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ABSTRACT

The Online Learning Platform emerges as a disruptive answer in the
ever-changing landscape of education. The goal of this project is
to design and build a dynamic online learning environment for the
Computer Science Department at Koforidua Technical University. The
platform provides a wide range of functionality by leveraging the
power of JavaScript, PHP, MySQL, CSS, and HTML. It provides
students with access to high-quality wvideo lectures, interactive
quizzes, and a large collection of instructional resources. The
online forum encourages debate and feedback, resulting in a lively
virtual classroom. The project investigates the integration of
multiple technologies in great detail, ending in a robust and user-
friendly educational tool. A thorough examination of the proposed
system highlights its key features, benefits, and a complete system
context diagram. The platform is built with an emphasis on
usability, accessibility, and scalability in mind. The conclusion
highlights major achievements, while recommendations point the way
forward for improving user advice, personalizing prediction

models, and optimizing for mobile devices.
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CHAPTER ONE

INTRODUCTION

1.0 Introduction and Opportunity Statement

The need for all-inclusive online learning platforms is more than
ever 1in the current digital era. Online learning systems have
become more widely used as a result of the swift growth of internet
infrastructure, the accessibility of digital devices, and the
increasing necessity for remote education during the COVID-19
epidemic. Through the design, development, and implementation of
an online learning platform customized to the unique requirements
of Koforidua Technical University's Computer Science Department,
this research project seeks to close the gaps now present in the

online learning environment.

1.1 Subject and Field of Study

The development of an online learning platform is the main
objective of this project. With a special focus on educational
technology, this platform will be classified under the category of
information technology and work to improve the teaching and

learning process for both teachers and students.



1.2 Study Objectives

1.2.1 Global (General) Objectives

The general objectives of this project are to design, develop, and
implement an online learning platform that empowers students to
access video lectures, participate in interactive quizzes, and

monitor their academic performance.

1.2.2 Specific Objectives

The specific objectives include:

Creating an online learning platform that provides high-quality

video lectures.

Ensuring that students have the capability to access previous

lectures, thereby addressing the issue of missed classes.

Facilitating student access to educational materials to expand

their knowledge on course topics.

Establishing a platform that enables tutors to assess student

progress following each course.

1.3 Background to the Study

Due to technical developments, improved internet connectivity, and
the need for distant learning during the COVID-19 epidemic, online
education has grown significantly. These innovations Thave

highlighted both the benefits and pitfalls of online learning.
2



Learners can now access educational resources at their leisure,
eliminating geographical limitations and supporting a variety of

learning preferences.

1.4 Scope of Study

The purpose of this research is to design and construct an online
learning platform for the Computer Science Department at Koforidua
Technical University. It seeks to address the department's issues

with online education.

1.5 Significance of Study

The significance of this study depends in its ability to deliver
a smooth and comprehensive online learning solution suited to the
Computer Science Department's specific demands. This project has
the potential to greatly impact the education sector by removing
existing problems and improving the teaching and learning

experience.

1.6 Methodology

The study methodology will include a mix of interviews,
questionnaires, observations, and desktop evaluations. These
methods will be used to collect data, analyze existing online
learning systems, and inform the development process. Furthermore,
the choice of a software development process model will be

justified based on the project's requirements.



1.7 Expected Results of the Study & Possible Use

The expected results of this study include the successful
development and implementation of an online learning platform,
which will offer students video lectures, interactive quizzes, and
performance tracking. The deliverables of this research will be a
functional online learning platform, recommendations for its use,

and insights into the software development process employed.

1.8 Presentation of Thesis
The study is divided into eight chapters which are as follows

bellow:

1. Chapter one introduces the research study, the subject and
field of study, the study objectives, ©providing the
background to the study, the scope of the study, justification
and significance of the study, Methodology, Expected results
of study, presentation of thesis study work plan.

2. Chapter two presents a review of literature on the topic.

3. Chapter three presents the crystallization of the project.

4. Chapter four Analysis of the proposed System.

5. A detailed design of the proposed system is presented in
Chapter five.

6. Chapter six constitutes Implementation of system design and

testing.



7. Chapter seven comprises of system Documentation.
8. Finally, chapter eight presents the summary, conclusion,

general recommendations of the study and further work.

1.9 Study work plan.

Project schedule is as outlined below.

CHAPTER 1: INTRODUCTION (10th — 15TH July 2023)
Describes the background of the project work. Discusses why this

project is important and the need to solve the existing problem.

CHAPTER 2: LITERATURE REVIEW (15T¢ — 18TH July 2023)

Provide a survey and a critical review of work of other authors

CHAPTER 3: CRYSTALISATION OF RESEARCH PROBLEM (18TH —-22ND JULY 2023)

Define project methodology, define project phases and how the

project objective will be achieved.

CHAPTER 4: SYSTEM ANALYSIS AND DESIGN (23RP — 29TH JULY 2023)

Describes system analysis with respect to data collection and

decision taking on the function and nonfunctional requirements

CHAPTER 5: DETAILED DESIGN OF THE PROPOSED SYSTEM (30TH JULY -5tb

AUGUST 2023)



Describes the detailed design such the usage of DFD, use cases,

flow chart, databases and architectural design of the system

CHAPTER 6: SYSTEM IMPLEMENTATION AND TESTING 6TH -10TH AUGUST 2023

Describe the implementation approach, System testing techniques

are all considered in this chapter

CHAPTER 7: SYSTEM DOCUMENTATION 11THE AUGUST, 2023 - 5TH SEPTEMBER,

2023

Describes system documentation, usages and guides to install and

use the system and to apply changes

CHAPTER 8: SUMMARY, CONCLUSION AND RECOMMENDATION 1QTH - 22§D

SEPTEMBER 2023

Here is a summary of the entire project and what we have achieved.

Future potential works are also recommended.



CHAPTR TWO

LITERATURE REVIEW

2.1 Online Learning Platforms: A Historical Perspective

Online learning platforms have evolved significantly over the
years. They were first restricted to text-based content and simple
communication facilities. With the introduction of multimedia,
higher bandwidth, and enhanced internet infrastructure, more
interactive and engaging platforms were created. Blackboard and
Moodle were early pioneers in the subject, laying the groundwork

for the present online learning environment.

University online education is gaining popularity, signaling a
substantial shift in how students obtain educational content [1].
The increasing participation of students in online courses at
universities reflects this transforming trend. An analysis of
online courses offered in the United States since 2002, for
example, demonstrates a significant growth in online student
enrollment. In 2012, 1.6 million students enrolled in at least one
online course, rising to 5.5 million in 2013 and 7.1 million in
2014. This tremendous development reflects the growing desire for

flexible and accessible learning [2]. [4] [7].

One major development is the rise of Massive Open Online Courses
(MOOCs), which have become uniting platforms available to learners

worldwide. The launch of edX, a global learning platform that



provides free access to university-level courses, was a historic

turning point in online education [3].

The impact of these platforms illustrates the potential of online
learning to bridge educational barriers and provide diverse
learners with cost-effective, high-quality education. This
changing environment serves as the backdrop for the proposed online
learning platform, emphasizing the importance of a complete and

adaptive solution. [5][6][8].

