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Virtual Reality Expo CHINA
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2017 The global VR&AR Expo & Summit Forum
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2017 Annual meeting of the Shenzhen virtual reality Industry Association
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2017 global VR AR industry brand annual selection
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December 12-14,2017 Shenzhen Central Asia Convention and Exhibition Center
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FREHEE | Exhibition Summary

20162 IREBVRAARE ZIIR KRB RS (VRE) EFI0812-48ERIKPESERPDVNEHKARE, BAE
75003 5%, SRATISEK, CEEBMLITUWANRZES STIHEH. VRENESSHILTEEREMIN
ITVEREMERK, BHERERE. SVWANRD. BEER NEWE. fENTUEEEHZ—,
VREGF2017F12820-22BER I KPESRPINEH, FEBIRES5CIRHEHERVR/AREIARRN B
ML R, DUB#EMPISE, 8RUISE. I . ATEEFEETENHTHLRNESARRRIZ,
REAHRENRATIIE, SIELE. SiRXHE. MEFER. TUGEMEBIPE. IRITAKEESH
B, BNBXSHRENG. TUihs. DNARMEFREHEIETWATE, NTUATRERASIESZR
PSS, HEHEIVR/ARTIRIRARE,

2016 of the world's first VR&AR Interactive Entertainment Expo (VRE) has been successfully concluded in Shen—

zhen on October 12-14, the exhibition center, the exhibition area of 7500 square meters, the exhibition company
98, collection of virtual reality in the industry the 42 guests to participate in a keynote speech. VRE is so far in the
countryThe virtual reality industry has the largest scale, the most full speakers, the largest number of visitors and
the widest coverage of professional activities. As one of the most important activities in the industry, VRE will be
held at the Greater China Convention and Exhibition Center in Shenzhen on December 20-22,2017 hoping to
promote VR/AR technology applications and industry development through exhibitions and forums. To promote
virtual reality, augmented reality, wearable, artificial intelligence and other vertical areas of market development
and ecological system construction. The exhibition will be held in the same period of technical seminars, forums,
high—end dialogue, association, industry selection, brand annual design contest and other activities, combined
with the authorities, industry associations, research institutes jointly develop industry standards, provide technical
cooperation and exchange platform for the industry to jointly promote the rapid development of the VR/AR in-

dustry.



BHAZE | Major Exhibits

VR/AR+#E | VR / AR+Education

* VR/ARHBESLEE , VR/ARMBETEH , VR/ARHE , VR/VRHEEFE , VR/AREH=T , VR/ARRIEHE , VREBRBAFE ,
VRERHHF | AREBHIEA | VR/ARSEIHE , VRERESEIRES ;

*VR / AR education helmet, VR / AR education hardware, VR / AR classroom, VR / VR education platform,
VR / AR early education products, VR / AR science education, VR education solutions,VR panorama teaching,
AR education robot, VR / AR training institutions, VR intelligent laboratories, etc.

VR/AR+FB7= | VR / AR+Estate

* VREFXIFME. VREFDE. VREFEWSRW. VREFXUE. VREFHRE. VREFEER. VREUERX,
VREFH#RE., VREEER., VREFER. VREFELERE. VREES ;

*V/R real estate regional planning, VR property sand table, VR property, garden landscape, VR property District bitmap,
VR property renderings, VR property publicity film, VR commercial district,VR real estate model room,
VR decoration customized, VR multi screen showings, VR property, VR property supporting the surrounding , etc.

VR/AR+ESF | VR / AR+Medical
CFAE, ETFSH. BAFE. BEaTE

*Operation simulation, medical diagnosis, patient care, rehabilitation therapy, etc.

VR/AR+ZEEE | VR / AR+Military
 EEHIERIAIAIR, FEREHNI%. EERDRFIE. FRBRIHES |

Virtual battlefield environment, military simulation training, operation plan formulation and operation effect evaluation, etc.
VR/AR+]i%l§ | VR / AR+Tourism
oIREIALE. FEIASHF. ARNER. EUMTAARE. EAE, 2EbkiE. VREFA VRIREIRS 2R8NS

*Pre tour experience, virtual tour guides, AR tickets, virtual theme parks, virtual sharing, global travel, VR panoramic video,
VR shooting equipment, panoramic cameras, etc.

