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A  new  phenomenon  has  recent l y  emerged .  eLearn ing  has  taken  over  the

t rad i t iona l  educat ion  sy s tem ,  g iv ing  r i se  to  seve ra l  bus iness

oppor tun i t i e s  fo r  peop le .  T rends  such  as  open  content  creat ion ,  peer - to -

peer  prob lem  so l v ing ,  c loud  i n f ra s t ruc tu re ,  and  smar te r  aud ience

ta rget ing  have  enab led  seve ra l  i nd i v idua l s  to  exper ience  success  i n  the

eLearn ing  sec to r  with in  a  shor t  per iod .

Though  the  rap id  growth  i n  dig i t i sa t ion  and  i n te rnet  access  he lped  the

eLearn ing  i ndus t r y  to  a  cer ta in  extent ,  i t  was  the  pandemic  that  took

the  eLearn ing  market  by  s to rm  and  changed  i t s  ent i re  growth  t ra jec to ry .

The  COVID - 19  outbreak  resu l ted  i n  c los ing  most  educat iona l  i n s t i tu t ions ,

which  created  s ign i f i cant  i n te r rupt ions  i n  the  l ea rn ing  and  t ra in ing

act i v i t i e s .  Th i s ,  i n  tu rn ,  sp iked  the  demand  fo r  eLearn ing  pla t fo rms  as  i t

f ac i l i t a ted  remote  l ea rn ing ,  24X7  access ,  and  more  persona l i sed

exper ience ,  thus  ensur ing  that  the  teachers  and  s tudents  did  not  miss

the  t rad i t iona l  c las s room  sy s tem .  

Due  to  the  i nc reased  e f fec t i veness  of  on l ine  tu to r ing ,  even  governments

wor ldwide  are  encourag ing  the  publ i c  to  take  up  eLearn ing .  Th i s  has

made  the  eLearn ing  market  h igh ly  compet i t i ve ,  and  every  count ry  i s

bat t l ing  to  get  i t s  share .

INTRODUCTION



The  g loba l  eLearn ing  market  s i ze  i s  es t imated  to  grow  to  $374 .3  bi l l i on

by  2026  at  a  compound  annua l  growth  ra te  (CAGR )  of  14 .6% .  Th i s

s tagger ing  growth  can  be  main ly  at t r ibuted  to  h igh  ownersh ip  of

smar tphones  and  bet te r  i n te rnet  i n f ra s t ruc tu re .  The  deployment  of  5G

techno logy  wi l l  fu r ther  boos t  the  eLearn ing  sec to r  by  of fe r ing  seamless

d ig i ta l  t ra in ing  to  i t s  employees  and  s tudents  at  f a s te r  i n te rnet  speed .   

As  an  educato r ,  the  t ime  i s  per fec t  fo r  you  to  s ta r t  your  own  eLearn ing

marketp lace  where  you  can  of fe r  courses  to  s tudents  f rom  a  wide  ar ray

o f  sub jec t s .  Ind ia  has  the  h ighes t  eLearn ing  adopt ion  ra tes  out  of  a l l  the

count r ie s .  

Keep ing  up  with  the  recent  t rends  i n  the  eLearn ing  sec to r  can  be

daunt ing  as  new  t rends  are  emerg ing  every  minute  i n  th i s  dynamic

indus t r y .  Most  of  the  eLearn ing  t rends  we  see  today  are  mov ing  towards

more  persona l i zed  and  engag ing  fo rmats  to  of fe r  the  bes t  l ea rn ing

exper ience  to  the  user s .  Here  are  f ew  dominat ing  t rends  i n  the  i ndus t r y

cur rent l y
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R E c e n t  T r e n d sR E c e n t  T r e n d s

With  the  number  of  remote  worker s  on  the  r i se  due  to  the  pandemic ,

t ra in ing  had  emerged  as  a  big  cha l lenge  fo r  organ i sa t ions .  Compan ies

s ta r ted  dev i s ing  new  ways  to  of fe r  opt imised  and  more  conven ient

lea rn ing  processes  to  he lp  employees  mainta in  work - l i f e  ba lance .  One

such  model  was  micro lea rn ing .  Micro lea rn ing  i nvo l ves  of fe r ing  4 -5

mic ro les sons  spann ing  5 -7  minutes  each  to  l ea rner s .  Micro les sons  are

eas ie r  to  consume  and  can  be  conven ient l y  l ea rned  at  any  t ime  of  the

day .

