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Executive Summary

Changing student behavior and the shift to remote and hybrid learning models are
making it more difficult for administrators and educators to effectively foster higher
levels of student engagement with learning content.! As student preference for video
content continues to increase, educators must create diverse, interactive learning
experiences that improve student comprehension and provide time savings both in and
out of the classroom.

WeVideo is an end-to-end video learning platform for use by administrators, educators, or
students at both K12 and higher education institutions. PlayPosit, a WeVideo product, is part of
this platform, empowering users with a diverse portfolio of interactive video tools.

WeVideo commissioned Forrester Consulting to conduct a Total Economic Impact™ (TEl) study
and examine the potential return on investment (ROI) enterprises may realize by deploying
WeVideo and PlayPosit video learning tools.? The purpose of this study is to provide readers
with a framework to evaluate the potential financial impact of WeVideo and PlayPosit video
learning tools on their organizations.

Return on investment (ROI) Net present value (NPV)

@ 208% $189.6K
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To better understand the benefits, costs, and risks associated with this investment, Forrester
interviewed eight representatives at six organizations with experience using WeVideo and
PlayPosit video learning tools and surveyed 97 respondents across K12 and higher education
organizations. For the purposes of this study, Forrester aggregated the interviewees’ and survey
respondents’ experiences and combined the results into a single composite organization that is

a large higher education organization with 5,000 students, 300 educators, and a team of 10
administrators responsible for learning management and instructional design. This composite
organization specifically uses PlayPosit to enhance its students’ learning experience.

Interviewees said that prior to using WeVideo and PlayPosit video learning tools, their
organizations used alternative video creation and/or interactive content tools. However, these
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tools were often incompatible with available hardware or lacked integrations with existing
systems, which made them inflexible and difficult to use for end users. These limitations led to
obstacles in creating engaging and personalized materials for online or hybrid learning
environments.

With WeVideo and PlayPosit video learning tools, the interviewees facilitated student
engagement by creating student-centered and personalized content that was easily accessible.
Additionally, interviewed educators found the tools — especially PlayPosit — easy to use, which
encouraged adoption and led to the creation of more effective learning content as well as
increased productivity from reducing time spent on administrative activities.

Top Outcomes Experienced With WeVideo And PlayPosit Video Learning Tools

Better lesson, assignment, or course completion rates from students by _ 50%
introducing interactivity components °
More effective use of teacher time in classroom (content creation, student _ 499%
performance assessments, peer knowledge sharing) °
Optimized video creation as measured by the ability to create more _ 30%
videos, more quickly and with better student engagement °
Increased classroom test scores _ 27%
Increased student and/or class retention (students leaving for other _ 19%
districts, public/private or homeschooling) °

Base: 97 WeVideo and PlayPosit video learning tools users at education organizations
Source: A commissioned study conducted by Forrester Consulting on behalf of WeVideo, September 2024

KEY FINDINGS

Quantified benefits. Three-year, risk-adjusted present value (PV) quantified benefits for the
composite organization include:

¢ Reduced time spent on administrative activities for educators by 50% annually.
The composite organization’s educators make virtual content and integrate that content
with backend systems to facilitate administrative tasks. The resulting time savings
enables educators to spend more one-on-one time with students, handle the
administrative load of larger class sizes, and focus on other obligations, such as
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research projects. Over three years, the time savings is worth nearly $202,000 to the

composite organization.

¢ Reduced time spent in the physical classroom for educators by 50% annually.
PlayPosit’s interactive content enables educators to move more learning sessions to
hybrid or online-only content. In this way, the composite’s educators reach more
students with more content and spend less time in the physical classroom. Over three
years, the value scales to impact 10% of the total educator population who represent the
power users of the PlayPosit product. In total, the time savings are worth more than
$59,000 to the composite organization.

o Reduced administrator training time by up to 46 hours per administrator annually.
At the composite organization, administrators create training videos to cover topics that
impact a large audience of educators and/or detail common tasks. Therefore,
administrators spend less time answering one-off questions or providing in-person
training sessions for related tasks. Over three years, the value scales to impact seven
administrators, saving them 2 hours on average per video created. In total, the time
savings are worth nearly $20,000 to the composite organization.

Unquantified benefits. Benefits that provide value for the composite organization but are not
quantified for this study include:

o Improved use of educator time in the classroom. Educators personalize content in
addition to student experiences in the classroom through peer knowledge-sharing
capabilities and by leveraging classroom analytics. As a result, educators found that they
made more effective use of teaching time spent in the classroom.

¢ Optimized video creation time spent. Optimized video creation is measured by the
ability to create more videos faster and garner more student views. WeVideo and
PlayPosit video learning tools allow the composite organization to create video content
faster than prior tools and therefore increase the total volume of videos created.

¢ Improved student engagement. Additionally, the video content created with PlayPosit
utilizes interactivity to garner more student views, which means that the additional time
spent on content creation is rewarded with higher student engagement rates for the
composite organization.
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Costs.

Improved lesson, assignment, and course completion rates for students. PlayPosit
enable the composite organization to track “time in course” metrics at the lesson,
assignment, or course level. Easy access to — and trust in — the quality of the analytics
enables the composite’s administrators to back revenue opportunities and better
communication with students around course expectations. Additionally, PlayPosit
requires students to view content in its’ entirety before marking it “Complete,” which
contributes to better student learning comprehension as well as improves accountability.

Impacted learning outcomes. PlayPosit offers interactive content, providing
opportunities for repetition of material, immediate feedback, and a higher level of
accountability in the learning environment for students. This further promotes better
learning outcomes, including better test scores.

Improved school culture. The content available with PlayPosit encourages
participation and fosters collaboration between students and teachers as well as for
students with their peers. Easier collaboration contributes to better learning outcomes for
students and promotes a positive learning environment for all parties involved.
Additionally, PlayPosit creates informative, interactive content aimed at increasing
awareness of school activities or offerings that contribute to school culture, such as
athletic events and wellness programs.

Eliminated learning obstacles for students. \WeVideo and PlayPosit video learning
tools allow educators to make more virtual learning content. Virtual content supports
online and hybrid learning models to make learning more accessible for students by
reducing in-person time commitments and costs for both materials and logistics. In this
way, WeVideo and PlayPosit video learning tools help the composite organization
eliminate common obstacles that students face in the education space.

