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Analyzing Business Model of Cloud Gaming —A Case Study on
OnLive, Gaikai, and G-Cluster

Student: Chin-Chuan Ho Advisor: Dr. Chyan Yang

Degree Program of Business and Management
College of Management
National Chiao Tung University

ABSTRACT

Cloud Gaming is a new clouding computing technology in recent years. It
puts high-end gaming calculation in-the cloud servers, and streams video and
audio to various devices, including-mobile-phones, pads, and netbooks. Cloud
Gaming needs huge network bandwidth, high-end and specific servers. But it
also provides chances that game providers .can port games through this
technology without changing. their.games.-It also provides chances that low-end
devices can enrich their contents with Cloud Gaming. Cloud Gaming could be a
framework that integrate ISP, server vendors, game provides, mobile device
providers to provide customers amazing experiences. We target to analyze the
business model of existing Cloud Gaming companies, like Onlive, Gaikai, and
G-Cluster. We also use Cloud Cube Model and Business Model Ontology to
analyze the characteristics of Cloud Gaming, and propose future direction of it.
We found that business model of G-Cluster fully integrates supply chain and
could be a good sample for Taiwan’s high-tech industry.

Keywords: Cloud Computing, game, business model, Cloud Gaming, Cloud
Cube Model, Business Model Ontology.
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MMO games
(Us)

43%

only
browser

41%
browser
and client

Bl 2.7 F2P 12 P2P(Pay-to-Play) fe#" % 7 ik ¢ crovt i
7 kR NewZoo Games Market Research (www.newzoo.com) » 2011 #

M 5pkeR S AR S  MMORPG 2 “h»@3.# % %] 5 Facebook ¥4k
Qb en®de s, AX kA8 A 2 25EK(Social Game) I AP B b o AR ¥F
BB FLAAALFaI o BN P I UG HE S RA] A
FREAE RIE RS EFEER AR RS TS F2P B 4
B3R OB R IR M R IR P WY S AR &
§H_2007 & 7 2 )2 ehZynga w oAk REEN AR o o P AR S PRk e
GSAtga L > 2010 BenE P EGE L 58 BER -

2

2.3.3 ek

< 2558~ B 4> % Java 2 Mobile Edition (J2ME)* & F e ] 2558 -
R E WA BFRNTRF I AR R P d v & ﬁﬁ(feature phone)
B F Sl B R IRk LA X $4T e B T E 3] £ 48 (smart
phone) s diai » £ 258k S B4 § RELE S K o

Apple % i App Store T & > EIRRF M A E S P ogolER T
ia‘%‘-ﬁé}%} v @ P 5 h 099 Ao M PR L O Bk )ﬁ‘ﬁ‘
BB IR REE 0 < A2V 4o Capcom ~ SNK - SEGA % 2845 »
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http://www.newzoo.com)，2011/

o

R ARG doedtirh MR 2 o HRa F] S S4BT L ISk
Jé‘g\.l»;%q:r:on_l»]},ﬁ %;*Eé}*k‘l—;ﬁ?k’ﬁ—img\ﬂ\o

24 £Hpr THETEK

“C¥ Apple iPhone 2 iPad g f - 3F 5 sk E EF w e
e ﬁ?%ﬂli%‘ﬁi%?”é’iiﬁfs‘r%ﬂliﬁw1%*”‘*“'1 b2
GA s g MIC & £ f 4R 4 F3 2014 E RIS L

10RRFF o THELwrEF1RO6+FF 5 (36]

3
e

Apple s7iPhone % iPad §% 5 F % & T PRF+T Lok ki@ —‘*Ff 25
PR E RS T R SRV B dodt g s e R e ek
WMiF 5T LEdesc A o pw 2 Apple 60 i0S v Google 7 Android %
Microsoft s Windows Phone = 1 T - i B EAIE 9 (FF o

1,500 - ‘Shipment Vol 1,421M
(million)

1,200 A

900 -

600 -

300 -

0 -

2010 2011(e) 2012(f) 2013(f) 2014(f) 2015(f) 2016(f)
= Symbian ® BlackBerry OS = Android mi0S
® Windows Phone ® Bada OS # Others

