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About Adobe®          
 
Adobe revolutionizes how the world engages with ideas and information—anytime, 
anywhere and through any medium. Adobe’s broad mobile offerings include authoring, client, 
and service technologies that enable content providers, designers, and developers worldwide 
to easily create and deliver engaging mobile experiences across a broad range of mobile 
phones and consumer electronic devices: 
 
Adobe® Flash® Lite™ is a client runtime engine that delivers web-based Flash content, video, 
and interactive applications across mobile devices, platforms, and operating systems. Flash 
Lite enables consistent content delivery across device types and screens, faster time to market, 
and lower development cost. With Adobe® Creative Suite® 3 software and Adobe® Device 
Central CS3, Adobe provides the most comprehensive toolkit for simpler design, 
development, testing, and publishing of Flash Lite and mobile content.    
 
For more information, visit www.adobe.com/mobile. 
 
To get started with Flash Lite, visit www.adobe.com/go/4it. 
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Appendix: A Mobile Data Glossary 
Term Definition 

 (Terms in bold italics can be found in the glossary.) 
3G Third generation mobile phone technology, the first 

generation being analog voice and the second being digital 
voice with limited data connectivity. There is some 
disagreement about the minimum download speed that a 
3G technology must offer; the term “2.5G” has come into 
use for technologies like EDGE that offer data at rates 
comparable to wireline dialup connections or slightly faster.   

ARPU Average revenue per user. The amount of revenue 
generated by the average user of a mobile service. 
Generally expressed on a monthly basis, ARPU is 
calculated by dividing the total applicable revenue (e.g., 
revenue from voice services, total subscriber revenue, etc.) 
by the average number of subscribers during the period.  

Bluetooth A radio frequency communications technology designed for 
relatively short range communications (up to about 10 
meters) between devices such as computers and 
peripherals, mobile handsets and headsets, etc.  

BREW Binary Runtime Environment for Wireless. An application 
development platform for mobile applications developed by 
Qualcomm; also refers to the certification and distribution 
program that Qualcomm administers for BREW 
applications.  

CDMA Code division multiple access. A digital cellular technology 
that uses the entire frequency band available for each 
communications session at a single base station, keeping 
them separate by assigning each a unique code. CDMA is 
used in Korea, by Verizon and Sprint in the U.S., and by 
some carriers elsewhere in the world. About 13% of mobile 
subscribers worldwide are currently on CDMA networks.   

CDMA EV-DO CDMA Evolution-Data Optimized.  A 3G technology in the 
CDMA family, offering typical download speeds of 300-500 
kbps.  CDMA EV-DO Rev A increases typical download 
speeds to 450-800 kbps, and is sometimes referred to as a 
3.5G technology.  

CDMA2000 
1xRTT 

CDMA Radio Transmission Technology. A 3G technology 
in the CDMA family.  

Direct to 
consumer 

Sometimes abbreviated as D2C. In the mobile context 
generally refers to the sale of content and application 
directly to the consumer, without going through the mobile 
operator’s sales channel. Nokia’s Ovi program is an 
example of D2C marketing. 

EDGE Enhanced Data Rates for GSM Evolution. A data 
communications standard in the GSM family; it is 
sometimes referred to as “2.5G” because its typical 
download speed of 120 kbps is between GPRS and true 
3G technologies like UMTS. 
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Generation In the context of wireless mobile communications, used to 
refer to more or less distinct stages of technology with 
evolving network data speeds. “First generation” refers to 
analog mobile communications. “Second generation” uses 
digital technology, and supports typical data rates of 9.6 or 
14.4 kbps. Enhanced second generation technologies like 
GPRS are sometimes referred to as 2.5G, and support 56-
128 kbps. “Third generation” (3G) supports data speeds of 
144 kbps and higher. 4G is being discussed, with multi 
megabit data rates, but the term tends to be used 
somewhat loosely.  

GPRS General Packet Radio Service. A data communications 
standard in the GSM family; it offers typical download 
speeds of 56 kbps and is considered a 2.5G technology.  

GSM Global system for mobile communications. A digital cellular 
technology that uses time division multiplexing (TDM) to 
assign different time slots to different communications 
sessions at a single base station. About 86% of mobile 
subscribers worldwide are on GSM networks.  

HSDPA High Speed Downlink Packet Access. A data 
communications standard in the GSM family; it is 
sometimes referred to as a 3.5G standard, since it offers 
download speeds of 1 Mbps and higher.  

i-mode A packet-based mobile data service developed by NTT 
DoCoMo, used by other operators around the world.  

