LEARNING APPS: bC

APPETITE FOR INSTRUCTION GROWTH=

Apps have transformed our lives. We now spend our time sending snaps, timing laps and checking
maps. Life has become a series of endless taps - 2,617 per day, in fact.

The stats and information paint a picture that can’t be overlooked. The truth is, we're hooked. When
it comes to learning, your learners are yearning to ditch the books and open up an app. And that’s
that.

So here it is, our case for app-based learning.

Our story starts in 2008:

2018: Number of
apps hits 3.6 million.

Available apps

2008: Apple released
the App Store with
500 apps.

2014: Total number
of apps hits 1 million.

Years

There are 7.7 billion people in the world.

And over 5 billion of them use
a mobile phone.

The total app market is worth S461 billion each year.
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And our app usage has grown with the market. We're obsessed with apps.

We now spend more than one day each week on our phones.

Comparison of weekly activities:

. . . D 3.1 hours on the loo

6 hours socialising

. . . . . . .:] 6.7 hours eating

9 hours driving

...........D 11.1 hours on fitness

24.5 hours on phones

80% of all time spent on a phone is Z And the average person checks their
spent using apps, not the internet. l phone every 12 minutes.
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0 of millennials open their + times per day.
0 favourite app...

People love using their phones.

85% of people prefer an app to a website.
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Research shows that people think apps are more convenient, faster and easier to use.

In fact, the duration of the average
smartphone session is just

5 minutes 36 seconds. : People love to use learning apps.
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8.5% of all app 29% of app users use
' downloads are educational. educational apps.

There are over 500,000 educational apps worldwide.
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Education Entertainment Travel Food

Learners bring their love of mobile learning apps into the workplace.
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64% of learners find X 71% of millennials say X 46% of learners use
accessing their training : they connect more with : mobile learning before
content from a mobile : mobile learning than L&D : they go to sleep at night.

device essential. X activities delivered via

' desktop or formal

methods.

Learners using our app, The Knowledge Arcade, devour content in a way never seen before.
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They completed 30% ; And made 20% ; And logged in an

more training. Z more money. Z average of 84 times
: : per month.

37 MINS Daily time 3 MINS

spenton

popular apps
compared to

The
Knowledge
Arcade.
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OUR TROPHY CABINET

50+ industry awards since 2013, including...
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