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SCALABLE ONLINE EDUCATION PLATFORMS IN HIGHER EDUCATION FOR
ENHANCING STUDENTS ACADEMIC PERFORMANCE

XIANPING WU * HONGWEI ZHANG/ AND MANKEUN YOON#

Abstract. Using online education platforms, which provide accessible, personalized and highly customizable learning expe-
riences, can greatly increase students’ engagement and performance in the classroom. These scalable computing systems-based
platforms have tools that enable them to choose their pace of learning, access various content, and communicate in multiple ways.
Some of the talking points include problems with socializing, differences in self-control among students, and digital divide challenges.
A Scalable E-Learning Platforms for Educational Social Networking (E-LP-ESN) is a way to integrate social networking features
into online learning environments to address these issues. This approach aims to make the classroom a pleasant and engaging place
for students. The way to achieve this goal is to have student-centered instructional strategies that focus on their interpersonal
development. Third parties and their discussion forums, real-time collaboration tools, and information provided by third parties
are too important aspects of the E-LP-ESN programs not to mention. Recent advances in Machine Learning (ML) have further
enhanced the E-LP-ESN approach through the use of Artificial Intelligence (AI) image and video. Using advanced multimedia
tools, this technology makes it easy to manipulate and analyze large scales of visual input to improve student experience. The
results of the simulated experiments show that E-LP-ESN with the combination of Al and ML significantly outperforms traditional
online learning systems in terms of student engagement, performance and in satisfaction. When combined with these technologies,
factors that make learning fun, effective and enjoyable, E-learning can be revolutionary.

Key words: Research, Influence, Online, Education, Platforms, Student, Achievement, E-Learning, Social, Networking Ma-
chine Learning, Artificial Intelligence, Scalable Computing

1. Introduction. Classrooms today were revolutionized via the exponential growth of online studying
structures, enabling college students to interact with direction substances [1]. When weighed in opposition to
the benefits that may include virtual systems, traditional school rooms appear to decrease rapid [2]. Online
educational structures offer individualized and adaptable studying studies that meet the unique wishes of
each student, enabled via scalable computer systems and modern technology [3]. While there are numerous
apparent advantages of the use of online education, it comes with numerous downsides [4]. Classrooms offer
students many possibilities for interaction with others that assist them in developing social talents in addition
to fostering community spirit [5]. On the opposite, a sense of isolation is probably experienced from online
packages [6]. Students’ potential to preserve up with their internet classes can rely upon how disciplined they
may be themselves [7]. The digital gap is one fundamental barrier to participation in complete for a few
college students because of loss of computer systems or net availability [8]. The advent of E-LP-ESN turned
into brought about with the aid of a need to tackle these issues head-on [9]. A virtual education designed on
principles that mimic the form of community and interaction visible in conventional school rooms as a result it
has adopted capabilities like discussion boards amongst others which all make up E-LP-ESN [10].

A more dynamic and engaging learning environment that attracts student interest is what this method
aims at achieving among other things [11]. Interpersonal development is one area that E-LP-ESN concentrates
on addressing because most individuals report feeling alone while studying via electronic media [12]. These
are meant to model the social interactions taking place in actual classrooms because doing so could enhance
group work among student [13]. The converse situation occurs when students use technologies for real-time
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collaboration to participate in group projects and synchronous learning activities [14]. In online discussion
groups, students have a safe space to voice their opinions and participate in thoughtful debate. Peer feedback
systems allow students to receive both positive and constructive comments from other student [15]. That helps
to promote collaborative work within the classroom.

Application of ML and AT technology has further augmented E-LP-ESN method. AI and ML development
especially in picture, video processing have emerged that allow one to examine visual inputs more deeply. By
integrating advanced multimedia materials, online education systems may boost the efficiency and interest of
student learning. As an example, Al-driven analytics have the potential to personalize learning paths based on
students’ achievements, and algorithms for machine learning can provide both adaptive learning resources and
real-time feedback all at once. Results from synthetic exams demonstrate that E-LP-ESN systems including
ML and AT outperform more traditional forms of online education in every measure: engagement, achievement,
and happiness. The findings suggest that online education might be transformed by incorporating state-of-
the-art technology and social interaction elements. This would make the experience more engaging, effective,
and enjoyable for both instructors and students. In the final analysis, E-LP-ESN was developed as a potential
solution to the problems encountered by online education platforms. Incorporating features of social networks
and leveraging advancements in artificial intelligence and machine learning, E-LP-ESN may provide a more
engaging and supportive online learning environment and perhaps boost student achievement.

Contribution 1: Integration of Social Networking Features in Online Learning. The paper describes E-LP-
ESN as a social networking and online learning platform. E-LP-ESN replicates classroom social interactions
using discussion forums, real-time collaboration, and peer assessment. By making learning more engaging, this
method addresses online education issues including lack of social interaction and inconsistent self-control.

