CHAPTER 10: E-learning platform development
for adults
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ABOUT THE TOOLKIT

1 The aim of this toolkit is to provide a comprehensive training programme that will be
delivered through a series of ten (10) lesson plans to support adult educators. Chapter
10 is on the topic: E-learning platform development for adults

1 Supporting to this presentation are the the following resources:
_1 Learning Matrix

_l Lesson Plan
_] Case Study
_l Micro Learning 1

_1 Micro Learning 2

Please visit the project website and download them.



Content -

Introduction (5 minutes)

Learning about e-learning(1s minutes)

Learning about platform development (15 minutes)
Important things to consider (15 minutes)

Summary, Recommendations, Further reading (10 minutes)
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5 minutes to...

Meet the trainer

® ®
I:I.'q_.l._?'.l:l Introduce yourself to the group

Short introduction (e.g. nationality,

profession, etc.)

What do you expect from this
workshop?

What competencies would you like to
obtain from this session?




Activity

E-Learning
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A Definiton NS

E-learning, or electronic learning, also referred to as web-based learning, encompasses a broad range
of knowledge transferred through digital technologies, sometimes as a complement to traditional
education channels.

The use of information and communication technology (ICT) tools is especially powerful for reaching
individuals with no access to traditional education and training, either because they live in remote
areas or because of their socioeconomic situation or special needs.

Typically, e-learning is conducted on the Internet, where students can access their learning materials
online at any place and time.

E-Learning most often takes place in the form of online courses, online degrees, or online programs.

‘Users of online learning are primarily highly educated adults with strong digital skills. Before the
COVID-19 crisis, 23% of training participants with high digital problem solving skills participated in
online learning every year, compared with just 14% of trainees with no computer skills.” — OECD, 2020




Benefits |I_i
FOR STUDENTS FOR EDUCATORS
* Accommodate everyone’s needs * Flexibility
* Lectures can be rewatched * Engaging classes
* Access content from any place * Globally accessible
* Quick delivery of lessons * Digital skill enhancement
* Consistency of content delivered e Scalability
* International classrooms e Effectiveness
* Time efficient * Time efficiency
 Reduced Costs * Individual pace
* Lower environmental footprint * Lower abseeintism
* Lower environmental footprint




X
Challenges 6—;

FOR STUDENTS

Social Isolation
Lack of electronical devices
Lack of pressure

Educator accessible when online for
qguestions and feedback

Atmosphere

Technical problems
Requires self-direction
Motivation

FOR EDUCATORS

Digital skills and capabilities
Keeping learners engaged

Holding learners accountable to
implement the learned

Face-to-face communication
Feedback moments
Technical problems

Quality

Additional work
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https://www.betterinternetforkids.eu/home

Types of e-learning (1) 3¢

Fixed eLearning

Fixed elLLearning is one of the older versions of online learning. It refers to a learning process that uses a traditional
structure of passing down information to students. All learners receive the same type of information as determined by
the instructors.

Linear E-Learning

The learning material is passing from sender to receiver without two-way communication between teachers and
students.

Adaptive eLearning

Adaptive elLearning has the learner’s flexibility as its focal point. Here, all learning materials are designed to fit the
learner’s learning preferences. This pays attention to aspects such as skills, abilities, and individual
performance. Adaptive elLearning works well where learners prefer to study at their own pace.

Asynchronous elLearning

In asynchronous el.earning, students study independently from different locations. Here, learners can study on their own
time, depending on their schedule.

Collaborative Online Learning
Based on teamwork; students achieve their learning objectives together while creating a sense for unity.



Types of e-learning (2) 3¢

Synchronous Online Learning
This method enables groups of students worldwide to reach their learning goals together.

Interactive eLearning

In interactive el.earning, both teachers and students can communicate freely, allowing both parties to make
changes to the learning materials as they see fit. An open line of communication also allows for better
Interaction, resulting in a better learning process should any queries arise.

Individual eLearning
Individual eLearning is all about students learning on their own without any peer communication.

Computer Managed Learning

Computers are the teachers, as they have the role of accessing and managing the individual's learning
progress.

Computer Assisted Instruction

This method combines traditional teaching with a combination of multimedia such as graphics, sound and
video to enhance the learning process.
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mPlatform Development
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What is a digital platform <

A digital platform is a software-based online infrastructure that facilitates interactions
and transactions between users.

Examples of digital platforms:

« Social media and media-sharing platforms, like Instagram or YouTube.
 Knowledge platforms, such as Quora or Reddit.

« Service-orientated platforms, like Airbnb.

 Ecommerce platforms, like Alibaba.

« Aggregation platforms: Connect the platform's users with the best resources, ensuring all the
required data needed for any particular business is available in one location.

* Mobilization platforms

A common digital platform : The common digital platform is intended to ensure paperless issuance of
certificate of origin.



How can one develop a digital platform? (1)
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Platform development refers to the development of the fundamental software that makes hardware work
and that provides a platform for application development.

Here are a number of steps that serve as good guidance for when developing an educational platform:

1)
2)
3)
4)
5)
6)
7)

Brainstorm and develop an idea

Research the niche that it belongs to

Choose a business model

Choose the development approach

Add interesting features — make it attractive
Test on potential users

Engage with the potential and upcoming users

TIP! (for beginners)- CANVASS + video editor allows every teacher and / or trainer, even those with low
digital skills, can create multimedia training packages for their students! www.canvass.eu



https://www.canvass.eu/
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How can one develop a digital platform?(2p

There are a many of resources that can guide you on screen how you can create an e-learning platform for
adults!

