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176,938 views

How Much Data Do We
Create Every Day? The
Mind-Blowing Stats

Everyone Should Read

@ e From 2013 to 2020, the digital universe
f  The amount of data we produce every day is truly mind- Will grow by a faCtor Of 10 - from 404

May 21, 2018, 12:42am

boggling. There are 2.5 quintillion bytes of data created

# cachday atourcrrent pac, b tht pace s nly trillion gigabytes to 44 trillion. It more

accelerating with the growth of the Internet of Things

in (IoT). Over the last two years alone 90 percent of the th an double S every t'wo ye ars.

data in the world was generated. This is worth re-

reading! While it’s almost impossible to wrap your mind
5 P b According to EMC: https://www.emc.com/leadership/digital-universe/2014iview/executive-

around these numbers, I gathered together some of my summary.htm

favorite stats to help illustrate some of the ways we

create these colossal amounts of data every single day.
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Emerging Markets Will Surpass Mature % of TOTAL DIGITAL UNIVERSE
Markets by 2017
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ANALYZE THE FUTURE

Worldwide Top 5 External Enterprise Storage
Systems Companies, 2018Q4 Vendor Revenue
Market Share
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https:/ /www.idc.com/ getdoc.jsp?containerld=prUs44259518

Worldwide Top 5 Server Companies, 2018Q2
Vendor Revenue Market Share
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Worldwide Server Market

Revenue Grew 43.7/% Year
Over Year to a Record $22.5
Billion During the Second
Quarter of 2018, According to
IDC

FRAMINGHAM, Mass., September 5, 2018 -
According to the International Data Corporation
(IDC) Worldwide Quarterly Server Tracker, vendor
revenue in the worldwide server market
increased 43.7%, year over year to $22.5 billion
during the second quarter of 2018 (2Q18).
Worldwide server shipments increased 20.5%
year over year to 2.9 million units in 2Q18.

The overall server market continues to
experience historic demand with 2Q18 marking
the fourth consecutive quarter of double digit

revenue growth and its highest total revenue

ever. Volume server revenue increased by 42.7%
to $18.4 billion, while midrange server revenue

grew 63.0% tO Junbuidiiaamiiglamgiad Systems




DIGITAL TRANSFORMATION
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mAnalytics = Cloud Computing = Mobility = Social media ®Others

https:/ / www.grandviewresearch.com/industry-analysis / digital-transformation-market 20% 46%




VR/AR/MR

* CymecTBeHHOe pacmypeHme
Bo3MozkHOcTet VR 1 AR ¢ Al

* MWcrmoan3oBarye B OOy9e MM n
TpermposBkax (Walmart, US
army)

* KauecTBeHHO HOBBLII YPOBE€Hb
VR-ycrporicTs (0oaee 200
BMAOB)

VR and social net’s (Facebook
VR Space, VR to WeChat by
Tencent)

https:/ /www .forbes.com/sites /bernardmarr/2019/01
/14 /5-important-augmented-and-virtual-reality-trends
-for-2019-everyone-should-read /




VR/AR/MR

* Nvidia’s DriveAR platform (uses
a dashboard-mounted display
overlaying graphics on camera
footage from around the car,
pointing out everything from
hazards to historic landmarks
along the way. Audi, Mercedes-
Benz, Tesla, Toyota, and Volvo
have all signed up to work with
the technology

https:/ /www .forbes.com/sites /bernardmarr/2019/01
/14 /5-important-augmented-and-virtual-reality-trends
-for-2019-everyone-should-read /
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2019 GLOBAL GAMES MARKET

PER DEVICE & SEGMENT WITH YEAR-ON-YEAR GROWTH RATES

newzoo
o $68.5Bn
+10.2% YoY +4.0% YoY = Mobile game revenues in
2019 will account for 45%
of the global market.
TABLET GAMES BROWSER PC GAMES
$13.6Bn $3.5Bn
+5.0% YoY 2019 TOTAL -15.1% YoY
$152.1Bn BOXED/
(SMART)PHONE DOWNLOADED
GAMES +9 6% PC GAMES
$54.9Bn YoY $32.2Bn
= +11.6% YoY +6.6% YoY