There  i s  a  growing  demand  fo r  on l ine  cer t i f i ca t ion ,  and  i t  i s  one  of  the

c r i t i ca l  f ac to r s  fo r  l ea rner s  to  cons ider  whi le  choos ing  a  course .  Most

lea rner s  pre fe r  to  rece i ve  a  cer t i f i ca te  a f te r  f in i sh ing  the  course  as

proo f  of  complet ion .  Al l  the  major  playe r s  i n  the  eLearn ing  i ndus t r y ,

i nc lud ing  L inked In  T ra in ing ,  Oxfo rd  Home  s tudy ,  or  Lynda ,  prov ide

complet ion  cer t i f i ca tes .  Even  smal l  academies  these  days  have  s ta r ted

o f fe r ing  cer t i f i ca tes  to  add  more  authent ic i t y  to  the i r  courses .

R i s e  o f  M i c r o l e a r n i n G

M o r e  E m p h a s i s  o n  C e r t i f i c a t i o n

https://www.globenewswire.com/news-release/2020/12/17/2146962/0/en/Global-E-learning-Market-Size-Trends-Will-Reach-USD-374-3-Billion-by-2026-Facts-Factors.html
https://www.globenewswire.com/news-release/2020/12/17/2146962/0/en/Global-E-learning-Market-Size-Trends-Will-Reach-USD-374-3-Billion-by-2026-Facts-Factors.html
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A  recent  s tudy  shows  that  around  80%  of  worker s  be l ieve  that

gami f i ca t ion  of  the  l ea rn ing  processes  us ing  l e ve l s ,  po int s ,  badges ,  and

leaderboard  makes  the  l ea rn ing  process  even  more  engag ing  and  eas ie r .

Another  s tudy  shows  that  by  us ing  gami f i ca t ion  f ea tu res ,  50%  of  the

compan ies  cou ld  improve  the i r  product i v i t y .  Mak ing  your  eLearn ing  app

game -based  wi l l  t r igger  va r ious  human  emot ions  such  as  cur ios i t y ,

compet i t i veness ,  and  a  sense  of  cont ro l ,  making  l ea rn ing  a  fun

exper ience .

AR  and  VR  techno log ies  of fe r  i n f in i te  poss ib i l i t i e s  i n  de l i ve r ing  content

in  a  fu l l y  s imula ted  env i ronment  that  of fe r s  a  r i ch  exper ience .  Of fe r ing

creat i ve  v i sua l  content  i n  i n te rac t i ve  ways  wi l l  i nc rease  user  re tent ion

and  product i v i t y .  These  techno log ies  wi l l  at t rac t  user s  who  l ove

innovat ions  i n  the i r  l ea rn ing  process  and  make  your  eLearn ing  app

stand  out  i n  the  h igh ly  compet i t i ve  and  crowded  market .  Near l y  41%  of

peop le  th ink  that  VR  i s  he lp fu l  i n  the  educat ion  sec to r ,  which  i s  j u s t

beh ind  the  gaming  i ndus t r y .

W h y  i s  G o i n g  O n l i n e  B e n e f i c i a l  f o r
T u t o r s
Cost ,  energy  e f f i c iency ,  sa t i s fac t ion ,  and  bet te r  per fo rmance  are  the

most  apparent  benef i t s  of  eLearn ing .  Here  are  some  other  reasons  why

you  shou ld  take  the  on l ine  route  fo r  teach ing

R i s e  o f  G a m i f i c a t i o n

A R  a n d  V R  a r e  t h e  F u t u r e

https://financesonline.com/gamification-statistics/
https://financesonline.com/gamification-statistics/
https://financesonline.com/virtual-reality-statistics/
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F l e x i b i l i t y :
Solid  ful l-day  schedules  and  str ict

routines  can  cause  increased

stress  and  a  drop  in  eff iciency  in

both  students  and  teachers .

