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Table 1 Parameters of VR device screen
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Table 2 Weight parameters of VR equipment

VR 54 iti/g
HTC Vive Pro 468
HoloLens 579
Oculus Rift 470
Oculus Go—&HL 468
Magic Leap (Lightwear) 360
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3 VRAEEPEXER ARAR R R B bR

Table 3 Problems, fundamental causes and technical standards of VR hardware

VR A sz~ F i FARbRUE
il 380 A1 Womts g SRS ERE il 100~120 Hz B4 I
L e FER 1] T BRFEAR B hE FEIRITE] 19.3 ms BLLAN
T AR P S 5 TR Ay HEEE 2560X 1440 5% L I
WA LGRS W7 fH 136°
PR R R R FETES F HERE R A Hamtb 2545 gL
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SEVR B,

#4 VRNETE LrEdE

Table 4 Data on VR content platform

B SYAREE 6 383 FiA
Viveport 1293 765 528
SteamVR 3714 2955 759
GooglePlay 600 161 439
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The development status and prospect of virtual reality hardware industry
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Abstract The development of virtual reality hardware industry has gradually experienced an evolution from conceptual products to
consumer products. At present, there are three difficult problems: vertigo, portability and interactivity, which are affecting the popularity of
virtual reality hardware products. This article investigates the industrial development status from three aspects of virtual reality hardware
industry: parts supplier, equipment manufacturer and equipment distributor in terms of hardware configurations, technical routes, solutions
and so on. Then the fundamental reasons for the three major problems are analyzed and the technical standards for breakthroughs are
given. Finally, the future development direction of the virtual reality hardware industry is prospected.
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