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(Average Retention Rates)
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<2017-2022 Worldwide Five-year Growth Rates for Eight learning Technology Product Types>
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2017-20224
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Consumer 16.3%
Preschool 30.7%
Primary Education 241%
Secondary Education 23.5%
Teritary Education 26.5%
Federal Government Agencies 21.8%
State & Local Government Agencies 16.0%
Corporate 35.7%

<2017-2022 Comparison of Global Buyer Growth Rates>
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gamelearn
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Game-based learning platform for
corporate training
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over the learning simulators that more than 1,C

companies worldwide are already using

Get a free demo
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gomeleorn Home  CorporsteTraining  Clients  Resources  Aboutus

ADA:
Serious Game for internal
communication

The tool that makes any onboarding
process an att fun and
engaging experiel all students.

More info

Merchants;
Serious Game on Negotiation

negotiations.

More info

Pacific: 2100:
Serious Game on Leadership Serious Game on Customer
Service

stomer-service
your own
customizable
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Number of days relative to t,

Pokemon Go Users

= AppA  —— AppD 7 (w. 1+ exp. queries)
— AppB - -~ Control Users Pokemon Go Users
App C “ %" (w. 10+ exp. queries)

B HE &2 31,793 B9 AEAE (J&CZ f0j2fE HA HO|HLf Z4 AX F2| 25 ZEISI0 Pokémon GoZt LA &0 0/x/= F&<= A1)
- Stanford University, Microsoft ResearchEl, 2016. 12, 122/% -
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