However ,  eLearning  platforms  offer

the  stakeholders  a  chance  to  f ix

their  schedules  and  encourage

self-paced  learning  to  meet  their

lesson  targets .  This  f lexible  way  of

gaining  and  imparting  knowledge

allows  users  to  maximise  their

performance  and  makes  the  job

easier  for  everyone .

P o s s i b i l i t y  t o  H a r n e s s
A d d i t i o n a l  T e c h n o l o g i e s :
Millennials  of  the  present

generation  are  hyper-connected

through  technology .  They  share ,

communicate  and  exchange  ideas

over  the  internet .  Going  online

enables  tutors  to  tap  into  this

world  of  constant  learning  by

embracing  technology  such  as

online  classrooms ,  video  lectures ,

chat ,  and  virtual  learning  to

deliver  real-world  learning .  Tutors

can  even  make  complex

educational  theories  simpler  and

fun  by  harnessing  the  power  of

technologies  l ike  VR  and  AR .
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P r a c t i c a l :
COVID-19  and  other  global

economic  instabil it ies  have

created  a  severe  f inancial

depression  in  several  countries .

Most  governments  are  unable  to

allocate  additional  budget  to

education  as  people ’s  health  is

more  important  today .  Taking

education  online  is  the  practical

way  as  i t  uses  the  existing

technologies  (such  as  a  webcam )

to  teach  online .

I n c r e a s e d  R e a c h :

For  teachers  who  want  to  create  a

bigger  impact  by  reaching  a  larger

number  of  students ,  online  is  the

way  to  go .  This  allows  tutors  to

reach  students  who  are

geographically  disadvantaged ,

l iv ing  in  areas  with  l imited  access

to  quality  education .  Through  an

eLearning  app ,  you  can  shape  the

future  of  many  youngsters  and

create  an  everlasting  impact  on

their  l ives .
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he  t ype  and  complex i t y  of  an  eLearn ing  app  wi l l  have  a  s ign i f i cant

impact  on  the  deve lopment  cos t s .  Complex  apps  are  more  expens i ve

due  to  the i r  compl ica ted  des igns ,  need  fo r  h igher  secur i t y ,  and  robus t

tes t ing .  An  app  with  j u s t  bas ic  f ea tu res  i s  s ign i f i cant l y  cheaper  and

takes  ve ry  l i t t l e  t ime  to  deve lop .  

There  are  mult ip le  pla t fo rms  to  deve lop  an  eLearn ing  app .  Choose  a

p la t fo rm  that  c lose l y  matches  your  sk i l l s  and  needs .  For  example ,  i f  you

are  not  a  pro  i n  deve lop ing  an  app ,  then  use  a  too l  l i ke  Panther  that  i s

pe r fec t  fo r  beg inners .  You  need  no  cod ing  knowledge  i n  Panther .

T h e  E s t i m a t e d  C o s t  o f
D e v e l o p m e n t  o f  a n  e L e a r n i n g  A p p
You  cannot  s ta r t  your  bus iness  without  an  eLearn ing  marketp lace .  You

must  unders tand  the  cos t  of  deve lopment  befo re  you  deve lop  your  own

appl i ca t ion .  But  befo re  we  do  that ,  l e t ’ s  l ook  i n to  the  th ree  main  f ac to r s

that  a f fec t  your  cos t

T y p e  a n d  C o m p l e x i t y  o f  t h e  A p p

P l a t f o r m s
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The  s i ze  of  the  deve lopment  team  aga in  depends  on  the  complex i t y  of

the  app  and  the  funct ions  i t  per fo rms .  Also ,  the  average  cos t  of  app

deve lopment  di f fe r s  f rom  reg ion  to  reg ion .  Sk i l l ed  pro fess iona l s  i n

count r ie s  l i ke  the  US ,  Europe ,  and  Canada  cos t  more  than  those  i n

Ind ia .  In  Ind ia ,  the  average  cos t  per  hour  to  deve lop  an  app  i s  between

$20  to  $50 .

