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Application Resolution Frame rate MPixels / sec

Desktop game 1920 x 1080 x 1 60 124
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Application Resolution Frame rate MPixels / sec

Desktop game 1920 x 1080 x 1 60 124

2018 VR

(HTC Vive PRO)
1440 x 1600 x 2 90 414
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* Data from Siggraph Asia 2016, Prediction by Michael Abrash, October 2016

Application Resolution Frame rate MPixels / sec

Desktop game 1920 x 1080 x 1 60 124

2018 VR

(HTC Vive PRO)
1440 x 1600 x 2 90 414

2020 VR * 4000 x 4000 x 2 90 2,880
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ÅVirtual reality is a challenging workload 

0

200

400

600

800

1000

1200

1400

1600

1800

2000

Desktop Game 2017 VR 2020 VR

M
p
ix

e
ls

/s
e
c

5

Introduction Related Work Our Approach User Study Experiments Conclusion



ÅVirtual reality is a challenging workload 

ÅMost VR pixels are peripheral
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fovea:

the center of the retina

corresponds to the center of the vision field



ÅVirtual reality is a challenging workload 

ÅMost VR pixels are peripheral
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foveal region:

the human eye detects significant detail

peripheral region:

the human eye detects little high fidelity detail
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