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Abstract: Vocational school students born after 2005, often referred to as "digital natives," have 
grown up entirely in an environment dominated by mobile phones and the internet. Their perspec-
tives on learning and employment differ significantly from those of previous generations. This 
study systematically analyzes the common characteristics of post-2005 vocational students and pro-
poses an innovative educational model tailored to their digital-native traits. Using case studies and 
literature reviews, the research identifies their growth pattern as a progressive process characterized 
by digital environment shaping, followed by practice opportunity driving, and culminating in value 
iteration. To address these findings, the study recommends establishing a dual-helix cultivation sys-
tem integrating "skill growth and value shaping." This can be achieved by creating immersive learn-
ing communities, gamified learning platforms, and flexible curricula. Such reforms provide schools 
with actionable directions (e.g., enterprise internships, adaptable course structures), help parents 
understand their children's career choices (e.g., accepting roles as "digital nomads"), and offer new 
pathways for vocational education reform. 
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1. Introduction 
Under the new situation shaped by rapid digital transformation and evolving eco-

nomic demands, vocational education students born after 2005—referred to as the “Post-
2005 generation”—exhibit distinct common characteristics and unique growth patterns. 
As digital natives, their learning behaviors, skill acquisition processes, and career devel-
opment trajectories differ significantly from previous generations. Understanding these 
shared traits and developmental pathways is crucial for adapting vocational education to 
effectively support their success. 

This chapter explores the typical features and growth trajectories of Post-2005 voca-
tional students, emphasizing how the new digital and socio-economic context influences 
their learning experiences and professional development. By analyzing these patterns, the 
chapter aims to provide a foundational understanding necessary for informed educa-
tional reforms that respond to the challenges and opportunities faced by this emerging 
generation. 

2. Group Characteristics and Career Shifts among Post-2005 Vocational Students 
2.1 The Ubiquitous Digital Life Environment 

As digital natives, the growth trajectory of post-2005 students is closely aligned with 
the evolution of digital technology. According to statistics, the Internet penetration rate 
among minors in China has reached 97.2% (Department of Youth Rights and Interests of 
the Central Committee of the Communist Youth League & China Internet Network Infor-
mation Center, 2023). Post-2005 students are already able to complete their homework 
using tablet computers in elementary school, and by junior high school, they are proficient 
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in utilizing AI tools to support their studies. They access online platforms to watch class 
analysis videos, form learning communities on social media, and conduct various experi-
ments in virtual simulation laboratories [1]. 

However, this technological immersion has dual effects. On the positive side, post-
2005 students exhibit strong digital creativity: designing cultural products with AI, mas-
tering industrial software through online tutorials, and promoting intangible cultural her-
itage via short videos. On the negative side, information overload has led to fragmented 
attention spans. A 2023 survey by the China Youth Research Center found that post-2005 
students switch between digital devices more than 200 times per day, while their in-depth 
reading time has decreased by 40% compared to post-1995 students (Chinese Internet 
Data Consulting Network, 2023 Generation Z Group Research Report). 

2.2 Occupational Change in the Digital Economy 
The wave of the digital economy acts as a powerful catalyst, continuously transform-

ing career structures and job formats. While members of the post-95 generation are still 
competing for traditional positions, post-2005 students have already established them-
selves in emerging fields such as e-sports operations and smart home debugging. Accord-
ing to a report by the National Information Center, the e-sports industry has a market size 
exceeding 160 billion yuan (China Sharing Economy Development Report 2023, State In-
formation Center, 2023), and the smart home sector faces a talent gap of one million—
highlighting both rapid growth and a shortage of qualified professionals. 

Among the graduates of a vocational school in Chengdu majoring in drone technol-
ogy, some have founded an aerial mapping and AI data analysis studio and participated 
in smart city projects. Others have transitioned into short-video platform “drone teaching 
bloggers” with income from a single live broadcast reaching up to ten times the daily 
wage of a conventional job. 

