
XR2Industry 1st Open Call 
for Hardware Enablers

Rafał Oświęcimka
Project Manager at FundingBox
17.04.2024



1. Who can apply?

2. What are the benefits of the XR2Industry Open Call?

3. What are the extended reality challenges that you 

could address?

4. How to apply

5. Q&A



How to get 500,000 EUR to boost 
your Extended Reality product



About the XR2Industry Project

XR2Industry (Tailoring eXtended Reality to Industry's needs) is an 
EU-funded project aiming to contribute to European sovereignty in 
the Extended Reality (XR) area. 

The project will boost the European technological ecosystem and 
create a European XR reference platform by developing the first 
European XR headset. 

Its priorities are data privacy, empowerment, industrial relevance 
and openness.

The project will distribute up to €4,8M among beneficiaries that 
will be selected to participate in the support programme.

https://cordis.europa.eu/project/id/101135547
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1. Who can apply?

Single SME or MidCap registered as a legal entity before the start date of the 
XR2Industry 1st Open Call for Hardware enablers (before 2 April 2024).

Companies from the following countries:
● EU Member States and its Overseas Countries and Territories (OCT), or
● Horizon Europe Associated Countries.

Projects that develop and integrate innovative hardware based on 
emerging technologies (such as 5G/6G, IoT, data, artificial intelligence, 
edge and cloud computing, and microelectronics) to enable possibilities 
of XR experiences by addressing one of the XR2Industry challenges. 

https://european-union.europa.eu/principles-countries-history/country-profiles_en
https://ec.europa.eu/info/funding-tenders/opportunities/docs/2021-2027/common/guidance/list-3rd-country-participation_horizon-euratom_en.pdf
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2. What are the benefits?

The XR2Industry 1st Open Call for Hardware 
enablers will select up to 7 Developers of XR 
components aimed at integrating emerging 
technologies to enable possibilities of XR 
experiences. 

In the 1st XR2Industry Open Call, each selected 
SME/Mid-cap will receive a maximum of 500.000
€ (fixed lump sum), during the 15-month Support 
Programme you will be supported by Technical 
Experts.



2. What are the benefits?

Increasing SMEs/Mid-Cap 
competitiveness, productivity, 
efficiency and human-centricity.



3. What are the extended reality 
challenges that you could 

address?



3. What are the XR challenges that you could address?

Each applicant must address only one of the challenges



3. What are the XR challenges that you could address?

Description: Taking an existing tracking solution 
and making sure it works with the XR standalone 
headsets.
Problem to be solved: Self-tracking and tracking 
relative to the headset.
Use case: Training (precisely tracking part of the 
body or tools), precise object localization 
(out-of-sight objects can be tracked) and 
facilitating the creation of 3rd party tracked 
devices (like haptics gloves).

Description: Integrating an existing audio 
system that allows people to communicate, hear 
and protect themselves in a loud environment
Problem to be solved: Hearing protection, Filter 
audio inputs, API for active noise filtering (being 
able to choose the specific frequency to cancel)
Use case: Communication in a loud/busy 
environment (e.g. SafeHear).

Description: Design hardware inspired by 
OpenBCI (for EEG, ECG, EMG), Emotibit (for PPG, 
EDA / GSR, 9-axis IMU, body temperature), uMyo 
(EMG) to increase the quantity of sensors per 
device and reduce final hardware cost. Add an XR 
headset holder on the OpenBCI ECG headset.
Problem to be solved: New ways to interact with 
XR and deeper human understanding.
Use case: Research, work and recreational.

Description: Designing the mechanical and 
electrical components of the GPS system 
integrating the GNSSRTK technology.
Problem to be solved: Antenna placement, 
power consumption
Use case: MR outdoor applications (robust to 
environmental change, precise enough to 
visualise underground models (e.g. 
underground pipes/wires).



