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PART A. INFORMATION 

A1. What is an e-learning program in general terms? 

In the last two decades, the Internet has become one of the most widely used channels for 

making research and learning resources available. Virtual education, also known as distance 

learning, represents a set of different educational variants depending on the degrees of 

digitalization of the programmes. The so-called 'digital revolution' has triggered the 

convergence of evolving environments. This paradigm shift regarding the way information is 

produced and knowledge is distributed affects not only the modes of access, but also the 

overall experience of the environment that changes the spatial and temporal sense of social 

relations[1]. 

Education environments (schools, research institutes, companies, etc.) are expanding the 

use of products that integrate information and communication technologies as repositories of 

knowledge to be transferred to users. E-learning is one of the most relevant products that 

have emerged from the use of ICT, used to synthesise the activities necessary to provide, 

support and enhance teaching and learning processes through the aid of various media such 

as text, audio, images, animation and video sharing.[2] 

Although there is no agreed definition, the European Community, in the e-Learning Action 

Plan of 2001, proposes a definition that more than any other represents the complex 

evolution of the e-learning, combining the technological dimension with different 

methodological approaches: 

“E-learning is the use of new multimedia technologies and the Internet to improve the quality 

of learning by facilitating access to resources and services, as well as remote”. 

This definition effectively emphasises three main dimensions of e-learning[3]: 

- The remote access to resources and services. The production and use of learning 

materials through the Net are key elements of e-learning; however, not all the activities on 

the Net belong to e-learning, but only those where a certain didactic intentionality can be 

identified, i.e. where some entity prepares materials to develop certain learning for a 

specific target audience. 

- Distance sharing of information. While access to resources and services is essentially 

an individual process, information sharing recalls a social dimension of learning. Materials 

and documents can be shared within communities of practice or learning through virtual 

environments. In addition, distance interaction, on which many e-learning courses are 

based, supports the sharing of personal ideas and opinions on the materials themselves, 

but also on experiences and other information. 

- Collaboration. According to the theories of Socio-Cultural Constructivism, collaboration 

is one of the main conditions through which it is possible to develop meaningful learning; 

learning, in fact, is identified with a process of construction of one's own competences, 

which are enriched and restructured through the relationship with knowledge and with the 

points of view of other individuals. 



                       
 

 

ICT and e-learning environments can provide effective support for collaborative work and 

the development of learning communities and communities of practice. 

The dimensions described above characterise current e-learning models in different ways 

and proportions, assuming specific importance and declinations in each approach[4]. The 

two main models are web-based learning and online learning. 

WEB-BASED LEARNING is a model based on the distribution of digital material for self-

learning to large numbers of users. The basic idea is that learning consists of the 

acquisition of information, transmitted from a sender to a receiver. Knowledge is defined 

in advance[5]. The delivery of this model can be synchronous or asynchronous. 

a)    Asynchronous learning refers to the distance-learning mode where the learner 

can access all online content through a special website called an e-Learning 

platform or LMS (Learning Management System). Learners can log in at any 

time of the day using a username and password, they can keep track of the 

time they spend on the platform by logging in and out and they can certify their 

learning through online tests. Asynchronous learning using LMS applies tools 

such as email, forums, wikis, and message boards, as well as web-supported 

textbooks, hypertext documents, audio video classes, and social media 

networking. 

b)   Synchronous learning, on the other hand, is the method that has been used 

throughout the pandemic by teachers who have delivered their lessons online. 

These are special digital environments in which teaching is delivered 

synchronously at a set time. Just like in school, students follow a lesson at an 

agreed time, and everyone has to log on and stay connected while the teacher 

delivers the lesson with a microphone and a video camera. Synchronous 

learning takes place in real time, with all participants interacting simultaneously. 

