Get Onto My Cloud!

Vernetzte I'T fiir das 21. Jahrhundert
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“Cloud Computing”’: Hype oder Trend?
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Internet: Das am schnellsten wachsende Medium

der Kommunikationsgeschichte

e > 2 Milliarden Nutzer

e > 1.000 Milliarden Seiten (Google 2008)

e > 150 Millionen Web-Domains/ > 14 Millionen .de
e E-Commerce 2010 in D: 23,7 Milliarden €

... Und das ist nur der Anfang:
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Entwicklung des Datenaufkommens im Internet:

Internet B Managed IP

Mobile

*Cisco VNI June 2010
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Face bOOk 2011 wfacebook marketing.de”

““Social Media”’ + Online Video!

You T“h? Weltweit (alle) | Deutsch
Broadcast Yourself Startseite Videos Kanale

Hours of Video Uploaded per Minute
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* Facebook: 600 Millionen Nutzer weltweit!
* YouTube: 2 Milliarden Video-Abrufe/Tag!
* YouTube: 35 Stunden Video-Uploads/Minute!
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Die neue Art der Medien-Nutzung:

Silicon Alley Insider A A/ Chart of the Day es Among US Internet
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Das (Social) Web wird zum neuen “‘Leitmedium’!
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Mobile Internet:

Mobile Social Networks + ‘“Augmented Reality’’!

Combine context data and
cognitive models

Physical Electronic Preference Behavior
context context model model

Location, Calendar, Tastes, Past actions
Time, Social Calls, Email, Interests, (individual,
context Documents Expertise population)

i i i i
Activity model: User goals, beliefs and desires

1 1 1 1 1 1 1 ! ] ! | 1 8

* pasy [N I Information retrieval I I Advertising | I Community monitoring I I Spatial/Time patterns |
ENTDECKEN. EMPFEHLEN. 7: ] Time tracking I [ Power savings | I Support of science I I Group default behavior I
‘ l Group coordination I I Better usability ] I Health monitoring ]p’a’rc
n 2 ol 7 O | - g
R Z ‘."’

Check in Share with Friends Enjoy Rewards

Interfacing the World with the Web!
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Was ist eigentlich so “NEU” am Internet?

3

| YO

“No, you weren't downloaded.
Your were born."

Und was macht es so attraktiv?
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»» 1 he Web brings the working of society

closer to the working of our minds.*

Tim Berners-Lee
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“Cloud Computing”’: Hype oder Trend?

2010 EMERGING

expectations

‘ Wireless Power
Media Tablet

Augmented Reality

3D Flat-Panel TVs and Digplays
4G Standard
Activity Streams

Cloud/Web Platforms
Pnvate Cloud Computing
Intemet TV
Speech-to-Speech Translation

3D Pnnting Gesture Recognition

Social Analytics

Mobile Robots Mesh Networks: Sensor

Pen-Centric Tablet PCs

Video Search Microblogging

Autonomous Vehicles Electronic Paper

Speech Recognition
Location-Aware Applications

Predictive Analytics
Interactive TV

E-Book Readers

Extreme Transaction Processing
Video Telepresence

Tanglblé User Interfaces,

Terahertz Waves Intemet Micropayment Systems
Computer-Brauln Interface Broadband Over P L Biometnic Authentication Methods
Context Delivery Architecture rogdban V|:lrjalo /:vsesrustlanrﬁ: Mobile Application Stores
Human Augmentation ldea Management
Consumer-Generated Media
Public Virtual Worlds
As of August 2010
Technology s Trough of Plateau of
Inflated Slope of Enlightenment
Trigger Expectations Disillusionment Productivity
time >
Years to mainstream adoption: obeolets

Olessthan2years ©O2toSyears @ 5to10years A morethan10years ® before plateau

Gartner

,,I think it is one of the foundations of the next generation of computing.*
Tim O‘Reilly
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Cloud Computing — meine These:

Was Web 2.0 fiir die personliche (und interaktive) Nutzung
des Webs bedeutet hat, wird Cloud Computing fiir die
Unternehmen sein:

’ -,.

Das wahre Potenzial des Webs wird realisiert!
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“Web 2.0” - Die Grundlagen

Austauseh )+

Von
personlichen,
digitalen
Medien:
Texte,

Musik,
Podcasts,
Fotos,

Videos ...

(lnrstion) ey

i

Upload:
Bewertung,
Kommentare,
Weblogs,
Podcasts,

Fotos,
Videos ...

+
Download:
Suche,
Medien,
RSS,
Messaging ...

“Blogosphere”
Facebook,
Flickr,
YouTube,
Dealjéger,
Twitter

... tbc.

Erfolgsgeheimnis: Links, Tags, Pings => ““Social Networks’!
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Social Networks = “Knowledge Communities’’!
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“Disruptive” Medienentwicklung: Von der Herausgabe zum Austausch!
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Digitalisierung:

= %)tbtimfcbf Beifung ==

Politiv,

del und Gemwerbe

= 350 Jahre

=5 Jahre

Beschleunigung der Technologie-/Medien-Entwicklung!
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Beschleunigung produziert:

1. Disruptive Technologien:

“Zero Billion Dollar Industries” (Eric Schmidt)

Mobile Internet Outpaces Desktop Internet Adoption

iPhone + iTouch Users = 8x AOL Users 8 Quarters After Launch

iPhone + iTouch vs. NTT docomo i-mode vs. Netscape vs. AOL Users
First 20 Quarters Since Launch

~-57MM
Mobile Internet Desktop Internet

one 3 Netscape*
Launched 6/07 Launched 12/94

Mobile Internet
NTT docomo i-mode
Launched 6/99

g
£
14
2
g
2
@

P
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Desktop Internet
AOL
v 2.0 Launched 9/94

a1 Q3 Qs Q7 Q9 an Qi3 Q15 Q17 Qs
Quarters Since Launch
iPhone + iTouch —s—NTT docomo i-mode —+—AOL —s—Netscape
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Erfolgsfaktor “Netzwerk-Effekt”

=—

,.Vletcalfe‘s Law*:

Der Wert eines Netzwerks steigt
exponentiell zur Anzahl der
Nutzer.
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Aber: Die “Network-Economy” ist nur der Anfang!