Flexible employment patterns have become the norm. Data from the State Infor-
mation Center show that 68% of sharing economy practitioners are aged between 18 and 
25. In Shenzhen, vocational students often take part-time customer service jobs in e-com-
merce industrial parks via online platforms. Under the growing trend of “skills for cash”, 
CNC students take 3D printing orders after school, while nursing students (if consistent 
with actual practice, adjust accordingly) assist in the setup and maintenance of smart med-
ical devices. This model of “learning by doing” fosters a keen commercialization mindset 
among post-2005 students (2024 Research Report on Employability of College Students, 
Personality Information Network, 2024). 

2.3. Advancements in Vocational Education Reform 
The ‘integration of industry and education’ initiative, supported by national strate-

gies, acts as a catalyst, accelerating the synergy between education and industry. In an 
intelligent manufacturing training base in Wuhan, students operate industrial robots 
identical to those used in Tesla factories, and corporate engineers are stationed in the 
classroom every Wednesday to introduce the latest process standards [2]. This training 
model of “moving factories into schools” has kept the employment rate of graduates high 
over an extended period, and enterprises have reported that the time needed for gradu-
ates to adapt to their jobs has been dramatically shortened. 

Furthermore, the innovation of the skill certification system has changed social per-
ceptions. The traditional ‘academic stigmatization chain’ is gradually disintegrating, as 
post-2005 students witness their seniors advancing to higher vocational institutions after 
excelling in national skill competitions, often accompanied by high-paying job offers from 
enterprises. At a skills achievement exhibition held by a vocational school in Nanjing, the 
intelligent garbage classification system designed by students was not only patented but 
also purchased by the government for use in community pilot projects. Such examples of 
“skills creating social value” strengthen their belief in the value of vocational education. 
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3. In-Depth Analysis of Changes in the Cognitive Structure of Post-05 Groups 
The Post-05 generation has constructed a unique form in the midst of the digital wave, 

and their learning, life, and psychological states show a complex pattern of diversified 
intertwining. At the level of knowledge acquisition, they have reshaped the learning mode 
on short video platforms and AI tools—replacing classroom reading with B station tuto-
rials, deconstructing the process of thinking and deduction by generating homework 
frameworks with ChatGPT, and replacing the embodied cognitive experience of hand-
written notes with cell phone shooting PPTs, which have spawned the proliferation of 
"shallow learning" while enhancing the efficiency of technological convenience. The con-
venience of technology has increased efficiency, but it has also given rise to the prolifera-
tion of "shallow learning" (Research Report on Media and Information Literacy (2021–
2022)). 

This instrumental-oriented learning style resonates with the prevalence of graduate 
school and public institutions, and the "high GPA priority" strategy of selecting courses, 
giving rise to the formation of utilitarian industrial chains such as "resume beauty" and 
"paid scientific research", which alienate the exploration of knowledge into a tool for cap-
ital accumulation. When the technical dependence extends to the field of life, post-05 stu-
dents interpret multiple identities in virtual spaces—acquaintances on the social platform 
as "good college students" emotional catharsis in anonymous communities, and virtual 
identity in the world of e-sports. Meanwhile, emoticons and perfunctory "hahaha" re-
sponses construct a barrier to the expression of emotions in reality [3]. 

The normalization of this kind of identity switching not only reflects the confusion 
over the existence of "who I am", but also exposes the erosion caused by the immediate 
feedback mechanism on the ability of delayed gratification. In the psychological dimen-
sion, the tension between the technological dividend and the real barrier has reached a 
critical point—the idealism of "getting both interest and income" is in sharp contrast to the 
practice of high-intensity time management. Behind the self-deprecation in the style of 
"Kong Yi Ji Literature" lies the "time management" of working in the early hours of the 
morning in the library and juggling internships and part-time jobs. 

When immersion in the virtual world constantly dissolves the connection with reality, 
this generation has not only gained unprecedented freedom of expression in the techno-
logical carnival but also fallen into the quagmire of cognitive degradation, identity anxiety, 
and value emptiness. This contradictory state of existence is precisely the most profound 
collective spiritual portrait of the era of the digital aborigines. 

