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Executive Summary

The Deliverable 7.2 Open Call Documents Collection V2 is a comprehensive communication
and dissemination report of the VOXReality project's open call during its promotional
campaign and during execution of the third parties’ projects. The open call opportunity created
by the VOXReality project was a way to empower innovators and visionaries to shape the
future of XR experiences. Additionally, this deliverable serves as a portfolio of activities and
efforts carried out by the consortium during the launch of the open call presenting all streams
and channels of communication about created opportunity.

Key additional highlights of this document include showcase of the events and carried out
communication and dissemination activities to leverage visibility of VOXReality project's open
call and its opportunities. It presents also channels used during the project,execution.
Moreover, this report describes summarised data of all received applications “including
countries of origin, challenges addressed and other anonymised characteristic of applicants.
It presents also evaluation and selection period with profiles of selected applicants.
Implementation period of sub-projects is also part of this deliverable.

The report presents all gathered activities in a transparent and comprehensive way to show
the potential and achieved so far results. This include broad communication activities with
various tools and streams which have been used and to shoewcasethe effort performed by the
third partiers.

Overall, the Open Call Documents Collection V2 servesias a valuable source of information
considering summary of communication and dissemination activates carried out during the
project execution and connected with open‘callopportunity created within VOXReality project.
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1. Overview of the Open Call documentation kit

The deliverable ‘Open Call documentation collection V1’, submitted in M19, presented in a
very comprehensive way all important documents, links, guidelines relevant from the
applicants’ perspective. Those documents have been binding for the application and
implementation period and have not been updated or changed during this process. This
deliverable ‘Open Call documentation collection V2’ will focus on activities carried out to
promote and leverage visibility of the open call opportunity and its third parties.

1.1. Content of the Open Call documentation kit

The previous version of deliverable consisted of the following document:

Guidelines for applicants

This annex represents the detailed information, rules, and procedures for participation.in the
open call. It addresses who is eligible to participate, where to submit a propasal, and what
information must be included, how the evaluation process is carried out, the implementation
of awarded projects, and additional responsibilities when participating.in the programme.

Annex 1 Application form template
This annex replicates the specific open call proposal form en the VOXReality F6S page, which
can be found at https://www.f6s.com/voxreality-open-caiiapply.

Annex 2 Technical proposal annex (template)

This annex is a Word template that indicates allithe/sections that must be completed as part
of the technical proposal to be submitted. “The sections are Excellence, Impact,
Implementation, Value, and Ethics and Security:-xIhe first four sections are aligned with the
evaluation criteria previously described. This is a mandatory annex of the proposal. If it is not
submitted, the proposal will not be‘eligible.

Annex 3 Sub-grant agreement (template)

This annex is a template of the stb=grant agreement (contract) that will be signed by all parties
(VOXReality coordinator, “freasurer, and the third party). It describes all the rights and
responsibilities of the signing parties.

Annex 4 Declaration offHonour SME (template)

This annex is‘provided as reference at the proposal stage and will only be requested
(mandatory)4f thevapplicant is selected for funding. It will be requested from applicants that
have”submitted’a proposal as non-individuals (e.g., research organisations, companies),
which declare that all conditions of the open call are accepted by the entity’s legal
representative.

Annex 5 Consortium Declaration of Honour (template)

This annex is provided as reference at the proposal stage and will only be requested
(mandatory) if the applicant is selected for funding. This annex must be signed by applicants
submitting as ‘individuals’, which declare that all conditions of the open call are accepted by
the individual.

Annex 6 SME Self-Declaration (template)
This annex is mandatory for all SMEs and provides information on the status of the SMEs.

Annex 7 Bank account information (template)
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This annex is an administrative document that collects information about the bank account to
which payments to beneficiaries will be made.

All abovementioned documents are considered as comprehensive open call documentation
kit and have been made public during the launch of the open call and presented in D7.1.

2. Promotional campaign of the VOXReality Open Call

The VOXReality Open Call's promotional campaign leveraged the project's existing
communication tools across various established channels to effectively reach micro, small,
and medium-sized enterprises (SMEs). The VOXReality consortium utilized the F6S
Community!, media outreach, blog relations, event participation, collaborations with related
projects and initiatives and relevant social media platforms. Key details about the,Open Call,
such as the application process, eligibility requirements, and available resources, were
consistently highlighted through updates all throughout the open call application period.

Adapting the project's overarching communication and dissemination strategy, the campaign
tailored its approach for the Open Call. This involved identifying specifig.target'audiences and
crafting relevant, targeted messages and value proposition. For instance, the messaging
strategically addressed the XR and VR community, and othef sectors such as manufacturing,
media, and telecommunications. Potential applicants also benefited from readily available
information regarding the project's progress and key contributions from project partners.

The Open Call's messaging extended beyond the specifig.topic to include broader information
about the Project and the consortium. Communieation efforts also emphasized collaborations
with external initiatives, events, and projects:

2.1. Registration Form

The application form for this call was available through the F6S platform?. A dedicated page
was created to provide some pivotalinformation to all applicants (Figure 1).

1 https://www.f6s.com/
2 https://www.f6s.com/voxreality-open-call
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Figure 1: VOXReality Open Call page at F6S portal

To submit their applications, applicants’had to fill in an administrative form on the F6S platform
and submit a technical form/proposal.template®, available at VOXReality website Open Call
dedicated page*. The VOXReality.Open Call was opened from 5 April 2024 until 5 June 2024,
for a total of 61 days.

2.2. Promotional\Campaign Toolkit

To streamline.communication through the VOXReality community and enable all partners to
leverage their own networks for promoting the open call, F6S developed a readily accessible
Promotional . Campaign Toolkit. Table 1 below details the toolkit's contents and materials.

Table 1.Promotional Campaign Toolkit Content

Value This value proposition informed partners about the VOXReality Open
proposition® Call's. Partners found details on the target applicants and the integration,
extension, and full-cycle challenges. This resource aimed to equip

partners to effectively promote this opportunity.
Email templates® Two email templates were provided to partners to facilitate the promotion
of the VOXReality Open Call. One template was crafted for direct sharing

3 https://voxreality.eu/wp-content/uploads/2024/04/VOXReality-OC Annex-2-Technical-
Proposaltemplate.docx

4 hitps://voxreality.eu/open-call/

5 https://voxreality.eu/wp-content/uploads/2025/04/VOXReality-Open-Call-%E2%80%93-Value-

proposition.pdf
6 https://voxreality.eu/wp-content/uploads/2025/04/VOXReality-Open-Call -Email-templates.pdf
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with potential applicants; the other template was tailored for
intermediaries with access to potential applicants.
Press release’ The press release announced the launch of the VOXReality Open Call,
targeting media outlets to disseminate news of this funding opportunity.
One Pager® The printable one-pager served as a concise introduction to the
VOXReality Open Call for event attendees.
Social Media Partners could easily share these ready-made assets to effectively reach
Visuals® their audiences and encourage applications.

2.3. VOXReality Website

Established before the Open Call, the VOXReality website acted as the central information
hub, offering a comprehensive overview of the initiative and a direct pathway to the F6S
application platform. It hosted the Open Call toolkit', including the call documents, applicant
guide, and proposal template, alongside supplementary resources like webinar.recordingsand
presentations in a dedicated section. Designed for user-friendly navigation,, theszwebsite's
landing page streamlined access to essential materials. Furthermore, the site's News sections
featured project updates, collaborations, and other relevant opportunities. Overall, the website
proved a crucial asset in promoting the Open Call and facilitating“applicant engagement
through accessible resources and a clear application process.

N
9) voxreaity  veme

Open Call - Closed!

Who are we looking for?

7 eager to shape the future of extended reality (XR) experiences? You can apply if you are

OXRe a d entities ready to embark on a journey of innova
© to extend application domains and integrate cutting-edge Al models into XR applications. we want

Figure 2. VOXReality Open Call Webpage

During the VOXReality Open Call, the website recorded a total of 3,835 visits (1,537 users
from Google Analytics + 2,298 visits from Matomo). Initially, Google Analytics tracked 1,537
users, with 1,517 being unique users. Midway through the campaign, the analytics tool was
transitioned to Matomo, which then recorded 2,298 visits with an average duration of 3 minutes
and 31 seconds. This Matomo tracking indicated 5,559 pageviews (4,085 unique), 738
downloads (670 unique), and 613 outlink clicks (496 unique), with a 46% bounce rate and an
average of 3 actions per visit. While the change in analytics platforms provides a segmented
view of user behaviour, the combined data reveals a substantial level of engagement,

7 https://voxreality.eu/wp-content/uploads/2024/04/VOXReality Open-Call Press-release-1.pdf
8 https://voxreality.eu/wp-content/uploads/2025/04/Open-Call_One-pager_Print.pdf

9 https://voxreality.eu/wp-content/uploads/2025/04/Open-Call_Social Media.pdf

10 https://voxreality.eu/wp-content/uploads/2024/04/VOXReality-OC-Documents.zip
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underscoring the website's crucial role as a key resource and point of access for potential
applicants throughout the Open Call, as showcased in the figure below.

Fo500

i i Sotor 2
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VOXREALITY FROM 2024-05-17 TO 2024-06-06 B AULVSTS R A
Visits Over Time
m B v
ot 4
/
/ \
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- \\\ . /
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Visits Overview
"\ 2,298 visits + +100% ) ", 5,559 pageviews, 4,085 unique pageviews + +100%
+ 3 min 313 average visit duration ¢ +100 0 total searches on your website, 0 unique keywords « 0%
* 46% visits have bounced (left the website after one page) ¢ + 100 i , 738 downloads, 670 unique downloads + +100%
. 3 actions (page views, downloads, outlinks and internal site searches) per visit ¢ +100% l_ 613 outlinks, 496 unique outlinks ¢ +100%

, 220 max actions in one visit + +100'

Figure 3. Website .User Acquisition and Engagement Metrics During the VOXReality Open Call
(Google Analytics and Matomo)

2.4, PublieRelations and Media

To‘maximize,media impact for the VOXReality Open Call, a targeted distribution strategy was
employed, refining existing collaborations and contacts to match the specific needs of this call.
The press release reached a diverse range of stakeholders, including press and media outlets,
academia, VR/XR communities, incubators, science parks, accelerators, Digital Innovation
Hubs, EU-funded projects, National Contact Points, European Enterprise Network members,
and Open Call promoters. The selection of contacts, particularly for startup portals,
magazines, and platforms, was strategic, ensuring the message reached the most relevant
audiences to attract suitable applicants. Over the two-month promotion, 14 news articles about
the Open Call were published on various independent external platforms, as detailed in Table
2.

