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SOVEREIGN INFRASTRUCTURE - CLOUD GAMING

Why Private Cloud Gaming Is the
Next Frontier for Sovereign Infrastructure

By Joshua Rhines, Founder & CEO, CubCloud Al

Cloud gaming is growing at 25-45% per year. The data it generates is the most behaviorally detailed in
consumer technology. Almost no one is asking who owns the infrastructure running it.

Cloud gaming is one of the fastest-growing technology markets on the planet. It is also, almost no one
has noticed, one of the most granular behavioral data pipelines ever built — operating at scale, in real
time, against an audience that largely has no idea what's happening to their information.

That combination — explosive growth, intimate data, and a regulatory reckoning already underway —
is why private cloud gaming is not a niche product category. It is the next genuine frontier for
sovereign infrastructure. And the organizations that understand this first will have a structural
advantage that compounds over years.

25M+ 140M 30 78+

) Xbox Cloud Gaming hours in Q4 . ) ) .
GeForce NOW registered users Countries with PS Portal cloud Countries with 5G networks
2024 alone (Satya Nadella / .
(NVIDIA) streaming (Nov 2025 launch) deployed
GDC 2025)

The Market Nobody Is Taking Seriously Enough

Cloud gaming is one of the most actively contested market forecasts in technology. Analyst estimates for
2025-2026 revenue range from $4 billion to over $20 billion depending on how researchers define the category
— whether they include game pass subscriptions bundled with cloud access, in-game purchases, or streaming
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infrastructure revenue. Every credible forecast agrees on one thing: the direction is steeply upward, with
compound annual growth rates consistently estimated between 25% and 45% through 2031.

What is not in dispute is the activity. NVIDIA's GeForce NOW has surpassed 25 million registered users. Xbox
Cloud Gaming set a record with 140 million streaming hours in Q4 2024 alone. Sony's PlayStation Portal cloud
streaming officially launched across 30 countries in November 2025. 5G networks are now deployed in more
than 78 countries, and sub-20 millisecond round-trip latency is achievable in many metro areas — enough for
most game genres to feel native.

The infrastructure prerequisite for cloud gaming has largely been met. What hasn't been solved is the question
of who owns that infrastructure — and what happens to the data generated on it.

Every major cloud gaming platform today runs on hyperscaler infrastructure. The compute that renders your
game, the servers that stream it to your screen, the databases that store your session data: all of it lives in
facilities operated by a small number of very large American technology companies. For casual consumers, this
is invisible. For enterprises, institutions, regional operators, and any organization that takes data governance
seriously, it is a significant and growing problem.

What Cloud Gaming Knows About You

The data profile that cloud gaming platforms build on their users is unlike almost any other consumer technology
category. It is more granular than a social media account. It is more behaviorally intimate than a search history.
And it is collected continuously, in real time, from the moment a session begins.

A cloud gaming platform logs every input — every button press, every decision made under pressure, every
moment of hesitation before a purchase prompt. It records session timing, quit behavior, spending triggers,
social interaction patterns, and device fingerprinting across sessions. For games with voice and video — a
category expanding rapidly — it may record audio and video as well.

Ubisoft Single game connected to external servers 150 times in 10 minutes Up to €92M fine
— routing data to Google, Amazon, and third-party analytics without
explicit consent. NOYB GDPR complaint filed 2025.

Nintendo Switch 2 GameChat privacy policy confirmed audio and video may Personal data
be recorded to 'maintain a safe and secure environment.' Consent compliance risk
framework legally contested under GDPR.

Ubisoft and Nintendo are not outliers. They are documented examples of an industry-wide practice. Cloud
gaming, by its architecture, routes the most behaviorally detailed data stream in consumer technology through
infrastructure operators do not own, into jurisdictions they did not choose, under terms of service that can
change without notice.
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The Sovereignty Problem Is Already Arriving

Regulation / Action Relevance to Cloud Gaming

EU GDPR €5.65B cumulative fines; €2.3B in Player data processing, behavioral profiling,
2025 alone (+38% YaoY) consent requirements
EU Data Act In force September 2025 Extends sovereignty to non-personal and

industrial data

EU Al Act Fully applicable August 2026 Up to 7% global turnover fines for high-impact
Al systems

US DOJ Bulk Data Effective April 2025 Restricts sharing sensitive US data with

Rule countries of concern

18 US State Privacy Active; CA/COICT coordinating Player data, minors' data, behavioral profiling

Laws enforcement

The fact that should concern every organization relying on hyperscaler 'sovereign cloud' promises:

In summer 2025, Anton Carniaux, general manager of Microsoft France, testified under oath before the
French Senate that he cannot guarantee French citizens' data processed through Microsoft's cloud is safe
from US authority access. Google, Amazon, and Salesforce representatives made similar statements.

The CLOUD Act — which allows US authorities to compel American providers to disclose data regardless of
where it physically resides — is not a loophole. It is the law.

