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The panels used in current VR headsets top out at under 600 pixels per inch and don’t produce the
sharpest results. The QHD panels found in Samsung'’s Galaxy smartphones used in its Gear VR

headset provide a resolution of 2560 x 1440(1280 x 1440 per eye) over a 5.2-inch display at its smallest,
for a pixel density per inch of 577. The HTC Vive features a 1200 x 1080 resolution display for each eye
measuring 3.62-inches, which results in 447 pixels per inch, while the Oculus Rift hands in a near

identical 461 PPI. Sony's Playstation VR falls the furthest behind, with a pixel density of just 386 PPI.
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