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Abstract 

All over the world, an effective policy for learning has been formulated for the training of 

students and workers in their own home as an outcome to the Covid-19 outbreak. Gradually, 

audio and video based material is being greatly employed in almost all the educational 

institutions. Mediums like graphic based gaming for learning, video conferencing tools, and 

Augmented and virtual based learning and training has played an important part by aiding them 

obtaining immediate knowledge about the subject without undertaking brick mortar class and 

also assist them to select their learning speed. In this paper, efforts are made to understand all 

the types and usefulness of learning technology being employed by learners in all educational 

and other sectors. 
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Introduction 

Modern Science and Technology has now become an internal part of human being as it has 

penetrated almost every segment of higher educational institutions and corporate sectors. Our 

scientific period has been transformed from radio, film, and television to the computer and 

internet era. In the contemporary educational scenario, the scientific tools such as computer and 

internet based platforms based on video learning and teaching are increasingly being utilized for 

a variety of purposes. The life of many people has been transformed with the greater 

employability of such mediums of learning, specifically the people belongs to higher education 

sector. Internet based communication through video conferencing, texts, pictures, Pdf and word 

files are becoming the useful tools in stimulating the present trend towards E-learning. It is 

possible only through the Information technology which is also known as electronic learning in 

which students employ computers and internet tools. 

It was in 1993, WD Graziadei sent an email lecture to the students that was the first of its kind 

and may be considered as the initiation of e-learning. However, Dr. Luskin, a well recognized 

American psychiatrist is the pioneer of e-learning for his work on online education and new 

media. Even e-learning is increasing its significance in corporate sectors which can be witnessed 

from the observation of major e-learning based educational hubs based in America, Canada, and 

Europe. Analyzing how ICT and other platforms of online education such as video conferencing 

impact the learning process is one of the main objectives of this research paper. In most of the 

cases, educational technologies and online education platforms are essential instruments for 

assisting instructors, teachers, and organization in gaining skills and knowledge. Online 

education platforms are transforming the present day education system on one side and different 

sectors on the other hand through online skill development programmes and instructions.  

 Due to the higher demand for digitally educated workers trained from higher education 

institutions, several nations have transformed their educational objectives and are including ICTs 

in their education institutions. It is a common practice to employ simulations and other 

techniques of teaching and learning in training and education. Simulation permits us to examine 

numerous aspects of an issue in a protected and controlled situation. There have been years when 

several web 2.0 technologies such as YouTube, Wikis, blogs, and podcasting have been included 

to the toolkit. There is an increase in the number of alternatives for involvement connectivity; 



customization, collaboration, and productivity are some advantages of community based learning 

environment as a consequence of Pedagogy 2.0 which is examined by Mcloughlin and Lee in 

2008. 

Scientific Tools for E-Learning 

Podcast’s 

Podcast’s distinct aspect is not its substance or file format but rather the method of delivery. For 

the objective of expressing information, podcast exclusively comprises of audio files with a fixed 

structure or coding. Simple syndication feeds are sort of Web programming code that might be 

employed to disseminate content. A fresh file is instantly pushed to individuals who have 

subscribed to the feed as soon as it is uploaded. Some of the popular simple syndication feeds 

such as ITunes are employed by podcast listeners to buy content. 

Audio and Video Based Learning 

There are three main audio-video learning resources: 

 Live Video 

 Pre-recorded video 

 The combination of two 

In most of the cases the effectiveness of these three was rated as low to medium level. It is due to 

the fact that difficult ideas and aspects of knowledge may be better understand by the learners 

when audio visual films are employed in online education (Klass, 2003). For synchronous online 

courses, live video is an important and well accepted instrument for increasing participation and 

imitating conventional offline teaching methods. Students may start studying with the help of 

already recorded video, but they have no control over when and where it repeats (Keller, 2007). 

The application of pre-recorded video is asynchronous online courses is common. In most of the 

cases, it is made and recorded in video set-up before students start their studies.  

Graphics and Animation 

Graphics and Animations are basically the visual representations which have been employed to 

provide instructions to students and trainees of corporate sectors. They demonstrate a spatial 



relation and may refer to the actual objects and real-world relations, or, by analogy, to abstract 

concepts and conceptual relations (Winn, 1989). Animation can be described as a series of 

computer screens that demonstrate movement (Hannafin & Rieber, 1989). Animation provides 

visual and spatial information. Usually, people recognize the information depicted by the visuals 

better; it is rightly stated that "a picture is worth a thousand words.” Understanding develops 

when a visual interacts with the psychological thought process functioning in the person who 

receives it (Salomon, 1979). It demands that continuous and cognitive method act on the 

representative elements of visuals and become influenced by them (Winn, 1991).  

Graphics have played important roles in scientific textbooks for centuries (Brooks, Nolan 

& Gallagher, 2001). They have been employed to increase interest among the students and raise 

their involvement for instructional purposes. 

  

Simulation 

There is a lot of difference between theoretical experiences and real life experiences of the life. 

The experimental-based learning, or simulation based learning is a sort of learning in which real 

life experiences are employed to teach the students around them. In order to state that the outline 

and courses learnt in one setting or context may be transferred to another. This type of learning 

theory depends on media reflection, which can be in animal play (Bekoff and Byers, 1998; 

Edelman, 1993). 

 As observed from above the number of learning tools and technologies are available for 

increasing learning which include Audio podcasts, Mobile and web based learning content and 

applications, Virtual classrooms or video conferencing mediums and augmented reality tools and 

software. It has been found that the highest application of learning technology is for Mobile 

phones and web based learning followed by video based learning mediums. Although the tools 

like LMS i.e. Learning Management Systems that delivers complete courses systematically is 

still not excessively used in the population whereas emerging learning tools like AR VR based 

learning are least used.  

Conclusion 



From the above analysis, it is find out that learner in Indian educational sectors are matured to 

know the effectiveness of various learning mediums and technologies. There is also a strong 

preference towards new age technologies like AR, VR, and scientific based experimental type of 

learning. Another point is that there is a lesser consumption of these modern e-learning 

techniques as compared to the traditional type of learning like audio and video. One of the most 

excessively used tools of online learning among the students nowadays is mobile and web based 

learning. During the pandemic, virtual video conferencing is one of the most accepted trend 

worldwide for e-learning purpose. The study also depicted that how personnel of different 

sectors have used e-learning techniques in an innovative ways to increase their capabilities and 

study remotely.    
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