ONLINE LEARNING is a model oriented towards the development of active and 

collaborative learning strategies supported by computers. This model takes into account 

the social dimension, the pluralism and the relationship with the context. Individual 

learning becomes the result of a process of negotiation and construction of one's own 

competences developed through the relationship with knowledge and with the points of 

view of other individuals. Everything that is learned is interpreted according to the context, 

cultural background and personal experience. On the basis of these assumptions, online 

learning aims at developing processes based on learning by doing, on the involvement of 

the student in a collaborative search for knowledge and on a new role of the teacher, who 

from authority and knowledge of authority and knowledge becomes a guide and facilitator. 

In the context of online learning is included the concept of Computer Supported 

Collaborative Learning (CSCL). 

 

 



                       
 

A2. What are the benefits of an e-learning platform? 

The inclusion of e-learning in education, especially for higher educational institutions has 

several benefits. E-learning is considered among the best methods of education since: 

a)   it is focused on the needs of individual learners rather than on the instructors’, 

or educational institutions’ needs;[6] 

b)   it is flexible in terms of time and place of learning, both for students and for 

institutions;[7] 

c)   improves the quality of knowledge through access to a huge amount of 

information; 

d)   it provides opportunities for relationships between learners through the use of 

discussion forums, removing physical barriers that have the potential to hinder 

participation;[8] 

e)   it is doubly convenient as students do not have to travel to a physical location 

and therefore learning is open to a larger number of students; [9] 

f)    it takes into consideration differences in learning preferences and speed, 

allowing self-pacing, increasing satisfaction and decreases stress;[10] 

g)   it assesses the students or learners as they learn, and at the same time 

increases their experiences in education, by way of interactivity suitable to 

community education, cultural diversity and globalization;[11] 

h)   it enables learners to achieve goals in the shortest time with the least amount 

of effort, staying abreast of the times and gaining experience from numerous 

specialists in various fields of knowledge;[12] 

i)   it ensures tolerance and fairness, as they offer equal access to the world of 

information regardless of the location of users, their ages as well as ethnic 

origins and races;[13] 

j)    it helps learners to depend on themselves and not on the trainers, who become 

advisors and guides and no longer the sole source of knowledge;[14] 

k)  it helps learners to enter the globalised society, learning to communicate and 

dialogue with others;[15] 

l)  it allows students to explore very flexible ways of learning thanks to the 

interactive video structure that gives the possibility to watch all the activities 

that are conducted in the classroom and also to listen to the instructors as 

often as necessary;[16] 

m)  it offers teachers with several ways of interacting with learners and to give 

them instantaneous feedback;[17] 

 



                       

 

n)   it allows better communication between students and between students and 

teachers or instructors[18]; 

o)   it provides disabled people with the opportunity to further their education from 

anywhere[19]. 

It has been more than a year since the start of the Coronavirus pandemic and, during this 

time, many organizations had to adapt in order to continue their activities. Among them, 

schools have also taken advantage of new technologies to continue their distance learning. 

In fact, all over the world, students attended school partly in presence and partly from home 

due to the various regulations and the continuous waves of contagion. In 2020, the whole e-

learning sector developed exponentially and it is estimated that it will continue to grow in the 

coming years. 

E-learning is an ever-expanding and evolving sector that continues to experience great 

challenges. Training is continuous and constant precisely because it is online and because 

students can access it whenever they want. There are lessons at specific times and days but 

there is also the possibility of accessing online content at any time. 

A3. What are the innovative aspects of the E-learning program? 

An e-learning program is simply a training course that is delivered remotely, meaning that 

learners can complete some or all of their coursework without having to be physically 

present in any class. The flexibility offered by e-learning courses makes it a practical choice 

for working staff who may not have the time or availability to attend a traditional course. 

E-Learning courses especially allow learners to access course materials at their own 

convenience. It means e-courses provide learners a more work pace without any pressure. 

Discover the five main reasons for choosing distance learning!  

- Adjust your schedules thanks to online training 

- Benefit from personalized follow-up thanks to e-learning tools 

- Remote training while keeping your job 

- Avoid the inconvenience of public transport 

- Access a course without difficulty 

 

 

  

  



                       
 

A4. What are the goals and the objectives of this e-learning program? 

