
A Server vs Your Laptop

Open a server and a laptop side by side and you'll recognize everything: CPU, RAM in slots, storage,
power supply, motherboard, fans. A server is the same computer you already understand, built by people
who made a completely different set of bets:


A laptop is optimized to be used by one person, in front of it, occasionally. A server is optimized
to serve many requests, unattended, continuously, for years - and to be packed in tight next to
hundreds of its siblings.



Every physical difference below falls out of that one trade. A laptop optimizes for portability, a nice
screen, and battery life; a server throws all three away - it never moves, no human looks at it, it lives
plugged into the wall - and spends everything it saves on uptime and density.

   YOUR LAPTOP                              A SERVER
   ─────────────────────────────────       ─────────────────────────────────
   built to be carried             │       built to be bolted into a rack
   one CPU, soldered RAM           │       1–2+ CPU sockets, many RAM slots
   regular RAM                     │       ECC RAM (detects/corrects bit flips)
   a battery + one power brick     │       two power supplies, either can fail
   a screen + keyboard you use     │       no screen - managed over the network
   sleeps when you close the lid   │       runs for months without a reboot


The form factor: it's a pizza box, not a tower

Most servers aren't towers but flat, shallow metal trays that slide into a rack - a standardized
steel frame, 19 inches wide inside, holding machines stacked like trays in an oven.

📝 Terminology. A rack unit, written U (or RU), is the standard height increment: 1U =
1.75 inches (44.45 mm). A 1U server is a single thin slot - the classic "pizza box." A 2U server
is twice as tall (room for bigger fans, more drives, fatter heat sinks). Racks themselves are typically
42U tall (the long-standing industry standard; 45U and 48U variants exist).

The flat form factor is entirely about density - the most computing per unit of floor space, power,
and cooling. A data center pays for square footage, electricity, and air conditioning; a tower wastes all
three. So the server is squashed flat, ports moved front and back for cabling in a row, lid bolted down
because nobody opens it casually.


"We're out of rack space" and "that box is a 2U" mean physical inches in a steel frame; capacity
planning in a data center is, at bottom, fitting Us into racks and watts into rooms.

ECC memory: RAM that catches its own mistakes

The difference most people have never heard of, and one of the most important. ECC (Error-Correcting
Code) memory is RAM with extra bits and circuitry that detect - and usually correct - bit errors: a
1 that silently flips to a 0 (or vice versa) on its own.

Bits in RAM do occasionally flip untouched - cosmic rays, stray electrical noise, plain manufacturing
imperfection. On your laptop, a rare flip might cause a one-pixel glitch, a crash you blame on a flaky
app, or nothing you notice. On a machine running for months, holding a database many people depend
on, a silently corrupted bit is serious - it could be a wrong number in a financial record nobody ever
questions.

📝 Terminology. A bit flip (or "soft error") is a stored bit spontaneously changing value with no
write from software. "Soft" because the hardware isn't broken - the next write works fine; it's the
stored value that got corrupted.

Standard RAM stores your data and trusts it. ECC RAM stores your data plus a small checksum, and on
every read the memory controller recomputes and compares:

   NON-ECC RAM                         ECC RAM
   ┌──────────────┐                    ┌──────────────┬─────────┐
   │   8 bytes    │                    │   8 bytes    │  check  │
   │   of data    │                    │   of data    │  bits   │
   └──────────────┘                    └──────────────┴─────────┘
   a flipped bit is                    a flipped bit is caught on read:
   read out silently,                  a single-bit error is corrected
   as if it were correct               on the fly; a worse one is flagged


A single-bit flip gets silently corrected and logged; a rarer multi-bit error gets detected and
reported so the machine can halt rather than serve corrupt data. The trade: ECC costs a little more and
runs a hair slower - a trade no serious server skips. (It also needs a CPU and motherboard that support
ECC, part of why server chips and boards differ from desktop ones.)

⚠️ Gotcha. ECC correcting errors is normal and healthy. But a steadily rising count of corrected
errors on one memory module means that stick of RAM is dying - ECC's quiet correction can mask a failing
module until it tips into uncorrectable errors and takes the machine down. The counts appear in the
management logs; rising means "replace that DIMM soon," not "ignore, it's handling it."

This is also why "server-grade" hardware costs more than parts with the same headline specs: you're not
paying for speed, you're paying for the machine to not lie to you about what's in memory.