,»,1D0 what You do best and link to the rest.* (Jeff Jarvis)

s

Network Economy => »Link*-Economy => »»FREE*

»,Viaking money around FREE will be the future of business*‘ (Chris Anderson)
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Cloud Computing = IT ( und Netzwerk-Effekte) on demand!

Ca
LAWSéN oRAcLE 118

Mr.row(: Ll
On Premise Office oY  aW

amazon.com
e

Cloud
Computing

MAPQVEST
Internet cescoes

Platform as a Service
(PaaS)

/()YWL‘QTT" amazon
= PP webservices™

Cloud-Umsatz 2011 in D: 3,5 Mill. Euro!

Pay As You Go!
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Cloud Computing: eine Definition

A Working Definition of Cloud Computing

T TT—

* Cloud computing is a model for enabling
convenient, on-demand network access to a
shared pool of configurable computing resources
(e.g., networks, servers, storage, applications,
and services) that can be rapidly provisioned
and released with minimal management effort or
service provider interaction.

©2011 Ossi Urchs, FE.T. MedienAgentur
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Cloud Computing ist ...

5 wesentliche Chrakteristika:

* On Demand Self Service

* Breitbandiger Netz-Zugang

* (ortsunabhédngige) gemeinsame Nutzung der Ressourcen
* Variable Konfiguration der Ressourcen

* Abrechnung der genutzten Dienste

Weitere, typische Charakteristika:

* hohe Skalierbarkeit

* . Homogenitit™“ (wirkt wie ein Rechner)

* Virtualisierung (der Rechnerumgebung)

* clastische* Kapazititen

* Open Source Server-Software

* Geografisch verteilte Strukturen

* hoch entwickelte Sicherheits-Architekturen

©2011 Ossi Urchs, FE.T. MedienAgentur 20



Cloud Computing ist ...

4 verschiedene Realisierungs-Modelle:
* Private Cloud
* Community (shared) Cloud
* Public Cloud
* Hybrid Cloud

3 verschiedene Dienst-Angebote:
» Software as a Service (SaaS)
 Platform as a Service (PaaS)

e Infrastructure as a Service (IaaS)

... auf der Basis einer ,,Cloud‘‘-Architektur!
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Cloud Computing ist ...

The NIST Cloud Definition Framework

Hybrid Clouds
Deployment

Models Private Community Public Cloud
Service

Software as a Platform as a Infrastructure as a
Models Service (SaaS) Service (PaaS) Service (laaS)

On Demand Self-Service

Essential . -
Characteristics Broad Network Access Rapid Elasticity
Resource Pooling Measured Service
Massive Scale Resilient Computing
Common Homogeneity Geographic Distribution
Characteristics Virtualization Service Orientation
- Low Cost Software Advanced Securi
NIST -

http://www.csrc.nist.gov/groups/SNS/cloud-computing/index.html
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Beispiele: Apple’s iTunes + AppStore

11,14 DAILY . 11,14 DAILY

Yt Gy Operecn Arts & Lite Apgs & Games Sy

- JOROJ50

LOS ANGELES LAKERS

Q- -8

iPhone

No Video Available

.
TEAM
TWEETS dces(asi ‘

Folge 101-Bibi ...  Hyphenated-Man
Bbi Blocksberg Mike Watt

LATEST HEADUNES 4. Angry Birds
Spile

5. Doodle Jump - ACHTUNG: Hachs...
Spisle

Tell Me ur Tow
LMyk!TCDmaF -

AP Sportighe

Weekend Sports In Brief
BC-CA--California News Digest

Includes games of Sunday, January 30, 2011

6. Fruit Ninja

“roor 4TH AND LONG, 02 LEFT. YOU GOT THE ARM?

Chopper team savesierasity & SSurvivors.es 225 HAIL MARY TO THE MAX "%

Digital Media Commerce at it‘s best!
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Beispiele: Google Apps

IR.C% & B F @m@

CRtome

0% & O M
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Web |mages Groups Scholar Blogs Translate Gmail more v

Google

| Google Search | I'm Feeling Lucky |

Advertising Programs - About Google - Go to Google.com

@2000 - Privacy

€ Cliw www.google.com > O F-

Cloud-Services fiir alle(s)!
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Beispiele: Salesforce.com
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Enterprise in the Cloud!
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Beispiele: Avatar

Entertainment from the Cloud!
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Wie sicher ist die “Cloud”?

So sicher, wie wir sie machen!

©2010 bei F.E.T. MedienAgentur
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Meine Thesen zum Cloud-Computing:

1. CC wird die Unternehmens-IT revolutionieren
2. CClist das (Social) Web der Unternehmens-IT. - -
32 CCist,,Pay-As-You-Go*“ IT
4. CClist,,safe enough* (wenn wir alles richtig machen)
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Meine Empfehlung fiir den produktiven Einsatz:
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Haben Sie den Trend erkannt?
Danke!
Und viel Erfolg in der Cloud!

Kontakt:
ossi@urchs.de

www.urchs.de
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