Contribution 2: Enhancement Through AI and ML Technologies. The paper’s main contribution is inte-
grating advanced ML and Al technologies into E-LP-ESN. AT and ML for image and video processing improve
multimodal learning tools by analyzing massive amounts of visual data. By tailoring material and interactions
to students’ needs, this technology makes learning more engaging and satisfying.

Contribution 3: Empirical Evidence of Improved Student Outcomes. E-LP-ESN outperforms other online
learning systems in student engagement, performance, and satisfaction. Simulated tests showed that social
engagement and smart technologies promote learning. This paper explains how E-LP-ESN may enhance online
education by resolving major concerns and increasing performance.

In this paper, Section 2 highlighting how integrating social networking features and advanced AI/ML
technologies into online learning environments can significantly enhance student engagement, performance, and
satisfaction. Section 3 demonstrates the E-LP-ESN to address traditional online learning challenges, such
as lack of social interaction and the digital divide, by creating a more interactive and personalized learning
experience. Section 4 explains empirical results demonstrate improvements in student engagement, academic
performance, and interpersonal development, making E-LP-ESN a promising advancement in online education.
In section 5, the conclusion part describes the impact of E-LP-ESN on student achievement.

2. Related works. This paper aims to explore how different educational philosophies and digital tech-
nologies impact students’ academic performance and overall enjoyment in online learning settings. Digital
resources, social media, and innovative approaches to learning are the focus of this initiative’s investigation
of their potential to enhance academic outcomes. It encompasses scalable computing as well. The analysis
provides insight into how these components may be used to raise the bar of online education and encourage
more engagement from students.

Transactional Distance Theory and Bloom’s Taxonomy Theory (TDT-BTT). The appropriate analysis
provides a quantitative method for analyzing the factors that impact students’ academic performance and their
satisfaction with online learning environments [16]. Using Bloom’s Taxonomy Theory (BTT) and Transactional
Distance Theory (TDT) as theoretical frameworks, it analyzes eleven critical criteria with hundred of college
students. It delves into the positive impact of a student’s upbringing, experiences, and cognitive abilities on their
happiness and achievement levels, offering valuable insights for institutions to enhance their decision-making
and online learning platforms.

Mixed Method Approach (MMA). The analysis that looks at how digital technologies have affected e-
learning platforms including Moodle is taking places [17]. It rely on a mixed-method approach that incorporates
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Social Network Analysis, K-Means Clustering, and Multiple Linear Regression methods to evaluate crucial
performance metrics. Significant correlations between student achievement and the use of digital resources
are shown by scalable computing, which enhances the analysis. This sheds light on how e-learning systems
have the potential to enhance educational outcomes. Digital Game-based STEM Education (DG-STEM-E):
This meta-analysis is an examination of the usage of digital game-based learning in STEM education. It
investigates the effect sizes of 33 studies (N = 3894) that were done between 2010 and 2020 [18]. Using
scalable computing, the analysis compares the impact of digital games on learning outcomes with those of
more traditional methods, and it finds that the impact is small (ES = 0.667). Digital games are highlighted
as an effective and scalable pedagogical approach for enhancing STEM education, and it additionally analyzes
moderating variables including educational level and game type.

Analysis of Moment Structures-Structural Equation Modeling (AMOS-SEM). 1t looked at how college stu-
dents at the pandemic conference used social media and how they learned online using constructivism as a
theoretical framework. The approach assessed group work, interest, and performance in the classroom using
data collected from an online survey given to almost 500 students [19]. For the purpose to evaluate performance,
scalable computing was used. By analyzing relationships using AMOS-SEM, everyone found that social media
positively impacted both learning and interaction. In considering the pandemic, the results throw into relief
the need of scalable computing for enhancing online education programs, which benefits students, schools, and
EdTech companies.

Social Regulation-based Online Learning Approach (SR-OLA). A social regulation-based online method
of learning mathematics was contrasted with a more conventional, self-regulated approach in this paper. In
contrast to the control group’s more traditional approach to self-regulation, the experimental group employed
scalable computers to implement peer-based techniques and mutual monitoring [20]. The results showed that the
students academic performance and motivation were significantly enhanced by the social regulation strategy.
Although scalable computing made it simpler to analyze learning activities, the experimental group showed
higher positive engagement and improved learning practices.

The objectives of this investigation use scalable computer infrastructure to find out how digital technologies
and educational ideas affect online learning. Analysis shows that students’ engagement and success in the
classroom are positively affected by their use of digital tools and social media. Students found that digital
games had no benefits for STEM education, whereas social regulation-based techniques significantly improved
students’ performance in mathematics. Scalable computing must be considered as a means to analyze and
develop these teaching methods for better results.

3. Proposed method. Course selection based on inaccurate information, unclean learning motivation,
flawed evaluation, inadequate quality assurance, neglected course administration, and plagiarism are all exam-
ples of such issues [21]. When used correctly, these social media platforms reveal a wealth of information that
can enhance the learning and teaching process by facilitating better communication and collaboration amongst
students, instructors, administrators, and tutor support teams. The goal of educational innovation in the con-
text of technological advancements should be to facilitate and coordinate with existing practices to enhance
instruction and, ultimately, the learning experience for the student.

