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Abstract 

For centuries, classroom-based teaching-learning methods were adopted, but now 

technology has evolved, introducing e-learning. E-learning has made easy access, high-

quality, low-cost, flexible and personalized learning experiences. However, there is limited 

information about the methodology and tools adopted by the students of the community 

campus. This study aims to explore the popular e-learning methodologies and tools used 

by students at Community Campus in Nepal. The survey research design method was 

employed to identify the student preference and usage pattern of e-learning methodology 

and tools among 100 randomly sampled students from different educational programs of 

Sukuna Multiple Campus. Although the institute has not taken significant steps towards e-

learning, all program students were found to be more technology dependent in learning 

activities. Students of all the programs had preferences for a blended learning approach, 

combining both synchronous and asynchronous methods. Collaborative learning and 

flipped classrooms were the most popular e-learning methodologies, while gamification 

and adaptive learning were less popular among the students. The research also examined 

the most frequently used e-learning tools. Google Classroom was the most popular 

Learning Management System (LMS), used by 98% of students for e-learning purposes. 

Similarly, video conferencing tools Zoom and Google Meet were adopted by 84% and 51% 

of students respectively. Social media platforms YouTube and Facebook were the most 

used tools for gaining education through social media, adopted by 91% and 61% of 

students. Similarly, MS Office and Google Workspace were adopted by 89% and 38% of 

students respectively, as content creation tools for sharing and creating learning materials. 

Facebook Messenger has been adopted by 76% of students for collaborative academic 

activities. ChatGPT was the most preferred AI-based e-learning platform among 97% of 

surveyed students. The research revealed that 86% of students use free and open-source 

tools rather than paid e-learning tools.  



1 
 
 

 

CHAPTER I 

INTRODUCTION 

This chapter incorporates background of study-learning in Nepal, problem 

statement, rational of study, objective, research question, delimitation and definition of 

key terms. 

Background of Study 

The advancement in technology has uplifted humanity to new heights, enhancing 

our lives in countless ways. The opportunity to access the information, improved 

healthcare, communication, transportation, and revolutionized industries resulting 

innovation and efficiency. In recent years, the global viewpoint of the field of education 

has seen remarkable changes due to the advent of e-learning technology. E-learning has 

been implemented in Nepal and has been used by the educational institute, teachers, and 

students for the teaching learning process.   

E-learning has been referred as technology-enhanced learning (Wheeler, 2012), 

distance learning (Wheeler, 2012), digital learning (Basak et al., 2018), mobile learning 

(Basak et al., 2018), internet learning, distributed learning, networked learning, tele-

learning and telematics distributed learning, virtual learning, and computer-assisted 

learning. E-learning is now an integral part of education and training, as the educational 

materials are now found on internet and it can be accessed from anywhere and anytime 

across the globe so students around the world are using it.  

Although developed nations have made great strides in implementing online 

learning models, the situation on the ground in Nepal's public campus has a very different 

picture. E-learning uses electronic or digital technologies with aid of internet, to facilitate 

and enhance learning experiences including various forms of online education, including 

online courses, virtual classrooms, digital educational materials, and interactive learning 

platforms (Wheeler, 2012). Due to deficiencies in digital infrastructure, ICT literacy, and 

resource availability, community and public campuses throughout Nepal are having a 

difficult time implementing e-learning (Giri, 2021). Although such problems exist in 

developed countries, the condition is worst in developing countries. Digital divide of the 

country has also been reflected within its public campuses.  
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In Nepal, COVID-19 pandemic acted as the catalyst for the adaptation of e-

learning, forcing the traditional classroom teaching to online platform. Globally, after the 

spread of COVID-19 pandemic, the educational system was disrupted worldwide, with 

more than 1.5 billion students and learners affected by educational institutions closure 

(UNESCO, 2020). Therefore, different tools and techniques for online learning ensured 

the continuity of learning and were promoted through immediate interaction and 

collaboration. To overcome the crisis, many countries in the world promoted e-learning to 

deliver the education  (Aslam & Sonkar, 2021). During this difficult time, educational 

platforms rapidly shifted from offline to online classrooms. Ultimately, COVID-19 

pandemic accelerated the adaptation of online learning making it dominant trend in 

education worldwide (Chatterjee & Chakraborty, 2020). The countries that were far 

behind in the implementation of e-learning started this methodology. Being forced to 

switch to online learning by the COVID-19 pandemic, many Nepali students who were 

taking physical classes and many were not familiar with e-learning were forced to adopt 

it. Educational institutions and the Ministry of Education responded by adopting 

platforms like Zoom and Google Classroom and broadcasting lessons via TV and radio 

(UNICEF Nepal, 2020). 

Students on public campuses today are depending more and more on digital 

resources for their education due to the easy access to the internet and the affordable 

pricing of smartphones. Due to features like flexibility, immediate access to information, 

and interactive learning opportunities, e-learning platforms, educational apps, and online 

resources have become essential components for the teaching learning process. Though 

students on public campuses frequently encounter difficulties like irregular internet 

access, lack of institutional support, and inadequate digital literacy (Giri, 2021). Though 

there is problem with infrastructure implementing e-learning in campus students still rely 

on the free or paid e-learning platform for taking the education. Tools like YouTube, 

Moodle, Google Classroom and mobile applications are used by students for educational 

purposes (Pangeni, 2016).  Due to the availability of these free or affordable Massive Open 

Online Courses (MOOCs), tutorials, animations, videos, and recorded lecture it has aided 

students to complement formal learning with personalized digital education. This growing 

use of digital tools reflects a shift in learning culture, where students take ownership of 
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their learning experience even in the absence of fully developed institutional systems 

(Sapkota, 2020). 

Although a lot of research has been done on e-learning behavior in developed 

countries, little local research has been done on how students in Nepal's public campus 

are using and adjusting to e-learning tools and techniques. By investigating the tools that 

students are currently using, how they are using them, and the difficulties they encounter, 

this study aims to close that gap. Additionally, it aims to gauge students' awareness and 

preparedness for different e-learning platforms. 

By concentrating on the real-world experiences of students on community 

campuses, this study will produce information that can guide future training initiatives, 

policy decisions, and investments in digital infrastructure, guaranteeing that e-learning 

develops into a useful and inclusive component of Nepal's educational system. 

Additionally, the results will assist educational institutions in determining which 

methodologies are working and which need further support, ultimately contributing to a 

more efficient and effective digital learning environment in Nepal. 

Problem Statement 

E-learning has created changes in the educational system since its evolution. 

Nowadays, e-learning has become a most important component of modern education and 

corporate training, however, in public campuses the integration of e-learning remains 

limited and uneven. Many public campuses could not afford e-learning technologies and 

resources, while some colleges have started their initiation. Most public campuses 

continue to rely on traditional classroom-based teaching, with minimal integration of 

modern e-learning tools. 

Even with these problems, students with internet and computing devices are 

independently engaging with e-learning tools and methodology. However, there is a 

significant gap in understanding how students in these institutions perceive, utilize, and 

adopt e-learning methodologies on their own. The gap also persists on which e-learning 

methodology and tools students prefer and find effective for educational activities.  

Previous research (Karki, 2021; Shakya, 2022) has shown problems with 

infrastructural challenges such as poor internet access, device shortages, and policy 
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challenges. However, they do not give us greater information about specific e-learning 

methodologies and tools preferred by students in Nepal’s public campuses. Previous 

research was not focused on the adaptive strategies adopted by students on public 

campuses with limited resources in favor of top-down, urban-centric policy interventions. 

The implementation and effectiveness of e-learning in public campuses are often hindered 

by a lack of understanding of the diverse e-learning methodologies and tools available 

and how they align with students learning preferences and local context. 

Rationale of Study 

The traditional method of learning has been blended with modern ICT-enhanced 

learning, which is popular among the students. Nepal, a country with a dynamic 

geographical structure and socio-economic condition, has seen a significant shift toward 

e-learning. This study aims to find the e-learning tools and methodologies adopted that 

help access the condition of e-learning adaptation on the public campus. Nepal’s 

educational system faces inequalities, particularly in rural and underprivileged areas 

where community campuses are providing education. This research aims to address this 

gap by analyzing methodology and tools of e-learning. While e-learning is widely 

researched in developed country, its adaptation in Nepal and more specifically in 

community colleges remains underexplored. This research will contribute to global 

knowledge about insights into the trends, adaptations, and impacts of e-learning in the 

context of the context of developing countries like Nepal. Similarly, the content-specific 

analysis of methodologies and tools for e-learning provides insights that can facilitate 

effective integration of e-learning into Nepal’s education system, fostering a more 

inclusive and equitable learning environment for all students. The finding of this research 

to Nepal’s educational policies and digital transformation. By examining the tools and 

techniques used on public campuses, this study defines what works and what doesn't, 

and why. That can inform future policy and investment in digital learning infrastructure. 

As the research is in perspective of student it helps to identify what e-learning 

methodology and tools are popular among the students. Educational institution can 

evaluate their delivery mode or delivery tools preferences and compare them with the 

actual students preference and make necessary adjustments. Public campus or 

educational institute can change their further plan and policies for better improvement 

in implementation of e-learning. This study provides data related to the current state of e-
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learning on community campuses, identifying best practices, challenges, and areas for 

improvement. 

Objectives of Study 

The primary objective of the study is to identify eLearning methodologies and 

tools utilized within Nepalese higher education system. 

. The specific objectives of this study report are as follows: 

i. To identify e-learning methodologies adopted by the students on the community 

campus of Nepal. 

ii. To identify different types of e-learning tools and software adopted by the 

students on the community campus of Nepal. 

Research Questions 

The research question of the study are as follows: 

i. What are the different types of e-learning methodologies adopted by the students 

on community campuses? 

ii. How frequently do students engage in different e-learning methodologies? 

iii. What are the most commonly used e-learning tools across different categories? 

Delimitations  

The delimitation of the research is listed as below: 

i. The study focused on the e-learning methodologies and tools that students have 

adopted for their studies, rather than on what the educational institution has 

implemented. 

ii. The study has been done in only one institution. 

Definition of Key Terms 

Asynchronous Learning: In this study, asynchronous learning is defined as the form of e-

learning, in which students and instructors consume course materials at different times 

and places, using recorded lectures, discussion forums, and self-paced modules. 
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Assessment: Measurement of progress, knowledge, and skills acquired by students in e-

learning using quizzes, assignments, and automated evaluation tools. 

Blended Learning: General definition used to refer to the practice of mixing traditional 

classroom learning with online learning activities in order to significantly increase the 

quantity of digital rather than physical classroom time. 

Collaborative Learning: Possible changes might include altering the kind of collaborative 

learning; instead of coming together in real world space, a method for having students do 

collaborative work in assigned groups seems to have access to online mediums such as 

group chats, discussion forums, and shared documents. 

Content - The digital instructional materials, in terms of text, video, images, and 

interactive simulations, which form the center of e-learning courses. 

Curriculum Tools - These are digital tools and software needed in the design, 

construction, and delivery of e-learning content having such features as course design, 

automated grading, and interactive assessments. 

Digital Library - This refers to the online storage and provision of e-books, research 

papers, videos, and other academic materials that support students in learning from 

anywhere. 

Engagement - The active participation and interaction of students in an e-learning course 

is measured by the attendance, discussion participation, quiz attempts, and assignment 

submissions. 

E-Learning - Teaching and learning through the electronic devices and in the Internet-

enabled world to impart information or knowledge to study outside a normal classroom 

environment. 

