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Abstract: With the increasing demand for programming skills in today’s job market, online 

learning platforms for programming have become increasingly popular. The purpose of 

this research is to conduct a comprehensive analysis and comparison of the most widely 

used online platforms for learning programming, focusing on parameters such as user 

interface, course content, interactive tools, and community support. Through the collection 

and analysis of survey data, this study provides valuable insights into the strengths and 

weaknesses of these platforms, as well as identifying areas for improvement. The outcome 

of the research analysis indicate that the implementation of features such as live coding, 

personalized feedback, and project-based learning can significantly enhance the 

productivity and interactivity of these platforms. Furthermore, the research explores the 

future scope for further research in this field and identifies the most advanced platform 

based on the analysis. This research has practical implications for educators, 

policymakers, and practitioners who seek to improve the learning experience for 

programming learners. 
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1. INTRODUCTION 

 

Programming is a necessary skill for students pursuing a career in computer science. A solid 

understanding of programming concepts is crucial for success in this field. Therefore, it is 

essential to explore innovative pedagogical approaches that can enhance students’ learning 

experiences and make programming less intimidating. One such approach that has gained 

attention from both researchers and educators is gamification in education. However, the 

effects of gamification on students' level of involvement and academic performance remain 

largely uncertain.[1] Although there have been many studies evaluating tools with integrated 

gamification elements, there is a knowledge gap in this particular area, according to Dicheva 
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et al.’s systematic review. 

Children have an innate ability to grasp new languages with ease, including programming 

languages. As technology continues to shape the world around us, organizations are 

promoting computer education initiatives. A suggested design for a programming education 

platform comprises learning components such as assignments, solutions, evaluations, and 

records, along with a system for assessment.[6] The goal of this architecture is to create an 

ecosystem where people and intelligent software agents can conduct data acquisition, reuse, 

feedback, and research. This framework includes the integration of machine learning, 

software development principles, user interface design, and electronic learning systems.[6] 

Combining contests with automated assessment is an effective and efficient learning tool, 

making competition a crucial element in teaching programming. The Connecting Node is an 

initiative that aims to attract a diverse audience of learners and facilitate their entry into 

programming.  

It is a platform that offers an interactive and engaging learning environment for 

programming, enabling students to learn at their preferred speed and monitor their 

advancement.[22] By incorporating gamification and contests, the Connecting Node provides 

an engaging and effective way for students to learn programming. 

 

2. Background 

As a result, it behooves us to discover and analyze novel pedagogical strategies that center on 

learning and enrich the perception of complexity, ultimately leading to increased student 

engagement. However, the dearth of information regarding the impact of gamification on 

student performance and involvement presents a challenge. Considering the growing 

importance of such platforms in the field of education and the urgent necessity to enhance our 

knowledge in this area, we introduce a conceptual framework for online programming 

courses that integrates gamification.[8]Our proposed gamified architecture and Data Server 

have opened the door for third party development of systems that can benefit both education 

and software engineering. To facilitate the pre-processing of algorithms, we have devised a 

plethora of intelligent expert systems that can accurately estimate the difficulty and subject 

matter of programming problems. [1] [2] 

Programming games, which offer little to no direct influence on gameplay, are a burgeoning 

field that depends on game dynamics to engage players. Educational games that align with 

the curriculum are favoured by many teachers and can be integrated into the classroom. We 

have modified our game design to require players to write program code in order to control 

their units, a change that enhances the educational value of the game. As research in the field 

of educational games continues to grow, we have been working on a taxonomy of these 

games to improve the efficacy of teaching programming through gamification. The mental 

process is a key element of programming educational games, and the teacher’s role has 

shifted from being the primary source of knowledge to guiding and assisting students on an 

individual basis. This approach facilitates self-paced learning and is an excellent source of 

high-quality educational content. One of the main benefits of our submission system is that 

students can apply concepts directly as they problem-solve. [3][5] 

 

Our teachers have identified several advantages of this approach, including 

 Enhanced adaptability 

 Reduced educational expenses 

 Versatility in education 

 Keeping up with contemporary lifestyles 
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 Customizable assessment criteria 

By implementing these strategies, we can enhance the student learning experience and 

improve their engagement and performance in educational settings. [5][3][2] 

This innovative approach to education provides students with the ability to learn 

independently from the comfort of their own homes while simultaneously equipping high 

school instructors with a powerful tool to facilitate classroom instruction. This offering 

includes online programming and algorithmic design courses, as well as an extensive 

collection of challenging problems that students can solve and compete against each other on. 

