from a different angle. For example, when
a trainer role-plays as a student with a particular disability—such as visual
impairment, mobility restrictions, or a learning difficulty—they gain an invaluable
first-hand appreciation of the barriers that learners encounter in the classroom or
workplace. This experiential learning goes beyond theory: it allows trainers to “feel”
the challenge, whether it is navigating inaccessible learning materials, struggling to
follow group activities, or adapting to an unfamiliar learning pace. Such
experiences often spark moments of insight that lead trainers to adapt their
teaching strategies more thoughtfully and with greater sensitivity.

For learners, role-play also provides unique benefits. By simulating inclusive
vocational scenarios, learners can practice essential soft skills such as
communication, teamwork, problem-solving, and conflict resolution. These are not
abstract skills, but practical ones that learners will need in professional
environments where collaboration and understanding are key. Role-play helps
learners become more aware of how different abilities can affect group dynamics
and how to work respectfully and effectively with diverse peers. For example, a role-
play activity might simulate a workplace where team members must adjust their
communication style to include someone with hearing difficulties, or where group
members must ensure that safety procedures are accessible to someone with
limited mobility. These scenarios build a culture of collaboration and respect while
preparing learners for the realities of inclusive workplaces. ; ‘ é

AV

[ —
..’ T

17
I

A
L
";

S

H
al,
117
o
Sy

, ,'/'.l.
17
7
s
7
L
N,

L7

oy

s

O..Q.....
e

/

o d¥s,
<

2

2
e,

v
%
Z f

£2555%
SRR
LR
225002018
Ve o
"‘

2

5%

2>




Inclusive ]
Scendario
Simulations

Inclusive scenario simulations provide structured, realistic cases that
allow trainers to practice responding to diverse learner needs. For
instance, a simulation might present a classroom with students who
require different forms of support—some with mobility challenges,
others with sensory needs—and the trainer must decide how to adapt
their lesson. These scenarios encourage trainers to think critically,
reflect on their actions, and identify best practices for inclusion.




Feedback and
Reflection Loops

One of the most powerful aspects of simulations is the opportunity for
immediate feedback and reflection. After completing a simulation or
role-play, trainers can review their performance, identify areas for
improvement, and adjust their strategies. Reflection loops ensure that
trainers are not just using tools mechanically but are actively learning
from their experiences. This reflective practice is central to developing
a mindset of continuous improvement in inclusive education.
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Blended Learning

Integration

Blended learning, which combines digital methods with traditional
face-to-face teaching, has emerged as one of the most effective
approaches for creating inclusive training environments. It allows
trainers to design flexible learning pathways that can adapt to the
diverse needs, abilities, and preferences of learners. Instead of relying
solely on classroom instruction or digital platforms, blended learning
brings together the best of both worlds. For students with disabilities,
this integration is particularly powerful because it offers multiple entry
points to the learning process, ensuring that barriers are minimized
and opportunities for engagement are maximized.

Digital tools—such as simulations, educational games, and online
interactive exercises—can prepadre learners for the hands-on aspects
of vocational training. For example, a student may first practice a
technical procedure through a virtual simulation, where they can
repeat the task as many times as necessary without fear of failure or
danger. Once they are comfortable, they can then apply the same
skills in a real workshop under the guidance of a trainer. This gradual
transition builds confidence and competence, making the practical
training more effective and less intimidating, especially for those who
may need more time to adapt.
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Blended learning also makes education more personalized. Troi
can assign digital modules for independent study, allowing Ieor
to progress at their own pace. During in—-person sessions, trainers can
then focus on collaboration, problem-solving, and direct support. For
learners with disabilities, this means they can access materials in
formats that suit their needs—such as captioned videos, screen-
reader-friendly documents, or simplified texts—before engaging in
group work. By frontloading accessible resources online, trainers
ensure that all learners arrive at face-to-face sessions better
prepared and more confident.

Another important advantage of blended learning is that it fosters
continuity and flexibility. If a learner is unable to attend in person due
to health, mobility, or logistical challenges, they can still remain
engaged through the digital component. Likewise, trainers can recorde
sessions or provide digital summaries, ensuring that no one is Ieft:
behind. This flexibility reflects the principle that education shoulde
adapt to learners, rather than expecting learners to adapt to rigid
structures.

From an inclusivity perspective, blended learning helps create
environments where differences in ability are normalized rather than
highlighted. Learners engage with the same content, but through
different modes that suit their needs. For instance, while one student
might benefit from practicing independently online, another may
thrive in a collaborative workshop. Both are equally valid approaches,
and blended learning allows trainers to accommodate this variety
without creating divisions.