Table 2. External coverage of the VOXReality project during the Open Call

Fl Group Spain https://es.fi-group.com/ayuda/voxreality-
open-call/
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France
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Online

Italy

https://www.dihbu40.es/events/open-
call-voxreality/
https://www.developmentaid.org/grants/
view/1278741/voxreality-open-call
https://exteriors.gencat.cat/ca/ambits-
dactuacio/afers exteriors/ue/fons europ
eus/detalls/noticia/20240405 vox-reality
https://first.art-er.it/news/voxreality-al-la-
prima-open-call

https://www.dotaceeu.cz/cs/jak-ziskat-
dotaci/vyzvy/unijni-programy/voxreality-
open-call
https://www.europainnovazione.com/int
elligenza-artificiale-al-via-la-prima-open-

call-del-progetto-voxreality/
https://www.dih4@ﬂ-_0@
call/

https://www.nabavke.com/javne-
nabavke-tenderi-srbija/horizon-
voxreality-open-
call/le2ba067cdd3e4151a38f/beograd/2

798880

WW.ildenaro.it/intelligenza-
ifiShgle-ce-voxreality-budget-di-1-min-
di-euro-per-5-progetti/
https://systematic-paris-
region.org/appel a projets/voxreality-
open-call/
https://poloinnovazioneict.org/bandi/voxr
eality-1st-open-call-artificial-intelligence/
https://fundsforcompanies.fundsforngos.
org/events/open-call-for-voxreality-
initiative/
https://www.fondazionetiche.it/node/114
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" VOXReality
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— VOXREALITY OPEN CALL
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£ aperta fino al 5 giugno 2024 la prima open call di VOXReality, un progetio finanziato nelf ambito di Horizon
Europe che vuol faciltare la convergenza delle tecnologie di Natural Language Processing (NLP) e
Computer Vision (CV) nel campo della Extended Reality (XR) mediante lo sviluppo di modeli innovativi di
inteligenza artificiale (Al).

HUBS & 1

PITES CARE 0F SERVEE

Figure 4. Open Call Media Articles

2.5. Social Media Channels

Leveraging the project's established social media presence, the VOXReality Open Call was
actively promoted on LinkedIn, YouTube and X. To broaden reach, partners were encouraged
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to share project updates on their own social media channels, extending communication
beyond the core target audience identified through stakeholder analysis. A variety of posts
were disseminated, emphasizing key Open Call details, announcing related events like
webinars, and inviting experts to evaluate proposals. Throughout the campaign, the
VOXReality social media pages were updated at a minimum of twice weekly.

2.3.1 LinkedIn™

LinkedIn proved to be a vital platform for connecting with the target audience and prospective
applicants. Through 30 posts generating 6,589 impressions, it facilitated regular updates on
the Open Call, consortium activities, pertinent industry topics, and related events. Leveraging
its robust professional network, LinkedIn effectively engaged individuals and organizations
interested in advanced technology and industry trends. Its capacity to reach professionals
across various sectors was invaluable for disseminating information about the ‘@pen Call,
enabling focused outreach, and encouraging meaningful interactions. This ‘strategic,use of
LinkedIn was instrumental in sustaining engagement, promoting collaboration, and enhancing
the project's visibility within relevant professional communities.

Metrics
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4 .

A ]| N~
. AW N
o AANSNA /S A ] )
AR "~ -

= <7 |74
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Apr 29 May 3 May 11 May 17 May 23 May 29 Jun 4
— Organic 6,561

Figure 5. LinkedIn statistics dashboard. Source: LinkedIn.

11 https://www.linkedin.com/company/voxreality
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VOXReality
T8 followers
Tima = '@
o} Calling all VOXReality #Opencall applicants &

The “Open Call Documents Collection” is now available on our website!

£ Take a look at this comprehensive guide with all the details you need to

apply B hetps:f/inkd.in/eTdcimne

Don't miss your chance to shape the future of European #XR! Apply now
and let's create something extraordinary together

Gruppe Maggioli « Distributed & Interactive Systems Group (DI5) |
Centrum Wiskunde & Informatica (CW1) « Athens Epidaurus Festival

* Viswal Computing Lab (VCL)@CERTH/ITI » Centre for Research &
Technology Hellas (CERTH) = ADAPTIT S.A. » VRDays Foundation » F&5
Innavation « Holelight = Maastricht University

VOXReality_D7.1_Open_Call_Documents_
Collection_\1

voureality.eu

cles 1 repost
VOXReality
729 followers

. 10mo » @

Experts in #VirtualReality (#VR), #AugmentedReality (#AR) and
#NaturalLanguageProcessing (#NLP), we are locking for you!

Participate in the evaluation of the proposals submitted to the VoxReality
#0OpenCall!

What's in it for you?
@ Contribute to VOXReality'’s goals and be recognized
i Be economically compensated for the work performed.
) Be an important part of the project and related ecosystem.

"= Deadline: 5 June 2024, 17 CEST

B More at: https://Inkd.in/eSNhmCUJ

Gruppo Maggioli « Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival
« Visual Computing Lab (VCL)@CERTH/ITI « Centre for Research &

Technology Hellas (CERTH) « ADAPTIT S.A. « VRDays Foundation « F6S
Innovation « Hololight « Maastricht University

VOXkReality OPEN CALL FOR EVALUATORS

EXPERTS IN...

Virtual Reality

Natural Language Processing (NLP)

WE ARE LOOKING FOR YOU!

www vorreaity su

ce 10 2 reposts

VOXReality
723 followers
1imo - @

ok Join our second webinar Q&A session, spotlighting the #VOXReality
#0penCall, Discover the exciting opportunities awaiting European #5SMEs,
as we delve into funding specifics and offer invaluable application tips.

" Date: May 21, 2024

@ Time: 11:00 - 12:00 CEST (Brussels Time)

M Online: Zoom Link will be sent to registered participants
# Reserve your spot today: hitpsy//Inkd.in/d7N3mBfi

Join us as our colleagues, Ana Luisa Alves from FBS Innovation and Yusuf
Can Semerci from Maastricht University, share their expertise and
provide guidance on navigating this exciting opportunity.

Secure your spot now and embark on this inspiring joumey with us! &7

Gruppo Maggioli » Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) = Athens Epidaurus Festival
+ Visual Computing Lab (VCL)Y@CERTH/TTI = Centre for Research &
Technology Hellas {CERTH) = ADAPTIT 5.A. « VRDays Foundation

+ Hololight

VOXReality Open Call Q&A Webinar 2
fibs.com
e 1 repost
AN W y

VOXReality
789 followers
10mo-®
@ Last week to apply for the VoxReality #OpenCall is approaching!

Are you an innovative thinker eager to be a game-changer of
extended reality (#XR)?

# Apply for the opportunity to #collaborate and #getfunded with 200K
EUR equity-free

@ Visit the VoxReality website for all the deets
https://Inkd.in/dEeMKUAS

Gruppo Maggioli » Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival
« Visual Computing Lab (VCL)@CERTH/ITI « ADAPTIT S.A. « VRDays
Foundation « F6S Innovation » Maastricht University

RECEIVE
200K€
equity-free funding

ce’ 1 repost

Figure 6. Examples of Open Call LinkedIn Posts

To tap into specific professional ecosystems, relevant LinkedIn groups were strategically
utilized, particularly to promote the expression of interest for Open Call evaluators. Leveraging
the platform's ability to connect with professionals in Virtual Reality, Augmented Reality, Mixed
Reality, Spatial Computing, and Enterprise/Industrial XR fields, the following groups were
engaged:
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1. Reality Innovators Network for Spatial Computing, Metaverse, Al & XR - Virtual,

Augmented Reality (90,134 members)

2. Unity Virtual Reality (VR) Augmented Reality (AR) Mixed Reality (MR) XR Spatial

Computing Developers (53,098 members)

3. XR Execs - The Business of VR, AR, MR & Immersive Tech (2,748 members)

4. Genius XR Partner Network (297 members)

5. Enterprise/Industrial XR - Emerging Tech (6,028 members)

The total cumulative membership across the five LinkedIn groups engaged to promote the
expression of interest for Open Call evaluators was 152,305 members. It's important to note
that some individuals may be members of multiple groups, meaning the figure represents the
cumulative membership across all groups, not necessarily 152,305 unique individuals.
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' Reality Innovators Network for Spatial Computi...
Ana Rita Alves - You

10mo - @

Experts in #VirtualReality (#VR), #AugmentedReality (#AR) and
#NaaturalLanguageProcessing (#NLP), we are looking for you!

Participate in the evaluation of the proposals submitted to the VoxReality
#OpencCall!

What's in it for you?
@ Contribute to VOXReality's goals and be recognized.
# Be economically compensated for the work performed.
&2 Be an important part of the project and related ecosystem.

"7 Deadline: 5 June 2024, 17 CEST

i More at: https://Inkd.in/emEvhWs7

VOXReality OPEN CALL FOR EVALUATORS

EXPERTS IN...
Virtual Reality (VR) Augmented Reality (AR)
Natural Language Processing (NLP)

WE ARE LOOKING FOR YOU!

www.voxreality.eu

O6 1 comment

Figure 7: Examples of a post in LinkedIn groups
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https://www.linkedin.com/groups/2093378/
https://www.linkedin.com/groups/13503426/
https://www.linkedin.com/groups/13503426/
https://www.linkedin.com/groups/8440975/
https://www.linkedin.com/groups/13982262/
https://www.linkedin.com/groups/8262990/

2.3.2 X2

Given X's established use by VOXReality from the project's beginning and its prior popularity
within the XR/VR community, the platform was leveraged for Open Call promotion. However,
the adoption of altered advertising policies on X, including a costly new business verification
process, coupled with concerns about potential user exodus and platform stability, prompted
a shift in promotional efforts. Consequently, the Open Call campaign on X was executed but
prioritization given to other promotional channels. Furthermore, X's analytics capabilities
became restricted, as detailed tracking transitioned to a paid feature, thus limiting performance
measurement. The Open Call resulted in the dissemination of 26 tweets and the acquisition
of a total of 118 followers on the X platform.

O VOXReality Visual Computing Lab

Joi ) ing the f f hnol ith t Excited to announce the launch of the
S g . o
el g the future o technology with the project Open Call. We grant up to Tyr/200K funding to innovative SMEs

willing to shape the future of by integrating/extending VL, ASR, NMT
and CA models into new exciting use cases.

[ Deadline: 5th June 2024, 17:00 CEST (Brussels Time)

Apply now and be part of the revolution! Visit our website for more details:

C VOXReality . VOXReal ity

Voice driven
interaction in XR spaces
OPEN CALL HAS LAUNCHED!
m of two (2) O VOXReality
v Al models We're live!