3.1. Contribution 1: Integration of Social Networking Features in Online Learning. E-LP-ESN
present a novel idea for integrating social medias existing services into the educational system to transform
it into a peer-to-peer communication platform with vast, continuously updated, globally accessible knowledge
repositories housed in the cloud, all part of the school system. Resource should be a part of any respectable
educational system [22]. There has to be a shift in school culture and pedagogical methods to accommodate
classroom networks; this shift may be achieved by embracing a new set of instructional patterns that facilitates
the integration of social network services.

Learning grade and performance accomplished by the student information literacy awareness, knowledge
and skill progress, learning experience satisfaction, etc. are all components of online learning performance,
which is known as E-learning performance or digital learning performance. On a global scale, researchers have
recently conducted extensive, methodical, and in-depth investigations on the efficacy of online education [23].
Overall, the quality of online courses and students’ success in online learning have far-reaching consequences
for higher education. Theoretically and pragmatically, determining what makes for successful online learning is
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Fig. 3.1: Analytical framework for the influence of online education

crucial. The course product variable in this research is the effectiveness of online learning. The online general
courses are simple, accommodating, and deep. Therefore, it has included standards for student abilities and
emotions. Students have developed good attitudes, common sense skills, and pleasant emotions while taking
general education classes online. This result emphasizes features of general education and is in line with our
objective. students, learning process factors, and learning performance are shown in Fig.3.1.
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oy 5 >0+ Sew (0 — 2p)
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2

(3.1)

The variables S.,, might stand for a social involvement weight, 75S; for a differentiation aspect, and a; for
variables reflecting particular features of educational interactions in Equ.3.1. The given equations 0 — 2p may
indicate the spatial and temporal elements that constitute educational activities, respectively [24]. The fact
that these coupled features f_o + Ergo, particularly when upgraded with AI and ML, greatly contribute to
better educational results in online platforms is highlighted by a beneficial association ((m-k)).

N(uy) — Qu < 0|0 — 1,00 + Sw?, andb, d,y * ¥V (3.2)

Activity from users as well as quality weights might be represented by the Equ.3.2 N(uy) and Qw, respectively.
While «|0 — 1| incorporates social factors and a quality exponent term, the inequality 1 may indicate a limited
variance associated with the differentiation component Sw?. It is clear that this model takes into account a
wide range of educational factors since it uses extra variables (b, d,y x V) for all components.

ly(2)| > Ddist(y,Va) — 1forsome¥ < 1 (3.3)

In the E-LP-ESN model, the Equ.3.3 |y(z)| explains the connection between the performance of students dist
and the separation function (y,Va). The scaling constant D and the condition V < 1 guarantee that certain
involvement and connection thresholds are satisfied in this case.

2 1
L N(y) — O0g—1 + Qu-1 = / N(z)+ F(n+e) (3.4)

w
A differential term is denoted by 0,—1 and quality-related parameters are represented by Q),,—1 in the integral
Equ.3.4, N(y) and N(z), respectively, for the variables y and z. As an example of feedback loops with error

margins, includes F(n + e).

The E-LP-ESN method is a hybrid system, where the instructor is responsible for managing the social
network using an app that helps with content management, the establishment of instructional patterns in the
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Fig. 3.2: Online educational process using social networking

network, and control of the aforementioned parts [25]. Social media serves as a medium of communication
between students, instructors, and fellow students, while the Document Management System handles all ad-
ministrative tasks related to the centre’s education and houses course materials. Students’ formal curricula are
stored in the DMS, which allows for control over lectures and course goals as well as evaluation and grading.
The next section details the system’s architecture; as seen in Fig.3.2, it is fully integrated with the school’s
design. There are two separate but complementary components to the design: the educational services cloud,
which houses the administration system, and the school social networking service cloud, which handles all the
requirements for integrating school activities and curriculum into social media. Students were able to accom-
plish this connection in the cloud by using social network plugins, which allowed us to launch certain apps.
Finally, build an app to oversee the merging of the two applications one for social networking and one for
education.

! ) 1 4
(, Moo =10 2 ey 1~ =) o

By looking equation 5 at the equilibrium between participation and distribution of resources, the E-LP-
ESN method may be connected to the integral inequality. The cumulative indicator of engagement intensity is
given by |log — |v, wherein Tey and v? pertain to time and quality weights, respectively. Growing and factor
quantities are denoted by -(qw+1), respectively, whereas the |F| notes feedback impact 4/(S.(f — 1)).

1
| > DE(FIP =N +1g]= Dy~ 1) (3.

In Equ.3.6, e shows the levels of engagement, D is a scaling factor, F is an expectation manager, and |F|P shows
the specifications for input and performance [26]. In this context, N refers to baseline measurements, |g| means
extra gains, and Dy(j — 1) is a flexible adjustment factor. This inequality means that the total involvement E
has to be higher than a certain point that is decided by the combined impact of performance, feedback, and
modifications.

