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The global EdTech market currently stands at USD 85 bn and is expected to reach USD 181 bn by 2025 at a CAGR of 
16.3%

Technological Evolution in the Education Sector

• EdTech has been around for two decades, but it gained 

prominence worldwide during the COVID-19 pandemic. 

Educational institutions were forced to adopt digital 

solutions to ensure learning continuity. 

• While the pandemic helped understand the immense 

potential of digital learning, it also revealed how 

unprepared traditional education systems were. 

• As EdTech user base continues to expand, the short-term 

demand peak will translate into increased digital adoption 

after the lockdowns are lifted.

– Technology spend on the global education market is 

forecast to post a CAGR of 16.3% during 2019–2025 

and is expected to reach USD 404 bn by 2025

– In 2020, the global EdTech VC funding in 2020 stood 

tall at USD 16.1 bn – more than twice of that in 2019 

and the previous record of USD 8.2 bn in 2018. VC 

funding in the sector is expected to reach USD 87.1 bn 

by 2030

Global EdTech Expenditure During 2019–2025 (USD billion)

The global EdTech and digital expenditure stood at only 2% of the total education market expenditure in 2020. It is 
expected to reach 5.2% of the USD 7.3 trillion education market in 2025
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Global EdTech VC Funding During 2010–2020 (USD billion)

The global VC funding in EdTech is concentrated in Asia (~65% of total). VC funding for 2020 was a record high with more 
than twice the 2019 levels.
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Sources: HolonIQ- Link 1, Link 2, Link 3, Link 4; MarketandMarkets

Post-Covid 16.3% CAGR

Pre-Covid 13.1% CAGR

https://www.holoniq.com/notes/global-education-technology-market-to-reach-404b-by-2025/
https://www.holoniq.com/topics/ar/global-education-technology-market-reach-341b-2025/
https://www.holoniq.com/notes/16.1b-of-global-edtech-venture-capital-in-2020/
https://www.holoniq.com/topics/ar/global-education-technology-market-reach-341b-2025/
https://www.marketsandmarkets.com/Market-Reports/educational-technology-ed-tech-market-1066.html#:~:text=The%20major%20factors%20driving%20the,to%20keep%20running%20education%20system
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What is enabling the EdTech market to increase digital expenditures and attract VC funding?

Market Drivers: Infrastructure and Affordability 

DRIVERS

Analysis of COVID-19 ImpactMarket Influencers

EdTech spend on AR, VR, robotics, and blockchain is expected to reach USD 22.7 bn in 2025, up from 

USD 4 bn in 2018, at a CAGR of 28%. 

Increase in demand for industry-relevant training

• Globally, the population of post-secondary graduates is expected to grow 
by an additional 350 million people and nearly 800 million new K-12 

graduates by 2030

Access to quality education 

• EdTech platforms have made learning more student-centric and 
engaging. Learning apps, video tutorials, and peer-to-peer online 

discussions have bolstered critical thinking and problem-solving skills

Low-cost substitute for traditional learning

• Online courses prove a more affordable option than traditional ones and 
there are no commuting costs, sometimes required course materials, such 

as textbooks, are available online at no cost.

High internet penetration and internet-enabled devices

• Penetration rates have increased from 43% in 2015 to 63.2% in 2020

• Globally, smartphone users have grown from 1.86 bn in 2015 to 3.2 bn in 

2019, at 14.52% CAGR

Sources: ICDE, Interntworldstats (2020), Statista , Cable.co.uk, HolonIQ, GWI – Coronavirus Research: March 2020, Online Education in India: 2021, Press Articles : Link 1, Link 2

Globally, the COVID-19 outbreak affected more than 91% or 

~1.6 bn students. The only way to give quick access to 
education was via online EdTech services. Governments, 

NGOs, and public-private organizations all took initiatives to 
offer e-learning and meet this urgent need. This led to a 

significant increase in demand for e-learning technologies, 
resulting in a spike in the market, starting from 2020 and to 

date.

