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. New technique for 3D volume rendering

Faster and better quality results than NeRF

. Cross platform, but best GUI tool (Postshot) is

currently Windows/Nvidia 2000+ only, try Open Splat
for Mac/Linux

. Training requires multiple passes and fine tuning to

reduce artefacts
Different cameras for different conditions of capture

. Game engine required to introduce colliders and

create a navigable scene (i.e. make an environment)

. 4D (i.e. time-based) GS offers a new way to capture

dynamic scenes — stay tuned!
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