Three-year, risk-adjusted PV costs for the composite organization include:

The cost of WeVideo video learning tools that includes an unlimited PlayPosit
license, totaling $62,000 over three years. Annual licensing costs for the composite
organization consider both student and faculty users. For 5,000 students and 310 faculty
members, the composite pays just over $25,000 a year for PlayPosit.

Additional time spent on video creation costs under $29,000 over three years.

Optimizing video creation timelines results in the composite organization creating much
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higher volumes of interactive video content than with its prior video tools. As such, both
educators and administrators spend more collective time on video creation than before.

The financial analysis which is based on the interviews and survey found that a composite
organization experiences benefits of $281,000 over three years versus costs of $91,000, adding
up to a net present value (NPV) of $190,000 and an ROI of 208%.

Time savings for educators per week

6 hours

“If you were talking to professors that were on the fence [about using
PlayPosit], | would cite my course evaluations: Students love
PlayPosit.”
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Return on investment Net present value
(ROI) Benefits PV (NPV) Payback

208% $280.8K $189.6K <6 months

Benefits (Three-Year)

Administrative time savings for educators outside of the

classroom $201.9K

Efficiencies in the classroom for educators $59.2K

Administrative time savings for creating and

administering instructor trainings $19.7K

THE TOTAL ECONOMIC IMPACT OF WEVIDEO AND PLAYPOSIT
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TEI FRAMEWORK AND METHODOLOGY

From the information provided in the
interviews, Forrester constructed a Total
Economic Impact™ framework for those

organizations considering an investment in

WeVideo and PlayPosit.

The objective of the framework is to identify
the cost, benefit, flexibility, and risk factors

that affect the investment decision.
Forrester took a multistep approach to
evaluate the impact that WeVideo and
PlayPosit can have on an organization.

DISCLOSURES
Readers should be aware of the following:

This study is commissioned by WeVideo, the parent
company of PlayPosit, and delivered by Forrester
Consulting. It is not meant to be used as a competitive
analysis.

Forrester makes no assumptions as to the potential
ROI that other organizations will receive. Forrester
strongly advises that readers use their own estimates

within the framework provided in the study to determine

the appropriateness of an investment in WeVideo and
PlayPosit video learning tools.

WeVideo reviewed and provided feedback to Forrester,

but Forrester maintains editorial control over the study
and its findings and does not accept changes to the

study that contradict Forrester’s findings or obscure the

meaning of the study.

WeVideo provided the customer names for the
interviews but did not participate in the interviews.

Due Diligence
Interviewed stakeholders and
Forrester analysts to gather data
relative to WeVideo and PlayPosit.

Interviews
Interviewed eight representatives at six
organizations using WeVideo and
PlayPosit video learning tools to
obtain data about costs, benefits, and
risks.

Composite Organization
Designed a composite organization
based on characteristics of the
interviewees’ and survey respondents’
organizations.

Financial Model Framework
Constructed a financial model
representative of the interviews and
survey using the TEI methodology
and risk-adjusted the financial model
based on issues and concerns of the
interviewees and survey respondents.

Case Study
Employed four fundamental elements
of TEl in modeling the investment
impact: benefits, costs, flexibility, and
risks. Given the increasing
sophistication of ROI analyses related
to IT investments, Forrester’s TEI
methodology provides a complete
picture of the total economic impact
of purchase decisions. Please see
for additional information
on the TEI methodology.




The WeVideo And PlayPosit Customer Journey

Drivers leading to the WeVideo and PlayPosit investment

Interviews

Role Industry Region User Type And Count

Learning management system Higher education (state

administrator > . us (WI) 1,000+ student and faculty users
. . university)
Instructional designer
Instructional designer . )
Instructional designer and ngher gducatlon (state Us (MO) 315 faculty users
university)
professor
Instructional designer ngher _educatlon‘ (state us (M) <150 student and faculty users
university extension program)
Media arts teacher K12 (middle school) US (KY) 160 student and faculty users
Lecturer ngher _educatlon (state US (CA) 600 student users
university)
Professor Higher education (state US (NY) 900 student users

university)

KEY CHALLENGES

Prior to PlayPosit, the interviewees’ organizations utilized alternative video creation and
interactivity tools. However, interviewees noted that these tools did not meet their organizational
goals to create engaging and personalized content for online or hybrid learning environments
and struggled with common challenges, including:

¢ Evolving learning environments and student expectations. While the COVID-19
pandemic initially drove online and hybrid learning, the interviewees expressed that the
need for flexible alternative learning environments persists today. They noted that
students expect to interact with instructional content that is relevant to the content they
consume outside of the classroom, which is typically digital and interactive. Additionally,
remote and hybrid learning environments eliminated learning obstacles such as high

costs and the logistical complexities of in-person courses. Interviewees wanted to
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maintain the flexibility and accessibility afforded by these new learning environments
without adding new technology barriers.

Tool limitations. The interviewees reported that their organizations’ prior tools lacked
functionality and integrations with existing systems, such as learning management
systems (LMS), which meant that virtual content often added to the administrative
burden for educators and negatively impacted adoption rates. Additionally, prior tools
were incompatible with widely available hardware and devices or were difficult to access,
which impacted accessibility of the content for end users and contributed to further
learning barriers.

Difficulty creating engaging materials to support online and hybrid learning. Prior
to PlayPosit, video content was time-consuming to create, which left educators unwilling
or unmotivated to reinvigorate instructional materials with interactivity. There was very
little video content created, and the videos that were created were unimaginative, long
form, and static in nature, which did nothing to boost engagement with the intended
audience.

INVESTMENT OBJECTIVES

The interviewees and survey respondents searched for a solution that could:

Facilitate student engagement in online or hybrid learning environments with interactive
video content.

Optimize video creation and consumption with intuitive tooling.
Ensure compatibility with existing devices and backend systems to encourage adoption.

Improve learning experiences and outcomes for students.