Whenever people talk about how to grow a company, the same magic formula appears: 

investing in R&D. Research, development and innovation is not only a matter of large 

companies. Small and medium-sized companies that seek to gain a foothold in the 

market and ensure that their product or service does not become obsolete are also 

betting on these activities. But what advantages does it have? 

In addition to increasing the added value of its offer and reducing costs, R & D activities 

allow companies to face difficult periods and generate competitiveness since it allows 

them to develop new lines of business and improve their positioning against the 

competition. 
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Companies are aware about this advantage and they have created R&D departments or 

simply they have staff carrying out internal R&D. Most of this staff are engineers with no 

specific background or degree on Research and/or Development. This e-Learning 

program aims to fill this gap: The e-learning program is to fulfill the critical need for 

R&D engineering training. Before developing the program, a need analysis survey was 

performed in order to detect the needed issues in the training stage of R&D staff. 

The objective from the e-RD partnership is that the level of awareness associated with 

R&D innovation will rise in the companies. An improvement will occur in the 

perspective of the trainees for the problems faced, in the diversity of possible solutions 

they will present and in the perception of innovation in general. By adopting a systematic 

work culture, individuals, who put out works right on target and with the sense of time 

management will be brought on. Employees in R&D-focused activities will conduct better 

quality research and development procedures. 
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A5. Why is this implementation guide required? 

Self-Learning and e-learning tools can be overwhelming and may leave users asking: where 

and how do I start courses? Do I need any special technical requirements etc.. 

The purpose of the given implementation guide is to support R&D stuffs in implementing e-

R&D tools and contents in their skill formation process. 

It provides information and explanations on how to use the e-platform and e-learning 

software, how to perform basic configuration actions, and how to motivate users to get 

started with the tools and contents.   

A6. For whom is this implementation guide (target groups)? 

Due to the activities carried out by Target TTO, it was observed that the engineers working 

in the industry were deficient on R&D and innovation subjects and that the vocational 

education required under these headings is not given to the engineers at the undergraduate 

level and the education given at the graduate and even doctorate levels is insufficient. 

The program (curriculum) has been developed considering the requirements for these 

Engineers working in the industry, but at the same time, it is a basic program that can be 

learnt by other degrees who are interested on R&D. 

This basic R&D curriculum will allow that new staff entering an R&D team as well as those 

already working in the topic with no previous knowledge or training on R&D, they will obtain 

a complete overview of the main aspects. 

The partnership encourages to perform the e-Learning course to Industrial Associations and 

Engineer Unions staff to participate and obtain a significant difference in their curriculum. 

The program will also be useful for people at the very beginning of her/his education to have 

the opportunity to self-train and acquire new skills in R&D and innovation. 
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PART B. IMPLEMENTATION 

B1. What are the curriculum on R&D e-Learning program and the details of the 

lectures? 

As a result of a comprehensive need analysis, the eRD partnership determines ten courses 

included into the developed curriculum. The topics of ten courses are listed below: 

1- Introduction to R&D 

2- Experimental Product Design – DFX 

3- Business Model 

4- 4- TRIZ 

5- Intellectual Property Rights   

6- Industry 4.0   

7- Data Analysis and Statistics 

8- Problem Solving Approach (İstanbul University Cerrahpaşa) 

9- Project Development Stages and Techniques (İstanbul University Cerrahpaşa) 

10- Project Management (İstanbul University Cerrahpaşa) 

The content of each course is as follows: 

Course 1. Introduction to R&D 

The aims of the course on R&D and innovation are: 

1. To promote critical capacity and improve business competitiveness, through the definition, 

implementation and management of R&D environments and processes. 

2. To know the integration of R&D management into new business models using the most 

appropriate tools and methodologies. 

3. Lay the groundwork for starting to implement R&D along the guidelines of European R&D 

support policies. 

