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Abstract

With the development of virtual reality technology, the application of VR has been expanding ra-
pidly from the entertainment fields of games, films and television to education, sports, medical
treatment and other vertical fields, and the basic construction of VR industrial chain is beginning
to take shape. This paper analyzed the development status and some obstacles in it of virtual real-
ity industry, and made a prospect for the future development of virtual reality industry.
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Table 1. Comparison table of head mounted VR equipment from domestic and foreign manufacturers
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Table 2. Industry chain layout table of tech giants
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Figure 1. Panorama of VR industry chain
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