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New Media has not only revolutionized the way art is made but also how it is presented and 
curated. In this context, Virtual Reality offers exciting new possibilities, which can be encapsulated 
as 3D interactive features for the Web. We present two projects along these lines, and describe 
their effects on user engagement and interaction. 
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4. OUR APPROACH 
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5. PROJECTS  

5.1 Virtual reality pavilion  

Figure 1: Image of the Virtual Reality Pavilion  



Beyond the white cube: presentation of visual art in interactive 3D environments 
Jeni Maleshkova & Matthew Purver  

Figure 2: Image of the Virtual Reality Pavilion  

5.2 A WebGL implementation of a free-
viewpoint video 

et al.

Figure 3: Top: the scene with the actor taking the pose 
of the character in the corresponding painting. Bottom: 

the storyline of the five portraits 

Figure 4: When the correct view point and angle are 
found the image of the portrait with accompanying 

information are shown 

6. STUDIES  

6.1 First study  

Unity

Figure 5: Paintings presented in a typical virtual gallery 
room 
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Figure 6: Users participating in the first study 

Figure 7: Users making a paper prototype 

6.2 Results from the first study  

game

virtual gallery’;
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6.3 Second study  

section 5.2

Figure 7: Setting of the installation in the Victoria and 
Albert Museum, London 

6.4 Results from the second study  

Figure 8: Visitors interacting with the application in the 
Victoria and Albert Museum, London  
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Table 1: Body posture, hands movement, face 
expression and user engagement (averaged over the 

three expert ratings; one row per user)

Body 
posture 

Hands 
gestures 

Face 
expression 

Engage-
ment 

7. FUTURE WORK  

8. CONCLUSION  
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