Flipped Classroom - This is where the student learns the concepts using the online 

materials outside the classroom and applies those concepts for discussion or interaction to 

the traditional classroom. 
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Gamification - The inclusion of game features in the design of e-learning platforms, such 

as those of leaderboards, points, and rewards-and the like-to engage and motivate the 

students. 

Microlearning: An Educational approach that micro-delivers content through short, 

incisive learning segments, mostly applicable when developing a quick skill or 

reinforcing a concept. 

Motivation - Psychological and emotional driving factors causing learners to participate 

in e-learning involvement, dependent on such factors as course design, interactivity, and 

feedback. 

Open and Distance Learning (ODL)- The most open and distance learning program that 

student studies outside traditional classrooms with the use of digital platforms, recorded 

lectures, and online assessment tools. 

Synchronous Learning - Method of e-learning wherein students and instructors meet real-

time together in classrooms or through video lectures, chat discussion, or virtual classes.  

Tool- Any digital application, software, or online platform used to facilitate teaching 

learning through software such as LMS, video conferencing apps, and content creation 

tools. 

Knowledge Representation Tools- Digital applications that allow for the visualization, 

organization, or presentation of educational content in an e-learning environment, such as 

mind mapping software or interactive diagrams. 

Learning Experience (LX)-The experience of the whole student during a particular e-

learning course determined by course design, ease of navigation, quality of content, and 

interactivity.  

Learning Outcomes - Specific knowledge, skills, or competency that students can usually 

expect to achieve at the end of an e-learning course often assessed through the 

examination, project, or skills demonstrations.  
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Learning Management System (LMS) – The software that manages, delivers, and tracks 

e-learning courses; functionalities provide content hosting, track students' progress, and 

evaluates online.   
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CHAPTER II 

LITERATURE REVIEW 

Here the literature review examines the existing study based on the e-learning 

tools and methodologies. IT includes theoretical review, empirical review and conceptual 

framework. 

Review of Theoretical Literature 

This section presents a review of various theoretical literature relevant to the 

study.   

E-Learning Challenges and Opportunities in Nepal  

E-learning has become most essential component of modern education. It benefits 

by offering interaction, scalability, communication, accessibility, flexibility, cost-

effectiveness, and personalized learning (Haleem et al., 2022; Mushtaha et al., 2022; Thi 

& Minh, 2022). The challenged faced for implementing are digital divide, quality of 

instruction, digital literacy and maintaining learner learning (Haleem et al., 2022; 

Mushtaha et al., 2022; Thi & Minh, 2022). Due to these challenges full potential of e-

learning has not been addressed. The integration of emerging technologies and a focus on 

lifelong learning will be key to the continued evolution and effectiveness of e-learning in 

education.  

E-Learning Methodologies 

By providing flexible learning methodologies, mainly through synchronous and 

asynchronous approaches, e-learning has revolutionized education. According to Food 

and Agriculture Organization  (FAO, 2021)  there are two e-learning approaches that are 

used: synchronous and asynchronous. Emails, discussion boards, and wikis are examples 

of asynchronous communication. Conversely, synchronous communication can occur 

when live sessions are scheduled. Examples of synchronous communication include 

audio and video conferencing. A range of communication tools are available for use by 

instructors, facilitators, and learners to collaborate. Oye et al. (2012) recommended three 

different methodology asynchronous, asynchronous and blended mode and suggests the 

blended form the best methodology for anytime and anywhere learning. The learning 

environment would be predominantly asynchronous with discussion, assignments and 
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assessment and managed through synchronous tools. This suggestion supports my belief 

that both modes are necessary to meet the different learning needs of students.  

Learning management systems (LMS) combine synchronous and asynchronous 

tools within one platform and are essential for the successful execution of flexible and 

blended e-learning settings. According to Furqon et al (2023) LMS can be classified as 

commercial and open source and based on access platforms as web-based and 

application-based. LMS provides a wide range of features, including content 

management, assessment tools, discussion boards, and student tracking, facilitating e-

learning experiences. The LMS with features to store learning materials, communication 

and feedback systems increases learner independence. The claim that integrating both 

learning modalities promotes greater accessibility and engagement is supported by this 

support structure. Examining this role, it’s clear LMSs are essential to any modern e-

learning ecosystem since they are not only delivery tools but also strategic facilitators of 

pedagogical innovation. 

The implementation of the flipped classroom model as an innovative strategy for 

online education, particularly for promoting active learning and a student-focused 

environment. Santos & Serpa (2020) studied the flipped classroom model, which 

reconstructs the conventional teaching sequence. It initiates with autonomous student 

work and culminating in the application of knowledge with proper teacher guidance. 

Focusing on active learning, this method enables students to participate directly in the 

creation of knowledge. It aids in gaining subject expertise and transferable skills that are 

essential for coping with problem of the 21st century. According to Bergmann & Sams 

(2023) under the flipped classroom model, activities, discussions, and problem-solving 

take place in class while students are exposed to material at home through readings and 

videos. Flipped classes use a variety of tools, such as online discussion boards, interactive 

simulations, and video lectures and promotes the creation of dynamic and attractive 

learning environments. 

Collaborative e-learning is a methodology that combines the principles of 

collaborative learning with digital technology and promotes critical 21st-century skills 

such as collaboration, communication, and critical thinking. According to Sthal er al. 

(2014) collaborative e-learning allows students to work together being in different places 

through online platforms. It uses digital tools to facilitate interaction, cooperation, and 
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joint intellectual efforts among students, regardless of their physical location. By 

promoting active engagement, critical thinking, and the sharing of diverse perspectives 

has the potential to enhance learning outcomes. In light of this, I think that collaborative 

e-learning improves learning outcomes while also fostering the cognitive and social skills 

necessary for students to succeed in a world that is increasingly interconnected and 

digitally dependent. 

AI-powered e-learning technologies are changing the way we learn by making it 

more personalized and interactive. AI-powered e-learning tools, such as ChatGPT allows 

conversation in in real-time, instant feedback and solve complex concepts. According to 

Khaldi et al.(2023) AI improves the educational experience by incorporating features 

such as automatic grading, feedback mechanisms, text-to-speech, speech-to-text, and 

advanced search capabilities, greatly enhancing accessibility and the overall learning 

journey. Reflecting on this, addition of AI into e-learning not only enhance efficiency but 

also transforms the educational process making it more student centered, insight based, 

and accessible to border population of learners. 

Microlearning is a highly effective e-learning methodology that uses small 

content, focused segments that help learners to retain information more efficiently. 

According to Giurgiu (2017)  microlearning breaks complex topics into small-sized, 

manageable content, which supports better understanding and longtime memorizing. 

Microlearning blended with asynchronous learning allows student to access and revisit 

the content time and again from their own place(FAO, 2021). Similarly, microlearning 

can be integrated with the LMS and promotes the personalized learning tracking and 

customizing modules based on the learner performance (Furqon et al., 2023). 

Microlearning is trending due to the learning methodology that responds effectively to the 

evolving to complement the needs of modern learners that aids being focused, engaging 

and flexible educational experiences. 

E-Learning Tools and Software 

Oye et al. (2012) highlighted the three major e-learning tools: curriculum tools, 

digital library tools and knowledge representation tools. Curriculum tools is integration of 

instructional tools which include curriculum design and online quizzes with automated 

grading. Administration tools include file management authentication, and authorization. 
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And lastly the student tools include browsing class material tools, collaboration and 

sharing tools, learning progress scheduling and tracking tools, self-testing and evaluating 

and WebCT and Blackboard tools. Digital library tools provide the platform to find the 

right information from large amount of digital content. Similarly, knowledge 

representation tools visually review, capture, or develop knowledge. 

Researchers support the use of e-learning and e-learning blended with traditional 

approach was catalyzed by the COVID-19 pandemic. Ali et al. (2023) conducted 

experimental research to find impact of e-learning and blended learning methodology. 

Similarly, research on e-learning tools and platforms that supports e-learning suggest 

different types based on type of classification. Dearmer (2023) categorized e-learning 

tools into six types: authoring tools, LMS, video conferencing tools, assessment tools, 

content libraries, and interactive tools. It also lists some of the top e-learning tools in 

2023, such as Appsembler, Canvas, Absorb LMS, EasyGenerator, PowToon, Thinkific, 

Graphy, TalentLMS, and SkyPrep. 

According to Leporini et al. (2023) video conferencing tools aids multiple people 

from various physical locations, to connect and work together virtually. They help in 

sharing text, audio, video and presentations over the internet in real time. Some of the 

most popular video conferencing tools used for e-learning are Zoom, Google Meet, and 

MS Teams 

Social media is an easy source of information by applying simple commands. As 

e-learning has been accelerated by making use of these platforms, these tools are best for 

academic and professional learning. Social media tools like Twitter, YouTube, Facebook, 

LinkedIn and WhatsApp have been used by students on a regular basis (Ahamad et al., 

2023). 

The success of AI product on teaching learning like chatgpt has suggested clear 

pathway for its implementation. AI powered eLearning have creating engaging and 

personalized learning experience. AI has capability of automatic grading and feedback 

system, text to speech and speech to text has improved accessibility, and provides smarter 

search capability (Philip, 2023). According to Arora (2014)  AI tools are applications that 

use artificial intellegence algorithms to carry out a particular task and solve problems. 

Some of the Ai tools are ChatGPT, DALL-E, Midjourney, Sythesia, Copilot, Fliki AI, 

Alli AI.  
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Governmental Plan and Policy Of E-Learning 

The IT Policy of Nepal (Nepal Government, 2016) target education calling for 

integrating ICT across education system to improve pedagogy and access. The policy 

seeks to deploy ICTs across university, college and all levels to improve educational 

outcomes and equitable access to education and training facilities. It prioritizes ICTs in 

pedagogy and develops human resource by increasing educational institutional capacity 

that offer ICT courses. The policy also discusses the creation of easily accessible, 

affordable, and innovative public access points for ICT supporting all the e-learning 

initiatives. Similarly, the policy promotes research and innovation within the ICT sector 

developing e-learning tools and platforms. This approach is designed to enhance 

educational quality, expand access, and promote innovation in Nepal's education system. 

The Digital Nepal Framework (DNF) (Nepal Government, 2019) had the objective of 

integrating ICT at all levels of education, improving the quality, access and equity of 

education through digital tools, creating digitally literate and skilled workforce to meet 

future job demands. DFN promotes development of e-learning platform and digital 

content for schools and universities, implementing smart classroom, digital libraries and 

expanding LMS. It encourages the open and distance learning (ODL) ensuring equal 

access of education with special effort for the student in remote areas. DNF targets 

narrow down the technological inequality between urban and rural areas with a plan to 

connect all public schools and campuses with high-speed broadband internet. It targets 

creating a national educational data center centralizing learning material and establishing 

digital learning hubs in local communities. 

Review of Empirical Literature  

E-learning has transformed the landscape of education providing flexibility, 

accessibility, and scalability. Study about e-learning tools and methodology was started 

from the time it was developing and used. 

A study by Zhang & Nunamaker  (2003) used a systematic literature review 

methodology to analyze trends and needs in e-learning. The objective of research was to 

understand the effectiveness, challenges and opportunity of online learning platforms. 

The finding revealed that e-learning platforms has aided education by providing 

flexibility and personalized learning experiences as learners can access content at their 
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own pace according to individual needs. The adoption of technologies like LMS, virtual 

classrooms and multimedia content, has facilitated this shift with several benefits, 

including cost savings, global access, and scalability. Still challenges exist about platform 

stability, learner engagement and addressing ethical considerations.  

