
PROTOXR XR PRACTISES CHEAT-SHEET 
XR IMPLEMENTATION PLATFORMS: RECOMMENDED 

Information on implementation platforms, like game engines or web interfaces for showing XR content to the 
end user, separate from XR content creation. There are others 

UNREAL ENGINE 5 

The best tool for developing bespoke applications when more complex interaction is needed. Allows for 
custom coding using visuals scripting that makes it easier to make simple interaction. Visual fidelity is high 
out of the box. Allows for the integration of 3d objects, lights and effects, 360 video and image content. 

https://www.unrealengine.com/en-US 

TARGET PLATFORMS 

1. Desktop or Laptop computers with XR (High fidelity 3d experiences, anything below) 
2. Standalone headsets, like Meta and Pico (Medium fidelity 3d, 360 video and images) 
3. Mobile devices (for AR and mobile VR, mostly as an easy option for non-VR users) 

LINKS 

Main: https://www.unrealengine.com/en-US 

Licensing (free generally)  https://www.unrealengine.com/en-US/license 

Samples: https://www.unrealengine.com/en-US/feed?tags=spotlight 

Documentation: https://dev.epicgames.com/documentation/en-us/unreal-engine/unreal-engine-5-5-
documentation 

Marketplace (additional functionality): https://www.fab.com/ 

3DVISTA 

Mainly for the seamless integration of 360 content like videos and images into a 360 tour. Allows for the same 
kind of options as Unreal engine, but with fewer users there are less resources available for more complex 
experiences. Supported input formats are 360 images and video, 3d objects, gaussian splatting scenes and 
objects. Main benefit for the software is the web integration option, which is difficult with unreal engine out of 
the box 

LINKS 

Main: https://www.3dvista.com/en/ 

Price (500€ Once): https://www.3dvista.com/en/products/virtualtour 

Samples: https://www.3dvista.com/en/samples/ 
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TARGET PLATFORMS 

1. Desktop or Laptop computers with XR (Any content on the web, some performance benefit from 
standalone, anything below) 

2. Standalone headsets, like Meta and Pico (Runs anything that the PC runs, may slow down with more 
3D or gaussian elements, 360 video and images) 

3. Mobile devices (for AR and mobile VR, mostly as an easy option for non-VR users) 

 

XR IMPLEMENTATION PLATFORMS: OTHER 

May be useful to be aware of the options although it would generally be recommended to stick with the other 
listed options. 

GAME ENGINES 

1. Unity 3d (industry standard, but licensing  issues) 
2. Godot (simple good, but new so growing pains) 
3. CryEngine (decent, but overly complicated) 

360 WEB SOFTWARE 

1. Pano360 (clumsy, avoid) 
2. Kuula (Fine, but limited and hosting is complicated) 
3. CloudPano (decent, but limited) 
4. Matterport (Great but very expensive with proprietary hardware and hosting) 

 

XR CONTENT CREATION AND PROCUREMENT: RECOMMENDED 

Options for content creation and procurement beyond photo or videography are: 3d modeling, 
Photogrammetry or 3d scanning, Gaussian splatting or Licensing premade models. 

BLENDER 3D 

3d modeling software, good for editing photogrammetry, altogether useful to have. If you want to make your 
own models you can’t go wrong with free and open source, great community but complicated by nature as it 
can do anything pretty much. Watch YouTube for tutorials, everything can be found there. 

LINKS 

Main: https://www.blender.org/ 

Info: https://www.blender.org/support/ 

JAWSET POSTSHOT 

https://www.blender.org/
https://www.blender.org/support/


Free software for generating Gaussian splatting scenes or objects from images or video automatically. New 
software for this purpose and very user-friendly. Just be sure to take photographs or video of even white 
balance and focus to ensure a clear scanning result. Requires a decent computer for the program not to be 
painfully slow. 

LINKS 

Main: https://www.jawset.com/ 

Info: https://www.jawset.com/docs/d/Postshot+User+Guide 

REALITY CAPTURE AND REALITY SCAN 

Photogrammetry software for the PC. Advanced but straightforward, time-consuming as all photogrammetry 
is but advancing to a more user-friendly direction.  Reality scan is for mobile and works with reality capture to 
edit and process the scans further, otherwise any camera can be used. 

LINKS 

Main: https://www.capturingreality.com/ 

Main (scan): https://www.unrealengine.com/en-US/realityscan 

Uses: https://www.capturingreality.com/Industry-UseCases 

Learning: https://dev.epicgames.com/community/capturing-reality/getting-started/reality-capture 

PROCUREMENT 

https://www.fab.com/ Most 3d models and Unreal addons 

https://sketchfab.com/ Assets viewing, sales handled through fab. Can showcase your models for free, with 
VR view. 

https://www.turbosquid.com/ 3d models for sale 

https://www.cgtrader.com/3d-models 3d models for sale 

XR CONTENT CREATION: OTHER SOFTWARE 

MOBILE SCANNING AND GAUSSIAN 

1. KIRI engine ( Best option for mobile) 
2. Luma AI ( good but slow) 
3. Polycam (Good with room scanning) 
4. Realityscan (Same as before) 

PHOTOGRAMMETRY AND OTHER 

1. Meshroom ( Free) 
2. 3DF Zephyr 
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3. Metashape 
4. 3ds Max (3d modeling) 
5. Maya (3d modeling) 
6. ScetchUp (3d modeling architecture) 

XR CONTENT CREATION: HARDWARE 

 

360 CAMERAS  

Over 6k resolution needed for viewing in modern VR glasses with any sharpness. 

1. Insta 360 pro 2 and newer (highest fidelity 8k, large, sharp enough for VR viewing) 
2. Insta 360 3 or newer, (lower resolution but good for action shots) 
3. Insta 360 ONE Rs (6k resolution, good enough for sharp VR) 
4. GoPro MAX (fine but prone to overheating, as GoPro is) 
5. Matterport (Proprietary, great but just for tours and limited by software) 

OTHER 

Use any camera with no depth of field effects and a constant white balance. Have sufficient surface detail for 
3d scanning and Gaussian splatting and photograph in good light and conditions. 

1. Non Iphone Phones (any phone can get video or images for scanning or gaussian splatting) 
2. iPhone and iPad (Has Lidar for room scanning and gaussian splatting, helps with 3d) 
3. DSLR or similar good for sharp images, needs basic photography skills and full sharpness for all of 

the area, no depth of field for gaussian splatting, causes artifacts. 
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