
XR Accelerator Programme 

Overview 
XR Accelerator is a unique opportunity for entrepreneurial UK early to mid-career 
researchers working with XR technologies and virtual production, to immerse themselves in 
startup methodology, to explore what goes into creating a tech product business, apply their 
research in commercial contexts, and connect with others. 

Over six weeks, the programme will immerse participants in 2 intensive workshop sets in 
York at the start and end of the programme, with 4 online workshops between.  

The programme is targeted at helping researchers with key issues, like: 
● Understanding IP emerging from research
● Commercial pathways and models
● Funding options
● Applying industry innovation methodologies
● Routes to impact

Learning outcomes: 
● Understand what it takes to turn ideas and research into a sustainable technology

product business.
● Develop an understanding of how academic research can be commercialised, and

the considerations and challenges you need to be aware of along the way.
● Break down barriers to the startup world by demystifying the jargon around tech

entrepreneurship.
● Learn the toolkits and processes that give researchers the power to respond to rapid

change and cultivate resilience in a turbulent world.
● Build long-lasting connections with other researchers working on virtual production

technologies.

Eligibility 
● Applicants eligible for this programme must be:

○ Late stage PhD students, within the last year (or write up year but still
registered with their host institution) of completing their PhD, or;

○ Early to mid-career academic researchers within the first 8 years of award of
their PhD, or;

○ Research-engaged technicians/creative technologists/software engineers
● Applicants must be employed by a UK university.



● Applicants must have the aim to work with industry or on commercial applications of
XR and virtual production technologies.

● Applicants must have research interests aligned to relevant EPSRC research
themes. Please see full descriptions of these themes at the end of the document:

○ VP Integration of virtual game worlds and physical content
○ Sound Design in VP
○ Environments, Characters and Objects
○ Digital Assets, Data, Ethics, and IP
○ AI and data-driven automation
○ Translation and Impact in the Digital Economy

● Having an industry background prior to academic career, or periods of time working
in industry, or completed practice-based research will be considered in the
application.

Programme details 

Delivery partner 
The programme will be delivered by our partners CodeBase. CodeBase is a support 
organisation focusing on helping tech startups and scaleups build their businesses using 
worldwide best practice, tailored to local realities.  

CodeBase will be bringing their expertise to XR Network+ to help participants explore what 
goes into creating a tech product business coming from an academic background and 
broaden career prospects. 

Curriculum 
Each workshop is taught by expert startup founders and operators and is highly 
collaborative. Sessions will include hearing real startup stories, learning startup frameworks 
and putting them into practice, Q&A, and networking. Sessions will be recorded, and slides 
and resources provided for participants to refer to in their own time. 

1. Intro to Startups
2. Understanding Customers
3. Understanding Markets
4. Experimentation & Learning Loops
5. Commercialisation & Product to Market
6. Funding, Pitching & Showcase

Format
Length: 6 weeks 
Online delivery days: Tuesday 
Dates: 13th May - 18th June 2024 

https://www.thisiscodebase.com/


Workshops structure 
● 2 x Intensive half days (intro) in

York’s Guildhall building

● 4 x 3h Online workshops
● 2 x Intensive half days (end)

Week 1: Intensive Start 

● Monday 13th May (PM)
● Tuesday 14th May (AM)
● York

● Networking (Mon, PM): Get to
know the cohort and set intentions
for the upcoming month

● Social (PM)
● Intro to Startups (Mon, PM):

Setting the startup scene,
introduction to startup systems,
the investment landscape,
innovation cycles, as well as
hearing from founders a few steps
ahead in their startup journey

● Lean Canvas Workshop (Tue,
AM)

Week 2: Understanding Customers 

● Tuesday 21st May
● Online
● 1pm-4pm

● Find out why customer-led design
is the key to building successful
startups, and use this approach to
create a customer research plan
for your startup

Week 3: Understanding Markets 

● Tuesday 28th May
● Online
● 1pm-4pm

● Quickly learn the size and nature
of the market you’re entering and
how you could position your
product to have a big impact