The interviewees represented various personas with different use cases and related success

criteria; however, all personas were critical to the investment decision in PlayPosit. The
interviewees, included:

Half of the interviewees represented the administrator persona that included resources
across instructional design and learning management roles. Administrators tracked
adoption by user count — inclusive of both students as content consumers and faculty
members as creators — to prove that video content was being leveraged effectively as a
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learning tool. For example, two instructional designers from a state university in Missouri
tracked the adoption of the tool across their population of 315 educators as content
creators, while a learning management system administrator at a state university in
Wisconsin tracked users more broadly, favoring total video count metrics to prove
adoption.

e The other half of the interviewees represented the educator persona, including a media
arts teacher at a K12 school, a lecturer, and a professor — both in higher education. The
educator persona in higher education measured success through higher student
enrollment volumes enabled by PlayPosit. For example, a lecturer from a state university
in California was able to teach a 600-student class each semester utilizing PlayPosit to
replace some of the classroom learning with virtual learning. Similarly, a professor from a
private university in New York met the needs of the 900 students enrolled in their class
annually with PlayPosit content as supplemental virtual content.

The educator persona from a K12 perspective also promoted the WeVideo platform
without PlayPosit as a learning device itself because it encouraged more student-
created content versus educator- or administrator-created content.

e Survey respondents represented the same personas as the interviewees with most
respondents being educators (51%). The majority of these educators (54%) were in the
higher education space.

“We wanted a tool that would force students to answer a question. [In
that way], students must engage [and] it forces their brains to go
through the steps to solve a problem instead of passively watching [the
instructor] solve the problem.”
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“Our [continuing education] programs are funded by two different
USDA grants. To meet the grant requirements, we must count
participants and monitor completion rates. For our priority audience,
six weeks of in-person class is a difficult commitment. We can deliver
half of those sessions via online content, and we needed a tool to
deliver that content more effectively for this population.”

COMPOSITE ORGANIZATION

Based on the interviews and survey, Forrester constructed a TEI framework, a composite
company, and an ROI analysis that illustrates the areas financially affected. The composite
organization is representative of the eight interviewees and 97 survey respondents, and it is
used to present the aggregate financial analysis in the next section. The composite organization
has the following characteristics:

Description of composite. The higher education organization was previously using alternative
tools for video editing and interactivity before investing in WeVideo and PlayPosit video learning
tools. The student body consists of 5,000 students and is served by a faculty of 300 educators
and a team of 10 administrators with responsibilities across both learning management and
instructional design.

Deployment characteristics. The composite organization begins using the solution in Year 1
following a brief pilot program managed by the administrative team. While the entire faculty is
given access via an unlimited license, adoption is scaled for educators by user count (measured
as full-time employees [FTEs]) with 50 full-time users in Year 1. This number grows by 10% year
over year. A smaller percentage of these users are considered super users — 4% of the
educators in Year 1, growing to 10% by Year 3. Adoption for administrators is measured by user
count (growing from 50% of total administrators in Year 1 to 70% by Year 3) as well as the
volume of videos created. Administrators create video content for two primary use cases: 1)
training content for their own professional development responsibilities and 2) instructional
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content for educators to use in their classes. Within the first use case, administrators create 10
videos each in Year 1, and up to 23 videos each by Year 3. Within the second use case,
administrators create 55 videos total in Year 1 to support educators and 161 videos by Year 3.

Key Assumptions

Higher education organization
5,000 students

300 educators
10-person administrative team
Unlimited PlayPosit license
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Interview Spotlight

WeVideo Drives Additional Value In K12

Most of the interviewees in this study represented the higher education perspective and
focused on PlayPosit’s interactive video tools within the WeVideo platform. The K12
interviewee, though, focused solely on their experience with the WeVideo platform and
not with PlayPosit, citing many of the same value categories expressed in the higher
education world that drove additional value. These approaches centered around
positioning students as content creators in addition to content viewers. In that way, their
investment objectives expanded to include:

* Underscoring the importance of engaging with a tool that was relevant to the way
students consume information in today’s culture, which is largely digital.

 Upskilling students in digital arts and digital media with relevant tools that will carry
them beyond the classroom, into the workplace.

To meet these objectives, the interviewed digital media teacher at a K12 organization
used their digital media course to teach students how to use WeVideo’s creation tools
and, effectively, build up a video content creation center of excellence within the school.
The K12 organization saw additional value by:

* Driving further investment in media arts and digital. Students at the interviewees’
organization learned how to use WeVideo in media arts classes and then practiced their
skills by creating content for educators who wished to use interactive videos within the
learning environment. In this way, students helped spread awareness of the tool to more
educators across the school and proved the value of implementing interactive content
within course materials. As a result, the school reinvested in both media arts as a subject
as well as in related tools.

* Improving learning comprehension. Students created video content to further their
own learning experiences by creating interactive video content for various assignments.
The interviewee noted that in the process of creating video content, students often
reached new levels of comprehension and understanding of the subject matter.
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* Positively influencing school culture. Students and faculty created content for
ancillary activities, such as the yearbook or daily school news programs, that promoted
awareness of school happenings and positively influenced school culture.

* Elevating school rank within the district. The media arts proficiency at the school
made it stand out within the district. The interviewee stated that they were the only middle
school in the district with a robust media arts program, and they attribute the strength of
that program to the investment in WeVideo.

“Students become the subject matter experts in tools like WeVideo
because it is a tool that translates well in this generation of content
creation and consumption. It enables students to elevate the
importance of media arts as a subject as well as a tool to enable
better learning experiences.”




Analysis Of Benefits

Quantified benefit data as applied to the composite

Total Benefits

. Present
Ref. Benefit Year 1 Year 2 Year 3 Total
Value
Administrative time savings for
Atr educators outside of the $74,250 $81,675 $89,100 $245,025 $201,942

classroom

Efficiencies in the classroom
Btr for educators $11,880 $26,136 $35,640 $73,656 $59,177

Administrative time savings for
Ctr creating and administering $4,085 $7,353 $13,154 $24,592 $19,673
instructor trainings

Total benefits (risk-adjusted) $90,215 $115,164 $137,894 $343,273 $280,792

ADMINISTRATIVE TIME SAVINGS FOR EDUCATORS OUTSIDE OF THE
CLASSROOM

Evidence and data. Prior to investing in PlayPosit by WeVideo, the interviewees’ organizations
utilized alternative tools for video creation that offered limited functionality and, ultimately,
contributed to more administrative overhead for educators. PlayPosit is intuitive to use and
integrates well with back-end systems, such as LMS, to sync content with grade books and
other administrative tools. Additionally, educators created demonstrations and how-to videos to
eliminate frequently asked questions and streamline communications with students outside of
the classroom. As educators built up instructional video content in video libraries, they benefited
from further efficiencies in lesson planning. The time savings for educators were redistributed to
time spent with students, to accommodate the administrative burden of larger class enroliments,
and to individual projects, such as research opportunities.

e Alecturer at a higher education organization in California indicated that administration
time for a 600-student class decreased from 10 to 15 hours per week to 5 to 7 hours per
week with PlayPosit due to integrations with the LMS that facilitated grading efforts.
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The same interviewee estimated that grading decreased from a four-person job, which
included two full-time instructors and two teaching assistants to a two-person job for the
teaching assistants with minimal oversight required at the instructor-level.

