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This research project explored how augmented reality (AR) simulations can enhance public understanding and engagement with

\ visual dyslexia. The symptoms are difficult to imagine or describe, often leading to misconceptions and negative labeling of
. ' individuals with dyslexia. This project began with a participatory design method (Martin & Hannington, 2012), where ten
. teenagers with dyslexia took part in two sessions involving drawing, writing, and speaking. Their contributions decided the

concept, storytelling, and metaphors used to visualize reading difficulties and types of visual distortion in more subtle way. The
narrative followed a silhouette character journeying through 7 locations, each representing 7 symptoms of visual distortion. The
silhouette suggested that dyslexia can affect anyone without exception. Each page included poetic text,chighlighting difficulties
with spelling and rhyming. Color choices were based on the most challenging combination for dyslexics to perceive (Rello, 2012),
BOOXDysIexia reinforcing the message through visual discomfort. By utilizing visual storytelling and immersive simulation, the study involved
287 participants and measured noticeable improvements in engagement, comprehension, and perception scores. Findings
revealed that multisensory and interactive experiences stimulated curiosity and created more meaningful learning in many ways.
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it’s difficult to explain dyslexia to someone who doesn’t have it.
Here, | am showing you what they experience through BOOX.
Put yourself in their “box” then you will understand the challenges.

| believe that DYSLEXIA can be considered as an invisible
problem which can’t be explained, perceived, or imagined
completely by other people. If it can’t be understood, asking for
acceptance is impossible. Therefore... BOOX comes to offer an
alternative to empathize dyslexics by developing a deeper
comprehension through storytelling and also bringing a virtual
experience of ‘how dyslexic see the wor[l]d?’ through AR.
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This research project explored how augmented reality (AR) simulations can
enhance public understanding and engagement with visual dyslexia. Unlike
other forms of dyslexia, visual dyslexia involves distinct visual-perceptual
distortions—such as seeing words doubled, overlapped, irregular, moving,
fading, or jumping off the page. These symptoms are difficult to imagine or
describe, often leading to misconceptions and negative labeling of individuals
with dyslexia. To address this, | developed an AR-based simulation in the form of
a giant book titled BOOX: An Augmented Simulation of Visual Dyslexia, offering
a hands-on experience of visual distortion. The project aimed to raise public
awareness through an interdisciplinary approach—combining art, design, and
technology—and assess AR’s impact on the effectiveness of simulation. Using a
participatory design method, the project actively involved individuals with
dyslexia. Results showed that immersive AR experiences significantly improved
participants’ engagement, understanding, and empathy, highlighting the
potential of AR as a powerful educational and advocacy tool.

Sustainable Development Goal(s) Relevancy

Goal 10: Reduced Inequalities
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