4. The Triple Leap Path for Post-05 Vocational Education Students to Grow Up and 
Become Talents 
4.1 Immersive Learning Community: Building an Integrated Space of “Digital-Practice-Value” 
4.1.1 Digital Empowerment: Skill Reconstruction in the Virtual Scene 

The post-05 generation has a natural affinity for digital and electronic technologies 
and becomes familiar with such content more quickly upon exposure. Therefore, to create 
an immersive learning community, screen projection can be used to simulate an on-site 
working environment. Alternatively, virtual reality (VR) can be employed to immerse stu-
dents in realistic scenarios, allowing them to enter a learning state more rapidly [4]. Build-
ing upon this, a gamified learning platform can be introduced, where teachers in the VR 
environment more easily demonstrate the content being taught, assign tasks during the 
lecture, and release rewards upon task completion. This enables students to unlock new 
content to explore (for example, unlocking different materials in welding or new elec-
tronic products in circuit design), thereby increasing the "game" element, enhancing free-
dom of exploration, and boosting interest in learning. 
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4.1.2. Practice-Driven: Project-Based Collaboration and Outcome Transformation 
After students complete the training, introduce a group cooperation mode that incor-

porates real enterprise needs or high-difficulty tasks. Students are divided into groups to 
complete these tasks, thereby enhancing their teamwork abilities. Establish a reward and 
mall system based on different task completion scenarios. Outstanding groups receive ex-
tra course credits as well as virtual course points, which can be exchanged for virtual ex-
tracurricular scenarios, allowing exploration of different fields [5]. 

Additionally, add a competition mechanism by organizing regular time-limited chal-
lenges (e.g., completing the hydraulic module of an airplane within a set time). The top 
10% on the leaderboard receive skill badges. Collaborate with companies in a targeted 
manner so that students holding these badges can be recommended for corporate inter-
views arranged by the school. 

4.1.3 Value Awakening: Community Consensus and Career Narrative 
Design an ethical conflict scenario—for example, whether to accept a high-pollution 

order to improve performance—where students take different positions and participate 
in a debate. While choosing and debating, the AI records their decision logic and generates 
a values analysis report. At the conclusion, the teacher delivers a lecture to guide students 
toward shaping correct value concepts. 

Establish a career museum to document skill growth trajectories (e.g., the date of first 
completion of repairing an aircraft's hydraulic module), practical achievements (e.g., ob-
taining an A1 turbine aircraft maintenance license), and value milestones (e.g., the number 
of times participating in rural revitalization projects). This museum can create and gener-
ate personal career storylines, such as “1,352 days from maintenance apprentice to green 
aviation engineer”. 

4.2 Gamification Learning Platform: Using “Play to Learn” to Drive Triple Compound Growth 
4.2.1 Planning for Digitally-Enabled Game-Based Expression 

To facilitate talent development, a skill tree and achievement system are specially 
designed. Basic skills (e.g., aircraft circuit testing and maintenance, mechanical structure 
diagnosis) form the trunk of the tree, which gradually extends into branches of cross-dis-
ciplinary skills (e.g., maintenance data management, maintenance cost optimization, fault 
prediction algorithms) [6]. "Experience value" is accumulated by watching tutorial videos, 
while "skill points" are earned by completing practical training tasks. The system contin-
uously updates skill modules in response to industry trends, ensuring that talents remain 
competitive. 

Trainees can use virtual points to purchase "digital equipment packages" (such as 
automatic assembly of 100ml solutions in biopharmaceuticals) to improve task efficiency. 
Rare equipment is acquired through special tasks—for example, collaborating to complete 
the "Industrial Internet of Things Attack and Defense Drill" simulation, which may drop 
items like the "5G Module Programming Manual." An open skill trading market allows 
students to earn points by selling original solutions; for instance, a student's design of a 
"vibration and noise reduction function for machine tools" was auctioned for 2,000 virtual 
points. 

4.2.2. Practice-Driven Challenge Design 
To cultivate students’ problem-solving abilities, interdisciplinary collaboration skills, 

and resilience under pressure, the platform adopts a practice-driven challenge system 
modeled on game-style “level copies”. These challenges simulate real-world vocational 
scenarios with increasing complexity, encouraging students to apply knowledge in dy-
namic, high-stakes environments [7]. 

At the primary level, students engage in a scenario simulating restaurant back-
kitchen line optimization, a challenge rooted in catering management. Within a limited 
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timeframe of 30 minutes, students must redesign the food preparation and delivery work-
flow to maximize meal output efficiency while minimizing waiting time and waste. The 
system employs real-time analytics to evaluate their performance based on KPIs such as 
dish preparation time, resource utilization, and customer satisfaction scores. This not only 
assesses technical competence but also strengthens students' ability to think critically un-
der time constraints. 

