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[ Abstract ]

The challenges of exploring distant locations have become increasingly apparent, especially since COVID-19 has made visit-
ing even nearby museums and attractions more difficult. Various factors contribute to this, including time constraints, financial
limitations or language barriers. However, these challenges can be overcome with recent technologies by transforming how users
experience and interact with spaces. With the latest advancements, it is now possible to create virtual representations of famous
attractions, allowing users to take virtual tours as if they were physically present. This paper presents a comprehensive framework
for creating virtual tours using Matterport, a leading 3D scanning technology, and Unity 3D, a powerful game engine. The paper
outlines methodologies for capturing 3D data with Matterport, importing it into Unity, enhancing user interaction, and optimizing
the overall experience. By integrating these tools, the framework aims to facilitate immersive virtual experiences. This approach will
allow affordable virtual tickets for famous attractions around the world which will be great educational opportunities. In addition,
this framework can be applicable to facilitate easier navigation in complex environments such as airports and hospitals.
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