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1. INTRODUCTION:  

 In today's dynamic educational landscape, digital technologies play a vital role in teaching and learning. E-

content, encompassing multimedia presentations, videos, interactive simulations, e-books, and online assessments, is 

integral to modern education, offering advantages traditional methods may lack. As educational institutions adapt to the 

diverse needs of 21st-century learners, e-content emerges as a transformative force. A key advantage lies in its ability 

to engage learners effectively. Traditional approaches often relied on static resources, struggling to maintain attention. 

E-content utilizes multimedia elements, creating an immersive learning environment with videos, animations, and 

interactive simulations that cater to various learning styles (Bojan & Bentz, 2020; Baruah et al., 2023). This enhances 

enjoyment and ensures inclusivity for visual, auditory, and kinesthetic learners. E-content introduces a new era of 

flexibility by leveraging online platforms, enabling students to access materials at their convenience, and breaking down 

time and location barriers. This is particularly beneficial in undergraduate education, accommodating students managing 

academic commitments alongside work and family responsibilities (Dumford & Miller, 2018; Al Rawashdeh et al., 

2021). 

E-content has emerged as a powerful solution to pedagogical challenges that traditional teaching methods faced, 

as noted by Kebritchi et al. (2017). The use of real-world examples and case studies bridges the gap between theory and 

practice, particularly highlighted by Salloum et al. (2019). In STEM disciplines, such as science, technology, 

engineering, and mathematics, e-content enables students to manipulate variables in virtual laboratories, providing 

insights into experiments and processes not easily accessible in a physical classroom (Mehrabi, 2019). Recognizing that 

every student has unique strengths, weaknesses, and learning preferences, e-content offers a tailored approach. For 

instance, students with visual impairments benefit from features like screen readers and text-to-speech technology, 

ensuring accessibility (Plass & Kaplan, 2015). Additionally, learners needing more time to grasp concepts can revisit e-
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content at their own pace, reinforcing their understanding before progressing. The integration of e-content into modern 

education signifies a transformative shift that enhances the educational experience for both educators and students. 

Through engaging multimedia formats, adaptation to individual learning styles, and overcoming traditional challenges, 

e-content empowers learners to take control of their education. 

       

2. PEDAGOGICAL APPROACHES IN E-CONTENT DESIGN: 

The pedagogical approach used in e-content design for undergraduate education refers to the instructional 

strategy or method employed to facilitate effective learning through digital resources. This approach guides how content 

is organized, presented, and interacted with by students. It involves incorporating educational theories and principles to 

enhance engagement, comprehension, and retention. Each approach emphasizes different aspects of learning, such as 

active engagement, critical thinking, collaboration, or real-world application, catering to diverse learning styles and 

objectives. The choice of pedagogical approach depends on the educational goals, content, and preferences of both 

educators and students (Gautam & Tiwari, 2016). Effective e-content design in undergraduate education is rooted in 

pedagogical theories that guide how learners engage with and internalize information. These theories inform the 

strategies that educators employ to create meaningful and impactful digital learning experiences (Huang & Chiu, 2015). 

Fig. 1 shows the pedagogical approaches in e-content design. Some key pedagogical theories and how they translate 

into practical strategies for designing e-content are explained below: 

 
Fig. 1. Pedagogical approaches in e-content design. 

 

A. Constructivism: 

Theory: According to constructivism, students actively create knowledge by interacting with their surroundings. 

Learning is a process of building understanding based on prior experiences and mental models. 

Application: E-content design based on constructivist principles involves creating opportunities for active engagement, 

exploration, and discovery. Strategies include interactive simulations, problem-solving scenarios and collaborative 

activities that encourage students to explore concepts, apply their knowledge and construct their understanding. 

B. Cognitive Load Theory: 

Theory: Managing the cognitive load that students encounter when processing information is the main goal of cognitive 

load theory. It distinguishes between intrinsic, extraneous and relevant loads, trying to maximize cognitive resources 

for optimal learning (Nanda et al, 2022). 

Application: E-content design should aim to reduce extraneous cognitive load by presenting information in clear and 

organized formats. Strategies include concise text, visually appealing graphics and minimizing distractions. 

Incorporating multimedia elements strategically can enhance understanding without overwhelming learners. 

