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Virtual & Augmented Reality
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The Evolution of Computing 
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Why does it matter

$80B
by 2020

$569B
by 2025
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Intel Positioned to Lead the realities Revolution
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Advanced Processors Superior Software Cloud,  
Analytics & services

Optimized Graphics & 
Platform Technology

Depth and Tracking 
sensing Technologies
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Powering all the realities

Mixed 
Reality

Virtual 
Reality

Augmented 
Reality
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Immersive, Interactive, Latency, Collaboration, Business Value
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UNLOCKING VR’s awesome Potential 

*Other brands and names may be claimed as the property of others 
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Finding
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Smartphone
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What do consumers really want? 

Where do they want to go?
Travel to historic/fantasy places

Travel to real places you’d like to visit

Travel to real places difficult to get to

54%

52%

52%

Travel to real places difficult to get to

Travel to historic/fantasy places

Travel to real places you’d like to visit

57%

52%

51%

US PRC



A world without limits
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All Fun and Games

FUN FACT
“Raw Data” VR game #1 seller of ALL 

PC games at launch summer ‘16

More than 1200 VR titles available for the PC

FUN FACT
Over 140 ‘VR Ready’ PCs 

available in North America on Newegg  and over 
300 available in China on JD.com
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VR COMES TO ESPORTS
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The future of immersive media
Intel®  True VR and Intel® freed™
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The future of healthcare
SURGICAL THEATER Precision VR™

*Other brands and names may be claimed as the property of others 
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THE FUTURE OF THE 
AUTOMOTIVE SHOWROOM
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Changing the face of retail
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The future of education

FacilitiesInnovation Network VisibilityVR/AR Projects

> 50 VR First Labs

Academic Network

800 Universities52 Experiences 50 events per year400 Science Parks

- 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 

Network Partners

VR First is lowering entry barriers for innovators to build the immersive future today. 



The vr revolution. 
powered by intel. 




