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expectations Internet TV
P Activity Streams NFC Payment ,
Wireless Power Private Cloud Computing ®
Social Analytics Augmented Reality
Group Buying Cloud Computing
Gamiﬁqati_on Media Tablet
3D Printing Virtual Assistants

Image Recognition

Context-Enriched Services
Speech-to-Speech Translation

| Internet of Things

Natural Language Question Answering
Mobile Robots

"Big Data" and Extreme Information
Processing and Management

In-Memory Database Management Systems

Q Gesture Recognition
Machine-to-Machine Communication Services

I Ven Netsodie: Seneor Location-Aware Applications

Speech Recognition

Social TV Predictive Analytics

Cloud/Web

c§ Platforms Mobile Application Stores

Biometric Authentication Methods
Idea Management

QR/Color Code
Consumerization

Video Analytics for Customer Service
Computer-Brain Interface A Hosted Virtual

Quantum Computing A Desktops

N Virtual Worlds

Human Augmentation

3D Bioprinting E-Book Readers
As of July 2011
Teghoolooy _infated o NS siopeot Enlghtenment ez
time =
Years to mainstream adoption: obsolete

Olessthan2years O2toSyears @ 5to10years A morethan 10years & before plateau



expectations Gamiicaton ‘ ia rt n e r
A BigDal We::uble Us;r lnu:ﬂp:ces ®
Natural-Language Question Answering omplex-Event Processing
Internetof Things — 2 Content Analytics
Speech-to-Speech Translation In-Memory Database Management Systems
Mobile Robots Virtual Assistants
30 Scanners
Neurobusiness
Biochips
Autonomous Vehicles
Augmented Reality
Prescripive AnalySics Machine-to-Machine Communication Services Predicive Analyscs
Aeche Compuing Mobile Health Monitoring B emnssoehon
Electrovibration NFC pe eCcogn:

Location Intelligence
Consumer Telematics

Biometric Authentication Methods

Enterprise 30 Printing
Activity Streams
Gesture Control
In-Memory Analytics

Virtual Reality

Volui Volumetric and Holographic Displays 4
Human Augmentation
Brain-Computer interface

3D Bioprinting

esh Networks: Sensor

Cloud
Computing

O Quantified Seif
Quantum Computing &

SmantDust 2
Bioacoustic Sensing A
As of July 2013
Peak of
Innovation Trough of Plateau of
Trigger o Inflated pigiilusionment Slope of Enlightenment  pogucrivity
time >
Plateau will be reached in: obsolete

Olessthan 2years ©O2toSyears @5t010years A morethan 10 years @ before plateau



expectations Internet of Things
4 E Natural-Language Question Answering ®

: y @ Wearable User Interfaces
Speech-to-Speech Translation q Consumer 3D Printing

Autonomous Vehicles Crvpiocurrencies
Smart Advisors @ - Complex-Event Processing
Data Science O @ Big Data
Prescriptive Analytics g Q In-Memory Database Management Systems
Neurobusiness Q Content Analytics
iochips \
Affective Computing @ ybri@ﬁClqud Computing v (E .
Smart Robots @ Air;:_n:::g Reality = t Speech Recognition
3D Bioprinting Systems (@) Machine to-Machins 7 Q 3 Consumer Telematics
Volumetric and Holographic Displays ‘ Communication 3D Scanners
Software-Defined Anything ./ Services
Quantum Computing Mobile Health
Human Augmentation —/@— quantified Self @ Monitoring t BRI
Brain-Computer Interface / g Activity Streams
Connected Home ﬁ In-M
| n-Memory Analytics
Giowd Computmg I Gesture Control
Virtual Personal Assistants @ Smart Workspace Virtual Reality
Digital Secunty
Bioacoustic SensmgA
As of July 2014
: Peak of
Innovation Trough of . Plateau of
4 Inflated g Slope of Enlightenment i
Trigger Expectations Disillusionment Productivity
. | 4
time
Plateau will be reached in: obsolete

Olessthan2years O2to5years @ 5to10years A more than 10 years ® before plateau
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