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Industrial Ecology of Digital Home
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Annual work in 2007

� Issue group formation proposal (Feb/2007)
� Annual working plan draft ( Mar.~Apr./2007)
� Confirmation of Issue group formation (May/2007)

� Confirming DH IG proposal
� Member Recruitment

� Issues investigation and discussion (May.~Aug./2007)
� Convene DH Workshop on 9th of July

� Draw up draft reflection papers by collecting findings, 
opinions, and consensus from domestic workshop and IG 
meeting (~Oct/2007)

� Bring forward reflection papers to GBDe members 
(Nov/2007)
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Global Dialogue on Digital Home IG

� Digital Home Workshop held on July 9th

� 13 Distinguished Speakers
� 74 Participants in DH Related Fields

� Digital Home IG Questionnaire Survey in 
September
� Conducted among GBDe Members and Speakers 

of DH workshop
� Respondents: NEC, CHT, NTT Data x 4, NRI 

Taipei, Intel, TEPCO, Texas Instruments



1. Survey Results
-- Trend of Digital Home Service Scope
-- Business Model
-- Considerations in Different Parties
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Trend of Digital Home Service Scope
� The most popular and well-known digital home service is 

entertainment, with high speed surfing close behind in second place. 
� Entertainment is recognized as being first priority of digital home 

service deployment. 
� Entertainment is most suitable for cross-border application. 
� Entertainment will drive the consumers to buy digital home solution.

Service
Categories

Cross-Border
Feature

Deployment
Priority

Consumer
Liking

Hom e Monitor/Control

Hom e Banking

Hom e Healthcare

High Speed Surfing

High speed Downloading

Video comm unication

Entertainm ent

Education
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Business Model

� Content providers should offer and operate digital 
home services, access providers in the next place.

� Service providers should cover installation, 
training and maintenance of the digital home 
solution.

� The best way to offer the digital home service is 
by bundling with device(s).

� Pay-by-month or pay-by-use is the best pricing 
structure for service content, and one upfront 
payment is most suitable for device/equipment.

� New construction is the best entry point for digital 
home market.
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Considerations in different parties

Consumers Device Makers Service Providers

Price

Ins tallation

Ease Of Use

Security

Maintenance

Extendibility

Interoperability

Regulation

others

� The two major considerations for consumers are Ease-Of-Use
and Price. 

� The two major considerations for service providers are 
Maintenance and Price.

� The major consideration for device makers is Price, followed in 
order by Installation, Ease-Of-Use, Security, and Maintenance



2. Consumer Insights of Digital Home
-- Japan Market
-- Taiwan Market
-- China Market
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Japan Market
� A new internet VOD service, called “acTVila”, aims to attract non PC 

users to entertainment and other appealing features of the Internet.
� The next stage of digital home after digital AV ente rtainment consists 

of two aspects: elaborate service integration of intern et and home 
networks, and well built-in controllability of home d evices and 
appliances. 

� Rapid growth of broadband access subscribers in Japan m ay 
increase digital home users in the very near future.
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Taiwan Market – (1/2)

Source: Understanding Taiwanese Perception of Digital Home,  CHT+Intel Collaborative Research

� The awareness of digital home overall is high, both in Taipei and Kaohsiung.
� The appeal of the digital home concept is significantly higher among those 

living in attended apartments, among those with higher incomes, and 
among the younger generation. 

� Less than half of the surveyed consumers consider digital home suitable for 
their home in the next 12 months, particularly in Kaohsiung and in families 
with children over 18.
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Taiwan Market – (2/2)
� Remote control/monitor and easy home management are the 

primary reasons consumers consider digital home as suitable 
for their own home.

Source: Understanding Taiwanese Perception of Digital Home,  CHT+Intel Collaborative Research
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China Market
� IDC’s country-wide survey in China revealed that over 60% of 

respondents think they will have a digital home within the next three 
years .

� The demand for entertainment systems is the strongest, followed by 
communication-for-work systems.



3. On Service Products
-- CHT
-- Japanese Companies *
-- Intel
-- Microsoft

*: Toshiba, Matsushita, Sharp, Aiphone, Zojirushi,Omron
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Home Monitor/Control Service -- CHT

� The home monitor/control service can ensure home security and comfort 
with its capability to continuously monitor and control security sensors/ 
switches, cameras and home appliances; detect fires and alert owners to 
emergency situations; notify homeowners of gas leaks; and schedule 
appliance usage, temperature settings, and other features to improve home 
intelligence.

System Architecture of the Home Monitor/Control Ser vice 
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MOD -- CHT

� CHT has provided MOD service over broadband IP 
Networks since March, 2004.

� The number of subscribers to MOD service currently 
exceeds 380,000.

