
HORIZON-STUDIOS.CO

White Paper

WEB XR



Introduction   4

Definition of WebXR   4

Importance of WebXR  4

Outsourcing for Businesses   4

State of Web XR   4

WebXR Architecture   5

WebXR Technologies  5

WebXR vs Traditional VR/ AR Platforms  6

Web XR Applications   8

Use Cases of WebXR   8

Impact on users and industries for select WebXR apps  9

WebXR Development   11

The Development Process   11

Overview of Tools and Technologies   12

Best Practices and Tips in WebXR Dev   13

WebXR Standards and Compatibility   15

Introduction   15

Current State of WebXR standards across Platforms and devices   15

Challenges and Solutions in achieving greator WebXR Standardization and
Compatibility   16

Future of WebXR   18

Analysis   18

pg. 2

Contents



Potential new use case and application for WebXR Technologies   18

Emerging Trends and Developments in WebXR   19

Conclusion   21

Recap and Takeaways from the whitepaper   21

Final Thoughts   21

pg. 3



pg. 4

Introduction

Web XR, or Web Extended Reality, is a term that refers to the integra�on of virtual and augmented
reality experiences into the web browsing experience. With Web XR, users can interact with virtual and
augmented reality content through a web browser, without the need for a dedicated app or so�ware.

In terms of outsourcing Web XR development, businesses may choose to do so if they do not have in-
house exper�se or resources to develop Web XR applica�ons or experiences. Outsourcing to specialized
Web XR development companies or agencies can ensure that businesses have access to the necessary
skills and exper�se to create high-quality, effec�ve Web XR experiences that meet their specific needs.

The importance of Web XR for businesses lies in its poten�al to democra�ze access to virtual and
augmented reality experiences, making them more accessible and user-friendly for a wider audience. By
integra�ng immersive experiences into the web, businesses can create shared experiences that allow
users to interact with each other in virtual and augmented spaces, which can have a transforma�ve
impact on how we collaborate, learn, and communicate with each other.

As for the current state of Web XR technology, it is s�ll rela�vely new and evolving rapidly. There are a
growing number of Web XR development tools and frameworks available, such as A-Frame and Three.js,
that allow developers to create immersive experiences for the web. However, there are also challenges
around standardiza�on and compa�bility across pla�orms and devices, as well as concerns around
privacy and security in Web XR experiences. Despite these challenges, the poten�al for Web XR is
significant, and it is likely to play a major role in the future of virtual and augmented reality.

State of Web XR

Definition of WebXR

Importance of WebXR

Outsourcing for Businesses
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WebXR Architecture

1. WebGL

WebGL (Web Graphics Library) is a JavaScript API that enables the rendering of 3D graphics in web
browsers. This technology has made it possible for developers to create immersive 3D experiences on
the web without the need for plugins or dedicated applica�ons. WebGL is supported by all major web
browsers, including Google Chrome, Firefox, Safari, and Microso� Edge.

2. WebVR

WebVR (Web Virtual Reality) is a JavaScript API that enables the crea�on of VR experiences that can be
accessed through web browsers. This technology allows developers to create immersive VR experiences
that can be viewed using VR headsets or mobile devices. WebVR is supported by Google Chrome,
Firefox, and Samsung Internet.

3. WebAR

WebAR (Web Augmented Reality) is a technology that enables the crea�on of AR experiences that can
be accessed through web browsers. This technology allows developers to create AR experiences that
can be viewed using mobile devices, without the need for installing dedicated applica�ons. WebAR is
supported by Google Chrome and Safari.

4. A-FRAME

A-Frame is an open-source framework that enables the crea�on of VR experiences using HTML. This
framework is built on top of Three.js and WebVR, and it simplifies the crea�on of VR experiences by
providing developers with pre-built components and primi�ves. A-Frame is supported by Google
Chrome, Firefox, and Microso� Edge.

5. ThreeJS

In this sec�on of the whitepaper, we will discuss the underlying technologies that make WebXR possible.
We will delve into the various standards, frameworks, and protocols that enable developers to create
immersive AR/VR experiences that can be accessed via the web.

WebXR Technologies
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Three.js is a JavaScript library that provides developers with tools for crea�ng 3D graphics on the web.
This library simplifies the crea�on of 3D graphics by providing developers with pre-built objects,
materials, and ligh�ng setups. Three.js is supported by all major web browsers.