We have chosen a number of resources that can guide you through. Have a look and see which method of
e-learning platform would be most suitable for your audience of adults!

1) E-learning platform through Google Sites : https://www.youtube.com/watch?v=cS-HE7tuDK8
2) E-learning platform through Odoo : https://www.youtube.com/watch?v=0ZNM24D 4pM

3) How to build an E-Learning Platform with Webflow, Airtable and Zapier :
https://www.youtube.com/watch?v=k2a51H7DwSQ

4) Elearning Authoring Tools, Platforms & Software : https://www.elucidat.com/blog/elearning-
authoring-tools/

While there are many tools available, we would like to present to you next about what considerations you
may have to take into account.


https://www.youtube.com/watch?v=cS-HE7tuDK8
https://www.youtube.com/watch?v=OZNM24D_4pM
https://www.youtube.com/watch?v=k2a51H7DwSQ
https://www.elucidat.com/blog/elearning-authoring-tools/
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Important considerations (1)

When building an eLearning platform for adults, there are many things that would need to be taken into consideration.

1) Target audience
Who is your target audience?
Knowing your audience is first and foremost for your eLearning platform.

2)Type of platform

Now that you know who your target audience is, define the type of platform you would like to develop. As for this module are talking about e-learning, we can assume that
you would be developing a knowledge platform.

3) Methodology
What type of e-learning would you like to offer?

Knowing all the types of e-learning now, ask yourself (and your audience) which type of e-learning would be most suitable to the audience. It is important that the type of e-
learning you choose goes hand in hand with the type of content you would like to display.

4) Choose a resource (software or tool) that can support you in the development process

Which provider meets all of your requirements and the following considerations:

- Legal; (Why is legal, genuine software so important? — read more here)

- Ethical; (Software Engineering Code of Ethics — read here)

- Design; (The Importance Of Design In eLearning Content Development - read here )

- Technologically advanced, (How Modern Technology Is Reshaping the E-Learning Industry — read here )
- Accessible; (eLearning Accessibility: Best Practices, Tips, And Tricks — read here )

- User friendly; (17 Features of a User-Friendly Interface — read here)

- Customizable; (Why Should You Opt For Custom elLearning Software? —read here )

List all important specifications/requirements that you will take into consideration when choosing the provider for your platform.
While platform development laws and regulations are defined by the EU, note that every country may have some modifications or their own regulations on the topic.
Always consult with a legal representative on the topic!


https://www.forscope.eu/blog/recognize-illegal-software/
https://www.castsoftware.com/glossary/importance-of-software-engineering-code-of-ethics-future
https://elearningindustry.com/the-importance-of-design-in-elearning-content-development
https://www.entrepreneur.com/science-technology/how-modern-technology-is-reshaping-the-e-learning-industry/361812
https://elearningindustry.com/elearning-accessibility-best-practices-tips-tricks
https://education.adaptit.tech/blog/e-learning-platform-software-aid-kits-features-of-a-user-friendly-interface/
https://elearningindustry.com/why-should-you-opt-for-custom-elearning-software
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Important considerations(2p

5) Testing.

The main objective of testing a software application is to ensure seamless functionality, efficiency, and
usability. The main objective of testing an eLearning program is to ensure its “learnability” that is how
“learnable” the course is.

There are different types of testing:

* Functionality Testing

e Accessibility Testing

e Usability Testing

* Performance Testing

* Security Testing

 Compliance Testing including SCORM (Shareable Content Object Reference Model) testing

Check out this checklist, that can serve as a guidance for your testing:
https://www.indiumsoftware.com/blog/e-learning-testing/



https://www.indiumsoftware.com/blog/e-learning-testing/

Media Education- a
eeeeeeeeeeeeeeeeeee




Further reading
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The potential of online learning for adults: Early lessons from the COVID-19 crisis

https://www.oecd.org/coronavirus/policy-responses/the-potential-of-online-learning-for-adults-
early-lessons-from-the-covid-19-crisis-ee040002/

Interest in online education grows in the EU
https://ec.europa.eu/eurostat/web/products-eurostat-news/-/edn-20220124-1

Survey on online and distance learning — Results

https://www.schooleducationgateway.eu/en/pub/viewpoints/surveys/survey-on-online-
teaching.htm

Key competences for lifelong learning: resources for online education

https://epale.ec.europa.eu/en/blog/key-competences-lifelong-learning-resources-online-
education

eLearning Industry
https://elearningindustry.com



https://www.oecd.org/coronavirus/policy-responses/the-potential-of-online-learning-for-adults-early-lessons-from-the-covid-19-crisis-ee040002/
https://ec.europa.eu/eurostat/web/products-eurostat-news/-/edn-20220124-1
https://www.schooleducationgateway.eu/en/pub/viewpoints/surveys/survey-on-online-teaching.htm
https://epale.ec.europa.eu/en/blog/key-competences-lifelong-learning-resources-online-education
https://elearningindustry.com/
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g‘;i. Wrap up

. Introduction
y E-Iearning - definition, benefits, challenges, types
. Platform Development - definition, how-to’ step by step

. Considerations - audience, type of platform, methodology,
resource, testing

. Resources available for everyone -further reading
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5 minutes for...

Q&A on topic

I::'q_.l._?;l Feedback




Media Education- a
Challenge to Overcome