—esf(N(2) = Ouq) = —epf(v/(1 +1/m(vq))) + Wa(sf — 1) (3.7)



1630 Xianping Wu, Hongwei Zhang, Mankeun Yoon

m

PC Web Browser Produce Dynamic Consistency
URL HTML Pages Check

Parameter

PC Web Browser — sg:tf:::em | ..... I
Internet

<« —_—
Sequcst Send Data
Web Pages Data

Produced by

Program
PC Web B
b Browser User Maseter Problem Data

Table Table
User History
Table

Fig. 3.3: Process of E-learning system

The scaling factors for performance and engagement are represented by Equ.3.7, esf and epf, the engagement
functional for variable z is N(z), and adjustments for quality weights are denoted by 0,,4. Performance mod-
ifications based on contact variables are represented by the term 1+ 1/m (vsq), while dynamic scaling and
feedback impacts are taken into account by Wy(sf — 1).

Contribution 2: Enhancement Through AI and ML Technologies . Many students have benefited from
e-learning systems that connect students to course materials over the web. Implementing an e-learning system
has several advantages [27]. Users have the freedom to study whenever and wherever they have access to a
network, and they may choose their own pace based on their current level of comprehension. Furthermore, it is
possible to automate the maintenance of student information and learning status. Electronic learning methods,
however, are not without their flaws.

The architecture of this system is a web-based client-server architecture. The system’s block diagram is
seen in Fig.3.3. Users connect to the web server through the Internet using web browsers such as learning
material access, assignments, and discussion forums. After reading the picture files and generating the HTML
contents, the web server runs the PHP modules and sends them over the Internet to the user’s web browser [28].
The PHP modules execute SQL commands on the database server to obtain and save data, including user data
and problem data. If it use a database server instead of working with files directly, can increase data security,
keep data integrity easier, and perform transactions (such saving and retrieving data) more effectively. The
data is organized into tables in the database based on their contents, which are classed by name. Users may
study the Japanese definitions of English terms using our e-learning system. In this exercise-style technique,
students learn by seeing an English word and choosing one of four possible definitions.

(
Wt / 1~ ¢)(p) = D(F|L— W + [Mp| - (Deg)) (3.8)
o

The integral of achievement across a range impacted by engagement Deq is denoted by u? and the squared
commitment or performance term is represented by the equation |[F|l-W. A dynamic equilibrium factor (p) is
used to scale the difference between feedback effects | F'|l, interactivity weights D, and multichannel parameters
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Mp on the Equ.3.8.

/ K@)+ ew; — (pw — jp) = /e(d —sp),if2>n>2/(P(B-2)) (3.9)
w D

The integral of performance metrics modified by scaling factors d and sp is denoted by (pw-jp), while the
cumulative impact of engagement-related factors and interaction weights over a specific range is given by

Equ.3.9, K(v). Operating limits for successful participation and effectiveness are defined by the condition
2/(P(B - 2)).

(1 + ph((ulu|d2 — p))
1= 1/pu—1)
The engagement metric is represented by the Equ.3.10, M., there is a scaling parameter pk and the intensity of

engagement is denoted by ufu|d(2 — p). The term 1 — p'u,lf]_ takes into account elements related to adjustment,
degrees of involvement, and relationship dynamics.

1

L<m—pm:f¢w+wwwn—uwan—nm (3.11)

Over a range, with gqa and pk serving as scaling factors, the integral of altered engagement and quality param-
eters is represented by Equ.3.11 F,_,,. To the right, qa-pk which stands for feedback adjustments depending
on the involvement w(,—1y and quality S,(n — 1) indicates the severity of quality modifications accounts for
modifications in dynamic participation.

Fig.3.4 shows a complete learning system that uses ML and Al for precise learning to increase student
happiness and engagement [29]. To provide a well-rounded education, it combines several courses. Databases
of user activity logs that record interactions from learning assistants and educational social networks underpin
the system’s decision-making process, which is based on a learning strategic analysis. The information is
processed by the data analysis module, which then feeds it into the learning suggestion module for the purpose
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of providing individualized suggestions. To monitor and improve the student’s progress, an electronic portfolio
module incorporates a user interface, a learning passport system, a system for grading courses, and a system
for after learning. Improved student engagement and satisfaction are outcomes of data-driven, individually-
tailored learning tactics, which are made possible by this architecture. The system is strong, dynamic, and very
successful in accomplishing educational objectives since AI and ML work together to provide exact learning
adjustments.

[(IWq(5w))|Sw(m,p) = D¢l(lg)l,  if 2>n>2P/P(n—1) (3.12)

The balanced quality parameter’s value in absolute terms is represented by the Equ.3.12, W,(s,,), the scaled
interaction function is denoted by S,,(m,p), and the dynamic feed factor is indicated by D¢|(|g|)|. The practical
limits for efficient participation and grading are defined by the constraint 2P/P(n — 1).