6. WebRTC

WebRTC (Web Real-Time Communica�ons) is a technology that enables real-�me communica�on
between web browsers. This technology allows developers to create applica�ons that can stream audio
and video content in real-�me. WebRTC is supported by all major web browsers.

7. Web Assembly

Web Assembly is a low-level virtual machine that enables the execu�on of compiled code in web
browsers. This technology allows developers to write code in programming languages like C++ and Rust
and compile it to a format that can be executed on the web. Web Assembly is supported by all major
web browsers.

WebXR technologies have made it possible for developers to create immersive and interac�ve AR/VR
experiences that can be accessed via web browsers. These technologies have simplified the
development process by providing developers with pre-built tools and libraries that can be used to
create AR/VR experiences. With the increasing adop�on of these technologies, we can expect to see
more immersive and engaging AR/VR experiences on the web in the future.

WebXR and tradi�onal VR/AR pla�orms have some similari�es and differences in terms of their
capabili�es and use cases. Here are some of the key differences:

1. Accessibility: WebXR is more accessible than tradi�onal VR/AR pla�orms because it can be
accessed through web browsers without the need for installing dedicated applica�ons or

plugins. This makes it easier for users to access AR/VR experiences on a variety of devices,
including smartphones, tablets, and laptops.
2. Performance: Tradi�onal VR/AR pla�orms typically offer be�er performance than WebXR
because they are designed specifically for running immersive experiences. VR/AR pla�orms

o�en have more powerful hardware and so�ware that can support more complex and realis�c
experiences.

3. Features: Tradi�onal VR/AR pla�orms typically offer more advanced features than WebXR, such
as hand tracking, eye tracking, and hap�c feedback. These features can enhance the immersive

experience for users and enable more sophis�cated interac�ons.

WebXR vs Traditional VR/ AR Platforms
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4. Development: Developing for WebXR is typically easier than developing for tradi�onal VR/AR
pla�orms because it uses web technologies that many developers are already familiar with,

such as HTML, CSS, and JavaScript. Tradi�onal VR/AR pla�orms o�en require specialized
programming languages and tools.

5. Contents: There is a wider variety of AR/VR content available on tradi�onal VR/AR pla�orms
than on WebXR, although this is changing as more developers create AR/VR experiences for the

web. Many of the most popular VR/AR experiences, such as games and simula�ons, are s�ll
primarily available on tradi�onal VR/AR pla�orms.

In summary, WebXR is more accessible and easier to develop for, but tradi�onal VR/AR pla�orms
typically offer be�er performance and more advanced features. The choice between WebXR and
tradi�onal VR/AR pla�orms depends on the specific use case and requirements of the experience.
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Web XR Applications

WebXR has a wide range of poten�al use cases across various industries. Here are some examples of
how WebXR can be used in different sectors:

1. Entertainment:
WebXR can be used in the entertainment industry to create immersive and interac�ve
experiences for users. This includes games, simula�ons, and virtual tours of events, museums,
and a�rac�ons. WebXR can be used to provide users with a more engaging and interac�ve
experience, and it can also be used to promote events and products.

2. Educa�on:
WebXR can be used to create interac�ve educa�onal experiences that help students learn about

complex topics in a more engaging and interac�ve way. For example, WebXR can be used to
create virtual field trips, science simula�ons, and historical reenactments.

3. Startups:
WebXR can be used by startups to create innova�ve products and services that leverage the
power of immersive technology. For example, startups can create AR/VR experiences that help
users visualize products or services in real-world environments.

4. Content Crea�on:
WebXR can be used by content creators to create immersive and interac�ve experiences for
their audiences. This includes interac�ve videos, AR/VR-enhanced ar�cles, and virtual tours.
WebXR can help content creators engage with audiences in a more meaningful and interac�ve
way, and it can also help them differen�ate themselves from compe�tors.

5. Government:
WebXR can be used by governments to create engaging and interac�ve experiences for ci�zens.

This includes virtual tours of government facili�es, simula�ons of emergency situa�ons, and
interac�ve tools for ci�zen engagement. WebXR can help governments engage with ci�zens in a

more meaningful and interac�ve way, and it can also help them communicate complex ideas
and policies more effec�vely.

