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ABSTRACT 

Since the 1970s, cognitive psychological perspectives have dominated pedagogical frameworks and models for 

designing technology-mediated teaching and learning environments. More recently, web based learning have 

received attention as viable or even desirable frames for research and practice related to teaching and learning. 

Web-based learning tools provide integrated environments of various technologies to support diverse 

educators’ and learners’ needs via the Internet. In this article, the author analyzes these learning platforms and 

how they can be used in the design and implementation of online learning. This review and analysis of the 

related to WBLEs provides several implications for future research and practice. 
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I. INTRODUCTION 

Web based learning is a way to learn, using web based technologies or tools in learning processing. In other 

words learner uses mainly computer to interact with the teachers, others students and learning materials. Web 

based learning or e-learning not only allows students and teachers to participate in new types of educational 

activities, but also makes those activities far more efficient, user-friendly and result oriented as compared to the 

traditional on-campus education. Web based learning refers to the usage of computers and the internet, along 

with various other means of technology including mobile phones, etc. for imparting education to students 

around the world. Web based learning attracts a large number of working professionals as well, who are 

attracted by the high flexibility offered by such programs and the opportunity for professional development. 

With web based education, you can take classes from the comfort of your own home, by using a simple internet 

connection. If you’re on the go, you can even use your mobile phone for this purpose. 

Web-based learning is also known as online learning. It is any form of learning that takes place online. This 

could be anything from interactive teaching programs to PowerPoint tutorials, online lectures, or following an 

online syllabus outlining required reading, written assignments and online exams. Web-based learning falls 

under the umbrella of distance learning, and is conducted specifically online. 
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II. CHARACTERISTICS 

Web based learning has four significant characteristics, they are: 

1. Content point of view: Web based application is required to support different topics of a subject and learning 

material of various subjects. 

2. Pedagogical point of view: 

 Autonomy: Students can able to work on their own. 

 Collaboration: Students can work together to reach a common goal. 

 Time: Students learn the content in a short and acceptable time limit. 

 Learner control: Students ability to control the sequence of activities. 

 Flexibility: Different levels of difficulty and contain diverse assignments tasks as per the needs of students. 

3. Reusability point of view: Learners needs are satisfied upon the use of web based learning resources from 

different subjects. Such resources or learning objects can fit into another or new lesson available online or a 

data based and meets the reusability criteria. 

4. Web technology: Technology improves performance develop positive attitude, encourages meaningful 

learning and its creation. Interactive video programs have been demonstrated to increase problem solving 

skills. Develop independent thinking. 

III. THEORETICAL PERSPECTIVES 

Various pedagogical perspectives or learning theories may be considered in designing and interacting with 

educational technology. E-learning theory examines these approaches. These theoretical perspectives are 

grouped into three main theoretical schools or philosophical 

frameworks: behaviourism, cognitive and constructivism. 

Behaviourism 

This theoretical framework was developed in the early 20th century based on animal learning experiments 

by Ivan Pavlov, Edward Thorndike, Edward C. Tolman, Clark L. Hull, and B.F. Skinner. Many psychologists 

used these results to develop theories of human learning, but modern educators generally see behaviourism as 

one aspect of a holistic synthesis. 

B.F. Skinner wrote extensively on improvements of teaching based on his functional analysis of verbal 

behaviour and wrote "The Technology of Teaching", an attempt to dispel the myths underlying contemporary 

education as well as promote his system he called programmed instruction. Ogden Lindsley developed a 

learning system, named Celeration, that was based on behaviour analysis but that substantially differed from 

Keller's and Skinner's models. 

Cognitive 

Cognitive science underwent significant change in the 1960s and 1970s. While retaining the empirical 

framework of behaviourism, cognitive psychology theories look beyond behaviour to explain brain-based 
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learning by considering how human memory works to promote learning. The Atkinson-Shiffrin memory 

model and Baddeley's memory model were established as theoretical frameworks. Computer Science and 

Information Technology have had a major influence on Cognitive Science theory. The Cognitive concepts of 

working memory (formerly known as short term memory) and long term memory have been facilitated by 

research and technology from the field of Computer Science. Another major influence on the field of Cognitive 

Science is Noam Chomsky. Today researchers are concentrating on topics like cognitive load, information 

processing and media psychology. These theoretical perspectives influence instructional design. 

Constructivism 

Educational psychologists distinguish between several types of constructivism: individual (or psychological) 

constructivism, such as Piaget's theory of cognitive development, and social constructivism. This form 

of constructivism has a primary focus on how learners construct their own meaning from new information, as 

they interact with reality and with other learners who bring different perspectives. Constructivist learning 

environments require students to use their prior knowledge and experiences to formulate new, related, and/or 

adaptive concepts in learning. Under this framework the role of the teacher becomes that of a facilitator, 

providing guidance so that learners can construct their own knowledge. Constructivist educators must make sure 

that the prior learning experiences are appropriate and related to the concepts being taught. Jonassen (1997) 

suggests "well-structured" learning environments are useful for novice learners and that "ill-structured" 

environments are only useful for more advanced learners. Educators utilizing a constructivist perspective may 

emphasize an active learning environment that may incorporate learner centred problem based learning, project-

based learning, and inquiry-based learning, ideally involving real-world scenarios, in which students are actively 

engaged in critical thinking activities. 