VR/AR+BEIRS | VR / AR+Interactive entertainment

*VR{IFIGIE., VREALNE. VREITHE. VRiiFk. ZORKEER. BRE0, =HEEMRK. ARIK. BaEfxR%  3D-9DB
g%, RIMPEEIMEARSE

*VR Museum, VR theme park, VR flight cabin, VR games, dynamic seat, cockpit simulation system, AR, 3D interactive games,
interactive cinema system, 3D-9DShadow equipment, virtual simulation, interactive viewing system, etc.

VR/ARERTEH&E | VR / AR Hardware and software equipment
BHHREBNRE. BARE. HERE. RIFRE. BRIRRR. EBURSK. HURRSES

*Hardware devices: display devices, input devices, data devices, tracking equipment, tracking systems, positioning
systems, and other trackers,etc.

KRR EEIMIER A, REUEMIERSR., e EIIERSA. SHNEIILRAS. MBI E. K
BANRE. MERIBRE. EELERRS

*System equipment: immersive virtual reality system, desktop virtual reality system, augmented virtual reality system,
distributed virtual reality system and so on. Visual perception devices, hearingSense device, tactile feedback device,
information processing system, etc.

*VR/AREFE®ESEM | VRER. BRITHEN. B8 HUsF. WHHETH, MIREH. (EEEE. BEL. HFHEA.
BRREE

*VR/AR production equipment and parts: VR system, super computer, display, micro projection, video processing chip,
micro throwing device, sensor, camera, optical lens, display screen, etc.

VR/ARRZFEf#IRIIZ | VR / AR Application solution
CRERNE. ERMNE. MK, EMES. EFER. BRI B HEHh. 858588, g8KES

* Automobile manufacturing, equipment manufacturing, aerospace, national defense, military, medical, health,
energy engineering, smart city, wisdom education, intelligent travel, etc.



2 EZ#5F | Participation Fees

EPIEAL : RMB 12800.00//EH/ 3mx3m ; Eshek : USD 3000.00//EHE/ 3mx3m

MR (24E  —HEReER, B (3) BSIE S9R—3K. TE5K, WEHE. REABE. 220V/SABTREE—. BHEE—. )
 EREM

EPfEk : 1300.00 ( RMB ) /SE753K//EHE ; EohEdk < USD 300.00 /F275K/FEHA

i (RO36FKEER) it RURHSRETE , TRERRE. RR. B BiRE.

¥ International Standard Booth:

For overseas enterprise: USD 3000/Expo, 3m*3m

Each standard booth consists of 3-sided white wallboards, Chinese& English fascia board, 1 consultation desk, 2 folding chairs,
fully-floored carpet, booth lighting system, 1 power socket 220V/5A, and a waste basket

# Indoor Raw Space:

For overseas enterprises: USD 300.00/sq.m.

Note: The raw space(minimum 36 sg.m.) only supplies a show space excluding power supply, lights, carpet, and other things.

BIEAESRN | Concurrent Event

REHESEDVR/ARITI N AR A EBIECIR, VRISPERRAIAS, VR/ARFREXS. FHVR/ARZRE. VR/ARHT
mENS. VR/ARMEMIEEEFBIRSN , ATFERRESERBIELE , FEIEEET "20173)ImEMRS= VRS SF
2. 20172BVR/ARTUFERITE" F , BE 7 VREANFUHNISNAT , NS, VRERFSTRRMBE, B K, 2
VRifFE, VRZE. VREHF=, VREFT, VREME. VRES, VRISE. VRIRE, VREML. VREE. VRIKE. VREE. VREFE
B. VRIZFTIWNA, ZEFRABRER  RKERHCIS/MEFRRERKNSSREEXRETRE—E | UL INE , NEER
AR TR T AR NSRRI VR/ARTTAL AR ZITAR | IREETEVR/ARITU A ISR R R 1515,

The exhibition will be held during the VR/AR application and development forum, VR game experience, VR/AR Developers Conference,
China and South Korea VR/AR exchange, VR/AR new product launches, VR/AR project and other high-end forum meeting, in order to
enrich the Expo and the summit forum will be held in conjunction with the "2017 Shenzhen virtual reality industry Federation 2017, the
global VR/AR industry annual brand selection”, covering all aspects of the VR of the whole industry chain, from the chip, VR system so-
lution provider, hardware, software, games, VR to VR, VR, VR real estate home healthcare, VR live, VR, VR, VR military car travel, VR film,
VR education VR, VR Hotel, VR sports, VR cloud platform, social networking and other industry applications, interactive technology so-
lutions, from around more than 30 countries and regions of the guests big brothers gathered, in the context of Globalization For the
angle of view, from the perspective of their own field, cross regional, cross industry in-depth exchanges, explore the unique insights of
the VR/AR industry, disclosure of the layout and strategic direction of the VR/AR industry.