A professor at higher education organization in Missouri indicated that their
administration time spent outside of the classroom decreased from 4 hours per week to
less than 2 hours per week with PlayPosit.

A professor at a higher education organization in New York created supplemental virtual
content with PlayPosit that was aimed at supporting students during absences from
class. Students benefited from being able to engage in course materials despite an
absence, and the educator benefited from fewer office hours and less time spent
responding to student communications regarding catch-up materials.

Survey respondents saw a time savings of 50% on lesson planning attributed to content
created with PlayPosit saved to their content library for reuse annually.

Modeling and assumptions. Based on the interviews, Forrester assumes the following about

the composite organization:

Educators as users of PlayPosit are measured as FTEs. 50 educator FTEs adopt
PlayPosit in Year 1, growing 10% annually year over year.

Each educator previously spent 4 hours per week on administrative tasks, such as
grading, fielding student questions and communication, and lesson planning.

The composite organization is in higher education and assumes that there are 30 weeks

of teaching, on average, annually across two semesters.

The fully burdened hourly rate for educators is $55. This rate assumes an annual salary
of $115,000 and is divided by 2,080 working hours in the year.

A 50% productivity rate is applied because not all the time savings will be redistributed to
value-add work.

Risks. Administrative time savings for educators outside of the classroom may vary depending

on the following:

Adoption of the tools by educators in terms of volumes of both users and videos created.
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o (Class sizes and the associated time spent on administration before WeVideo and
PlayPosit video learning tools.

e The average salary for impacted educators.

Results. To account for these risks, Forrester adjusted this benefit downward by 10%, yielding a
three-year, risk-adjusted total PV (discounted at 10%) of $202,000.

50%

Time savings on administrative tasks for educators

Administrative Time Savings For Educators Outside Of The Classroom

Al Educators using PlayPosit annually Composite 50 55 60

Time spent annually on administration
A2 outside of the classroom before Interviews 120 120 120
PlayPosit (hours)

Time savings on administration
A3 outside of the classroom with Interviews 50% 50% 50%
PlayPosit

Fully burdened hourly rate for an

A4 impacted educator TEI standard $55 $55 $55

A5 Productivity recapture rate TEI standard 50% 50% 50%

At Administrative time savings for AL*A2AZ*A4*AS $82,500 $90,750 $99,000
educators outside of the classroom ’ ’ ’
Risk adjustment 110%

Administrative time savings for
Atr educators outside of the classroom $74,250 $81,675 $89,100
(risk-adjusted)

Three-year total: $245,025 Three-year present value: $201,942




ANALYSIS OF BENEFITS

EFFICIENCIES IN THE CLASSROOM FOR EDUCATORS

Evidence and data. With PlayPosit, the interviewees created virtual content that was
supplementary to in-person classroom instruction either optimizing time spent in the classroom
or replacing in-person instruction entirely. In this way, educators spent less time in the
classroom without compromising learning comprehension and, ultimately, were able to reach
more students without adding to in-person classroom time.

e Alecturer at a higher education organization in California indicated that their course went
from in-person classes that met two times a week with mandatory attendance to meeting
once a week in the classroom and once a week virtually. In this way, they could
accommodate the schedules of their students better, allowing them to enroll 600 or more
students in the course per semester.

o A professor at a higher education organization in New York reduced time spent on in-
class room instruction in two ways. First, they used PlayPosit to create virtual review
sessions for exams to replace in-person review sessions. While the in-person review
sessions prior to PlayPosit used to get 100 or so of the 900-student class, the new,
virtual content received thousands of views. Second, they moved half of their summer
session content to virtual-only content with PlayPosit. Summer classes used to meet four
times a week in the classroom. With PlayPosit, the interviewee eliminated half of the in-
person classroom sessions to provide more flexibility to students in the summer months
when they often have other responsibilities, such as summer jobs.

This interviewee stated: “I put half of my summer session content on PlayPosit to cut the
amount of time spent in the classroom by half. Students don’t want to be in a classroom

four days a week in the summer, they want to get summer jobs, etc. | also don’t want to

be on campus four days a week in the summer.”

¢ An instructional designer at a higher education organization in Missouri agreed that
replacing in-person instruction with virtual content provided a level of flexibility to
students that increased accessibility. They stated: “We need to create virtual content that
is easily accessible to our priority communities. With PlayPosit, we can offer virtual
content with a URL instead of having to provide access through complicated LMS
systems.”
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Modeling and assumptions. Based on the interviews, Forrester assumes the following about
the composite organization:

The value of this benefit is derived from power users of PlayPosit, or educators that use
the tool to such an extent that they are comfortable replacing in-person instruction or
review with virtual, interactive content. The percentage of educators who are considered
power users at the composite organization starts at 4% in Year 1 and grows to 10% by
Year 3.

The impacted educators replace 50% of prior in-person instructional time with content
created with PlayPosit. So, educators that previously spent 8 hours per week in the
classroom now only spent 4 hours per week.

The fully burdened hourly rate for educators is $55. This rate assumes an annual salary
of $115,000 and is divided by 2,080 working hours in the year.

There is no productivity recapture percentage on this benefit as the prior state assumes
educators spent the additional time confined to the classroom.

Risks. Efficiencies from creating virtual content for educators may vary depending on the

following:

Overall adoption of PlayPosit by educators as well as the percentage of educators that
adopt the tools as power users.

The structure of individual courses prior to PlayPosit, whether they are in-person, fully
remote, or hybrid.

The average salary for impacted educators.

Results. To account for these risks, Forrester adjusted this benefit downward by 10%, yielding a
three-year, risk-adjusted total PV (discounted at 10%) of $59,000.

50%

Less time spent in classroom for educators
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“[Students] love the review modules [and have] the flexibility to
complete them whenever and do them as many times as they
would like to do it. | make a separate practice exam, but they like
the interactive videos of me explaining the solution. It feels like very
personalized content. Plus, | don’t have as many emails during
exam times. [Creating the content] is a little lift, but if it's a class
you're teaching a lot or plan to return to, students see value in it and
the content can be used over and over again for continued value.”

