
Case study
Glass office configurator



Biff Bang Pow!

Based in Oxfordshire, UK, with a fully remote team, Biff Bang Pow started life in 1997 
as a graphic design agency creating artwork for record companies and recording 
artists. 

Since that time, BBP has progressed into developing complex software solutions, 
integrations and elegant brochure websites for a wide and diverse range of industries 
such as Recruitment, Health & Life Sciences, Travel & Tourism, Professional Services 
and The Built Environment.
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Glass offices and how to sell them



Tackling a new challenge

● Desire to show the client what they are getting
● Real-time pricing information
● Allowing the client to build up a complete enquiry and retrieve it later
● Each variable has dependencies
● A lot of variables!



Understanding the complexity

● The space must be scalable
● Multiple layout options
● Different ranges
● Different frameworks
● Choice of glass style
● Different doors, per style
● Acoustic performance
● Every door style has different hardware
● All the hardware in all the colours



Understanding the complexity



Making a plan



Rendering considerations

● Fast enough to provide real-time updates
● Versatile enough to provide flexibility
● Lightweight enough to run in a browser



ThreeJS

Visit threejs.org for author credits



Prototyping

● Scene
● Camera
● Lights
● Geometry 

(Fundamental shapes in ThreeJS)

● Materials 
(The surface of objects, with controllable attributes)

● Textures 
(Adding more realism and depth)

● Meshes
(Combining the primitives to render things)

● Objects
(Bringing 3d models into the scene)



Prototyping

1. Create a geometry object (eg. BoxGeometry)
2. Create a material object (eg. MeshStandardMaterial)
3. Create a mesh object, and apply the geometry and material
4. Add the mesh to the scene



The end result



Project-specific challenges

Rendering glass behind glass (no ray 
tracing)

Flying camera / dynamic positioning

Huge variety of configurations and 
options

Scaling the space without affecting the 
build



Top-level architecture

● Lightweight client
● As little hard-coding as possible
● Complex work done in the back-end



API

JSON-based messaging

Simple, extensible configuration 
syntax

Rendering functions broken down 
to smallest viable components



API

Describe everything separately

Avoid close-coupling of the 
configurator logic and the 
renderer
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Doors



Doors



Optimisation and testing

Problems with earlier IOS 
devices

Balancing rendering speed with 
image quality

Only render when something 
changes



Optimisation and testing

Performance issues with 
over-complex lighting



Optimisation and testing

Screen-grabbing for enquiry 
system



An industry-leading solution

Let’s have a look…



Thank you!

ThreeJS: https://threejs.org

Silverstripe CMS: https://silverstripe.org

Biff Bang Pow Ltd:  https://biffbangpow.com