The advanced level introduces a 48-hour interdisciplinary challenge, where teams 
composed of students from various majors (e.g., electronics, software engineering, envi-
ronmental sciences) are tasked with collaboratively developing an intelligent garbage 
sorting system. The design must integrate sensor networks, classification algorithms, and 
mechanical actuation. The module includes a failure simulation engine—unexpected mal-
functions such as camera failure, waste type misclassification, or actuator delays—to eval-
uate students’ crisis response capabilities and system redundancy design. The final solu-
tion is subjected to a blind evaluation by corporate engineers from partner enterprises, 
ensuring authenticity, technical rigor, and market applicability. 

This layered, progressive task structure not only sharpens core vocational skills but 
also reinforces: 

Cross-disciplinary teamwork and task delegation; 
Time management and iterative refinement; 
Professional communication, especially under real-world pressures; 
Systemic thinking, as students must design for scalability, sustainability, and adapt-

ability. 
Such immersive, challenge-based experiences transform passive learners into active 

problem solvers ready for the dynamic demands of modern industries. 

4.2.3. Narrative Embedding for Value Awakening 
To foster not only technical proficiency but also value-oriented growth, the system 

integrates a narrative-driven learning module that immerses trainees in meaningful story-
lines aligned with societal and ethical contexts. Students are assigned dynamic narrative 
roles—such as “National Master Craftsman”, “Sustainable Innovator”, or “Ethical Tech-
nologist”—through which they engage in mission-based learning experiences. For exam-
ple, as a “Great National Craftsman”, the learner must respond to high-stakes challenges 
in strategic industries, such as designing precision components for a space program under 
time and resource constraints [8]. These immersive role-play scenarios encourage a sense 
of social responsibility, technological dignity, and problem-solving under pressure. 

To enhance immersion, the system incorporates branching storylines with decision-
based consequences. Learners must make ethical and strategic choices between “short-
term profitable” and “long-term sustainable” technological solutions. These decisions 
lead to divergent technological development paths (e.g., quick-profit low-durability ma-
terials vs. green-tech with delayed return), reinforcing the real-world trade-offs between 
market demand and sustainable development. 

To reinforce positive values, the achievement system is expanded beyond technical 
goals to include value-based badges. For instance: 

The “Social Value Badge” is awarded upon completion of ten rural revitalization pro-
jects, such as assisting a virtual village in constructing photovoltaic power systems or op-
timizing local irrigation via smart agriculture. 

The “Technological Ethics Badge” is granted to those who, over the course of 100 
gameplay decisions, consistently choose to uphold ethical principles—such as refusing to 
develop invasive surveillance tools, prioritizing inclusive accessibility features, or ensur-
ing safety over speed in product design. 

These value markers are not only symbolic but can also unlock access to special story-
line arcs, community recognition, or even real-world rewards (e.g., eligibility for industry 
mentorships or participation in innovation showcases). Ultimately, narrative embedding 
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serves as a vehicle for moral imagination and ethical reasoning, helping vocational stu-
dents align their technical trajectories with broader societal goals. 

4.3 Integration Strategy: Opening up the Growth Flywheel of Virtual and Real Scenarios 
4.3.1 Intelligent Data Interoperability 

In the digital-empowered vocational education ecosystem, intelligent data interoper-
ability serves as the foundation for integrating learning outcomes with gamified engage-
ment. Within the immersive learning community, trainees’ skill acquisition data—such as 
course completions, hands-on performance metrics, and behavioral participation logs—
are continuously collected, analyzed, and synchronized in real time with the gamified 
learning platform. These data points are then algorithmically transformed into in-game 
character attribute values (e.g., technical proficiency, creativity, problem-solving agility), 
forming a dynamic reflection of the learner’s actual competence level. 

This interoperability mechanism ensures that gamification is not a superficial add-
on, but an embedded representation of real-world learning progress. In practice, trainees 
with insufficient attribute levels will encounter functional limitations within the gamified 
system—such as being unable to access advanced tasks, unlock collaborative missions, or 
earn elite status achievements. For example, a trainee lacking verified proficiency in me-
chanical circuit repair will be automatically restricted from accepting associated virtual 
missions, simulating real-world qualification gating and task delegation logic [9]. 

