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Hardware/software architecture of an immersion platform for the World Wide Web providing 
natural interaction and  a better depth perception: cloud-based, cross-platform, open-source. 

Contact 
Sylvia Piotin, Research Engineer 
sylvia.chalencon@univ-reims.fr 

Centre Image, Université de Reims Champagne-Ardenne 
http://crestic.univ-reims.fr/centreimage/ 

Natural Interaction 

3D displays 

Kinect 

W
e
b
G

L
 

C
lo

u
d

 S
to

ra
g

e
 

Web Standards 

Immersion 

UDP 

Cloud Storage 
 3D models 
 Textures 
 Metadata 

HTTP 
JSON 

UDP 

O
p

en
N

I Device 
Server 

C++ 

WebSocket 
Client 

WebGLUT 

WebGL 

UDP Socket 

WebSocket 
Server 

× 

× 

× 

+ 

+ 

⁞
= 

Image compositing with 
GLSL shaders 

H
TM

L5
 