BFRMAR | Target Audiences

HEQEERKIET. #E. WX, ®RR. BfF. 4S5E. BIE. KiF TE. TR, ZERE. mE. T, B
R EE KRB, BRHE. Bl=iE, MR, &tk TEE. TEAE. EH. REE. REEME.
MR, TARPREEEXZLALE; Tlhe, BEMESNER,; TUSFTBNERRRA L. RWHE.
MRARBARBSSUN, Tii. /iR, XU, ATEAKEELIERNIMELHS, HREZERRE, AAESH
FUIREZ,

MEDRIER. SUHF0F KB EFRDRMEENBEEERSEEZLETTH, ISRELXERIER. NFF,
BEREMMEIERCHELIZBIKR. B,

RAAWMBEMBRE. BRERAAZREZ., AxE@HIS, BREAMERRHE. EEHESFLZER. AR
FENRZEY, BEARNER. FE, MALUFEWATES, MERAS BRI A LR B L R ERE
e, SRERTEN, KEE&EE. SEANRES. RANBEENEEZR, BEAERS DA EVRIARH
HHmREES

3 Key invited exhibition hall / hall, education, games, entertainment, medical, 4S stores, hotels, tourism, advertising, broadcasting, traf-
fic control, municipal and industrial, electricity, emergency, military, water conservancy and electric power, investment and financing,
commercial space, real estate developers, design institutes, retail stores, theme parks, performances, agents and system integrators,
scientific research institutes, individual users and other related professionals; industry experts Association, chamber of Commerce and
industry and other fields of the society; the management decision makers and buyers, researchers and technicians to visit, communi-
cate, negotiate and purchase, to rely on industry at home and abroad through professional associations, expand more publicity chan-
nels more professional buyers.

3 Printed invitations, 300 thousand tickets / through the main organizer of the database master sent directly to the hands of profes-
sional customers, to send invitations, tickets and Exhibition exhibitors, exhibitors to invite their customers to negotiate, visit.

¥ Organize the project promotion conference, high-level talent exchange, hot issues seminars, policy advice and information confer-
ence, seminar, multi-level and rich content of trade activities, invite senior experts, scholars, well-known enterprises and other profes-
sionals attending the meeting, delivered a keynote speech and Discussion on the development of academic and industry hot issues
with the exhibition, echo, comprehensive exchanges form the most direct and effective trade, technology and information, the exhibi-
tion into Chinese VR&AR brand in the field of event.




ZHZA#143 | Organization

FIBEAL: Organizer

RYNTEMAEZ~WEKES Shenzhen virtual reality Industry Association
RYIH3DFMAMNE Shenzhen 3D film and Television Association
RN SEEIT L HE Shenzhen Multimedia Industry Association

i & VR/ARGF 3 7= Ml Bk 22 China VR/AR Game Industry Alliance

thE g 5@ I SE -l BR BA China augmented reality Industry Alliance
BT Co Organizer

FEREMNEBR A WER Qinhuangdao Virtual Reality University Enterprise Alliance
HIPERAL Organizer

iR ( b5 ) BRAT Li Han Exhibition (Shanghai) Co., Ltd.
ERY ( i) ARATE Na Hong Exhibition (Shanghai) Co., Ltd.

FIN R I Overseas contractors

kRS ER ( HQ Link ) Global Exhibition Group Singapore (HQ Link)

BYEAK | Associated Media
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LJEEIER | Last Review
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BEZ A3, | Contact Information
BBISRY (58 ) ARAE
BRAN: SBf6

F Hl: 18917987626
B i%: +86-21-5438 8105
£ HE: +86-21-6296 8699
B $8: 2236036207@qq. com
15 /00: 2236036207

™ fk: www.expo-vrar.com
i Hb: EETHRTXIRIAE1155351£A401=

Na Hhong Exhibition (Shanghai) Co., Ltd.

Contact: Fan Wei

Mobile: +86 18917987626

Tel: +86-21-5438 8105

Fax: +86 21-62968699

E-mail: 2236036207 @qq.com

Website: www.expo-vrar.com/

Add:Room A401, building 3, building 115, Xin Chun Road,
Minhang District of Shanghai