Our QRA session with Ana Luisa Alves
from F6S Innovation and Yusuf Can Semerci from Maastricht University -
RECEIVE
equity-free funding Join us here:

Code: 373527

jump in and solve all your doubts!

Deadline:
5June 2024
17:00 CEST (Brussels time|

) = ~ / e
r ; ) B ... argusge Models
Funded by - >
the European Union ‘ /
I 7
4 5

VOXReality
Hey there enthusiasts - Join us for an insightful Q&A session about the
Open Call #

i Date: April 30,2024 YOXReality yeu ) )
® Time: 12:00 - 13:00 CEST (Brussels Time) @ Working on your application for the VOXReality Open Call but still have

3 3 5 z o some questions?
JH Online: Zoom Link will be sent to registered participants 4

! Register today:

Q WEBINAR VOXReality
7/

HOW TO APPLY TO THE o~
VOXREALITY OPEN CALL? e

{ 2024
From application tips to fun 5 " o 12 PM CET
will be on hand to answer y Vo

make the most of this excitil

out - reserve your spot today!

. Drop in at the Ask Me Anything Session tomorrow!

Link to join [#

VOXReality 23 MAY

APRIL 30, 2024 0
12:00 - 13:00 CEST y VOXReality Open Call

[ |rendedny

#VOXReality L iehimemates

Figure 8: Open Call X post examples

12 hitps://x.com/VOXReality eu
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2.3.3 Youtube™?

The project's established YouTube channel served as the primary repository for Open Call
related videos, including:

e Open Call Launch Video™
e Info Webinar 1 Recording™
e Info Webinar 2 Recording®

This provided a reliable and familiar platform for users to easily access and revisit information.

~
[

;v VOXReality Open Call | Webinar

Gpen Call Webinem &1
B i oz el

55:33

VOXReality Open Call

veEy

L
DN AL HAS LA

0:50

Figure 9: VOXReality Open Call Videos

During the Open Call period, the channel garnered 483 views and 47.0 hours of watch time.
These viewership peaks notably coincided withithe upload of the webinar recordings and their
promotion across other VOXReality social media platforms, indicating a successful cross-
channel strategy for disseminating infermation.

In the selected period, your channel got 483 views

Figure 10: YouTube statistics dashboard. Source: YouTube.

2.6. Events and Complementary Actions

Events played a key role in the VOXReality Open Call's communication and dissemination
strategy, offering a personalized interaction with potential applicants and a direct channel for

13 https://www.youtube.com/@voxreality

14 https://youtu.be/RsvwBUuEgiDc?feature=shared
15 https://youtu.be/fHSnBH2gr1w?feature=shared
16 https://youtu.be/c3wC-hmXioA?feature=shared
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addressing their queries. Throughout the promotion period, information about the Open Call
was shared at a total of eight events. Four of these were external XR sector-specific, research,
or industry events where consortium members presented the opportunity to attendees.
Additionally, the consortium organized four events specifically to promote the Open Call: two
informational webinars and two "Ask Me Anything" sessions. Of these eight events, three were
in-person, and five were held online.

2.4 .1 Events

During the VOXReality Open Call promotion, partners attended four events spanning industry
and research sectors to raise awareness. Further details about these events are available in
the table below.

Table 3. Events Attended by Partners During the VOXReality Open Call Promotion

10 — 11 April 2024 Scientific Event Netherlands
ICT. OPEN At ICT.OPEN 2024, the VOXReality Open Call was_promoted through a
202417 poster presentation and an on-stage pitch. This_presentation highlighted
both the project itself and the funding opportunities available through the
Open Call.
Laval Virtual 10 — 12 April 2024 XR Event France
202418 At Laval Virtual 2024, VOXReality engaged with, the XR community to
identify SMEs for its Open Call and participated in broader event activities.
Logos 21 — 23 April 2024 Scientific Event Turkey
Seminerleri Logos nginerleri featured an NLP. .prgsentation ’Fhat i.ntroduced the
202419 VOXReality project and Open‘Callfacilitating networking with researchers
in related fields.
30 May 2024 XR Event Online
F6S takes During the event, VOXReality was featured in a "Projects Presentation”
XR20 session where seyen XR projects were showcased. Following this overview,

attendees interested in‘learning more about the VOXReality Open Call were
directed to a dedicated breakout room.

17 https://ictopen.nl/

18 https://laval-virtual.com/en/

19 https://www.logosseminerleri.org/

20 https://www.f6s.com/f6s-takes-xr/about
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Figure 11: Open Call Promotion at Events

&.‘”‘(\)\ &

2.4.2 Info Webinars

To provide comprehensive guidance on the application process for the VOXReality Open Call,
two informational webinars were organized and'recorded. The first webinar?!, held on April 30,
2024, garnered 27 attendees and featuredthe Open Call Manager, Ana Luisa Alves from F6S
and VOXReality’s Scientific Coordinator,/Yusuf Can Semerci from Maastricht University, who
detailed the application tipsiand,funding opportunities available. A second and final webinar??
took place on May 21, 2024, attracting 14 participants and again featuring Ana Luisa Alves
and Yusuf Can Semerei, offering insights into navigating the application process and
connecting with the,VOXReality network. Both sessions were designed to answer potential
applicants' questions ‘directly and were recorded for promotional use on public platforms,
ensuring the‘infermation remained accessible beyond the live events.

21 https://www.f6s.com/voxreality-open-call-qa-webinar
22 https://www.f6s.com/voxreality-open-call-qa-webinar2
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VEBINAR

HOW TO APPLY TO THE
VOXREALITY OPEN CALL?

Join us for the second installment of our webinar info
sions focusing on our open call!

Whether you're seeking application advice or eager to
delve into funding specifics, our panel of exp i
here to provide invaluable insights and add Il your
inquiries.

May 21st, 2024
11:00 - 12:00 CEST

Funded by
the European Union

OPEN CALL

From 5 April to 5 June 2024 17.00 CET

The goal is to integrate VOXReality models into new XR
m applications, thus advancing immersive experiences across various sectors.

* Integration challenge
* Extension challenge
* Full-cycle challenge

€1. 000.000 to fund 5 projects
200K equitity-free funding

Single entity: Micro, small and medium-sized enterprises (SMEs);
or
Consortium of maximum of 2 entities: SMEs

2%, | Funded by
..~ | the European Union

Objectives @ voxeeaity

Enhance natural communication among humans and between humans and machines

on digital platforms such as XR environments.

. Implement NLP models, which are pre-trained, publicly ilable, optimized,
multilingual, visually grounded and k ledgeable of the d in-specific needs of

applications in XR environments.

Open Call Q&A Webinar  30/04/2024

Figure 12: Open Call Info Webinars

2.4.3 Ask-Me-Anything Sessions

Complementing the informational webinars, two “Ask Me Anything” sessions were organized
to provide direct support to potential VOXReality Open Call applicants. Held on May 2323 and

23 https://voxreality.eu/all-event/voxreality-open-call-ask-me-anything-sessions/
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June 324 2024, these one-hour online sessions featured Open Call Manager Ana Luisa Alves
from F6S. They were available to answer applicants’ specific questions and address any
roadblocks they encountered during the application process, offering a more personalized
form of guidance.

3. Application, selection and implementation period of
subprojects

3.1. Application period

Submitting proposals to the VOXReality Open Call was enabled via the F6S platform from 5
April 2024 to 5 June 2024.

Open Call for Proposals for the VOXReality project, offered 200,000 EUR innequity-free
funding to extend application domains and integrate cutting-edge Al'models into new
applications.

VOXReality OC Summary:

¢ Objective: The VOXReality Open Call aims to".extend_ application domains and
integrate cutting-edge Al models into new applications.
o Funded Activities: The call will promote:
o XR Integration challenges for extending application domains.
o Research challenges for extending YOXReality models.
o Full-cycle challenges for bothreseareh and integration.

o Eligible Applicants:
o Single entities: SMEs (Small and Medium Enterprises)
o Consortium of maximum 2/entities: 2 SMEs
e Open Call Timeline: 05/04,— 05/06
o Duration of Activities: 12 months
e Total Funding“Available; 1,000,000 EUR
e Funding per Project: 200,000 EUR
e Number of Proposals to be Selected: 5 projects
e Milestones/Payments:
o 3:Sprints
g Payments are associated with release results and divided among the releases.
6, APayments are based on the successful completion of specified results and
reviews, according to the sub-project work plan.

Based on a pipeline generated within the F6S Platform after the closure of the open call, the
VOXReality Open Call received 102 finalised applications. The applications have been coming
from 28 different countries. The call was very popular. This number of applications have been
significant comparing to what was anticipated, as it was expected to get around 30 finalised
applications. This number brought also changes in number of needed contracted external
experts (more below).

Below you the list of finalised applications with its country of origin:

24 https://voxreality.eu/all-event/voxreality-open-call-ask-me-anything-sessions-2/
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Austria
Belgium
Bulgaria

Croatia

Cyprus

Estonia

Finland

France

Germany

Greece
Hungary

Ireland

Israel

Italy

Latvia
Lithuania
Luxembourg
Malta
Morocco
Metherlands

Poland
Portugal

Romania
Slovakia

Country

Spain

Sweden

Thrklye

United Kingdom

0 1 2 3 4 5 & 7 8 ? 1@ 1 12 13 14 15 16
Count of Coditries

Figure 13: Applications country<of origin

Despite the increased competition, five (5) projects of the finalised applications were
eventually financed as planned.

During the application process VOXReality#Open Call offered three challenges to be
addressed by the applicant:

o Integration Challenge — Applicants are expected to use the VOXReality
models/services/tools mentiened in the call for proposals as they are (in a black-box
manner) in order toidevelop. new XR applications, such as developing new use cases
for additional sectors, or developing new types of applications for the sectors
VOXReality consortium is,focusing on (conference, theatre, training).

o Extension?Challenge’— The applicants are expected to extend the VOXReality
models mentioned/ in the call for proposals, in terms of new languages and/or
directions, further training of the models to achieve better results, or adaptation of the
models te new tasks.

¢ ‘Full-cycle Challenge — The applicants are expected to both extend the VOXReality
models.in terms of new languages and/or directions, new tasks and better results and
present the performance of the new models in a new XR application. The applicants
are free to also integrate other VOXReality models/tools/services without extension (in
a black-box manner)

As a result of quired data from applicants there has been:

e 51 applications addressing Integration Challenge

e 9 applications addressing Extension Challenge

o 42 applications addressing Full-cycle Challenge

During the application one of the additional questions that consortium would like to learn about
was how the applicants learned about the VOXReality Open Call.
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Figure 14: Medium of learning about VOXReality.Open-€all opportunity

As part of the application process the applicants haveibeen asked to deliver (mandatory) also
technical annex (see D7.1 ‘Open Call documentation cellection V1’) which served as their
contribution and ideas of projects that they are‘going to implement. After the closure of this
period the consortium moved to selection proeess described in the following section.

