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& #F ¥ (Virtual reality, VR) SR A K & (Headset) MMAAKAELE " LFFH
(Metaverse) #y Bl AT BAH - R T IZTL$FRA 2015 FREFRL "2016 5% VR
T cwEMEGAEEREREEEE  CATH L —FEAM - KR (Sony) ~ =2
(Samsung) -~ Google » HTC ~ Oculus ~ ## (Microsoft) % /3] - M4 FEEE S VR 485 £
s &R IR -
B 2012 % Oculus VR # h# F 5 4 (Crowdfunding) # X B EBRTIHARABTS
(Headset display ) Oculus Rift #9F% > E# B IAH BRI AR ROME - £ > £ R4 2014
25 95 5% B 25 % X ¢ (Game Developers Conference ) /&5~ Sony PS VR BRI - —F4% » HIC &
Mobile World Congress (MWC) % 4 HTC Vive B4 > = f& Oculus 898y T# 11 A H
Samsung Gear VR ° #¢ pt VR £ 37 £ X AT £ B F 054K -
1. 34 VR ~ AR ~ MR Headset 8§34
BACE FA®m VR & ¥693 %% ¥ £ 4 Oculus, HP Reverb G2 ~ Sony PlayStation VR ~ HTC
vive ~ Pico~ DPVR ~ #4$:% - B H & > B H ik o s VRGTREM B IR - — o AT A A7 A
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Sony PlayStation VR ~ Oculus ~ HTC ¥ F 4 A £ 2 - MM B AT E T N T

( Augmented reality, AR) B R4 F 15 (Mixed Reality, MR ) #3893 H » AR VR F &89 3L o
AR #2 VR 8§ R R » VR & TH A ERsia 2 & — @ =g 2 e E SR REERZHMNR
BERE RS  REALER RO BRES TR - RARFGBRE S EHRNNF
M, c MAREF TH =A%k 1) MERMBRETES ~2) BpesaE ~3) =4 (Azuma
1997) - M MR & T &4 A EHRYRAE TR R TRIL HETHRPBETFHEAFE
AEERAAEAER  UARBBRATYHE - RS TAT - HMBAET - BB R HIT B -
( Milgram and Kishino 1994 )
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1.1. E5ins

R¥EHHUECIENM > dosdrat (Disney) B4 VR B 5 BEAETRELEFBAME
%) o North Face (£ R:iE& A L2 3)) » A OculusRift AR AR E Bk L id F 2 fe - peag
HMEREEE T BBEEEE VR % - WA LRI ZMY R Mind g - NBA A 2016-2017 3%
Zie o 91 NexVR N3] 5854 » A VR #71 (VR Streaming ) B Z T A% B = E Gear VR F
SHRBORE B BHREOUEARTE2 BET - RABE 23 (4o Naughty
America) JRE AR 2016 £ 0 HFEEHERABEESD

1.2. %458

B—EBATIEF TP ER & VR 258 > HTC st 2 H A S %A% Valve & 1FEAN VR &
¥ o U B BBREHNEATHEE VREZIFFEE - Oculus ~ k& ~ HTC Vive A e
YRGB o  HN#B NS (Content) 9 EBRAEZH % ©

1.3. #&3E - AT (AR MR) #EHA

VR #3 % T#4E A F (Consumer) £A VR A » T UARAIE ~ R EHARY &
(Artifacts) B8 VR T8 A 544

R BN TausEd; (Metaverse) #9854 » VR/AR headsets 45 & A B E & R K4 B — A7
oo AB—RI AR ELEREN—FE A mk AHEAZARTHNTIH T ZHASESHRK
&) 4o Apple!, Google % iE #E#54 i o f Facebook (Meta) Oculus E& E 2021 1k 89745

! https://www.bloomberg.com/news/articles/2022-01-14/apple-s-hotly-anticipated-headset-risks-being-delayed-untii-2023
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AR/VR Headset Forecast, 2021Q3
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Source: https://www.idc.com/promo/arvr
*. Estimated

B— AR VR 2344 € BB AR

Name Sony PlayStation VR HTC Vive Pro2 HTC Flow  Oculus Quest 2

Year of Into. 2016 2021 2021 2021

Price $399 $799 $499 $299

Headset Type PS-Powered PC-Powered Standalone  Standalone

Resolution 960 x 1,080 2448x2448 1600x1600  1832x1920
(per eye) (per eye) (per eye) (per eye)

Refresh Rate (Hz) 120 120 75 120

Field of View 100° 116° horizontal 100° 89° horizontal

(degrees) 96° vertical 93¢ vertical

113° diagonal

Weight 600g 850 g 189g-239¢g 503 g

Software PlayStation 4 SteamVR**, Viveport Oculus Home,

Platform Viveport SteamVR™

Memory 4GB 0GB

Storage 64GB 128GB

Target Market Consumer Consumer Consumer Consumer

“Steam & WK AI4E ~ 3~ A FS 5 Steam VR A BB T IB N RLHR T A

F— I RA VR T Eme

2 https://www.idc.com/promo/arvr
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I SF# A KA (Ecosystem) / & %848 4% (Industry Value Chain) ~ £ F E KB EREE
(Control ) 2 #&# 3 %17 Sony PlayStation %% & S22 =32 (25%)

2. FwmAEREA (Ecosystem) / & ¥1&184¢ (Industry Value Chain) ~ B F E LB L RE R
(Control) HEWHEZMAEN » 2B A HTC 28475 ETAEEBZEBT » & & 4ofT
wmERsERF? (25%)

3 https://www.counterpointresearch.com/xr-headset-shipments-almost-triple-yoy-qi-2021/
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