C. Social Learning Theory: 

Theory: The importance of social connections in learning is emphasized by social learning theory. Learners learn 

knowledge and actions through observation, imitation and collaboration with others (Olasina, 2019). 
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Application: E-content design influenced by social learning theory includes opportunities for peer interaction and 

collaborative learning. Discussion forums, group projects and virtual classrooms facilitate peer-to-peer engagement, 

allowing students to learn from each other's perspectives and experiences.  

D. Self-Determination Theory: 

Theory: According to the self-determination theory, when students' core psychological demands for relatedness, 

competence, and autonomy are satisfied, they become motivated. When students feel in charge and connected, they are 

more involved and dedicated (Jeno et al., 2019). 

Application: E-content design aligned with self-determination theory empowers students by providing choices and 

autonomy. Incorporating self-assessment tools, allowing learners to set goals and offering a variety of learning pathways 

can enhance motivation and engagement. 

E. Connectivism: 

Theory: Connectivism reflects the idea that learning is distributed across networks of people, resources and technology. 

Knowledge is not limited to what individuals know, but also extends to their ability to access and connect information. 

Application: E-content design from a connectivist perspective involves incorporating links to diverse resources, 

encouraging learners to explore beyond the immediate course content. Utilizing social media, online communities and 

curated external materials fosters a sense of connectedness and helps students develop critical skills for navigating 

information in the digital age (Samsuri, et al., 2014). 

F. Experiential Learning: 

Theory: The value of practical experiences in the learning process is emphasized by experiential learning. Learners gain 

a deeper understanding and skills through active experimentation and reflection. 

Application: E-content design influenced by experiential learning incorporates practical activities, simulations and real-

world scenarios. Students can apply theoretical concepts to real-world scenarios through case studies, virtual labs, and 

reflective tasks. 

3. USER-CENTERED DESIGN PRINCIPLES: 

Throughout the design process, the wants, preferences, and experiences of users are given top priority by the 

design philosophy known as user-centered design (UCD). The production of meaningful and captivating learning 

experiences in undergraduate education greatly benefits from the application of UCD concepts to e-content creation. 

Understanding the traits and inclinations of the target audience—the students—is the main goal of UCD. E-content can 

be tailored to learners' preferences by learning about their expectations, past knowledge, and learning methods. Students 

feel that the content is created just for them because to this customisation, which increases engagement. Using UCD 

principles guarantees that e-content is easy to use and available to a wide variety of students, including those with 

different skill levels. Clear navigation, intuitive interfaces and compatibility with assistive technologies contribute to a 

seamless learning experience for all students, regardless of their backgrounds. Engaging e-content captures students' 

attention and sustains their interest. UCD emphasizes creating interactive elements, multimedia and gamified 

components that align with students' preferences. Engaged learners are more likely to invest time and effort into the 

content, leading to improved understanding and retention. 

UCD involves identifying pain points and challenges that students might face while interacting with e-content. 

By addressing these issues, such as confusing navigation or unclear instructions, designers can create a smoother 

learning journey that minimizes frustration and maximizes the focus on learning objectives (Dwivedi et al., 2012). User 

feedback is integral to UCD. E-content should be designed with iterative cycles that allow students to provide input and 

suggestions. This fosters a sense of ownership and involvement in the learning process, as students see their opinions 

valued and integrated into the content. UCD encourages the integration of activities that prompt active participation and 

critical thinking. By involving students in problem-solving, decision-making and reflection within the e-content, the 

learning experience becomes more dynamic and intellectually stimulating. Well-designed e-content through UCD 

principles contributes to long-term engagement. When students find the content relevant, enjoyable and effective in 

enhancing their knowledge and skills, they are more likely to continue engaging with the material beyond the immediate 

requirements (Altay, 2014). 

4. MULTIMEDIA INTEGRATION AND INTERACTIVE E-CONTENT: 

Multimedia elements, including videos, animations, and graphics, play a crucial role in elevating the effectiveness of e-

content by providing dynamic visual and auditory components that surpass traditional text-based learning. Videos bring 

concepts to life, showcasing real-world examples, experiments, and demonstrations. Animations illustrate complex 

processes, enabling learners to visualize abstract concepts. Graphics, like infographics and diagrams, condense 

information into digestible formats, aiding comprehension. These multimedia elements cater to diverse learning styles, 
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resonating with visual, auditory, and kinesthetic learners, promoting engagement and active learning (Soam et al., 2022). 

