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INTRO
t h e

Extended Reality (XR) technologies herald a 
new era of inclusivity, offering unparalleled 
opportunities for individuals, regardless of their 
abilities, to participate fully in diverse aspects 
of daily life, including education, work, enter-
tainment, and fitness. As XR technology con-
tinues to evolve, there is a growing expectation 
among the public for its seamless integration 
into our everyday experiences. This surge in 
interest underscores the potential for XR to rev-
olutionize assistive technologies, especially for 
those with poor vision. Nonetheless, the cur-
rent landscape of spatial computing is heavily 
skewed towards visual interactions, 

Our Design Introduction

XR accessibility design for for poor 
vision people

presenting a barrier to those with limited sight. The 
predominant use of visual cues, especially in convey-
ing depth, fails to accommodate the needs of poor-vi-
sion users, thus limiting the accessibility and benefits 
that XR can offer. Our research aims to bridge this gap 
by exploring alternative methods to enhance depth 
perception within XR environments, aiming to forge a 
path towards truly inclusive technological solutions.



Technology
t h e 



Prototype
d e s i g n

In the context of workplace collaboration, 
we explore the integration of non-visual 
cues within XR to facilitate more intuitive 
interactions, moving beyond traditional 
controllers towards more natural, ges-
ture-based inputs. TouchSpace is commit-
ted to designing for individuals with visual 
disabilities. It’s essential to acknowledge 
the diversity within visual disabilities, as 
they can manifest at different life stag-
es. Some individuals are born with these 
disabilities, others may develop them in 
youth, and some experience a decline 
in vision in their senior years. These vari-

ations impact expectations and experi-
ences with new technologies, underscor-
ing the importance of segmenting user 
groups for a clearer understanding of our 
target audience, which is vital for project 
development. audience. 

Our Design Methodology

Image demonstrating the working 
prototype



Prototype
d e s i g n

Through qualitative research, which includes 
interviews with low-vision participants and 
observational studies, we have gained insights 
into how these individuals perform tasks at 
home, in shopping, and at work. This research 
has identified a profound impact of XR on their 
work efficiency and self-sufficiency. Partici-
pants have expressed that technologies like 
screen readers have significantly amplified 
their capabilities. However, they also highlight 
challenges in navigating XR environments. 
These challenges are particularly evident in 
perceiving depth and engaging in team col-
laborations. Addressing these issues related 

to depth perception is crucial. It will help in 
creating more inclusive and effective spatial 
computing experiences, not only for users with 
diverse visual abilities, as well as for everyone. 

Our Design Methodology 2.0



Circuit
d e s i g n

Our study combines a literature review and it-
erative prototype testing to improve XR design 
for poor-vision users. We identified a critical 
gap in current XR interfaces and accessibili-
ty tools. They don’t effectively communicate 
the depth and spatial positioning necessary 
for immersive interaction. This deficit signifi-
cantly hinders individuals with low vision, who 
struggle with depth perception and discerning 
spatial relationships. 

Our Circuit Design



The project develops a prototype simulating 
a collaborative meeting scenario, focusing 
on two key aspects. The first is envisioning 
changes in human interaction with the 
virtual environment, particularly concern-
ing depth perception. The second involves 
developing a tactile approach to enhance 
these interactions. The interaction design, 
based on prior research and our vision, 
is illustrated through animation, while a 

physical device conveys depth perception 
through tactile feedback.

The below is a user journel of how oth-
ers use our design

Demonstration 
Use Case






























