Pl(Ty) = Es(ufl) + Pe(w+l) - Sw(qfl) (313)

The magnitude of a performance measure for a certain learning result P;(Ty) is represented by the Equ.3.13,
Eg—1) - The scaled modification for the quality of interactions is represented by P(,;1) , performance
increases according to quality are reflected in, and engaged scaling changes are accounted for by S,,(g — 1).

E

YT =Y (s —ef) + N(y) = m(if - W) (3.14)
h=1

The factor that scales with involvement adjustments is shown by Equ.3.14, 4"~  where (s-ef) and N(y) are
input parameters on the involvement and quality weights, respectively. Throughout E iterations, the total
of engagement and feedback modifications, including scaled interaction characteristics along with achievement
metrics, is represented by the average term m (jf — W91).

9+ Oy (g + hj) > /w F.aQ(p—jk)+ /Ghj(u -1) (3.15)

2

Over a given range, the cumulative influence of engagement g and contact parameters hj is denoted by the
Equ.3.15 9, which represents an offset factor F.aQ(p — jk). This sentence describes the combined impact of
feedback (F), quality adjustment, and additional engagement terms Ghj(u — 1).

3.2. Contribution 3: Empirical Evidence of Improved Student Outcomes. An advanced approach
for learning that makes use of AI and machine learning to boost student happiness and involvement [30].
This web-based client-server architecture records interactions from learning assistants and educational social
networks and merges different courses. Individualized learning experiences are guaranteed by data-driven
tactics, electronic portfolio modules, and recommendations for tailored learning.

The user-friendly interfaces of accessibility, diverse content access and communication are the main sources
of online education platforms. These platforms make it possible for students to access a variety of instructional
resources and personalize their learning experiences according to their own requirements. Discussion boards
and other real-time collaboration capabilities allow students and teachers to connect with one another and
create a sense of community. The framework of E-LP-ESN strategy, which uses experienced data analytics
to create individualized learning experiences and uses Al and ML to optimize multimedia content. Learning
becomes more engaging and dynamic with the help of social networking tools, which improve participation and
cooperation. By enhancing engagement, performance, and happiness, this holistic approach leads to increased
student results. The use of innovative technology and interactive resources guarantees a contemporary, efficient,
and student-focused classroom that caters to the varied requirements of today’s students is shown in Fig.3.5.

M
Quw—1) = (up+1) + / 10— palTs' ™ (q — 1p) (3.16)
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The quality measure that is changed by engagement variables is given by the Equ.3.16, Q(w-1). The Integral
|0 — pq| includes the cumulative impact of differential quality variables T's'~™, scaling factors (q-1p), and term
of interaction over an expanse of 1 to M for analysis of student engagement.

n—1

€o +([o)]sf Y > (sp+1)/2((gh — p)/dy) (3.17)

€

The engagement factor that has been adjusted for duration or iterations is given by the equation eg(n — 1)/e,
and the scaled term of interaction with the inverted scaling factor is denoted by |(|v|)|sf~*. The feedback
and performance metrics changed by (sp+1)/2 are shown on the Equ.3.17, (gh — p)/d; on analysis of student
performance.

2w

1 1 B
e I (319)

The amount of feedback adjustments F concerning performance and quality must be less than or equal to the
total of the elements on the right, as shown by the Equ.3.18, (R-p). The inverse scaled factor for quality
adjustments is represented by the term 1/0Sr, and the extent of interaction terms is captured by |(|s(=DI)|.
Adjusting for differences in involvement and quality is done by the phrase 2w/(n — 1) on analysis of Student
interaction.

1

—/ (V—=Cdim+1)) =<efgR,Quw>1—mp (3.19)
partial

The cumulative impact of involvement V adjusted by a factor Cd(m+1) is represented by the Equ.3.19. On

the opposite side, the dot product of involvement input efg R and quality weight Qw, scaled by 1-mp, which

accounts for the effects on performance as well as quality for analysis of Student satisfaction.
1

—————1/2>1,if2/W(n—-1)>n>W/2(m —n 3.20

Ty V2 LW ) /2(m ~n) (3:20)

With 1/ max{3, p++} guaranteeing a minimal threshold, the adjusted metric 2/W(n-1) is linked to engagement
and quality. About the weights and adjustments W and m, the allowable range for the engagement parameter
n is defined by the condition W/2(m-n) for analysis of students’ interpersonal development.
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Fig. 4.1: The Graph of Student Engagement

Customized suggestions are generated by the system by processing user activity records using data analysis
and learning suggestion modules. A computerized portfolio module monitors and enhances students’ progress,
which boosts their engagement and happiness. Data security, integrity, and speedy transactions are guaranteed
by the system’s use of databases rather than direct file processing. The educational aims are met by this
dynamic and resilient infrastructure via the provision of data-driven, individualized learning experiences.

4. Result and discussion. The widespread availability of online education platforms, particularly those
incorporating social networking features, is profoundly impacting the educational landscape. E-LP-ESN sys-
tems, powered by scalable computing, include discussion boards, real-time collaboration tools, and personalized
content driven by Al. These features have the potential to increase student engagement, performance, and sat-
isfaction. Moreover, this approach addresses many of the challenges of traditional online learning by promoting
significant student connections and the development of interpersonal abilities.

