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Presenter Notes
Presentation Notes
Jon Peddie Associates (JPR) is a multimedia and computer graphics marketing and management-consulting firm based in Tiburon, CA. We provide specialized services to senior and middle management in computer companies and companies that are primary computer users. We perform five services for our clients. 
Consulting and special reports/white papers, due diligence
Product testing
Periodical, bi-weekly and quarterly
Market studies 
Conferences and presentations
 
JPR has spent over three decades “chasing pixels.” What does that mean? It means that JPR follows, forecasts, and reports on the hardware — from IP to semi to systems — for graphics and multimedia devices in the mobile phone, tablet, PC, TV, game console, and visualization systems – and sometimes automotive. JPR has successfully consulted on the graphics and multimedia markets for over 35 years, beginning in 1986 with the first Add-In Graphics Board Report, followed by a definitive study on 3D graphics chips in 1995, then followed by a series of studies on visualization, content creation, and CAD software markets. 
 
JPR maintains elaborate databases and files on graphics and multimedia, components, markets, companies and other related subjects. The combination of extensive hands-on experience, comprehensive databases, interviewing and reporting, and actual testing makes JPR uniquely well qualified to help companies and investors in the market. JPR provides a unique perspective and knowledge base of the market, its dynamics, trends, and players. We monitor the market every day all day—this is our only business. The staff of JPR is a group of industry specialists with over 75 person-years experience in computers



Jon Peddie Researcn
Focus and emphasis on Visualization, Graphics, and forms of reality
Consulting and market research - Advisor to industry leaders and investors
Reports on various Digital Technology Markets and products
Product testing, benchmarking, and Conferences



Presenter Notes
Presentation Notes
At JPR we track developments that involve pixels. Cameras, processors, software, displays, and other technologies that capture, generate, modify or display pixels. Every day we report on our findings in a consolidated, opinionated on-line report, TechWatch, Graphics Speak, Display Daily, and BabelTechReview. . We also propose concepts, provide market data and forecasts, and test results of various devices. 

Also, because of long term involvement in the industry, over 33 years, combined with our wide-ranging travel worldwide, we can be instrumental in making introductions, and connections for our clients and to our clients. Many such introductions have resulted in product, people, and company deals and acquisitions.

We are first and foremost a service company. To augment, qualify, and substantiate our service we produce market studies, and offer weekly reports on developments in the world of pixels. Part of our task is to be like an ant constantly searching for food. Food for us is information, and so we are constantly reading, phoning, and attending conferences, public ones, and private ones organized by clients.
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JPR Graphics Speak Display Daily BableTechReview
Droaes s Professional From micro Benchmarking,
and Software graphics to mega screens VR, and testing

Consulting services and reports
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Presenter Notes
Presentation Notes
We track and report on everything and anything that involves a pixel. Anything that captures, creates, modifies, or display a pixel. The block diagram tries to summarize that.

All of the boxes with black text are the areas we follow closely. The other topics we keep an eye on, report about occasionally, but do not pretend to be experts in, or have any market data on.



The GPU Universe has a lot of stars
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Arm-based SoCs

Largest shipments and installed base—nbillions a
year

Smartphones to wearables, vehicles, and servers

Five leading GPU suppliers: Qualcomm, Arm,
magination Technologies, Apple, and VeriSilicon

Low power yet amazing performance



X86-based Systems

Hundreds of millions every year

Notebooks, consoles, to workstations and
supercomputers

Three leading suppliers: AMD, Intel, Nvidia, plus
five Chinese startups (Biren, Innosilicon, MetaX,
MooreThreads, and others)



GPUs in smartphones and wearables

Mobile and wearables
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GPUs in x86 Systems
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Competition in Al

GPUs vs ASICs:

» Established companies AMD, Intel, and Nvidia,
mass produce GPUs for multiple applications.

« Al ASIC startups have only one application —
therefore they can’t get the same economy of
scale even if their processor are faster (and most

ASICs are).



Competition in Size

AMD, Intel, and Nvidia employ over 20,000
engineers and scientist in GPU research & dev.

Startups combined are a few hundred.



Competition in Prestige

Frontier — 3,700 Inspire GPUs 1.0 EFLOPS
Aurora — 6,100 Porte Vecchio GPUs 1.2 EFLOPS

MS Azure — tens of thousands of Nvidia A100
and H100 GPUs



Datacenter, Al and Supercomputer
GPUs ~ S2 Billion

Data-Center GPUs (M units)

Data-Center GPUs




Total GPUs
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Reports on GPUs

= GPUs used In Gaming
MARKET Workstation Report GPU Developments
iR 5 alyst . T B A special report on the x86 gaming hardware market

WATCH

Quasterly\MacketGPU Report

https://www.jonpeddie.com/store/#reports



Books on GPUs
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Summary

35 years of offering highly technical marketing and strategic consulting

Advisor to top management in component, subassembly, software, and
systems suppliers

Extensive data bases of industry information and personnel
Broad range of reports

Custom reports, surveys, and product testing



Chasing pixels — finding Magic

..Be Seeing You

Jon@jonpeddie.com



23 Years of Evolution

Over 1,000 times performance
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