More of everything: cores, sockets, RAM slots

A server does many things at once for many clients, so it's sized for parallelism, not one person's
responsiveness:


	More cores. Server CPUs carry far more cores than laptop chips, because the work is many independent
requests running side by side.

	More sockets. A socket is a physical mount on the motherboard for a CPU. Your laptop has one;
many servers have two (some more), running two whole CPUs that share the same memory and workload.

	More RAM slots. Servers accept far larger total RAM, because databases, caches, and dozens of
simultaneous processes are hungry for it.



📝 Terminology. "Two-socket" (or "dual-socket") = two physical processors. Don't confuse a CPU socket
with a network socket - same word, unrelated. A core is one independent execution unit inside a CPU.


⏭️ If cores and threads are fuzzy, the electronics live in
CPU, RAM & Storage - here we only care that a server has more of them,
and why.



"Throw a bigger box at it" has a precise meaning once you see the dials: more cores for more concurrent
work, more RAM to hold more in memory, a second socket when one CPU's worth of cores isn't enough. It
also explains why doubling specs can more than double price - you may be crossing from one socket to
two, a different class of machine.

Redundant power supplies: two ways to stay alive

Your laptop has one power path. A server typically has two power supply units (PSUs) and keeps
running on either one alone. A power supply is a component, and components fail; with one PSU, its
death drops the machine instantly - every service on it, gone. With two, one can fail (or be unplugged)
and the server doesn't hiccup. The two PSUs are often fed from two separate power circuits, so even
losing a whole circuit - a tripped breaker, a failed feed - doesn't take the machine down.


We'll meet this idea - two of a thing so the failure of one doesn't matter - over and over in
Phase 2. And when you see a server with two power cords: both are plugged in
and live, precisely so a person (or a failure) can remove one without anything noticing.

Remote management: running a machine with no monitor

The puzzle that trips up everyone meeting servers: a server has no monitor, no keyboard, no mouse. So
how do you install the operating system before the OS - and its network, and its SSH - even exists? How
do you power-cycle a frozen machine that won't answer the network, in a building you may never visit?

Every serious server contains a second, tiny computer on the motherboard whose entire job is to
manage the main one: the BMC - Baseboard Management Controller - reached via a standard called
IPMI (and increasingly its modern successor, Redfish). The BMC has its own network port and its own
little operating system, completely separate from the main server.

📝 Terminology. IPMI = Intelligent Platform Management Interface. Vendors brand their BMCs -
Dell's iDRAC, HP's iLO, Supermicro just says IPMI - but it's the same idea.

The surprise: the BMC runs even when the server is "off." As long as the machine is plugged into the
wall, the BMC is awake on the network, drawing a trickle of standby power.
"Off," for a server, usually means the main computer is off but its little manager is still on.


Through the BMC, over the network, an admin nowhere near the building can:


	Power the machine on, off, or hard-reset it - remotely pressing the power button, even on a machine
that's frozen and ignoring the network.

	See the actual screen - a remote console showing what a plugged-in monitor would show, including
the boot and BIOS screens that exist before any OS.

	Mount an OS installer remotely and install the operating system on a bare machine with empty disks.

	Read the hardware's health - temperatures, fan speeds, PSU status, and those ECC error counts from
earlier - straight from the sensors.



This is how data centers work at all: the vast majority of servers are never touched by hands after
they're racked. Everything - install, boot, recover, power-cycle - happens through the BMC.

⚠️ Gotcha - the BMC is a security boundary you can't ignore. Anyone who reaches the BMC controls the
server completely - more completely than a normal admin login, because they're below the OS. BMC
management networks are kept strictly separate from the public internet and the main traffic network for
exactly this reason. A BMC exposed to the open internet is one of the most dangerous misconfigurations
there is.

So when someone says "I'll just reboot it over the iDRAC" or "the iLO shows it's stuck at POST," they
mean the out-of-band management controller, not a normal SSH session. You administer a machine with no
monitor because it ships with a built-in one you reach over the wire.

Recap


	A server is the same fundamental computer as your laptop, built around uptime and density
instead of portability and a nice screen.

	The rack-mount form factor (height in U, racks typically 42U) packs the most computing into
the least floor space, power, and cooling.

	ECC memory detects and corrects spontaneous bit flips, so a long-running machine doesn't
silently serve corrupted data - and its error logs warn you when a DIMM is dying.