4. To know processes that serve to support decision making in the Ideation step from R&D 

Course 2. Experimental Product Design – DFX 

The aims of the course on Product Experimental Design are: 

1. Stimulating inventiveness to foster innovation. 



                       
 

2. Develop, systematize and structure the creative process. 

3. Promote creativity and ingenuity for the development of innovative products. 

4. Develop the ability to imagine, create and represent new product ideas. 

5. Provide knowledge and develop skills to carry out experimental product design. 

Course 3. Business Model 

This course introduces the concepts, tools, and principles of business model design and 

their role in the innovation process. It shows potential models and practical ways to use them 

to achieve sustainable competitive advantage. The contents are about: 

1. General overview on the topic: definition, terminology and differences among business 

plan, business model and business strategy. 

2. The Business Model Canvas: analysis of the 9 building blocks and practical tips. 

3. The Three Questions Model: features, functionaning and questions. 

4. The Bridge model: a path to launch and manage a business. 

Course 4. TRIZ 

The aims of the course on Theory of Inventive Problem Solving (TRIZ) are: 

1. To develop an understanding on overall problem solving approach by TRIZ, 

implementation of TRIZ to systematic innovation and to promote practical techniques to all 

professionals working for R&D centers. 

 2. To gain the steps from levels of innovation to TRIZ strategies and to know the inventive 

principles to eliminate technical contradictions 

3. To gain TRIZ Contradiction Matrix and to solve the problems by using Altshuller’s 40 

principles of TRIZ (40 inventive principles) 

4. To adapt any problem to TRIZ solution by identifying the problem, formulating the 

problem, referring to previously well solved problem and finalize the ideal solution 

5. This course offers a package of practical techniques to all professionals working for R&D 

centers, which help to analyze existing products and situations, extract root problems, reveal 

potential opportunities for evolution, and generate new solution concepts in a systematic 

way. 

  

 



                       
 

Course 5. Intellectual Property Rights 

This course aims to provide information about basics of IP and strategic use of patent 

information for innovation management. 

Course 6: Industry 4.0 

The main purpose of the course to give brief information about Industry 4.0 and its 

technologies, to give the requirements of Industry 4.0, and to explain the reasons to be 

ready of transforming our companies to the fourth industrial revolution 

Course 7: Data Analysis and Statistics 

The aims of the course are: 

1. To introduce the use of the statistics science in a research and development environment. 

2. To create awareness about statistical tools and their use via a statistical software package 

to draw visual graphs and causal conclusions from experimental data. 

3. To improve the data analysis and interpretation skills of the personnel working in the 

research and development departments of enterprises 

Course 8: Problem Solving Approach 

The main purpose of the course to give brief information about problem solving tools to be 

able to recognize different problem which is a kind of day-to-day management in the life of a 

business. 

Course 9: Project Development Stages and Techniques 

The main purpose of the course to give the keys to succeed in R&D project development 

stages, building marketing and sales strategies. 

Course 10: Project Management 

The main purpose of the course to give the keys to succeed in project management, to give 

the common project management mistakes that most managers experience and the 8 steps 

of the project closure. 

 

 

 

 

 



                       
 

LECTURERS 

v  Eng. MSc. Margarita LECHA (Courses 1 and 2). 

She holds a degree on Agrofood Engineering from Polytechnic University of Valencia (UPV). 

The degree was partly developed at the Gent Universiteit (Belgium) thanks to an Erasmus 

grant. Once she started working she achieved a Master Degree in Innovation and 

Technology Management by S. Vicente Martir Valencia University, also from Valencia 

(Spain). She has pHD courses on Project Management. Ms. Lecha has been working in EU 

and International projects management since 2001, participating in +30 European funded 

projects related with agrofood, logistics, energy and for the past 7 years, she is focused on 

Social Innovation and especially, Technological Entrepreneurship. In this area, she has 

specialized on Creativity Tools, Motivation and Design Thinking. She manages the 

consulting firm “I-Box Create” since 2014 combining with the work at the non for profit 

association INNOWA, that she co-founded in 2019 in order to promote the Sustainable 

