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POWERING THE FUTURE®
OF IMMERSIVE EXPERIENCES

Frank Soqui, General Manager | Virtual Reality up




THEEVOLUTION OF COMPUTING







INTEL POSITIONED TO LEAD THE REALITIES REVOLUTION

EEEEEEEEEE

Mowdlus‘x

INTEL” TRUEVR
an inteD) campany : INTEL” TRUE VIEW

ADVANCED PROCESSORS  OPTIMIZED GRAPHIGS ™ DEPTHANDTRAGKING  SUPERIOR SOFTWARE CLOUD
PLATFORMTECHNOLOGY  SENSINGTECHNOLOGIES  ANALVTICS & SERVICES



- POWERING ALL THE REALITIES
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WHAT DO CONSUMERS REALLY WANT?

Traveling Relaxation/ Gaming Entertaif ent , Vldeo
Therapy (Hardcore/ (Concerts/ Events/ ~ (TV/Movies)
Casual) * Sports)
r .

WHERE DO THEY WANT T0 G0?

Travel to historic/fantasy places
Travel to real places you'd like to visit
Travel to real places difficult to get to

us

Source: Intel Corporation primary research 2017
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ALL FUN AND GAMES
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e - B . » ‘Raw Data" VR game #1 seller of ALL
; '0 PC games at launch summer ‘16
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THE FUTURE OF IMMERSIVE MEDIA
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THE FUTURE OF HEALTHCARE
. SURGICAL THEATER PRECISION VR™







THE FUTURE OF THE
AUTOMOTIVE SHOWROOM






~ CHANGING THE FACE OF RETAIL







THE FUTURE OF EDUCATION
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Innovation Network VR/AR Projects Academic Network Facilities Visibility

400 Science Parks 52 Experiences 800 Universities > 50 VR First Labs 50 events per year

- Democratizing VR/AR Innovation -

www.vrfirst.com



INTEL PARTNERING WITH HTC AND VR FIRST LAUNCHING
“WORLD’S FIRST VR BUNDLE FOR INNOVATION AND RESEARCH ”

Transform current academic facilities to tomorrow’s VR/AR hubs

VR First is lowering entry barriers for innovators to build the immersive future today.
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experience
what'’s inside”



