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> 7 4 A7 LA M : Latency, High Refresh Rate, Large FOV (Field of View). @ifif{&/E
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> ##[E : Samsung Display
> H[E : BOE, EverDisplay Optronics, Tianma
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> Bi5 : AUO
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= FE8ETIX. AR/VRELY., VREIS X 14 7 ARNRAT 4 A7 LA, ARIVRHAT 4 A7 v A XA TRIOHBZIZHHE L.
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> VRELS, % 4 7 . HMD-based VR, Smartphone-based VR
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(M4 (Screen Door Effect) | BNEHN 5,
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» EEFREEENHSIE. VROFHZRDEFWZEZ SRV EOIC, maBEHOoV — 221257201203,
VA EDIRAGENEEIZ 72D LR LTz,

» R ERTLEBROERT, T4 AT VA DOMEZIRT T 5720, MEEZSGETE @m0 ppitZRkEn 5,
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FRAR BE L K 2 [ bR Positive Distortion & Negative Distortion
Source: speedvr.co.uk Source: edmundoptics.com

2017 AR and VR Display Market Report © 2017. UBI Research. All rights reserved.



5. AR/VRE! T B[] (A3 RESEARCH

518m& A7

» REBLEA KRR CTE B2 A 72 & N5,

. Wi, T A AT LA~y Ry MIHNBEINLTWAIED VAN
End 5,

. WZiX, A<—F 7 VIZEY S L R[REZRTE D i
N D,

. [falise BREND D,

= AKLAR— FTIiL, REDT 2TV A NEBEITL, B DM T ST

B R T & A LT,

AR/VREin & A 7

MLz A7 RER HMENER

Source: UBI Research DB, roadtovr.com, digitaltrend.com,

2017 AR and VR Display Market Report © 2017. UBI Research. All rights reserved.



5. AR/VRE! S5 m] (A3 RESEARCH
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Resolution
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FOV I 1]
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Picture

Source: UBI Research DB, immersionvrelia.com, avegant.com, virtual-reality-shop.co.uk, augmentedrealitytrends.com, aliexpress, oculus.com
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Oculus VRER ik
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