INTERNET OF WEARABLE THINGS

GLOBAL WEARABLE SHIPMENTS FORECAST (M) @ Watch
@® Wristband
2015 2016 2020 Eyewear
@ Clothing
() Others
31.9 41.8 11.3
39.6 51.4 60.8
0.1 0.2 18.8
0.4 2.2 15.6
6.8 6.2 7.1
TOTAL TOTAL TOTAL
79 101.9 213.6

Source: IDC 2016

CONSUMER PREDICTIONS FOR THE FUTURE OF WEARABLE TECHNOLOGY
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WEARABLES MARKET SHARE BY CATEGORY TOP WEARABLES BRANDS BY MARKET SHARE
PERCENTAGE OF GLOBAL RESPONDENTS WHO OWN AT LEAST MARKET SHARE FOR THE FIRST QUARTER OF 2016
ONE TYPE OF WEARABLE DEVICE
=T Xiaomi Apple
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Source: IDC 2016

WEARABLES PENETRATION BY SELECTED COUNTRY

GADGETS/ITEMS MOST LIKELY TO BE
REPLACED BY WEARABLES IN THE FUTURE

Australia 12.7%
PERCENTAGE OF SMARTPHONE USERS THAT THOUGHT THE
FOLLOWING WOULD BE REPLACED
United States 12.2% /\
taly P 10.3% Watehes and clocks
Glucose and blood y \
UK I 7.9% pressure monitoring
N meters
Germany 5.4% Car/house keys / \
GPS and navigation / A
France 4.67 devices
i
Japan 3.7% Smartphones i
|dentification / \
Source: Kantar World Panel 2016 documents |
Handheld cameras
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TV remotes
y N
Features that give o Wallets
monetary rewards 34%
y N
Gaming features 457 Music devices
to compete with others °
Provides information I 45, Tablets 241
| would otherwise not have
Pllows me to cut I 44 treaming 107
back on my spending ° media players
Features that reward I 43 %
users with loyalty points 43% Connected TVs
e ararobp et | 367 Video gaming 7%
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