M28 2L o f
?a‘iﬁ\/&l :MICAISP 2 ¥# 3 34 » 2011 # 10 *

14



d *+ Google ¥ #& & Android T 5

PR b T T

R E TR m,rg-ﬂ AN

P FLREZ AR B PRIRS AR K B
> Android < 75 i F

iﬁﬁ%%ﬁﬁﬁw.w
Fotse Tl
BAATEALBE

7

1B_v

~ Bk S AR L
FA A T LB FD b

EE o LEE THEEE M1 Sl R

TR a3 R(37) ~B2.95 5
B E R F R

g Ao Big A S i B4 -

SRR EUYE I SRR RE A - B BEEN G
WEF R T I DB RIS T U e A L EA S P S
iﬂ“’4?”E@ﬁéﬁéﬁﬁﬁﬁﬁﬁmﬁ%mﬁﬁﬁﬁﬁ%%%
(turnkey solution) - E#® & i—g B e pr PRI B J‘z HrTH o

¥ 30% share of Thailand market 'I;':f:::)';‘: Iml ~
' v Embedded analog TV features —
Mstmmgic
|Alliance

QMobile

L

¥'20

¥ Tied up with Yahoo!; all phones
are preloaded with-Yahool.apps

R

1

% share of Vietnam market

Turnkey : {_

Libraries |

Design-in ]
Hardware ‘

High C/P Ratid;
Well Service L

v 17% share of Malaysia market
v BlackBerry-like design (BlucBerry)

v Embedded Islamic features (e.g., Azan
Alarm, Kiblat Compass, HadHari, Al-Quran)

nexian
¥ 25% share of Indonesia market

v BlackBerry-like design /|

FH AR : MIC }W{iﬁloﬂ N

v Embedded Nexian Messenger
and Facebook/Twitter apps

e

B 29 o &

TR i

25 51 £ E%

B T LIRS ﬁaaupwkgmﬁa»@7

ﬁﬁpﬁﬂ’bfﬁtk\ﬁ -ﬁféu\

MIC AISP 2 % 5=

v

)

e TS B b
¥4 - 2011 & 10 *

£ ¥

1

$E AT A

¥ % (DBS) ~ 7 #(Cable 2 IP) ~ & s (Digital
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2.6

Terrestrial Television # =7 4, DTT)% OTT(Over-the-top) ° "$ T OTT
AR = p S pgc;«ad;fphii»w—fﬂmﬁ%—%wlﬁj £

P B TARE S PR E LM W 2. 10 7 X 2010 & 5

DI NP R (38) o RFPL EHTEAMDT o

Bl

-

¥ A
SRIR K £ BB £ 0TS FERALIR PIRE | F 8
P el AR KIS £ R AT ER BRI RO G

A 7“[38] o

Unit: M
250
200
- Sl
100 4
\
50
0
. 2008 2009 12010 2011(e)
mOTTSTB || 0 ey W\ | 8
=IPSTB || 13 16 18 22
WCableSTB|\ 42 46 49 52
DBSSTB, . 81 | 8 Hn b0 93
EDTTSTB g\ B 40 L35, 32

%] 2.10 2008-2011 # >z @i F £ g1
A KR CMICAISP 2 47 5382 > 2011 & 12 ¥

WA AR £ P FRE TSR QR ol b

ﬁiﬁﬂm%‘ﬁﬂ%xﬂiﬁ W e 5 R LE B R4 o D5
”3?

’%;ﬁ: “;‘Jufgbb__ﬂ;,l},gﬁﬁpmg'kéiiﬁjﬁﬁjﬁjim?ﬁ%ﬂﬁq

Gpiondk o TR L XTI TAREF E Tl g o

G

@ ‘ﬁ“ﬁf‘ﬁvi%‘hﬁ?%’? Fedk kAx g ’%5347‘; GSMA shis 3+ # 3 2011
Ei’iiﬂ%’ﬁ 66 mivd* = (H3@RRFLH > ) > HY 10R L 7
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2.7

