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Al and compute graphics are the key two tech foundation supporting VR development

From individual smart devices, Internet, big data to Al tech. VR is a combination subject of
all previous main technology
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Al and VR tech is the necessity of Human demand to accuracy data vs.
massive Internet big data creation
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THE EMERGENECE OF VR 223

VR PLATFORMS FORM FACTORS

LOCATION BASED VR VR CAFES
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HMI tech and human nature feeling

S 1 i IR VE story in VR
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2c is more entertainment driven
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VR movie is new and drive innovation

Sinternet, AR\ MRHJELE
fusion with AR/MR and Internet
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A H 2, interact tech

R 2% 52 HZ FE S, health sickness

SER ZEARLIE JH £ ARreal time modeling

R 77 7, how tell story in VR
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Cameras

Lightfields

Renderers

HMDs
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ARFAZ (GPU driving VR industry)
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Console

Location based
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VR requires endless computing vs. people wants portable and cost effective devices
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DX12
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THE DESKTOP PC FOR VR;

4800RMB WITH RX 480 FuULLY
CERTIFIED, RUNS ALL VR
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the 830 Developer Kit

» |Bk Video Playback

* High End Rendering

* Non-Linear Video Editing
* Advanced Visualization,

Healthcare
Drivers

Radeon Pro SSG (Fiji) Card

Code samples
NDA

Support

Documentation
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TressFX 3.0 (DX11) CodeXL static analyzer CLI Firerays SDK
Shadow Filtering (DX11) CodeXL DX12 plug-in FireRender SDK

High Definition Ambient Occlusion (HDAO) 2 Tootle (Triangle Order —

(DX11) Optimization Tool) RapidFire SDK
Compute Triangle Filtering (DX11) AMD Compute Tools

Vulkan SDK and samples
DX11 samples

ForwardPlus
GPU Particles
SSAA11
Silhouette Tessellation 11
_ . SeparableFilter 11

2016 — All Tools will be TiledLighting 11
moved into a single Open MLAA DX11
Many more Effects to come in 2016! Sourced CodeXL Tool set DXlesﬁlmf'.es |

. ello Triangle
. Async nBody simulation
. Multithreaded Rendering

Liquid VR SDK
AMD Graphics Services

Tootle
GPUPerfAPI
New Libraries and SDKs to come in 2016!
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Growing with China VR industry
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