3.2. Selection

The selection was based on previously organised ‘Expression of Interest for Evaluators’
organised by the VOXReality preject,.consortium. The principal aim of organising it was to be
able to select those evaluaters that will be the best fit for the applications received. The
evaluators were expected,to'be the experts in the field of Virtual Reality (VR), Augmented
Reality (AR) and NaturallLanguage Processing (NLP).

VOXReality Home  Aboutus  Usecases  Open Call News & Insights  Projectresults  Events  Contact

Expression of Interest for Evaluators - Closed!

opportunity to contribute as an external evaluator in our exciting

OXReality Open Call selected through an open process to

Figure 15: Expression of Interest for Evaluators — website

Means of submission for evaluators was established in the F6S Platform.
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VOXReality Experts Eol

Open until June 5th, 177CEST

mal Rita & Ana Luisa )ISCUSS FIND OUT MORE

Overview 100% Virtual €0
equity taken location cost

© May 29-Jun 2124 (24 days)
9 Brussels, Belgium evaluation of proposals
Looking for companies:
« in Augmented Reality, Virtual Reality (VR), Natural Language Processing (NLP)
« located in Poland, Portugal, Spain, Eastern Europe, Europe

Staff
« incorporated

Ana Luisa Alves « idea, prototype, users or paying users stage
i‘ Innavation Projects Manager @F&S

« have raised funding or not
0 Rita Campos.

Figure 16: Expression of Interest for Evaluators — the F6S Platform

« currently raising or not raising funds

« have revenue or not

Experts were informed to be available during the evaluation period, which was set to run during
June 2024, according to the following indicative timeline:

e Selection of experts and contract signature: Until 10 June 2024

e Evaluators Conference call: 11 June 2024 at 11:00 CEST

e Application evaluation: From 12 to 21 June 2024

o Consensus Meetings: 22 to 24 June 2024 (if necessary)

VOXReality consortium received 54 Expression of Interest for Evaluators and finally selected
14 experts to conduct evaluation of open callapplications. With those selected experts the
contracts have been signed. This number of selected evaluators exceeded planned number
of evaluators to be contracted,/as it¥was needed considering the number of finalised
applications.

Evaluators have been askedte perform their evaluation in the abovementioned timeframe and
deliver to the consortium ‘8o €alled Individual Summary Report (Figure 17), which after
conducting internaliranking,have been the base for Evaluation Summary Report (Figure 18).

Summary row

|—

Link to proposal
Application ID
Acronym

Lead Applicant

Challenge
Criteria Comments
1. ALIGNMENT (1.00 to 5.00) — Threshold is 3.00
11 Alignment with The proposal is aligned with VOXReality OC and fits into the 0.00
"~ challenge challenge selected. ’
Use of VOXReality  The proposal demonstrates the use and added value provided by
1.2 . . . 0.00
models integrating at least one of the VOXReality models.
Relevant The proposals uses technologies (e.g. XR, VR, AR, Al) relevant for
1.3 . . 0.00
technologies VOX Reality.
54 Byaesied] el The Propos.al delivers the results. expected by th(_e challenge it 0.00
applies to (i.e. user test 25cenario, literature review etc.).
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Open comments for the
applicant

2. EXCELLENCE (1.00 to 5.00) — Threshold is 3.00

2.1 Scope The proposal describes the problem it is trying to solve.
Objectives and The objectives of the proposal are clear and well-presented and 0.00
result identifies the main output/result to be produced. '
2 3 Innovation Potential Th.e proposal demon.stra.t.es mnovatl_on potential compared with 0.00
existing technology, justified by a brief state-of-the-art.
Approach and The proposal elaborates on the approach, technologies, methods 0.00
technologies and solutions that will be used. ’
03 Bpeied Ui The proposal clearly identi'fies the e)fpected outcome (e.g. model, 0.00
software component, service) resulting from the sub-project.

Open comments for the
applicant

3. IMPACT (1.00 to 5.00) — Threshold is 3.00

3.1 Expected output The proposal clearly identifies the result of the sub-project and
' P P defines who the owners are and how IPR will be managed.
3.9 Contribution to The sub-project elaborates on how it will contribute to the 0.00
"~ VOXReality VOXReality objectives and to grow its ecosystem. ’
The proposal describes how this sub-project and the VOXReality
3.3 Self-impact support will impact the proposing companies (both technology 0.00
provider and adopter).
3.4 Scalability The result of the sub-proy_act has potential to scale and replicate in 0.00
other adopters and domains.
0.3 St gk The proposal defines 'measures to communlca_lte and promote the 0.00
sub-project, VOXReality and the support received.
L The proposal includes a credible exploitation plan, identifying the
23 [BeploltRie e target market and elaborating a go-to-market strategy. 0.00

Open comments for the
applicant

4. VALUE (1.00 to 5.00) — Threshold is 3.00

The proposal includes complete information about efforts,
4.1 Budget Distribution personnel and other direct costs (including any equipment or
software) for each partner involved.

The proposed budget is aligned with the technical development

2 iti
ot | VR (PRE o el proposed, justifying the value.

Open comments for the
applicant

. IMPLEMENTATION (1.00 to 5.00) — Threshold is 3.00

Work Plan The work plan proposed is aligned with the 3 sprints defined for
1 Alienment VOXReality OC: design sprint (M1-M3), implementation sprint (M4- 0.00
& M9); and demonstration sprint (M10-M12).
The proposal presents a credible work plan for the three sprints
5.9 Work Plan thh sufflc.lent |nforr!1at|on about activities and .KP.Is. The work plan 0.00
is appropriate to deliver the expected results within the programme
timeline of 12 months.
5.3 [Risks Management The proposal includes.a cre(.:lible Iist.qf ris.ks (inc!uding technical, 0.00
user, management) with suitable mitigation actions.
Individual Each individual participant is described and resources relevant to 0.00
" Participants the proposal and expected outcomes ’
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Each participant has a clear and valid role, and the members
5.5 Complementarity = complement one another, and cover the expertise to match the 0.00
sub-project’s objectives
The consortium members have identified team members with
required skills, expertise and experience (technical, management 0.00
etc.) to match the sub-project’s objectives and deliver the expected ’
results.

5.6 Expertise and Skills

Open comments for the
applicant

Figure 17: Individual Summary Report template

. VOXReality

ntEGotion i R spooes

Proposal Details
Application ID

#NJA

Acronym #REF!
Name #REF!
Type #REF!
Challenge #REF!

EVALUATION SUMMARY REPORT

Evaluation Result
Total Score: 0 {Threshold: 12)

Score: 0 (Threshold: 3)
Comments
Score: 0 (Threshold: 3)
Comments

3. Implementation

Score: 0 (Threshold: 3)
Comments
Score: 0 (Threshold: 3)
Comments

Figure 18: Evaluation Summary Report template

As aresult of the selection process 5 winners have been announced by the VOXReality project
consortium.

The Evaluation Summary Reports have been shared with applicant informing about the result
of the selection.

The winning applications, based on proposal acronym, were the following:
e CrossSense from United Kingdom with Integration challenge
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e AIXTRA from Germany with Integration challenge

o WELD-E from Greece with Full-cycle challenge

o XR-CareerAssist from France with Full-cycle challenge
o VAARHEeT from Ireland with Integration challenge

With those five entities the 12-month contracts have been signed, and the process of their
implementation have started.

3.3. Implementation

The contracts with those five selected entities have been signed on 3™ September 2024 and
they will be implementing their subprojects for 12 months until 2" September 2025. Below
figure shows the third parties’ implementation with perspective of VOXReality project lifespan.

M1 oct2022]  M12 sep2023]  M22 Jul 2024
M2 Now2022]  M13 Dct 2023] _ M23 Aug 2024
M3 Dec2022]  M14 Nov2023]  M24 Sep 2024
M4 Jan2023] M1 Dec2023]  M25 Oct 2024
M5 Feb2023]  M16 Jan2024] _ M3I6 Now 2024
ME Mar2023]  M17 Feb2024]  M27 Dec 2024
M7 Apr2023]  Mi8 Mar 2024] _ M28 Jan 2025
M8 May 2023]  M19 Apra0z4l _ M29 Feb 2025
M3 jun2023]  M20 May 2024]  M30 Mar 2025
M10 juiz0z3] Mzl Jun 2024] W31 Apr 2025
M11 Aug2023]  Mm22 jul2024] M3z May 2025

M23 lun 2025

M34d Jul 2025

M35 Aug 2025

M35 Sep 2025

involvement of selected TP (September 3, 2024 - September 2, 2025)

Figure 19: Months of implementation of VOXReality project and TPs project’s

As stated in GfA there have been identified 3 sprints for founded projects with some specific
mandatory actions for.each sprint.

Sprint 1: Design
Sprint'Duration: 3 months
In“the first sprint, selected applicants will need to stipulate, with support of the dedicated
mentor, on the workplan they presented at the proposal stage to detail and finalize the
milestones that will be achieved and the KPlIs that will be used to measure the performance
of the project. This sprint will include the requirement and needs analysis, design
specifications, literature review, benchmark identification, final timeline and details of the
milestones and the KPIs, and alignment plan for the VOXReality components. Furthermore,
the applicants who will perform user studies (pilots) are required to apply for ethical approval
from appropriate committees. At the end of the Sprint 1, Beneficiary(ies) will have to provide:
1. adeliverable detailing the design procedures mentioned before and,
2. where necessary, the proof of application to an ethical committee as the verification of
work performed.

Sprint 2: Implementation
Sprint Duration: 6 months
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During the second Sprint, lasting up to 6 months, projects will focus on executing the
development tasks outlined in the implementation plan crafted during Sprint 1. Beneficiaries
are required to integrate the design specifications and milestones into their development
process, ensuring alignment with the established KPIs. Additionally, projects undertaking user
studies (pilots) must obtain ethical approval from relevant committees prior to conducting any
tests. At the culmination of this phase, the coaches will evaluate each project’s progress by
assessing the percentage of KPIs executed. Beneficiaries are expected to deliver:

1. a report demonstrating tangible results in development including but not limited to,
adherence to the workplan, KPIs achievement, and workplan for the demonstration
sprint

2. proof of ethical committee approval for any conducted tests. This ensures adherence
to ethical standards throughout the implementation process and reinforces the
commitment to responsible project execution.

3. exploitation agreement for the foreground between the third party andithe consortium.