The interactive nature of multimedia stimulates cognitive processes, enhancing information retention and application in 

the digital age where attention spans are challenged. The incorporation of interactive elements, such as quizzes and 

simulations, has profoundly transformed learner engagement and understanding within educational e-content. Quizzes 

offer immediate feedback, encouraging learners to assess their knowledge and identify areas for improvement. This real-

time feedback loop enhances engagement by turning learning into an engaging challenge and reinforces correct concepts 

promptly. Simulations provide immersive environments for hands-on experience, allowing learners to manipulate 

variables and observe outcomes, stimulating curiosity and critical thinking. By enhancing engagement and promoting 

deeper understanding through experiential learning, quizzes and simulations revolutionize the educational landscape, 

enriching the learning journey of undergraduate students.  

5. ADAPTING E-CONTENT FOR DIVERSE LEARNERS: 

In the realm of modern education, where digital resources are central to learning, the principles of inclusivity and 

accessibility hold paramount significance in e-content design. Diverse learners, including those with disabilities and 

varying learning styles, should not be marginalized but rather empowered to engage with educational materials 

effectively (El-Sabagh, 2021). Inclusivity ensures that e-content caters to the diverse needs of all students, fostering an 

environment where no learner is left behind. By designing e-content with inclusivity and accessibility in mind, 

educational institutions uphold the principles of equal opportunity and equity. Learners with disabilities, such as visual 

impairments, hearing difficulties or mobility challenges, deserve equitable access to educational content (Islam et al., 

2015). Through properly structured e-content, incorporating features like screen-reader compatibility, closed captions, 

alt text for images and keyboard navigation, educators can provide an inclusive learning experience that removes barriers 

and allows every student to participate fully. Fig. 2 shows the benefits of adoptive learning. 

 
Fig. 2. Benefits of adoptive learning. 

 

6. GAMIFICATION AND MOTIVATIONAL STRATEGIES: 

In the realm of online education, enhancing student engagement and persistence is a vital goal and the 

integration of gamification elements, rewards and motivational strategies has emerged as a powerful approach to achieve 

this (Barsan et al., 2017). Teachers may develop dynamic and engaging online learning environments that capture 

students' attention, inspire active involvement, and motivate them to persevere in their learning journey by using 

concepts from psychology and game design (Bele et al., 2016). 

Gamification Elements: Applying features of games to non-gaming environments, such education, is known as 

gamification.  Adding elements such as challenges, leaderboards, badges, stages, and points turns learning into an 

exciting journey.  When students finish assignments, advance through levels, or show mastery, they are rewarded.  By 

appealing to intrinsic motives, these components give learning the appearance of being a fulfilling undertaking. 

Rewards and Motivation: Rewards, both intrinsic and extrinsic, play a significant role in student motivation. Intrinsic 

rewards, such as the sense of accomplishment from completing a challenging task, foster a genuine desire to learn. 
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Extrinsic rewards, like virtual badges or certificates, provide immediate recognition and validation. This combination 

reinforces positive behaviors and creates a cycle of motivation, encouraging students to persist. 

7. ACCESSIBILITY AND INCLUSIVITY: 

Designing e-content that is accessible to all students, including those with disabilities, is not only a moral 

imperative but also a fundamental aspect of promoting equal educational opportunities and fostering inclusivity. 

Accessible e-content ensures that students with disabilities can engage with learning materials on an equal footing, 

removing barriers that might otherwise hinder their participation and achievement (Aljaraideh & Al Bataineh, 2019). 

By incorporating features such as screen reader compatibility, captions for videos, alternative text for images and 

keyboard navigation, e-content becomes navigable and understandable for individuals with visual, auditory, motor, or 

cognitive impairments. This approach empowers students with disabilities to access information, engage in interactive 

activities and collaborate with peers just like their non-disabled counterparts. Overall, designing accessible e-content is 

a step towards creating a learning environment that respects diversity, supports individual needs, and fosters an inclusive 

educational experience for all students. 

