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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 Belgium. Insights from the
Labour Market: Readiness, needs, and the future of VET

Based on our survey data for the labour market actors in Belgium, the group
of experts sees high potential for XR but emphasizes that it must
supplement rather than replace hands-on training, particularly in fields
requiring physical touch
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Barriers to entry:
e Scalability & cost
e Staff resistance
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