3. What are the XR challenges that you could address?

Description: Integration of the front of the R2 on a 
certified hard hat. Special focus on the battery, 
speaker and hinge integration.
Problem to be solved: The main product will need 
a specific retrofit to modify the battery and 
speakers placement to accommodate the hard hat 
instead of the default strap. Mechanical design 
and electrical engineering will be required for this 
challenge.
Use case: Safety hat to be able to use Mixed 
Reality in hard hat environment (construction, oil & 
gas, industrial sites, etc).

Description: Design a module that can be 
attached and plugged into the XR standalone 
headsets HMD, Mechanically and electronically 
working
Problem to be solved: Latency, physical 
integration on the headset, accessible software 
interface, power consumption 
Use case: Training, Welding, firefighter vision 
(HDR cameras see a wide range of light 
intensity).

Description: Adapt an existing motion capture 
system to the XR standalone headsets.
Problem to be solved: Defining shape and 
radio protocols for the headset manufacturer 
to implement
Use case: Training to ensure that the right and 
secure protocol is understood, simulation.

Description: Design a module that can be 
attached and plugged into the XR standalone 
headsets, Mechanically and electronically 
working.
Problem to be solved: Latency, physical interface 
with headset, create OpenXR extension for mesh 
environment.
Use case: 3D scanning, scene understanding.



3. What are the XR challenges that you could address?

Description: Designing an interaction device 
that allows disabled people to interact with the 
XR environment.
Problem to be solved: Defined the targeted 
disabilities. Connectivity with the headset. 
Tracking of the device(s). 
Use case: Accessibility for every user in an 
industrial environment. Especially people with 
hand disabilities that do not allow them to 
interact (ex: hand tracking or controllers).

Description: Design a module that can be 
attached and plugged into the XR standalone 
headsets HMD, mechanically and electronically 
working.
Problem to be solved: Connectivity, power 
consumption,, OS compatibility, headset 
attachment, antenna placement.
Use case: Compatibility with 5G cellular network 
in rural or remote areas for remote assistance 
and/or streaming content.

Description: From existing haptic gloves, 
adapting them to XR standalone headsets 
supporting OpenXR. Make sure the tracking 
solution works properly. 
Problem to be solved: Low-level integration of 
haptic gloves with embedded tracking solution.
Use case: Training (learn to manipulate tools or 
small objects virtually), Design & Engineering 
(designers can touch/interact with their product 
during the design phase), Sales (clients could 
virtually try products like cars or aircraft).



3. What are the XR challenges that you could address?

Each applicant must address only one of the challenges
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4. How to apply? https://xr2industry.fundingbox.com

● Be on time and use our system (deadline 
of June 4, 2024, at 17:00 Brussels time)

● English Language
● Every question deserves your attention
● Be exhaustive

● Less is more
● European dimension
● Conflicts of interest:
● Healthy finances and a clean sheet are a must
● It is your proposal
● Acceptance of the open call rules



Helpful tips

The requested Technology Readiness Level (TRL) of the solution is defined from initial 
3 to 7.

● TRL 1 — Basic principles observed 
● TRL 2 — Technology concept formulated 
● TRL 3 — Experimental proof of concept 
● TRL 4 — Technology validated in a lab 
● TRL 5 — Technology validated in a relevant environment (industrially relevant 

environment in the case of key enabling technologies) 
● TRL 6 — Technology demonstrated in a relevant environment (industrially 

relevant environment in the case of key enabling technologies) 
● TRL 7 — System prototype demonstration in an operational environment 
● TRL 8 — System complete and qualified 
● TRL 9 — Actual system proven in an operational environment (competitive 

manufacturing in the case of key enabling technologies, or in space) 

https://en.wikipedia.org/wiki/Technology_readiness_level




Contact Us

If you have questions 
regarding the open call reach us at

  info.xr2industry@fundingbox.com

   



Q&A 



Thank you for you attention

Rafał Oświęcimka
Project Manager at FundingBox

rafal.oswiecimka@fundingbox.com

17.04.2024



Backlog slides



Evaluation process



Evaluation process



Stages of the XR2Industry Project