2.3 Advantages and Drawbacks of Online Learning Platforms

Online learning platforms offer wvarious advantages. They provide
flexibility in terms of when and where students can access
educational materials. This 1s especially Dbeneficial for
individuals who work, have family responsibilities, or cannot
attend traditional in-person classes. Furthermore, online learning
transcends geographical boundaries, making education accessible to

a global audience.

However, the rapid transition to online education during the COVID-
19 pandemic highlighted wvarious <challenges. Some students
struggled with technology issues, while others faced difficulties
in maintaining engagement and motivation in a virtual learning
environment. This chapter delves 1into these advantages and

drawbacks to provide context for the proposed project.



2.4 Gaps in Existing Online Learning Platforms

Existing research has identified several shortcomings in current
online 1learning platforms that this project aims to address.
Notably, most platforms lack a unified solution that seamlessly
integrates video lectures, interactive quizzes, and comprehensive
performance tracking. These gaps in functionality create barriers
for both educators and students in terms of effective engagement

and learning.

2.5 The Significance of Tailored Online Learning Platforms

The significance of this study lies in its focus on creating a
customized online learning platform for the Computer Science
Department at Koforidua Technical University. Tailoring the
platform to the unique needs of this department is expected to
have a positive impact on student learning outcomes and educator

efficiency.

2.6 Gaps and Contributions of This Study

This chapter's exploration of the existing literature helps
identify gaps and challenges in current online learning platforms.
These gaps underscore the importance of the proposed project. The
contributions of this study will be the development and

implementation of an integrated platform that addresses these



challenges, enhancing the teaching and learning experience within

the Computer Science Department.

2.2 Review of existing System

2.2.1 Edmodo

All learners may connect with the people and resources they need
to realize their full potential through Edmodo, a global education
network. It 1is a free social networking tool for education.
Universities, Ministries of Education, and schools all over the
world use it as an alternative to LMSs because of its It is free

and intended for online learning by teachers and students.

It does not contain or advocate for commercial material, and it
allows low-bandwidth connections so that teachers and students can
communicate synchronously (live or in real-time) and
asynchronously (delayed) without consuming a lot of data. Instead
of using a computer, smart phone users can access the Edmodo app
and/or the course. This makes 1t a great course site because it
enables small group discussions, the creation of archives for
discussions, the use of third-party apps, and the posting of images
and videos in addition to allowing for the storage of readings in
a library. And Edmodo's structure and usage are extremely similar
to those of Facebook, so learning how to use it shouldn't be a

problem. It resembles an application that many teachers and

10



students are already familiar with and is taken into account by

the current system.

Strength

User-Friendly Interface

It offers a central hub for communication

Edmodo has mobile apps for i0OS and Android, allowing users to
access content and communicate on the go.

Parents can access Edmodo to stay informed about their child's

academic activities.

Weakness

Edmodo's customization options are somewhat limited compared

to other learning management systems.

It may lack some advanced functionalities that more

comprehensive platforms provide.
Dependency on Internet Connectivity.

Integrating Edmodo with other educational tools or systems

may require additional effort and technical expertise.

11



loin a Group

Teach More. Learn More.

Millions of teachers use Edmodo to engage
students, connect with other teachers, and invoive
parents.

Create your free account

I'm a Teacher I'm a Student I'm a Parent

(&

&

Figure 1.1 interface of edmudo

2.2.2 Moodle

The term "Moodle" stands for "Modular Object-Oriented Dynamic
Learning Environment”. It is a platform for online education that
offers students personalized learning settings. Moodle is a tool
that teachers can use to Dbuild 1lessons, run courses, and
communicate with both teachers and students. Reviewing the class
schedule, turning in assignments, taking quizzes, and interacting
with classmates are all things that students can do on Moodle.
Thousands of educational institutions all over the world utilize
Moodle to offer a centralized, well-organized interface for online
learning. Students can access videos, documents, and examinations
in virtual classrooms that teachers and class administrators can

build and control. Students can communicate safely with the teacher

12



and other students during class chat. The class administrator can
alter each Moodle classroom and course. For illustration

While some teachers may only use Moodle to distribute documents to
their students, others may utilize it as the main platform for
quizzes and exams. Millions of users to a small group of pupils
can be included in a single lesson. The Moodle software needs to
be downloaded and installed on a web server in order to build a
Moodle learning environment. Due to 1its open-source nature and
modular construction, the Moodle platform i1is adaptable for
advanced users. Individual users, including instructors and
students, can create an account on the Moodle server and access
content using either the web interface or the "Moodle Desktop"
application.

Strengths

Moodle offers a high degree of customization

e Tt's free to use and can be modified to meet specific

requirements
e Tt provides support through forums and documentation

e Tt can handle a wide range of users and courses without

significant performance issues.

13



Weakness

e Setting up and maintaining a Moodle instance may require

technical expertise.

e Moodle can be resource-intensive in terms of server

requirements.

e It may take time for users to become comfortable navigating

Moodle.

e TLearning how to use Moodle effectively can be time-consuming.

moodle Features Pring Partners Community News About Contact @
.

{'fw/m-zvuu-zg educdlors (e Unprore our wot {d

Create your perfect online
learning environment.

What is Moodle? @ Get started today

Figure 2.1 interface of Moodle

2.2 .3Sakai
For learning, teaching, research, and collaboration, Sakai is a

feature-rich, freely accessible technology solution. A varied and

14



international adopter group created the open source software
package known as Sakai. People, institutions, and groups from all
around the world who are dedicated to advancing teaching, learning,
and research make up the Sakai project's community. This dedication
is demonstrated by the way community members collaborate to share
expertise, identify the requirements of academic users, develop
and exchange software tools, and encourage one another in adopting
and utilizing Sakai. seen in figure (1.3) Online tests are one of
the essential components of a learning platform, and the Tests &

Quizzes tool in Sakai 11 has undergone a lot of improvements.

Strengths

It's freely available and customizable.

e Sakal emphasizes collaborative learning by offering a variety

of tools

e It ensures that content and tools are accessible to a wide

range of users.

e Sakai is designed to handle a large number of users and

courses.

Weakness

e Sakail can be complex and overwhelming for both educators and

students.

15



e Setting up and maintaining a Sakail instance may require
technical expertise.

e Compatibility issues can hinder the seamless integration of
external resources.

e Sakali may have a smaller user base and a more limited

ecosystem of plugins and add-ons.

Figure 2.2 interface of Sakai
Sakai
e
100% Open for Education

2.2.4 Degreed

An enterprise ILMS solution is Degreed. For employees to learn at
their own pace, it enables firms to manage thousands of courses
and platforms in one location. Administrators have the ability to
monitor an employee's development even when they are not following
company requirements thanks to configurable learning routes. Since
administrators can observe which individuals ©possess cross-
functional skills, it facilitates the identification of talent.
Employees can pick where to spend the dollars, which can be spent

on any learning activity they desire, while administrators can buy

16



and manage credits for numerous platforms in one location. If this
option sounds interesting to you, you will need to request price
and a demonstration because pricing information is not publicly
available.

Strength:

e Degreed aggregates a wide range of learning content from

various sources.

e Degreed uses data and algorithms to recommend personalized

learning paths

e Users can track their skill development over time

Degreed offers integrations with other learning tools

Weakness:

e Degreed is a paid platform, and the cost can vary depending
on the size and needs of the organization.
e The platform can be complex to set up and configure,
especially for organizations with specific requirements.
Some niche or specialized topics may have limited content available

in Degreed's library.