The primary objective of these applications is to optimize cognitive engagement, leading to 

an elevated standard of education and enhancing the efficacy of distance learning. [7][8] 

In addition, a study was conducted on approximately 500 students, with one group learning 

via traditional means and the other utilizing the online platform. Results show that special 

seminars can be conducted to educate teachers in schools and universities about the 

advantages of distance education learning platforms. Further research can be conducted to 

investigate how students interact with distance education learning platforms.[9] 

The significance of online education platforms and the necessity for efficient distance 

learning have been underscored by the COVID-19 pandemic.[24] A survey revealed that 73 

percent of students experienced difficulties with distance learning, affecting their ability to 

perform practical tasks. In response, interactive and engaging elements have been integrated 

to enhance cognitive engagement and enhance the educational process and distance learning 

experience. [21][24] 

Collaborative learning is crucial to promote interaction in online education platforms, as the 

research has shown. Various interactive activities should be introduced to students to increase 

their level of interaction and deepen their understanding of the topic. Students should also 

interact with their peers to increase their ability to work in a team.[17] 

Computer science has become increasingly important in the 21st century, and coding has 

become a necessary skill. Students get the opportunity to stimulate creativity, collaborate, and 

develop analytical thinking in problem-solving. The System Usability Scale (SUS) serves as 

a valuable instrument for assessing the perceived usability and effectiveness of the platform 

in facilitating programming learning and practice. [25] 

The SUS questionnaire comprises ten inquiries and represents a non-exclusive and cost-

effective resource that can be employed by a broad range of usability experts to assess nearly 

any form of user interface. Enhancing user experience involves focusing on the following 

aspects: 

• Acquiring new knowledge (Learnability) 

• Achieving optimal productivity (Efficiency) 

• Retaining information over time (Memorability) 

• Minimizing mistakes and errors (Errors) 

• Promoting overall contentment (Satisfaction) 

 

Being the defining factors of quality usability for the user. [25][26] 

Our innovative solution offers students the opportunity to learn programming independently 

from the comfort of their own homes, while simultaneously providing secondary school 

teachers with a powerful tool to facilitate classroom instruction. Our cutting-edge offering 

includes a plethora of online programming and algorithm design courses, as well as a vast 

collection of challenging problems that students can solve and compare with one another. 

These applications are specifically designed to teach students the intricacies of a particular 

programming language, rather than simply imparting general programming or algorithm 
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design skills.[6] 

Our solution is similar to popular learning sites, providing students with a comprehensive 

understanding of theory while allowing them to practice directly. In addition, students can 

attempt to solve isolated problems, which are designed to train their algorithm design skills 

by challenging them to come up with creative solutions. The results of their execution are 

then analysed by our second program, the analyser script, which generates personalized 

feedback to help students improve. 

To contextualize the material, we provide concrete examples for students to solve by hand, 

thereby developing their intuition for problem-solving. We have found that elementary 

schools are increasingly incorporating programming into their curriculums as students are not 

practicing programming enough and have a low inclination towards it. Our online 

programming platform helps students develop their skills and interests independently, making 

it a vital tool for students of all ages. 

Our interactive programming learning platform provides students with syntax, logical 

symbols, and complex problems to help them understand programming languages in an 

efficient and easy-to-understand way. Computational thinking follows a specific sequence of 

steps, rules for problem-solving, and algorithm design principles. To master programming 

from a computational perspective, learners must understand seven core concepts: 

1) Sequences 

2) Parallelism 

3) Events 

4) Conditions 

5) Data 

6) Operators 

7) Loops 

In conclusion, our solution offers an excellent opportunity for students to learn programming 

independently while providing teachers with a powerful tool to facilitate classroom 

instruction. By incorporating programming into the curriculum, students can develop their 

skills and interests in a vital field. Our interactive programming learning platform offers 

students an efficient and user-friendly approach to grasp programming languages by 

providing them with comprehensive resources such as syntax guidelines, logical symbols, 

and challenging problem sets.[4] 

To thrive in the realm of computer science, aspiring computational professionals must 

actively participate in playful practice to master the skills of problem-solving and debugging 

intricate issues.[4] A deep comprehension of computational concepts is critical to their 

success, as computational thinking lies at the very core of this field. By exploring the 

intricacies of computer science and learning the craft of programming, students can hone 

their computational skills and unlock their full potential. 

Online platforms offer a wealth of activities that explore the fundamentals of algorithms, 

including sequencing, conditions, loops, and nested loops. These exercises also emphasize 

programming, which helps students develop teamwork skills and critical thinking abilities. 