Sprint 3: Demonstration

Sprint Duration: 3 months

During the third Sprint, spanning a period of 3 months, the emphasis shifts towards leveraging
the outcomes of the preceding phases to demonstrate the technolegy effectively. Projects will
focus on showcasing the tangible results achieved through'the implementation of the design
and development plans from Sprint 1 and Sprint 2. Pilots and, prototypes will undergo rigorous
evaluation against predefined KPIs, ensuring alignment with project objectives.

Beneficiaries will be tasked with delivering a comprehensive demonstration of the technology,
highlighting its functionality, performance, and potential impact. This phase serves as a crucial
opportunity to validate the efficacy of the developed solutions and gather feedback for further
refinement.

At the conclusion of the demonstration Sprint, beneficiaries must provide the designated
deliverable as evidence of the work@ceomplished, reinforcing accountability and transparency
in project execution. This marks|the final, stage of the sprint process, paving the way for
potential scalability and implementation of the technology in real-world scenarios.

At the beginning of the sub prejects implementation, VOXReality assigned a mentor to each
subproject, who hassbeen the main contact and responsible for following their progress and
provide any necessary support. The sub-projects met monthly with their mentor. In addition,
the role of coach (E6S),was established to take care of the overall implementation of the third
parties projects:

Appointed mentors have been tracking the progress of TPs using a dedicated excel sheet
registering.each meeting with TP.
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Acanym Applicant 1

Challenge

Total Budget 200,000
Duration of the project (in months)

Start Date 03/09/2024
End Date 02/09/2025

Applicant 2 (if applicable)

day-month-2024 HOUR CET
|day-month-2025 HOUR CET FINAL EVALLIATION DATE (M12) day-month-2025 HOUR CET

Starting Val Rel #1 Rel #2 Rel #3 Final
ng Value elease elease elease al Relation to uts

AStieme {M1) Torget(M3)  Terget(MS) Trget(M12) Somments

Attendants

[Main conclusions
JActions to be done
KPls

[Needs Assessment

Figure 20: Monthly monitoring file template

Additionally, the role of coach (F6S) was established to facilitate managerial and
organisational issues that subprojects faced .during their implementation. For this also a
dedicated share space (SharePoint) for mentors;,coach and TPs has been created.

. VOXReality ® ;

Home T Upload v B Editin gridview @ Share g Sync @ Copylink J Download §f Automate v BP Integrate v -+ = Tuttii docr

Conversations

Documents > Work Packages > WP7 Integration paths > 02 Open Call > 02 After Award > 02 Acceleration Programme Shared Folders > 03 Subprojects individual folders

Notebook

Shared with us O O Name v Modified ) + Modified By - + Add column
Calendar M AIXTRA October 11, 2024 Ana Alves

Documents . October 11, 2024 Ana Alves

Teams VAARHET October 11, 2024 Ana Alves

OC Issue Tracker M WELDE January 17 [————

Recycle bin BB XR-CareerAssist October 11, 2024 Ana Alves

it 8 oc-components-technology-tablexisx December4,2024 | Spiros Borotis

Figure 21: SharePoint for subprojects

In addition, planning of new activities (including review meetings for sprints, events that TPs
are going to participate) have been set in a shared calendar with an access of each member
of the VOXReality consortium and TPs. This calendar served as up-to-date planner of
meetings and other activities during the project implementation. It served as a tool to facilitate
accurate planning and staff involvement.
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1114111179914}

Figure 22: OC Calendar

All implemented tools and meetings guaranteed high level work delivered by subprojects and
its compliance with sub-grant agreement, proposal and other binding docu ts during'the
project implementation.

The VOXReality consortium with agreement with all selected third pa eed to conduct
review meetings with presence of mentor, coach and two review e following dates:

e for Sprint 1: 2" and 5" December 2024

e for Sprint 2: 2" and 3™ June 2025
e for Sprint 3: 22" and 25" August 2025

After each of these meetings, the Evaluation Re ort (below) was shared with TPs.
After approval by the mentor and the reviewers valuation Results report combined with
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OPEN CALL 1 SUB-PROJECTS MONITORING

RELEASE #1 EVALUATION RESULTS
Applicant 1

Duration of the project (In months)
Start Date
End Date

e N ./ Ogaisation e N ./ rganisation

RELEASE #1 EVALUATION Date dd/ MM/ YT

OVERALL EVALUATION ]

Release #1 Report Submission Date [dd/MM/YYYY) Owerall Comments Status

Applicant 2 (if applicable)

Release F1 Report el /MR Fyyy o 1]
Sections Overall Comments Status
Public Summary o o
Activities Accomplished o 1]
Risks and Mitigation Actions o o
Team Contributions ] o
MVP o o
KPis o o
Communication and Dissemination Activities ] 1}
Conchusions o o
Starting Value Value
M1 Targ=t (M3) < pmitted  Gverall Comments Status
[} (1} o oo o
a [0 Q [ ] 0
[} 1} o oo o
[} 1} o oo o

valuation Result report template

Apart from official revie e VOXReality consortium with a supportive agreement
from TP conducted h the aim of creating networking opportunities between sub-
projects and che s of implementation of each sub-project. This initiative was very
well received by sentatives of third parties as they got the opportunity to present
between e arn and share experiences.
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VOXReality

A

OC ACCELERATION PROGRAMME

WORKSHOP NO.1WITH TP'S

Purpose of the Meeting

Checkup on phase 2 of VOXReality OC Acceleration programme.

Date and Time February 25", 15:30 - 17:00 CET

Venue Online, access link:

Agenda

15:30 - 17:00 Workshop no. 1 with TPs Pptx from: CS, VAARHeT, Weld-e, AIXTRA,

XRCareer-Assist

15 min each with Q&A session

nded Funded by the European Union, Views and opimiors expretsed e how
Fu by 2 necessatily reflect these of the Eurcpean Urson or Directarate-Ceneral §
the European Union Technalogy (DG CNECT). Neither the European Union ner the granting

Figure 24: Agenda of the workshop

Up until submission date of this deliverable (end of May 2025) all the third parties projects
have successfully implemented their respective sub-projects. Third parties will still face sprint
2 and sprint 3 reviews although thanks to regular checkups (meeting with mentors and coach,
workshops, email consultation) no risk have been so far identified regarding scope and content
of implemented project.

4. Communication and dissemination of subprojects

Upon notification and onboarding of the five third parties to the VOXReality project, a
Communication and Dissemination Strategy was set in place to announce the open call
winners. The responsibility for this strategy was shared between two distinct actors: (1) the
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VOXReality team, utilizing the project’s internal channels and external media outreach, and
(2) the awarded third parties, who were tasked with collaborating on this communication and
dissemination effort through their own channels and networks.

4.1. Communication and dissemination of subprojects by the
VOXReality Team

To communicate the open call winners, the project strategically utilized its internal tools and
channels in a phased approach. Initially, the website was updated with comprehensive
information about the winners. Subsequently, a press release was distributed to media outlets.
Only after the story gained traction on media channels was a social media campaign initiated.
This sequential approach served a dual purpose: first, to offer news exclusivity to the media,
and second, to actively promote the winners on platforms conducive to attracting leads and
investors, notably LinkedIn. The figure below illustrates this strategic, step-by-step process.

Press Release Distribution

Figure 25. Communication and Dissemination Process for Open Call Winner Announcement

4.1.1 VOXReality Website

The VOXReality website was updated to prominently feature the Open Call Winners. A
dedicated webpage?® now provides a concise catalogue/of the winning projects, including a
brief description of each. Furthermore, individual projectypages (Table 4) offer more detailed
information, such as application channel, expanded descriptions, user case scenarios, team
details, and direct links to their websites andsocial'media.

This detailed website update offersssignificant advantages. It enhances the visibility and
recognition of the winners, fostering transparency and credibility. By providing direct links, it
facilitates collaboration and netwerking opportunities. The user case scenarios effectively
communicate the projects’ potential impact to a wider audience. This comprehensive online
presence serves as a valuable resource, showcasing the project’s success and supporting the
winners’ continued growth and reach.

Table 4. Open Call:\Winner’'s VOXReality Webpages

AIXTRA https://voxreality.eu/aixtra/
CrossSense https://voxreality.eu/crosssense/
VAARHeT https://voxreality.eu/vaarhet/
WELD-E https://voxreality.eu/welde/
XR-CareerAssist https://voxreality.eu/xr-careerassist/

25 https://voxreality.eu/open-call-winners/
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https://voxreality.eu/aixtra/
https://voxreality.eu/crosssense/
https://voxreality.eu/vaarhet/
https://voxreality.eu/welde/
https://voxreality.eu/xr-careerassist/
https://voxreality.eu/open-call-winners/

OPEN CALL
WINNERS

AR

ARTFA. ol | ] 0 o obowring 1=l siicts pivsdcie: copusbilimios ki ' opapa ‘v sy Licgs - by s s sd-boanc] i il “souirang prron a2 6 i s 58
S Ay oA Trnooe. s Sl i mal-ani K

WAARHET

“This s Acthcamec ugrmanvaec Fsaling -imiuacss oL MRARHST) paciict il i 3 M-fusmrec AF: SERCHion K Crmase. s (v aradiv, iasreien- i mepevience o e ol
marpiic Atk Pk

WELD-E

hikep el - b A1 sy irsgrane] e o 0 Emeemreany et rereres Eppen e e mpere o rehowelcie e s, reomicrthe saising peoras v 1)
Cpmach rarmuision snd 5 ored sreivsics reconi. ) ransl agesgy recels s cresaroeion sgere, 3 5 colisheraries, Wikec-Sealiny [4F) smdreares.

READ MORE

XR-CAREERASSIST

S irervnsin: W8 plheiarcihar provichs parcralond S paife s dassloperees plere: g WS Eslln 8 recaac s & begs ciatskas of snaled e

REALD MORE

Figure 26. VOXReality Website Open Call Page
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Vo sal

CrossSense

CONSORTIUM

KONNECTA SYSTEMS P.C.
T e e

Tyatems gy

XR-CareerAssist

Figure 27. VOXReality Website Open Call Project’s Pages

31 MAY 2025 VOICE DRIVEN INTERACTION IN XR SPACES/ 36 -




4 1.2 Public Relations and Media

A press release?® announcing the Open Call Winners was crafted and disseminated to media
channels specializing in SME/Startup news as well as those focused on the XR sector. This
targeted distribution aimed to reach key audiences interested in innovation, entrepreneurship,
and immersive technologies. The press release highlighted the winning projects, their potential
impact, and the collaborative spirit of the VOXReality initiative. The table below showcases
the resulting media mentions, demonstrating the reach and engagement generated by this

announcement across relevant publications and platforms.

