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Our vision is to build 
the leading learning 

platform in the world



Kahoot!
Kahoot! started 2012 as a quiz -based 
game to ensure attention , create 

engagement and provide knowledge in 
classrooms

Global recognized brand with a viral 

distribution model based on scalable 

technology platform

User centric, data -driven and iterative 

approach to product development  
and innovation

Over 100m user generated Kahoots , 

250m games played last 12 months 
with 1.5bn participating players

2013-17 2018 2019 2020
Launched first 
commercial 
editions with 40k 
paid subscriptions

Launched mobile 
apps for iOS and 
Android

75+ employees

New commercial 
subscription 
editions for all 
segments 

Reaching 170k paid 
subscriptions

Acquisition of  Poio 
and DragonBox

120+ employees  

More commercial 
offerings, 550k paid 
subscriptions 

Launched first 
platform service 

Acquisition of Actimo 
Enterprise Learning 
and Drops language 
learning app 

200 + employees

Launched 
September 2013

Growth focus on 
US and K -12

Top 3 tool in US 
education

50+ employees

5 Billion

1 Billion

3 Billion

2 Billion

2016 2018 20192013 2014 2015 2017

The Kahoot! journey
Development of cumulative non -
unique players since launch

2020 2021



Scalable cloud 
platform

Large market 
opportunity*

Recognized 
market leader

Viral business 
model

User generated 
kahoots , 1.5bn 
participating 
players LTM (non -
unique)

Active accounts 
whereof 7m 
teachers and 
educators

Paid subscriptions 
growing 220% YoY, 
for professionals, 
teachers, and 
personal use**

Net dollar retention,  
above 100% for 
larger organizations

$20bn

100m+24m+ 550K+ 90 -100%

*Based on estimated EdTech market in 2020 from Goldman Sachs Education Technology Sector trends and market update May 2020
**Including 100K from Drops, acquired November 2020

Kahoot! today
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Active accounts LTM 1)

12m

24m

Q4
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Home School Work

Paid subscriptions 2)

46K

550K+

Q4
2018
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2019
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2019
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2019
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2019
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2020
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2020
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2020

Q4
2020

USA and Canada

Europe

Asia Pacific

Latin America and The Caribbean

Africa, The Middle East, and India

34% QoQ 
average growth 

Invoiced revenue 3)

$1.7m

$17.5m9% QoQ 
average growth

36% QoQ 
average growth

1) Active accounts LTM is defined as unique user accounts hosting a game with one participant or more LTM
2) Paid subscriptions is defined as total number of users on paid subscription per the end of the period, not including Actimo.

Home subscriptions include 100K Drops subscriptions in Q4 2020
3) Conversion to paid subscriptions in all segments from customers in more than 150 countries

Kahoot! accelerating momentum



Why everyone loves Kahoot!

Loved by students 
across the globe

Trusted by parents 
and families

Embraced by 7m teachers 
Kahoot! helps me engage
students in class and for 
homework, and also works 
great for virtual lessons even 
when school is closed

Ṫ
As do millions of teachers globally

I love Kahoot! 
It makes learning fun!

As do hundreds of millions of 
students

Kahoot! allows me to engage 
in playful learning with my 
family in a social setting

As do millions of families around 
the world

Kahoot! breaks down 
barriers and connects 
teams

As do hundreds of thousands of  
organizations in over 150 countries

Ṫ

ṪṪ
Integral for corporate 
culture and learning



Teachers

Students

Parents

Organizations

To play Kahoot! is to promote Kahoot!

The Kahoot! viral 

distribution model 

generates millions of

new accounts and 

app downloads every 

month



All prices per teacher per month

at  sch oo l
Premium editions

All schools (K-12)

$1 / $3  / $6 

Higher Education

$5 / $10 / $15 

Em braced by over 5 m illion teachers

Loved by hundreds of m illions of students

Em pow ering students from  learners to leaders

Millions of em ployees playing Kahoot! 

97% of Fortune 500 is using Kahoot!

Energizing audience in events of any size

at  w ork

All prices per presenter/host per month

For professionals

$10 / $20 / $40

In t rod uc in g

Business suite

Q4 2019

Over 100K+ businesses breaking
down barriers and 

connecting teams with our 
professional editions

From $10 per user per month

Over 200 K+ teachers are
paying for premium 

editions to drive learning
and engage students 

Free and from $3 per teacher per month

Over 10 million families and 
friends are using Kahoot! 

at home with over 
100 million games played

Free and from $5 per user per month

Connecting the global educator community 
and providing high -quality, verified content, 
to ensure that every student gets access to 

awesome learning at school and home

Launch 2020





of the Fortune 500 
ǍɶǸ ©ǍțɐɐʌṠẏȡɅȓ97%



Kahoot! at work - for all organizations

Team collaborationCorporate learning

With Kahoot! I can 
measure product 
knowledge

Courses, analytics, learner resources 
Ṫ ṪKahoot! is a powerful 

tool for breaking down 
barriers and connecting 
the team

Integrations, collaboration tools

Audience engagement

Ṫ
Not only is my audience 
more engaged by being 
able to participate, I am 
also able to reinforce 
important content. 