6. Military:
WebXR can be used by the military for training and simula�on purposes. For example, WebXR
can be used to create immersive simula�ons that enable soldiers to train for combat scenarios
in a safe and controlled environment.

Use Cases of WebXR
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Sketchfab

This WebXR app enables users to view, share, and embed 3D models in a variety of formats, including
virtual reality. The app has had a significant impact on the content crea�on industry, as it has made it
easier for users to share and view 3D models in a variety of contexts.

7. Businesses:
WebXR can be used by businesses to create interac�ve product demonstra�ons, virtual
showrooms, and immersive customer experiences. For example, WebXR can be used to

virtual tours of real estate proper�es, enabling customers to explore proper�es remotely.

In summary, WebXR has numerous use cases across various industries and sectors, and it is
being used to create innova�ve products and services that leverage the capabili�es of AR and
VR technologies. As WebXR con�nues to evolve, we can expect to see more crea�ve and

innova�ve use cases in the future.

Mozilla Hubs

This WebXR app enables users to create and share virtual spaces for socializing, gaming, and mee�ngs.
The app has had a significant impact on the entertainment and gaming industries, as it has provided a
new way for users to socialize and connect with others in a virtual environment.

The Wild

This WebXR app enables architects and designers to collaborate in real-�me on 3D models using virtual
reality. The app has had a significant impact on the architecture and design industry, as it has made it
easier for teams to collaborate remotely and to visualize designs in 3D.

Google Maps AR

This WebXR app enables users to navigate their surroundings using augmented reality. The app overlays
direc�onal arrows and maps on top of real-world environments, making it easier for users to navigate
and find their way around. This has had a significant impact on the travel and tourism industry, as it has
made it easier for users to explore unfamiliar loca�ons and find their way around.

create

Impact on users and industries for select WebXR apps



pg. 10

In summary, WebXR apps and experiences are having a significant impact on a wide range of industries,
from travel and tourism to architecture and design, entertainment and gaming, content crea�on,
adver�sing and marke�ng, and art and culture. As the technology con�nues to evolve, we can expect to
see even more innova�ve and impac�ul WebXR apps and experiences in the future.

8th Wall

This WebXR app enables users to create augmented reality experiences for mobile devices and the web.
The app has had a significant impact on the adver�sing and marke�ng industry, as it has made it easier
for brands to create immersive and engaging experiences that drive user engagement and sales.

Ar�vive

This WebXR app enables ar�sts to create augmented reality art installa�ons that can be viewed using
mobile devices. The app has had a significant impact on the art and culture industry, as it has provided a
new way for ar�sts to create interac�ve and immersive installa�ons that engage viewers in new and
exci�ng ways.
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WebXR Development

The development process for WebXR experiences typically involves several stages, including planning,
design, development, and tes�ng. Here's a more detailed explana�on of each stage:

1. Planning

The first stage of the development process involves defining the scope of the WebXR experience and
iden�fying the goals and objec�ves of the project. This includes defining the target audience, iden�fying
the hardware and so�ware requirements, and crea�ng a roadmap for the project.

2. Design

The design stage involves crea�ng a visual and interac�ve representa�on of the WebXR experience. This
includes crea�ng wireframes and mockups to define the user interface and user experience, as well as
designing the 3D models, textures, and anima�ons that will be used in the experience.

3. Development

The development stage involves coding and building the WebXR experience. This includes using
JavaScript and other programming languages to create the func�onality of the experience, integra�ng
3D models and other assets, and op�mizing the performance of the experience for different hardware
and so�ware pla�orms.

4. Tes�ng

The final stage of the development process involves tes�ng and op�mizing the WebXR experience. This
includes tes�ng the experience on different devices and browsers to ensure compa�bility and
performance, as well as solici�ng feedback from users to iden�fy areas for improvement.

best prac�ces for WebXR development include:

• Keeping the experience simple and intui�ve, with clear naviga�on and instruc�ons
• Op�mizing performance for different devices and browsers

• Ensuring accessibility for users with disabili�es, such as providing alterna�ve text for 3D models
and anima�ons
• Integra�ng social and collabora�ve features to encourage engagement and interac�on
• Regularly upda�ng and maintaining the experience to ensure compa�bility with new hardware
and so�ware releases.

