
 

Publishable Summary

The Project
COMPEIT creates a web-based system for highly interactive, personalised, shared media 
experiences using second-screen and tangible interaction to extend the online experience into the 
present room. Research and development will link content-delivery networks with tools for 
enhancing mediated presence. 

COMPEIT takes the view that Internet-based 
distribution will transform traditional 
broadcasting towards higher levels of 
interactivity and integration with virtual, 
mixed and augmented reality, enabled by web 
technologies and audio/video/tangible devices. 

The project generates potentially exploitable 
assets that are matured and made business 
cases with support from EIT ICT Labs. 
Already in the first year, three business cases 
directly generated by COMPEIT have started 
commercialising via this channel. 

Picture: SharedSpaces, a prototype for 
video-mixed e-meetings. 

COMPEIT expects to move beyond state-of-the art in five research areas: 
1. Spatial Connectedness - illusions of extended space 
2. Social Connectedness - range of intensities in presence 
3. Information Connectedness - the right information at the right time 
4. Tangible Interaction - multiple interaction devices of various modalities 
5. Contextual Communication - instant portability and migration of executing web apps 

The project addresses Quality of Experience in flexible, interactive media production and 
consumption systems for professional collaboration and shared leisure activities. Modular cloud-
based software will be developed based on low-cost, easily accessible web technologies (HTML5, 
WebRTC, WebGL). 

Significant outcomes of the project are 

 Experience Lab - innovative COMPEIT services and demonstrations for anyone to try - 
Aug 2014 

 First Prototype - services for mixed consumption and production of media, with advanced 
support for virtual cameras, shared spaces, tangible interaction and information 
connectedness - Nov 2014 



 

 Open Source Mediated Presence - open source components that can be used to create own 
software that works together with the COMPEIT system and services - Feb 2015. 

 Second Prototype - services for mixed consumption and production of media, with 
advanced support for immersive spaces, social tangibles, multi-device interaction and being 
compatible with contribution systems for main broadcasters - Jan 2016 

 New business initiatives to be matured and commercialised with support from EIT ICT 
Labs - continuous 

Main Results
Since the beginning of the project in October 2014, COMPEIT has achieved the milestones of 
preparing its outreach and analysed its target domain in terms of user requirements and technical 
feasibility. Main dissemination channels have been established - the public web page 
www.compeit.eu and the Experience Lab, experience.compeit.eu. In addition, the business creation 
process supported by EIT ICT Labs has been clarified. 

A high-fidelity mock-up was created after six months, with the primary aim to use it for soliciting 
feedback from users on design elements. However, the mock-up exceeded this goal and became a 
fully functional e-meeting tool based on WebRTC. An early version of the Virtual Camera was also 
integrated. 

The mock-up also introduced important 
design elements: architectural interfaces, 
mobile interfaces, tangible interfaces, 
remote control, multi-device services, 
and blurred or low-resolution video for 
privacy-friendly presence,  

The mock-up, called "Mocktopus", is in 
use internally for e-meetings, and parts 
of it are being re-used for the first full 
system prototype. 

Picture: Mocktopus with an early 
implementation of the virtual camera. 

 

At the end of the first year, the project is integrating completed Virtual Camera and Information 
Agents components with early service prototypes, soon to become part of the First Prototype that 
will be tested with users in challenging hospital environments as well as online at the COMPEIT 
Experience Lab. 



 

Already in its first year, COMPEIT has resulted in new business initiatives: 

KTH has spun off the Evothings start-up, www.evothings.com, for creating end-to-end solutions for 
secure traffic for the Internet-of-Things with tiny footprints. Evothings will commercialise the 
RemoteControl and presence profiler functionalities from 
COMPEIT, with support from EIT ICT Labs. It will be a 
valuable addition to its open-source development suite for 
Internet-of-Things 

RemoteControl enables users that have authorised each other 
to control architectural interfaces and tangible assets 
remotely, as if the other user was physically present.  

Evothings was recently awarded 25 K euro for second place 
in the EIT ICT Labs Internet-of-Things Idea Challenge. 

Photo: Alex Jonsson and Aaron Ardiri, 2nd place in EIT ICT 
Labs Internet-of-Things Idea Challenge.  

 

During the year, LiveU has introduced a new feature "Be-First", which enables citizens to 
contribute live feeds to main broadcasters. This feature will be accessible from the COMPEIT 
Broadcast Presence Studio service. Broadcast Presence Studio will provide new abilities to bring 
across trust and a feeling of presence to broadcasts from major live events, and easy integration of 
immersive social participation for large audiences. Read more: http://www.liveu.tv/blog/5-
shortcuts-to-be-first.html 

LTU has spun off the start-up Bollen Labs, with support from EIT ICT Labs. Bollen Labs is 
working closely with the Dutch company Brevidius on a market test for Tangiball and a platform 
called MyMedallion.  

Tangiball is a smart 3D-printed tangible device and 
an ambient display. It helps geographically separated 
users feel connected by capturing data at one location 
and representing it in an abstract way at the other 
location. With this implicit form of communication, 
the Tangiball portrays a human presence and 
increases remote users’ awareness of each other. 
Furthermore, it gives users a new way of expressing 
their mood and emotions using color and light 
animations. A mobile application enables fine-
grained control over the device’s features. 



 

Expected Impact
The expected final result of COMPEIT will be a web-based system that enables anyone on the 
Internet to be fully connected, in space, and in terms of information and social context. There will 
also be fully functional proof-of-concept applications like media viewers and games, and also an 
application for shared media production and distribution. 

The core components of the COMPEIT system will be made available as Open Source, while 
project partners will pursue direct commercialisation of the full system and applications built for it. 
Already there are commercialisation efforts underway, and plans to link the COMPEIT system with 
professional media distribution systems for mainstream broadcasters. 

COMPEIT will contribute to an on-going fundamental change in how people produce and consume 
media - it will become much for shared and social, multiple devices - both screens and tangibles - 
will be used, and the quality of experience will be improved by seamless mixing of contributed 
media sources, and free selection of 3D viewpoints. 

Contact Us
Web page: www.compeit.eu. 

Experience Lab: experience.compeit.eu 

Email: info@compeit.eu 

 

 
 