Table 5. External coverage of the VOXReality Open Call Winners

EU StartUps

XR Today

Bee Beez

EDGE

Founderverse

Brussels-based VOXReality Awards
€1 million to boost accessibility in
extended reality projects

EU Grant Awarded to Boost
Enterprise Al-Powered XR Solutions

Brussels-based VOXReality Awards
€1 million to boost accessibility in
extended reality projects

EU awards EUR 1 million to five, XR
accessibility projects
Brussels-based VOXReality Awards
€1 million to boost accessibility in
extended reality projects

EU Grant Awarded to Boost Enterprise Al-Powered XR Solutions o]

Brusse]s based mmw Awards €1
million to boost accessibility in extended
reality projects

l-';[;, EU Startup

Industry news

+ VOXReality, a project funded by the European Commis:
network, has distributed EUR 1 million (~USD 1.05 millios l rants to five EU projects

https://www.eu-
startups.com/2024/11/brussels-based-
voxreality-awards-e1-million-to-boost-
accessibility-in-extended-reality-
projects/
https://www . Xfteday.com/mixed-
realityfeu-grant-awarded-to-boost-
enterpkise-ai-powered-xr-solutions/
https://bebeez.eu/2024/11/14/brussels
-based-voxreality-awards-e1-million-
to-boost-accessibility-in-extended-
reality-projects/
https://sp-edge.com/updates/36032

https://founderverse.weglobalstudios.c
om/news/1067950

Extended Reality
) View industry hub

Now 14, 2024

EU awards EUR 1 million to five XR accessibility projects

and supporte dbyFAchl lobal startup
je Nng ext

Brussels-based VOXReality Awards €1
million to boost accessibility in
extended reality projects

Published on November 14, 2024

Figure 28. Open Call Winners Media Articles’ Examples

26 https://voxreality.eu/wp-content/uploads/2025/05/FHA VoxReality PressRelease.docx.pdf
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https://www.eu-startups.com/2024/11/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://www.eu-startups.com/2024/11/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://www.eu-startups.com/2024/11/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://www.eu-startups.com/2024/11/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://www.eu-startups.com/2024/11/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://www.xrtoday.com/mixed-reality/eu-grant-awarded-to-boost-enterprise-ai-powered-xr-solutions/
https://www.xrtoday.com/mixed-reality/eu-grant-awarded-to-boost-enterprise-ai-powered-xr-solutions/
https://www.xrtoday.com/mixed-reality/eu-grant-awarded-to-boost-enterprise-ai-powered-xr-solutions/
https://bebeez.eu/2024/11/14/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://bebeez.eu/2024/11/14/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://bebeez.eu/2024/11/14/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://bebeez.eu/2024/11/14/brussels-based-voxreality-awards-e1-million-to-boost-accessibility-in-extended-reality-projects/
https://sp-edge.com/updates/36032
https://founderverse.weglobalstudios.com/news/1067950
https://founderverse.weglobalstudios.com/news/1067950
https://voxreality.eu/wp-content/uploads/2025/05/FHA_VoxReality_PressRelease.docx.pdf

4.1.3 Social Media Channels

From December 2024 to February 2025, VOXReality implemented a “Meet the Winners”
campaign on its LinkedIn platform. This initiative aimed to enhance the visibility and public
recognition of the winning Open Call teams, directly showcasing their achievements to the
project’s network and fostering a stronger sense of community by highlighting the individuals
and the innovation behind their projects. This increased exposure served to celebrate their
success and potentially attract further collaborations and opportunities.

VOXReality
760 followers

2mo « Edited « @

% VOXReality Awards €1M to Boost XR Innovation in Europe!

Through its Open Call, VOXReality has awarded €200K to five innovative

projects pushing #XR technology boundaries in #manufacturing &,
#healthcare ¥, #culturalheritage #ii, #education ®, and
#c . These il leverage #Al to transform

interactions in immersive environments, breaking communication barriers

and creating inclusive solutions.
we Check out how these projects are shaping the future of XR!
r Read the full story here: https://Inkd.in/eYH2EzSg
Gruppo Maggioli * Distributed & Interactive Systems Group (DIS) |

Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival
» Visual Computing Lab (VCL)@CERTH/ITI « Centre for Research &

Technology Hellas (CERTH) « ADAPTIT S.A. » VRDays Foundation « F6S
Innovation + Hololight « Maastricht University « Synelixis Solutions SA

3 with David Lahner and 14 others

€C@ Ana Rita Alves and 32 others

VOXReality
760 followers
mo+®

Introducing WELD-E by Konnecta Systems and IKNOWHOW SA:
Enhanced XR Human-Robot Collaboration for Welding =

Simplifying and improving robotic welding with Al and XR technologies,
WELD-E brings together speech recognition, natural language models,
and a mixed-reality environment to make welding operations more
efficient, accessible, and safe.

WELD-E will be tested in real-world scenarios with welding experts to
ensure reliability and adaptability. The project aims to enhance safety,
productivity, and inability in industries like shipbuildi i
and manufacturing.

¢ Discover how WELD-E is transforming welding operations
here: https://Inkd.in/eRUhgJys

Gruppo Maggioli  Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival

« Visual Computing Lab (VCL)@CERTH/ITI « Centre for Research &
Technology Hellas (CERTH) « ADAPTIT S.A. « VRDays Foundation « F6S
Innovation + Hololight « Maastricht University - Synelixis Solutions SA

OPEN CALL
WINNERS

2, with Konstantinos Loupos, MEng. MSc. ...

€@ Ana Rita Alves and 40 others 4 reposts

1 comment - 8 reposts

Introducing VAARHeT: Voice-Activated AR Heritage Tours for the Future!
™

& With the expertise of XR Ireland, and the Araisi Ezerpils
Archaeological Park, home to Europe’s only Sth-10th century fortified
settlement reconstruction, VAARHeT is redefining how we connect with
history—making it smarter, scalable, and unforgettable.

This innovative project addresses modern challenges in cultural heritage
preservation and engagement:

[ Personalized Voice-Driven Tours §: @
B Real-Time Multilingual Translations e
) Geospatially Anchored AR Content M

This solution reduces reliance on costly physical reconstructions,
extends visitor engagement year-round, and makes cultural heritage
more interactive and accessible—all while using visitors' own smart
devices.

& Ready to explore more? https://Inkd.in/ed84Hkz7

Gruppo Maggioli + Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival
« Visual Computing Lab (VCL)@CERTH/ITI » Centre for Research &

Technology Hellas (CERTH) « ADAPTIT S.A. « VRDays Foundation « F6S
Innovation « Hololight » Maastricht University « Synelixis Solutions SA

OPEN CALL
WINNERS

FRig

pwith Guillaume A. and 5 others

i
AT 12S

VAARHeT

€O Ana Rita Alves and 14 others

Introducing AIXTRA: Al-Powered XR Collaboration & Training for the
Future @

We'e thrlled to spotlight AIXTRA, one of the winners of the VOXReality
Open Call! AIXTRA redefines XR training by breaking down language
barriers and introducing Al-powered virtual training partners.

Developed by MindPort GmbH (creators of VR Builder) and LeFx GmbH,
this innovative project delivers two key solutions:

& Real-Time Multiingual Communication: Seamless, in-VR translations
empouwer global teams to collaborate effortlessly in their native
languages.

1B Al-Based Virtual Training Partner: An intelligent virtual companion
simulates human interactions, enabling rich, collaborative training without
needing multiple participants.

Together, these features create more accessible, effective, and scalable VR
training experiences for industries lie manufacturing, construction, and
healthare!

@ Ready to explore the full story? Check out more
here: https://Inkd.in/eb2bUCUQ

Gruppo Maggioli + Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) + Athens Epidaurus Festival

- Visual Computing Lab (VCL)@CERTH/ITI - Centre for Research &
Technology Hellas (CERTH) + ADAPTIT S.A. » VRDays Foundation « F6S
Innovation » Hololight » Maastricht University + Synelixis Solutions SA

OPEN CALL
WINNERS

: EEIFSR)

2with David Lshner and 3 others

€C@ Ana Rita Alves and 15 others 1repost

1 comment - 2 reposts

Introducing XR-CareerAssist: Your Career Guidance Assistant in XR! &

%" XR-CareerAssist uses Extended Reality (XR) and Al to help individuals
explore career paths and plan their professional growth in a simple,
engaging way.

Developed by Daskalos Apps and CVCosmos, XR-CareerAssist offers:

) Custom Career Plans

B Clear Visualizations

B Language Support
[ Interactive Simulations

Designed for schools and workplaces, XR-CareerAssist makes career
planning accessible, practical, and interactive.

¢ Learn more about how it works here: https://Inkd.in/eEnYiF4n

Gruppo Maggioli + Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival

« Visual Computing Lab (VCL)@CERTH/ITI « Centre for Research &
Technology Hellas (CERTH) « ADAPTIT S.A. « VRDays Foundation « F6S
Innovation + Hololight + Maastricht University = Synelixis Solutions SA

OPEN CALL
WINNERS

Gl
XR-CareerAssist

2 with NIKOLAOS-DIMITRIOS TANTAROU...

€C@ Ana Rita Alves and 16 others 1 repost
VOXReality
760 followers
mo.®
Introducing CrossS: by ph Co-op: Emp p e

with AR Technology @

© We're excited to highlight CrossSense, an AR app designed to support
individuals with Mild Cogpnitive Impairment and Dementia. By providing
memory cues, navigation support, and voice reminders, CrossSense helps
users maintain independence and navigate daily tasks with ease.

Powered by Al assistant Wispy, this solution offers a more personalized
approach to cognitive care. |

Find out more here B https://Inkd.in/d4VgYXks

Gruppo Maggioli » Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival

« Visual Computing Lab (VCL)@CERTH/ITI » Centre for Research &
Technology Hellas (CERTH) « ADAPTIT S.A. » VRDays Foundation  F6S
Innovation » Hololight » Maastricht University » Synelixis Solutions SA

OPEN CALL
WINNERS

g
3 o4
CrossSense

S with Szezepan Ordins and 5 others

€0 Ana Rita Alves and 16 others

Figure 29. “Meet the Winners” LinkedIn Campaign
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In parallel, VOXReality also published and shared an interview series?’ featuring the mentors
who guided the Open Call participants. This content was disseminated across both the
project’s YouTube and LinkedIn channels, allowing for engagement with different audience
segments.