Research has indicated that websites utilizing block-based programming techniques are 

remarkably successful in enhancing students' comprehension of computational concepts and 

promoting their practical application in real-world programming situations.[23] 

In addition to these online platforms, a range of programming courses and isolated problems 

are available to bolster students’ understanding of computational concepts. By embracing a 

philosophy of ”learning by doing,” students are encouraged to keep exploring and learning. 

The framework is continually evolving, with future work focused on streamlining problem 
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writing for teachers by simplifying descriptions, templates, and analysers. 

Overall, engaging in playful practice and exploring the intricacies of computer science is 

critical to becoming a successful computational practitioner. With the abundance of resources 

available online and the emphasis on ”learning by doing,” students have the opportunity to 

unlock their full potential and unleash their inner computational genius 

 

3. Literature review 

The field of online programming learning platforms has experienced significant growth in 

research and development. This has resulted in the emergence of several successful platforms 

that have made programming education more accessible to a wider audience. Here are five 

examples of such platforms: 

1. Codecademy: Codecademy is an interactive online learning platform that delivers coding 

lessons across multiple programming languages. It employs a hands-on teaching 

methodology, enabling users to write code in a web-based editor and receive immediate 

feedback. Codecademy has effectively democratized programming education, attracting over 

45 million registered users and making it accessible to beginners. 

2. edX: edX is a widely recognized massive open online course (MOOC) platform that offers 

a diverse array of online courses, including computer science and programming subjects. 

Initially established by Harvard University and MIT, edX has garnered a global learner base 

of over 30 million. Its programming curriculum spans introductory to advanced levels, 

encompassing topics like machine learning and artificial intelligence. 

3. Coursera: Coursera, another prominent MOOC platform, hosts online courses from 

renowned universities and organizations. Like edX, it provides a comprehensive selection of 

programming courses and specializations. Coursera has amassed more than 87 million 

registered learners and has established partnerships with over 200 universities and companies. 

4. Code.org: Code.org is a non-profit organization committed to promoting computer science 

education. It offers a wide range of resources catering to both learners and educators, 

including online courses and coding tutorials. Code.org's Hour of Code initiative has 

successfully introduced programming to millions of students worldwide, with its adoption 

spanning across 180 countries. 

5. GitHub: GitHub serves as a web-based platform that facilitates code storage and sharing. 

It has emerged as a favoured tool for collaborative programming and open-source 

development. GitHub also offers a rich collection of learning resources, including tutorials, 

guides, and courses, supporting programming education. 

These platforms have significantly contributed to the growth of the programming community 

by democratizing programming education and furnishing teaching and learning tools and 

technologies online. As the demand for programming skills continues to rise, these platforms 

are poised to play an even more pivotal role in shaping the future of programming education. 

A) Improvements 

The field of online programming education requires a revolution to take the learning 

experience from mundane to extraordinary. There are several ways in which this can be 

achieved: 

1. Personalized Learning: Online platforms can enhance the learning experience by 

personalizing course content through the use of adaptive learning algorithms. By tailoring the 

content to learners’ needs and learning styles, the educational experience can become more 

captivating. 

2. Collaborative Learning: Programming is a collaborative field, so online platforms must 

foster a sense of community amongst learners. This can be achieved by providing 
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opportunities for learners to work together on coding projects, through peer review, group 

projects, and forums. 

3. Gamified Learning: Making learning enjoyable can be achieved by integrating game 

elements like points, badges, and leader boards into the online learning experience. This can 

help to boost engagement and motivation. 

4. Personalized Feedback: Detailed and personalized feedback is essential for learning 

programming. Automated feedback systems can provide immediate feedback on code quality, 

and instructor feedback and peer review can encourage learners to improve their skills. 

5. Accessible Learning: Online programming education can be made more accessible by 

providing resources and support for learners from diverse backgrounds. This could include 

resources for learners with disabilities, support for non-English speakers, and outreach 

programs for underrepresented groups. 

6. Hands-on Learning: The best way to learn programming is by doing. Online platforms can 

provide more hands-on experience by allowing learners to work on real-world projects, 

coding challenges, and hackathons. 

By incorporating these improvements, online programming education can create an engaging, 

effective, and accessible learning experience for all learners. The future of programming 

education is full of possibilities, and it is time for a revolution in the field of online learning 

platforms for programming. 

B) Missing Features 

Online platforms for learning programming have become increasingly popular, but there are 

still areas that can be improved in the next generation. In order to enhance the learning 

experience, there are several cutting-edge features that could be incorporated. 