17



Figure 2.3 is the degreed.

& degreed.

A MILLION WAYS TO LEARN -

One place to discover, track, and
measure all of it.

Designed for large and mid-sized organizations,

Degreed is an award-winning learning platform built for
the way today's workers really learn and fuel their
careers.

GET A FREE DEGREED DEMO
|

2.2.5 Bizlibrary

The BizLibrary LMS provides social learning, virtual classroom
management, bespoke content management, and certification
administration. This is an excellent choice if the regulatory
environment in which your company operates necessitates any form
of continuing licenses, certifications, or security training in
order to maintain good standing. Everything is customizable and
can be given a white label for your company.

The platform will allow for self-enrollment, and business owners
can decide which courses they require for their employees. Although
there is no publicly available pricing information, you can join
up for a free trial.

Strength:

e Provide a quick way for user activate the application by one

click.

18



e Tt saves time and effort compared to manual methods.
e Tt makes it easier to analyze and interpret the results.

e It enables tasks to work together in real-time

Weakness:

e It can save organizations time and effort in creating their

training materials.

e The platform 1is accessible on wvarious devices, including

smartphones and tablets.

e BizLibrary provides robust reporting and analytics tools that

enable organizations to track learner progress.

e Organizations can customize and brand the training content to

align with their unique needs and culture.

19



Figure 2.4 is the interface for biz library

BIZ® | IBRARY CONTENT LIBRARY TECHNOLOGY CLIENT SUCCESS RESOURCES

Learning Management

2.3 Differences between systems
To address some of the shortcomings of the current systems, this
solution 1is Dbeing developed. All of the currently available

software cannot be categorized as intuitive.

A web-based application that will be appropriate for solving the
aforementioned issues will be deployed by this software. An

intuitive user interface will be built into the software.

The goal of creating the online learning platform is to give users
access to a flexible, convenient, and effective learning
experience that empowers them to acquire new skills, knowledge,
and competencies. Here are some more details on the objectives and

features of the platform.

20



2.3.1 Differences
1. The reviewed system uses can assign task which is automatic.
But the proposed system allows users to enter manually when
needed
2. The reviewed system only uses plain-text in reporting an issue

but the proposed system allows user to add photo of issues.

2.3.2 Functions of the proposed system
The main functions of the online learning

platform are;

e Access to Virtual Lectures

e Course Creation and Management

e User Registration and Profile Management
e Content Delivery

e Communication and Collaboration Generate reports.

2.3.4 Merits of the Proposed System

* To Minimize user, wait time

* To deliver solutions as quickly as possible

* To manage and handle requests

* To enhance internal assessment.

21



2.4 Conclusion

In conclusion, this chapter has pointed out the strength,
weakness and limitation for each existing system that have
been reviewed. Next the proposed system with its strength has
being rolled down having in it some of the combining strength
of the existing systems. The proposed solution is definitely
provided to solve the limitation and weakness of the existing

systems.

The next chapter will be focusing on background and history
of the case study, how they operate (components/features of
the system they use, processes or procedures involved), the
system context diagram and the process or data flow diagrams,
the strength/advantages and the weaknesses/disadvantages of

the system they use.

2.7 Summary

In summary, this chapter has provided a comprehensive review of
the existing literature related to online learning platforms,
emphasizing the historical evolution, advantages, drawbacks, gaps,
and significance of tailored platforms. This foundation sets the
stage for the subsequent chapters, which will delve into the
analysis, design, implementation, and documentation of the

proposed online learning platform.
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CHAPTER THREE

CRYSTALLIZATION OF THE PROBLEM

3.1 Background/History

The crystallization of the problem begins with a historical
perspective on the online learning system implemented by the
Computer Science Department at Koforidua Technical University.
Understanding the origins and evolution of the existing system is
essential to recognize its strengths and weaknesses and to identify

potential areas for improvement.

The Computer Science Department's online teaching has expanded
dramatically in recent years, reflecting broader global trends.
Initially, the department depended on traditional teaching methods
such as in-person lectures, physical textbooks, and manual
assessment systems. Because of technology improvements and the
growing demand for flexible learning choices, the department

decided to switch to an online learning system.

The department's journey towards online learning began with the
adoption of a Virtual Learning Environment (VLE) as its primary
platform. The goal of this transformation was to improve students'
access to instructional materials, to encourage interaction

between students and teachers, and to streamline the assessment

23



and grading processes. To adapt to the evolving environment of
online education, the system has undergone significant

modifications and changes over time.

3.2 System Operation and Components
3.2.1 Features of the Current System.
The online learning platform 1in use encompasses several key

components and features:

» Virtual Learning Environment (VLE): The system's heart,
hosting course materials, tests, and student-teacher
interaction.

» Video Lecture Repository: A video lecture library that allows
students to view prior classes.

» Assessment Module: A tool for administering quizzes and
assignments in order to evaluate student performance.

» Discussion Forum: A forum for students and teachers to
interact and share feedback.

» A content repository is a collection of educational materials
such as e-books and additional resources.

» Performance tracking tools are used to monitor and evaluate

students' progress and performance throughout their courses.
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3.2.2 System Context Diagram

Students, Lectures from various units, and the report department
are examples of external entities in the current system. A typical
System Context Diagram in the context of the Computer Science

Department's online learning system would look like this:

Managing Managing
Students Activity Log
/
| PREVIOUS SYSTEM
Managing

Managing Tests Assignments

Managing Specialties

Figure 3.1: DFD of existing system

3.3 Advantages and Disadvantages

3.3.1 Strengths/Advantages

The existing online learning system in use at the Computer Science
Department has various benefits, including:

Accessibility: Students have the freedom to access course
materials and lectures whenever they want, removing geographical

boundaries.
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Quizzes, assignments, and discussion forums encourage active
engagement in the system. Teachers can more efficiently monitor
and assess student development via performance tracking.

Availability of Resources: The system allows access to a wide

selection of educational materials.

3.3.2 Weaknesses/Disadvantages
Despite its benefits, the current system has certain drawbacks and
limitations:
» The system lacks a cohesive platform that smoothly integrates
video lectures, quizzes, and performance tracking.
» Interactivity is limited: The existing approach may not fully
use the potential for interactive learning.
» User Experience: User experience and interface design may
need improvement.
» Scalability: The system's ability to handle a growing number

of students and courses requires assessment.

3.4 Comparative Study

A comparative study will be conducted to juxtapose the features
and performance of the existing online learning system within the
Computer Science Department with the state-of-the-art practices

and systems documented in the existing body of knowledge. This
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comparative analysis will Thelp identify areas where the
department's system excels and areas that require enhancement,
drawing insights from best practices and emerging trends in the

field of online education.

This chapter crystallizes the problem by providing a comprehensive
understanding of the existing online learning system's history,
components, strengths, weaknesses, and a comparative analysis with
industry standards. These insights will inform the subsequent
phases of the project, particularly in proposing improvements to

the current system.
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CHAPTER FOUR

ANALYSIS OF THE PROPOSED SYSTEM

4.0 Overview of the Proposed System

The analysis of the proposed online learning platform for the
Computer Science Department at Koforidua Technical University
delves into the functional and non-functional requirements, major
components, and the benefits of the system. This chapter provides
a thorough explanation of the structure, purpose, and benefits of

the proposed system.

