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HP-s Goal : professional AR/ VR pr
delivering the best immersive experience in the industry

PERFORMANCE | RELIABILITY

Best Immersive Commercial Grade/
Experience Rugged
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VR, AR and MR

Virtual Reality Augmented Reality Mixed Reality
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Complete immersion in a 3D Natural world is overlaid with Virtual objects are integrated
rendered virtual world. a layer of digital content Into the natural world.

Complementary,
Not Competitive o






Modern VR experience demandsauo

PQuality Motion bbo@salit)
< ~15ms
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GPU Performance: 15920% CAGR

Relative Performance (GFLOPS)
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Performance Roadmap

Minimum

Resolution :

SoWAl 100°x100°

Frequencyé

Distortion Correction/
Image Complexity:

High End

220%x150°

120Hz/8ms

2-5 Years

4k Monitor
Equivalent

Optical
Tracking
240Hz

2020+



Tethered vs. Untethered

Performance/UX
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Technical challenges

Wireless Bandwidth
Latency
Backpack Vi Line of Sight, Multi user

2016 WiGig2017-19
netheres B

4k 90Hz ‘ &

4k 120Hz

Future
* With low latency compression @

1K60Hz & 9

2k 90Hz



Commercial VR/ARPredominant use case categories
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VR experiences in reall
or imaginary worlds

Theme Parks
Museums
Theatres

Gaming & Game Dev
Movie/Animation Conten{
Development

-

Commercial Design & Training & :

VR/AR to visualize
designs at scale

Product Design Reviews
Architectural Reviews/
Walkthroughs
Project Collaboration
Sales / Marketing

VR/AR for immersive
training experiences

Military Simulation
Facilities training
Sports/Athletic Training
Energy

AR for real time
hands-on workflows

Manufacturing assembly
Construction inspection
Onsite repairs
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