Research Internship for Master 2 Students

Designing an ergonomic and accessible
newsreading experience in virtual reality
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General presentation of the topic

Low-vision conditions such as age-related macular degeneration can result in partial loss of the central
visual field, strongly affect patients’ daily tasks and routines, and none more prominently than the ability to
access text [1]. Though vision aids such as magnifiers, digital screens, and text-to-speech devices can
improve overall accessibility to text, newspapers have complex, non-linear, and volatile formatting [3],
barring low-vision patients from easy access to essential news content, and is thus a difficult design
challenge.

Obijective of the internship

This project has the goal of using virtual reality technologies to design an ergonomic and accessible
newsreading experience for patients suffering from low vision. Based on current understanding on low-
vision reading on digital media [1], design principles for improving user experience [4], and existing reading
applications in VR for reading [2], the project will be carried out in four steps:

1) understanding of low-vision reading and interactive capacities of VR for reading activities,

2) prototyping various configurations and proposal of a design blueprint to improve accessibility and
ergonomy of an existing VR application, notably with:

¢ intuitive page and content navigation gestures and modalities,
e audio, visual, and haptic indicators to provide feedback on interactions and reading progress, and
o flexibility to modify and customize visual parameters of the application

3) implementing the VR reading platform in Unity based on the discussed blueprint, and iteratively improve
the design based on pilot studies and expert feedback, and
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4) discussion of affordances and limitations of virtual reality as a media for accessibie and ergonomic
reading.
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For more

Our first prototytpe: CardNews3D software
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