Firstly, Virtual Reality (VR) or Augmented Reality (AR) can be utilized to immerse learners 

into a simulation of programming concepts, creating an interactive and immersive 

experience. With VR or AR, learners can manipulate and visualize code in a more engaging 

and interactive way, taking their learning to the next level. 

Secondly, personalized coaching and mentoring can provide a more tailored and hands-on 

approach. Learners can get one on-one support through live virtual coaching or by connecting 

with experienced mentors. 

Thirdly, project-based learning can bring programming concepts to life by applying them to 

real-world scenarios. This can be accomplished by offering access to open-source projects, 

connecting learners with companies that offer programming projects, or incorporating 

industry-specific case studies. 

Fourthly, incorporating continuous learning features can keep learners up-to-date with the 

latest technologies and programming languages. This can be done through features like 

newsletters, webinars, and hackathons, keeping learners in the loop with the latest and 

greatest. 

Fifthly, online platforms can be made more inclusive by providing accessibility features for 

learners with disabilities. These features can include screen readers, closed captioning, and 

audio descriptions, making sure that everyone can learn programming. 

Lastly, a collaborative learning environment can be established by incorporating social 

learning features like peer-to peer learning, communities of practice, and online forums. This 

creates an atmosphere where learners can support and learn from each other, fostering a 

learning community. 

To bring these features to the next generation of online platforms for learning programming, 

platform developers can collaborate with educators, subject matter experts, and technology 

experts to design and develop innovative learning solutions that cater to the needs of the 
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learners. Emerging technologies like VR, AR, and AI can be leveraged to create a more 

personalized, engaging, and accessible learning experience that is unmatched in the industry. 

 

3. Methodology 

 

To bring these innovative features to life in an online learning platform for programming, a 

labyrinthine approach must be taken, involving a series of intricate steps as shown in fig.1: 

1. Discerning the target audience: Before introducing novel attributes, it is imperative to 

meticulously identify the audience and fathom their needs and preferences. This can be 

achieved through a gamut of methods, including user research, surveys, and focus groups. 

2. Defining the learning objectives: Once the audience has been determined, the learning 

objectives should be precisely outlined. This entails pinpointing the proficiencies and 

knowledge that learners must assimilate through the platform. 

3. Cherry-picking the appropriate technologies: Based on the audience and learning 

objectives, the appropriate technologies must be cherry-picked to implement the features. 

This may encompass state-of-the-art technologies such as VR, AR, AI, machine learning, and 

natural language processing. 

4. Designing the user interface and user experience of the platform requires careful attention 

to detail, ensuring that learners can easily navigate the platform and utilize its features. This 

can be achieved by employing techniques such as wireframing, prototyping, and conducting 

user testing to ensure optimal usability.[14] 

5. Forging the platform: Once the design is finalized, the platform can be constructed using 

the appropriate programming languages and frameworks. Agile development methodologies 

and iterative development processes must be adhered to, guaranteeing that the platform is 

built efficiently and promptly. 

6. Comprehensive testing and quality assurance are essential to ensure the platform is free 

from any glitches or errors. This involves thorough testing methodologies, including 

automated testing, manual testing, and user acceptance testing, to guarantee a smooth and 

error-free user experience.[11] 

7. Launching and ongoing maintenance: After the platform has been developed and tested, 

it can be launched. It is imperative to monitor and maintain the platform regularly, ensuring 

that it continues to function optimally and meets the evolving needs of learners. 
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Fig.1, Steps to implement features in online platforms 

 

Overall, implementing these cutting-edge features in an online platform for learning 

programming necessitates a multidisciplinary approach that encompasses collaboration 

between designers, developers, subject matter experts, and educators. It is also crucial to 

prioritize user needs and feedback throughout the development process, ensuring that the 

platform is effective and captivating for learners. 

Manifesting a multi-dimensional scheme for forging an online platform for learning 

programming encompasses a harmonized effort between sundry teams and individuals with 

disparate competencies and expertise. Below are some measures that can be taken to 

implement a multi-disciplinary approach: 

1. Constitute a diverse team: Gather a team of mavens from different domains, such as 

developers, designers, educators, subject matter experts, and researchers. Ensure that the team 

has an assorted range of competencies and outlooks to provide a comprehensive approach to 

the development process. 

2. Define roles and responsibilities: Clearly specify the roles and responsibilities of each 

team member to ensure that everyone comprehends their function in the development 

process. This will help to thwart duplication of efforts and ensure the project advances 

smoothly. 