Now  that  we  have  seen  the  di f fe rent  f ac to r s  a f fec t ing  the  cos t  of

deve lop ing  an  app ,  i t  i s  t ime  to  unders tand  how  much  i t  wi l l  cos t .  

Here  i s  a  s imple  fo rmula  to  do  that  

Let ’ s  now  f ind  the  to ta l  hours  requ i red  to  deve lop  the  di f fe rent  must -

have  components  of  an  eLearn ing  app

User  Login :  User  l og in  i n tegra t ion  by  i n tegra t ing  a l l  soc ia l  l og in  wi l l

take  up  to  60 -70  hours .

Payment  Integrat ion :  I t  wi l l  take  up  to  80  to  90  hours  to  i n tegra te

a l l  modes  of  payment  l i ke  cred i t /deb i t  cards ,  net  bank ing ,  wal le t s ,

PayPa l ,  and  other s .  I f  you  are  plann ing  to  i n tegra te  an  esc row

payment  gateway ,  i t  wi l l  take  more  t ime .

Chat :  I t  wi l l  take  up  to  250 -300  hours  to  i n tegra te  normal  chat

opt ions  i n  your  app ,  and  advanced  f ea tu res  l i ke  chatbots  take  more

t ime  to  i n tegra te .

Push Not i f icat ion :  Depend ing  on  the  requ i rement ,  i t  wi l l  take

around  30  to  40  hours  to  i n tegra te  s tandard  push  not i f i ca t ions  i n to

your  app .

Off l ine  Mode :  Of f l ine  mode  wi l l  a l low  user s  to  access  l ea rn ing

mater ia l  even  i n  the  absence  of  the  i n te rnet .  The  deve lop ing  t ime

depends  on  the  complex i t y  of  f ea tu res .  In tegra t ing  of f l ine  mode  with

s tandard  f ea tu res  wi l l  take  up  to  150 -200  hours .

Database  Integrat ion :  I t  i s  a  process  of  aggregat ing  i n fo rmat ion

f rom  va r ious  sources  such  as  l og in  i n fo rmat ion  f rom  soc ia l  media ,

cus tomer  t ransact ions ,  etc . ,  and  shar ing  a  c lean  and  s imple r  ve r s ion

o f  i t  across  the  mobi le  app l i ca t ion .  MySQL  can  be  used  fo r  mobi le

app  database  i n tegra t ion .  I t  wi l l  take  approx imate l y  50+  hours .

T h e  D e v e l o p m e n t  T e a m  –  S i z e  a n d  L o c a t i o n

T o t a l  D e v e l o p m e n t  T i m e  x  R a t e  p e r  H o u r  =  C o s t
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The  respect i ve  t imes  ment ioned  above  fo r  bu i ld ing  va r ious  f ea tu res  are

jus t  ba l l -park  f i gu res .  Ul t imate l y  your  requ i rements  and  the  sk i l l s  of  the

deve loper  wi l l  dete rmine  the  f ina l  cos t .  

A  s imple  app  wi l l  cos t  you  around  $4500 ,  an  average  app  $9000 ,  and  a

complex  one  $ 15000 .

Launch ing  an  eLearn ing  marketp lace  and  go ing  on l ine  i nvo l ves  a  huge

budget ,  dete rminat ion ,  and  teamwork .  Even  with  every th ing  i n  place ,  i t

wou ld  take  around  a  year  to  l aunch  the  app .  Here  are  the  th ree  core

s teps  i nvo l ved  i n  tak ing  your  eLearn ing  marketp lace  on l ine

In -app Advert i sements :  In tegra t ing  i n -app  adver t i sements  wi l l  take

around  50 -60  hours .