Efficiencies In The Classroom For Educators

Ref. Metric Source Year 1 Year 2 Year 3

Percentage of total educators using

Bl PlayPosit as power users

Composite 4% 8% 10%

Educators using PlayPosit as power
users

B2 A1*B1 2 4 6

Time spent teaching in-person
B3 annually before PlayPosit Interviews 240 240 240
(classroom hours)

Reduction in time spent in the
B4 classroom due to interactive content Interviews 50% 50% 50%
created with PlayPosit

Fully burdened hourly rate for an

B5 impacted educator TEI standard $55 $55 $55
Bt Efficiencies in the classroom for B2*B3*B4*B5 $13,200 $29,040 $39,600
educators
Risk adjustment 110%
Bir Efficiencies in the classroom for $11,880 $26,136 $35,640

educators (risk-adjusted)

Three-year total: $73,656 Three-year present value: $59,177
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ADMINISTRATIVE TIME SAVINGS FOR CREATING AND ADMINISTERING
INSTRUCTOR TRAININGS

Evidence and data. Interviewed administrators noted they created content with PlayPosit to

cover teacher training topics and common administrative tasks, such as how to submit grades.

As a result, administrators spent less time answering ad hoc questions from educators or

hosting in-person training sessions for perfunctory tasks. The time savings were especially
crucial as the volume of questions from educators peaked at the close of a semester or end of

year when timing was of the utmost importance. With PlayPosit, administrators redirected their

time to focus on teacher trainings for more value-added tasks or on more complex and nuanced

topics.

An instructional designer at a higher education organization in Missouri saved 10 hours
per semester by creating five instructional videos on common training topics, including
how to use PlayPosit, for educators to reference. The instructional designer stated, “I
make [interactive videos] on PlayPosit to teach educators how to use PlayPosit to
develop content for their own classes. | also use it to create bulbs to train educators on
general administrative tasks that are required of them.”

Survey participants indicated that video content volumes increased by 150% on
average, annually.

Modeling and assumptions. Based on the interviews, Forrester assumes the following about

the composite organization:

Risks.

The composite organization has an administrative team of 10 resources that cover
instructional design and learning management responsibilities. Of these 10 resources,
50% adopt PlayPosit in Year 1, increasing to 70% by Year 3.

Administrators save on average 2 hours per video created and the volume of videos
created per administrator scales by 150% year over year.

The fully burdened hourly rate for administrators is $43. This rate assumes an annual
salary of $90,000 and is divided by 2,080 working hours in the year.

Time savings for administrators in creating and administering instructor training may vary

depending on the following:
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e The rate of adoption for administrators and the volume of videos created to replace

training sessions or cover common topic areas per administrator annually.
e The fully loaded annual salary for impacted administrators.

Results. To account for these risks, Forrester adjusted this benefit downward by 5%, yielding a
three-year, risk-adjusted total PV (discounted at 10%) of $20,000.

2 hours

Time saved per video created for administrators

Administrative Time Savings For Creating And Administering Instructor Trainings

Administrators using PlayPosit

C1 Composite 5 6 7
annually

c2 Average_ interactive videos created Composite 10 15 23
per administrator annually
Hours saved on administrative or .

c3 training tasks per video Interviews 2 2 2

ca Fully burdened hourly rate for an TE! standard $43 $43 $43
administrator
Administrative time savings for

Ct creating and administering instructor ~ C1*C2*C3*C4 $4,300 $7,740 $13,846
trainings
Risk adjustment 15%

Administrative time savings for
Ctr creating and administering instructor ~ Composite $4,085 $7,353 $13,154
trainings (risk-adjusted)

Three-year total: $24,592 Three-year present value: $19,673
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UNQUANTIFIED BENEFITS

Interviewees and survey respondents mentioned the following additional benefits that their

organizations experienced but were not able to quantify:

Improved use of educator time in the classroom. In addition to reducing the time
spent on administrative tasks outside of the classroom and the overall time spentin a
physical classroom, interviewees and survey respondents indicated that they made
better use of the remaining time spent on classroom instruction. PlayPosit enhanced
classroom instruction with interactive components, such as peer-sharing capabilities,
and classroom analytics that enabled educators to personalize the learning experience
to individual students. Classroom analytics were used to influence instruction in real time
or adjust instructional materials for future lessons or classes. A learning management
system administrator at a higher education organization in Wisconsin described how
analyzing classroom data impacted the creation of instructional materials to further meet
student comprehension needs and increase accessibility of the content, which led to
smoother lesson delivery. They stated: “We see instructors reflecting on classroom
analytics and asking students at the end of video content where the sticking points were
[in the content]. It is fast learning for teachers and helps them adapt materials to make
them more accessible at different levels.”

16% to 25%

Time savings for educators in classrooms from creating more personalized student
learning experiences

5% to 15%

Time savings for educators in classrooms from peer-sharing capabilities and access to
classroom analytics
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e Optimized video creation time spent. Prior to their organizations’ investment in
PlayPosit, interviewees noted that video creation and interactive learning tools were
difficult to use and had restrictions that impeded overall adoption of the tool in terms of
the number of users and the volume of content created. With PlayPosit specifically, more
educators and administrators adopted the tool and used it to supplement or replace in-
person instruction. As a result, the interviewees noted that they spent more time creating
videos and interactive content than they did prior to the investment. However, the
additional time spent resulted in a higher overall output as well as better quality output
measured by student views. A learning management system administrator at a higher
education organization in Wisconsin synthesized the point, stating, “We might be
spending 10 extra minutes adding interactivity interactions with PlayPosit, but [that extra
time] is unlocking the power of video content through student views compared to videos
of lectures that instructors were posting prior.” The same interviewee described how they
used PlayPosit to motivate students to complete video content, which helped justify the
additional time spent on the video content: “PlayPosit increased student motivation to
watch video content to completion.”