Development Goals. Since 2005 Ms Lecha has been teaching about R&D to companies, 

industrial associations and technology centers mostly related with the Construction and 

Transport sectors in Spain. 

v  Serena D’ARIENZO (course 3) 

Bachelor Degree in Italian language and Literature, Master Degree in Modern Philology and 

Post-graduate Degree in Marketing, Communication & New Media. Training specialist, she 

has strong educational approach and expertise in organising practical workshops and 

training sessions in several fields in the framework of several EU projects, involving both 

adult and young learners. Experienced in the field of Institutional Communication and Digital 

marketing. European project officer since 2018, she has experiences in proposals analysis 

and writing, consortium construction, implementation and monitoring of project activities, 

R&D studies, reporting and dissemination of various projects within Erasmus+, H2020, 

Interreg, IEE and others. She speaks Italian and English. 

v  Prof. Dr. Necip Fazıl YILMAZ (course 4) 

Professor Necip Fazıl YILMAZ is from Gaziantep University Mechanical Engineering 

Department. His specialization is based on materials processing technology, additive 

manufacturing, technical innovation and R&D project management. He took part in more the 

300 projects, mostly R&D projects. He is currently managing the Technology Transfer Office 

and Technopark. He is the director of Europe Enterprise Network (EEN), COSME and 

Horizon 2020 on behalf of Target Technology Transfer Office and Gaziantep Technopark. 

He is the coordinator of many entrepreneurship educations and coordinates the 

implementation of R&D works to SME’s and big scale enterprises. 

 

 

 



                       
 

v  Mustafa ÇAKIR (course 5) 

RTTP, EuKTS, QPIP*, Co-founder of Patent Effect, IP and Licensing Lead, Patent Attorney 

@ Sabanci University Industry Collaborations and Technology Licensing Office (ILO), 

Istanbul  

He is an industrial engineer with more than 10 years-experience in University-Industry 

collaborations, patent portfolio management, patent data analytics, Licensing and spin off 

creation. He has been involved in R&D&I related capacity building EU projects between 

2008-2017 as part of his responsibilities at EGE University EBILTEM-TTO IPR and 

Licensing Unit Manager. He was the Project coordinator in EPO led Project for disseminating 

IP knowledge in Universities, in house Project coordinator for TTH-Turkey and ProgressTT 

projects as well as senior innovation advisor in Enterprise Europe Network (Ebic-EGE). 

Currently he is leading his own company Patent Effect and working as Patent Attorney -IP 

Management and Licensing lead at Sabanci University technology transfer office. He mainly 

leads patent portfolio management, licensing of IP-based technologies and 

commercialization of IP-based spinoff companies. He completed his practical technology 

transfer experiences in NIH (National Institutes of Health, USA), UCLB (UK) and Cambridge 

Enterprise (UK). Mustafa is the creator of Connect4tech program 

(https://www.connect4tech.org/) designed for fostering technology commercialization by 

matching patent holders and technology seekers. He is also the team leader of IP CAMP 

program (https://www.ipcamp.org) which is the first and only training camp in Turkey 

dedicated to IP management and technology licensing. He is also General Secretary of LES 

Turkey which is the part of LES International for Turkey, EU IPR Helpdesk Ambassador in 

Turkey and LES International Vice-chair for Patent and Technology Licensing Committee. 

QPIP: Qualified patent information professional 

RTTP: Registered Technology Transfer Professional 

v  Prof. Dr. Yunus EROĞLU (course 6) 

Assist. Prof. Dr. Yunus EROGLU is a member of the Industrial Engineering Department of 

İskenderun Technical University (İSTE). His research topics are Artificial Intelligence, Data 

Mining, Forecasting, Optimization, and Heuristic Methods. He is the Vice Director of İSTE 

Social and Economic Researches Application and Research Center (İSTE-SEA) and 

General Coordinator of İSTE - Integration with the Business World Department. He is also 

the Co-Chair of the International Conference on Artificial Intelligence towards Industry 4.0 

(ICAII4.0). 