Any gaming platform that processes player data through hyperscaler infrastructure has a sovereignty ceiling it
cannot breach. The only architecture that genuinely keeps data within a jurisdiction is one that runs on
locally-owned, locally-operated infrastructure.

The Latency Argument Cuts Both Ways

The conventional wisdom on cloud gaming is that hyperscaler scale solves the latency problem — more points
of presence, lower round-trip times, better experience.

This is true in major metro markets. It is not true in underserved regions, rural markets, or anywhere the nearest
hyperscaler point of presence is hundreds of miles away. For players in the Mountain West, the nearest major
cloud gaming infrastructure hub is often Portland, Salt Lake City, or Denver — which under real-world conditions
can mean 30-60 milliseconds of round-trip latency over congested backbone routes. That is perceptible in
fast-twitch competitive titles, and it is a structural disadvantage no hyperscaler SLA can fully paper over.
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A purpose-built, locally-operated sovereign cloud gaming deployment serving the same regional
market over local fiber can, by design, achieve round-trip times well under 20 milliseconds.

We know this because it is what we have built. The infrastructure advantage belongs to whoever is physically
closest — and in the markets the hyperscalers have not prioritized, that means us.

Edge computing is the direction the industry is moving. The sovereign infrastructure operator who builds
regional edge capacity first — in markets the hyperscalers have not prioritized — owns both the latency
advantage and the data governance story simultaneously.

The Business Case Nobody Is Making

The cloud gaming conversation has focused almost entirely on consumer experience: better latency, no
hardware requirements, device flexibility. These are real benefits. But for the organizations that should be most
interested in private cloud gaming infrastructure — regional operators, educational institutions, gaming studios,
esports venues, enterprise training programs, hospitality groups — the most important argument is one the
hyperscalers will never make.

Player behavioral data is one of the most commercially valuable datasets in digital commerce. It predicts
spending behavior with high accuracy. It reveals engagement patterns that directly inform product design,
marketing, and monetization strategy. It is the raw material for Al models trained to maximize session length,
purchase conversion, and lifetime value.
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Who Should Be Building This Now

* Esports organizations and competitive venues — Running tournaments on hyperscaler infrastructure with
no data governance and no ownership of performance data. A sovereign deployment delivers the latency
competitive play demands, plus full ownership of player performance IP.
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e Educational institutions — Collecting behavioral data on students — often minors — through platforms
subject to COPPA, FERPA, and state privacy laws. Routing student data through CLOUD Act-exposed
hyperscaler infrastructure is not a technicality. Private cloud gaming with on-premises governance is the
legally defensible baseline, not a premium option.

* Hospitality, military, and government facilities — Cannot route cloud gaming traffic through external
platforms without accepting all the data governance implications that come with it. Private on-premises or
co-located deployments solve this cleanly.

« Regional operators and independent gaming platforms — In markets underserved by hyperscaler
infrastructure, you hold a latency advantage, a data sovereignty story, and a local economic argument all
pointing in the same direction. The question is not whether private cloud gaming makes sense here. It is who
builds it first.

The CubCloud Angle

At CubCloud, we operate RTX PRO 6000 Blackwell Server Edition hardware alongside H200 and H100 SXM5
systems in Missoula, Montana — and we have been watching the cloud gaming conversation with direct interest
in the sovereignty gap.

CubPlay, our sovereign cloud gaming platform, is built on exactly this thesis. The hardware that runs player
sessions is in Montana. The data generated by those sessions stays in Montana, governed by our clients’
policies, accessible only to the organizations that generated it. For Mountain West players, the latency profile is
competitive with any hyperscaler region — and in many cases better, because we are not routing traffic through
a major hub hundreds of miles away.

For the institutions we work with — regional universities, healthcare systems, government facilities, hospitality
groups — this is not a gaming product. It is an extension of the sovereign Al infrastructure conversation: the
same principle of local ownership, local governance, and local economic benefit, applied to one of the most
data-rich consumer technology categories in the world.

The Window

Cloud gaming is growing aggressively by any analyst's measure. The regulatory frameworks that make
hyperscaler-hosted player data legally problematic are already in force and generating nine-figure enforcement
actions. The hardware that makes locally-operated, GPU-dense cloud gaming infrastructure viable — Blackwell
architecture, 96GB VRAM, MIG partitioning for concurrent users — is available now.

The organizations that build private cloud gaming infrastructure in 2026 are not chasing a trend. They are
establishing the sovereign compute foundation this market will require as it matures — before regulatory and
competitive pressures force everyone's hand.
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The question for every regional operator, institution, and enterprise with a gaming-adjacent use case
is the same one we keep asking about every Al workload:

Who owns the infrastructure running your most valuable data?

In cloud gaming, that question has a player data stack behind it growing at 25-45% per year. The answer
should be obvious.
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