o Improved student engagement. A learning management system administrator at a
higher education organization said they in Wisconsin adopted video content creation
best practices to further promote engagement. They said, “We know that the median
time to engage for students is 6 minutes, and we now provide interactivity every 6
minutes with PlayPosit to help ‘reset the clock’ for students.” Additionally, 70% of survey
respondents agreed that they enhanced the remote learning experience and/or
increased attention and engagement in the classroom with PlayPosit. This success
encouraged educators to unlock new use cases for video content. A professor at a
higher education organization in New York replaced in-person exam review sessions
with PlayPosit content to provide a more flexible learning experience for students that,
ultimately, reached more students without requiring additional in-person teaching time for
the educator. They stated: “I created exam-specific modules in PlayPosit for virtual
review content. In this way, | can reach my 900 students without having to schedule
multiple review sessions. These modules get thousands of views, so students are going
through them more than once to learn material. Whereas, before, | would host in-person
reviews that maybe 100 students would be able to attend.”
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250%

Increase in student views per video with PlayPosit

50%

Percentage of survey respondents that saw improved lesson, assignment, or course
completion rates with PlayPosit

Improved lesson, assignment, and course completion rates for students. At the
lesson or assignment level, PlayPosit videos required student interaction to prove that
content was completed. In this way, educators knew that the content was engaged with
versus simply viewed by students, which introduced a level of accountability that was not
previously established with prior video content or interactive video tools.

Interviewees from higher education organizations stated that course completion rates
were critical metrics to collect as they influenced student credit earned. Even more so,
the interviewee from the state university expansion program noted there was revenue
associated with completed courses for their organization. PlayPosit not only provided the
necessary analytics to back critical initiatives with data but also improved the rate of
completion by 17% according to survey respondents.

Impacted learning outcomes. Interviewees stated that they believed that PlayPosit
impacted learning outcomes because of the inclusion of interactivity in instructional
materials. PlayPosit content established accountability and enabled repetition and
learning through immediate feedback to drive better learning outcomes. A learning
management system administrator at a higher education organization in Wisconsin
stated: “[With PlayPosit], there is more accountability on behalf of the student to
complete interactive video content and interactivity contributes to reinforcement. After
the pilot [with PlayPosit], we surveyed student users, and five out of six surveyed
students indicated that the tool helped their learning because they received immediate
feedback.” The same interviewee indicated that they saw educators inputting course
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prep work into PlayPosit to ensure that the work was completed by students prior to
arriving in the classroom. In this way, they influenced the quality of classroom
discussions and were able to push lessons further during lessons. A professor at a
higher education organization in New York used PlayPosit content to help students
review for exams. They saw an improvement in test scores and even noticed that a
notoriously difficult test was the highest scoring test of the semester. Over 50% of survey
respondents also agreed that they saw improved learning outcomes, including improved
test scores, due to PlayPosit.

53%

Percentage of survey respondents who agreed that PlayPosit increased test scores

Figure 2

Impact Of WeVideo And PlayPosit Video Learning Tools On Students

= Somewhat agree = Strongly agree

Enhanced the remote-learning experience

Increased attention and engagement in the classroom

Increased collaboration between teachers and students

Increased test scores

Increased collaboration between students

Increased attendance rates

Increased graduation rates

Base: 97 WeVideo and PlayPosit video learning tools users at education organizations
Source: A commissioned study conducted by Forrester Consulting on behalf of WeVideo, September 2024
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Improved school culture. Outside of instructional content, interviewees used PlayPosit
to create informational content as well. This content called students’ attention to events,
goings on, and offerings that encouraged healthy participation in the community. For
example, an instructional designer at a higher education organization in Missouri created
a wellness video for freshmen on PlayPosit that overlaid content with questions to
surface personalized wellness offerings. They stated that the video “gave freshmen
students the opportunity to view all dimensions of wellness, such as resources for
recreation services, tutors, career services, resume writing resources, etc., to promote
access and awareness of those offerings.” Additionally, survey respondents cited
improved collaboration both between teachers and students as well as between
students, which contributed to better learning environments and improved school culture.

Eliminated learning obstacles for students. PlayPosit encouraged more flexibility in
instruction by making it easy to create virtual content, prompting educators to convert
more courses to hybrid or remote learning environments. Virtual content was not only
more accessible by reducing in-person time commitments, but it also reduced the cost of
course materials. A learning management system administrator at a higher education
organization in Wisconsin noted how their organization intended to replace more
textbook packets with PlayPosit content: “In this way, we can make our courses less
expensive for students and, therefore, more accessible to lower income learners.”
Additionally, PlayPosit was easy to access as it integrated seamlessly with existing
backend systems and did not require users to go through complicated processes to gain
access. In this way, the interviewees’ organizations avoided creating any new technology
barriers for students.

FLEXIBILITY

The value of flexibility is unique to each customer. There are multiple scenarios in which a

customer might implement PlayPosit and later realize additional uses and business

opportunities, including:

Revenue impact. While revenue impact was not the interviewees’ main driver for
investing in PlayPosit, there were multiple instances where the underlying data and
metrics on a trusted platform led to potential revenue or funding impacts, such as:

o Additional revenue streams for continuing education. Continuing education

is a major revenue stream within the higher education space. However, there are
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strict requirements around tracking course completion rates that organizations
must adhere to. A learning management system administrator at a higher
education organization in Wisconsin emphasized: “Continuing education is
revenue generating for the university, but we need to prove course completions.
PlayPosit is integral in proving course completes compared to [using just LMS]
for time-in-course metrics. Plus, it means less time spent arguing with students
about course completions.”

o The ability to meet grant requirements or unlock new funding
opportunities. Organizations are required to have detailed course completion
rate data for institutions or programs that are funded through grants. Data from
WeVideo and PlayPosit video learning tools helped the interviewees’
organizations meet these requirements and potentially avoid penalties, including
lost funding. Additionally, in the K12 space, a media arts teacher indicated that
having WeVideo and PlayPosit video learning tools enabled them to grow the
digital arts/digital media department at their school, which could open them up to
more grant and funding opportunities to further invest in the arts.

Flexibility would also be quantified when evaluated as part of a specific project (described in
more detail in Appendix A).




Analysis Of Costs

Quantified cost data as applied to the composite

Total Costs

.. Present
Ref. Cost Initial Year 1 Year 2 Year 3 Total
Value
WeVideo video
Dtr learning tools cost $0 $25,046 $25,046 $25,046 $75,138 $62,286
Additional time
spent on video
Etr creation and $59 $6,642 $11,047 $18,239 $35,987 $28,930
interactive videos
Total costs
(risk adjusted) $59 $31,688 $36,093 $43,285 $111,125 $91,216

WEVIDEO VIDEO LEARNING TOOLS COST

Evidence and data. Interviewees’ organizations paid annual licensing fees to WeVideo for use
of the WeVideo and PlayPosit platforms. Licensing was based on contract type and user
volumes. As such, pricing may vary. Contact WeVideo for additional details.