 

 

 

 



                       
 

v  Prof. Dr. Mehmet Erdem İNCE (course 7) 

Assist. Prof. Dr. Mehmet Erdem Ince graduated from Textile Engineering Department. He 

completed his doctorate studies in the United States in the field of textile. He is currently a 

faculty member at Gaziantep University, Department of Textile Engineering. He teaches 

statistics, statistical methods, statistical process control and experimental study strategies 

courses at both undergraduate and graduate levels. 

v  Phd. Devrim GÜNAY (course 8, 9, 10) 

Dr. Devrim GÜNAY, the representative of Career Planning, Development and Research 

Center’s Project Unit, is a postdoctoral researcher and Assistant Professor in the ELT 

Department at Istanbul University-Cerrahpaşa. He is also the Erasmus coordinator of the 

department. In addition to his multi-level teaching experience across a variety of public 

schools including Istanbul University Language Center, he also has a year- round (2009-

2010) experience of Fulbright Language Teaching Assistantship at Portland State University, 

USA. He has been a researcher in Erasmus Plus - KA 203 - Strategic Partnerships for 

higher education - Project ENROPE 2018-1-DE01_KA203_004253.  His research interests 

include task-based learning, visual ethnography, multi-literacies, semiotics and teacher 

identity development. 

   

 

 

 

 

 

 

 

 



                       

 

PART C. USER MANUAL 

C1. SUMMARY 

Welcome to the E-R&D, E-LEARNING PLATFORM User Guide. 

This user guide is designed as an application guide for learners and tutors who want to benefit from 

E-R&D, E-LEARNING PLATFORM, and professionals working in the field of R&D. This document, 

which can be accessed separately and on the platform as an open source, is designed to be easily 

read by any E-R&D, E-LEARNING PLATFORM user. 

C2. USER TUTORIAL 

C2.1. INFORMATION PAGES 

ABOUT THE PROJECT PAGE: It is the information page named “About the Project” with a detailed 

explanation about the platform. 

 

 

 

 

 

 



                       
 

FAQ PAGE: It is an information page including frequently asked questions and their answers about 

the platform and its use. 

 

 

CONTACT PAGE: It is the information page with the contact information and contact form of the 

project coordinator and the team. 

 

 

 

 

 

 

 



                       
 

C2.2. ACCESS TO THE E- R&D E-LEARNING PLATFORM 

LOGIN TO THE PLATFORM: The home page of the platform. Many content can be accessed through 

the blocks on the main page. 

 

 

LANGUAGE SELECTION: The platform was made in 4 languages: Turkish, English, Spanish and 

Italian. All content is displayed in the selected language. 

 

 

 



                       
 

MEMBER REGISTRATION: In order to use the system, it is necessary to become a member and 

login. Member registration is created for users who enter the requested information on this screen, 

and an automatic e-mail message with the theme "Welcome" is sent to their e-mail addresses and 

membership registration is completed. 

MEMBER LOGIN:  Registered users must log in to use the platform. 

 

 

 

 

 

 



                       
 

C2.3. CATALOGUE AND COURSES 

Users who are logged in can enter the course list and start watching the videos by opening the first 

topic of the course they want. Users who can watch the videos sequentially during the course can 

access the content of another course without completing a course.  

 

By clicking on the course name, users who open the topics in the relevant course can see the 

information on which video they watched for how long. For users who watch all the videos in a course, 

the Exam button becomes active and they can take the exam with 10 questions about the relevant 

course. 

 

 



                       
 

The user who watches all the videos in a course can start the exam of the relevant course and answer 

the questions. In order to be considered successful in the 10-question exam, a score of 60 out of 100 

is required. Users with an average of 60 and above in all course exams are considered successful. 