CONSOLE
$47.9Bn

+13.4% YoY

Source: ©Newzoo | 2019 Global Games Market Report

.com/global eport




l U.S. visualization & 3D rendering software market size, by application, 3 :. FP A@ M KA

2014 - 2025 (USD Million)
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® Product Design & Modeling Animation ® Visualization & Simulation = Others

Global 3D Animation Market, by Application, 2014-2024 (in MN USD)]
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www.ameriresearch.com3D Animation Market Size, Analysis | Industry Research Report 2024
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KaMmep Average data generated daily by new surveillance cameras shipped globally
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COLICETM

1.5 Mmaanapaa geaosex
akTuBHHI B Facebook
eXXeaHEeBHO

boaee 300 MnaanoHoB GOTO
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The State of Mobile 2019

Executive Summary

by ® kil @
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Enhanced Mobile Broadband g/@

» Wirelessvideo speed as fast as or faster than cable
« Spectrum extension, millimeter waves, cell densification,
30 beamforming, advanced antennas, backhaul optimization

Streaming 4K
and 30 Video

Augmented Reality
and

Social Virtual Reality komoriive Edecation

* “SmartHome Cloud 6aming

and Dffice Cameras

Connected
City Cameras

Drone Delivery

Personalized
¢t Insurance Premiums

Remote Surgery

!
Industrial
Automation

i

Smart br

mMTC Smart Agriculture

id
s . i Supply Chain # : cMTC
Massive Machine-Type Communication Mass Autonomous Critical Machine-Type Communication
« Industry guided by connected devices at scale Pationt Monitoring Vehicle: » Latency under 1 milliseconds
» New waveform, ultra-low power connectivity, | § 4 » Mobile edge computing, network intelligence
on-demand consumption, sleep-mode switching, — ~ . i o? closer to users, software-defined networks,

less signaling traffic Cetse- device-to-device communication
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3G 4G 5G

384 Kbps 100 Mbps 10 Gbps
(2001) (2009) (2020)

How long
would it take to

dowllnﬂoadl the 22 IO\
two-hour-long ,
“Guardians of 26
the Galaxy™? \ hours

3.6

seconds

. , : B
What you could & i 4
do while waiting _g ®

Fly from New York to Run a quick mile Ask, “Is it
Sydney, including Catch up on Facebook downloaded yet?”
check-in times




SMART CITY

Singapore—The Nexi-generation Smart City
Singapore aims to have 80% of all its buildings meet its minimum ‘Green Mark Certified' energy efficiency
standards by 2030.

Smart Energy

+ 90% to 95% of electricity generated
from natural gas

+ Smart grid systems installed in more
than 30% of the households

Smart Healthcare
+ Integrated health information system
across Singapore

healthcare organizations

Smart Technology (

1
>
« 1009 broadband penetration rate /
-’ ’ ~

« Initialization of 4G LTE service v
» B0% of housshelds to have smart -
e home solutions -
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@ ﬁ‘k ' Smart Buildings

« 80% of all its buildings to meet its
minimum 'Green Mark Certified’
energy efficiency standards by
2030 =)

» Zero energy buildings in the next 7’
five years -
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Key Aspects of Singapore Smart City, Asia-Pacific, 2013
: S & -

+ Cloud computing models used in most '

‘b?

Smart Citizen

+ One in wo residents to commute to work by
public transport

« 100% population with access to sanitation

» Target to recycle 65% of waste by 2020

Smart Governance
Establishment of Inter-Ministerial Committes
on Sustainable Development to create
Singapore's national sirategy on sustainable
development
Smart Mobility
70% of traffic to be public transport by 2020
+ Availability of real-time travel information on
Internet and mobile phones

+ 40% rebate on purchases of green
vehicles, such as hybrid, electric cars, etc.
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1. HoBbie TeXHOAOIMM CTUMYAVPYIOT HOBBIE
cerMeHTHI pa3surusa UT
2. boapmas pon3BOAUTEABHOCTD BCerja

YyTUAVZUPYETCS
3. OO0 beMBI AaHHBIX PaCcTyT II0 DKCIIOHEHTe




LLEEJTIOCTHOCTb MNOHUMAHUA DAET
3AKOHYEHHOCTb PELLEHUA
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