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A2.3 Transnational peer-review and comparative report

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

Based on our survey data for VET students in Spain, they are highly
practical and eager for innovation. They view XR as a necessary tool to
bridge the gap between theory and the "real world," but face a training

environment dominated by traditional methods.
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Does XR make you Job-Ready? 
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The path forward 
Barriers to
implementation: 

Lack of
equipment
Time
constraints
Need for
guidance

The "Sustainability &
Safety" value:

Risk-free practice
Resource efficiency
Engagement
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fear
Safe environments
for trial-and-error

Connecting "Classroom"
to "Career"
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