FAE® S 2 3% EF S E o FF 1 2005 & 0 2Tk EF 9l A
2 (946 RFEF S) R BLEAHTHET 2 35 B 2K
% LTE(39] = d »* OTT(Over-the-top) Jis * PRA%MiAz » 234§ i3 ¥ ¥
%2012 & 3 2015 & & JE 3R b3k~ 7,930 R E A (T H RAR Rz B
P EREL S GPRE (39)

¥ 484 > Deutsche Telecom #4 {7 £ Obermann 32 5 &

"2 s b (Everything Goes Cloud) - & 5 % 4 < 4

b if k% 58 (Smart Pipe) (39) - & MWC 2012

] é%@ﬁé%é ZER B R RO
il

4 Ffa‘#» T IR 2 R

MWC 2012 4+ 4 7 = ; i p2sEE i L A4 %o T AW
r@:]m;*i-ﬁ4i+<~%% Bk 3

B=&DiFeaiEs 50 B £ 5 #'?{4 ©ERBASL Y S T IR
PR SRR A EHATE U T

T L ARE IR o

gﬁl“ ﬁ,%ﬁ»i ’]‘qwﬂL

FAET R MIC it Jm 2015 & 2okdei= RAL® = 45 pk
oo B9 g £ A LEeindf & & & F(CAGR)B B 5 20% 0 & 3
FA7% > ¢ A Z 2L S 9% d R s 5% A% 5 4% B 2. 11 b

Th#ci= AR © B £ 4B% (40)
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Unit: K Households
1,000,000 -

900,000 -
800,000 -
700,000 -
600,000 -
500,000 -
400,000 -
300,000 -
200,000 -
100,000 -
0+

2005

mm WEST EUROPE
s LATIN AMERICA

]
TR

. unit : %

2005-2015 2K EAAERA P # - 70%
= 60%
= 50%

- 40%

F 30%
20%
- 10%
T = 0%
2010 2011(e)  2012(f) 2013(f) 2014(H  2015(f)

m=s MIDDLE EAST & AFRICA == NORTH AMERICA
~==Digital TV penetration rate

2006

2007 2008
mmm EAST EUROPE
mmm ASIA PACIFIC

2009

2.11 2005-2015 # > sf#ci= T ALY “ k2 = £ &
J MICAISP 2 ## 7 34 > 2011 # 10 *
= oA £ AR TR oo @ i T 3&%?‘{7» i3 B

—?ﬁii#”]‘ﬂﬁ‘i; v AR K AR S lﬁq’fﬂ

Spg R S R R AL B R S L P 2. 12
M7 Sl B2 R e o) S e (B0 R fe) - £ 2 o p
Lom s EEAR RS B ,,.Lﬂliﬁz-mv]:czﬁﬁiﬁ FOR iE g (2 d miE )
Eom R FE R R Y AT {5 AT AR Ry
FRF% o

HELER/ VRN RAAELYIR B ERBRFEERAE
R bbbttt bl 84%
:Scheduled broadcast TV Jssy, ! Standard Quality _
Recorded broadcast TV } Excellent Quality (HD)

: Short online video clips
(E)nline on-demand TV/Video

s Streamed TV shows
Watch DVD/Blu-ray etc
Download Video Content
Streamed Movies
Pay-per-view

0f

B 212 fici= T ARH 2

Free from ads/ommercials

The Wireless Home

.....................................

Usability, simple interface

Time Shift
%
L J26% w2011 2010 Alot of TV Channels
2%9/:% Internet on the TV | -
h 0,
127 Interative TV {Z_M §  M2011 w2010
T T T 0, 0, 0, 0, 0,
% 20% 40% 60% 80% 100% Va6 W% S0 B0%

Z 8

EE Y ELE LS

7 kR MICAISP & %775 482 » 2011 & 10 7
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B TALEF S RLR R FY e FL LRI
RFEBE 0 4o Youtube ~ Youku %4 AR ERF B EARNF 0 F
B RAREF RPN F LA RLIRT - BN TR RE R

ol

(40) o de » 2R i T & MG e pRaE > A=A E F 7

2.8 ¥%ELZ =3 (Cloud Gaming)4p B i

PRER Z =g B AR5 B U (video streaming) LTI i 8 1 25N
g st (game streaming) PR 530 3546 4 75" :F & (Distributed Computing)
O # T L (Visualization) s jie sad $1 2 S 2 s iv enp dho d 2302 2
L enRE oo e Bue sl R (Bandwidth) = 4 32 (Latency) ¢ ~ t R 82558 2 =B
BRIk o W T R 4R 5 Tk ApRE BEE RREE PG i oo