The Development Process
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There are several tools and technologies that are commonly used to create WebXR apps and
experiences. Here's an overview of some of the key tools and technologies:

WebXR API

The WebXR API is a standard API developed by the W3C that allows developers to create immersive
experiences on the web using virtual and augmented reality. The API provides access to sensors,
cameras, and other hardware components to enable the crea�on of immersive experiences.

JavaScript

JavaScript is the primary programming language used to create WebXR apps and experiences. It is a
widely-used programming language that is supported by all modern web browsers and can be used to
create dynamic and interac�ve applica�ons.

Three.js

Three.js is a JavaScript library that is commonly used to create 3D graphics and anima�ons for WebXR
experiences. It provides a range of features and tools for crea�ng 3D models, textures, ligh�ng, and
other visual elements.

A-Frame

A-Frame is a framework for building WebXR experiences that is built on top of Three.js. It provides a
range of high-level components and tools for crea�ng immersive experiences, including support for VR
controllers and other input devices.

Babylon.js

Babylon.js is another JavaScript library for crea�ng 3D graphics and anima�ons. It provides a range of
features for crea�ng immersive experiences, including support for physics simula�ons and advanced
ligh�ng effects.

In summary, the development process for WebXR experiences involves several stages, including
planning, design, development, and tes�ng, and requires a combina�on of technical and crea�ve skills.
By following best prac�ces and keeping the user experience in mind, developers can create compelling
and engaging WebXR experiences that are accessible and compa�ble across different pla�orms and
devices.

Overview of Tools and Technologies
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Developing effec�ve and immersive WebXR experiences requires a combina�on of technical skills,
crea�ve vision, and user-centered design principles. Here are some best prac�ces and �ps for crea�ng
compelling WebXR experiences:

1. Keep it Simple: WebXR experiences can be overwhelming if they are too complex or difficult to
navigate. Keep the experience simple and intui�ve, with clear instruc�ons and minimal clu�er.
Use familiar design pa�erns and make sure the user interface is easy to understand and use.
2. Op�mize Performance: WebXR experiences can be resource-intensive, so it's important to

op�mize performance for different devices and browsers. Use lightweight 3D models and
textures, minimize network requests, and implement performance op�miza�ons such as culling

and LOD (level of detail) to improve frame rates and reduce load �mes.
3. Test Across Different Pla�orms: WebXR experiences can run on a variety of devices and
browsers, so it's important to test the experience across different pla�orms to ensure
compa�bility and performance. Test the experience on mobile and desktop devices, different
browsers, and with different input devices such as VR controllers and mouse and keyboard.
4. Design for accessibility: Make sure your WebXR experience is accessible to all users, including

those with disabili�es. Provide alterna�ve text for 3D models and anima�ons, support keyboard
naviga�on, and ensure that the experience is compa�ble with screen readers and other assis�ve

technologies.

Blender

Blender is an open-source 3D modeling and anima�on so�ware that can be used to create 3D models
and assets for WebXR experiences. It provides a range of tools for crea�ng and edi�ng 3D models,
including support for rigging and anima�on.

Unity

Unity is a popular game engine that can be used to create WebXR experiences. It provides a range of
tools for crea�ng 3D graphics and anima�ons, as well as support for physics simula�ons and other
advanced features.

In summary, there are several tools and technologies available for crea�ng WebXR apps and
experiences, including the WebXR API, JavaScript, Three.js, A-Frame, Babylon.js, Blender, Unity, and
various plugins and frameworks. By using these tools and technologies, developers can create immersive
and engaging WebXR experiences that run seamlessly across different pla�orms and devices

Best Practices and Tips in WebXR Dev
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5. Encourage social interac�on: WebXR experiences can be more engaging when users can
interact with each other. Incorporate social and collabora�ve features into the experience, such

as chat, mul�player modes, and shared experiences.
6. Design for immersion: Immersion is key to crea�ng compelling WebXR experiences. Use audio,

ligh�ng, and other effects to create a sense of presence and engage the user's senses.
Incorporate physics and other interac�ve elements to create a more realis�c and immersive
experience.

7. Iterate and improve: WebXR experiences can evolve over �me, so it's important to iterate and
improve the experience based on user feedback and data. Monitor user behavior and

engagement, and use this informa�on to improve the experience and add new features.