Creating inclusive e-content that addresses diverse student needs requires a multi-faceted approach. To achieve 

this, educators and instructional designers should implement strategies that accommodate various learning styles, 

abilities, and backgrounds. In order to accommodate a range of learning preferences, implementing Universal Design 

for Learning (UDL) principles first guarantees flexibility by offering several channels for representation, interaction, 

and expression. Incorporating multimedia elements, such as text, images, videos and audio, enables content consumption 

through different modalities (Yadav et al., 2023). Furthermore, offering alternate formats—such as subtitles or text-to-

speech options—improves accessibility for students who are blind or hard of hearing. Students can choose their own 

learning routes and advance at their own speed with customisable gamification and interactive aspects. Social learners 

are accommodated and a sense of community is fostered through collaborative activities (De Paepe et al., 2018). Regular 

feedback and assessments can be offered in diverse formats, such as quizzes, discussions, and projects, allowing students 

to showcase their understanding through their strengths. 

8. EVALUATION, ASSESSMENT, AND FEEDBACK IN E-CONTENT: 

Assessing the effectiveness of e-content is crucial to ensure its impact on student learning. Learning analytics 

involves the collection, analysis, and interpretation of data generated by students' interactions with e-content. By 

tracking metrics such as time spent on content, completion rates, and quiz scores, educators can gauge engagement 

levels and identify areas that might need improvement. Learning analytics provide insights into students' progress and 

learning patterns, enabling timely interventions and adjustments (Choi & Jeong, 2019; Phanisha et al., 2022). Direct 

input from students is invaluable in assessing the effectiveness of e-content. Surveys, focus groups, and open-ended 

questions can provide qualitative insights into their experiences, preferences, and challenges. This feedback offers a 

holistic understanding of the strengths and weaknesses of the e-content, helping educators tailor content to better meet 

students' needs (Kebritchi et al., 2017). Administering assessments before and after students engage with e-content 

allows educators to measure the learning gains directly attributable to the e-content. Comparing students' performance 

before and after exposure to e-content helps determine its contribution to their knowledge acquisition and skill 

development (Martínez-Caro et al., 2015). Assessing the alignment of e-content with intended learning outcomes 

ensures that the material effectively covers the required concepts and skills. Mapping the content to course objectives 

and competencies helps ensure that the e-content is meeting the educational goals set by the curriculum. Analyzing data 

related to student retention rates and academic performance in courses using e-content compared to traditional methods 

can highlight whether e-content positively influences long-term engagement and success. Education is a constantly 

evolving field, and e-content must adapt to changing pedagogical approaches, technology advancements, and student 

needs (Raju et al., 2023). Regular assessment of e-content ensures that its alignment with learning objectives remains 

strong, that it engages students effectively and that it addresses any emerging challenges. By embracing ongoing 

assessment and improvement, educators and instructional designers ensure that e-content remains a powerful tool for 

facilitating meaningful learning experiences and achieving positive educational outcomes (Rahrouh et al., 2018). 

9. EMERGING TECHNOLOGIES AND FUTURE TRENDS: 

The most recent developments in technology, such as virtual reality (VR), artificial intelligence (AI), and augmented 

reality (AR), have the potential to completely change the way educational materials are presented, experienced, and 

customized (Devi et al., 2022). Because they provide dynamic, interactive, and customized learning experiences, these 

technical developments are changing the face of e-content creation. However, instructional objectives, accessibility, and 

technical infrastructure must all be carefully considered for integration to be successful. These technologies have the 
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ability to completely transform education by becoming more widely available and improved, making it more effective, 

engaging, and individualized for each student (Meinam et al., 2023). 

Augmented Reality (AR): AR superimposes digital content—like pictures, movies, or 3D models—onto the physical 

world.  By giving abstract ideas life, augmented reality (AR) can enhance the immersiveness of e-content design.  For 

example, students studying anatomy can view 3D replicas of human organs using augmented reality apps.  AR enables 

students to engage with virtual items in their real-world environment.  Deeper comprehension and retention are fostered 

by this practical experience.  Through the simulation of real-world situations, AR can help close the gap between theory 

and practice.  For example, engineering students can envision intricate engineering designs using augmented reality. 