2.8.1 & (Latency)

G B SR R AR SR T O £ 2 8 TSR E 2 R
Teps? B s A (6], 0 T it LGB > Y F BT i 4
L2t M B RIEEINT RN A MY AT ATARYE LR T
0.1 45 p J’I&Tf‘ MRS R et E AT S H MARRRAL i"?/%@%
. € ’E‘?Fﬁﬁ%ﬁﬂ¢03f/'”%’z%?jfg
P BT 3 i vba;’ FESR g o R 25 (online game)'k T %% iE

TR A N X @ﬁiﬂ_«e = et & (network latency) » %)
U e iR RN - ok RIS BNy { B et (13) -

B ARW g A RS T 7 A E R TG &
YR Ao RE RN SRR I R E NSRRI N o
TRPE S T OLEFERN G Lo P F B SRR F & TR o
hok B R 60 T fy 0§ BELE e F (13)
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|~

d 3PS 2 by H A ERERiE(T @ﬁ%ﬁ@ﬂé@gﬁj\
Bed e3> A HE S % chu el 7 e
LHR-E BT BT fﬁ‘%ﬁéﬁ%iﬁi@ o OnLive tFAle w g b > 3k

282 # % (Bandwidth)

WA FRGEEOFEE = @y 5545 =~ (bits per
second)e17 N E RGBT o T - B L N AT
kilobits per second ~ megabits per second % % > i ¥ § ? v 8 = kbps ~ mbps

(15]

BB T e @O L & B A SR TR P TR %”J’i f"/‘
48 1 iy H TR R A REAE D B S AL TR At e SR T ATIR 2
- RARE A Fgﬁﬂépxlﬁﬁﬂm;“}*’ﬁﬂ 3B EFREL @g o 4
Lo % R ﬁ»:@éﬁ%iﬁkﬁﬁg BB ez ¢ 3 4wt Uk (Latency ) IR % o

SHEM MR R VAL S i ¥ (hitrate) o T E H =R () #
W S AT E W L bps kAT o R FAXE o B R RS
BALFTAAR S o F TAR AT SR N R B B A
AR AR R R i g P § R PLR R U]
FIY G B TR ORGSR EF AV LR o

GRRCE SERURE</ARE R S i S I SRR
Bz SR PR E 3D B H h % o hok BT A 485 A -
Farck s SHMTHERCEFEIT RS - 7 BRI HRG <
e w2 T(D)red FHMTARES AP R L RSN AR
;,;a;g' B4 K R ISR T 0 P P HpT e () R-TE T s BN

Al AEGRERIER Ao LTE (4G) ~ KGR RER -
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2.8.3 A~ 477 i E  (Distributed Computing)

A 47518 5 (Distributed Computing) #-% £ &7+ £iF 5 o1 (7 >
*%&éﬁjrﬂﬁr’97x¢$ LA LEE 0 Bofs B N s &
- EHENESPRESE (10) - &3 Lok * 5 Foding@home 3% >
it Ed AR Fi g L ag4E -] 2 (Pande Group) A 4% B 30
By AT RE AR LB R S A A TR B ol 1S
BoE o gt R MR AR A S e 0 1T 5L 22 R c Bt
BRA T T ET L ERENE SN P OFPIRER (A

5

LB RB AT G TR FREEREY R E £ 2R KBS 4T
FEE o BfAH TR mat B A 5L (non-uniform [10] ) 0

Feid WY E (T

~
~

1

|

2

v
(i}
f

5

i
SL

|}

T A f  EH - A B d o
AATR BTG ek aR AT (6)

1. = & = 5 (Bandwidth)

&
=M,
A\
%
ik

\_.
o

F
5

>\_
-
F_*

)
R
T
P2

o
w1\

QJ
s
s
‘3\

A=
il

= wm}&.

