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Teacher Digital Competence Development: The Case of Cyprus

=y _T v The Cyprus Pedagogical Institute initiated a five-year K-12 teachers training

programme on digital competence. The programme features ten training courses.
Each course has a duration of 8 weeks and awards 2 ECTS that correspond to fifty
hours of total study effort. After a successful tender, the authors, affiliated with the
Open University of Cyprus, undertook the design and development of the course
“Augmented and Virtual Reality in Teaching and Learning”.
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