IV. EDUCATIONAL APPROACHES 

The extent to which technology is used in teaching learning is the main focus in this approach. How e-learning 

resources or facilities are utilized for education is described in the following types: 

Synchronous  

Synchronous learning occurs in real-time, with all participants interacting at the same time. Synchronous 

learning refers to the exchange of ideas and information with one or more participants during the same period. 

Examples are face-to-face discussion, online real-time live teacher instruction and feedback, Skype 

conversations, and chat rooms or virtual classrooms where everyone is online and working collaboratively at the 

same time. 

Asynchronous  

Asynchronous learning is self-paced and allows participants to engage in the exchange of ideas or information 

without the dependency of other participants′ involvement at the same time. 
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Asynchronous learning may use technologies such as email, blogs, wikis as well as web-supported 

textbooks documents, audio video courses, and social networking using web 2.0 and web 3.0. 

Blended learning 

Blended learning combines face to face learning with online learning to provide the most efficient and effective 

instructional experience by combining delivery modalities. It also used to describe learning that mixes various 

event-based activities, including face-to-face classrooms, live e-learning and self paced instruction. 

V. TOOLS  

Audio and videos 

Radio offers a synchronous educational vehicle, while streaming audio over the internet with webcasts and 

podcasts can be asynchronous. Classroom microphones often wireless can enable learners and educators to 

interact more clearly.Video technology has included VHS tapes and DVDs, as well as on 

demand and synchronous methods with digital video via server or web-based options such as streamed video 

from YouTube, Teacher Tube, Skype, Adobe Connect, and webcams. Telecommuting can connect with 

speakers and other experts. 

Computers, Tablets and mobile devices 

Computers and tablets enable learners and educators to access websites as well as programs such as Microsoft 

Word, PowerPoint, PDF files, and images. Many mobile devices support m-learning. Mobile devices such 

as clickers and smart phones can be used for interactive feedback. Mobile learning can provide performance 

support for checking the time, setting reminders, retrieving worksheets, and instruction manuals. 

Social Networking 

Group WebPages, blogs, and wikis allow learners and educators to post thoughts, ideas, and comments on a 

website in an interactive learning environment. Social networking sites are virtual communities for people 

interested in a particular subject or just to "hang out" together. Members communicate by voice, chat, instant 

message, video conference, and blogs, and the service typically provides a way for members to contact friends 

of other members. 

Webcams 

Webcams and webcasting have enabled creation of virtual classrooms and virtual learning environment. 

Whiteboards 

Interactive whiteboards and smart boards allow learners and instructors to write on the touch screen. The screen 

mark up can be on either a blank whiteboard or any computer screen content. Depending on permission settings, 

this visual learning can be interactive and participatory, including writing and manipulating images on the 

interactive whiteboard. 
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Screen casting 

Screen casting allows users to share their screens directly from their browser and make the video available 

online so that other viewers can stream the video directly. The presenter thus has the ability to show their ideas 

and flow of thoughts rather than simply explain them as simple text content. In combination with audio and 

video, the educator can mimic the one-on-one experience of the classroom and deliver clear, complete 

instructions. Learners have an ability to pause and rewind, to review at their own pace, something a classroom 

cannot always offer. 

Virtual classroom 

A Virtual Learning Environment (VLE), also known as a learning platform, simulates a virtual classroom or 

meetings by simultaneously mixing several communication technologies. For example, web conferencing 

software such as GoToTraining, WebEx Training or Adobe Connect enables students and instructors to 

communicate with each other via webcam, microphone, and real-time chatting in a group setting. Participants 

can raise hands, answer polls or take tests. Students are able to whiteboard and screen cast when given rights by 

the instructor, who sets permission levels for text notes, microphone rights and mouse control. 

 

VI. BENEFITS OF WEB BASED LEARNING 

 
 Accessibility, and Suitability - Users can proceed through a learning program at their own pace and at their 

own place. They can also access the training at any time, receiving only as much as they need. In other 

words, “just in time and just enough." 

 Quicker (and cheaper) turnaround of finished product. 

  Collaborative and exploratory learning environments. 

  Ease of content update - The changes you make to any of your content are immediately available to your 

learning audience across the world. 

 WBL programme helps the learners to select a subject area or learning environment related to their specific 

knowledge area as well as interest. 

 
VII. CONSTRAINS OF WEB BASED LEARNING 

 
 Time required for downloading applications – One of the significant demerits of web based learning 

programme is that learner at all times need not necessarily have computer and internet access. A slow 

internet connection will take up extra time in downloading the materials. 

 Student assessment and feedback is limited - The Internet provides a wonderful means to get all kinds of 

information back and forth to your audience, but it also makes it harder to assess some types of student 

feedback and information. 
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 Learner feel isolated, while pursuing a course during on online environment, miss social interaction. Are 

computers replacing human contact? - The Net is not right for all training. 

 Unmotivated learners or those with poor study habits may fall behind. 

 Instructor may not always be available on demand. 

 

VIII. RECOMMENDATIONS 

 
The following recommendations were made: 

 Choose simple, functional, easy to use tools. 

 Consider design quality and usability of tool in choice of tool.  

 Provide online access for everyone to information and activities. 

 Provide integration, standardization, flexibility and accessibility in tool/program choices. 

 Ensure and provide training and support of instructors and students in tool application, implementation and 

use.  

 Ensure universality in access and usability across campus and universities for every student. 

 Provide adequate training for instructors and students. 

 Carefully consider the needs (of instructors, students, administrators) before selecting a technology. 

 Provide integration, standardization, flexibility and accessibility in tool/program choices. 

 Ensure universality in access and usability across campus and universities for every student. 
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