Interactive presentations, 
audience interaction features 

Company culture

Kahoot! is built into our 
organizational culture

Team building mode, employee 
engagement tools

Ṫ



Ṫ

Ṫ

Ṫ

Ṫ

Ṫ
Ṫ

Ṫ

ṪTrainer / HR 
Professional

Presenter / 
Manager

Employee / 
Learner

Ṫ

Ṫ

Ṫ

ṪWe had a standing 
ovation from people 
trying to participate 
in our annual risk 
ɃǍɅǍȓǸɃǸɅʌ ǸʬǸɅʌẍ

Game -based learning is an easy 
ʭǍʳ ʌɐ ǍɾɾǸɾɾ ȺǸǍɶɅǸɶɾẏ ɶǸʌǸɅʌȡɐɅṣ 
The trainer instantly knows what 
learners understand and what 
needs more clarification, helping 
us improve
the learning for 
everyone

Kahoot! offers Sky a unique 
insights platform, that is 
both flexible and adaptable 
to changes in the business 
strategy and environment.

Ṫ
Ẍğȡʌț ©ǍțɐɐʌṠṞ Ʌɐʌ ɐɅȺʳ ȡɾ Ƀʳ 
audience more engaged by 
being able to participate, I am 
also able to reinforce 
important content

Kahoot! has become an 
important tool for 
continuous learning in our 
organization

Ṫ

Ṫ

fɐɶ ɾǍȺǸɾ ɳǸɐɳȺǸ ȡʌẏɾ ʌțǸ ǪɐɃɳǸʌȡʌȡɐɅ 
that makes it even more exciting: 
ʌțǸʳẏɶǸ ʬǸɶʳ ǪɐɃɳǸʌȡʌȡʬǸ ǍɅǱ 
everyone wants to get to the 
podium!



New and existing customers are making learning awesome in Q4



97%
ɐȒ ʌțǸ fɐɶʌʔɅǸ ᶳᶮᶮ ǍɶǸ ©ǍțɐɐʌṠẏȡɅȓ

Engagement & 
Communication

Interactive 
presentations & 
meetings

at work
Company culture

A better 
experience for 

all learners

Training & 
development



The transition from presenter centric to 
including everyone within the organization



The complete solution for team spirit and company 
culture, corporate Learning, audience engagement. 
For all employees, to empower all individuals and teams 
to create, share and join engaging learning experiences 
and build organizational knowledge 

Introducing



ẍ!ȺʭǍʳɾ ɐɅẍ ǸɃɳȺɐʳǸǸ ǱǍɾțǩɐǍɶǱ
Employees have easy access to all relevant 
content from mandatory training to teams, 
creative challenges in addition to trivia



Ẍ!ȺʭǍʳɾ ɐɅẍ  MɃɳȺɐʳǸǸ æɐȺȺɾ
Instant feedback from the whole organization 
to motivate, enforce information sharing with 
secure consistent reporting across 
organization



Company Content Library
Easily discover your organizations' content 
and access premium content from partners 
and consultants in a branded company 
library



Main features

ǒ Build team spirit by creating and 
hosting session to everyone in the 
organisation and amongst peers

ǒ Complete training courses 
individually or as teams

ǒ New team building experiences for 
live sessions and self -paced training

ǒ Ability for mandatory training and 
polls with full reporting including 
identity management

ǒ Enhanced cross -organization 
aggregated reporting 

ǒ Proprietary company content library 
with access to 3 rd party content 
from partners and consultants

From 

$6
per employee per month

For larger organization Kahoot! 
360 Spirit Premium available 

from $9 per employee per 
month

Full launch and g eneral
availability in Q2 202 1 





10m+
are using Kahoot! at 
home with over 100 

million games 
played by families Study at home

with flashcards, tests 
and challenging 

friends

at home

Learn math 
& algebra

Engage
communities

Premium features 
and content for any 

occasion

Language 
learning for 

everyone from 8 
years and above 

Learn 
to read

Premium subscription 
for awesome 

learning for the 
entire family

+



Introducing 
Language Learning 
in the Kahoot! app





87%
of the global top 
500 universities 
ǍɶǸ ©ǍțɐɐʌṠẏȡɅȓ
Source: The Times Higher Education 
World University Rankings (2020)



Over 

10K
educational 

institutions have 
already deployed 
multiuser Kahoot! 
teacher licenses

Next level 
engagement
with Bitmoji

Make lessons 
interactive

at school

Engage 
students

Embraced by over

7 million 
teachers globally

100s of millions 
of students

Elevate learning at 
your entire school or 

district

Equip IT admins with 
increased control, 

security & compliance