Virtual Reality (VR): VR transports users to a completely virtual world. Virtual reality (VR) can be used in e-content 

creation to immerse students in historical events, exotic locales, or scientific phenomena, facilitating immersive learning 

that would be difficult to accomplish otherwise. Virtual reality (VR) produces realistic simulations that give students a 

secure environment in which to hone their abilities and make decisions. By appealing to a variety of senses, virtual 

reality improves memory. For instance, students can engage sight, touch, and sound by virtually dissecting animals. 

Artificial Intelligence (AI): Machine learning, natural language processing, and data analytics are all included in 

artificial intelligence (Gao et al., 2021). AI may evaluate students' learning styles and preferences in e-content creation 

to provide recommendations and content that are tailored to each user's needs. AI-powered solutions can automate 

grading, giving students immediate feedback and freeing up teachers to concentrate on deeper conversations. AI can 

provide content, such practice questions or summaries, to help teachers create thorough e-content. 

Mixed Reality (MR): MR creates interactive experiences that merge the real and virtual worlds by combining aspects 

of AR and VR. It offers special opportunities for experiential learning by enabling students to interact with virtual items 

in real space (Kovalenko et al., 2022). 

The future of e-content design is poised for exciting advancements, driven by evolving educational landscapes 

and emerging technology trends. As digital transformation accelerates, e-content will likely offer more immersive 

experiences, blending virtual and physical learning environments. Augmented Reality (AR) and Virtual Reality (VR) 

will play integral roles, enabling learners to interact with realistic simulations, historical reconstructions, and complex 

data visualizations. Artificial Intelligence (AI) will continue enhancing e-content through personalized learning 

pathways, automation of tasks, and insights into student progress (Gattullo et al., 2022). Adaptive learning platforms 

powered by AI will dynamically adjust content based on individual needs, ensuring optimal engagement. The future 

will also witness the integration of mixed reality (MR) experiences, combining elements of AR and VR for interactive 

learning. 

10. CONCLUSION: 

The integration of e-content is reshaping undergraduate education with diverse pedagogical approaches and 

innovative design strategies. The review emphasizes the role of pedagogical theories, such as constructivism and active 

learning, guiding e-content design. User-centered design principles and multimedia elements enhance engagement, 

while gamification elements elevate motivation. Inclusivity and accessibility are crucial, promoting personalized and 

adaptive e-content to address diverse learner needs. The review highlights the importance of robust assessment, timely 

feedback, and continuous improvement in e-content design. Emerging technologies like AI, VR, and AR offer potential 

for transformation. Institutions must prioritize faculty training, quality assurance, and commitment to effective e-

content. Embracing inclusivity in e-content design is a commitment to providing quality education for all learners, 

fostering an inclusive and just educational landscape. In conclusion, integrating gamification in online learning 

environments enhances engagement, encourages active participation, and contributes to meaningful outcomes. 

REFERENCES:    

 

1. Aljaraideh, Y.; and Al Bataineh, K. (2019). Jordanian students’ barriers of utilizing online learning: Asurvey 

study. International Education Studies, 12(5), 99–108. 

2. Al Rawashdeh, A.Z.; Mohammed, E.Y.; Al Arab, A.R.; Alara, M.; and Al-Rawashdeh, B. (2021). Advantages 

and disadvantages of using e-learning in university education: Analyzing students’ perspectives. Electronic 

Journal of E-learning, 19(3), 107-117. 

3. Altay, B. (2014). User-centered design through learner-centered instruction. Teaching in Higher Education, 

19(2), 138-155. 

4. Barsan, G.; Năstăsescu, V.; and Barsan, V.A. (2017). Simulation and Gamification in e-Learning Technical 

Courses. Knowledge-Based Organization Conference Proceedings, 23(3):7-11. 



INTERNATIONAL JOURNAL FOR INNOVATIVE RESEARCH IN MULTIDISCIPLINARY FIELD          
ISSN(O): 2455-0620                                                      [ Impact Factor: 9.47 ]          
Monthly, Peer-Reviewed, Refereed, Indexed Journal with  IC Value : 86.87         
Volume - 11,  Issue - 04,  April -  2025             
 

 

Available online on – WWW.IJIRMF.COM Page 418 

5. Baruah, B.; Prakash, S.; Lal, S.P.; and Pooja, G.S. (2023). Effectiveness of ICT-based Agro-met Advisory 

Services in Addressing the Information Needs of Farmers in Assam. Indian Research Journal of Extension 

Education, 23(2):108-112. 