By following these best prac�ces and �ps, developers can create effec�ve and immersive WebXR
experiences that engage and delight users. Remember that the user experience should be at the
forefront of the design process, and that the ul�mate goal is to create an experience that is accessible,
engaging, and fun.
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WebXR Standards and Compatibility

The current state of WebXR standards and compa�bility across pla�orms and devices is constantly
evolving as the technology advances and new standards are developed.

Currently, the WebXR API is the most widely used standard for crea�ng WebXR experiences. It provides
a common set of interfaces and func�ons that enable developers to create immersive experiences that
work across a range of devices and pla�orms, including desktop and mobile devices, as well as VR and
AR headsets.
In terms of pla�orm compa�bility, most major web browsers including Google Chrome, Mozilla Firefox,
Microso� Edge, and Apple Safari, support the WebXR API. However, there may be varia�ons in
implementa�on and support, so it's important for developers to test their WebXR experiences across
different browsers to ensure compa�bility.

Standardiza�on is essen�al in WebXR development to ensure that the experience is consistent and
accessible across different devices and pla�orms. Without standardiza�on, developers may encounter
compa�bility issues and fragmenta�on, which can make it difficult to create immersive experiences that
are widely accessible to user

The WebXR API is an important step towards standardiza�on in WebXR development. It provides a
common set of interfaces and func�ons that enable developers to create immersive experiences that
work across a range of devices and pla�orms. By adhering to the WebXR API, developers can ensure
that their experiences are compa�ble with different browsers and opera�ng systems, and can take
advantage of new features and capabili�es as they are developed.

Standardiza�on also helps to promote interoperability between different WebXR experiences. By using
common formats and standards for 3D models, textures, and other assets, developers can create
experiences that can be easily shared and integrated with other WebXR applica�ons and pla�orms. This
can help to foster innova�on and collabora�on in the WebXR community, and can ul�mately lead to the
crea�on of more compelling and engaging experiences for users.

Finally, standardiza�on can help to promote accessibility and inclusivity in WebXR development. By
following established standards for accessibility and user-centered design, developers can create
experiences that are accessible to users with disabili�es and that provide a more inclusive and engaging
experience for all users.
In summary, standardiza�on is important in WebXR development to ensure compa�bility,
interoperability, and accessibility across different devices and pla�orms. By adhering to established
standards and best prac�ces, developers can create more compelling and engaging experiences that are
accessible to a wider range of users.

Introduction

Current State of WebXR standards across Platforms and devices
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WebXR experiences can also be accessed on a variety of devices, including desktop computers,
smartphones, and tablets, as well as VR and AR headsets. However, the level of support and
compa�bility may vary depending on the device and the browser being used. For example, some
smartphones may not support certain features of the WebXR API, while others may have limited
performance capabili�es that can impact the user experience.

To address these challenges, the WebXR Device API Working Group is ac�vely working to improve
compa�bility and standardiza�on across different pla�orms and devices. This includes developing new
features and capabili�es that can be used across a wider range of devices, as well as establishing best
prac�ces and guidelines for crea�ng WebXR experiences that are accessible and inclusive to all users.
In summary, the current state of WebXR standards and compa�bility is constantly evolving as the
technology advances and new standards are developed. However, by adhering to established standards
and best prac�ces, developers can create immersive and engaging WebXR experiences that are
accessible to a wider range of users across different pla�orms and devices.

There are several poten�al challenges to achieving greater standardiza�on and compa�bility in WebXR,
including:

1. Fragmenta�on: As the WebXR ecosystem grows, there is a risk of fragmenta�on, where
different devices and pla�orms use different standards and specifica�ons. This can make it
difficult for developers to create consistent and immersive experiences across mul�ple devices
and pla�orms.

2. Emerging Technologies: Emerging technologies such as 5G networks and new VR and AR devices
are s�ll evolving and may not have consistent standards or compa�bility with exis�ng WebXR
technologies.

3. Performance limita�ons: WebXR experiences can be resource-intensive, and some devices may
not have the necessary processing power or graphics capabili�es to deliver the same level of
performance as others.
4. Accessibility: Ensuring that WebXR experiences are accessible to all users, including those with

disabili�es, can be challenging and requires adherence to established accessibility standards and
best prac�ces.