The pandemic revealed weaknesses in higher education 

business models, particularly in colleges and universities that 
were highly dependent on global students and had not 

created an effective online strategy. Corporates also began 
tying up with e-learning players to offer training in industry-

relevant courses to their employees. EdTech companies also 
launched courses by creating content in collaboration with 

these organizations.

EdTech players are witnessing increased interest of users in 

online courses and an uptick in enrolment numbers. This is 
because of people’s increasing interest in taking up online 

courses either to make use of extra time or become upskilled 
or reskilled.

https://www.icde.org/knowledge-hub/internet-world-stats-last-estimations-on-internet-users
https://www.internetworldstats.com/stats.htm
https://www.statista.com/statistics/330695/number-of-smartphone-users-worldwide/
https://www.cable.co.uk/mobiles/worldwide-data-pricing/
https://www.holoniq.com/notes/16.1b-of-global-edtech-venture-capital-in-2020/
https://www.globalwebindex.com/hubfs/1.%20Coronavirus%20Research%20PDFs/GWI%20coronavirus%20findings%20March%202020%20-%20Multi-Market%20data%20(Release%203).pdf
https://assets.kpmg/content/dam/kpmg/in/pdf/2017/05/Online-Education-in-India-2021.pdf
https://www.deccanchronicle.com/technology/in-other-news/080419/edtech-platforms-paving-the-way-for-quality-education-in-india.html
https://edtechnology.co.uk/international/covid-accelerated-edtech-boom-boosted-by-global-government-initiatives/
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Out of top 10 emerging Unicorns* in the technology education sector, 6 are from North America

Mediators: Content Generators, Curators, and Interface Providers

Company Country Services
Valuation (USD bn)

As of Jul 05, 2021

Funding from 

Jan ’20 to Jun ’21 (USD bn)

BYJU’s Tutoring, K-12, Competitive Examinations, Coding 16.50 1.58

Yuanfudao  
Tutoring, Zebra AI Course, Xiaoyuankousuan, Yuantiku, 

Yuanfudao App, Yuanfudao and Xiaoyuansouti Xiaoyuan
15.50 3.50

Zuoyebang Tutoring, K-12, Schoolwork, Efficient Learning 10.00 2.35

VIPKid Language Learning (English) 4.50 Not Disclosed

Articulate
Corporate Learning, Application Production for Online 

Training
3.75 1.50

Udemy Online Post Secondary / Skills, Online Courses 3.30 0.13

ApplyBoard International Recruitment 3.20 0.42

Masterclass
Upskilling under Various Categories (Cooking, Sports, 

Writing, etc.)
2.75 0.32

Age of 

Learning
Early-age Learning, Pre-K 3.00 0.35

Duolingo Language Learning (English) 2.40 0.04

Sources: HolonIQ, Crunchbase, Company Websites; Unicorn*: A privately held startup company valued at over USD 1 bil l ion

https://www.holoniq.com/edtech-unicorns/
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Which elements of the ecosystem act as the backbone of the market?

Enablers: Corporates, Affiliates, ISPs, OEMs, and Software Developers

• June 2020: Capgemini partnered w ith Coursera to add 4,000 courses (business, technology, data science, and 

personal development) into its internal digital learning hub, NEXT. The courses are taught by the w orld’s top university 

and industry educators

• July 2020: Google partnered w ith Coursera to offer 3 new  online certif icate programs in data analytics, project 

management and user experience design. Certif icates w ill be considered as the equivalent of a 4-year college degree

• July 2021: Careerera partnered w ith EdX to offer accredited certif icates from Ivy League universities

• July 2021: Top universities such as Deakin Business School (Australia), Duke CE (US), Michigan State University 

(US), and Liverpool Business School (UK) offer 100+ courses in collaboration w ith UpGrad

• November 2020: AT&T started offering discounted, unlimited w ireless data plans and content f iltering services to 

more than 135,000 public and private K-12 schools, colleges, and universities

• September 2020: T-Mobile launched Project 10 Million, a historic $10.7 bn initiative, to close the homew ork gap and 

connect students for free

• April 2021: Samsung launched the Back-to-School campaign in India, under w hich it offered exciting discounts to 

students on Galaxy tablets

• June 2021: Lenovo w as selected to deliver 2 million tablets, along w ith services, to help upgrade Japan’s educational 

system

• July 2020: Lenovo has committed more than $15 million around the w orld to support communities, in response to 