6. Bele, J.L.; Bele, D.; and Debevc, M. (2016). Gamification as a method for increasing e-learning motivation. In 

ICERI2016 Proceedings, 5227-5235. 

7. Bojan, L.; and Bentz, D. (2020). Student perception of stress in online and face-to-face learning: The exploration 

of stress determinants. American Journal of Distance Education. 

8. Choi, C.; and Jeong, H. (2019). Quality evaluation for multimedia contents of e-learning systems using the ANP 

approach on high speed network. Multimedia Tools and Applications, 78(1), 28853-28875.  

9. Choudhury, P.K.; and Kumar, A. (2022). How much do Households Spend on Professional Higher Education 

in India? Results from a National Survey. Indian Journal of Human Development, 16(1), 77–96. 

10. De Paepe, L.; Zhu, C.; and Depryck, K. (2018). Online Language Teaching: Teacher Perceptions of Effective 

Communication Tools, Required Skills and Challenges of Online Teaching. Journal of Interactive Learning 

Research, 29(1), 129-142. 

11. Devi, G.P.; and Sornapudi, S.D. (2022). An Analysis of Social Network Activities of College Students. Indian 

Research Journal of Extension Education, 22(1):92-96. 

12. Dumford, A.D.; and Miller, A.L. (2018). Online learning in higher education: exploring advantages and 

disadvantages for engagement, Journal of Computing in Higher Education, 30(3), 452-465. 

13. Dwivedi, K.D.; Upadhyay, M.S.; and Tripathi, A. (2012). A working framework for the user-centered design 

approach and a survey of the available methods. International Journal of Scientific and Research Publications, 

2(4), 12-19. 

14. El-Sabagh, H.A. (2021). Adaptive e-learning environment based on learning styles and its impact on 

development students' engagement. International Journal of Educational Technology in Higher Education, 

18(1), 1-24. 

15. Fitria, T.N.; Simbolon, N.E.; and Afdaleni, A. (2023). Chatbots as Online Chat Conversation in the Education 

Sector. International Journal of Computer and Information System (IJCIS), 4(3), 93-104. 

16. Gao, P.; Li, J.; and Liu, S. (2021).  An Introduction to Key Technology in Artificial Intelligence and big Data 

Driven e-Learning and e-Education. Mobile Netw Appl, 26:2123-2126. 

17. Gattullo, M.; Laviola, E.; Boccaccio, A.; Evangelista, A.; Fiorentino, M.; Manghisi, V.M.; and Uva, A.E. 

(2022). Design of a mixed reality application for STEM distance education laboratories. Computers, 11(4), 50-

57. 

18. Gautam, S.S.; and Tiwari, M.K. (2016). Components and benefits of e-learning system. International Research 

Journal of Computer Science (IRJCS), 3(1), 14-17. 

19. Ghosh, S.; and Kundu, A. (2021). Women’s Participation in Higher Education in India: An Analysis Across 

Major States. Indian Journal of Human Development, 15(2), 275-294. 

20. Huang, Y.M.; and Chiu, P.S. (2015). The effectiveness of a meaningful learning‐based evaluation model for 

context‐aware mobile learning. British Journal of Educational Technology, 46(2), 437-447. 

21. Islam, N.; Beer, M.; and Slack, F. (2015). E-learning challenges faced by academics in higher education. Journal 

of Education and Training Studies, 3(5), 102-112. 

22. Kebritchi, M.; Lipschuetz, A.; and Santiague, L. (2017). Issues and challenges for teaching successful online 

courses in higher education: A literature review. Journal of Educational Technology Systems, 46(1), 4-29. 

https://doi.org/10.1177/0047239516661713  

23. Kovalenko, V.; Marienko, M.; and Sukhikh, A. (2022). Use of augmented and virtual reality tools in a general 

secondary education institution in the context of blended learning. Information Technologies and Learning 

Tools, 86(6):e2201.07003. 