Service Architecture of MOD Service 
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Home Amenity Solutions in Japan

� Digital Apartments (Toshiba Buildings)
� Control digital appliances Feminity, such as washing machine, air 

conditioning and refrigerator, in Toshiba’s digital apartments

� LIFE NET (Matsushita)
� Control digital appliances with mobile phones

Housing

� Mobile TV Intercom (Aiphone)
� Enables users to answer the door and verify the identity of visitors with 

mobile phones

� Internet Stove (SHARP)
� Users can easily prepare certain cuisine by downloading recipe onto 

digital stoves

� Cleaning Robots (Matsushita)
� Equipped with infrared and Jairo sensors, cleaning robots are able to 

avoid obstacles and furniture

Examples of Services

Security

Field

Source: NRI
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Home Amenity Solutions in Japan

� Net Pedometer (Omron)
� Health Management System can analyze data collected from pedometer 

and look for professional advice

� Medi-Restroom (Matsushita)
� Detects and collects biometric data, such as weight, body fat and protein, 

while users are in restroom

� The system can send the data to medical institutions and look for 
professional advice

Health

� Medicare Hot Line (Zojirushi)
� Family members living apart can instantly check how elders are using 

stoves (with built-in wireless connection) from PC or mobile phones

� Medicare Net (Matsushita)
� Detects elders’ movements with built-in infrared sensors and sends 

quick messages to registered mobile phones

Medicare

Examples of ServicesField

������ ������ ������ ������

Source: NRI
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Intel
� Intel defines the digital home as one in which broadband 

and wireless networking make digital devices easier to use 
and enable the sharing of personal content and exchange 
of communications—inside and outside the home.
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Microsoft
� To better reflect the broader set of new connected 

entertainment experiences made possible today 
and the types of experiences anticipated in the 
future, Microsoft has recently renamed its IPTV 
platform “Microsoft Mediaroom”. It has the following 
features:
� Personal media sharing
� Multimedia application environment
� Enhanced MultiView capabilities



4. Summary
-- Issues 
-- Proposed Promotion Framework
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Issues Involved in Digital Home Services

Device

Regulation

Service

Network

Users
� Pricing
� Security
� Service Quality
� Ease-Of-Use
� Customer Care

� User Requirement
� Business model
� Storage and Backup
� Service Scenario
� Customer Service
� Configuration
� Installation
� Maintenance
� Security
� Payment

� Security
� IP Addressing
� Quality-Of-Service
� Home Networking
� Network Convergence
� Control Software
� Bandwidth requirement

� Interoperability
� Extendibility
� Inter-Connectability
� Installation
� Ease-Of-Use
� Maintenance

� Privacy
� Security
� Technician 

Licensure
� Operation 

Licensure
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Proposed Promotion Framework

Digital Digital 
HomeHome

IT/CT 
Industries

IT/CT 
Industries

GovernmentGovernment
Service

Providers
Service

Providers

Network
Operators
Network

Operators
Home 

Builders
Home 

Builders

• Establish national R&D 
programs 

• Create a legal and 
regulatory 
environment

• Establish mutual 
recognition of 
certificated skill and 
devices 

• Set global strategies

• Build up network 
infrastructures

• Provide home 
networking 
set up service

• Provide integration 
service

• Bring about inter-connectability of digital applianc es
• Develop platform management technology
• Develop configuration technologies
• Establish business models.
• Provide customer service

• Establish a common platform
• Develop pioneer products/services
• Provide total solution
• Commercialize new technologies

• Provide solid 
infrastructure for digital 
home service

• Integrate digital home 
automation into a whole 
new “e-Home”
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Summary
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� Make cohesive cross platform offerings that extend successful 
products to all screens/devices

� Appeal to consumers’ pragmatic streak through:
� bundled pricing � service and device interoperability
� emphasize value of integrated services
� different pricing models 

� Don’t offer radical changes, but embrace existing social patterns 
and practices

� Being together is important
� Interfaces can make or break your service

� Service offerings and capabilities should be simple to understand, 
even if the technical side of solutions are quite complicated

Source: Understanding Taiwanese Perception of Digital Home,  CHT+Intel Collaborative Research



5. Future Works
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DH Entertainment is one-of-first step!
� The most popular and well-known digital home service is 

entertainment, with high speed surfing close behind in second place. 
� Entertainment is recognized as being first priority of digital home 

service deployment. 
� Entertainment is most suitable for cross-border application. 
� Entertainment will drive the consumers to buy digital home solution.

Service
Categories

Cross-Border
Feature

Deployment
Priority

Consumer
Liking

Hom e Monitor/Control

Hom e Banking

Hom e Healthcare

High Speed Surfing

High speed Downloading

Video comm unication

Entertainm ent

Education

Since entertainment is considered to be 
first priority and will drive the consumers to 
buy digital home solution, we will pay more 
attentions on its related study next year.
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Topics to study on DH Entertainment

Device

Regulation

Service

Network

Users
� Pricing
� Security
� Service Quality
� Ease of Use
� Customer Care

� User Requirement
� Business model
� Service Scenario
� Customer Service
� Content protection
� Configuration
� Maintenance

� Quality-of-Service 

� IP Addressing
� Home Networking
� Security
� Network Convergence
� Bandwidth requirement
� Protection on content sharing

� Interoperability
� Ease of Use
� Maintenance

� Privacy
� Security
� Content

protection
� Operation 

Licensure
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Future Works
� Privacy and Security

� How to prevent unauthorized parties from prying into individual 
private life

� How to translate “fear and doubt” into demand for services
� Licensure

� Who will operate the service and install specific devices? Do they 
need specific technician licensure?

� Regulation
� Operation licensure (especially for Entertainment)

� Facilitate digital convergence among various industries
� Digital content protection/Copyright management

� Copyright and Online Content Protection Act

� Service Scenario
� Consumer behavior

� TV, PC, and handheld devices
� Business model



Thanks for your attention