COVID-19, and has donated more than 2,100 tablets, phones, and computers to students, hospitals, and NGOs

• April 2020: Kano, in partnership w ith Microsoft, has released the Kano PC, a cheap, pow erful, and repairable 

Window s laptop aimed at the education market

• June 2021: TalentSprint and IIT Hyderabad, India, partner to build visual design and user experience expertise 

among professionals

• December 2020: The Creative Media Industries Institute (CMII) at Georgia State University partnered w ith softw are 

developer Reallusion to establish real-time animation and motion-capture lab softw are for students and studios

• July 2021: Articulate raised $2.5 bn in series A round, led by General Atlantic w ith participation from Blackstone 

Grow th and Iconiq Grow th

• October 2020: Yuanfudao raised $2.2 bn in G1 and G2 rounds. Tencent led the G1 funding round and DST Global 

led the G2 funding round

Significant Activities Players in this Space

Corporates

Internet Service 

Providers (ISPs)

OEM – Tablets

OEM – PCs / 

Laptops

Software 

Developers

Investors / VCs

Affiliates 

Sources: Education For All in the Time of COVID-19: How EdTech can be Part of the Solution; Press Search: Link 1, Link 2, Link 3, Link 4, Link 5; Company Websites 

https://www.gsma.com/mobilefordevelopment/wp-content/uploads/2020/09/EdTech-Final-WEB.pdf
https://press.hp.com/us/en/press-releases/2020/hp-inc-launches-digital-learning-partnerships-to-support-students-and-schools-impacted-by-covid-19.html
https://news.lenovo.com/lenovo-supports-communities-battling-covid-19-across-latin-america/
https://www.vccircle.com/edtech-firm-upgrad-sets-aside-250-mn-for-shopping/
https://www.businesswire.com/news/home/20191210005389/en/Leading-Companies-North-America-Partner-Coursera-Execute
https://news.crunchbase.com/news/beijings-yuanfudao-raises-2-2b/
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Gamification is being used to make serious 
subjects such as math interesting and easy to 
understand. It encourages participation, 
engagement, and collaboration, as well as 
improves context-based comprehension through 
adaptive and personalized learning.

December 2020: EdTech start-up LEAD School 
acquired QuizNext, an AI-based gamified 
practice app

July 2020: Nazara purchased a majority stake in 
gamified EdTech venture – Kiddopia. With this 
move to acquire Kiddopia, Nazara strengthened 
their position in the kid’s edutainment vertical.

Gamification

AI helps online learning companies offer profile-
based customized course suggestions to 
learners. They allow learners to make better 
choices when it comes to the type of course, its 
contents, and the duration.

Machine learning is helping online learning 
platforms provide detailed feedback to users, 
depending on past performance, usage pattern, 
and total time spent. 

April 2020: Coursera launched AI tool 
CourseMatch to match classes in schools’ on-
campus course catalogs with its catalog.

AI & ML

When learners interact with EdTech platforms, 
they tend to create digital footprints. These are 
collected by systems to record performance.

The data is then used to map user profiles, 
depending on their usage and professional 
background, which drives purchasing behavior 
among them

For example, Byju’s content creation process is 
based data analytics as a lot of data and insights 
are generated in house. If a sizable section of 
students commits errors in a specific concept, 
Byju's goes back and makes the videos easier 
to understand, provides additional content, and 
makes the questions simpler to enable the 
system to develop a smoother learning curve.

Big Data Analytics

Virtual labs help online platforms to add modules 
that involve higher practical, or laboratory 
courses compared with theory-based courses.

Facial recognition systems are also being used 
to authenticate learners and ensure reliability.