	Servers have more cores, more sockets, and more RAM slots because their job is many things at once.

	Redundant power supplies (often on separate circuits) survive the failure of a power path - the
first taste of "no single point of failure."

	A BMC (via IPMI/iDRAC/iLO) is a tiny always-on computer-within-the-computer for remote
power-cycling, console access, OS installs, and sensor readings - even while the main machine is
off.



Next we follow the redundancy idea through the rest of the machine: disks, drives, and the single
principle that governs reliable hardware design.



← Guide overview · Phase 2: Built Not to Stop - Redundancy & Reliability →



Built Not to Stop - Redundancy & Reliability

A laptop dying costs you an afternoon. A server dying can take down a website, a payment system, or a
database thousands of people depend on - possibly at 3am. So servers are engineered around a goal your
laptop never had: staying up even while individual parts fail. Because over a long enough time, parts
will fail. Not "might." Will.

The entire reliability mindset reduces to one sentence:


💡 Key point. Find every part whose failure would stop the machine, and make sure there's no single
one of them. That part - the one with no backup - is called a single point of failure, and the whole
game is eliminating them.



📝 Terminology. A single point of failure (SPOF) is any component whose failure, on its own, takes
the whole system down. One power supply, one disk holding the only copy of your data, one network cable,
one switch, one machine - each is a SPOF until you add a second.

Phase 1 gave the first example: two power supplies. Now the same idea for
the part most likely to fail of all - the disks.

RAID: many disks pretending to be one (better) disk

Of all the parts in a server, storage fails the most: spinning drives have moving parts that wear
out; even SSDs wear over time. And a disk holds your data - the one thing you truly can't afford to
lose. So servers almost never trust a single disk: they use RAID.

RAID - Redundant Array of Independent Disks - combines several physical disks so the system treats
them as one logical drive, arranged for some combination of redundancy (survive a disk dying) and
speed (use several disks at once). Different RAID levels strike different balances.

📝 Terminology. An array is the group of physical disks combined together. A RAID level (0, 1,
5, 10) names how they're combined - the trade between capacity, speed, and how many disks can die before
you lose data.

The numbered levels are just recipes mixing three ideas: spread data across disks for speed, keep a full
second copy for safety, or store reconstruction information that gives most of the capacity plus safety.

RAID 0 - striping (speed, zero safety)

Data is striped - split into chunks spread across all the disks - so reads and writes hit several
disks at once. No redundancy at all.

   RAID 0 (striping)        write a file → split across both disks
   ┌────────┐ ┌────────┐
   │ Disk 1 │ │ Disk 2 │    Disk 1: chunk A, C, E …
   │ A C E  │ │ B D F  │    Disk 2: chunk B, D, F …
   └────────┘ └────────┘
   faster, BUT: lose either disk and the WHOLE array is gone


⚠️ Gotcha. RAID 0 makes you more likely to lose everything - two disks means two things that can
kill the array instead of one. It's named "RAID" but has zero redundancy. Use it only for data you can
afford to lose entirely (scratch space, caches you can rebuild).

RAID 1 - mirroring (a live second copy)

Every byte is written to two disks at once - identical mirrors. If one dies, the other has a complete
copy and the machine keeps running without missing a beat.

   RAID 1 (mirroring)       write a file → written to BOTH disks
   ┌────────┐ ┌────────┐
   │ Disk 1 │ │ Disk 2 │    Disk 1: A B C D E F
   │ A B C  │ │ A B C  │    Disk 2: A B C D E F   (identical)
   └────────┘ └────────┘
   one disk can die; the other carries on. Cost: you pay for 2 disks,
   you get the capacity of 1.


Simple, robust, and common for the disks holding the operating system itself.

RAID 5 - striping with parity (most capacity, survives one failure)

Data is striped like RAID 0, but one disk's worth of space goes to parity - extra information computed
from the data that lets the array rebuild whatever was on any single failed disk from the survivors.

📝 Terminology. Parity is redundant information derived from your data (think of a running
checksum) such that if any one piece goes missing, it can be recomputed from the rest.

   RAID 5 (striping + parity), e.g. 4 disks
   ┌──────┐ ┌──────┐ ┌──────┐ ┌──────┐
   │ data │ │ data │ │ data │ │parity│   parity is spread across all
   │ data │ │ data │ │parity│ │ data │   disks, not stuck on one.
   │ data │ │parity│ │ data │ │ data │
   └──────┘ └──────┘ └──────┘ └──────┘
   ANY one disk can die; its contents are rebuilt from the others.
   Capacity: you lose one disk's worth to parity; the rest is usable.