Modeling and assumptions. Based on the interviews, Forrester assumes the following about
the composite organization:

e The composite organization has an unlimited PlayPosit license with WeVideo based on a
total potential user population of 5,000 students, 300 educators, and 10 administrators.

e The unlimited license is $21,779 per year and totals $62,285 over the three-year
investment period.

Risks. Costs to WeVideo might vary depending on the following:
e The license type purchased from WeVideo.
¢ The annual cost is valued on the volume of users on the platform.

Results. To account for these risks, Forrester adjusted this cost upward by 15%, yielding a
three-year, risk-adjusted total PV (discounted at 10%) of $62,000.
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WeVideo Video Learning Tools Cost

Ref. Metric Source Initial Year 1 Year 2 Year 3
Fee for an unlimited PlayPosit

D1 license based on estimated user Composite 0 $21,779 $21,779 $21,779
volumes

Dt WeVideo video learning tools cost D1 $0 $21,779 $21,779 $21,779
Risk adjustment 115%

WeVideo video learning tools cost

DI risk-adjusted)

$0 $25,046 $25,046 $25,046

Three-year total: $75,138 Three-year present value: $62,286

ADDITIONAL TIME SPENT ON VIDEO CREATION AND INTERACTIVE VIDEOS

Evidence and data. Interviewees’ organizations spent additional time on video creation with
PlayPosit to fuel various use cases. Administrators spent more time on video creation than with
prior tools, creating content for their own internal training purposes as well as to support
educators in building content for their courses. Additionally, as educators adopted the tool, they
took on more and more content creation themselves, spending more time creating videos
overall.

e Survey results indicated that respondents created 150% more videos each year.

¢ PlayPosit video creation timelines ranged in survey data from 15 minutes to 2 hours.
Survey data indicated an average timeline of 30 minutes.

Modeling and assumptions. Based on the interviews, Forrester assumes the following about
the composite organization:

o Educators each create 150% more videos year over year with PlayPosit. Educators
create four videos each in Year 1 and nine videos per year by Year 3.

e The educator-made videos take 30 more minutes to create with PlayPosit compared to
video creation times with previous tools due to the additional layers of critical interactivity
to the videos that enhance the engagement experience for students.

e Administrators begin creating videos in an initial pilot program. Video creation ramps in
Year 1 when administrators start creating videos for educators in addition to their own
internal purposes. Administrators’ videos created for both use cases total 50 in Year 1
and scales to 161 by Year 3.




ANALYSIS OF COSTS

e The administrator makes videos take 15 more minutes to create with PlayPosit
compared to video creation timelines with previous tools due to the level of interactivity
included in the videos. Videos created by administrators are less complex and shorter

than those created by educators.

Risks. Additional time spent on video creation and interactivity may vary depending on the

following:

¢ Adoption of PlayPosit by all user types as well as the volume of videos created by each

user annually.
o The types of videos created and the content creation timeline for those videos.

Results. To account for these risks, Forrester adjusted this cost upward by 10%, yielding a
three-year, risk-adjusted total PV (discounted at 10%) of $29,000.

150%

More videos created annually
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Additional Time Spent On Video Creation And Interactive Videos

Average additional videos created

El per year per educator with PlayPosit

Survey data 4 6 9

E2 Total additional w_deos educgtors AT*EL 200 330 540
create per year with PlayPosit

Average additional time educators
E3 spend on video creation per video Survey data 30 30 30
with PlayPosit (minutes)

Total hours educators spend on

E4 video creation per year with E2*E3/60 100 165 270
PlayPosit
Fully burdened hourly rate for an .

E5 educator Assumption $55 $55 $55
Subtotal: Total cost of educator

E6 time spent on video creation with E4*E5 $5,500 $9,075 $14,850
PlayPosit

Total additional videos created per
year by administrators with PlayPosit

Average additional time
E8 administrators spend on video Interviews 15 15 15 15
creation per video (minutes)

E7 C1*C2 5 50 90 161

Total hours administrators spend on

E9 video creation per year

E7*E8/60 1.25 13 23 40

Fully burdened hourly rate for an

E10 administrator

Assumption $43 $43 $43 $43

Subtotal: Total cost of
E11  administrator time spent on video E9*E10 $54 $538 $968 $1,731
creation with PlayPosit

Additional time spent on video

Et creation and interactive videos E6+EL1 $54 $6,038 $10,043 $16,581
Risk adjustment 110%
Additional time spent on video
Etr creation and interactive videos (risk- $59 $6,642 $11,047 $18,239
adjusted)
Three-year total: $35,987 Three-year present value: $28,930
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Financial Summary

Consolidated Three-Year, Risk-Adjusted Metrics

The financial results calculated

Financial Analysis (risk-adjusted) in the Benefits and Costs

$250,000 sections can be used to
$200,000 determine the ROI, NPV, and

payback period for the
$150,000

composite organization’s

$100,000 ' investment. Forrester assumes
' a yearly discount rate of 10% for
$50.000 this analysis.
$0

These risk-adjusted ROI, NPV,
($50,000) and payback period values are
determined by applying risk-

Cash flows

($100,000) .
Initial Year1  Year2  Year3 adjustment factors to the
Total costs mmmm Total benefits unadJUSted results in each
Cumulative net benefits Benefit and Cost section.

Cash Flow Analysis (Risk-Adjusted)

Initial Year 1 Year 2 Year 3 Total FIESEL

Value

Total costs ($59) ($31,688) ($36,093) ($43,285) ($111,125) ($91,216)
Total benefits $0 $90,215 $115,164 $137,894 $343,273 $280,792
Net benefits ($59) $58,527 $79,071 $94,609 $232,148 $189,576
ROI 208%

Payback <6 months



APPENDIX A: TOTAL ECONOMIC IMPACT

Total Economic Impact is a methodology developed by Forrester Research that enhances a
company’s technology decision-making processes and assists vendors in communicating the
value proposition of their products and services to clients. The TElI methodology helps
companies demonstrate, justify, and realize the tangible value of IT initiatives to both senior
management and other key business stakeholders.