Such task thresholds function as a motivational feedback loop: instead of arbitrary 
barriers, they become learning prompts, pushing learners to return to skill modules, par-
ticipate in targeted training, or seek mentorship to upgrade their attributes. This creates a 
virtuous cycle: learning → application → reward → further learning, effectively bridg-
ing the gap between skill development and engagement mechanics. 

Moreover, the system can be configured to provide adaptive guidance—e.g., recom-
mending relevant micro-courses, peer collaboration, or challenge-based projects—based 
on detected deficiencies in attribute profiles. In doing so, the platform not only promotes 
learner autonomy and self-regulation, but also simulates industry-level standards of com-
petence access, preparing students for real-world workplace credentialing systems. 

4.3.2 Incentivize Coordinated Creation 
To foster a culture of collaborative innovation among vocational trainees, the system 

introduces a gamified credit-based incentive mechanism that ties individual achieve-
ments to tangible career and development benefits. Trainees can earn game-based 
achievements—such as the honorary title of “Green Pioneer”—by engaging in sustaina-
bility projects, cross-disciplinary teamwork, or solving real-world enterprise problems. 
These achievements contribute to a dynamic community credit rating, which serves as a 
transparent and merit-based indicator of an individual's collaborative spirit, innovation 
capacity, and social contribution. 

The credit rating system, updated in real time and published monthly, significantly 
impacts access to key opportunities. Those who attain the “diamond level” credit rating 
receive prioritized invitations to participate in enterprise-level technical consulting pro-
jects, cross-industry innovation workshops, and regional talent exchange programs. In 
this way, digital recognition is meaningfully linked to real-world career advancement. 

To further motivate engagement and peer recognition, the platform hosts a monthly 
“achievement auction zone”, where trainees can bid their accumulated credits for exclu-
sive honors, such as the “Innovation Star of the Year” seat. This symbolic but highly visi-
ble position is featured in institutional bulletins, recruitment briefs, and partnership com-
munications, effectively amplifying the trainee’s reputation within and beyond the edu-
cational ecosystem. 

By embedding social recognition, competition, and opportunity within a unified 
credit framework, this approach not only incentivizes high-quality collaborative outputs 
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but also cultivates a sense of ownership, community belonging, and future-oriented pro-
fessionalism among digital-native vocational learners. 

5. Conclusion 
This study systematically investigated the behavioral patterns and developmental 

trajectories of the "Post-05" generation in vocational education—a cohort born and raised 
amid ubiquitous digital technologies. Through detailed case analyses and comprehensive 
literature synthesis, the research revealed a progressive growth trajectory characterized 
by three key stages: being shaped by the digital environment, driven by practical oppor-
tunities, and undergoing continuous value iteration. These findings highlight the urgent 
necessity for vocational education reform to effectively address the evolving needs of dig-
ital-native learners. 

The study proposes a reform pathway centered on digital empowerment, emphasiz-
ing the creation of immersive learning ecosystems and gamified instructional models. In-
novative tools such as virtual reality simulations and task-based learning mechanisms 
demonstrate strong potential to enhance learner engagement and intrinsic motivation. 
Crucially, the proposed “double-helix” educational framework, which integrates tech-
nical skill acquisition with value and identity development, offers a holistic approach 
aimed at cultivating not only professional competence but also ethical awareness. 

Furthermore, to ensure practical adaptability and sustained relevance, vocational ed-
ucation must reinforce the integration between industry and academia, redesign curricula 
with greater flexibility, and modernize certification systems to better align learning out-
comes with labor market demands. By challenging entrenched academic hierarchies and 
valuing diverse career pathways, the vocational system can more effectively support the 
aspirations and capabilities of this emerging generation. 

In conclusion, recognizing the unique characteristics of the "Post-05" cohort is not 
merely a passing educational trend but a strategic imperative. Only through proactive 
innovation and adaptation can vocational education systems nurture a new generation of 
professionals who are technically proficient, socially responsible, and resilient—capable 
of thriving amid the rapid digital transformations that define the modern era. 
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