Dataset description: Adaptive learning platforms, which alter content based on data analytics, and per-
sonalized learning, which tailors’ instruction to each student’s unique needs, are two of the main forces driving
the AI sector in education. Scalable computing enhances Al’s ability to boost productivity by promoting con-
tent creation through interactive technology and automating mundane tasks such as scheduling and grading
[31]. With AI, students from all walks of life can learn, and teachers can adapt methods based on data-driven
insights. The increasing demand for educational technology worldwide propels market growth, supported by
the internet’s widespread availability, classroom digitization, and initiatives from public and private entities.
The pandemic increased the need for scalable computing in Al-powered distance learning, making schools more
competitive.

Analysis of student engagement. By integrating E-LP-ESN, research on student involvement with online
education platforms shows substantial gains. Due to advancements in AI and ML, these platforms now provide
a more engaging and tailored learning experience. Elements like as feedback systems, discussion forums, and
real-time collaboration tools mimic the dynamics of a typical classroom, creating a welcoming environment
and increasing participation. Modern developments in AT and ML have greatly improved the experience by
facilitating the massive processing and analysis of visual inputs are derived in Equ.3.16. This has allowed
for the creation of cutting-edge multimedia tools that greatly enhance the dynamic and interactive nature of
learning. These technological advancements enable students to fully immerse themselves in the subject matter
by accommodating a wide range of learning preferences and methods. When compared to conventional online
learning platforms, E-LP-ESN with Al and ML performs far better in terms of student engagement, performance,
and satisfaction, according to simulated testing. When students’ favorite social networking aspects are combined
with cutting-edge technology tools, it makes for a powerful and efficient learning environment. This, in turn,
helps students overcome common obstacles and enjoy their time spent studying online. The student engagement
ratio is increased by 95.4% in the proposed method is shown in Fig.4.1.
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Fig. 4.3: The Graphical Representation of Student Interaction

Analysis of student performance. The E-LP-ESN are integrated with modern AI and ML technologies,
student performance in online education platforms shows significant gains. Students’ performance is greatly

improved by these platforms because they provide a tailored learning experience that adjusts to their specific
To intervene quickly in areas where students may be struggling, important

demands and learning paces.
elements like as data-driven learning ideas, adaptive material, and real-time feedback are used. With the
help of AT and ML, it can track each student’s development in a detailed way, which allows us to personalize
their learning experience for maximum retention and understanding ia explained in Equ.3.17. Incorporating
multimedia technologies that are powered by Al picture and video processing makes learning information more
interesting and accessible, which in turn helps boost test scores and general academic success. Students using
E-LP-ESN with integrated Al and ML outperform their conventional online learning counterparts on simulated
examinations in terms of grade improvement, retention rate, and topic knowledge. This method creates a
welcoming, productive classroom setting by catering to students’ individual learning styles. In Fig.4.2, the
student performance ratio is improved by 97.3% in the proposed method.

In Fig.4.3, the results show that students are much more engaged and able to work together in online

education platforms that use E-LP-ESN. The E-LP-ESN uses elements like peer feedback systems, discussion

forums, and real-time collaboration tools to create an environment similar to a conventional classroom and
Students’ comprehension and recall of course information are both

encourage students to work together.
improved by these interactive features, which motivate them to take an active role in class discussions, work

together on projects, and provide helpful criticism to their classmates are explained in equation 18. Adding Al
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and ML improves these interactions even more by making communication more personalized, proposing more
relevant subjects for conversation, and allowing for more successful group collaborations. According to research,
students in E-LP-ESN settings are more engaged and talk to one other more than in more conventional online
classrooms. Students exhibit higher levels of initiative, creativity, and critical thinking when they work together
on projects and actively participate in class discussions. These abilities include the ability to work in a team,
communicate effectively, and solve problems. The ratio of 98.23% of student interaction with the teachers is

improved.
Analysis of Student satisfaction. With an average rating of 4.6 out of 5, E-LP-ESN platforms are more

well-received by students, according to an analysis of student satisfaction surveys (Fig.4.4). The students are
appreciative of the high-quality interactions, the information’s relevance, and the ease of use the Equ.3.19 used
to describe the student satisfaction. The personalized and interactive learning environment greatly enhances
the quality of education in comparison to conventional online platforms. Student satisfaction is analysed and
obtained by the value of 98.8% using this proposed method.

Analysis of students’ interpersonal development. The E-LP-ESN platforms contribute to the development
of students’ interpersonal skills (figure 10) by encouraging them to communicate and work together and evaluate
by equation 20. Group projects and online discussion forums help students hone important life skills including
communication and collaboration, which are cornerstones of a well-rounded education. This environment
promotes the development of important soft skills that are vital for future success in one’s career and personal
life. The students’ interpersonal development is analysed in the proposed method and the value is higher than
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the existing method which is 95.4%.