~ / AIXTRA MENTOR INTERVIEW
woxioakty ‘

o e OXReality * 70 views * 2 months ago
::E»::Sn INTERVIEW

with Oiiga Cratzfor|

VOXReality
MENTORSHIP INTERVIEWS

P~ CrossSense MENTOR INTERVIEW
;::;‘n:r:w»mv S .
with Recrus Drakouls

VOXReality Mentorship

Interviews # WELD-E MENTOR INTERVIEW

vexsoaity

@© byvoxreaity o cality - 57 views - 2 months aga
Playlist - 5 videos - 95 views 2 :?..NJZ;:‘:E:‘[“

Dive into a series of interviews with the mentors L‘», 2:00
behind VOXReality's innovative projects! # ...more

p Playall S = : XR CareerAssist MENTOR INTERVIEW

Figure 30. “Meet the Mentors” YouTube Campaign

Building on the initial announcement and introduetions, the VOXReality social media channels
continue to play a role in supporting the {Open Call winners throughout their project
implementation phase. Regular updates are)shared, showcasing the progress and key
milestones achieved by each team. Furthermore, the channels actively highlight the winners’
participation and presence at relevant industry events, conferences, and workshops. This
ongoing communication strategysserves to maintain visibility for the winning projects,
demonstrate the tangible outcomes of the Open Call initiative, and further connect the winners
with potential partners, investorsyand a wider audience.

27 https://lyoutube.com/playlist?list=PLJ6-yRwWKLFtjRPs911f3JRUAXxp1zxgbX7&si=hlcZOtk1pKz2PXVqg
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https://youtube.com/playlist?list=PLJ6-yRwkLFtjRPs911f3JRUAxp1zxgbX7&si=hIcZOtk1pKz2PXVg

. VOXReality
792 followers
%m-®

Two VOXReality Open Call projects, AIXTRA and VAARHeT, are set to
unveil their latest advancements in XR and Al at the XR Expo 2025!

https://inkd.in/e7Wy8pMx

® Stuttgart, Germany oe
® May 8-9, 2025
i Porsche Arena and Hanns-Martin-Schieyer-Halle

AIXTRA: Breaking Language Barriers in VR!§
¥ Booth: A17 {next to stage 2, Hanns-Martin-Schleyer-Halle)

Experience two immersive demos showcasing novel Al applications. Find
the AIXTRA team members there:

+ Tom Micklich, LeFx GmbH

¢ David Lahner, MindPort GmbH

¢ Thomas Boehme, MindPort GmbH

VAARHeT: Transforming Heritage Tours with AR and Al! W
@ Booth: B41 (Hanns-Martin-Schleyer-Halle innenraumj

Visit XR Ireland to explore Al-augmented applications of XR technologies
using advanced voice-activated interaction. Find the VAARHeT team
members there:

¢ Cordula Hansen PhD, XR Ireland and XYZ Technical Art Services

¢ Guillaume A, XR Ireland

Don't miss out! Join XR EXPO 2025 in Stuttgart to explore the future of
Al-powered XR with AIXTRA and VAARHeT!

Gruppo Maggioli » Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival

« Visual Computing Lab (VCL)@CERTH/ITI » Centre for Research &
Technology Hellas (CERTH) « ADAPTIT S.A. « VRDays Foundation « F6S
Innovation « Hololight « Maastricht University » Synelixis Solutions SA

VISIT US AT
XR EXPO 2025 &

Virtuelle Welten

AIXTRA & VAARHeT

VOXReality
792 followers
mo- ®
»" Productive first workshop for our OC Acceleration Programme!

We checked in on the progress of our OC Winners with presentations
from CS, VAARHeT, WELD-E, AIXTRA, and XRCareer-Assist |

Exciting to see the innovation within the world of XR!

Find out more about each of these inspiring projects here
B https://Inkd.in/eGR9489Q

Gruppo Maggioli * Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) « Athens Epidaurus Festival
« Visual Computing Lab (VCL)@CERTH/ITI « Centre for Research &

Technology Hellas (CERTH) « ADAPTIT S.A. « VRDays Foundation « F6S
Innovation « Hololight « Maastricht University « Synelixis Solutions SA

N
AV X
ol ]

& with Youand 12 others | ggess

@
|

€@® Ana Rita Alves and 28 others 4 reposts
. - W

. VOXReality
92 followers
mo- ®

VoxReality at Stereopsia Europe 2024 &

We had an incredible time at Stereopsia Europe 2024 in Brussels! It was a
fantastic opportunity to showcase our work in #XR, #VR, and #AR ee B
and connect with industry leaders shaping the future of #immersivetech,

One highlight was showcasing VAARHeT ¥ , a winning project from
our Open Call by XR Ireland. This Al-powered AR app transforms visits to
the Araisi Ezerpils Archaeological Parks 4, bringing history to life
through immersive technology.

We're also excited to be part of the Al-on-Demand Platform & a
European initiative fostering innovation in #Al. Check out all the other
innovative and impactful projects we shared this adventure

with: SERMAS, CORTEX2, XR4ED, MOTIVATE XR, AMPLIFY, XR2Learn
and TRANSMIXR

A big thank you to everyone who stopped by our booth and supported
our work! &4 Let's keep innovating together! (g -

Gruppo Magagioli « Distributed & Interactive Systems Group (DIS) |
Centrum Wiskunde & Informatica (CWI) » Athens Epidaurus Festival

« Visual Computing Lab (VCL)@CERTH/ITI « Centre for Research &
Technology Hellas (CERTH) « ADAPTIT S.A. » VRDays Foundation « F6S
Innovation « Hololight » Maastricht University « Synelixis Solutions SA

cce s 4 comments - 2 reposts

Figure 31 Open Call Winners LinkedIn Updates

4.2. Communication and dissemination of subprojects by third

parties

At the application stage, VOXReality communicated to all applicants that a condition of
receiving funding was their commitment to attend four physical events organized across the
European Union. Furthermore, all successful applicants, upon becoming winners, are
expected and encouraged to actively utilize their own established communication tools and
channels to disseminate information and updates regarding their VOXReality-funded project.
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4.2.1 Third Party Owned Channels (Website and Social Media Platforms)

At the start of their involvement in the programme, all Open Call winners made
announcements across their own communication channels. This included using their existing
websites and social media platforms, or, in some cases, creating dedicated websites and
social media channels specifically for their VOXReality Open Call projects. To support these
initial communication efforts by the third parties, the VOXReality Team provided them with
essential information and clear guidelines. This included the following mandatory
requirements for all communications related to their funded projects:

o Acknowledgement of Financial Support: Clearly state that the project has received
financial support from the European Commission (EC) through VOXReality.

¢ Visual Recognition: Include both the European emblem and the officialtVOXReality
logo in all relevant materials.

o Disclaimer of Liability: Clearly specify that the content presented reflectsisolely the
author’s views and that the European Commission can’t be held'liable for any use
made of the information provided.

To make this easy, the VOXReality Team put together a communication Kit with all the needed
resources. This kit contained the European Flag Emblem andthe required disclaimer text, the
VOXReality logo in different formats, a brand book with usage rules, and ready-to-use
communication templates. This helped ensure everyone communicated clearly and correctly
about their funded projects. The specific announcéments made by each of the Open Call
winners across their various channels are listed.in the table below.

Table 6: Open Call Winner Announcement Mentions on Third-Party Channels

https://www.lefx.de/en/aixtra/
https://www.mindport.co/research/aixtra
https://tinyurl.com/35tra5t6
https://tinyurl.com/4h2utp4v

Webpage https://animorph.coop/work/crosssense/
CROSSENSE LinkedIn"Announcement  https://tinyurl.com/ykpmnfsv

Webpages
AIXTRA
Linkedln Announcements

VAARHeT LinkedIn Announcement https://tinyurl.com/yvyw8k6s

Website https://weld-e.com/
WELD-E . https://www.linkedin.com/showcase/weld-
LinkedIn Page o/
Website Htps://xr—careerassist.netlify.app/
XR- https://www.linkedin.com/company/xr-
CAREERASSIST LinkedIn Page LS. : : Ry

careerassist/

ani

a XR Ireland + Follow -+ “iorph heol iain  buld  about
e ®

o Exciting things are happening! (9

Imagine walking through a centuries-old archaeological site, but instead
of just reading signs, a virtual guide speaks to you in your language,
showing you the history as it comes to life before your eyes.

XR Ireland is beyond proud to announce our collaboration with the
Araisi ezerpils Archeological Parks in Latvia on the #VAARHeT project
to create an immersive and interactive experience that uses voice-driven

interaction in an XR environment. o Cog n iﬁve a |d fO r

eople living with
@& We're taking open-air museum experiences to the next level, and p p . g
we'd love for you to follow along as we bring this vision to life! d ementia

Join us on this incredible journey into the past—powered by tomomrow’s
technology! &


https://www.lefx.de/en/aixtra/
https://www.mindport.co/research/aixtra
https://tinyurl.com/35tra5t6
https://tinyurl.com/4h2utp4v
https://animorph.coop/work/crosssense/
https://tinyurl.com/ykpmnfsv
https://tinyurl.com/yvyw8k6s
https://weld-e.com/
https://www.linkedin.com/showcase/weld-e/
https://www.linkedin.com/showcase/weld-e/
https://xr-careerassist.netlify.app/
https://www.linkedin.com/company/xr-careerassist/posts/?feedView=all
https://www.linkedin.com/company/xr-careerassist/posts/?feedView=all

§V
Q&

O

Figure 32.& all Winners Owned Channels’ Announcements
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Beyond their initial announcements, the Open Call winners are consistently communicating
about their VOXReality projects on their own channels. They share progress updates, highlight
key milestones, and showcase their presence at events.

XR-CareerAssist + Follow

-®
@ Beeaking Language Barriers with VOXReality Integration
As part of our commitment to inclusavity in the XR-CareerAssst project,
we're thrilled to highlight the integration of VOXReality's ASR and NMT

N

slongside CA and WL technologies. This powerful combination is

dance

e way for truly multifingual and immersive career &
utions:

¢ What's Integrated

ASR (Automatic Speech Recognitiont Conwerts speech into text, enabling
users o interact seamlessly in their native

GUIGE.

NMT (Neural Machine Transhtion): T
ensuring users receive guidance in the

lates textual data in real-time,
referred language

CA (Corversational Al): Drives intuitive dislogues for personalized user
experiences

YL (Vision-Language): Fuses visual content and nguage for immersave
career exploration.
@ How It Works
This integration allows

from diverse Bnguistic backgrounds to input

e transi s, and receive visually and textually enviched

ghts in XR enviranments.
Why It Matters:
By bridging l

uaGe G nd creating personafised, multdingual

Experiences, we're ensL
evenyone, everywhere.
Ancthes leap forward in redefining education and workforce training!
#XRCoreerAssist Daskalos Apps VOXReality Hololight #ASR ANMT
#ViModel #CA #A1 #XR #innovation #MultilinguaiSupport
#CarcerDevelopment #HorizonEurope

Leam more: httpsy//Inkd in/dM7YGCOx

t career development is accessible to

What an incredible experience at INDUSTRY.TEC 2025!