Week 4: Experimentation and Learning 
Loops 

● Tuesday 4th June
● Online
● 1pm-4pm

● Learn how you can experiment
and iterate quickly to develop your
product and business by engaging
directly with users. Shift your
thinking from 'building my idea' to
'learning what works'

Week 5: Commercialisation and Product to 
Market 

● Tuesday 11th June
● Online
● 1pm-4pm

● Develop an understanding of how
academic research can be
commercialised, and the
considerations and challenges you
need to be aware of along the way



● Practical workshop on the
mechanics of commercialising
academic research and IP
considerations with an
experienced founder who has
trodden this pathway themselves,
and a lawyer who understands the
academic IP landscape

● Exploring industry-relevant
business models

Week 6: Intensive End 
● Monday 17th June (PM)
● Tuesday 18th June (AM)
● York

● Funding (Mon, PM): Exploring the
mechanics and pros and cons of
different funding approaches
across venture capital, private
investment, corporate investment,
academic sources.

● Pitching (Tue, AM): Discover how
to tell the story of your business
and take it to different audiences
for various purposes. There will be
opportunities to practise pitching
and receive feedback

● Social (PM)
● Showcase (Tue, AM): Informal

chance to share progress / plans
with other participants and XR
Network+ team

Application details 

How to apply 
Applicants should complete this Google form with additional documentation (listed below) as 
attachments. 

In order to submit your application, you will need: 

● A completed application form.
● A 2 page summary CV. This summary CV should include mention of any prior

industry experience and/or practice-based research in which you have taken part. It
should not include your personal address.

https://forms.gle/E62xQfvjPvg3Yyr26
https://forms.gle/E62xQfvjPvg3Yyr26
https://xrnetworkplus.xrstories.co.uk/wp-content/uploads/2024/02/XR-Accelerator-2024-Application-Form.docx


We welcome applications from people of all backgrounds and encourage applications from 
underrepresented groups. 

Selection criteria 
Applications will be assessed against the following criteria: 

● Is the applicant’s background a good fit for the objectives of the XR Accelerator?
● How innovative is the connection between the applicant's research and the

marketplace?
● How well does the applicant's background align with the XR Network+ themes?
● Do the applicant's ideas and research have a clear route to impact on a wider

industry?

Review & programme timeline 

Activity When 

Application deadline 15th March 

Reviewing and decision making 18th March - 12th April 

Notification of success w/c 15th April 

Programme onboarding 22nd April - 10th May 

Programme start 13th May 

Programme end 18th June 

The four half-days on Monday 13th May (PM), Tuesday 14th May (AM), Monday 17th June 
(PM) and Tuesday 18th June (AM) require physical attendance in York, and successful 
applicants will be expected to attend. 

Data capture 
XR Network+ has overarching objectives to support the growth and collaboration between 
academia and industry on a national scale. We collect information about the researchers and 
companies to be involved in the project, to revisit later and see how we can evidence the 
impact of our support.  



Commitment from participants 
By applying to this training programme, we ask you to: 

● Be willing to meet the evaluation requirements following this programme, for XR
Network+ to understand the impact of this programme.

● Commit to four half-days of physical attendance in York, across dates 13th-14th May
and 17th-18th June.

● Book and pay for travel and accommodation upfront, and make claims in
accordance with the University of York’s Travel and Expenses Policy. Please be
aware that any reimbursement payments must be paid into a UK bank account.

Commitment from XR Network+ 
● The University encourages applications from candidates with a disability and will

make reasonable adjustments where possible at all stages of the application
process.

● Travel and accommodation expenses incurred in line with the University of York’s
published Travel and Expenses policy will be reimbursed. Full details on how to claim
back these expenses will be provided.

Data protection and privacy 
Read the XR Network+ project privacy policy. 