4.0.1 Functional Requirements
The proposed system is designed to fulfill the following functional

requirements:

» User Registration and Authentication: The system must allow
students and instructors to securely register and
authenticate their identities.

» Video Lecture Repository: A simple platform for uploading,
managing, and viewing video lectures.

» Assessment Module: A module for creating and managing quizzes
and assignments, with automated grading capabilities.

» Discussion Forum: A comprehensive discussion platform that
allows for interactive involvement Dbetween learners and

lecturers.
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>

Content Repository: A repository for storing and distributing
educational content, such as e-books and additional
resources.

Performance Tracking: Tools for tracking and evaluating

student performance and growth.

4.0.2 Non-functional Requirements

The proposed system must meet the non-functional requirements

listed below:

>

Scalability: The system should be able to handle an increasing
number of students, courses, and resources.

User-Friendly 1Interface: The user interface should be
straightforward, making it simple for Dboth students and
teachers to navigate and use the platform.

Security: Strong security mechanisms to protect user data and
system integrity.

Performance: The system should provide responsive and
flawless performance even under large user loads.
Compatibility: Compatibility with a variety of devices and

web browsers to enable accessibility for all users.
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4.1 Major Features/Components of the Proposed System
The proposed online learning platform comprises the following

major features and components:

» User Management: A comprehensive user management system,
including user registration, authentication, and profile
management.

» Video Lecture Platform: An efficient platform for uploading,
categorizing, and viewing video lectures.

» Interactive Assessments: Tools for creating, managing, and
grading quizzes and assignments.

» Engagement and Collaboration: A discussion forum for
interactive engagement, discussion, and feedback.

» Content Repository: A centralized repository for storing
educational materials, accessible to all users.

» Performance Monitoring: Mechanisms for tracking and
evaluating student performance, offering insights for

improvement.

4.2 Benefits/Advantages of the Proposed System
The proposed online learning platform offers several significant

benefits and advantages:
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» Enhanced Learning Experience: Students gain access to a
comprehensive and interactive learning environment, fostering
engagement and knowledge retention.

» Flexibility and Accessibility: The platform breaks
geographical barriers, allowing students to learn at their
own pace, anytime, and from anywhere.

» Efficient Assessment: Automation of assessments and
performance tracking simplifies the evaluation process for
instructors.

» Resource Centralization: The system centralizes educational
materials, making them readily available to students.

» Scalability and Adaptability: The platform can accommodate a
growing number of users and resources, ensuring long-term

effectiveness.

4.3 Feature/Components of the proposed system.
The system would have the following features:
> User Interface (UI)
The user interface (UI) is the platform's front end with where
users interact. It includes design, layout, and navigation
elements that allow users to easily access courses, material,

and tools.

31



> User Authentication and Profiles

User authentication allows users to create accounts, log in
securely, and access their personalized profiles. Profiles
often include user information, course history, and progress
tracking.
» Course Management System
This component allows educators and administrators to design,
organize, and manage courses. It has tools for adding course

content, creating exams, and tracking learner progress.

» Content Delivery System

Content delivery ensures that educational materials, such as
lectures, videos, text-based content, and interactive modules, are
accessible to learners. It should support various formats and be

optimized for different devices.

» Assessment and Grading Tools

Instructors can use these tools to create and deliver quizzes,
assignments, examinations, and assessments. They also contain
grading functionality that can be human or automatic, as well

as feedback to students.

> Communication and Collaboration Tools

Online learning platforms incorporate communication tools such

as discussion forums, chat rooms, messaging systems, and email
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notifications. These features facilitate interaction among

learners and with instructors.

» Analytics and Reporting

Data about user Dbehavior, engagement, and performance 1is
collected and processed by this system. This data i1s presented
in dashboards and reports, allowing instructors and

administrators to monitor and improve course contents.

» Certification and Credentialing

The delivery of digital certificates or certificates to learners
following course completion or milestone achievement is one of
the certification aspects. These credentials can be added to

professional profiles or shared on social media.

» Access Control and Security

Access control mechanisms define user roles and permissions,
ensuring that users have the appropriate level of access to
courses and features. Security measures protect user data and

privacy.

4.4 Benefits /Advantages of Proposed system.

This project will focus on developing a Web based application
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software, and the

requirement below:

software providing the

» Flexibility and Convenience

listed

» Access to a Wide Range of Content

» Self-Paced Learning:

» Interactive and Engaging Content

» Skill Development

» Access to Expert Instructors

> Career Advancement

functional

4.5 System Context Diagram of the proposed system.

Subject
Management

Student
Management

I

ONLINE
LEARNING
PLATFORM

e X
e}

Assignment
Management

Teacher
Management

«—
\

Login
Management

Figure 4.1: Data Diagram of Current System
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4.6 Summary

This chapter offers a thorough analysis of the proposed online
learning system, emphasizing functional and non-functional
requirements, key components, and the benefits it presents. The
inclusion of implementation strategy and external interfaces
enhances the understanding of how the system will be developed and
integrated into the existing educational environment. These
insights serve as a strong foundation for the subsequent stages of

development and implementation.
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CHAPTER FIVE

DESIGN OF THE PROPOSED SYSTEM

The detailed design phase describes how the system will operate in
terms of hardware software and network infrastructure, user
interface, forms, database, programs and reports that will be used.
An architectural design is created which describe the system and
their flows and processes. In this section discussed about data
flow diagram, Entity relationship diagram. These things are

represented as diagrams with proper notation.

5.1 Data Flow Diagram

The data flow diagram is one of the most improvement tools used by
the system analyst popularized the use if the data flow diagram as
modelling tools through their structured system analysis
methodologies. A data flow diagram should be the first tool used
by system analyst to model system components. These components are
the system processes the data used by these processes and external
entities that interact with the system and the information flows

in the system. There are four kinds of system components

5.1.1 Process
Process show what system does. FEach process has one or more data

inputs and produce one or more data output, Circles in a data flow
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diagram represent process. Each process has unique name and
number. This name and number appear 1inside the circle that
represents the processes in a data flow diagram. This process is

represented as circle.

5.1.2 Data Stores

File or data store is depositary of data. They contain data that
is retained in the system. Processes can enter the data into a
data store or retrieve data from the data store. Each data store
is represented by thin line in the data flow diagram and each data

store has a unique name.

The data store is represented in form of a line

5.1.3 External Entities

External entities are outside the system but they either supply
input data into the system or use the system output, they are
entities which the designer has no control. Square or rectangle
may represent external entities that supply data into a system or
sometimes called sources. External entities that use the system

data are sometimes called sinks.

Dataflow model the passage of data 1in the system and are
represented lines joining system components. An arrow indicates
the direction of the flow and the line labelled by the name of the

data flow.
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5.1.4 System design

Is the specification or construction of a technical, computer-
based solution for the business requirements identified in a system
analysis? It gives the overall plan or model of a system consisting
of all specifications that give the system its form and structure

i.e. the structural implementation of the system analysis.