To address these challenges, several solu�ons can be implemented:

1. Standardiza�on: Establishing and adhering to common standards and specifica�ons can help to
ensure compa�bility and consistency across different devices and pla�orms. Industry
organiza�ons and standards bodies, such as the WebXR Device API Working Group, are working
to establish and promote common standards for WebXR development.

Challenges and Solutions in achieving greator WebXR Standardization
and Compatibility
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2. Cross-pla�orm development: Using cross-pla�orm development tools and frameworks, such as
Unity or Three.js, can help to ensure that WebXR experiences are consistent across mul�ple
pla�orms and devices.

3. Progressive enhancement: Progressive enhancement involves designing WebXR experiences that
can work on a wide range of devices and pla�orms, but with added features and capabili�es for

more powerful devices. This approach can help to ensure that WebXR experiences remain
accessible to all users, regardless of device capabili�es.
4. Accessibility: Adhering to established accessibility standards and best prac�ces can help to
ensure that WebXR experiences are accessible to all users, including those with disabili�es. This
can include providing alterna�ve text for images and audio, using high-contrast color schemes,
and ensuring that the experience can be navigated using keyboard controls.

In summary, achieving greater standardiza�on and compa�bility in WebXR requires a combina�on of
industry standards, cross-pla�orm development tools, progressive enhancement, and adherence to
accessibility best prac�ces. As the WebXR ecosystem con�nues to evolve, it's important for developers
to stay up-to-date with new developments and best prac�ces to ensure that their experiences remain
accessible and immersive across mul�ple devices and pla�orms.
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Future of WebXR

WebXR technology has the poten�al to be applied to a wide range of use cases and applica�ons, beyond
the tradi�onal areas of entertainment, educa�on, and content crea�on. Some poten�al new use cases
and applica�ons for WebXR technology include:

1. Retail: WebXR technology can be used to create immersive e-commerce experiences, enabling
users to browse and purchase products in a more engaging and interac�ve way.

2. Healthcare: WebXR technology can be used to create immersive medical training simula�ons
and virtual pa�ent consulta�ons, enabling medical professionals to train and interact with
pa�ents in a more engaging and effec�ve way.

3. Tourism: WebXR technology can be used to create immersive travel experiences, enabling users
to explore new des�na�ons and a�rac�ons in a more interac�ve and engaging way.

WebXR has the poten�al to significantly impact the future of virtual and augmented reality by making
immersive experiences more accessible and inclusive to a wider range of users.

One of the key benefits of WebXR is that it enables developers to create immersive experiences that
work on a wide range of devices, including desktop and mobile devices, as well as VR and AR headsets.
This means that users can access WebXR experiences without the need for expensive hardware or
specialized so�ware, making immersive experiences more accessible to a wider audience.
Another advantage of WebXR is that it leverages exis�ng web technologies, such as JavaScript and
HTML, to create immersive experiences. This means that developers can use familiar tools and
technologies to create WebXR experiences, reducing the learning curve and making it easier for more
developers to create immersive experiences.
WebXR also has the poten�al to democra�ze the crea�on and distribu�on of immersive content. By
enabling developers to create immersive experiences using open web standards, WebXR can help to
break down the barriers to entry for content crea�on and distribu�on, enabling more developers to
create and distribute immersive experiences.
Finally, WebXR has the poten�al to improve interoperability and standardiza�on across different VR and
AR pla�orms. By establishing common standards and specifica�ons, WebXR can help to ensure that
immersive experiences can be created and accessed across mul�ple devices and pla�orms, making
immersive experiences more ubiquitous and accessible.
In summary, WebXR has the poten�al to significantly impact the future of virtual and augmented reality
by making immersive experiences more accessible, inclusive, and democra�zed. As the technology
con�nues to evolve, it is likely that we will see an increasing number of immersive experiences being
created and distributed using WebXR, driving further innova�on and growth in the VR and AR industries.