24. Martínez-Caro, E.; Cegarra-Navarro, J. G.; and Cepeda-Carrión, G. (2015). An application of the performance-

evaluation model for e-learning quality in higher education. Total Quality Management and Business 

Excellence, 26(5-6), 632-647. 

25. Mehrabi, M. (2019). Setting up the structure and process for E-content development. Interdisciplinary Journal 

of Virtual Learning in Medical Sciences, 10(4), 78-80. 

26. Meinam, M.; Singh, Y.J.; Upadhyay, A.D.; Thangave, V.; Deepti, M.; and Meinam T. (2023). Students’ 

Perception Towards e-Learning in Manipur. Indian Research Journal of Extension Education, 23(1):51-54. 

27. Nanda, S.M.; Goswami, A.; and Biswas, S. (2022). Development of Cognitive Learning Scale to Test the 

Knowledge Level of Veterinary Students on ICT. Indian Research Journal of Extension Education, 22(1): 142-

145. 



INTERNATIONAL JOURNAL FOR INNOVATIVE RESEARCH IN MULTIDISCIPLINARY FIELD          
ISSN(O): 2455-0620                                                      [ Impact Factor: 9.47 ]          
Monthly, Peer-Reviewed, Refereed, Indexed Journal with  IC Value : 86.87         
Volume - 11,  Issue - 04,  April -  2025             
 

 

Available online on – WWW.IJIRMF.COM Page 419 

28. Olasina, G. (2019). Human and social factors affecting the decision of students to accept e-learning. Interactive 

Learning Environments, 27(3), 363-376. 

29. Pandit, J.M.; and Paul, B. (2021). Can India’s Higher Education Improve Through Better Management of 

Human Resources: A Comparative Study of India and the United States. Indian Journal of Human Development, 

15(3), 468-485. 

30. Phanisha, G.; Babu, K.M.; Rani, V.S.; and Vidyasagar, G.E.C. (2022). Knowledge of the Extension Personnel 

on Tech-Enabled Platforms (TEP) in Telangana. Indian Research Journal of Extension Education, 22(2): 106-

112. 

31. Rahrouh, M.; Taleb, N.; and Mohamed, E.A. (2018). Evaluating the usefulness of e-learning management 

system delivery in higher education. International Journal of Economics and Business Research, 16(2), 162-

181. 

32. Raju, D. T.; Ramesh, P.; Sharma, S.; Krishnan, P.; Yashavanth, B.S.; Soam, S.K.; and Srinivasarao, C. (2023). 

Students’ Perceptions on the Effect of COVID 19 on Agricultural Higher Education in India. Indian Research 

Journal of Extension Education, 23(1):6-16.  

33. Rashid, S.; and Yadav, S.S. (2020). Impact of Covid-19 Pandemic on Higher Education and Research. Indian 

Journal of Human Development, 14(2), 340–343. 

34. Salloum, S.A.; Al-Emran, M.; Shaalan, K.; and Tarhini, A. (2019). Factors affecting the E-learning acceptance: 

A case study from UAE. Education and Information Technologies, 24(1), 509–530. 

35. Samsuri, N.N.; Nadzri, F.A.; and Rom, K.B.M. (2014). A Study on the student’s perspective on the effectiveness 

of using e-learning. Procedia-Social and Behavioural Sciences, 123, 139-144. 

36. Sihas, K.M.M.; and Nair, L.V. (2022). Impact of COVID-19 on the Education of Adivasi Communities in 

Kerala. Indian Journal of Human Development, 16(1), 186–193. 

37. Soam, S.K.; Raghupathi, B.; Sharma, S.;Yashavanth, B.S.; Balakrishnan, M.; Rao,S.N.; Raju, D.T.; Kumar P.; 

and Agrawal, R.C. (2022). Mind Mapping as a Learning and Teaching Tool in Agricultural Higher Education 

in India. Indian Research Journal of Extension Education, 22(3): 176-181. 

38. Yadav, K.; Kumari, P.; and Lal, S.P. (2023). Effectiveness of Teaching Methods on Students in Formal 

Education during COVID-19 in India: An Experimental Research. Indian Research Journal of Extension 

Education, 23(3), 71-75. 