5.2 Detailed Design

Modeling a system is the process of abstracting and organizing
significant features of how the system would look like. Modeling
is the designing of the software applications before coding.
Unified Modeling Language (UML) tools were used in modeling this

system.

5.2.1 UML (Unified Modelling Language) Modelling

The Unified modeling language 1s an object-oriented system
notation that provides a set of modeling conventions that is used
to specify or describe a software system in terms of objects. The
Unified Modeling Language (UML) has become an object modeling
standard and adds a variety of techniques to the field of systems

analysis and development hence its choice for this project.

In this project, the Use case diagram, Class diagram, Sequence
diagram, Activity diagram, Collaboration diagram, Component

diagram and State diagram will be used for system modeling.
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5.2.2 Decision Tree
A decision tree takes as input an object or situation
described by a set of properties, and outputs a vyes/no
decision. Decision  trees therefore represent Boolean
functions. It is also a method of showing the relationship of
each condition and its permissible actions. The diagram
resembles branches on a tree, hence the name. A decision table
is a matrix of rows and columns. Decision rules included in
a decision table, state what action to take when certain
events occur. The decision table is made up of four sections:
condition statements, condition entries, action statements,

and action entries.

1. The condition statement identifies the relevant
conditions.

2. Condition entries tell which values, if any, applies for
a particular condition.

3. Action statements list the set of all steps that can be
taken when a certain condition occurs.

4. Action entries show what specific actions in the set to

take when selected conditions or combinations are true.
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5.2.3 SYSTEM MODEL
Based on the user requirements and the analysis of the
existing system, the new system was designed. The system model
presents the logical operations that was designed to be used
by the users and the administrator which revolves around
system designing. The logical system designed was, as a result
of systems analysis which were brought together to design the
physical system. This introduces a general system model which
will explains to users the entire structure of the system

showing each level of operations.
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5.4 Functional Processes of the proposed system

This is a step-by-step process of how the system using user
accessed.
1. Visit the online learning platform's website.
2. Click on the "Sign Up" or "Register" button to create a new
account.
3. Provide the required information, which may include a
username, email address, password, and personal details.
4. Agree to the platform's terms and conditions and privacy
policy.
5. Click "Submit" to complete the registration process.
6. Return to the platform's website.
7. Click on the "Log In" or "Sign In" button.
8. Enter your registered email address and password.
9. Click "Log In" to access your account.
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5.5 Context Diagram of the Proposed System.
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Figure 5.1: Context diagram of the proposed system.
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The flowchart of the

workflow or process of the system.
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Figure 5.2: Flow Chart Diagram of Proposed System
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5.5.1 Design Process
1. Gathers all information to be populated in the database such
as, user details, officer details, ticket details etc. for
each includes the id and name etc.

2. Groups the information based on entities of the database

which includes, admin, users.

3. Each entity becomes a table in the database.

4. Stores the appropriate information required in the table.
FEach information becomes a field, and is displayed as a
column in the table.

5. Each table in the database was assigned a primary key

which uniquely identifies record in each table.

5.5.2 Database Normalization
All data in the database has Dbeen organized to avoid data
redundancy and to improve data integrity. The system adapted to

the first, second and third normal form.

5.6 Entity Relationship Diagram

The figure below depicts the Entity Relationship Diagram

of the data.

An Entity Relationship Diagram is a technique that Database

Designers use to represent the logical structure of a database
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system. It can also be defined as the diagrammatic representation

of a database design. In a software development environment, a

Systems Analyst interviews a client for all the project
specifications, draws the ER Diagram, and gets it verified by the

client. If the diagram is as per requirements and fulfills all the

<rs_tee _desc

- orn few

e fme vype

| ER DIGRAM OF ONLINE LEARNING PLATFORM I

needs of the client, then the database and its objects can be

created.
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5.6.1 Use Case Diagram of the proposed system.
Use case diagram is a representation of the user’s interaction
with the system which shows the different use cases in which the

user 1s involved. The actors include Users, Admin

Officers. The users, officers and Admins have their own function.

The use case diagram below will show the function that can be

performed by all entities.

(D

/\ \ Track grades

User

Communicate with
{nstructor
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Figure 5.4: Functions are represented in the circles.
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CHAPTER SIX

IMPLEMENTATION OF SYSTEM DESIGN AND TESTING
6.1 Technologies and Tools Used
» Visual Studio

Visual Studio Code (VS Code) is a popular integrated development
environment (IDE) used for coding, editing, and debugging software
applications.it provides a 1lightweight, versatile, and highly
customizable environment for developers. Visual Studio Code was
likely used as the primary code editor for writing the source code
of the web application. It offers features such as syntax
highlighting, code completion, and debugging capabilities, making

it ideal for web development.

6.1.2 Technologies

JavaScript

JavaScript was critical in improving the online learning
platform's interactivity and usefulness. It was widely used to
generate dynamic web pages, allowing for real-time features that
improved user experience. Some of the project's notable JavaScript

applications include:

» User Interface Enhancement: JavaScript was utilized to
make the user interface more responsive and interactive.

It enabled features such as dropdown menus, pop-up
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dialogues, and dynamic content loading without the need
for full page refreshes.
> Form Validation: To ensure data integrity,
JavaScript was used to validate user input in forms. It gave
users with immediate feedback, identifying any faults in
their input.
> JavaScript was essential in the <creation of
interactive quizzes and tests. It allowed students to
respond to questions, receive rapid feedback, and

evaluate their results.

» Real-Time Communication: JavaScript was wutilized to
handle features such as 1live webinars and discussion
boards that require real-time communication. It enabled
synchronous online interactions between students and

educators.

MySQL

» MySQL functioned as the online learning platform's
relational database management system (RDBMS). It was
used to efficiently manage and organise data, making it
easily available to users. Data Storage: MySQL served as

the repository for user profiles, course materials, video

49



lectures, student records, and system content. It
provided safe and structured data storage.

Query Processing: MySQL made 1t easier to retrieve
specific data depending on user requests, guaranteeing
that users could quickly access their courses and relevant
content.

Data Integrity: By imposing data constraints and
relationships, MySQL preserved data integrity. It ensured

the consistency and reliability of user records.

PHP

The backend of the online learning platform was built using
PHP, a server-side programming language. It carried out
many server-side processes, allowing the platform to be

functional and dynamic. PHP's key roles included:

» User authentication was handled by PHP, which allowed
registered users to log 1in securely and access their
accounts.

» Content Delivery: Using their preferences and course
enrollments, PHP retrieved and provided course materials,
video lectures, and other content to users.

» Database Interaction: PHP connected to the MySQL
database, ran queries, and processed the results. It made

data retrieval and manipulation possible.
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» PHP developed dynamic web pages by inserting content and
user-specific information into HTML layouts. This enabled

users to have more personalized experiences.

CSss

Cascading Style Sheets (CSS) were used to define the visual
presentation and layout of the online learning platform.
CSS brought aesthetics and consistency to the platform's

design. Key applications of CSS included:

» Layout Design: CSS defined the layout structure of
the platform, ensuring that content was organized
in a user-friendly and visually appealing manner.

» Styling Elements: CSS applied styling to wvarious
elements, including fonts, colors, margins, and
paddings, enhancing the platform's visual appeal.