Interactive voice 
response 

Sometimes abbreviated IVR. A process in which a user’s 
spoken words and keypad entries are used to conduct a 
mobile transaction.  

Location-based 
information 

Information in which either the mobile user’s location or the 
location of a point of interest or both are critical elements. 
Examples include turn by turn driving directions, restaurant 
and entertainment information keyed to the user’s current 
or projected location, and traffic updates. In some cases 
the mobile users input current location and/or destination 
manually (for example, by entering a zip code); 
alternatively, the handset or application can automatically 
detect the location, typically either through GPS capability 
embedded in the handset or through cellular tower 
triangulation. 

MNO Mobile network operator. A company that owns and 
operates network facilities to provide mobile 
communication services to individual and corporate 
customers (e.g., Vodafone, AT&T, NTT DoCoMo). 
Compare to MVNO.  

Mobisode A short video segment created or re-purposed for delivery 
on a mobile handset.  

MOU Minutes of use. A common measure of the traffic volume 
generated by a mobile user. Generally expressed in 
minutes per user per month.  

MVNO Mobile Virtual Network Operator. A company that provides 
mobile communications services to end users over facilities 
owned by an MNO. MVNOs may own and operate some of 
the network assets required to provide services, or they 
may simply market services and provide customer support. 
Virgin Mobile and Tracfone are examples of MVNOs.  
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NFC Near Field Communication. A very short-range (1-2 inches) 
radio frequency communications technology used most 
frequently in card-reading applications (e.g., transit passes, 
“contactless” credit cards, mobile phone payment systems). 

ODM Original design manufacturer. A company that designs and 
manufactures mobile phones to an operator’s 
specifications, typically for sale under the operator’s brand 
name. Flextronics and HTC are examples of handset 
ODMs. Compare to OEM.  

OEM Original equipment manufacturers. In the mobile phone 
world, the term is typically applied to firms like Nokia, 
Samsung, Motorola, and Sony Ericsson that design and 
manufacture handsets that are predominantly sold under 
the firm’s brand name, although they may be co-branded 
with a mobile operator. Compare to ODM.  

Off deck See off portal. 
Off portal Refers to any channel of delivering content or applications 

to a mobile user that does not involve the mobile operator.  
On deck See on portal. 
On portal Refers to any channel that relies on the mobile operator to 

deliver content or applications to a mobile user.  
Over the air Delivery of content and applications directly to the mobile 

device using the operator’s mobile network. Compare to 
sideloading.  

Porting Modifying content or an application designed for one 
platform so that it will run and display properly on another.  

Postpaid  A payment system for mobile phone use in which the 
consumer is billed periodically, typically monthly, for mobile 
phone usage incurred during the preceding month. 
Postpaid customers generally are on one- or two-year 
contracts. Compare to prepaid.  

Prepaid A payment system for mobile phone use in which the 
consumer pays in advance for a certain amount of talk time 
and/or data usage. As the initial credit is used, the 
consumer can “top up” the account by making additional 
payments. Prepaid accounts generally do not require a 
contract. Compare to postpaid.  

Premium SMS A way to use SMS communications to generate payment 
by the mobile user. Typically, a premium SMS message will 
carry a special rating code that alerts the mobile operator to 
add the amount of the transaction to the customer’s bill.  

Quick Response QR. A two-dimensional bar code used primarily in Japan. 
Initially used in industrial parts tracking, QR codes can be 
used to disseminate mobile content. A mobile user takes a 
picture of the QR code, in a magazine ad, for example with 
a camera phone. The phone decodes the content and 
initiates the appropriate action.   

Short codes Short phone numbers that, when sent an SMS message by 
a mobile device, cause a pre-programmed response, such 
as recording a vote on a reality TV show or sending users a 
ringtone or other digital content.  

Sideloading The practice of downloading content to one device, such as 
a PC, then transferring it to another device, such as a 
mobile phone.  
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SMS Short message service. A system for sending and receiving 
short text messages on a mobile device. Synonymous with 
“text messaging” or “texting.” 

UMTS Universal Mobile Telecommunications Standard. A 3G data 
communications standard in the GSM family; it offers 
typical download speeds in the range of 220-320 Mbps.  

Walled garden Refers to the practice of a network provider allowing a 
subscriber to access only content and applications offered 
or authorized by the provider.    

WAP Wireless Application Protocol. A set of specifications that 
allow mobile devices to access the Internet.  

 