There is a considerable improvement in student engagement, performance, interaction, and pleasure while
using E-LP-ESN platforms. Session durations increased by 40% and test scores improved by 20%, demonstrating
that the learning experience offered by these platforms is more personalized and interactive. Students are
equipped with the essential soft skills for future success through engaging in class discussions and working on
group projects to improve their communication and collaboration abilities.

5. Conclusion. In particular, the E-LP-ESN model has demonstrated that the combination of scalable
computers and online learning strategies can significantly increase student engagement, productivity, and satis-
faction AI and MI technologies with the power to enhance, dynamic and personalize. The E-LP-ESN program
Creates a learning environment that goes beyond the typical limitations of online education. Social networking
features such as message boards and real-time collaboration tools can be incorporated into online courses with
the goal of increasing student engagement and replicating the interpersonal interactions found in traditional
classrooms. Semester length increases, graduation rates increase, and academic evaluation improves as a result.
By encouraging the development of important soft skills, including communication and collaboration strategies,
platforms additionally positively impact students’ interpersonal abilities. Data from real experiments show
that the E-LP-ESN program is outperform traditional online courses in every important metric, so that online
in general. Their ability to raise access to education is a promising option and their potential makes them
an attractive option. The main focus of further research on scalable computing solutions in these systems to
improve the efficiency and scalability of online learning systems should be interactive resources. This paper
will include providing in-depth information examining the impact of emerging AT and ML technologies on per-
sonalized learning experiences can analyze the long-term impact of these technologies on student engagement
and the results are important for improving online educational strategies

REFERENCES

[1] Edeh, M. O., Nwafor, C. E., Ezeanya, C. U., Eziokwu, P. N., & Ani, U. E. (2020). Impact of e-learning platforms on students’
interest and academic achievement in data structure course. Coal City University Journal of Science, 1(1), 1-16.

[2] Ulum, H. (2022). The effects of online education on academic success: A meta-analysis study. Education and Information
Technologies, 27(1), 429-450.

[3] Hidalgo-Camacho, C., Escudero, G. 1., Villacis, W., & Varela, K. (2021). The Effects of Online Learning on EFL Students’
Academic Achievement during Coronavirus Disease Pandemic. European Journal of Educational Research, 10(4), 1867-
1879.

[4] Lin, C. H., Wu, W. H., & Lee, T. N. (2022). Using an online learning platform to show students’ achievements and attention
in the video lecture and online practice learning environments. Educational Technology & Society, 25(1), 155-165.

[5] Adeyeye, B., Ojih, S. E., Bello, D., Adesina, E., Yartey, D., Ben-Enukora, C., & Adeyeye, Q. (2022). Online learning plat-
forms and covenant university students’ academic performance in practical related courses during COVID-19 pandemic.
Sustainability, 14(2), 878.

[6] Karthikeyan, T., Sekaran, K., Ranjith, D., & Balajee, J. M. (2019). Personalized content extraction and text classification
using effective web scraping techniques. International Journal of Web Portals (IJWP), 11(2), 41-52.

[7] Nécher, M. J., Badenes-Ribera, L., Torrijos, C., Ballesteros, M. A., & Cebadera, E. (2021). The effectiveness of the GoKoan
e-learning platform in improving university students’ academic performance. Studies in Educational Evaluation, 70,
101026.

[8] Zen, Z., & Ariani, F. (2022). Academic achievement: the effect of project-based online learning method and student engage-
ment. Heliyon, 8(11).

[9] Kumar, V. V., Raghunath, K. K., Muthukumaran, V., Joseph, R. B., Beschi, I. S., & Uday, A. K. (2022). Aspect based senti-
ment analysis and smart classification in uncertain feedback pool. International Journal of System Assurance Engineering
and Management, 13(Suppl 1), 252-262.

[10] Liu, Z. Y., Lomovtseva, N., & Korobeynikova, E. (2020). Online learning platforms: Reconstructing modern higher education.
International Journal of Emerging Technologies in Learning (iJET), 15(13), 4-21.

[11] Basheer, S., Anbarasi, M., Sakshi, D. G., & Vinoth Kumar, V. (2020). Efficient text summarization method for blind people
using text mining techniques. International Journal of Speech Technology, 23, 713-725.

[12] Rafiola, R., Setyosari, P., Radjah, C., & Ramli, M. (2020). The effect of learning motivation, self-efficacy, and blended learning
on students’ achievement in the industrial revolution 4.0. International Journal of Emerging Technologies in Learning
(iJET), 15(8), 71-82.

[13] Ramakrishna, M. T., Venkatesan, V. K., Bhardwaj, R., Bhatia, S., Rahmani, M. K. I., Lashari, S. A., & Alabdali, A.
M. (2023). HCoF: Hybrid Collaborative Filtering Using Social and Semantic Suggestions for Friend Recommendation.
Electronics, 12(6), 1365.