Video  St reaming :  In tegra t ing  rea l - t ime  v ideo  l ec tu res  i n  your  app

wi l l  take  around  200 -300  hours .

H o w  t o  T a k e  Y o u r  e L e a r n i n g
M a r k e t p l a c e  O n l i n e

S t u d y  y o u r  T a r g e t
A u d i e n c e
Most  tutors  make  the  mistake  of

not  studying  the  target  audience

before  building  the  app .  Even  i f

you  create  a  world-class

marketplace ,  i t  will  fai l  i f  i t  is  not

tailored  to  your  target  audience .

Seek  the  help  of  experts  in  the

learning  or  eLearning  domain  to

get  an  idea  of  what  to  include  or

omit  to  serve  your  potential

learners .  Have  an  in-depth

understanding  of  the  audience ’s

expectations  by  analysing  their

feedback  for  previous  courses

through  interviews ,  focus  groups ,

and  surveys .

https://www.endivesoftware.com/blog/develop-elearning-mobile-app-like-byjus/
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D e v e l o p  t h e  P l a t f o r m
You  can  start  developing  the  app

in-house .  But  developing  in-house

wil l  cost  you  a  lot ,  and  the  after-

launch  maintenance  is  never  easy .

Alternatively ,  you  choose  an  app

development  partner  l ike  Panther ,

who  will  take  the  complete

responsibil ity  of  building  and

maintaining  your  eLearning  app .

Before  choosing  a  partner ,  prepare

a  detailed  document  describing

the  technical  specif ications  and

functionality  of  the  app .  Ensure

that  you  have  clear

communication  and  transparent

cooperation  before  signing  the

agreement .  I f  you  are  developing

in-house ,  i t ’s  essential  to  conduct

extensive  testing  by  actual  users

and  get  their  feedback .  This  will

help  you  identify  the  errors  and

improve  the  overall  user

experience .

C r e a t e  G r e a t  C o n t e n t
Again ,  no  eLearning  marketplace

is  complete  without  good  quality

content .  Even  before  you  start

developing  your  eLearning

marketplace ,  start  aggregating  or

creating  good  content .  Follow  the

three-step  process  of  analysis ,

design ,  and  development .  First ,

analyse  what  content  works  best

for  your  audience ,  then  design  the

content  and  f inally  develop  or  add

it  to  your  marketplace .
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Have  su f f i c ient  courses  when  you  l aunch  the  marketp lace .  Users  shou ld

not  end  up  on  a  pla t fo rm  that  has  j u s t  a  handfu l  of  courses .  Add

adequate  i n fo rmat ion  about  the  courses  fo r  the  v i s i to r s  to  know  what

they  can  expect  out  of  the  course .  Also ,  add  aes thet ic  e lements  to  your

course .

You  have  two  opt ions :  Bui ld  your  own  course  or  onboard  top  educato r s

f rom  the  wor ld  to  your  marketp lace .  There  are  thousands  of  sk i l l ed

educato r s  i n  the  wor ld  who  are  l ook ing  fo r  pla t fo rms  to  se l l  the i r

courses .  You  can  par tner  with  these  educato r s  and  add  more  va lue  to

your  brand .  Th i s  wi l l  se rve  as  an  exce l lent  market ing  too l .  

Look ing  at  the  s teps  i nvo l ved  i n  l aunch ing  an  eLearn ing  pla t fo rm ,  a

so lopreneur  or  someone  with  l im i ted  cod ing  knowledge  wi l l  get  heav i l y

d i scouraged  and  somet imes  even  drop  the  bus iness  idea .  Hi r ing

advanced  deve lopers  and  UX  des igner s  might  not  be  f eas ib le  i f  you

have  a  l im i ted  budget .  Th i s  i s  where  Panther  can  he lp .

H o w  c a n  P a n t h e r  H e l p  Y o u ?
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Panther  i s  an  eLearn ing  on -demand  marketp lace  deve lopment  so f tware

that  can  he lp  you  bu i ld  mobi le  app l i ca t ions  fo r  your  eLearn ing  bus iness .