H LR R A S @IS Ao S EL LR -
IIEQd N RBRERLRT - RBRINIETREATI L FRER
RORIRE X REL DR AL DR IR ATTLLE B PR
B chpd £ (time) o

PHENEIE BB ARIL G My A PTIRERAT R RSN 2 L T e
éﬁ@%ﬁ%%’4%$¢ﬁ$@ L EL o 2R AN E B s &
AR PRy ey N R FHRCC R L AR i BT
IR AT REEF RSREL Y T B RSN E

/;—. nlé“d]%! ,;,’13’5‘_ {; °
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284 # 3 ® i (Video Streaming)

? i(Video Streaming) 5 #-it A cdiidll 3okl 2» o T 4345 2 Fe e
-2 B +#£«a11@%§(encoding)  BERREGEDBAT R TF %i:
FoAEH B BRI CEHRMOEE B TR TRE N
G fié'ﬁ(decodlng) EEwRKDOPFTPF o REDP /7‘5%
B REPCHCR TR RNE BiE - R MEEE PR TR (9]

uul

Igyiﬁ»ﬁ‘mfu, \2';;]5.3 L R T (B l?‘]tb%‘g)eé—‘mgﬁﬁ 12
V5 * I 1f247 A& (resolution) ~ & £% o5 g ﬁx(frame per second, FPS) s
i A Bm FA e EHE R R R & IMbps = 10Mbsp 7 & o

2.3 B UL A MEiE AR (video-on-demond, VOD) s & o s d 3t 4
HEAEFZRAPFTEPHMTF EE S TR e B £ R H KR
B

PREFARBAR IR S TR 7 3 1 2
PRFR o (e d R RIEH AL E X TR AKETH/MATFER

PRH D g ERRIRhY BT F] L 75 0 R AR JL#T;HM MAECERNLE S
(Http Progressive Download) =2 3% » 3 & * H R E AR WPRFEPF 0k
B HTTP g 3p 27 430 p 5 o E?rdﬁ;w;;%ﬂééc v 2 {8 IR E AR
EE AR i AF O B ) o SR LN I A

1# ‘%“EZ—E PEF (31)

BEZRIBHE VT U R AT R R T
B TV EME RS F R T A T
Bt 2o BT G P R RS TR R R R g
o F o B ARORPF BB S (5 TR PR R h T AL dopt - RV R
Al P MTNR AL 4 2§ TN 0 R

.':M
o
=\
<
3
o=
W
g
by
=H{
a‘\
:
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285 m#E YT 5 (Virtualization)

4

BT 5 S S RRA R i T
'EELF;\L:":‘—TU‘/EE’E@W‘JFI /})g‘lq,\f*b@%ﬁmrﬁj\[lG] }i&f"l

- BRMPIRBRPFEF S BT 5P (o SR A PIRE R PFE
» P L P - '@;;;;%-wi;d g

Microsoft Windows ~ Linux % T 5 )
BRRFIRERPFET 231 TR Lo mfRt T 53] & ‘i%;g»};

s+ (flexible) ~ & #g3% (distributed ) % ¥ 3 % (scalable)

I B ) A L S Uk
BT REET TR VAR 2 T M A TR 2 SR D

*E (6] -

2.8.6 kT AT o
A. Jurgelionis et al (2009) [17] [18] #-#f25pk B i ppiFz 25k 2
BT SR R ket (Game@Large framework) 2§ S B -

Bl 2. 13 B SN 2 3L 5 AR A i A
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G@L server G@L clients

s ~ ™
Loading B
modules
( UPnP module ) ( LPS discovery (UPnP) j Discovery phase j

Web server/database AEIEVERI IS Naio | Game selection phasa

Execution Trigger game phase]

Prepare

Launch Game

N N NS NS

Launching game j

Streaming

Return channel J._.

