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Technologies to Watch

Time-to-Adoption Technology

One Year or Less
User-Created Content

Social Networking

Two to Three Years
Mobile Phones

Virtual Worlds

Four to Five Years

New Scholarshipand Emerging Forms of 
Publication

Massively Multiplayer Educational Gaming



The Horizon Report ς2007 Edition

Executive Summary

άHigher education is facing a growing expectation 
to deliver services, content and media to mobile and 
personal devices. The expectation of anytime, 
anywhere access has not diminished. We are 
beginning to see examples of university services and 
content delivered to mobile phones, and this trend 
will increase as students put pressure on campuses 
to offer meaningful content via mobile devices.έ



The Horizon Report ς2007 Edition

Executive Summary

άaƻōƛƭŜ phones, to name just one example, are 
very different tools to students than to faculty; 
rather than being mere tools for voice 
communication, these devices store music, 
movies, and photos, keep students in touch with 
their friends by text and voice, and provide 
access to the wider world of the Internet at any 
ǘƛƳŜΦέ



The Horizon Report ς2007 Edition

Executive Summary
άMobile phones are fast becoming the gateway to 
our digital lives. Feeding our need for instant access, 
mobile phones are our constant companions and 
offer a connection to friends, information, favorite 
websites, music, movies, and more. From 
applications for personal safety, to scheduling, to 
GIS, photos, and video, the capabilities of mobile 
phones are increasing rapidly, and the time is 
approaching when these little devices will be as 
much a part of education as a bookbagΦέ



Agenda

ÅIndustry status 
and directions

ÅExamples

ÅTools

ÅManagement 
considerations

ÅOpportunities

ÅResources



Mobile Devices

Åaƻǎǘ ƻŦ ǳǎ ƘŀǾŜ ƻƴŜΧ

Å²Ŝ ǘŀƪŜ ƛǘ ŜǾŜǊȅǿƘŜǊŜΧ

ÅLǘΩǎ ŀƭǿŀȅǎ ƻƴΧ

ÅLǘΩǎ ƛƴŎǊŜŘƛōƭȅ ǇǊƛǾŀǘŜΧ

ÅLǘΩǎ ƛƴŎǊŜŘƛōƭȅ ǎƻŎƛŀƭΧ

ÅLǘΩǎ ŀōƻǳǘ ŎƘƻƛŎŜǎΧ





A Net Gen Student Perspective: 
Technology in Higher Education



Tablet PC

Define Mobile

Laptop Cell Phone
Micro PC

Player
(Audio / Video)

Handheld / 
PDA  

Game Device
Wearable or 
Combination 

(e-book reader 
/ USB Drive)



Wikipedia Definition
M-learning is the term given to the delivery 
of training by means of mobile devices such 
as Mobile Phones, PDAs and digital audio 
players, as well as digital cameras and voice 
recorders, pen scanners etc. M-learners are 
seeking lessons in small, manageable formats 
that they can undertake when it suits them.

http://en.wikipedia.org/wiki/Mobile_learning



Market Stats

Å 236 mln wireless subscribers 
in the US in 2006

Å 25% of mobile phones shipped 
in 2011 to cost less than $20

Å 25% of young Americans do 
not have a landline

Å 252 mln cell phones sold in Q1 
2007

Å 27% of all new US cell phone 
subscribers went with Cingular 
in 2006, 27% - with Verizon

Å 3 bln mobile subscriptions by 
July 2007

Å 35% of US mobile phone 
owners use text messaging

Å 50% of kids 12-13 have cell 
phones

Å 500 mln cell phone accounts in 
China

Å 51% of mobile users interested 
in mobile TV

Å 50-70% of teens 12 to 14 have 
a cell phone

Å North America reached 93.2% 
wireless penetration in 2006

Å US premium SMS revenues 
reached $273 mln in Q1 2007



Mobility Future

"Mobile communications is once again changing even faster than 
many of us have predicted, and we are still far away from this 
being a mature market. The internet has transformed the way 
we live our lives and communicate with each other. The next 
wave of the internet will be to make it truly mobile, creating new 
ways for people to connect to others and find information from 
wherever they are." 

Nokia CEO and President,
Olli-PekkaKallasvuo



Content 
Suppliers

ά! tŜǊŦŜŎǘ {ǘƻǊƳέ 5ǊƛǾŜǎ !ŘƻǇǘƛƻƴ ƻŦ aƻōƛƭŜ [ŜŀǊƴƛƴƎ
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The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Ambient Insight 2007



Who is the Buyer? 2006 - 2011 US Market for Mobile Learning 
Products and Services by Customer Segment

The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Largest and Most Mature Market in 2006 is Higher Education but Other 
Markets Growing Faster

Total 2006 Mobile Learning 
Products and Services Market

Total 2011 Mobile Learning 
Products and Services Market

NOTE: Healthcare Not Broken Out in This 
Diagram

Ambient Insight 2007



Japan and 
South Korea
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2012
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The Carrier Waves: In 2005 and 2006, 2.5G and 3G Cellular 
Networks Started Rolling Out in the US

The US Market for Mobile Learning Products and Services: 2006-2011 Forecast and Analysis

Ambient Insight 2007