How Trainers Use
These Tools

Trainers can bring the tools from Module 3 into their teaching in ways
that are both practical and impactful. For example, a lesson could
begin with an inclusive game that not only captures learners’ attention
but also fosters a sense of belonging right from the start. This can be
followed by a simulation, where learners practice technical or soft skills
in a safe environment that mirrors real-world conditions. To ensure
every learner can follow along, trainers can distribute materials in
accessible formats—whether that means offering transcripts, simplified
texts, or interactive digital versions.
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These small steps may seem minor at first, but when consistently
applied, they accumulate into a learning environment that is inclusive
by design. Over time, learners with disabilities are not only able to
participate fully but are also given equal opportunities to succeed
alongside their peers. What starts as “simple practices” evolves into a
culture of inclusion that shapes the classroom atmosphere, the
learners’ confidence, and ultimately, their career readiness.
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Professional
Development

The integration of inclusive tools does more than just support students—
it also enhances the professional growth of trainers. By learning how to
use new technologies, experimenting with adaptive approaches, and
reflecting on their impact, trainers expand their repertoire of teaching
methods. This not only makes them more versatile but also more
confident in working with diverse groups of learners. Inclusive teaching is
increasingly being recognized across Europe as a core competency for
educators, meaning that trainers who master these skills are also]
strengthening their own career prospects. Beyond individual benefits,e
professional development in inclusivity contributes to the wider®
educational community. Trainers who acquire expertise in inclusive
practices can share their knowledge with colleagues, mentor new
educators, and contribute to raising the overall quality of vocational
training. In this way, using inclusive tools is not just about helping
learners—it is also about building the trainer’'s identity as a modern,
reflective, and innovative professional.
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% Overcoming Barriers

Despite the clear benefits of inclusive tools, trainers may encounter barriers when trying to implement them. Limited resources,
outdated technology, resistance to change, or gaps in digital literacy can all slow down progress. Module 3 acknowledges these
challenges and provides strategies for overcoming them. Trainers are encouraged to begin with small, manageable steps, such as
introducing one accessible resource or one simple simulation at a time, rather than attempting a full transformation all at once.
Peer networks also play an important role, as trainers can learn from each other, share resources, and collaborate on problem-
solving. Accessing training opportunities is another solution, as professional development programs and the DEVICE project’'s Good
Practice Guide offer structured support. The key message is that inclusion is a process, not a one-time action. Each step taken, no
matter how small, contributes to dismantling barriers and building momentum toward a culture of accessibility.




Collaboration
with
Stakeholders

Inclusive training cannot be sustained by trainers alone—it requires
cooperation with a wide range of stakeholders. Schools and vocational
institutions must prioritize inclusivity in their policies, NGOs can provide
expertise and advocacy, policymakers can allocate resources and shape
legislation, and communities can reinforce acceptance and support.

When trainers collaborate with these actors, inclusive practices are no
longer isolated efforts but become embedded in broader systems. For
example, trainers working with NGOs may gain access to adaptive
technologies that would otherwise be out of reach, while collaboration
with policymakers can ensure that inclusive approaches are formally
recognized and funded.

Module 3 encourages trainers to view themselves as part of this wider
ecosystem, contributing not just to individual learners but to a collective
movement for equity. Building these partnerships ensures that inclusive
training is sustainable, scalable, and impactful far beyond the classroom.
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Good Practice .
Guide

To support trainers in their journey, the DEVICE project has developed
a Good Practice Guide that compiles effective strategies, examples,
and recommendations for inclusive training.

This guide is not an abstract policy document—it is a practical toolkit
that trainers can consult for immediate use. It includes real-life
examples of how inclusive tools have been applied successfully, step-
by-step guidance for integrating accessibility into lesson planning,
and recommendations on how to evaluate the effectiveness of these
approaches.

By providing a concrete resource, the Good Practice Guide ensures

that inclusivity does not remain a vague concept but becomes a set

of actionable practices. It also helps create consistency, as trainers

across different regions and institutions can work from the same

foundation of proven methods. In this way, the guide serves both as a —
reference point and as a catalyst for continuous improvement in

inclusive vocational education.
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© Expected
- Outcomes

The ultimate goal of Module 3 is to make inclusivity a standard
practice in vocational training rather than an afterthought. By using
interactive tools, simulations, accessibility resources, and adaptive
technologies, trainers can design learning environments where all
students—regardless of disability—have equal opportunities to learn,
engage, and succeed.

These practices contribute to improved educational outcomes, as
learners who might previously have been excluded or marginalized
are now able to thrive. Beyond the classroom, the outcomes extend to
society, where inclusive education builds a more equitable workforce
and fosters a culture of fairness.

Module 3 also reinforces the DEVICE project’s broader mission of
integrating inclusion, digital innovation, and environmental
responsibility, ensuring that VET not only prepares learners for jobs but
also empowers them to contribute to sustainable and inclusive
communities.
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