June 2021: Ryerson and Nextech received a 
joint grant of up to $ 150,000 from 
eCampusOntario, a provincial program in 
Canada. The grant was given for the creation 
and delivery of AR learning experiences within 
post-secondary education institutions. Its focus 
is to drive student engagement, adoption of 
technology through ease of use and accessibility 
while measuring impact of experiential learning 
through AR

AR & VR

Which technologies are transforming the current education landscape?

Innovation: Emerging Technologies Facilitate EdTech Growth

Sources: Press Articles- Link 1, Link 2, Link 3, Link 4, Link 5, Link 6, Link 7, Link 8 ; Company Websites

https://www.businessbecause.com/news/online-mba/3726/edtech-explores-big-data-to-boost-online-learning
https://cio.economictimes.indiatimes.com/news/big-data/how-data-analytics-is-powering-the-ed-tech-industry/82398799
https://builtin.com/big-data/big-data-in-education
https://www.entrepreneur.com/article/334000
https://www.toptal.com/finance/market-research-analysts/edtech-trends-2020
https://www.analyticsinsight.net/ai-and-ml-to-further-revamp-the-ed-tech-sector-heres-how/
https://theappsolutions.com/blog/development/artificial-intelligence-in-education/
https://www.highereducationdigest.com/role-of-ar-and-vr-in-transforming-the-emerging-education-technology-sector/
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What are the factors responsible for the slow adoption of technology in EdTech?

Challenges: Roadblocks to Technological Education 

• Almost 3.7 bn people or about half of the world’s population lack basic digital access and are offline. In the US, 3 in 10 people, or nearly 27%, 
lack internet access and ~40% of schools and 60% of healthcare facilities outside metropolitan areas lack broadband access.

• After the first lockdown, the major factors that promoted a digital divide were low literacy and income levels, geographical restrictions, lack of 
motivation to use technology, lack of physical access to technology, and digital illiteracy

• As per 90% of EdTech representatives, regulatory complexities are some of the barriers to EdTech expansion. IP rights; restrictions or 
requirements in forming partnerships; and data privacy and security are some of the major challenges

• In the EU, Education Data Digital Sovereignty or EDDS convened a panel of experts to discuss the role of the EU’s imminent Digital 
Services Act legislation in regulating EdTech

• In the US, EdTech services are required to review the Family Educational Rights and Privacy Act (FERPA) and the Protection of Pupil 
Rights Amendment (PPRA) — laws administered by the U.S. Department of Education’s Student Privacy Policy Office (SPPO) 

• The qualitative aspect of interaction and socialization offered by offline education models is a contrast to EdTech. If a student 
is directed to a static web page containing a teacher’s lecture notes, learning may be less effective, unless other teaching 
methods are used to supplement it

• Online courses often lack interactivity, personalization, collaboration, and instant feedback. This hinders user engagement and 
increases the chances of switching course providers.

• Online channels are unable to replicate various aspects of offline channels such as peer interaction, group learning, feedback, 
and soft skill development.

• Infrastructure, needs such as digital devices, internet infrastructure, and power supply, play a major role in EdTech 
adoption. Another compelling factor is the ROI for the ISPs – the cost incurred in laying down internet cables and 
fibers is not recovered (at times) in remote areas, leading to high-cost plans

• Problems with hardware and connectivity in schools throughout the country prevent EdTech from reaching the 
children that need it the most. The EdTech policy has not led to universalization of infrastructure, while the market is 
unviable for private players

Digital 

Divide

Regulations

Traditional 

Interaction

Infrastructure

Sources: ITU, PewTrusts, Press Articles: Link 1, Link 2, Link 3

https://www.itu.int/en/ITU-D/Statistics/Documents/facts/FactsFigures2020.pdf
https://www.pewtrusts.org/en/trust/archive/summer-2019/americas-digital-divide
https://www.financialexpress.com/brandwagon/writers-alley/why-edtech-platforms-might-see-a-rise-in-legal-responsibilities-in-the-future/2097161/
https://ecelliitd.wordpress.com/2020/06/14/indian-public-edtech-infrastructure/+&cd=18&hl=en&ct=clnk&gl=in
https://edtechreview.in/trends-insights/3915-global-trends-key-problems-in-virtual-schooling


8

How will EdTech change the dynamics of the education sector?