Total Economic Impact Approach

Benefits represent the value delivered to the business by the product. The TEI methodology
places equal weight on the measure of benefits and the measure of costs, allowing for a full
examination of the effect of the technology on the entire organization.

Costs consider all expenses necessary to deliver the proposed value, or benefits, of the
product. The cost category within TEI captures incremental costs over the existing environment
for ongoing costs associated with the solution.

Flexibility represents the strategic value that can be obtained for some future additional
investment building on top of the initial investment already made. Having the ability to capture
that benefit has a PV that can be estimated.

Risks measure the uncertainty of benefit and cost estimates given: 1) the likelihood that
estimates will meet original projections and 2) the likelihood that estimates will be tracked over
time. TEI risk factors are based on “triangular distribution.”

PRESENT VALUE (PV)
The present or current value of (discounted) cost and benefit estimates given at an interest rate
(the discount rate). The PV of costs and benefits feed into the total NPV of cash flows.

NET PRESENT VALUE (NPV)

The present or current value of (discounted) future net cash flows given an interest rate (the
discount rate). A positive project NPV normally indicates that the investment should be made
unless other projects have higher NPVs.

RETURN ON INVESTMENT (ROI)

A project’s expected return in percentage terms. ROl is calculated by dividing net benefits
(benefits less costs) by costs.




DISCOUNT RATE

The interest rate used in cash flow analysis to take into account the time value of money.
Organizations typically use discount rates between 8% and 16%.

PAYBACK PERIOD

The breakeven point for an investment. This is the point in time at which net benefits (benefits
minus costs) equal initial investment or cost.

The initial investment column contains costs incurred at “time 0” or at the beginning of Year 1
that are not discounted. All other cash flows are discounted using the discount rate at the end of
the year. PV calculations are calculated for each total cost and benefit estimate. NPV
calculations in the summary tables are the sum of the initial investment and the discounted cash
flows in each year. Sums and present value calculations of the Total Benefits, Total Costs, and
Cash Flow tables may not exactly add up, as some rounding may occur.




APPENDIX B: SURVEY DETAILS

TOP 3 INDUSTRIES

Higher ed — College/university 54%
K12 — Elementary school 15%
Higher ed — Graduate School 12%

CURRENTPOSITION OR DEPARTMENT

Teacher/professor — Nondigital

arts/media subject =il
Teacher/professor — Digital 12%
arts/media subject °
Instructional design 9%
Informational/educational o
7%
technology
Assistant principal/principal 2%
Administrator — Operations 2%
Professional development/ o
X ' ; 1%
instructional coaching
Administrator — Student services 1%
Other 15%

LENGTH OF USE OF WEVIDEO AND/OR
PLAYPOSIT

Less than 6 months 9%
6 months to under 12 months 8%
12 months to under 16 months 9%
16 months or over 48%

MEDIAN VIEWS PER VIDEO

Average number of views per
video priorto WeVideo and 30
PlayPosit

Average number of views per
video with WeVideo and 70
PlayPosit

LESSON COMPLETIONRATES

One-time lesson completion rates

prior to WeVideo and PlayPosit ke

One-time lesson completion rates

with WeVideo and PlayPosit Lo

COURSE COMPLETIONRATES

Course completion rates prior to

WeVideo and PlayPosit e

Course completion rates with 61%
WeVideo and PlayPosit °

Note: Percentages may not total 100 due to rounding.

PRIMARY USE CASE FOR WEVIDEO
AND/OR PLAYPOSIT

Educators developing interactive

- 74%
video lessons for classroom use

Administrators/coaches creating
videos for staff professional 27%
development

Administrators/instructional
design teams supporting
educators in creating video
lessons

23%

Students creating project-based

i : 19%
learning videos for coursework

Educators/administrators
producing interactive videos for 1%
extracurricular activities

Students producing videos for

; &Y 7%
extracurricular activities
Students creating videos for o
A 6%
media arts coursework
Other 1%

MEDIAN VIDEOS CREATED ANNUALLY

Average number of videos

created priorto WeVideo and 20
PlayPosit

Average number of videos

created with WeVideo and 32
PlayPosit

ASSIGNMENT COMPLETIONRATES

Extended assignment completion

rates prior to WeVideo and 35%
PlayPosit

Extended assignment completion

rates with WeVideo and 38%
PlayPosit

MEDIAN MINUTES REQUIRED TO
CREATEVIDEOS

Average number of minutes to
create one video priorto 45
WeVideo and PlayPosit

Average number of minutes to
create one video with WeVideo 30
and PlayPosit

KEY INVESTMENT DECISION DRIVERS
To support hybrid/remote

: : 30%
teaching environments
To facilitate student engagement 28%
To enable student-centered and
personalized learning 14%
experiences
To increase teaching efficacy in 8%
the classroom
To increase productivity for
administrators in learning 7%
management or professional °
development
To drive collaboration in 4%
classrooms
To update the available 39,
technology in the classroom
To support equity and access for 3,
students
Other 3%

TEACHER EFFICIENCIES IN LESSON

DELIVERY FROM CLASSROOM
ANALYTICS

Less than 5% reduction in time 0%
5% to 10% reduction in time 33%
11% to 15% reduction in time 27%
16% to 25% reduction in time 0%
26% to 30% reduction in time 13%
31% to 40% reduction in time 0%
41% to 50% reduction in time 13%
Greater than 50% reduction in o
time e
No reduction in time 0%

TEACHER EFFICIENCIES IN LESSON
DELIVERY FROM PERSONALIZING

STUDENTEXPERIENCES

Less than 5% reduction in time 8%
5% to 10% reduction in time 17%
11% to 15% reduction in time 1%
16% to 25% reduction in time 33%
26% to 30% reduction in time 1%
31% to 40% reduction in time 1%
41% to 50% reduction in time 0%

Greater than 50% reduction in
time

6%

Mo reduction in time 6%



APPENDIX C: ENDNOTES

1 Source: Reduce Technical Debt By Understanding Enterprise Video Platform Capabilities
Before RFP, Forrester Research, Inc., December 20, 2023.

2 Total Economic Impact is a methodology developed by Forrester Research that enhances a
company’s technology decision-making processes and assists vendors in communicating the
value proposition of their products and services to clients. The TElI methodology helps
companies demonstrate, justify, and realize the tangible value of IT initiatives to both senior
management and other key business stakeholders.
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