—~

Play game Game experience J

Bl 2.13 Game@Large = A& 3w A2
% kiR - Platform for Distributed 3D Gaming, 2009 #

\

Discovery Phase : & # T;f F AR e R TS TS T s PR B i

e

‘Bé‘ o

Game selection Phase © s F 2582 58T S0P~ B2 7 4 2 pp M T

oo

Trigger game Phase " BE:E g frds endsh - % I 250 agr R o
Initialization Phase : B PR 2 % x5 28 B 8 {7 PRI:A~ 4 10 o
Launching game : gxds 25548 » & (7§ % 5 P~ o

Game experience: i {7 gL B2 chB no BT AL 5 25EY 8 Jn(game
streaming) - BT BB ER g Ap FRES - R AT
PR 6 -7 B B RS EE R PIRE €2
= Return channel » % = X8 ¢ #-# % FHqpSpianip s+ 315
BRZBPIRE > I E At E e oo

RN Z e p T RIEREF P N PRIZ B S D7 Pﬁf]f‘uéﬁ?
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Return channel » % 7 iz B i » H 35 i 8 .;;‘FLFR;%‘:]%‘%:}; T T

(interactive ) 7% 448 PR7% o
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MG R BIFEREEFFY

-~ BT BTSN ISR EE 2 BT Gy i s
ﬁl;, o

= ~ »~ 47 OnLive ~ Gaikai ~ G-Cluster = 7% 2 28 o & [
Ao

v B E 5N A~ 484 (Business Model Ontology) 2 2 =8 = Bt
(Cloud Cube Model) #4722 247 & 7o P 3 £ RN -

Jui

3.1 T Al —F 2488 A 8834 (Business.Model Ontology)

7=
B % B0 A M4 19952 i (Infrastructure) ~ & & 3% i (Offer) ~ & =
(Customer) ~ p4j4(Finance)= i & = » s¢ L4 = §£ = -7 (bulding blocks)
EN R RS RS SN St S SR LR
‘_3‘(_%3_ A B A B o L

3.1.1 A##% (Ontology)

~ 8 % (Ontology) =& #_ ' - f& £ % % 4 < 3% (Ontologies are
agreements about shared conceptualization. ) | » ¥ 3 {4 ¢ 7 @ * L4 14D
27k (conceptual frameworks) 2= 447 3 o33t (domain knowledge) - % i 4 T
L 3 enerd i = 3V (content-specific protocol) & f5 i ~ % 2. B e il 2 3 & >

d AR ANM € F 7 P o4 i3 2 (representation vocabulary) (2] o

B HE DS J}*‘u{?ﬁi@f&?ﬁﬁ* o g WM %A
(Entity-relationship Model, E-R Model) -
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3.1.2 7 ¥ #5582~ 4% (Business Model Ontology)

Alexander Osterwalder 7 2004 # 3% 105 FH58 2 83% (2] A8
T X G R A <f§¢m—%ﬁr1§] TR

PARTNER CUSTOMER
NETWORK RELATIONSHIP
CORE TARGET
CAPABILITIES CUSTOMER
VALUE
PROPOSITION
VALUE DISTRIBUTION
CONFIGURATION CHANNEL
COST REVENUE
STRUCTURE STREAMS

B3.1 7 ¥ # ;" 423 (Business Model Ontology)
Tk R - httpa//business-model-design.blogspot.com

1. ZFp(Infrastructure) oy i = @ PRRLTE T Eeic 4 o2 7 Ef R
(Value Configuration) ~» %« #£3 # (Core Capability) ~ 35 & B %
(Partnership) :

(1) % @pe® (Value Configuration) : #& &% = PR3~ & &% £]:2 ¥
BERREOUERZ TRALE o
(2) $53E 4 (Core Capability) @ st 34 7 £ 4 erE b B E = £
B a4 oo
(3) ¥ LB % (Partnership) : o @z P37 T2k et (TH 2> H F

PR E Al -

2. % (Offer) it 2 2975 & B

W

7
¥
3%
iiﬂ

B PRFE o @ g
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http://business-model-design.blogspot.com/

% {2 4% & (Value Proposition) :

(1) % E4% & (Value Proposition): $t = & #73 4% -6 % # h A S
PRARFER 1 0 PR -

%+ (Customer): s i 2 7 4k dk A & & PRAFNE 2 8 2P 2 [ en

2

B2 o ¢ 7 P % =~ (Target Customer) ~ % = B 2 (Customer
Relationship) ~ i€ g2 (Distribution Channel) -
(1) P &% = (Target Customer) : #5 it & @ g4 A %% PRIFNE