Nath et al. (2012) used integrative review aiming to examine the various 

methodologies employed in e-learning and designing learning objects and which can be 

applied to develop e-learning material in a better way. The researcher found e-learning as 

pivotal in the modern technology-friendly world, offering flexible access to learning 

materials globally. Initializing with online learning, it evolved using Learning Object 

(LO) technology for storing and assembling small content pieces and delivery on demand, 

which resulted in a revolutionary product that blends classroom methodology with self-

study methods. This methodology will be applicable to many industries, like technology 

and engineering education’s enhanced material development. It examines organizational, 

technological, educational, and pedagogical aspects and concludes with recommendations 

on how to effectively utilize ICT to foster learning. The research investigates 

technological facilitators of e-learning; technical innovation, organizational change, and 

employee/learner-based needs. The authors also constructively highlight mobile 

technologies, simulations, and adaptive learning environments that have significant 

potential to impact the future of e-learning. The research also examines software 

applications, such as LMS, CMS, and LCMS, that support and/or enable e-learning 

activities. 

Yang et al. (2015) adopted the quasi-experimental design to access the educational 

effects of specific pedagogical knowledge which utilizes Interactive Whiteboards (IWB) 

in junior high school biology. It was found that IWB had a positive impact on student 

learning effectiveness and the general attitude of their learning experience. More active 

participation by students and a low level of lecturing in the IWB group may contribute to 

a more relevant and interactive learning experience. This indicates that when IWBs and 

other similar technologies are used appropriately, they can create a better dynamic of 

engagement for students in the class, and ultimately, student learning and outcomes hit 

tremendous heights. 

Pangeni (2016) used systematic review to explore how open and distance learning 

(ODL) is being practiced in Nepal. The study examined the contextual reality of ODL 
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practices in Nepal and various thematic issues were explored including modes of learning 

associated influenced by education culture tradition, ODL as a educational tool for 

teaching learning of teacher flexible learning for Nepali students and implementation of 

ODL in Nepal. The study offers a very hopeful future of ODL in Nepal as an alternative 

method of education. It is noted that establishing an Open University is important, as well 

as the ability to implement ODL by the existing universities. This study also highlights 

the need to acclimatize to the acculturation of online learning, especially with regards to 

the learner and other participants that have become accustomed to an internet-dominated 

culture. This indicates that with the implementation of ODL, there will be a more 

accessible and inclusive way for the people of Nepal to take advantage of education, 

which is essential for 21st century learner needs. 

Javoricik and Polasckdy (2019) conducted experiment aimed at determining the 

effectiveness of microlearning and e-learning courses. The research employed hybrid 

research methodology to assess the educational outcome and compared the impact of 

these two varients on the knowledge acquisition and skill development of prospective 

teachers. The findings suggested that microlearning adoption resulted in higher 

engagement and retention among teacher candidates when compared to traditional e-

learning courses. Also, microlearning was especially useful for the retention of key 

concepts and the application of teaching skills. Additionally, challenges were experienced 

regarding the design and use of microlearning in ensuring that content was relevant and 

allowed for different individual learning preferences. Altogether the findings offered a 

glimpse into the capability of microlearning as a complement to teacher education to 

promote more personalized and efficient learning experiences. 

Simonson et al (2019) conducted systemic literature review research about 

distance learning with aim to know the theory, research and practice. Research found 

distance learning helps students to access and study content at their own pace and 

convenience. The resources such as pre-recorded video lectures, discussion forums, email 

and quizzes will be distributed to student my any means. Similarly, Asynchronous 

learning will be suitable providing ability to study and different schedule and time zone, 

when learners are free. Asynchronous learning relies on digital resources, such as 

discussion boards and multimedia presentations, to deliver content that learners can 

access at their convenience. 
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Thakker et al. (2020) conducted research to evaluate the e-learning experiences of 

engineering students across India. The study used an online survey to measure students' 

perceptions of different e-learning platforms. Overall, Google Meet was the most 

preferred e-learning platform, the Microsoft Teams platform had the highest satisfaction 

score. The study found evidence to suggest these technical, psychological and biological 

variables have implications for e-learning. The study provides some interesting and useful 

insights into the influences of these factors on the e-learning experience, in order to 

improve it. While the pandemic has inherently forced the online learning experience, it is 

hoped addressing the factors affecting the e-learning experience, will improve e-learning 

while the pandemic is still impacting education, and, in time, improve online learning into 

the future. The study has some practical implications, providing educators with key and 

operable strategies for improving e-learning platforms and stimulating student 

engagement. Collectively the findings of this research study provide insights into e-

learning preferences and experiences, in the context of engineering education in India, 

that may help to inform the future practices and policies in education. 

Sapkota (2020) conducted research during the COVID-19 using convenient sampling 

method using social media and google form among the student of Nepal. Research 

revealed that more than 80% of students considered smartphones, laptops, internet 

accessibility, and software applications as crucial resources for E-learning participation. 

Almost 80% of students cited electricity as an important resource, while 60% noted the 

requirement of a separate room for e-learning. About one in three students understood the 

value of possessing IT skills for efficient e-learning. Similarly, Nepali colleges used 

different software for e-learning, with Zoom being the most preferred, used by 97% of 

students. 24% of students used messenger groups and Google Classroom. Google Meet 

usage was at 11%, followed by Viber Call at 5%, and 4% each for Microsoft Teams and 

Facebook Live. Other platforms were used by 2% of the students. During the COVID 19 

pandemic, the overwhelming preferred software was Zoom, with 74% of students using 

it, Google Classroom, messenger groups, Google Meet, and Microsoft Teams were used 

by 10%, 7%, 4%, 2% respectively. From these results, the clear and critical resource 

needs for streamlined and effective E-learning stands out alongside the overwhelming 

usage of Zoom and other software in Nepalese colleges as well as the students’ 

preferences during the COVID-19 pandemic.  
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Aslam & Sonkar (2021) carried out the research using descriptive methodology to 

study the tools and techniques for online learning. UNESCO website was used to collect 

the data related to different country. The research categorized e-learning tools into five 

categories as productivity-oriented, learning oriented, student participation, knowledge 

management system and tools for creating and distributing courses and content. With 

these tools, the learners can be engaged meaningfully, learn through interactions, and 

receive content in a timely manner. As part of the productivity-focused tools, bookmarks 

and calendars help learners manage their time efficiently. The learning-oriented tools 

allow participants to have discussions, share knowledge, and work together which helps 

in building community for online learning. Students' participation tools empower learners 

with self-assessment capabilities, group organization, and access to their progress data. 

Moreover, the knowledge management systems help in organizing and retrieving stored 

collective knowledge, which helps collaboration and sharing of knowledge. The tools for 

creating and distributing courses help in formulating, delivering, and assessing the 

courses while capturing and analyzing the feedback on the learner’s participation and 

progress. The online learning tools and their usefulness to learners and educators are 

enhanced by the convergence of all these tools. The empirical research by Revathy (2021) 

aimed to compare the traditional and modern e-learning method. E-learning, a flexible 

form of education, utilizes elements of multimedia to facilitate learning anytime, 

anywhere with online lectures, self-assessments, and varied modes of content delivery 

enhance the learning experience. The benefits of E-learning include its effectiveness, 

comparable to corporate training programs, with evidence for the same learning 

outcomes.  

Schwab (2021) stated that AI in online learning to customize education and 

streamline instructor tasks. However, it raises concerns about how AI might affect the 

dynamics and expectations in student-instructor interactions, which play a pivotal role in 

online education. The quality of these interactions greatly influences student satisfaction 

and learning outcomes. Therefore, there's an urgent need to explore how students and 

instructors view AI's impact on these interactions, as this insight can uncover obstacles 

that may impede AI's full potential and compromise interaction safety. AI implementation 

in different sector especially in health and education sectors are very popular nowadays.  
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Seo et al. (2021) studied how AI works in online learning environments. 

Employing the exploratory research methodology, the authors explored the views of 

students and instructors to see how AI affects interactions in online education. Collecting 

data from 23 participants, the study’s results highlighted the AI-related advantages for 

interaction privatization, as well as the greater issues of responsibility and surveillance. 

The study shows the importance of explainability lacking AI decision-making, human 

agency needing to be embedded in automated processes, and education data needing to be 

handled carefully in order to integrate AI appropriately into education.  

Murtaza et al. (2022) in-depth surveyed the research paper to AI-based 

personalized e-learning systems, identifying potential to enhance education and aid 

individual learners by tailoring content to individual. It describes personalized learning 

provides specific learning content, assessment and task to the learner according to 

performance of the learner. These tools can use AI providing appropriate and specific 

content design using the level of comprehension of learner and preferred modes learner 

selected. With analysis and data, instructors, can tailor content and assessments to the 

individual learner's needs and preferences, thus improving engagement and 

understanding. 

Some of the research on ICT enabled education has been done in context of 

Nepal. Giri (2021) conducted a comprehensive analysis of the utilization of ICT tools in 

the context of online education during the COVID-19 pandemic in Nepal. The research 

highlights how ICT tools are essential in facilitating remote and flexible learning in 

context to developing countries like Nepal. Findings revealed that ICT enabled teaching 

and learning process increase instructional delivery and learner engagement, which is 

often obstructed by infrastructural limitations, lack of digital literacy, and inadequate 

policy support. Similarly, it was concluded that the digital divide that persist in Nepal is 

due to difference in ICT access in urban and ruler areas. 

Naik (2023) used systematic review methodology to review effectiveness of the 

flipped classroom strategy in increasing students’ performance and academic 

achievement. The research analyzes how this methodology shifts traditional teaching 

methods encouraging students to engage with course material outside the classroom. 

Research on different disciplines and educational level reviled that flipped classroom has 

the positive result increasing student engagement, enhanced critical thinking and better 
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content retention. Similarly, flipped classroom fosters deeper subject understanding 

promoting active learning, collaboration and self-directed learning. The research points 

technology integration, faculty training and supportive environments for proper 

implementation of this methodology that helps prepare student for modern workforce. 

With increased technological advancement augmented reality (AR) and virtual 

reality (VR) technology embedded on e-learning tools. Odongo (2023) conducted 

systematic literature review on paper from 2018 to 2023 to investigate the role of AR and 

VR on e-learning. The study provides comprehensive overview of the current landscape, 

emerging trends, theoretical underpinnings and practical implementations of AR and VR 

in e-learning methodology. The study highlighted AR and VR promoting learner 

engagement, knowledge retention and skill acquisition during pedagogy. Similarly, 

research highlights benefits and challenges associated with the methodology of 

integrating AR and VR technologies in e-learning, cost considerations, technical 

limitations and user experience factors.  

Research Gap 

There is global literature on e-learning methodologies, but not sufficient research 

based on unique context of Nepal’s community campus. Most existing research (Haleem 

et al., 2022; Mushtaha et al., 2022; Thi & Minh, 2022) offers overview of e-learning 

challenges and without being into region specific issues such as infrastructure, cultural 

attitude and local policy impact. Similarly, research by Sapkota (2020) highlights the use 

of specific tools like Zoom, and Google Classroom during the Covid-19 pandemic, but 

doesn’t provide any analysis how these tools were integrated into daily learning practices 

in post pandemic or long-term use. There is a lack of study about the e-learning tools and 

methodologies in context of developing nation like Nepal, which has the unique 

challenges and needs. There are lot of research of tools and methodologies from the 

perspective of institutions or paralogical paradigm, and less focus on actual 

implementation, adaptation ad experience of student e-learning tools in public campus 

where resources are limited. The digital divide is the barrier to consider for the effective 

implementation of e-learning in Nepal. But there is limited data on how students in 

community campus will be affected.  
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Conceptual Framework 

The conceptual framework for the research is as follows: 

Figure 1 

Conceptual Framework 
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CHAPTER III 

METHODS AND PROCEDURES 

This chapter contains the methodology adopted throughout the study. In the 

following sub-sections: Research Design, Study Area, Sample Size and Sampling 

Procedure, Instrumentation for Data Collection, Instrumentation for Validation, Sources 

of Data, Data Gathering Procedure, Tools for Data Analysis, Data Analysis Procedure, 

and Ethical Consideration. 

