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NOTES

Explosion of increasingly powerful, efficient, useful, valuable, connected technology that supports and enhances all aspects of life.

High rate of technological/social change – a challenge – we’ll always need to feel like beginners, getting into new things - but we’ll also experience the feeling of ‘living much further into the future’ than anyone in the past.

Increasing childhood immersion in rapidly evolving visual/social technology, 


Trends in Production Methods:

Increasing breadth and scope of digitization of production/manufacturing/assembly facilities:
Microelectronics and MEMS lithographic fabrication, CNC machining, plasma cutting, laser-cutting, 3-D printing and active additive production processes, an explosion of new tooling and processes for making microsystem components and assemblies . . . 

exploring the emerging microsystem world


1. Expanding/Converging/coalescing Markets:
1.1 PDA’s – smart phones, tablets, e-glasses, wearables, prosthetics –
1.2 Automobiles – aircraft – and beyond
1.3 Home – systems for entertainment – environmental and energy sensing/control – 
1.4 Office – systems enhancing teamwork, connectivity, productivity, 
1.5 Life enrichment – systems enhancing socialization, travel, recreation, sports, hobbies

Ex: Just starting, with Moto-X customization, Motorola announces Project Ara, an open hardware platform with modular components ala ‘Phonebloks’ http://phandroid.com/2013/10/29/motorola-project-ara/

As each sector expands, each internally experiences increasing modular customization and connectivity – then all begin to converge (‘internet of things’)

2. Expanding/converging/coalescing Supply Chains:
2.1 Electronics (incl. MEMS): Design and IP > EDA and logistics > Foundries > System Integrators
Many lessons other sectors could learn re making/validating things from fully digital specifications
2.2 Automotive: Tier 1, Tier2, Tier3, Tier5 > OEM’s
2.3 Home construction: 
Rapidly increasing numbers of sensors/actuators/linkages
Need for increasing flexibility/connectivity/modularization since long-outlast tech-cycles

3. Expanding user/consumer experience in using, modularizing, and innovating technology:
Early childhood experiences with using/adapting to rapidly evolving technology
Increasing experiences in social connectivity

How to stay ahead of the wave: The new game of business:
At the same time, everything is grounded in the reality of real-world experiences, and all areas ‘not yet digitized’ must be jointly-attacked by ‘those expert in the new area’ and ‘those experienced in systematizing/digitizing/interfacing/validating new design>making processes’.


  