The appeal is efficiency: four disks keep three disks' worth of capacity and survive any single failure.
The catch: while a failed disk rebuilds onto a replacement, the array runs without its safety net - a
second failure in that window loses everything. (That's why larger, critical arrays often use schemes
tolerating two simultaneous failures.)

RAID 10 - mirror, then stripe (speed and safety, at a price)

Mirror disks in pairs (RAID 1), then stripe across the pairs (RAID 0): the speed of striping and the
resilience of mirroring, at mirroring's price - twice the disks. A common choice for databases, where both
speed and safety matter.

The whole picture in one clear comparison:

   LEVEL    GIVES YOU              SURVIVES        CAPACITY (of N disks)
   ──────   ─────────────────      ───────────     ─────────────────────
   RAID 0   speed                  nothing         all of it
   RAID 1   a live mirror          1 disk dies     half (one copy)
   RAID 5   capacity + safety      1 disk dies     all but one disk
   RAID 10  speed + safety         1 per mirror    half (mirrored)


Now "the array is degraded" or "we're rebuilding onto the replacement disk" reads correctly: a disk died,
the system is running on its redundancy - alive, but temporarily exposed, in a hurry to get its safety net
back. And "we run RAID 10 on the database box" is a deliberate trade, not a magic incantation.

RAID is not a backup

This deserves its own section, in bold, because misunderstanding it has cost people their data and their
jobs.


⚠️ Gotcha - RAID is not a backup. RAID protects you from hardware failure - a disk physically
dying. It does nothing to protect you from the other ways data disappears.



Your data is far more likely to be destroyed by something RAID faithfully, instantly replicates to every
disk in the array:


	You delete the wrong files. rm -rf on the wrong directory hits the mirror as fast as the original.
Both copies, gone, in the same instant.

	An application corrupts the data. A bad migration, a buggy write - RAID dutifully stores the
corruption on every disk.

	Ransomware encrypts everything. RAID encrypts it redundantly - a beautifully resilient array of
encrypted garbage.

	The whole machine is lost - fire, flood, theft, a failed RAID controller scrambling the array. The
redundancy was all inside one box, and the box is gone.



A backup is a separate copy, in a separate place, that isn't changed when the live data changes -
ideally with older versions to roll back to. You need both: RAID keeps you running through a dead disk;
backups bring you back from a deletion, a corruption, or a disaster.

🪖 War story. The classic version: a team runs a healthy RAID array for years, watches disks fail and
get replaced without data loss, and quietly concludes "RAID means our data is safe - no backups needed."
Then someone runs a destructive command, or a bug corrupts the database, and they discover the redundancy
only ever protected them from one of the dozen ways to lose data. It worked perfectly. It was just
never the thing they needed that day.

Hot-swap: replacing parts without turning the machine off

Redundancy buys survival when a part fails - but you still have to replace it, and if that meant
powering down, you'd trade one outage for another. So critical server parts are hot-swappable:
removable and replaceable while the machine is running and serving traffic - usually the disks and
the power supplies.

Picture a RAID server with one dead disk, degraded but serving off its redundancy. A technician pulls the
dead drive from the front of the running machine (drives sit in carriers - trays that slide out by
hand), slides a fresh one in, and the array rebuilds automatically. The server never stopped; users never
noticed. Same with PSUs: pull the failed one, slide in a new one, the machine hums on the survivor.

   front of a running server
   ┌────┬────┬────┬────┬────┬────┐
   │ ▣  │ ▣  │ ✗  │ ▣  │ ▣  │ ▣  │   ← ✗ failed drive, in a slide-out carrier
   └────┴────┴────┴────┴────┴────┘
                 │
                 └─ pull it out, slide a new one in - machine never powers down,
                    RAID rebuilds onto the replacement automatically


Redundancy and hot-swap are two halves of one strategy: a failure doesn't stop the machine, and fixing
it doesn't either - fail a part, keep running, get repaired, return to full health, zero downtime. That's
"built not to stop" in metal, and why "drive replaced, array rebuilding, no downtime" in an incident note
is the design working exactly as intended.

Recap


	The reliability mindset is one principle: find and eliminate the single point of failure - any one
part whose death stops the whole machine.