> Responsive Design: CSS was used to create a
responsive design, ensuring that the platform
adapted to different screen sizes and devices,

providing a consistent user experience.

HTML

HTML (Hypertext Markup Language) served as the foundation for the

structure and content of the online learning platform. It offered
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the basis for constructing web pages and organizing content. Page
Structure: HTML defines the structure of web pages, outlining

headers, footers, navigation menus, and content regions.

» Hyperlinks: HTML permitted the introduction of hyperlinks,
which allowed users to browse between pages and access other

portions of the site.

» Multimedia Integration: HTML allowed for the incorporation of
multimedia elements such as video lectures, photos, and

document files, which enhanced the learning experience.

» Form Design: HTML was used to design and develop interactive

forms for user registration, login, and data entry.

The seamless integration of these technologies ensured the
successful development and operation of the online learning
platform, creating an engaging and user-friendly environment for
both students and educators at Koforidua Technical University's

Computer Science Department.
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6.2 Design and Development of Appl

The proposed system was implemented using the codes below. Here

are samples.

Keep me signed in </label>
</div>
<a
href="https://www.virtual.guyguytv.com/dashboard/retrieve-
password" class="tutor-btn tutor-btn-ghost">
Forgot? </a>

</div>

<button type="submit" class="tutor-btn tutor-btn-
primary tutor-btn-block">

Sign In </button>

<div class="tutor-text-center tutor-fs-6
tutor-color-secondary tutor-mt-20">
Don&#039;t have an account?é&nbsp;
<a href="https://www.virtual.guyguytv.com/student-
registration/?redirect to=https://www.virtual.guyguytv.com/"
class="tutor-btn tutor-btn-link">
Register Now </a>

</div>
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</form>

<script>
document.addEventListener ('DOMContentLoaded', function() {
var { '} = wp.il8n;
var loginModal = document.querySelector ('.tutor-

modal.tutor-login-modal') ;
var errors = [];
if (loginModal && errors.length) {

loginModal.classList.add ('tutor-is-active');

P

</script>

">Enroll Course</a></div></div>
</div> </div>
<div class="etlms-course-list-

col">

<div class="tutor-card tutor-course-card
tutor-loop-course-container etlms-course-card-classic etlms-
has-hover-animation">

<div class="tutor-course-thumbnail">
<a

href="https://www.virtual.guyguytv.com/courses/entrepreneurship-

human-development/" class="tutor-d-block">
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<div class="tutor-ratio tutor-ratio-16x9">

<img decoding="async" class="tutor-card-image-
top" src="https://www.virtual.guyguytv.com/wp-
content/uploads/2023/10/hgdefault-1.jpg" alt="Entrepreneurship

&#038; Human Development" loading="lazy">
</div>
</a>
</div>
<div class="tutor-course-bookmark">
<span class="cart-required-login save-bookmark-btn tutor-
iconic-btn tutor-iconic-btn-secondary" data-course-id="430"
role="button">
<i class="tutor-icon-bookmark-line"></i>
</span></div>
<span class="tutor-course-difficulty-level">

Intermediate </span>

<div class="tutor-card-body">
<div class="tutor-course-ratings tutor-mb-8">
<div class="tutor-ratings">
<div class="tutor-ratings-stars">
<span class="tutor-icon-star-line" data-rating-
value="1"></span><span class="tutor-icon-star-line" data-rating-

value="2"></span><span class="tutor-icon-star-line" data-rating-
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value="3"></span><span class="tutor-icon-star-line" data-rating-
value="4"></span><span class="tutor-icon-star-line" data-rating-

value="5"></span> </div>

</div>

</div>
<h3 class="tutor-course-name tutor-fs-5 tutor-fw-medium tutor-mb-
12" title="Entrepreneurship &#038; Human Development">

<a
href="https://www.virtual.guyguytv.com/courses/entrepreneurship-
human-development/">Entrepreneurship &#038; Human Development</a>
</h3>

<div class="tutor-meta tutor-mt-auto">

<diwv>
<span class="etlms-course-author-meta tutor-
meta-key">By</span>
<a class="etlms-course-author-meta tutor-meta-value"
href="https://www.virtual.guyguytv.com/profile/paul-

arhin?view=instructor">Paul Arhin</a>

</div>
</div>

</div>
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<div class="tutor-card-footer">

<div class="tutor-course-list-btn"><a
href="https://www.virtual.guyguytv.com/courses/entrepreneurship-
human-development/" class="tutor-btn tutor-btn-outline-primary
tutor-btn-md tutor-btn-block tutor-open-login-modal " data-
course-id="430">Enroll Course</a></div></div>
</div> </div>

<div class="etlms-course-list-

col">
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6.3 User Interface Design

User Interface Design means the design of application with which
the user interacts. This should be kept in mind that UI should be
very simple and easy to use. It should be simple enough in look
and feel. On this basis the proposed application uses HTML, CSS

and JavaScript for the UI design.

The wvarious interfaces designed for the web app include the

following snapshots.
Figure 6.1, 6.2 and 6.3: App interface showing Home page.

« 2> C @ QO B nttpsy//www.virtual.guyguytv.com w

Home About Us Course List Contact Us

BEST WEBSITE FOR EDUCATION

YOURNo1

ONLINE COURSE
EDUCATION

Register Now
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Figure 6.1, 6.2 and 6.3 show the Home page which displays a banner,

featured courses, top categories of courses and other information.

Figure 6.4, and 6.5: App interface showing About Us page.

59



<« 5> C @ O 8 ntips

virtual.guyguytv.com/about-
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Background

Nam eget faucibus felis.

/ivamus quis eni s.

Phasellus justo mi, ornare id venenat

gravida sed
ante. Fusce eget nisl id nisi tempus blandit. Integer ipsum

massa, fermentum id ipsum aliquet, tempi gittis odio.

Pellentesque maximus turpis at eros accums:

Mission & Vision

Nam eget faucibus felis. Vivamus quis enim lectus
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ante get nisl id nisi tempus blandit. Integer ipsum

massa, fermentum id ipsum aliquet.
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Figure 6.4, and 6.5 displays the About Us page which shows the
Background, Mission and Vision, Things that make us proud and Our

Team.

60



Figure 6.6: App interface showing Course List page
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Figure 6.6 shows the 1list of available courses that users can

enroll in.
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Figure 6.7: App interface showing Contact Us page

« > C @ O B nttps//www.virtual.guyguytv.com/contact-us 5% Ty ® L 9 =

We are always open 24/7
for you.
Name
Callus
+1-402-4918-395
+14-304-400-501
Emai
Email us
Subject info@mail.com
supportigmal.com
Deseription Visitus
32 Madison Sreet
NY, USA 10005
¥

Figure 6.7 shows the Contact Us page where the user can get contact

details and send enquiries.
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Figure 6.8: App interface showing Registration page

<« = C @ O B nitpsyfwww.irtual. guyguytv.com/student-registration/ 0% TF ® & O =

\_: Q Search Home About Us Course List Contact Us :
First Nome
Last Nome
User Name
E-Mail
Password

Password confirmation

Figure 6.8 show the Registration page where a user can sign up and

taken into the dashboard to enroll into a course.

Figure 6.9: App interface showing Log In pop-up
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<« > C B O B hitpsy//www.irtual.guyguytv.com w T =

Hi, Welcome back!

