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VIRTUAL BOY TECHNICAL SPECIFICATIONS
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Improve Your Image!

Why should you spend $1.995 for CyberEye™ when other HMDs

St 795 e
crisp s Cyberky;
bl e el

Afew

o hype-shiping o < ek armarond_
*NEW: lnmmm.nMoN public” model at juse 1.
« Full immersio ¥ unique "bifoc:
Superorcomfott ol weght elow oe pound
+ Instant connection to any

Trackens,
+The ONI

deo source

LY HMD with a money-back guaranice.
« Distibutors: Senses, VREAM, Micron/Gres
 Virtul Presence Furope), Maruers Ausiatio
Py customers: The.
Avata Pastners, DoD, many oth
Atyour service: General Reality Company
17ns Morrison Avenue, San Jose, CA 95126
0534, F: 289.835, Genkeaity @30l com

0 HMD image looks s bright, colorful, and
Do mater what the price. And the longer you
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wireless, batery packs & system solutions

CAD ot N Adens.

CyberEye™ 100 Series, starting at $1,995
‘Wear and Compare!

‘See us at VR World ‘95 in San Jose, May 23-25, 1995
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