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Introductions  

Ambient Insight is an integrity -based market research firm that uses 
predictive analytics to identify revenue opportunities for suppliers.  

Á Ambient Insight founded in 2004 by Microsoft Training and 
Certification veterans that built the Microsoft Online Institute 
(MOLI )  

 

Á International ñboutiqueò analysis firm specializing in quantitative 
analysis, learning technology forecasts, M&A analysis, and 
competitive intelligence  

 

Á Ambient Insighté 

Á Does not evaluate, compare, or rank the effectiveness of 
learning technology products  

Á Does not endorse or promote companies or products  
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Ambient Insightôs Learning Technology 
Research Taxonomy  
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Key Findings: Simulation - based Learning and Game -
based Learning Markets  

Á The US Simulation -based Learning market reached $990.2 
million in 2010. The growth rate is 20.2% and revenues 
will reach $2.48 billion by 2015.  

 

 

Á The US Game -based Learning market reached $231.6 
million in 2010. The growth rate is 12.3% and revenues 
will reach $413.2 million by 2015 . 
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Sophisticated Healthcare Education Simulations Now on the 
Market  

BrainTutor3D by 

Brain Innovation 

Atlas of the Brain 

by Sylvius MR 

3D Brain by Genes to 

Cognition (G2C) 

Essential Clinical Anatomy 

modified by Inkling 
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The Tablet is the Game Changer for Simulation - based 
Learning in the Healthcare Segment  

Philips Healthcare XperGuide 

Simbionix surgical simulation training app 
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Private Investment 
Patterns  
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Leading Indicators: 2007 - 2011 US Private Investments in Learning 
Technology Products Across Eight Product Types (in $US Millions)  
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Annual investments totaled over $1 billion in 2008, the 
first time since 1999 and 2000 at the height of the 

dot.com bubble, and the last recession. 
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Leading Indicators: 2007 - H1/2011 US Private Investments in 
Simulation - based Gaming and Game - based Products(in $US Millions)  
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Á Lumos  Labs is a developer of PC -based brain trainer and brain 
fitness games and just garnered $32.5 million in venture 
capital in June 2011  -  the single highest investment ever made 
to an edugame  supplier  

Á US developer of education virtual worlds for language learning 
for children in Asia are attracting investment:  

Á 8D World, an education virtual world edugame  for language 
learning for young children, has obtained $12.5 million 
since 2009  

Á Moonshoot  garnered $6.6 million in 2010  

Á Tabula Digita , a developer of K -12 STEM edugames , has 
garnered $14.7 million in private investment since 2005 ($11.7 
since 2008)  

Á Grokit , a social edugaming  test prep site, received $10.7 
million since 2007  

Follow the Money: Investment Patterns in the 
Game - based Learning Market  
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Leading Indicators: 2009 - 2010 US Private Investments 
by Eight Learning Product Types (in $US Millions)  
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Key Findings: Game - based Learning Market  

Á The US Game -based Learning market reached $231.6 
million in 2010. The growth rate is 12.3% and revenues 
will reach $413.2 million by 2015 .  

 

 

 

 

 

 

Product/Service Type  5-year CAGR 2015 

Custom content 

development services 
21.4%   $92.9 million 

Packaged content 10.2% $320.3 million 
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Key Findings: Game - based Learning Market  

 Custom Dev Services 5-year CAGR 2015 

Non-mobile  17.9% $67.8 million 

Mobile 35.6% $25.0 million 

Á Revenues for custom development services are still 
concentrated in non - mobile  edugames :  

Á Revenues for non -mobile custom development services 
will reach $67.8 million by 2015, compared to $25.0 
million for mobile custom development services . 

Á Healthcare organizations, corporations, and the federal 
government are the top buyers.  
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Key Findings: Game - based Learning Market  

 Packaged Content 5-year CAGR 2015 

Non-mobile Edugames 0.07% $82.0 million 

Mobile Edugames 15.2% $238.2 million 

Á Mobile  packaged  edugames  are already outselling 
non -mobile (PC/web/console) edugames :  
Á In 2010, revenues for non -mobile edugames  were 

$78.9 million. The growth rate is flat at 0.07% and 
revenues will only reach $82.0 million by 2015.  

Á 2010 revenues for mobile edugames  were $117.4 
million. The growth rate is 15.2% and revenues will 
reach $238.2 million by 2015  
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All Roads Lead to Mobile  
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Perpetual ñPerfect Stormò Driving the Adoption of 
Mobile Learning  

Content 
Suppliers  
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Mobile Edugames : Mobile Game - based Learning  

ÁAmbient Insight forecasts revenues 
for six types of Mobile Edugames :  

ÁKnowledge -based games  

ÁSkills -based games  

ÁBrain trainers and cognitive fitness games  

ÁLanguage learning games  

ÁLocation - based learning games 
emerged in 2009  

ÁMobile augmented reality games 
emerged in 2010  

Ambient Insightôs 2011 Learning Technology Research Taxonomy  

http://www.ambientinsight.com/Resources/Documents/AmbientInsight_Learning_Technology_Taxonomy.pdf
http://www.ambientinsight.com/Resources/Documents/AmbientInsight_Learning_Technology_Taxonomy.pdf
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Location Comes to Mobile Edugames  

City Secrets by La Mosca  for Paris, 
Barcelona and Amsterdam, priced at 
ú1.59  

ÁñIn Amsterdam, you help a retired 
police officer solve an old murder 
case.  

ÁIn Barcelona, the quest will lead you 
to the lost sketchbook of Gaudi.  

ÁAnd in Paris, an old picture book 
takes you to Napoleonôs hidden 
treasures .ò 



Ambient Insight 2011  

Augmented Reality Enables ñPlace-based Learningò and 
ñTime-based Learningò 

bigBigBang - Historic Market St. uses archival film 

footage from 1906 (before the earthquake and fire 

that same year.) 

 

ñThe street is filled with people milling about, 

children running, chaotic horse-drawn buggy traffic 

jams and these radical new inventions terrorizing 

the streets ï automobiles! As you walk down 

Market Street, different segments of the video 

begin playing, unveiling the early days of the 

centuries-old street right before your eyes.ò Museum of London - StreetMuseum 
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Location - based Learning or Mobile Augmented Reality 
Learning?  

Ogmento ï Put and Spell 

Metaio Mobile World 

Congress 2011 AR 

performance support 

demo 

Ogmento ï Sketch AR 
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Location - based Learning or Mobile Augmented Reality 
Learning?  

The Asian Civilizations Museum in Singapore ï Terracotta Warriors 

TravelBrains Gettysburg AR Tour 

The Museum of Modern Art AR Exhibitions 
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Mobile Edugame  Market 
Inhibitors  
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Inhibitors (and Opportunities) in the US Game - based 
Learning Market  

ÁSo-called " freemium " is now becoming the 
prevalent business model for mobile applications 
with alternative methods used to generate revenue . 

ÁAlternate revenue generating methods include:  

Á I n-app purchases  

ÁSubscription services  

ÁMicropayments for virtual items  

ÁUpgrades to premium content  

ÁBe careful about ñover-hobblingò free versions 

ÁñFindability òïDiscovery a big problem in the stores  
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Mobile Edugames  Trends  
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ñThe 2010 Content Trenchò ï Percent of Total Paid Mobile 
Learning Applications in Content Catalogs by Target Demographic  
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