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A study on how to build a successful education platform business
model based on customer needs and wants
focusing on the business model canvas
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Abstract Recently, the size of the online education service market has been growing, but the B2C platform
education service market, where companies take the lead in creating content and consumers consume the
content, has become widespread. This makes content creation rigid and may have limitations in creating at
various levels. This Study newly establishes the concept and type of customer needs, wants, innovation, and
platform business, and presents new start-up success factors in all fields of platform business start-up and a
standard diagnostic process for the possibility of platform start-up success. Through the presented process,
customers, core activities, and value proposition factors can be derived. Finally, a business model for starting a
C2C platform for elementary, middle, and high school education is built centered on the business model canvas.

Key words : Business model canvas, Business 9 blocks, Platform business model, B2C(Business-to-Business),
C2C(Customer-to-Customer), Customer needs & wants

.M 2 own] FHANA] Abalse] Ak W8> FoEA %
= ot 8 mav ol Lol s sl
i SvEe] A7HA @ Eeta gy, oAl &3t FH R WA Hof olgd Al T
s W Lol SN RSl TRE A AR 9w a4 4R Aow dE
*A3|, Mgt Fgsty Fadg (A1A4A Received: March 6, 2024 / Revised: April 13, 2024
A 20249 3€ 6%, 4R 2024d 4¢ 13Y Accepted: May 10, 2024
AASFAL: 20243 52 109 *Corresponding Author: myclubl14@semyung.ac.kr

Dept. of Business Administration, Semyung Univ, Korea

- 451 -



A study on how to build a successful education platform business model based on customer needs and wants

. focusing on the business model canvas
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Figure 1. Platform business model diagram
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. focusing on the business model canvas
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Table 1. Classification of customer needs, wants and
innovation and startup cases

Success | Main Subcategor | Startup

Factor Category ies Case
Physiological | sex, thirst, .
Ton Drink
needs hunger etc
Safety needs security ADT Caps

Communic | Daum Mail,

ation, Daum Cafe,
Social needs love, Naver Band
sense of Google,
belonging Naver
Needs status, level_up
success, site,

Esteem needs . .
promotion, | education

recognition | business
self
.. | developme
Self_actualizati ) T E D ,
nt,
on needs Google
Intellectual
Solution
Patent .
Smart
status,
Latest . Phone,
Change in
Wants Technology, Al robot etc
Taste,
Culture, Taste .
Change in
Culture etc
Cheaper,
. e-mart,
Efficiency, Faster, .
. airplane,
. Convenience, Convergen
Innovation smart
sense of ce, .
phone, voice
presence easy-to-us .
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e, realism
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Table 3. Education platform busmess model core DB

Main DB area Core Entity
» producer_profile

Content » loyalty_level
producer DB * knowledge_level
* content_revenue
Content » user_profile (sex, age, school, rank

etc.)
consumer DB .
» user_achievement_level

* learning_roadmap_reference
* content_difficulty

Content DB * concept, problem, question, exam
» informal/formal content (free/pay)
» popularity by content level, review

2. C2C % ZYE BM 75

W BYPE MEUx FYe A% 4FHA 9
A EIE 49 B THx AN avx
ZuolA Avina FAF Y A e
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Table 4. Building a C2C education platform using business
model canvas

9 block Detailed
components description
(Content producer)
* provide high profits and satisfy the needs
for recognition
value reasy content creation, registration,
propositions | various statistical analysis
(Content comsumer)
* consume customized content by level and
solve the intellectual curiosity
(Producer)
* anyone who wants additional income and
customer intellectual pride
segments (consumer)
* elementary, middle, and high school
students
customer .
. . » platform participant loyalty management
relationship . . .
(profit, optimal content consumption)
S
» various parent, teacher, and student
channels o
communities/SNS
» development of differentiated service
" programs  (search  engine, matching
ey .
o algorithm etc)
activities L . .
* initial content provider recruitment efforts
(vision and profit guarantee)
key
» core platform development programmer
resources
content network streaming  service
company
key .
* company advertiser
partners .- .
= platform promotor (affiliator, influencer,
power blogger etc)
» advertising revenue (CPM, CPC, CPA)
* revenue from paid content usage (basic is
revenue
free)
streams .
* subscription fees, download fees, survey
and email promotion fees, etc.
* video network traffic charging
cost * server maintenance cost
structure » platform promotor payment fee
» core developer labor cost
A aaE 2E Sz ATGaE 2E 2 o
19%), 2) FRE Fug] 24 % Gz,
) A O An owe Zaz A Y 5
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