	RAID combines several disks into one logical drive for redundancy and/or speed. Core levels:
0 = striping (fast, no safety), 1 = mirroring (a live second copy), 5 = striping + parity
(most capacity, survives one disk), 10 = mirrored and striped (speed + safety, double the disks).

	RAID is not a backup. It protects against a disk dying - not deletion, corruption, ransomware, or
losing the whole box. You need separate, off-box backups too.

	Hot-swap lets you replace a failed disk or power supply while the machine keeps running, so
repairing a fault causes no downtime either.

	Redundancy (survive a failure) plus hot-swap (fix it live) is how a server is built not to stop.



Next, we zoom all the way out - from one resilient machine to the building full of them - and finally make
"the cloud" mean something concrete.



← Phase 1: A Server vs Your Laptop · Phase 3: The Data Center & "The Cloud" →



The Data Center & "The Cloud"

You can now picture one server - a flat metal box, built for uptime, full of redundant parts. Multiply it
by tens of thousands, put it in a purpose-built warehouse, and you have a data center. Multiply
that by a few buildings in a region, run by a company that rents you slices by the hour, and you have
the cloud. By the end of this phase we'll retire the phrase "the cloud is just someone else's
computer" - not by mocking it, but by making it precise. It's almost exactly right, and the "almost" is
the interesting part.

A room full of racks

A data center is a building engineered to house, power, cool, and network a very large number of servers.
Inside are long rows of the racks from Phase 1 - steel frames packed
with 1U and 2U servers - lined up in aisles, humming.

   A DATA-CENTER ROW (looking down an aisle)

   [rack][rack][rack][rack][rack][rack][rack]   ← a row of racks
   [rack][rack][rack][rack][rack][rack][rack]   ← another row
        │                              │
   each rack ≈ 42U of servers,    aisles between rows carry
   each server full of CPUs,      cabling, and crucially, AIR
   RAM, and RAID arrays           (we'll get to cooling)


The building exists to give every server three things reliably and at massive scale: network,
power, and cooling. Those three - not the servers themselves - are what a data center is really
about, and any one of them running short is what limits how many machines a building can hold.

Networking: top-of-rack and up

Wiring tens of thousands of machines individually back to one place would be a cabling nightmare, so data
centers use a hierarchy that starts inside each rack. Remember the switch at the top of Phase 1's rack
diagram? That's the top-of-rack (ToR) switch: every server in that rack plugs into it with a short
cable. ToR switches connect upward to bigger aggregation switches, which connect upward again toward the
data center's links to the wider internet.

📝 Terminology. A switch connects machines on a local network and forwards traffic between them.



⏭️ How IP addresses, routing, and the internet itself work is a networking topic of its own; the
takeaway here is the hierarchy: server → top-of-rack switch → aggregation → the wider world.



Power and cooling: the real limits

Surprise: a data center's hardest problems aren't about computing. They're about electricity and
heat.

Power. Tens of thousands of servers draw an enormous, continuous amount of electricity - and they can
never lose it. So the building applies the two-PSU idea at building scale: multiple independent grid
feeds, banks of batteries (a UPS - uninterruptible power supply) that carry the load for the seconds
it takes to react to an outage, and diesel generators that run the entire building if grid power
stays down. No single power failure should take the building offline - the same no-single-point-of-failure
principle from Phase 2, scaled up.

📝 Terminology. A UPS buys seconds to minutes, not hours - its job is to carry the load
seamlessly until generators take over or grid power returns.

Cooling. Every watt a server consumes comes back out as heat; without aggressive cooling, a room
of thousands of servers would cook itself within minutes. Cooling is so central that data centers are
physically laid out around airflow. The common scheme is hot aisle / cold aisle: cold air is
delivered to the fronts of the servers, hot exhaust blows out the backs into shared "hot" aisles where
it's captured and carried away - instead of hot and cold air mixing into lukewarm uselessness.

   HOT AISLE / COLD AISLE (airflow, looking down from above)

      cold air in →  [server fronts] → [server backs]  → hot air out
                      ┌───────────┐     ┌───────────┐
      COLD AISLE      │   rack    │     │   rack    │     HOT AISLE
      (cold supply)   │  front →  │     │  ← back   │   (hot exhaust,
                      └───────────┘     └───────────┘    carried away)
      servers pull cold air in the front, push heat out the back;
      the layout keeps the two from mixing.