Our team had an amazing time showcasing WELD-E at our booth,
connecting with industry leaders, and sharing insights on the use of Al and
XR in welding operations during the INDUSTRY.TEC exhibition that was held
from the 14th through the16th of February in Athens.

A huge thank you to everyone who stopped by our booth, engaged in
discussions, and shared their thoughts on the future of manufacturing
through the use of #Al and #XR.

Your enthusiasm and feedback inspire us to keep pushing boundaries!
Until next time! IKNOWHOW SA Konnecta Systems

#INDUSTRYTEC #XR #Innovation #WELD-E #VOXReality

cce 26

3 reposts

Animorph Co-op + Follow
\’!: ® -

# Immersive Tech Week 2024 is ON! «*

We are thrilled to be exhibiting in Rotterdam this week, starting an hour
ago! Stop by our booth, #18, to learn all about our cutting-edge cognitive
aid #AR app: CrossSense we @

We are also presenting about the project today at XR Demo Arena at 3:30
PM ¥ Join us to learn more about how we are transforming cognitive
support through wearable immersive technology.

The team at Animorph has been hard at work and we are excited to
showcase our progress. Come say hi and dive into the worid of
CrossSense!

This project is made possible thanks to funding from Longitude Prize on
Dementia and European Commission through VOXReality.

#immersiveTechWeek #CrossSense #AugmentedReality #XR
#ExtendedReality #LongitudePrize #VOXReality #Al
#Cognitivelmpairment #Dementia

+ Follow

#Al and #XR arc critical for #digitalization in the future. We are powering

business mnovations by combining Al and XR skeady today.

Thanks to VOXReality and our awesome partner LeFx GmbH, we now
provide the teols for incorporating Al-empowered VR spplications in your
company. Visit us at XR EXPO - Virtuelle Welten to learn more about how
you can overcome language barmiers and add Al-based virtual ¥#training
partrears to your VR Builder application:

https:/inkd.in/cfhdUenf

+ Follow

n XR Ireland
d-®

Exploring History in a New Light with ENGO ActiveLook Glasses »
Augmented reality is changing the way we experience the world—and in
#VAARHET, it's shaping how we interact with history.

Our Iatest addition to the project: ENGO ActiveLook glasses, 2
lightweight AR wearable that will be used to explore real-time
translation within our immersive storytelling scenarios.

Why does this matter?

¥y Imagine exploring history where every conversation and artefact is
instantly translated into your language—creating a truly immersive,
accessible experience for everyone.

As the team moves forward with integrating these #AR capabilities, we
are eager to push the boundaries of how immersive exhibitions can work.
Stay tuned for updates as we test it out at Araisi Park with Cordula
Hansen PhD and her team!

#VOXReality #AraisiPark #lmmersiveTech #DigitalHeritage

Eva Koljera Janis Meinerts European Heritage Volunteers, Césu

novads, VOXReality, NEMO - Network of European Museum
Organisations, International Coundl of Museums (ICOM), European
Commission EU Science, Research and Innovation, European Health and
Digital Executive Agency (HaDEA), European Research Executive Agency
(REA), EU Digital & Tech, European Innovation Council and SMEs
Executive Agency (EISMEA), Gruppo Maggioli, Distributed & Interactive
Systems Group (DIS) | Centrum Wiskunde & Informatica (CWI), Athens
Epidaurus Festival, Visual Computing Lab (VCL)@CERTH/ITI, Centre for
Research & Technology Hellas (CERTH), ADAPTIT S.A., VRDays
Foundation, F6S Innovation, Hololight, Maastricht

University, XR4Europe, Eirmersive, Nuwa - Centre of Excellence and
Innovation, ADAPT Centre, Synelixis Solutions SA, EXARC.

XR Ireland

ARAISL
E1ERPILS

Figure 33. Open Call Winners Owned Channels Updates Examples

4.2.1 Public Relations and Media

In addition to their own channel announcements, some third-party winners proactively reached
out to media outlets to publicize their selection in the VOXReality Open Call. This
supplementary media outreach further amplified the news and broadened the reach of the
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announcement. The table below showcases the resulting media mentions secured by these
proactive third parties.

Table 7: Media Mentions Secured by Third Parties Announcing Their VOXReality Award

AIXTRA Immersive Wire Newsletter https://www.immersivewire.com/p/meta
-s-reality-labs-loses-another-4-4bn
AIXTRA The Ghost Howls’s XR Week Peek https://skarredghost.com/2024/11/05/g
oogle-play-store-xr-meta/
VAARHeT Network of European Museum https://tinyurl.com/ykekkabv
Organisations

) News from partners (and friends)
Other stories

MindPort’s AIXTRA was selected for the VOXReality call

Algoriddim launched the djay app on the Meta Quest.
o i LEFX and MindPort’s project AIXTRA has been selected in the VOXReality call. AIXTRA is a project
Android is preparing for an XR headset launch, as leaked Play Store code dedicated to enterprise customers that has been made with these twa goals in mind:

reveals new support for VR, AR, and MR devices, including the compatibility
indicators for apps.

Cornerstone, who works on workforce agility solutions, announced a strategic
partnership with Meta to expand the capabilities of immersive learning and XR

+ Overcoming the Language Barrier: In VR-bas guage differences can hinder

* ExR, a free VR medical educational platform, released a new update. communication. AIXTRA tackles this by in i in-VR translation, allowing
» Samsung confirmed a delay in its XR hardware but indicated plans for an AR participants to communicate seamlessly in th sa=s
device In 2025, shifting f " head il . id * Al-Based Virtual Training Partner: Multi-u ning can be very impactful, but requires multiple
evice in 2025, shifting focus from a VR headset to simpler AR glasses ami participants to be available at the TRA seeks to address this by integrating Al to
setbacks linked to Apple’s Vision Pro. simulate human-to-human interactions with an Al-based virtual training partner that can step in if

no real human is available

* Also, Samsung updated its XR device development with a USPTO patent for
“Method and System for Grouping Plurality of Devices,” hinting at an AR If you are curious about VOXReality and its call, this is a description |'ve been provided
smart glasses feature for shared content interaction.

Student paramedics in the West Midlands are the first in the UK to use a VR
simulator to enhance their emergency driving skills alongside traditional
training.

VOXReality selected AIXTRA as a research project, to assist with overcoming
language barriers via XR.

XPANCEO, a deep-tech company developing smart contact lenses, revealed the
latest prototype of its smart contact lens for AR Vision

® Metwork of European Newsletter Resources El Press Q
' Museum Organisations

News & Events ~ Activities Advocacy Cooperation & Funding Aboutus ~ Join us!

Home News & Events

EU Pilot project for Al Voice Activated
Augmented Reality Heritage Tours
(VAARHeT) in open-air museum — Needs
and Requirements Analysis

Figure 34. Open Call Winers Owned Media Mentions

4.2.3 Events

Demonstrating their commitment to disseminating project results, the Open Call teams have
actively pursued opportunities to showcase their work at relevant events. To date, they have
collectively participated in a total of eleven events, presenting their projects and engaging with
potential collaborators and stakeholders. A detailed list of the events already attended by the
teams can be found in the table below.

Table 8: List of Events Attended by Open Call Teams
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https://www.immersivewire.com/p/meta-s-reality-labs-loses-another-4-4bn
https://www.immersivewire.com/p/meta-s-reality-labs-loses-another-4-4bn
https://skarredghost.com/2024/11/05/google-play-store-xr-meta/
https://skarredghost.com/2024/11/05/google-play-store-xr-meta/
https://tinyurl.com/ykekka6v

Cambridge Tech Week 20242 9 — 11 September 2024 CrossSense

Immersive Tech Week 2024%° 4 — 6 December 2024  CrossSense and VAARHeT
Stereopsia Europe 2024* 9 — 11 December 2024 VAARHeT

The Third Annual Dementia Care 29 January 2025 CrossSense
Conference 2025

Industry.Tec 2025% 14 — 16 February 2025 WELD-e

embedded world 2025% 11 — 13 March 2025 WELD-e

VR Logic’s XR Symposium* 12 March 2025 AIXTRA

XR Crowd’s Zero Event® 5 May 2025 AIXTRA

XR EXPO 2025 & Virtual Worlds®® 8 —9 May 2025 AIXTRA and VAARHeT
TEDxPatras 2025% 17 May XR-CareerAssist
BDVA Week 2025 27 — 29 May 2025 WELD-e

Figure 32. Third Party’s Event Participation

5. Closing remarks

This deliverable served“as a,comprehensive report of communication and dissemination
activities carried out.byithe VOXReality consortium to attract high value applications into the
open call opportunity created ‘within the project. It proved that conscientious planning and
great network of project partners can bring added value to the created open call opportunity.
After this the selection, based on independent experts, revealed those the most innovative
and scalable applications that got a chance to develop their subprojects within the VOXReality
umbrella. Their successful onboarding, setting up goals, day-to-day contact guaranteed their
involvement and passion from the day one of implementation. On the top of that all, TPs
brought substantial added value to the communication and dissemination efforts being present
in numerous conferences and trades presenting created for them opportunity and their
respective ideas to be implemented during the subproject’'s execution. What is more, their

28 https://cambridgetechweek.co.uk/

29 https://www.immersivetechweek.co/

30 https://stereopsia.com/

31 https://igpp.org.uk/event/the-third-annual-dementia-care-conference
32 https://industry-tec.gr/en/

33 https://www.embedded-world.de/en

34 https://xrsymposium.vrlogic.de/

35 https://www.linkedin.com/events/creatingreality-interviewwithda7322634209573941249/theater/
36 https://xrexpo.tech/cyberlaend-en

37 https://2025.tedxpatras.com/

38 https://bdva.eu/events/data-week-2025/
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https://cambridgetechweek.co.uk/
https://www.immersivetechweek.co/
https://stereopsia.com/
https://igpp.org.uk/event/the-third-annual-dementia-care-conference
https://industry-tec.gr/en/
https://www.embedded-world.de/en
https://xrsymposium.vrlogic.de/
https://www.linkedin.com/events/creatingreality-interviewwithda7322634209573941249/theater/
https://xrexpo.tech/cyberlaend-en
https://2025.tedxpatras.com/
https://bdva.eu/events/data-week-2025/

effort in building sustainable business model and lessons learnt, success stories and best
practices will be also shared in D6.3.

Considering all information gathered in this deliverable and in other dedicated to the TPs
implementing their projects what is worth summarising is that the effort performed by
consortium has paid out seeing the impact and sustainability of the subprojects.
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