The Way Forward

New learning models emerging: Students are being given more control of their learning. Education is becoming more engaging and beneficial as instruction is more in tune 
with the needs or preferences of students. Students want lessons to be more personalized and are thus participating in creating / reaching their learning goals. The future of 
education will be portable, and this gives the teacher more time to focus on personalization or participatory (student-centered) learning. Benefit to the students include adaptive 
assessments, improved knowledge retention and detailed proficiency analysis. Alternative models include synchronous fully immersive learning (face-to-face, real time, 
enabled with video technology), and asynchronous technology-assisted learning (on demand, stored content) that are enabled by digital learning & communication providers

Emergence of 3Ps 

– portability, 

participation, and 

personalized

Significant Capital Flows to the Sector: Significant capital flowing from many sources, including venture capital firms and private equity firms. The sector is backed by 
investors such as Learn Capital (invested in 22 EdTech firms), followed by Owl Ventures (19), and Rethink Education (18). This indicates that the sector holds huge 
opportunities. Consolidation could increase over the next few years, especially as companies try to expand the breadth of services offered to and through universities

Early Stages of Technology Adoption: The education industry has been slow to adopt technology solutions, but it appears to have hit an inflection point over the past few 
years. Digital spend is growing rapidly (5.2% of the total spend by 2025), with many estimating that spend will increase in the mid- to high teens annually over the next two 
years. AR and VR will become more mainstream – interactive learning platforms empower and enable both students and teachers

Increased 

investment and 

technology 

advancements

EdTech will play a major role in designing a modular approach in higher education – revised curriculum structure with focus on more practical learning and skill training. 
Regulating the online courses offered by universities across the globe in order to have structured curriculum, will be important to see in the long run. As an example, the London 
Interdisciplinary School is an entirely new university with the aim of giving students the opportunity to learn about non-conventional subjects (e.g., climate change).

As the EdTech architecture is backed by AI, the questions of AI bias and its training, emerging privacy concerns, and sanctity of data principles can be addressed in a more 
comprehensive manner. The Information Technology Act and the GDPR are some of the regulations that address privacy and securi ty concerns.

Need for ethics 

policy in EdTech

Alongside established corporate companies, the most profitable EdTech businesses will most likely emerge from new markets such as China and India. These new players will 
be accompanied by innovative portfolios of start-up companies (financed by powerful VC interests). Based on the HolonIQ Global Learning Landscape, VC funding by product 
suggests that language learning, after school and tutoring remain key investment areas for EdTech startups. 

Solutions from EdTech providers are helping alleviate some of the highly complex issues – helping universities expand revenue-generating opportunities, addressing the 
existing skills gap and projected talent shortage in the workforce, improving graduation rates, etc. In the developed countries, EdTech players provide access to affordable 
online learning. E.g., BYJU’s offers low-cost courses to students in international developed markets – the US, Europe, etc.

Education pain 

points creating 

opportunities

Some trends and their implications are noted as under

Near-term outlook based on emerging 

trends, evidences, and implications

Our analysis suggests high EdTech growth over the next two years and a strong appetite for hybrid learning, 

supported by new-age technologies such as AR/VR and AI, in Asia, Europe, and the US 

Sources: The Future of EdTech;  Rest of World, Press Articles, Industry Reports: Link 1, Link 2,

https://medium.com/voiceedu/the-future-of-edtech-a-panoramic-look-at-10-ps-8001fcd1c487
https://restofworld.org/2021/inside-asias-exploding-edtech-industry/
https://www.livemint.com/education/news/ar-vr-to-transform-edtech-11603674770895.html
https://www.withpr.co.uk/with-intelligence/from-personalisation-and-ai-to-gdpr-how-is-edtech-coping-with-innovation-and-regulation/
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Thank You for Your Interest in the EdTech Report 

For GTM strategy, solution portfolio, or customized research reports for the education 
sector / EdTech, write to us at ps@evalueserve.com

mailto:ps@evalueserve.com
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