Keep me signed in Forgot?

Don't have an account? Register Now

Figure 6.9 shows the Log In pop-up interface where registered users
can log back in to continue their courses or enroll into new

courses.

Figure 6.10: App interface showing Dashboard page
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< - C O B o+ nttpsy//www.irtual.guyguytv.com/dashboard, 0% TP @ L N =

$ - o @
g Q search Home About Us Course List Contact Us Some One
Hello,
Some One
& Dashboard
— (@ set vour Profiie Proto Click Here
& My Profile
® Enrolled Courses Dashboard
A wishiist
& Reviews [ 7] < v
&b My Quiz Attempts
0 0 0
¥ Order History Enrolled Coursas Aclive Courses Complated Courses
78) Question & Answer
L} settings

(% Logout

Figure 6.10 shows the dashboard of all registered users. It
displays the courses enrolled in and other details such as upcoming

quizzes and others.

6.4 App Testing

Software testing is an integral component of ensuring the quality
and reliability of the Online Learning Platform. Testing
encompasses a range of techniques and strategies to confirm that
the platform functions accurately, aligns with user expectations,
and operates efficiently. The testing phase follows a well-planned
series of procedures that incorporate multiple software test case

design approaches.
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6.4.1 Black Box Testing

» Black Box Testing is a software testing method that focuses on
evaluating system functionality without the tester knowing the
core code. Black Box Testing supported the following key
purposes for the Online Learning Platform:

» Verify Functionality: The major goal was to ensure that the
platform's operations were correct, guaranteeing that users
could access course materials, participate in quizzes, and
engage in conversations.

» Find Interface problems: The goal of Black Box Testing was to
find and correct any shortcomings in the platform's user

interface, allowing for seamless navigation and interaction.

» Detect Data Retrieval faults: This testing approach was used to
look for any data retrieval errors, ensuring that students could

access course content without interruptions.

> Successfully Initialize and Terminate: Black Box Testing was
also wused to check for any issues 1in initialization and
termination, ensuring that the platform starts and closes

smoothly.
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Results:

The Online Learning Platform was carefully tested for its capacity
to take input, such as user interaction and data retrieval, during
the Black Box Testing phase. The system produced no errors,
indicating that it performed as intended and that users could

easily access and use its capabilities.

6.4.2 White Box Testing

White Box Testing is a way of developing test cases that delves
into the internal code of software components. It evaluates the
effectiveness of <code wutilization, resource management, and

input/output handling.

Results:

White Box Testing was employed to scrutinize the internal code of
the Online Learning Platform. This testing verified that the code
was efficient in its execution and effectively managed system
resources. The efficient utilization of code resources ensures
that the platform is well-optimized for its intended purpose,

delivering a smooth and responsive user experience.

6.4.3 Unit Testing
Unit testing focuses on the assessment of individual

application sub-units. Each module, including the user
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interface, was rigorously tested in the context of the Online

Learning Platform.

Results:

Unit testing was carried out with the help of students from
the BSc Information Technology class of 2023. The testing
approach proved that each module inside the platform was
designed precisely as specified in the system design. It
guaranteed that data loading, processing, analysis, and
performance statistics production were carried out
accurately. This confirmed that the platform's modules
functioned as anticipated, —resulting 1in a smooth and

effective learning environment for students and educators.

6.4.4 Unit Testing Procedure

The application was tested by testing the button click, form
inputs and POST events and video player against the condition
or the expected result. The result was tabulated for easy

understanding as shown in Table 6.1 below.

Table 6.1: Results from Unit Tests

TEST

CONDITION ACTION RESULT
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Button Click

Take wuser to
new pages,
POST user

input data or

pop-up menu

Show new pages

or pop-up
menu, send
POST user

input data

Users are

taken to new
pages and pop-
up pages such

as Log In show

and send POST
user input
data.

Form Inputs Allow wuser to | Show various | Users can

input details | input types input required
such as name, details
username,
password, etc.
Video player Play course | Play available | Course videos
videos course videos are can be
played
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6.4.5 System Testing

System Testing is a comprehensive assessment of the entire
Online Learning Platform to confirm that it meets the
specified system requirements. This phase involved several
subsets of testing to evaluate wvarious aspects of the

platform's performance.

> Usability Testing: Usability Testing focused on assessing the
user-friendliness and overall convenience of the platform. The
testing process examined the logical flow of the application and
the organization of forms to ensure a smooth and intuitive user
experience.

> Performance Testing: Performance Testing aimed to gauge the
platform's ability to perform efficiently under wvarying
conditions, including high loads and different web browsers. The
application was tested with different browsers and subjected to

resizing to analyze the behavior of its components.

Results: Performance Testing revealed that the Online Learning
Platform demonstrated robust performance, even when tested under
various web browser conditions. It confirmed the platform's
ability to handle high loads efficiently and ensured that users
could access and utilize its features seamlessly. The Usability

Testing results affirmed that the platform was well-organized,
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and the logical interconnection of forms provided a user-

friendly and convenient learning experience.

In summary, the systematic testing strategies employed during the
System Testing phase have rigorously assessed the Online Learning
Platform's functionality, efficiency in data handling, and overall
performance. These tests ensure that the platform 1is well-
designed, user-friendly, and robust, aligning with the project

objectives and user expectations.
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CHAPTER SEVEN

SYSTEM DOCUMENTATION

7.1 User Manual for the System
7.1.1 Navigation
Step 1: Navigate through the web app by clicking on each

navigation menu item as shown in the screenshot.

€ > C B O 8 nttps//www.virtual. guyguytv.com

Home About Us Course List Contact Us

BEST WEBSITE FOR EDUCATION

YOURNo1

ONLINE COURSE
EDUCATION

Register Now
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Step 2: Go to Featured course section or Course List page or click
on the Browse Courses button. Click on the Enroll Course button to

access or enroll in the course.

[«
(i3
1]}

<« > C @ O B nttpsy//www.virtual.guyguytv.com bxd @

Featured Courses l
p =

Learning often happens in classroom but it doesnt have to use eduflow
to facilitate learning experience no matter the context.

iicial I”Lemgenﬁ‘ Intermediate )FeNSiCS

AtOfesting. g
Intermediate ‘e Engineering v n] |

Planning D51 Designing

Introduction to
Entrepreneurship

Dcvelopmi' Testing

Learning

Software Engineering Entrepreneurship & Artificial Intelligence CYBER FORENSICS
Human Development and Machine
Learning
By Paul Arhin By Paul Arhin By Paul Arhin By Paul Arhin

Enroll Course J [ Enroll Course ] [ Enroll Course ] [ Enroll Course G‘ !

Step 3: After clicking on the Enroll Course button, if you
are not logged in, the Log In pop-up would come for you to
log in. Or you can click on Register Now to create a new

account.
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<« > C @ O B nttps/fww tual.guyguytv.com g Y fH =

Hi, Welcome back!

Keep me signed in Forgot?

Don't have an account? Register Now

Step 4: Given that you are a new user, you will be taken to
the registration page where you will input the required

details and click on Register.