Research Design 

The study on “Use of E-Learning Tools for learning by Students in Sukuna 

Campus” followed a quantitative research approach with a combination of descriptive and 

analytical design. Survey design was selected as the data collection method due to its 

ability to collect standardized, quantifiable data from a sample of students. It also 

provides flexibility to efficiently collect and compare responses. The survey was created 

using an online template through Google Forms, and a link was provided to the sample of 

students from groups operated by college departments. Responses were then analyzed 

using statistical techniques using MS Excel.  

Study Area 

The study area of the research was Sukuna Multiple College. 

Figure 2  

Map of Sukuna Multiple Campus 
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Sample Size and Sampling Procedure 

The sample of 100 students was selected using simple random sampling 

methodologies. The target sample of the survey included students at community Campus. 

Efforts were made to include participants with varying levels of experience in e-learning. 

Students from different programs and different years or semesters were selected. 

The sample size was determined using the standard sample size calculation 

formula for proportions: 

n= 𝑍2. 𝑝. (1 − 𝑝)/𝑒2 

n = required sample size 

Z = Z-value (1.96 for 95% confidence level) 

p = estimated proportion of the population (assumed to be 0.5 for maximum variability) 

e = margin of error (typically set at 0.1 or 10%) 

With a 10% margin of error, a 95% confidence level, and a proportion of 0.5, this 

formula yields a sample size of roughly 96. For this study, a sample size of 100 was 

deemed adequate and statistically valid. Students from various academic programs, 

years/semesters, and e-learning experience levels were included in an attempt to 

guarantee diversity and representativeness. This improves the findings' applicability to the 

larger student body on community campuses. 

Instrument for Data Collection 

A survey questionnaire was provided to the students to collect quantitative data 

about their opinions and experiences in e-learning. A survey instrument was developed to 

gain accurate information regarding the methods of e-learning methodologies and tools of 

various subjects and levels, which had a structured and closed-ended questionnaire. 

The questionnaire was created by passing through multiple steps. The literature 

review was first carried out by visiting the research database Google Scholar, Science 

Direct, IEEE and other databases were used to query the research paper using appropriate 

keywords. Items were drafted in accordance with the goals of the study and their 

respective findings. Likert-scale formats, multiple choice, and dichotomous options (e.g., 

yes/no) were used to ensure that each question was clear, succinct, and directly related to 

the research questions.  
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Instrumentation and Validation  

A thorough literature review and questionnaires were utilized as a data collection 

tool in this study. The survey form was created on Google Forms and was designed to 

access perceptions and experiences related to e-learning tools and methodologies from the 

student. To facilitate a comprehensive evaluation, the questionnaire adhered to criteria 

established in earlier studies. On a parallel note, supervisor feedback was obtained 

regularly and necessary modifications if any were carried out as per the guidelines. A 

pilot test involving five participants was carried out to cross-validate the instrument and 

based on their feedback, necessary changes were made. As feedback from pilot many 

questions were converted to Nepali and some of the technical terms that were harder to 

understand were simplified. The literature review was a necessary utility to identify gaps, 

inform the study context, and improve subsequent data collection procedures. 

Sources of Data 

The researcher used both the primary sources and secondary sources. 

Primary Sources 

The students of community campus were the primary sources of the data 

collection. Surveys captured quantitative data from students. This data sources aimed to 

enhance the credibility and comprehensiveness of the study. 

Secondary Sources  

Secondary sources included academic journals, research papers, reports, and 

relevant publications, forming the basis of the literature review. They serve as the 

foundation of literature review that framed the study context, identify research gaps and 

guided for creation of research instrument and methodology. 

Data Gathering Procedure 

The survey questions were distributed via the internet using Google Forms. The 

Facebook group of the college was used to provide the link of Google Form to the 

student. Some students were personally followed up and encouraged them to respond. 

The students provided their views according to the questions. After the completion of the 

survey, the data was exported as an Excel file and used as input for further processing. 
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Tools and Data Analysis Procedure   

A customized survey using Google Form was created to gather comprehensive 

data on students experience and preferences. Pilot study was conducted to identify any 

ambiguities, confusing questions or technical issues in the questionnaire. Based on the 

pilot responses and participant feedback, need of correction was understood. There were a 

few questions that seemed difficult to understand because they contained technical 

language and were removed with simple language to help with comprehension. 

Participants also stated that the questionnaire would be easy to understand if the questions 

were in Nepali, which limited their ability to respond as accurately and questioner update 

as needed.  

The quantitative data collected from the questionnaires were analyzed using a 

variety of statistical techniques including both descriptive and inferential statistics 

techniques. The data were analyzed using the built-in analytics in Google Form and 

Microsoft Excel. Google Form provides the means to provide an initial summary 

including the number and percentage of respondents. Google Form has visualizations 

built-in as well, so there will be the opportunity to develop an initial summary of the 

descriptive data visually. The data were transferred into Microsoft Excel for processing 

and re-organizing and further exploring. Several descriptive statistics were calculated 

such as frequency, percentage, mean and standard deviation in order to describe student 

responses in relation to their use of e-learning tools and methodologies. 

The findings from the analysis were then synthesized and presented in a 

comprehensive manner, addressing the research objectives and providing a detailed 

understanding of e-learning tools and methodologies adopted by student of community 

college. Descriptive statistics such as frequency, percentage, mean, and standard 

deviation were computed to summarize student responses regarding their use of e-

learning tools and methodologies. The findings from the analysis were then synthesized 

and presented in a comprehensive manner, creating detailed visualization and using pivot 

tables, addressing the research objectives, and providing a detailed understanding of the 

e-learning tools and methodologies adopted by students at community colleges. The 

analyzed data was then organized into meaningful categories.  
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Ethical Consideration 

Approval was granted from the college's administrator, and the participants gave 

their consent before data collection. No any rewards and incentive were provided to the 

participant and survey was entirely voluntary. Participants were informed that their 

privacy and confidentiality would be protected. 
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CHAPTER IV 

RESULT AND DISCUSSION 

This chapter deals with the analysis and interpretation of the findings obtained 

during the research. 

Demographic Information 

This study highlights the demographic information of participated students.  

Table 1 

Participant Demographic 

Title Percentage 

Gender  

Female 61 

Male 39 

Total 100 

Educational Program  

BBA 68 

BICTE 20 

BBS 12 

Total 100 

 

Table 1 shows that total number of male and female students were 39% and 61% 

respectively. The educational programs represented show a higher number of students 

from BBA (68%), followed by BICTE (20%) and BBS (12%). This demographic 

composition suggests that the majority of the participants are pursuing business-related 

degrees, with a significant portion engaged in technology education.  

E-learning Methodologies Employed by Students 

As the primary objective of the research was to find the e-learning methodology 

adopted by the students of the community college the following data and description 

support this aim. 
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Learning Preference of Students 

From the study, a majority of students prefer a hybrid approach that combines 

traditional classroom-based teaching with modern e-learning tools. 

Table 2 

Learning Preference of Students 

Learning Preference Percentage 

Traditional classroom-based learning 6 

Modern E-learning 20 

Hybrid of Traditional & Modern E-learning 74 

Total 100 

Table-2 shows the learning preference of the students. Among 100 student 74% of 

them prefer the hybrid of traditional and modern e-learning whereas 20% of them 

preferred modern e-learning and only 6% them prefer traditional classroom-based 

pedagogy system. The strong preference for hybrid learning shows that students 

recognized the capacity of hybrid model of learning. It also shows the growing need of 

flexible and accessible education methodology. 

Use of E-learning Methodologies 

Students in community campuses tend to use asynchronous e-learning methods 

more frequently than synchronous methods.  

Table 3 

Use of E-learning Methodology 

Methodology Never Rarely Occasionally Frequently Very 

Frequently 
Mean  

Asynchronous  3 22 24 40 11 3.34 

Synchronous 1 22 42 23 12 3.23 

Grand Mean 3.28 

 

Table 3 shows the use of different modes of e-learning. Asynchronous learning 

was practiced very frequently by 11%, frequently by 40%, occasionally by 24%, rarely by 
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22%, and never by 3% of students, with mean score of 3.34. This score highlights a 

strong preference for the flexibility that asynchronous learning offers. For synchronous 

learning 12% of the student used it very frequently, frequently by 23%, occasionally by 

42% of students, rarely by 22%, and was never practiced by 1% with a mean score of 

3.23. This suggests that while synchronous learning was valued, it was less frequently 

used compared to asynchronous methods. In general, the engagement with a grand mean 

score of 3.28 is to say that, among the two, there is more inclination toward the flexibility, 

asynchronous learning offers. This suggests that asynchronous learning is very popular 

among the student that the synchronous one. 

Preference of E-learning Methodologies 

A majority of students in community campuses prefers hybrid e-learning 

methodology that combines both synchronous and asynchronous modes. 

Table 4  

Preference of E-learning Methodology 

E-Learning Methodology Percentage 

Synchronous 10 

Asynchronous 29 

Hybrid of Synchronous & Asynchronous 61 

Total  100 

Table 4 indicates an overall preference for e-learning methodologies. Among the 

students, the preference for a hybrid model that incorporated both synchronous and 

asynchronous learning was 61%. This was compared to 29% choosing only for 

asynchronous learning and 10% for synchronous learning. The distribution of preferences 

indicates there remains a need to incorporate multiple methodologies relevant to a diverse 

group of students. The result indicates that students appreciate the opportunity offered by 

asynchronous learning, such as accessing materials at their own pace and also supporting 

interactive and collaborative elements of synchronous sessions. The low preference for 

synchronous learning can be due to practical realities that discourage synchronous 

participation such as fixed time of session, technological barriers, or connectivity issues. 
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Methodology of E-learning Used 

Majority of student in community campus has adopted LMS based and 

collaborative learning as part of their learning habit. 

Table 5 

Methodology of E-learning Used 

Methodology 1 2 3 4 5 Total Score Mean 

Flipped Classroom 10 22 35 26 7 298 2.98 

Adaptive learning 8 22 25 36 9 316 3.16 

Gamification learning 30 37 15 14 3 222 2.22 

Collaborative learning  5 14 28 40 13 342 3.42 

Microlearning 13 23 20 40 4 299 2.99 

LMS based Learning 4 11 24 27 34 376 3.76 

Grand Mean 3.08 

(1 =Never, 2 =Rarely, 3=Occasionally, 4=Frequently, 5 =Very Frequently) 

Table 5 presents the analysis of e-learning methodologies based on Likert scale 

responses. The methodologies analyzed include flipped classroom, adaptive learning, 

gamification learning, collaborative learning, microlearning, and LMS-based learning. 

Regarding the method of flipped classroom, 10% of the students never used this 

methodology at all, while 22% of the students reported using it rarely. As many as 35% of 

the students reported using it occasionally, while 26% reported using it frequently, and 

7% claimed very frequent use of this methodology. The mean score for the uses of flipped 

classroom methodology stood at 2.98, which is less than the grand mean and indicates its 

less popularity among the students of community colleges in Nepal. 

