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Language learning for foreign students via 3D objects

Empowering Secondary teachers with VR Technologies to 
foster a more inclusive environment for Neurodiverse 
Students





Profiling end users



Languages and language modalities



 Profiling interaction

Oral —> written  	

Written —> Oral	

Tactile/haptic —> Written/oral	

Sign —> Written/oral	



What have we learnt?

Reading	

Sound	

Guiding mechanism	

Subtitling positioning	

Audio description modalities	

Sign Language	

Digital gap	
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1. Guidelines to assess inclusion and accessibility in metaverse standard development 

2. Requirements of accessible products and services in the metaverse: Part I – System design 
perspective 

3. Requirements of accessible products and services in the metaverse: Part 2 – User perspective 

4. Design criteria and technical requirements for sustainable metaverse ecosystems 

5. Accessibility requirements for metaverse services supporting IoT  

6. Accessibility in a sustainable metaverse 

7. Guidelines and requirements on interpreting in the metaverse 

8. Guidance on how to build a metaverse for all – Part I: Legal Framework 

9. Guidance on how to build a metaverse for all – Part 2: Results from questionnaire 

10. Requirements for communication between human-avatar languages in the metaverse 
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