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	Proposed Project Title:
Accessibility Simulation in Augmented/Virtual Reality

	Principal Supervisor:
Dr Matthew Collins

	Project Description:
WebAim’s 2025 survey of the top one million webpages (https://webaim.org/projects/million/) shows an average of 51 accessibility issues per page. Developers may not be aware of the challenges their interfaces pose for users with disabilities. In this project you will investigate simulating the experience of a user with a motor disability, i.e. a user with a tremor or reduced mobility.
This project will involve the use of virtual reality (VR) and/or mixed reality (MR) and hand tracking. 
The project will most likely involve development of an XR experience in a game engine such as Unity or Godot, making use of Interaction SDK libraries to facilitate hand tracking based interaction. A high degree of self led, independent learning is expected. There is no requirement for pre-existing game engine dev experience, but it would of course help with getting up and running more quickly. 
The project is closely tied to the research interests of a current PhD student who will co-supervise.

	Objectives:
Exploration of the problem domain and subsequent requirements analysis.
Create a working XR prototype system to allow a user (developer) to simulate how a user with a motor disability might interact with their software (a web page).
Guide the user to carry out specific tasks on the target web page and note if these tasks could be completed successfully to provide a metric of accessibility.
App would likely be developed for Meta Quest but exact platform is open (potential for more ambitious directions to be explored – Multi device support etc.)
A successful prototype developed at this stage could perhaps lay the ground work for a more ambitious final year project in the future


	Academic Requirements:
The scheme is open to EEECS Undergraduates in BSc/Beng/Meng Computer Science and Software Engineering. A minimum current average classification of 65% average required, higher average classification will be recommended and used as part of the ranking criteria.

Strong marks in programming related subjects 
Comfort with independent learning and experimentation.
Experience with Unity game engine development (or other game engines e.g. Unreal/Godot) in spare time would be a plus and make getting up and running quickly easier, but not a must have requirement.



	General Information:
Location: Computer Science Building
Student will work out of the VR lab in the CSB
Start date open to negotiation