Similarly, for adaptive learning 8% of the students never used it, 22% said they 

use it rarely, 25% used it occasionally, 36% used it frequently, and 9% claimed to use it 

very often. The mean for adaptive learning was 3.16 which is greater than the grand mean 

indicates its popularity among the students. 

Regarding the method of gamification, 30% of the students never used this 

methodology at all, while 38% of the students reported using it rarely. As many as 15% of 

the students reported using it occasionally, while 14% reported using it frequently, and 
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3% claimed very frequent use of this methodology. The mean score for the uses of 

gamification methodology stood at 2.22, which is less than the grand mean and indicates 

its less popularity among the students of community colleges in Nepal. 

Regarding the use of collaborative learning methodology, 5% of the students 

never use this methodology, 14% use it rarely, 28% claimed that they use it occasionally, 

40% do so frequently, and 13% very frequently. The mean score was 3.42, which shows 

it as the most popular e-learning adopted by the students. 

For microlearning, 13% of the participants never use this method, while 23% 

reported rarely using it. As many as 20% have used it from time to time, while 40% use it 

often, and 4% use it very frequently. With a mean score of 2.99, this indicates that at a 

moderate level, the students use microlearning. That is to say, though it is of great 

advantage in its usage, its application could be further increased. 

For instance, regarding the LMS-based learning feature, 4.4% claimed to never 

have used it, and another 12.1% mentioned having used it rarely. About 16.5% declared 

that they use it occasionally; 29.7% expressed frequent use, while 37.4% declared use as 

very frequent. The mean score is 3.76; comparing with the grand mean shows high 

engagement in LMS-based learning. 

As the means of LMS-based learning (3.76), collaborative learning (3.42), and 

adaptive learning (3.16) are greater than the grand mean (3.08), these methodologies are 

highly popular methodologies adopted by the students. Similarly, the mean of 

microlearning (2.99), flipped classroom (2.98) and gamification learning (2.22) indicates 

they are least popular among the students. 

These results emphasize the importance of learning environments that are open, 

engaging and customized from an educational point. Though, innovative approaches like 

microlearning and gamification have great pedagogical potential, they are not adopted by 

the students this condition improves by greater awareness, teacher education, and 

infrastructure support.  
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E-learning Tools Employed by Students 

As the primary objective of the research was to find the e-learning tools adopted 

by the student of the community college the following data and description support this 

aim. 

LMS Tools for E-learning 

Google Classroom is the most widely adopted LMS tool among students of public 

campus, while the use of other tools remains relatively low. 

Table 6  

Use of LMS Tools for E-learning 

LMS Tool Percentage 

Google Classroom 98 

Moodle 7 

Canvas 25 

Blackboard 17 

E-school 8 

Veda 7 

mySecondTeacher 17 

Vurilo 3 

Other Software  24 

No Any 2 

 

Table 6 shows the LMS tools usage among a sample of 100 students. It shows that 

98% of students used Google classroom which shows the dominant preference of students 

to Google Classroom. Canvas was used by 25% students and other non-specified software 

tools were used by 24% of them. Both Blackboard and mySecondTeacher were 

moderately used by 17% of students. While moodle and e-school adopted by 7%, and 

veda also had a low adoption rate of 8%. Vurilo was least used by the students, with only 

3%. 
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Social Media Tools for E-learning 

Majority of student of public campuses use Youtube and Facebook as social 

media tools to support their learning. 

Table 7  

Use of Social Media Tools for E-learning 

Social Media Tools Percentage  

Facebook 61 

YouTube 91 

LinkedIn 19 

Coursera 7 

Skill Share 3 

Tik Tok  14 

Twitter 11 

Pininterest 17 

Other Software 34 

 

A wide range of social media tools were utilized for e-learning. Majority i.e. 91% 

of students used YouTube in their e-learning activities, it was the most popular platform. 

Facebook usage for e-learning came in second with 61%, demonstrating its importance in 

fostering communities and information exchange and 34% of students said they utilized 

other software. The moderate usage of TikTok (14%) and Pinterest (17%), LinkedIn 

(19%), and Pinterest (17%). Twitter was used by 11%, while Coursera (7%) and 

Skillshare (3%) by them.  
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Content Creation Tools 

Students heavily rely on popular content creation tools like MS Office and Google 

Workspace, while the use of other e-learning authoring tools is minimum. 

Table 8 

Use of Content Creation Tools 

Content Creation tools No of Student 

MS Office 89 

Google Workspace 38 

Articulate Storyline 360 3 

Elucidat 1 

WPS Office 26 

Ispring Suite 2 

Easy Generator  4 

Other Tools 12 

No Any 4 

 

Table 8 shows the content creation applications used for e-learning among 

students. It shows that the students had a significant inclination toward conventional, 

easily obtainable tools. Microsoft Office was the most popular used by 89% of students. 

Similarly, 38% of them adopted Google Workspace, which came in second. Moderately, 

26% of them reported the use of WPS Office and 20% of them used other tools, 

indicating a range of specialized applications. Only 4% of them said they did not use any 

content creation software. A small percentage of students, 3%, 2%, 1%, and 4% indicated 

modest use of tools like Articulate Storyline 360, Ispring Suite, Elucidat, and Easy 

Generator respectively.  
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Knowledge Sharing Tools 

Study shows that the majority of students on public campuses use LMS as knowledge-

sharing tools. 

Table 9  

Use of Knowledge Sharing Tools 

Knowledge Sharing Tools Percentage 

Content Management System  12 

File Sharing Platform 48 

LMS 76 

Video Sharing Platform 33 

Message sharing platform 63 

Other Tools 3 

No Any  10 

Table 9 provides a clear picture of how different knowledge sharing tools are 

utilized among students. In total 12% of students utilized content management systems, 

while 48% used file sharing platforms. Similarly, learning management systems (LMS) 

were used by 76% of users, and video sharing platforms were used by 33%. message-

sharing platforms were used by 63%, with only 3% using other tools. Additionally, 10% 

of users reported not using any knowledge-sharing tools. 
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Video Conferencing Tools 

Zoom is the most preferred video conferencing tool for students, however 

Messenger and google meet are also important in making virtual communication easier. 

Table 10  

Use of Video Conferencing Tools 

Video Conferencing Tools Percentage 

Zoom 84 

Google Meet 51 

MS teams 23 

Facebook Messenger 59 

Skype 2 

Others 10 

No Any 3 

Table 10 provides an overview of video conferencing tools used among students. 

Zoom is the most widely adopted video conferencing tool, with 84% of students using it 

and Google Meet follows with 51% of students. Microsoft Teams is utilized by 23% of 

students, Facebook Messenger is also widely used with 59% of students using it. Skype is 

not popular and rarely used for e-learning, with only 2% of students using it as it has 

fewer e-learning features embedded. Other unspecified tools are utilized by 10% of 

students. Only 3% of students do not use any video conferencing tools. 
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Collaborative and Interactive Tools 

Majority of student use Facebook Messenger as collaborative and interactive tool 

among students of public campus, then tools like Microsoft Teams and Google 

Workspace. 

Table 11 

 Use of Collaborative and Interactive Tools 

Collaborative and Interactive Tools Percentage 

Google Workspace 21 

Microsoft Teams 22 

Blackboard 11 

Zoom 40 

Facebook Messenger 76 

Other Platform 8 

No Any 8 

Table 11 shows the use of collaborative and interactive tools for the learning 

purpose. It shows Facebook Messenger emerged as the most widely used tool, with 76% 

users which are popular for formal or informal communication and collaboration and 

Zoom, with 40% users. Microsoft Teams and Google Workspace were used by 22% and 

21% respectively for collaboration and interaction. Blackboard was used by 11% 

students, played a significant yet less prominent role in course management and scalable 

design for e-learning. Additionally, 8% students reported using other niche platforms, 

showing some diversity in tool preference. However, 8% students indicated they do not 

use any collaborative tools, pointing to a gap in access or awareness.  
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AI Tools for E-Learning 

ChatGPT is adopted most widely by student of public campus, while the adoption 

of other AI tools is very less.  

Table 12 

 Use AI Tools for E-Learning 

AI Tools Percentage 

ChatGPT 97 

MS Copilot 12 

Google Brad/ Gemini 28 

Character AI 15 

QuillBot 20 

Midjourney 7 

Other Tools 15 

No Any 2 

 

Table 12 illustrates the use of artificial intelligence for e-learning. The result 

indicated ChatGPT as the most widely utilized AI tool, with 97% of students. Similarly, 

Gemini is used by 28% of students, ChatGPT is adopted by 12% of studetns, and the 

Character AI tool was utilized by 15% of students. QuillBot was adopted by 20% of 

students, tools like Midjourney were used by 7% of students, and other unspecified AI 

tools were used by 15%. The presence of students not using any AI tools was 2%, which 

reflects varying preferences and needs within the surveyed group.  
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Purpose of Using E-learning Tools 

This study highlights the different purposes of using e-learning tools and its 

percentage.  

Table 13 

 Purpose of Using E-learning Tools 

Purpose of Using E-learning Tools Percentage 

Take Classes 47 

Access note, videos and other educational document 68 

Examination 42 

Collaboration 45 

Other Purpose 18 

 

Table 13 shows the data on the different purpose of using the e-learning tools. A 

significant number of students, 68%, use e-learning platforms primarily to access notes, 

videos, and other educational material and 47% student use for taking classes online. 

Additionally, 42% of them utilize e-learning tools for examinations which indicates tools 

adoption in facilitating assessments and quizzes remotely. Similarly, 45% of students use 

it for collaboration purposes and 18% for other purposes. 
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Satisfaction on E-learning Methodology and Tools 

This study highlights study on satisfaction level of students on e-learning 

methodology and tools. 

Table 14  

E-learning Methodology and Tools Satisfaction 

Methodology 1 2 3 4 5 Mean  

E-learning Methodology  1 9 34 49 7 3.52 

E-learning Tools  1 3 34 54 7 3.64 

Grand Mean 3.58 

 

Table 14 shows the satisfaction levels students towards e-learning methodology 

and tools satisfaction of the community campus student. The mean satisfaction score for 

e-learning tools was 3.64, with the majority i.e. 58% of students expressed satisfaction 

and an additional 7% being very satisfied with it. In contrast, the mean score for 

eLearning methodologies was 3.52, with 49% of students satisfied and 7% very satisfied. 

A notable portion of students remains enough satisfied regarding both methodologies 

(34%) and tools (34%), indicating room for improvement. While very small number of 

students is dissatisfied or very dissatisfied with both cases.  

According to the finding mean score of student satisfaction with e-learning 

methodology was 3.52 and their mean satisfaction with e-learning tools was 3.64. This 

suggests that students feel more satisfaction with the tools they use in e-learning 

compared to the e-learning methodologies adopted. Even though both mean scores are 

above the neutral midpoint, comparatively higher mean for e-learning tools indicates their 

significant contribution to improving the e-learning experience. 
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Method of Accessing E-learning Platform 

This study highlights study on different method of accessing e-learning platform. 

Table 15  

Method of Accessing E-learning Platform 

Method Percentage 

Mobile Application 78 

Laptop/Desktop Application 73 

Website 63 

Total  100 

Table 15 shows the different methods students use to access the e-learning 

platform. The result shows that the 78% of students relied on the mobile platform for 

access to the e-learning platform and resources. This preference points towards the 

convenience and flexibility of mobile devices for accessing educational content anywhere 

and anytime. In total 73% of students, closely following traditional computing devices, 

utilized laptops and desktop computer applications, highlighting these devices expanded 

and simplified e-learning interface. Similarly, 63% of students preferred not to use any 

application but to access it directly through the website using any device which shows 

that mobile and mobile applications have dominated as a medium for e-learning platform 

access. It may be more dominant with more powerful mobile applications, processors, 

and a drop in the price of mobile phones. 