(2) % = Rk % (Customer Relationship) : #7 it & @ ¥ & = 2_ [F enfif

(3) i g (Distribution Channel) © 5 it @52 2 = F il 2 Bff hg

i
o

p47% (Finance) © 4y i 2 @ Sf4 % 2 M E i o0f 7 & A% (Cost

Structure)# 4z » i~ (Revenue Stream). »

(1) = & 554 (Cost Structure) 3 i M EHOS 7 F & a097 5 & A
Bfr o

(2) 1z~ (Revenue Stream) : #g i T » eI £ V% o

* < #4544t OnLive ~ Gaikai 2 G-Cluster = #2582 =5 2 & > & W] 7|

PR A~ F ) 3o TR E R ANG oL g e
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3.2 7 Al —2 =5 s3] (Cloud Cube Model)
A XM > % 4 Ba o (dimension) #

Jericho Forum (1) 145 2
12 =2 B3] (Cloud Cube Model) 42 =4 & % fak $a(4cB 3.2)e 11 T 4

Wit 4 Ba e

External

De-perimeterise

Perimeterised

Internal

B 3.2 23> B3] (Cloud Cube Model)
7 A% KR Jericho Forum (2009)

3.2.1 Dimension: Internal (I) / External (E)
RETEORE SRR LA e L LIS e

wfﬁ{@?ﬂ%%*ﬁ%ﬁ
R TR TR A 2R (Internal,

& EpRF B ERA S (Virtual Disk) &0
Amazon SC° pri% B+ ¢k 3% (External, E)

2R
F
) F A

3.2.2 Dimension: Proprietary (P) / Open (O)
4 (Proprietary, P) » % 2_f
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jt ¥ (Open, O) %’*ﬁ%‘év’%fﬁ—» L EEF S R S
P 3 2 sy B e 0 B AL 25t kAl fde k Siahsl A qp i o
Ry 2 HE S chfE > Mw,l SRBNREFFLRELG R o AP
WA RN F R P AP T R A S Bk 5(Open, 0)(11) ¢

3.2.3 Dimension: Perimeterised (Per) / De-perimeterised (D-p) Architectures

"G AR ZRE R RGP G LT g FAp L q%,i Pe&xgsar‘ﬂp\
(Perimeterised) B A A B RTR S e R @ﬁiﬂ v A X MR

4] (De-perimeterised) e

Victor Chang 4+ $Hie 6% 4p * v* P frens 3% T & - Perimeterised # 77
2 PRI PR AR Pty FU ¥ 5 & laaS % PaaS % ehIRiE @
De-perimeterised ‘¥ 1 5 +-SaaS ﬁfﬁ_mpgﬁ- [11]

v\\&

3.2.4 Dimension:Insourced /Outsourced

Wom ARER T £ F R AT p B (Insourced) o iR E R
‘b & en= 34 (Outsourced) 238 #.:8 >0 7 FiL-%7 (Business Decision) 23

B M

BRI R0 i Pl (R W AN e A Y R I v
Rtasl S tR S A

33 m=3 %

“-‘%

i

AFETFERS T3 HMECER RIS FTHR P B e
3 2 et b st 2 S eaets o TR AL & 2005 1 2011
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éhg:" N ,@;i:x;n;i

~ & -4+ OnLive ~ Gaikai ~ G-Cluster = 3558 Z 33 o 7 e0f EH5VE

Tt BEBEAZFHROINER TR FROTREERDER o
4.1 OnLive

411 OnLive 22 # F 4 %

OnLive & % B ¥ % & ¥ % Steve Perlman i< 3 = = - Steve Perlman
g% o (Apple Computer) 607 BRB R IR PRAE 0 % B2 B Quick
Time 448+ 3% > » 27 & 1995 &= = \WebTV Network » 1996 1+ ;% i& !
PR3 > WebTV g % 5 & — 70 3 2 i 2 F 0 TALTIRIE - & & 155
g 5 mE A~ B WebTVoF1 % WebTV 0 & piwda 7 MSN TV IR
%o Fad panig kA o XBOX 360 % =& - Steve Perlman % B 3 3t
B3 30 & chpel g S5 0 2 AR 20 £ o @ AR 5% 0 OnLive &

LER - /g T -
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