<« > C @ 9}

fa) https://www.virtual. guyguytv.com/student-registration 7% Yy @ & f =
~

=
o Q search Home  AboutUs  Courselist  ContactlUs

First Name

Last Narme

User Name

E-Mail

Password

Password confirmation

T
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Step 5: After a successful registration or log in, you will

be taken to your dashboard where you can access all the

features or error in new courses.

<« > C Q B8 o+ hitps//www.virtual guyguytv.com/dashboard 0% ¥ @ & f =
& et
T4 Q search Home About Us Course List Contact Us Some One
Hello,
Some One
() set vour Profiie Photo Click Here
& My Profile
‘® Enrolled Courses Dashboard
M wishlist
# Reviews [} L] b
&b My Quiz Attempts 0 0 0
' Ordor History Enrolled Courses Aclive Courses Completed Courses

78} Question & Answer

£} settings
(% Logout

Step 6: Enroll in new course Dby accessing the Course List
page or at the featured courses section on the Home page.
When successfully logged in, vyou can click on the Enroll

Course button and be taken to this page.

75



rtual.guyguytv.com/cou

Artificial Intelligence and Machine Learning

Computer Science 1 Wishlist

#5 What is Artificial Intelligence (or Machine Learning)? © ~
Watchlater  Share Free
L]

Enroll now

I Intermediate
€ 0 Total Enrolled

S October 24, 2023 Last Updated

RS 3

Watch on (€ Youlube

A course by

@ Paul Arhin

ourse Info Reviews

About Course

Artificial Intelligence (Al) seems the defining technology of our time.

Google has just re-branded its Google Research division to Google Al as the
company pursues developments in the field of artificial intelligence.

John McCarthy defines Al, back in 1956 like this: Al involves machines that can

From here, click on the Enroll now button as shown

screenshot above.

Step 7: Click on the Start Learning button as shown

screenshot and go to the course page.
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0411 B [70% ¥ @ & O =

€« > C @

tual.guyguytv.com/cou

Artificial Intelligence and Machine Learning

gorles: Computer Science Wishlist

@55 What s Artificial Intelligence (or Machine Learning)? © lo
Watchlater  Share Course Progress

on 0% Complete

T

| Complete Course |

nrolled course on October 27,
2023

I Intermediate

€ 1Total Enrolled
Watch on (3 Youlube

& October 24, 2023 Last Updated

nfo Reviews Announcements
Acourse by
About Course
Paul Arhin
Artificial Intelligence (Al) seems the defining technology of our time.

Google has just re-branded its Google Research division to Google Al as the
company pursues developments in the field of artificial intelligence.
John McCarthy defines Al, back in 1956 like this: "Al involves machines that can

Step 8: Access the course videos, leaning materials, quizzes,

discussions and many more functions from the course page.

9% ¥ sk =

virtual.guyguytv.com/co

Course Content Artificial Intelligence and Machine Learning Your Progress: 0 of 1(0%) © Mark as Complete X

Artificlalintelligence and/Machine (PN =8 \What is Artificial Intelligence (or Machine Learning)? o lad
Learning Watch later  Share

What is (572

Watchon @B Youlube
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7.2 Hardware Requirements for User Access
To access the online learning platform, users need the following

hardware requirements:

» Device: Users can access the system using a desktop computer,
laptop, tablet, or smartphone.

» Internet Connectivity: A reliable internet connection 1is
essential to access course materials, video lectures, and
other resources. Users should have access to a stable internet
connection, either through Wi-Fi or mobile data.

» Web Browser: Users should have access to a modern web browser
(e.g., Google Chrome, Mozilla Firefox, Safari, Microsoft
Edge) to navigate the online platform. The browser should be
up to date for optimal performance.

» Display: The device should have a display screen, which can
be a monitor, laptop screen, tablet screen, or smartphone

screen, depending on the user's choice of device.
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7.3 Software Requirements for User Access
Users need specific software to access the online learning

platform:

» Operating System: The user's device should be equipped with
a compatible operating system. Common operating systems for
accessing the platform include Windows, macOS, Android, or
10S, depending on the user's device.

» Web Browser: Users should have an up-to-date web browser
installed on their device. The browser should be compatible
with the platform and have JavaScript enabled for full
functionality.

» Security Software: Users should have antivirus and firewall
software installed and updated on their device to ensure a

secure online learning experience.

These hardware and software requirements ensure that users can
access the online learning system with ease, ensuring a seamless

and secure learning experience.
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CHAPTER EIGHT

CONCLUSION, RECOMMENDATION, AND FURTHER WORK

8.1 Conclusion

I successfully designed, built, and implemented an online learning
platform for the Computer Science Department at Koforidua
Technical University as part of this project. This platform
provides students and instructors with a comprehensive,
accessible, and interactive system that improves teaching and

learning.
Key Achievements

Throughout this project, we have accomplished several significant

milestones:

» Robust Learning Environment: Our online learning platform
provides a robust and user-friendly environment for students
to access course materials, video lectures, quizzes, and
interactive discussions, fostering a conducive atmosphere for
learning.

» Accessibility and Flexibility: The platform removes
geographical barriers, granting students the flexibility to
access educational resources at any time and from anywhere,

catering to diverse learning preferences and lifestyles.
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> Interaction and Collaboration: It facilitates interaction
between students and educators through discussion boards,
live webinars, and assignment submissions, promoting active
engagement in the learning process.

» Efficient Management: The system enables educators to
efficiently manage courses, track student progress, and
assess student performance, streamlining the teaching

process.

8.2 Recommendations
Building on the outcomes of this project, we present the following

recommendations:

» User Support and Training: Implement extensive user support
and training programme for both students and educators to
ensure they make the most of the platform's features. This
may include tutorials, FAQs, and dedicated help channels.

» Content Expansion: Constantly update and increase existing
learning materials, such as video lectures, quizzes, and
additional resources, to provide a greater selection of
courses and topic matter.

» Feedback Mechanisms: Create feedback mechanisms for students

and 1instructors to submit comments on the platform's
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functioning, user experience, and content relevancy, enabling
for incremental changes.

» Data Analytics Integration: Integrate data analytics
technologies to obtain insights on user engagement and
performance, allowing for data-driven improvements to

platform features and content.

8.3 Future Enhancements
While this project has achieved its primary objectives, it sets

the stage for future opportunities and enhancements:

> Integration with Learning Management Systems: Look into
integrating with 1learning management systems (LMS) to
simplify administrative duties and provide a more
comprehensive educational experience.

» Personalized Learning Paths: Create personalized learning
paths for students, providing customized course and resource
recommendations based on their academic 1interests and
success.

» Incorporate virtual reality (VR) and augmented reality (AR)
technologies to create immersive learning experiences,
particularly in complicated subjects that benefit from visual

and interactive information.

82



» Implement features that promote collaborative projects and
group assignments, developing teamwork  and improving

students' real-world problem-solving abilities.

» Enhanced Assessment Tools: Implement advanced assessment
tools such as automated grading and AI-driven evaluations to
offer students with immediate and positive criticism.

» Block chain Credential Verification: Investigate the
application of block chain technology for securely verifying
and exchanging academic credentials, providing a future-proof

and transparent credential management solution.

This project lays the groundwork for an innovative online learning
environment at Koforidua Technical University's Computer Science
Department, aiming to revolutionize education by providing

powerful information transmission and acquisition tools.
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