Use of Paid Software for E-learning 

Table 16  

Use of Paid Software for E-learning 

Use of Paid Software for E-learning Frequency 

Yes 14 

No 86 

Total  100 
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Table 16 shows the use of paid software for accessing e-learning platforms and 

materials. Data on the use of paid software for e-learning reveals that 86% of students do 

not use paid solutions, while only 14% do.  

Discussion  

 This section contains the discussion about the results related to e-learning 

methodology and tools. 

E-learning Methodologies 

The research results regarding participants' preferences for learning clearly 

indicate that hybrid learning options were the preferred choice for nearly all of the 

participants. Among the participants, vast majority indicated they preferred some type of 

hybrid learning which combined traditional classroom-based learning with web-based e-

learning. This hybrid approach's popularity can be attributed to its ability to convert the 

traditional education system to a structure, interactive, flexible an easily accessible digital 

learning platform (Qi & Tian, 2011). This underlines the increasing acceptance and 

reliance on digital methods and technologies, with face-to-face, traditional classroom-

based learning still valued by some learners who prefer real interaction with teachers, but 

the least preferred, reflecting this choice. This result exposes the sift of student towards 

the flexible and technology friendly learning environment form a primitive classroom-

based environment. 

The study suggests that the students are using all three methodologies of e-

learning synchronous, asynchronous and hybrid. The preference of students on the hybrid 

model suggests that student do not want a pure synchronous or asynchronous practice this 

reflect the principal of the Community of Inquiry model (Garrison et al., 2001), which 

advocates for a combination of synchronous and asynchronous activities to create an 

effective learning environment. This insight suggests educational institutions in designing 

more effective and efficient learning program that aligns with learner preference. 

Methodology of E-learning Used 

 Among the different methodologies used by students for e-learning purposes, 

LMS based learning is the most popular. LMS are helpful in organizing and delivering 

instructional content, tracking progress, and facilitating communication between teachers 
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and learners. The multi service platform provided by the LMS efficiently manages the 

course and resources. LMS provides the features like course management, 

communication, assignment, content sharing, tracking collaboration and feedback with 

different tools. According to Emmamoge et al. (2023) LMS platforms encourage active 

student engagement by promoting concept through interactive tools like quizzes, 

discussion forum and multimedia resources. This feature helps student focus their 

academic goals by providing structured, self- regulated learning, self- critical thinking 

enhancing learning environment. 

The other popular e-learning methodology was collaborative learning. Many 

popular collaborative tools like messengers, MS Teams, google workspace has made it 

more accessible, user-friendly and demanding.  According to (Scager et al., 2015), 

collaborative learning enhancing the learning experience through teamwork and shared 

knowledge and renounced for its interactive nature. This methodology increases the sense 

of working with community and solving problem collaboratively making it highly 

effective in e-learning environments.   

The flipped classroom methodology popular due to its ability to make classroom 

time more productive, where students review content outside of the classroom and engage 

in interactive activities during the class. According to Bishop and Verleger (2013), this 

methodology promotes active engagement, promoting deeper understanding. Flipped has 

been moderately accepted as the e-learning methodology by the students of the 

community college in Nepal. It which involves reviewing content outside of class and 

engaging in interactive activities during class, was well-received for making classroom 

time more productive. 

Student of community college has less utilized the benefit of gamification. 

According to (Khaldi et al., 2023)  the potential benefits of making learning more 

engaging through game features. Though gamification learning was underutilized it is one 

of the most effectiveness in the teaching learning and may require additional development 

and integration to improve its effectiveness. 
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E-learning Tools: 

 This section contains the discussion on the results about the use of e-learning 

tools. 

Social Media Tool for E-learning 

The result showed that the YouTube was the most popular social media for the e-

learning. YouTube contain vast library of instructional video with the feature of 

simplicity of use, and accessibility for free. Facebook usage for e-learning demonstrating 

its importance in fostering communities and information exchange. Study about the 

popular social media for e-learning by Liu (2010) found that the three popular social 

media tools are Facebook, Wikipedia and YouTube, and the reasons for using social 

media tools are for social engagement, direction communication, feedback mechanism, 

and relationship building.  The moderate usage of TikTok and Pinterest, LinkedIn, and 

Pinterest indicated their distinct niche applications in professional growth, idea sharing, 

and creating compelling short-form content. Twitter was used by, indicating its role in 

quick updates and networking, while Coursera and Skillshare were the least used, 

possibly due to their more specific educational offerings. This distribution underscored 

the predominance of video-based and social interaction platforms in e-learning, while also 

showcasing the diversity of tools employed by learners. 

Content Creation Tools 

Students use content creation tools for preparing assignment or education 

material. Microsoft Office was the most popular option, demonstrating its wide range of 

features and comfort. Google Workspace came in second, which is indicative of its cloud 

accessibility and collaboration features. Moderately, of student reported using WPS 

Office, indicating its popularity as an MS Office substitute. Students also used other tools, 

indicating a range of specialized applications. A small percentage of students, used like 

Articulate Storyline 360, Ispring Suite, Elucidat, and Easy Generator respectively. This 

distribution highlighted the reliance on well-established office suites for e-learning 

content creation, with some exploration of specialized e-learning tools. 
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Knowledge Sharing Platform 

LMSs tools like Google Classroom, MS Teams, and Zoom are the most popular 

knowledge-sharing platforms among the students of public campuses. LMS provides user 

ability to organize and deliver educational content providing functionalities such as 

content scheduling, tracking student progress, interactive assessments, and collaborative 

tools, and are freely available to use to some limit. Based on preliminary observation, 

teachers of public campuses use freely available LMS and encourage students to use 

them. With a large number of students using social media, social media-based e-learning 

tools like Facebook Messenger, WhatsApp, and LinkedIn are also commonly used. 

Adaptation of these tools highlights the importance of communication and collaboration 

in e-learning.  

Video Conferencing Tools 

Zoom, Google Meet and MS Teams were the most popular e-learning video 

conference tools among the student of community school. Similar finding was shown by 

Sapkota (2020) on the study during COVID19 to use of e-learning by student of Nepal. 

This shows that video conferencing platform which were poplar during the COVID-19 

are still the dominating tools. Minority of students not using these tools indicates some 

students are still unable to afford the e-learning devices or teachers of their program may 

not be using after post-COVID phases.  

Collaborative and Interactive Tools 

Research shows Facebook Messenger accepted by majority of student is widely 

used collaborative and interactive tool. A study by Pedroso et al. (2023) justifies the 

similar situation and clarifies the popularity of Facebook Messenger is due to its freely 

available features like facilitating collaboration, easy navigation, convenience to use. This 

tool is used for group discussion which fosters teacher-learner communication increasing 

its effectiveness for synchronous learning classes, virtual classes, and real-time student 

engagement. Similarly, research shows Google Workspace and Microsoft Teams were 

moderately used by the students. Research by Martín-Herrera et al. (2021) showed that 

Google Workspace are popular due to its interface and wide variety of services like Meet, 

Gmail, documents, classrooms and presentations. This tool provides features for 
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supporting group projects and real-time collaboration between students. However, very 

few students are not habituated with these tools indicated pointing to a gap in access or 

awareness.  

AI Tools for E-Learning 

AI is ruling all sectors, and result shows that AI has starting showing its 

superiority. The result indicated ChatGPT as the most widely utilized AI tool. ChatGPT is 

well known for its capabilities for generating human-like text and providing interactive 

responses, best suited for education. Sok & Heng (2023) studied on use of ChatGPT for 

education and research which highlights its high popularity among student and teacher. 

Their investigation highlights ChatGPT’s capabilities in aiding education, creating 

content, translating languages, providing tailored responses, as well as giving 

personalized feedback. Moreover, the study highlighted greater use of the tool for 

providing writing assistance, brainstorming ideas, as well as enhancing productivity in 

academics. Similarly, use of AI tools like Gemini, Quillbot, Copilit and Character AI 

indicated student highly dependence on AI tools for the learning purpose. These AI tools 

are used for variety of task for learning. The highly use of AI tools indicated its growing 

popularity. But access use and over dependance of the AI for education purpose may 

hinder the student’s ability to think critically and develop independent learning skills 

(Zhang et al., 2024). 

Method of Accessing E-learning Platform 

The finding indicates that most students from the community campus used mobile 

devices to access the e-learning platforms and resources. This suggests the reason behind 

this trend is the easy access and flexibility offered for educational content through the 

mobile devices (Eom, 2022). Other students, closely following traditional computing 

devices, utilized laptops and desktop computer applications, highlighting these devices 

expanded and simplified e-learning interface. Similarly, some students preferred not to 

use any application but to access it directly through the website using any device which 

shows that mobile and mobile applications have dominated as a medium for e-learning 

platform access. It may be more dominant with more powerful mobile applications, 

processors, and a drop in the price of mobile phones. 
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Use of Paid Software for E-learning 

 Data on the use of paid software for e-learning reveals that majority of the 

students do not use paid solutions. This dominating number of students using free or 

open-source tools indicates that the students of community colleges favored the free or 

open-source platforms. As described in the paper by Ozkan (2011), emerging 

technologies and potential developments could shape the evolution of open-source tools 

in education so student will have more features available making free and open source 

more reliable for e-learning purpose. The minority who uses paid software is for 

enhanced features, reliability, and support that might not be available with free 

alternatives. The other reason for less access to freeware may be due to expensive 

software, payment problems, or the availability of the required features in freeware.  
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CHAPTER IV 

CONCLUSION AND IMPLICATIONS 

This chapter includes conclusion and implication based on the findings of the 

study. 

Summary 

The research on e-learning methodologies and tools accessed by students at 

community campuses in Nepal provides crucial conclusions and implications for the 

country's educational landscape. It indicates that e-learning has been widely adopted by 

students at community campuses. The research led to the conclusion that students had a 

clear preference for a hybrid learning model that integrates e-learning with traditional 

classroom pedagogy. The study identified several e-learning methodologies. Synchronous 

and asynchronous modes were almost equally favored, with hybrid methodology was the 

most demanding among the students. Other e-learning methodologies were flipped 

classroom, adaptive learning, gamification, collaborative learning, microlearning, and 

LMS-based learning. This variety of methodology aims to enhance student engagement, 

motivation, and overall learning outcomes. Among these, collaborative learning, flipped 

classrooms, and microlearning were the most commonly employed methodologies. 

The research also identifies various e-learning tools across multiple categories. 

Google Classroom is the most widely used LMS, while tools like Moodle, Canvas, 

Blackboard, Veda, and E-School are less utilized in the context of Nepalese community 

campus. YouTube and Facebook emerge as the most popular social media tools for e-

learning, while Microsoft Office and Google Workspace are the leading content creation 

applications. Students frequently use social media and collaboration platforms for sharing 

e-learning content, with Zoom being the most popular video conferencing tool, followed 

by Facebook Messenger and Google Meet. Additionally, Facebook Messenger, Zoom, 

and Google Workspace are the most commonly adopted collaborative tools among 

students of community campus. The study also notes a growing use of AI platforms, 

particularly ChatGPT, for educational purposes, indicating the increasing influence of AI 

in the future. Students use e-learning tools for accessing notes, videos, educational 

documents, attending classes, taking exams, and collaborating. Notably, the majority of 
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students prefer international e-learning tools and platforms over local ones, often opting 

for free platforms and tools. 