 

 

C3.4. CERTIFICATE 

The platform give certificate for the users when they successfully complete the e-learning courses. 

 

 

 

 



                       
 

C3. ABOUT COURSES 

A needs analysis study was conducted to select the trainings to be given on the e-learning platform. 

Within the scope of the needs analysis; a survey was conducted with 718 participants; 146 from Italy, 

201 from Spain and 371 from Turkey. As a result of this survey, the 10 most requested courses were 

decided.  

C3.1. INDIVIDUAL COURSE PAGE 

The user who clicks on the topic title is directed to the video detail page. The user, who can start the 

video, can also access the notes and documents related to the course on this page. 

 

When the video starts to play, subtitle selection is made automatically according to the language 

selected by the user and starts to be displayed on the screen. The user can switch to the desired 

subtitle language. 

 

 

 

 

 

 



                       
 

 

The user who watches all the videos in a course can start the exam of the relevant course and answer 

the questions. In order to be considered successful in the 10-question exam, a score of 60 out of 100 

is required. Users with an average of 60 and above in all course exams are considered successful. 

 

 

 

 

 

 

 

 



                       
 

Users with an exam average of 60 and above are directed to a survey to evaluate the platform. 

 

 
 

 

REFERENCES 

[1] Garcia, F.J. (2015) Mastering E-Learning: The Learning Perspective. Humboldt 

International University. 

[2] Kannadhasan, S., Shanmuganantham, M., Nagarajan, R. and Deepa, S. (2020). The 

Role of Future E-Learning System and Higher Education. IJARSCT. 

[3] Midoro, V. (2006). Modelli e sistemi per l’e-Learning. In Banzato M. & Midoro V., Lezioni 

di Tecnologie Didattiche, Edizioni Menabò. 

[4] Alvino, S. (2012) E-learning - Caratteristiche e potenzialità dei principali modelli di e-

learning. ANSAS 

[5] Calvani A. & Rotta M. (2000). Fare formazione in Internet. Manuale di didattica online. 

Erickson. 

[6] Marc, J. R. (2002). Book review: e-learning strategies for delivering knowledge in the 

digital age. Internet and Higher Education. 

[7] Smedley, J.K. (2010). Modelling the impact of knowledge management using technology. 

OR Insight. 

 



                       
 

[8] Wagner, N., Hassanein, K. & Head, M. (2008). Who is responsible for E-learning in 

Higher Education? A Stakeholders’ Analysis. Educational Technology & Society. 

[9] Arkorful, V., Abaidoo, N. (2014). The role of e-learning, the advantages and 

disadvantages of its adoption in 

Higher Education. International Journal of Education and Research. 

[10] Klein, D. & Ware, M. (2003). E-learning: new opportunities in continuing professional 

development. Learned publishing. 

[11] Holmes, B. & Gardner, J. (2006). E-Learning: Concepts and Practice. SAGE 

Publications. 

[12] Rabah, M. (2005) E-learning. Dar Almnahej Publisher 

[13] Khan, B. H. (2005). Managing E-learning: Design, Delivery, Implementation and 

Evaluation. Information Science Publishing. 

[14] Alsalem, A. (2004). Educational Technology and E-learning, Alroshd publication. 

[15] Zeitoun, H. (2008). E-learning: Concept, Issues, Application, Evaluation. Dar Alsolateah 

publication. 

[16] Zhang, D., ZHOU, L., BrIggs, R. & Nunamaker, J. (2006). Instructional video in e-

learning: Assessing the impact of interactive video on learning effectiveness. Information & 

Management 

[17] Brown, C., Thomas, H., Merwe, A. & Dyk, L. (2008). The impact of South Africa’s ICT 

Infrastructure on higher Education. 

[18] Singh H. (2001) Building effective blended learning programs. Educational Technology. 

[19] Sadler-Smith, E. (2000). "Modern" learning methods: rhetoric and reality. Personnel 

Review. 

 