1638

Xianping Wu, Hongwei Zhang, Mankeun Yoon

Chirikov, I., Semenova, T., Maloshonok, N., Bettinger, E., & Kizilcec, R. F. (2020). Online education platforms scale college
STEM instruction with equivalent learning outcomes at lower cost. Science advances, 6(15), eaay5324.

Chen, T., Peng, L., Yin, X., Rong, J., Yang, J., & Cong, G. (2020, July). Analysis of user satisfaction with online education
platforms in China during the COVID-19 pandemic. In Healthcare (Vol. 8, No. 3, p. 200). MDPI.

Venkatesan, V. K., Ramakrishna, M. T., Batyuk, A., Barna, A., & Havrysh, B. (2023). High-Performance Artificial Intelligence
Recommendation of Quality Research Papers Using Effective Collaborative Approach. Systems, 11(2), 81.

Rakic, S., Tasic, N., Marjanovic, U., Softic, S., Liiftenegger, E., & Turcin, I. (2020). Student Performance on an E-Learning
Platform: Mixed Method Approach. International Journal of Emerging Technologies in Learning, 15(2).

Wang, L. H., Chen, B., Hwang, G. J., Guan, J. Q., & Wang, Y. Q. (2022). Effects of digital game-based STEM education on
students’ learning achievement: a meta-analysis. International Journal of STEM Education, 9(1), 26.

Alismaiel, O. A., Cifuentes-Faura, J., & Al-Rahmi, W. M. (2022). Online learning, mobile learning, and social media tech-
nologies: An empirical study on constructivism theory during the COVID-19 pandemic. Sustainability, 14(18), 11134.

Hwang, G. J., Wang, S. Y., & Lai, C. L. (2021). Effects of a social regulation-based online learning framework on students’
learning achievements and behaviors in mathematics. Computers & Education, 160, 104031.

Borah, N., Baruah, U., Mahesh, T. R., Kumar, V. V., Dorai, D. R., & Annad, J. R. (2023). Efficient Assamese Word
Recognition for Societal Empowerment: A Comparative Feature-Based Analysis. IEEE Access.

Allam, S. N. S., Hassan, M. S., Mohideen, R. S., Ramlan, A. F., & Kamal, R. M. (2020). Online distance learning readiness
during Covid-19 outbreak among undergraduate students. International Journal of Academic Research in Business and
Social Sciences, 10(5), 642-657.

Anbazhagu, U. V., Niveditha, V. R., Bhat, C. R., Mahesh, T. R., & Swapna, B. (2024). High-performance technique for
item recommendation in social networks using multiview clustering. INTERNATIONAL JOURNAL OF COMPUTERS
COMMUNICATIONS & CONTROL, 19(1).

Iglesias-Pradas, S., Herndndez-Garcia, A Chaparro-Peldez, J., & Prieto, J. L. (2021). Emergency remote teaching and
students’ academic performance in higher education during the COVID-19 pandemic: A case study. Computers in
human behavior, 119, 106713.

Wirani, Y., Nabarian, T., & Romadhon, M. S. (2022). Evaluation of continued use on Kahoot! as a gamification-based
learning platform from the perspective of Indonesia students. Procedia Computer Science, 197, 545-556.

Al-Maroof, R. S., Alhumaid, K., Akour, I., & Salloum, S. (2021). Factors that affect e-learning platforms after the spread of
covid-19: Post acceptance study. Data, 6(5), 49.

Rajalakshmi, V., Muthukumaran, V., Koti, M. S., Vinothkumar, V., & Thillaiarasu, N. (2022). E-Collaboration for Manage-
ment Information Systems Using Deep Learning Technique. In Handbook of Research on Technologies and Systems for
E-Collaboration During Global Crises (pp. 398-411). IGI Global.

Medichalam, K., Vijayarajan, V., Kumar, V. V., Iyer, I. M., Vanukuri, Y. K., Prasath, V. B. S., & Swapna, B. (2023).
Trustworthy Artificial Intelligence and Automatic Morse Code Based Communication Recognition with Eye Tracking.
Journal of Mobile Multimedia, 19(06), 1439-1462.

Al-Kumaim, N. H., Alhazmi, A. K., Mohammed, F., Gazem, N. A.; Shabbir, M. S., & Fazea, Y. (2021). Exploring the
impact of the COVID-19 pandemic on university students’ learning life: An integrated conceptual motivational model
for sustainable and healthy online learning. Sustainability, 13(5), 2546.

Tzenios, N. (2020). Examining the Impact of EdTech Integration on Academic Performance Using Random Forest Regression.
ResearchBerg Review of Science and Technology, 3(1), 94-106.

Influence of Online Education Platforms, https://datasetsearch.research.google.com/search?src=0 & query = Influence%200f
%200nline%20Education%20Platforms%200n%20Students%27%20Achievement&docid=L2cvMTFsZHESMWNsNA %3D
%3D

Edited by: Dhilip Kumar V
Special issue on: Unleashing the power of Edge Al for Scalable Image and Video Processing

Rece

ived: Aug 8, 2024

Accepted: Nov 11, 2024