Analysis

Potential new use case and application for WebXR Technologies
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WebXR is a rapidly evolving technology, and there are several emerging trends and developments that
are shaping the future of the technology:

1. Improved performance: One of the biggest challenges with WebXR has been delivering high-
quality, immersive experiences that perform well across a range of devices. To address this,
there is a growing focus on improving the performance of WebXR experiences, with new
technologies and approaches being developed to op�mize performance.
2. Enhanced Interac�vity: Another emerging trend in WebXR is the development of more
interac�ve experiences that enable users to engage with virtual objects in more natural and

intui�ve ways. This includes the use of hand-tracking and gesture recogni�on, as well as hap�c
feedback and other sensory inputs.
3. Increased Accessibility: WebXR has the poten�al to make immersive experiences more
accessible to a wider range of users, including those with disabili�es. To this end, there is a
growing focus on developing tools and technologies that enable developers to create more
inclusive and accessible experiences.
4. Integra�on with AI: As AI technologies con�nue to advance, there is growing interest in
integra�ng these technologies with WebXR to create more intelligent and responsive

experiences. For example, AI could be used to create more realis�c and dynamic virtual
environments, or to enable more sophis�cated interac�ons with virtual objects.
5. Collabora�on and Socializa�on: WebXR also has the poten�al to enable new forms of

collabora�on and socializa�on, allowing users to connect and interact with others in immersive

4. Real Estate: WebXR technology can be used to create immersive virtual property tours, enabling
users to view and interact with proper�es in a more engaging and interac�ve way.
5. Architecture and Design: WebXR technology can be used to create immersive design and
visualiza�on tools, enabling architects and designers to create and interact with 3D models in a
more engaging and interac�ve way.
6. Manufacturing and Industry: WebXR technology can be used to create immersive training and
simula�on tools for manufacturing and industrial applica�ons, enabling workers to train and
interact with complex equipment in a more effec�ve and engaging way.

7. Adver�sing and Marke�ng: WebXR technology can be used to create immersive adver�sing and
marke�ng campaigns, enabling brands to create more engaging and interac�ve experiences for

their customers.

Overall, the poten�al applica�ons for WebXR technology are vast and varied, and as the technology
con�nues to evolve, we are likely to see an increasing number of innova�ve and crea�ve use cases
emerge. The ability to create immersive and interac�ve experiences using open web standards has the
poten�al to revolu�onize the way we interact with the world around us, and we are only just beginning
to scratch the surface of what is possible.

Emerging Trends and Developments in WebXR
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virtual environments. This includes the development of virtual coworking spaces, social
networking pla�orms, and other collabora�ve tools and technologies.

In summary, WebXR is a rapidly evolving technology that is driving innova�on and growth in the VR and
AR industries. As the technology con�nues to evolve, we can expect to see new trends and
developments emerge, further expanding the poten�al applica�ons and use cases for WebXR.
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Conclusion

The WebXR whitepaper discusses the technology, use cases, development process, tools and
technologies used, best prac�ces, standards and compa�bility, poten�al challenges, and emerging
trends in WebXR.

WebXR is a technology that enables developers to create immersive experiences that work on a wide
range of devices, including desktop and mobile devices, as well as VR and AR headsets. It has the
poten�al to revolu�onize industries such as entertainment, educa�on, content crea�on, and businesses.

The development process for WebXR experiences involves crea�ng 3D models, programming
interac�ons, and tes�ng the experience. The tools and technologies used include A-Frame, Three.js, and
Babylon.js, among others. Best prac�ces for developing effec�ve and immersive WebXR experiences
include op�mizing performance, enhancing interac�vity, and improving accessibility.
Standardiza�on in WebXR is important for achieving interoperability and making immersive experiences
more ubiquitous and accessible. The current state of WebXR standards and compa�bility across
pla�orms and devices is s�ll evolving, but progress is being made towards greater standardiza�on.

The poten�al impact of WebXR on the future of virtual and augmented reality is significant, as it can
make immersive experiences more accessible, inclusive, and democra�zed. Emerging trends in WebXR
include improving performance, enhancing interac�vity, increasing accessibility, integra�ng with AI, and
enabling collabora�on and socializa�on.
Overall, WebXR is a rapidly evolving technology with the poten�al to revolu�onize industries and drive
innova�on and growth in the VR and AR industries.

WebXR is an exci�ng and rapidly evolving technology that has the poten�al to revolu�onize industries
and drive innova�on in the VR and AR industries. Its ability to create immersive experiences that work
on a wide range of devices and pla�orms make it a promising tool for entertainment, educa�on, content
crea�on, businesses, and beyond. However, there are s�ll challenges to be addressed, such as
standardiza�on and performance op�miza�on, as the technology con�nues to evolve.

Final Thoughts

Recap and Takeaways from the whitepaper