Conclusion 

The study on e-learning methodologies and tools adopted by students of public 

campuses in Nepal concludes that there has been a gradual shift of the education system 

from classroom-based to ICT-enabled teaching and learning systems. This shift was 

prominent following the COVID-19 pandemic, which compelled students and institutions 

to find different modes to continue the education delivery. However, initiation and 

institutionalization of e-learning at public campuses remain limited due to infrastructure, 

technological, and socio-economic challenges. E-learning initiation is not done from the 

public campus in Nepal. 

 

Though the student has taken individual effort to engage with the e-learning. Students 

have adopted asynchronous, synchronous, and hybrid learning approaches for accessing 

educational material and participating in collaborative work. Among the used video 

conferencing and social media tools, content creation tools are famous among the 

students. However, the majority of students are using the free version of e-learning, which 

may not provide the full range of features required for the e-learning. 

Though as e-learning has established presence among the student of public 

campus of Nepal, it is still in developing phase and not yet fully institutionalized. It is 

essential to address the existing barriers to make e-learning sustainable, inclusive, and 

effective within Nepal’s public higher education system. It is important to remove 

barriers to ensure e-learning is sustainable, inclusive and efficient within Nepal’s public 

higher education. This also requires governmental and institutional strong policy 

directional investment in digital infrastructure, training of teaching staff, development of 

local content, and equal access for all geographic and socio-economic groups of students. 

Implication 

This research on e-learning methodologies and tools in Nepalese higher education 

holds several significant implications. Following are the implications categorized related 

to policy, practice and further research. 
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Policy Related 

The finding suggests that the students were ready to adopt changes in the 

education system. It indicates the need of technology embedded classroom and teaching 

learning methodology. To adopt with this shift of the pedagogical trend proper, ICT 

policies need to be developed along with the guidelines and regulation for the e-learning. 

The policy must focus on equal access of technology and diverse learning style of the 

students. Similarly, policymakers must also emphasize on improving internet 

accessibility, investment in technology and also establish standard for the e-learning 

content and platform. Additionally, community campus must be equipped with the 

broadband internet, ICT technology in classroom and also in pedagogical methods, 

ensuring that digital resources and tools are readily available and effectively utilized 

within the educational framework. These steps will ensure that both traditional and 

modern methods of instruction are effectively integrated into the education system. 

Practice-Related 

The finding suggests that to integrate e-learning into the institution, internal 

regulations should be formulated, which can be consistently followed in the use of digital 

tools and techniques in various courses. Along with good faculty support and training, a 

structured program in digital pedagogy, online assessments, and Learning Management 

Systems (LMS) is necessary to improve teaching effectiveness. Gradually, all classrooms 

should be fitted with necessary ICT tools such as projectors, digital boards, and stable 

internet connectivity to facilitate blended learning. Necessary curriculum enhancements 

should include e-learning elements maintaining a ratio between conventional and digital 

teaching to best suit various student learning styles. The institution needs to conduct 

workshops or introductory sessions wherein students can get acquainted with e-learning 

tools and digital resources. In addition, the creation of a structured feedback system will 

give students and faculty an opportunity to regularly provide inputs on the challenges and 

prospects for improvement toward an ongoing fine-tuning of e-learning strategies. These 

steps will construct a supportive and structured digital learning environment that aids both 

professors and students in making e-learning more viable and effective within the 

institution. 
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Further Research Related 

Future research can be done to explore topics related to the incorporation of e-

learning on community campuses. Another topic may be examining the long-term 

impacts of blended learning models on student success. Additional areas for further study 

could include the effectiveness of specific e-learning tools and methodologies included in 

the research. In other educational contexts, the impact of e-learning on student mental 

health and well-being would also be a trending topic of research. Research on the role of 

artificial intelligence in personalized learning and research on how e-learning 

methodologies affect various student performance and achievement would also be the 

current trends of study. Similarly, identifying different learning styles that would be 

beneficial for the student would provide deeper insights into optimizing e-learning 

practices for diverse student populations. 

 

 

  



51 
 
 

 

REFERENCES 

Ahamad, S., Naim, S., Panda, S. N., & Bansal, R. (2023). Investigating the impact of 

social media as a tool for e- learning in the digital era. International Conference 

on Emerging Trends in Materials, Computing and Communication Technologies. 

https://doi.org/10.1063/5.0150401 

Ali, A., Khan, R. M., & Alouraini, A. (2023). A comparative study on the impact of 

online and blended learning. Sage Journals, 13(1), 1-10. 

https://doi.org/10.1177/21582440231154417 

Arora, J. (2014, May 26). AI tools are software applications that use artificial 

intelligence algorithms to perform a specific task and solve problems. . Retrieved 

from https://www.geeksforgeeks.org/: https://www.geeksforgeeks.org/top-

artificial-intelligenceai-tools-list/ 

Aslam, S., & Sonkar, S. K. (2021). Platforms and tools used for online learning all over 

the world during Covid-19: A study. Library Philosophy and Practice, 1-22. 

https://doi.org/DOI: 10.2139/ssrn.4587912 

Basak, S. K., Wotto, M., & Be´langer, P. (2018). E-learning, m-learning and d-learning: 

Conceptual definition and comparative analysis. Sage Journals, 15(4), 191–216. 

https://doi.org/10.1177/2042753018785180 

Bergmann, J., & Sams, A. (2023). Flip your classroom: Reach every student in every 

class every day. International Society for Technology in Education. 

Bishop, J., & Verleger, M. (2013). The flipped classroom: A survey of the research. 

American Society for Engineering Education. Atlanta, Georgia. 

Chatterjee, I., & Chakraborty, P. (2020). Use of information communication technology 

by medical educators amid COVID-19 pandemic and beyond. Sage Journal, 

49(3), 310-324. https://doi.org/10.1177/0047239520966996 

Czerkawski, B. Ö. (2011). Free and Open Source Software for E-Learning: Issues, 

Successes and Challenges. https://doi.org/10.4018/978-1-61520-917-0 

Dearmer, A. (2023). E-Learning tools: Top tools and expert recommendations. Retrieved 

from Appsembler: https://appsembler.com/blog/e-learning-tools-top-tools-and-

expert-recommendations/ 

Eom, S. (2022). The effects of the use of mobile devices on the E-learning process and 

perceived learning outcomes in university online education. E-Learning and 

Digital Media, 0(0), 1-22. https://doi.org/10.1177/20427530221107775 

FAO. (2021). E-learning methodologies and good practices: A guide for designing and 

delivering e-learning solutions from the FAO elearning Academy . Rome. 



52 
 
 

 

Furqon, M., Sinaga, P., Liliasari, L., & Riza, L. S. (2023). The impact of learning 

management system (LMS) usage on students. Tem Journal, 12(2), 1082-1089. 

https://doi.org/10.18421/TEM122-54 

Furqon, M., Sinaga, P., Liliasari, L., & Riza, L. S. (2023). The Impact of Learning 

Management System (LMS) Usage on Students. TEM Journal, 12(2). 

https://doi.org/10.18421/TEM122-54 

Garrison, D. R., Anderson, T., & Archer, W. (2001). Critical thinking, cognitive presence, 

and computer conferencing in distance education. American Journal of Distance 

Education, 15(1), 7-23. https://doi.org/10.1080/08923640109527071 

Giri, S. (2021). Board, ICT tools and applications used in online education during 

COVID-19 pandemic in Nepal: A purposed model using white. International 

Journal of Science and Research, 10(11), 1062-1067. 

https://doi.org/10.21275/SR21717103829 

Giurgiu, L. (2017). Microlearning an evolving elearning trend. Scientific Bulletin, 1(43), 

22. https://doi.org/10.1515/bsaft-2017-0003 

Haleem, A., Javaid, M., Qadri, M. A., & Suman, R. (2022). Understanding The Role of 

Digital Technologies in Education: A Review. Sustainable Operations and 

Computers, 3, 275-285. https://doi.org/10.1016/j.susoc.2022.05.004 

Javoricik, T., & Polasck, R. (2019). Comparing the effectiveness of the microlearning and 

e-learning courses In the education of future teacher. International Conference on 

Emerging eLearning Technologies and Applications. Slovakia: University of 

Ostriva. https://doi.org/10.1109/ICETA48886.2019.9040034 

Khaldi, A., Bouzidi, R., & Nader, F. (2023). Gamification of e-learning in higher 

education: a systematic literature review. Smart Learning Environments. 

https://doi.org/10.1186/s40561-023-00227-z 

Leporini, B., Buzzi, M., & Hersh, M. (2023). Video conferencing tools: Comparative 

study of the experiences of screen reader users and the development of more 

inclusive design guidelines. ACM Transactions on Accessible Computing, 16(1), 

1-36. 

Liu, Y. (2010). Social Media Tools as a Learning Resource. Journal of Educational 

Technology Development and Exchange, 3(1), 101-114. 

Martín-Herrera, I., Micaletto-Belda, J. P., & Serrano, D. P. (2021). Google Workspace as 

a b-learning platform. Analysis of the perceptions of the Degrees in 

Communication. Apertura, 13(2), 1-21. 



53 
 
 

 

Murtaza, M., Ahmed, Y., Shamsi, J. A., Sherwani, F., & Usman, M. (2022). AI-based 

personalized e-learning systems:issues, challenges, and solutions. IEEE Access, 

10, 81323-81342. https://doi.org/10.1109/ACCESS.2022.3193938 

Mushtaha, E., Dabous, S. A., Alsyouf, I., Ahmed, A., & Abdraboh, N. R. (2022). The 

challenges and opportunities of online learning and teaching at engineering and 

theoretical colleges during the pandemic. Ain Shams Engineering Journal, 13(6), 

9-10. 

Naik, M. (2023). Assessing the effectiveness of flipped classroom strategy on student 

performance. European Chemical Bulletin, 12(8), 2883-2896. 

Nath, J., Ghosh, S., Agarwal, S., & Nath, A. (2012). E-Learning methodologies and its 

trends In modern information technology. Journal of Global Research in 

Computer Science, 3(4), 48-52. 

Nepal Government. (2016). IT policy of Nepal. Nepal Government. Retrieved from 

https://readersnepal.com/it-policy-of-nepal-2072-and-electronic-transaction-act 

Nepal Government. (2019). Digital Nepal framework. Nepal Government. Retrieved from 

https://drc.gov.np/storage/backend/pages/resources/others/D8lp6S0TBu0kqwXB7

V90hB9aodF4v6qTLGzUvN7M.pdf 

Odongo, R. O. (2023). Transformative technologies in elearning. augmented and virtual 

reality in elearning. a systematic literature review. International Research Journal 

of Rongo University, 1(1), 1-18. https://doi.org/10.1000/12345600.2023.123456 

Oye, N., Salleh, M., & Iahad, N. A. (2012). E-Learning methodologies and tools. 

International Journal of Advanced Computer Science and Applications, 3(2), 48-

52. 

Pangeni, S. K. (2016). Open and distance learning: Cultural practices in Nepal. European 

Journal of Open Distance and E-Learning, 19(2), 110-120. 

https://doi.org/10.1515/eurodl-2016-0006 

Pedroso, J. E., Tubola, L. F., & Aquidado, E. J. (2023). Facebook Messenger: As Means 

of Communication for Academic Inquiries. Journal of Digital Learning and 

Distance Edcuation, 2(2), 491-505. https://doi.org/10.56778/jdlde.v2i2.116 

Philip, A. J. (2023). Harnessing the power of AI In elearning: Revolutionizing education. 