Themes 
VP Integration of virtual game worlds and physical content  
At the centre of VP is the role of the game engine; a real-time 3D interactive software design 
environment that provides offline/real- time graphics rendering, collision 
detection/interaction, audio, scripting/coding, animation, AI, etc. As game engines become a 
key design tool, the challenge arises of how to work with digital assets created within 3D 
game worlds, and live content from traditional production/broadcast practice. Challenges 
include building virtual cinematography production tools in the game engine; applying 
interactive game-based world building contexts in a production environment; improving 
latency of in-camera VP stages; enhanced reflection modelling to include multi-camera 
viewpoints; multi-person volumetric/motion capture and collaboration in shared spaces; 
considering bandwidth efficiencies and perceptual thresholds for live experiences; future 
platforms for next generation content makers. 

Sound Design in VP 
Traditional film/TV sound production is based around on-set dialogue capture in quiet, 
controlled environments. Music and sound effects are added in post production, with 
production dialogue replaced as needed. Game audio uses an object-based approach, 
where additional context, behavioural or conditional metadata can be attached to sound 

https://www.york.ac.uk/media/staffhome/finance/newfinancepages/documents/buyinggoodsandservicesbranch/University%20of%20York%20Travel%20and%20Expenses%20Policy%20-%20March%202023%20Version%201.7.pdf
https://xrnetworkplus.xrstories.co.uk/wp-content/uploads/2024/04/XR-Network-Project-Privacy-Notice_Accelerator.pdf


generating elements. VP stages, especially those based on large volumes and highly 
reflective LED projection walls are acoustically challenging bringing further complexities for 
production sound and post-production integration. New VP blended sound design workflows 
need to be defined and solutions devised to deliver high quality, intelligent audio content. For 
instance, this might involve using image processing to add metadata to sound objects in 
production environments. 
 
Environments, Characters and Objects 
VP aims to create fictional worlds allowing audiences to experience believable content 
quickly, easily and immersively. Fundamental to this is the concept of digital twinning and the 
development and application of computer-generated imagery to capture, create and alter 
digitally produced environments, characters, and objects. This starts with capture within the 
real world in order to build environments, through the use of LiDAR/SLAM, live motion 
capture for character animation, and facial capture for expression, communication and 
interaction. Clothing and textiles present unique challenges including the development of 
new light transport, reflectance models and sampling techniques to improve textile 
appearance while decreasing render times. Translating VP workflow contexts to textile 
designers and artists will also be key. 
 
Digital Assets, Data, Ethics, and IP 
VP has the potential to extrapolate value from existing digital assets for example digitised 
video of historical events, objects, places, people. Image processing can be used to extract 
3D information from linear 2D content allowing the reconstruction of period settings from 
existing historical content, generating “new” digital settings for VP. This will transform how 
digitised archives might be used but has implications for the creative industries, the digital 
preservation of such media, and the custodians of this content. There are EDI, ethical, 
procedural, and legal issues, not limited to copyright, IPR, GDPR, and data protection, and a 
growing understanding of the ethical implications of reusing historical information. AI 
enhancement of existing material for upscaling to modern standards adds further complexity. 
The role of the content consumer is also relevant especially in live, data-rich contexts where 
shared personalised data gives rise to ethical and design questions for future media-rich 
interactive experiences. 
 
AI and data-driven automation 
The growth of VP will lead to a democratisation of creativity and lower barriers to entry. It will 
enable smaller more agile production teams, and make relevant VP/XR technologies more 
accessible and commonplace. VP workflows are complex and labour intensive with huge 
potential for AI and generative algorithms to facilitate the cost-effective production of virtual 
studio segments [ProMod] including procedural set creation and virtual camera operation, 
automation and integration with physical camera positions. There are also important 
questions to be addressed around the balance between creative control and procedural 
generation. 
 
Translation and Impact in the Digital Economy 
VP is currently driven by the needs of the creative/screen industries. The technologies, 
workflows and platforms that emerge and that drive its innovation potential more widely will 
have application across and beyond the digital economy. XR Network+ will build 
collaborations with, and translate research in areas including generative design, 3D real-



time, audience/client experience design It will also apply to other industries such as 
manufacturing, automotive and healthcare. Innovation will be encouraged within the creative 
sector through engagement with this user base in their own VP based R&D activities. 
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