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THE INSURANCE BOARDROOM OF THE FUTURE




DISRUPTION

In a time of drastic change,
it is the learners who
inherit the future. The
learned find themselves
equipped to live
in a world that no

longer exists.
Eric Hoffer




Innovative Disruption Contextual Definition

A failure to innovate disruptively is not simply an
issue of management, but the organizational
inability of large firms to respond to changes in
consumer preferences caused by such disruptive
innovations. Established firms are structurally
reluctant to investigate whether an innovative
product would be marketable to a sector ouside
what they perceive to be their traditional market.
They want to ride a wave, and they fail to
establish alternatives or plumb new markets even
as competitors begin to do so.

The Future of the Internet and How to Stop it by Jonathan Zittrain, 2008



Disruptive Technologies

* Nano Technology

* Cloud Computing

* Social Networks

* Electronic Media

* Large Glass Displays
* |nteractive Displays
* |Internet I

e Jamming
* Mobile broadband
* The Grid

* Virtual real worlds
* Holograms

* Humanoid robots

* (Genetic Engineering

Source : lIS 2010 MADRID
— David Smith
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Preferences - Marketing Networks

* Online social network users are three
times more likely to trust their peers' GLOBAL

TREND

opinions over advertising when
making purchase decisions.

("Social Networking Sites: Defining Advertising Opportunities in
a Competitive Landscape,” JupiterResearch)
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Next Generatlon Leaders

BusmessWeek

Blogs =
will change

_ your business m—

Screenagers




What Are Next Generation Leaders Doing Now

Collaborating and living in a mobility and global world

Challenging and Researching

&
@)
@
=)
D
—
Q
=
@)
=3
=
Q
)
O
=
n
—
@)
=
)
ey
o
—
®)
=
@D
S
®
=
9
@)
<
)
@
Q
=)
o
=
@D
Q
=
Q
—
®)
=7

Living in a world of rising energy costs and pandemic

Growing up in a virtual world where games are prominent



SECOND LIFE BECOMES PRIVATELY HOSTED
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Communications and Technologies

B IN-FERNET 2.0

* Virtual Worlds

* Augmented Reality

* Personalized Marketing

* Evolving Personal

Technological Ecosystem [ === '
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Virtual worlds heading towards the
“Scope of Enlightenment”

expectations
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Cloud Computing
E-Book Readers

Wireless Power
Internet TV O
Green IT
3-D Printing Video Telepresence
Augmented Reality
Surface Computers

Mobile Robots
3ehavioral Economics

A\ Mesh Networks: Sensor \

Speech Recognition

Q Online Video
Corporate Blogging

SOA
Location-Aware Applications

Video Search Home Health Wikis

, Electronic Paper
Public Virtual Worlds G Tablet PC
Idea Management
Context Delivery Architecture Web 2.0

Social Network Analysis
Over-the-Air Mobile Phone Payment Systems,
Developed Markets

Quantum Computing
3-D Flat-Panel Displays

Human Augmentation RFID (Case/Pallet) As of July 2009
Peak of
Technology Trough of Plateau of
Trigger inflated Disillusionment Slope of Enlightenment Productivity

Expectations

. |
time
Years to mainstream adoption: obsolete

Olessthan2years O 2to5years @ 5to10years A more than 10 veare & hafore plateau