Retrieved from elearningindustry.com: https://elearningindustry.com/harnessing-

the-power-of-ai-in-elearning-revolutionizing-education 

Qi, L.-s., & Tian, A.-k. (2011). Design and Application of Hybrid Learning Platform 

Based on Joomla. Springer. Berlin: Heidelberg. https://doi.org/10.1007/978-3-

642-22456-0_79 



54 
 
 

 

R.Revathy. (2021). A comparative study between e-learning and traditional learning. 

International Journal of Scientific Engineering and Applied Science, 7(7), 191-

203. 

Santos, A. I., & Serpa, S. (2020). Flipped classroom for an active learning. Journal of 

Education and e-Learning Research, 7(2), 167-173. 

https://doi.org/10.20448/journal.509.2020.72.167.173 

Sapkota, P. P. (2020). Determining Factors of the use of e-learning during COVID-19 

lockdown among the college students of Nepal: A Cross-Sectional Study. Research 

Management Cell (RMC) Balkumari College. 

Scager, K., Boonstra, J., Peeters, T., Vulperhorst, J., & Wiegant, F. (2015). Collaborative 

Learning in Higher Education: Evoking Positive Interdependence. CBE Life Sci 

Educ, 15(4), 1-9. https://doi.org/10.1187/cbe.16-07-0219 

Schwab, K. (2021). This is bigger than just timnit’: how google tried to silence a critic 

and ignited a movement. Retrieved from 

https://www.fastcompany.com/90608471/timnit-gebru-google-ai-ethics-equitable-

tech-movement 

Seo, K., Tang, J., Roll, I., Fels, S., & Yoon, D. (2021). The impact of artificial 

intelligence on learner–instructor interaction in online learning. International 

Journal of Educational Technology in Higher Education, 18(54). 

https://doi.org/https://doi.org/10.1186/s41239-021-00292-9 

Simonson, M., Smaldino, S., & Zvacek, S. (2019). Teaching and learning at a distance: 

Foundations of distance education. Information Age Publishing. 

Sok, S., & Heng, K. (2023). ChatGPT for Education and Research: A Review of Benefits 

and Risks. Electronic Journal, 3(1), 1-12. https://doi.org/10.2139/ssrn.4378735 

Stahl, G., Koschmann, T., & Suthers, D. (2014). Computer-Supported Collaborative 

Learning. In The Cambridge Handbook of the Learning Sciences (pp. 479 - 500). 

Cambridge University Press. 

Thakker, S. V., Parab, J., & Kaisare, S. (2020). Systematic research of e-learning 

platforms for solving challenges faced by Indian engineering students. Asian 

Association of Open Universities Journal, 16(1), 1-19. 

Thi, N. P., & Minh, D. N. (2022). Challenges and opportunities of implementing e-

learning in teaching english at tertiary level from teachers’ perspective. 18th 

International Conference of the Asia Association of Computer-AssistedLanguage 

Learning. 621. Atlantis Press. https://doi.org/10.2991/assehr.k.211224.017 

UNESCO. (2020). Education: From COVID-19 school closures to recovery. Retrieved 

from unesco.org: https://www.unesco.org/en/covid-19/education-response 



55 
 
 

 

UNICEF Nepal. (2020). COVID-19: UNICEF response in Nepal. Retrieved from 

https://www.unicef.org/nepal/reports/covid-19-response 

University Grants Commission. (2024). Education Management Information System. 

University Grants Commission, Nepal. 

Wheeler, S. (2012). E-learning and digital learning. Encyclopedia of the Sciences of 

Learning, 1109–1111. https://doi.org/https://doi.org/10.1007/978-1-4419-1428-

6_431 

Yang, K.-T., Wang, T.-H., & Chiu, M.-H. (2015). Study the effectiveness of technology-

enhanced interactive teaching environment on student learning of junior high 

school biology. Eurasia Journal of Mathematics, Science and Technology 

Education, 11(2), 263-275. https://doi.org/10.12973/eurasia.2015.1327a 

Zhang, D., & Nunamaker, J. F. (2003). Powering e-learning in the new millennium: An 

overview of e-learning and enabling technology. Information Systems Frontiers, 

5(2), 201-212. https://doi.org/10.1023/A:1022609809036 

Zhang, S., Zhao, X., Zhou, T., & Kim, J. H. (2024, july 01). Do you have AI 

dependency? The roles of academic self-efficacy, academic stress, and 

performance expectations on problematic AI usage behavior. International 

Journal of Educational Technology in Higher Education, 21(1). 

https://doi.org/10.1186/s41239-024-00467-0 



 
 

 

 

APPENDIX 

Google Form Questioner use for survey: 

What is your College Name? ………………………. 

Gender  

a. Male     female   c. Others 

Which Educational Program do you belong to? …………………………. 

Which semester/year do you belong to?    ……………………………… 

Which type of learning do you prefer? 

a. Traditional classroom-based learning 

b. Modern E-learning 

c. Hybrid of Traditional & Modern E-learning 

Have you participated on eLearning where you can access educational material 

anywhere any time? 

के तपाईलें पायक पार्न ेसमय र स्थार्नमा शिक्षण तथा िैशक्षक सामग्री पह ुँच गर्नन शमल्र्न ेई-शिक्षा मा सहभागी ह रु्नभएको छ ?  

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never 

Have you participated on eLearning in live class or online sessions?  

के तपाई ंलाइभ क्लास वा अर्नलाइर्न सेसर्नहरूमा सहभागी ह रु्न भएको छ ? 

Ex. zoom, Google Meet 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never 

Which way of E-learning do you prefer?  

a. Only live session and or online session (लाइभ क्लास वा अर्नलाइर्नमा मात्र शलर्न शमल्र्ने) 

b. Any time anywhere access e-learning (पायक पार्न ेसमाय र स्थार्नमा शलर्न शमल्र्ने) 

c. Both 1 & 2 (दबुै) 



 
 

 

Have you participated on eLearning where student learn independently at home before 

they engage in the interaction in the classroom? 

के तपाईकंो शिक्षकल ेपशहले घरमा ईन्टररे्नटको साहयताले पढ्रे्न अशर्न कक्षामा बहसमा संलग्र्न गराउरु्नभएको छ? 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never 

Have you participated on eLearning where learner learn according to their needs, 

preferences, and pace, and platform provides content, assessments, and feedback to 

learners based on their strengths, weaknesses, and learning goals? 

के तपाई ंआफ्र्नो आवश्यकता , क्षमता र गशत अरु्नसार शिक्षा शलर्न शमल्र्ने प्लेटफामन चलाउरु्न भाएको छ ? 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never  

Have you participated on eLearning with game-like features such as points, badges, 

leaderboards, rewards and progress tracking? 

के तपाईलें गेम जस्ता शविेषताहरु भएको इ-शिक्षामा भाग ह रु्नभएको छ ? शविेषताहरु जस्तै  अंक, बैज, शलडरबोडन, पुरस्कार र प्रगशतको 

ट््रयाशकंग  भएको  ? 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never 

Have you participated on learning where students work together, share knowledge, 

achieve common goals? 

के तपाई ंसाशथहरुसङ्ग एउटै लक्ष्य हाशसल गर्नन, साशथहरु सङ्ग ैकाम गदै, ज्ञार्न आदार्न प्रदार्न गरु्नन परे्न शिक्षामा भाग शलरु्न भाएको छ? 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 



 
 

 

e. Never 

Have you participated on learning where a big issue is taught through small parts using 

any of videos, podcasts quizzes, or interactive modules? 

के तपाईकंो शिक्षकल ेठूलो समस्यालाई सार्नो-सार्नो भागहरूमा शिकाउर्न हाशजररजबाफ , शभशडयो, पडकास्ट, वा इन्टयानशक्टभ 

मोड्युलहरू प्रयोग गरु्ननह न्छ ? 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never 

Have you participated on eLearning using Learning Management System (Ex. Google 

Classroom, Moodle) software are used? 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never 

Are you satisfied with the current styles of eLearning methodology during 

teaching/learning process? 

हाल तपाईल ेप्रयोग गरररहरु्न भएको ई-शिक्षा पद्धशत प्रशत सन्तुष्ट ह रु्नह न्छ ? 

a. Very Frequently 

b. Frequently 

c. Occasionally 

d. Rarely 

e. Never 

Section 3: E learning Tools 

 

Which Learning Management Software have you used? (you can select multiple 

option)  

 No Any 

 Google Classroom 

 Moodle 

 Canvas 



 
 

 

 Blackboard 

 Other Software 

 E-School 

 Veda 

 MySecondTeacher 

 Vurilo 

 Other Software 

 

Which social media platform do you use for learning purpose? (Multiple Option can be 

selected) 

 No Any 

 Facebook 

 YouTube 

 LinkedIn 

 Coursera 

 Skill Share 

 Tik Tok 

 Twitter 

 Pinterest 

 Other Software 

 

Which Software do you use for the content creation for e-Learning? (you can select 

Multiple option)  

 No Any 

 MS Office (MS word, MS PowerPoint etc.) 

 Google Suite (Google Docs, Slides, Sheets): 

 Articulate Storyline 360 

 Elucidate 

 iSpring Suite 

 WPS Office 

 Easy generator 

 Other Tools 

 



 
 

 

Which platform you use to share your knowledge on any eLearning platform? (you can 

Select Multiple) 

 No Any 

 Blogspot, WordPress, Drupal (CMS) 

 Google Drive, Dropbox, OneDrive 

 Google Classroom, MS teams, Zoom 

 YouTube / Vimeo other Video Hosting and Streaming Platforms 

 Facebook, LinkedIn, WhatsApp Group and other social media and 

Collaboration Platforms 

 Other Tools 

 

Which video conferencing software do you use? (you can select multiple)  

 No Any 

 Zoom 

 Google Meet 

 MS Team 

 Facebook Messenger 

 Skype 

 Other Platform 

 

Do you use collaborative tools for doing group work on documents with your 

classmates online? (you can select Multiple)  

 No Any 

 Google Workspace 

 Microsoft Teams 

 Blackboard 

 Zoom 

 Facebook Messenger 

 Others tools 

 

Which Artificial Intelligence tool you use for Learning Purpose? (you can select 

Multiple)  

 No Any 



 
 

 

 Chat GPT 

 Microsoft Copilot 

 Google Brad / Gemini 

 Character.AI 

 QuillBot 

 Midjourney 

 Other Tools 

 

What purpose you use e-learning platform? (you can select multiple option)  

 Take Classes only 

 Distribute notes, videos and other education document online 

 Examination 

 Collaboration 

 Other Purpose 

 

Are you satisfied with the current tools you are using for e-learning?  

a. Very satisfied 

b. Satisfied 

c. Enough Satisfied 

d. Dissatisfied 

e. Very Dissatisfied 

 

Which Nepali e-learning Platform have you used? (You can Select Multiple)  

 

 My Second School 

 Sekai Chautari 

 Kullabs 

 Midas 

 Neema Academy 

 Mero School 

 Nimble EdTech 

 MeroSiksha 

 Hamro Academy 



 
 

 

 E-Paath 

 Other Software 

 None 

 

Section 4: Miscellaneous 

 

Which way you access to e-learning platform? (you can select multiple option) 

 Mobile Application 

 Laptop / desktop Application 

 Website 

 

Do your institute have owned a software that can control classes, give assignment and 

can take exam? 

a. Yes      b. No 

Have you ever used paid software for learning purpose? 

a. Yes     b. No 

How would you rate your overall experience with e-learning on a scale of 1-5, with 1 

being the lowest and 5 being the highest? 

a. 1 b. 2 c. 3 d. 4 e.5 

 


