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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

VET STUDENTS

Insights on learning preferences, digital access, and attitudes
toward immersive technology from students in Cyprus

Based on our survey data for VET students in Cyprus, they are digitally
ready, eager for innovation, but waiting for access.
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