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The EdTech industry broadly encompasses the PreK-12, higher education (or post-secondary), corporate, government, and adult (or lifelong) learning end-user segments. The PreK-12 and higher education sectors were early adopters of EdTech, while corporates have come along more recently. Technologies and trends such as micro-learning, personalization, competency-based learning, gamification, and adaptive learning began in the education sectors before being adapted for the corporate audience.
Reliance on EdTech for enterprise-level workforce training is increasing, as organizations seek to onboard new employees, retain and motivate staff, and bridge skill gaps with limited learning and development (L&D) resources. Many specialized jobs also require continuing education and accreditation, which can be supported by EdTech tools and services.
The modern workforce’s drive to learn new skills and take on new challenges has also influenced the adoption of EdTech, with e-learning now representing 21%–40% of the median organization’s learning portfolio in contrast with 1%–20% seven years ago.



Mandatory and compliance training and new employee orientation courses lead corporate learning content distribution and delivery methods

[image: ]










High smartphone penetration and advancements in key technologies enabled the growth of EdTech in corporate learning 
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Source: Compiled by SPEEDA Edge
[bookmark: _fzczsg22vvb6]Driving Factors
[bookmark: _9hp76ox95qqw]1. Expectations and preferred learning styles of the modern workforce

A major portion of the current US workforce is made up of tech-savvy millennials and digital-native Gen-Z employees, who expect employers to rely on digital channels in the workplace. Millennials are more tech-literate than previous generations, and the Gen-Z generation, which has grown up surrounded by connected technologies, even more so. Therefore, organizations with digitized training platforms are perceived as being in step with their preferences.

[bookmark: _c0u7hgahecjg]Millennials and Gen-Z employees make up nearly half of the US workforce
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Thanks to shorter attention spans and high mobile phone dependency, millennials and Gen-Z employees prefer bite-sized training sessions that can be accessed any time and anywhere. In a survey conducted by Docebo of 2,400 employees in the US and the UK,
· 59% believed happiness at work is impacted by learning and development opportunities and
· 36% (48% of millennials) said they would quit a job due to a lack of learning opportunities.
Source: Docebo's ‘Fake It Til’ You Make It’ Survey 2019
[bookmark: _4y1mnv1083sa]2. Transition to hybrid and distributed teams

Remote working has been on the rise in the US, particularly in industries that involve knowledge work. In 2019, 16% of the US workforce worked remotely at least part of the time. The Covid-19 pandemic accelerated remote work, leading to a shift to hybrid models. According to a McKinsey survey, three years after the pandemic, office attendance has rebounded: 37% go daily, 56% have hybrid arrangements, and 7% work fully remotely. This shift toward remote work has opened up opportunities for EdTech, which allows the delivery of training to distributed teams regardless of geographic location or travel limitations, either in real time or asynchronously.
[bookmark: _7nswwalri0u7]3. EdTech delivers effective and scalable employee development

EdTech yields distinctive advantages over traditional corporate learning methods.
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[bookmark: _a78lvmv6jzm0]1. Face-to-face learning is still preferred

Despite the growing usage of EdTech in corporate learning due to social distance concerns brought on by the Covid-19 pandemic, traditional face-to-face classroom training formats are regaining popularity in terms of average learning hours as normalization sets in. In 2022, the ATD survey found that 89% of organizations use traditional classrooms, 86% use live virtual classrooms, and 75% use self-paced online learning as their primary delivery methods.
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[bookmark: _b5t6jkx9rfii]Traditional live classroom instruction continues to prevail, representing 30% of time spent on corporate training
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[bookmark: _3be3w1upey3]2. Driving and measuring learner engagement and impact remains a challenge

Although using EdTech in corporate learning improves workplace engagement, learner engagement remains a key challenge for L&D professionals, with finding ways of driving engagement remaining a top priority.

Moreover, there is no industry standard for measuring learner engagement, with only 76% of L&D professionals tracking metrics such as course completions, learner satisfaction surveys, minutes learning per month, and repeat visits per month.

L&D professionals also struggle with measuring the impact of online learning, due in part to a lack of industry standards. Consequently, a combination of quantitative and qualitative measures are used, not necessarily specific to online learning such as qualitative feedback from employees and managers, course completions, and number of employees who consistently learn online.
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EdTech promotes greater
participation and engagement in
training leading to deeper
understanding and improved rates
of data absorption and data
retention, leading to improved
productivity and quality of work.
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EdTech allows organizations to
upskill and reskill their workforce
more efficiently in the face of
evolving job roles, increasing
automation of routine tasks, and
dynamic market conditions.

EdTech makes training more
scalable with consistent delivery
regardless of location and time
zone and the size of in-house
training teams.
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EdTech allows organizations to
take a practical approach to
training as opposed to an
academic one, promoting the
immediate application of learning,
and reducing interruptions to
workflow and business continuity.

EdTech usually involves the use of
analytics to track progress of
individual employees or entire
departments.

-
EdTech allows lean L&D teams to
focus more on driving learner

engagement than on building and
curating content.
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Note: Based on a survey conducted by the Association for Talent Development (ATD) of 174 organizations of
various sizes and industries over July-August 2022 using data for fiscal or calendar year 2021.

Source: ATD 2022 State of the Industry Report
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Learning distribution by content area

Mandatory and compliance training
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Note: Based on a survey conducted by the Association for Talent Development (ATD) of 454 organizations of
various sizes and industries using data for fiscal or calendar year 2022.

Source: ATD 2023 State of the Industry Report
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Broadband cellular network technology (e.g. 3G, 4G)

Artificial intelligence (Al) and machine learning technologies

Extended reality (XR) technologies including augmented redlity (AR), virtual reality (VR), and
mixed reality (MR)

Gamification technologies and techniques

Cloud computing technologies

Video streaming technologies

Blockchain technologies

Big data analytics

Applications in corporate learning

Mobile learning - allows anytime-anywhere learning

Adaptive learning - for personalized and curated learning experiences

Continuous and reinforced learning, and round-the-clock training support - Al-based chatbots
help learners navigate courses, answer their questions, and provide point-of-need support

Experiential and simulation-based learning - based on real-life scenarios

Games-based learning - improves learner engagement, encourages retention, and fosters
teamwork

Social learning - taking a course with colleagues allows sharing ideas and asking questions

Live streaming - allows training to be delivered at multiple locations in real time

Embedded learning - allows learning in the flow of work

Digital credentialing - skills, capabilities, and achievements are verifiable and portable
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Note: Based on statistics for employed civilian labor force in 2023
Source: U.S. Bureau of Labor Statistics
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