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LEVERAGE HUGE WEB DEVELOPER 
USER BASE

• Democratize VR development
• MILLIONS of web developers familiar with HTML, Javascript and CSS
• Some estimates as high as 11 Million Web Developers in the world



THE BASIC IDEA

• Declarative VR/AR (XR) tags eventually made part of the HTML Spec
• XR-related added to subsequent CSS specification
• Take the best of the best of ideas from existing 3D platforms but …
• START OVER WITH A CLEAN SLATE

• For prototyping early on, consider using A-Frame



EXAMPLE

(Josh has a better one)



SOME THINGS TO CONSIDER

• Possibility of having a “built-in” render loop (ie no need to set up one)
• ”OnClick” or “OnMouseDown” on a 3D Object (or region of a 3D Object) to 

have high-level (browser) support.  Raycasting is not scalable.
• Think of a “nicer” way to describe 3D points in space. (translate-X, translate-

Y, translate-Z is nice, but a bit clumsy).

• Whatever we do – PLEASE KEEP IT SIMPLE

• Bottom line, if a web-developer needs to get “down and dirty”, they can 
always drop down to straight webGL code.