When people talk about a data center's capacity, they often mean power and cooling, not floor space - a
room can run out of watts or cooling long before it runs out of room for racks. It's also why "the cloud"
has an environmental footprint worth taking seriously: the cloud is not ethereal. It's a warehouse that
draws as much power as a small town and works hard to stay cold.

Redundancy at building scale

Every reliability idea from one server reappears here, one level up - and a cloud provider keeps copies
of your data across multiple machines, often across multiple buildings, so one machine or one
building failing doesn't lose it.

📝 Terminology. Cloud providers group data centers into regions (a geographic area, e.g. "US
East") made up of multiple availability zones - separate buildings (or clusters) with independent
power and networking, close enough for fast communication but far enough apart that a fire, flood, or
power event in one won't take out the others. Spreading systems across zones is the cloud-scale version
of "no single point of failure."

   ONE SERVER          ONE DATA CENTER             ONE CLOUD REGION
   ──────────          ───────────────             ────────────────
   two PSUs            redundant feeds + UPS        multiple availability
   RAID across disks   + diesel generators          zones (separate
                       redundant ToR/uplinks        buildings), data
                                                    copied across them

   same principle, three scales: eliminate the single point of failure.


So what is "the cloud"?

Now we can be exact. Strip the word "just" from "the cloud is just someone else's computer" and the rest
is essentially true - with one crucial refinement.

When you "spin up a server in the cloud," you are almost never handed a whole physical machine. One of
those very real servers - in a rack, in one of these power-and-cooling-redundant buildings - is sliced
up by software into many isolated virtual machines (VMs), and you rent one slice. This is
virtualization: a thin layer called the hypervisor runs on the physical server, carving its real
CPU cores, RAM, and storage into self-contained virtual computers - each believing it's a whole
machine, each isolated from the others sharing the same metal. Your "cloud instance" is one of them.


The plain, precise version:


The cloud is real, physical servers - in someone else's buildings, with their power, cooling, and
redundancy - divided by software into rentable slices, billed by the hour. "Someone else's computer"
isn't a dismissal; it's the literal architecture. The genius isn't that the computer disappeared. It's
that you got the slice you needed, instantly, without buying the building.



⚠️ Gotcha - "serverless" still runs on servers. "Serverless" means you don't manage or even see the
server - the provider runs your code on their machines, spinning capacity up only when your code runs and
billing you for that. The metal from Phase 1 is still there, in the racks from this phase. The name
describes your experience of it, not its absence.

Once you see the physical machine under the abstraction, cloud behavior stops being mysterious. "Noisy
neighbor" slowdowns? Another VM on the same physical host is hogging the shared hardware. Why does
spreading across availability zones cost more but survive outages? You're paying to not have all your
slices in one building. Why do bigger instances cost disproportionately more? Past a point you're renting
a larger fraction of a physical box - eventually crossing into the two-socket, more-RAM class of machine
from Phase 1.

Where this leaves you

You started with the laptop in front of you and ended inside a warehouse drawing the power of a small
town - one idea zoomed out three times: a computer you understand, rebuilt for uptime and density, made
not to stop, then replicated by the thousand and rented in slices. What you don't have yet is what you
do with one once it's yours: a bare Linux box with no monitor, reached over the network, waiting to
serve something.


⏭️ Ready to drive one? Linux for Servers picks up exactly here: how to
SSH into that headless machine, run long-lived services on it, read its logs, and keep it secure. This
guide showed you the metal; that one shows you the operator's seat.



Recap


	A data center houses thousands of racked servers and exists to give them network, power, and
cooling reliably and at scale.

	Networking is a hierarchy: each server cables to a top-of-rack switch, which connects up through
aggregation switches toward the wider internet.

	Power and cooling are the real limits - redundant feeds, UPS batteries, and diesel generators
keep power on; hot aisle / cold aisle layout keeps heat moving. A room can run out of watts before
it runs out of space.

	Every reliability idea scales up: one server's two PSUs and RAID become a building's redundant power
and a region's multiple availability zones - the same "no single point of failure."

	The cloud is real, physical servers in someone else's buildings, sliced by virtualization (a
hypervisor) into rentable VMs - a cloud instance is one slice of a machine like the one in
Phases 1 and 2.

	"Serverless" still runs on those servers - the name describes your experience, not the disappearance
of the metal.





← Phase 2: Built Not to Stop · Guide overview
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