I t  cuts  down  your  deve lopment  cos t s  and  t ime .  You  can  bu i ld  a  fu l l y

funct iona l  app  on  your  own  i n  a  matte r  of  minutes ,  with  ze ro  cod ing

sk i l l ,  and  without  h i r ing  expens i ve  deve lopers .

Panther  has  a  wide  range  of  templa tes  and  a  l ib ra ry  of  f ea tu res  so  that

you  don ’ t  need  to  bu i ld  one  f rom  sc ra tch .  

Panther  o f fers

In -app  rea l - t ime  end - to -end  encrypted  aud io /v ideo  ca l l s  to  connect

wi th  exper t s .

A  smar t  dashboard  to  update  a l l  the  deta i l s  l i ke  c las s  t imings ,

assessments ,  pr ic ing ,  etc . ,  on  a  s ing le  pla t fo rm .

Push  not i f i ca t ions  with  both  Emai l  and  SMS  opt ions  to  a l l  the  user s

in  one  c l i ck .

Abi l i t y  to  se t  commiss ions  fo r  a l l  t ransact ions  made  on  the  pla t fo rm .

Seamless  payments  with  mult ip le  payment  gateways  and  secured

payment  gateway  i n tegra t ion .

Advanced  sea rch  and  f i l t e r  opt ions  to  sea rch  f rom  a  wide  range  of

courses  and  f i l t e r  based  on  budget ,  ra t ings ,  and  t ime l ines .

Customizab le  themes  to  se t  the  r ight  l ook  and  f ee l  fo r  your

eLearn ing  app .

Rev iews  and  ra t ing  sy s tem  to  ra te  the  content  and  he lp  user s  get  the

bes t  of  the  sy s tem .

Of fe r  mobi le  app l i ca t ions  on  both  iOS  and  Andro id  pla t fo rms  to

fac i l i t a te  easy  on l ine  access .

Dedicated  suppor t  team  with  marketp lace  exper t s  to  gu ide  you

through  the  process  and  l a te r .

In s tant  automat ic  updates  so  that  you  rece i ve  the  l a tes t  f ea tu res  and

bug  f i xes .



With  the  r i se  of  computer s  and  mobi le  phones ,  peop le  have  an  app  fo r

a l l  the i r  needs ,  such  as  food ,  c lo thes ,  grocer ie s ,  l aundry ,  etc .  With  every

secto r  i n  the  wor ld  i n tegra ted  c lose l y  with  the  i n te rnet ,  the  f i e ld  of

educat ion  i s  not  f a r  beh ind .  The  ar r i va l  of  mobi le  app l i ca t ions  i n  the

educat ion  sec to r  has  he lped  make  l ea rn ing  qu icker  and  bet te r .  With

advanced  techno log ies  ava i l ab le  today ,  you  can  eas i l y  add  power fu l

e lements  l i ke  v ideos ,  aud io ,  AR ,  VR ,  and  gami f i ca t ion  to  your  eLearn ing

app .

However ,  the  sphere  of  the  eLearn ing  market  i s  get t ing  l a rge r  and  more

compet i t i ve .  I f  you  want  to  j o in  th i s  race ,  you  need  the  he lp  of  an

eLearn ing  marketp lace  deve loper  l i ke  Panther ,  who  can  he lp  s ta r t  your

bus iness  i n  minutes .  The  bes t  par t  i s  you  don ’ t  have  to  h i re  deve lopers

o r  over see  the  ent i re  process .  Panther  l e t s  bu i ld  your  app  with  ze ro

cod ing  sk i l l s .

S o  i f  y o u  w a n t  t o  k i c k s t a r t  y o u r  j o u r n e y  a s  a n  e d u p r e n e u r ,
c o n t a c t  P a n t h e r  a n d  g e t  s t a r t e d  r i g h t  a w a y .  

S u m m a r y :

https://jungleworks.com/panther/
https://jungleworks.com/panther/
https://jungleworks.com/panther/