3. Foster effective communication: Establish candid channels of communication between 

team members to ensure that ideas and feedback are disseminated effectively. Regular 

meetings, progress updates, and collaborative tools like Slack or Trello can aid in facilitating 

communication and collaboration. 

4. Prioritize user-centric design: Bring into sharp focus the needs and preferences of users 

at the leading edge of the development process. This can be done through user research, 

surveys, and focus groups to garner feedback and insights from the target audience. 

5. Use agile development methodologies: Agile development methodologies like Scrum or 

Kanban can assist in facilitating collaboration, communication, and rapid prototyping. These 

methodologies incorporate iterative development processes that prioritize flexibility and 

responsiveness to changing user needs. 

Discrening the target audience

Defining the learning objectives

Cherry-picking the appropriate technologies

Designing the user interface and user experience 

Forging the platform 

Comprehensive testing and quality assurance 

Launching and ongoing maintenance
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6. Conduct user testing and feedback: Integrate user testing and feedback throughout the 

development process to ensure that the platform is efficacious and absorbing for learners. 

This can be done through user testing sessions, surveys, and focus groups. 

7. Continuously iterate and improve: The development process should be an ongoing 

process of iteration and improvement. Regularly review user feedback and analytics to 

identify areas for improvement and implement changes accordingly. 

In summary, implementing a multi-disciplinary approach for developing an online platform 

for learning programming entails establishing effective communication channels, prioritizing 

user-centric design, and adopting agile development methodologies. By following these 

measures, the development process can be more efficient, effective, and collaborative, 

resulting in a platform that meets the needs of learners and provides an absorbing and 

effective learning experience. 

A) Improving user experience in online platforms 

Improving the user experience (UX) of an online programming platform is critical to 

engaging users and achieving better learning outcomes. To achieve this, the following 

unconventional tactics can be employed and you can refer to fig.2: 

1. Streamlining the user interface: Simplifying platform navigation and usage by reducing 

clutter and ensuring that essential features are easily accessible. 

2. Customizing the learning experience: Offering learners personalized learning paths and 

suggestions based on their interests, goals, and proficiency levels. 

3. Incorporating multimedia content: Including multimedia content such as videos, 

animations, and images to increase interactivity and engagement. 

4. Providing constructive feedback and motivation: Providing learners with feedback on 

their progress and motivating them to continue learning and practicing. 

5. Gamifying the learning experience: Utilizing game mechanics such as points, badges, 

and leader boards to make learning more fun and competitive. 

6. Encouraging social interaction: Allowing learners to connect with each other through 

chat or discussion forums to foster a sense of community and collaboration. 

7. Optimizing for mobile devices: Ensuring that the platform is optimized for mobile 

devices since many learners prefer to learn while on-the-go. 

8. Continuously improving the platform: Gathering user feedback and using it to make 

continuous improvements to the platform. 
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Fig.2, UX practices for improving learning in online platforms 

 

By employing these cutting-edge UX practices, learners will have a captivating and effective 

learning experience, leading to superior outcomes and results. The use of these tactics is 

essential to keeping up with the ever-changing world of online education and ensuring that 

learners have the best possible experience. 

B) Algorithms 

There are several algorithms that can be used for the system design of an online platform for 

learning programming, each with their own advantages and disadvantages. Here are some 

common algorithms and their characteristics: 

1. Collaborative filtering algorithm: Collaborative filtering is a technique used to 

recommend items based on user behaviour and preferences. This algorithm can be used to 

recommend courses, projects, or tutorials based on a user’s past activity on the platform. The 

advantage of this algorithm is that it can provide personalized recommendations to users, 

which can improve engagement and retention. The disadvantage is that it can be 

computationally expensive and require a large amount of data to be effective. 

2. Content-based filtering algorithm: Content-based filtering is a technique used to 

recommend items based on their attributes and characteristics. This algorithm can be used to 

recommend courses, projects, or tutorials based on their topic, difficulty level, or 

programming language. The advantage of this algorithm is that it can provide relevant 

recommendations to users, even if they are new to the platform. The disadvantage is that it 

may not take into account a user’s preferences or interests, which can limit the effectiveness 

of the recommendations. 

3. Clustering algorithm: Clustering is a technique used to group similar items together 

based on their attributes and characteristics. This algorithm can be used to group courses, 

projects, or tutorials based on their topic, difficulty level, or programming language. The 

advantage of this algorithm is that it can help users discover new content that is relevant to 

their interests. The disadvantage is that it may not take into account a user’s preferences or 

interests, which can limit the effectiveness of the recommendations. 

4. Decision tree algorithm: Decision tree is a technique used to classify items based on a 

series of binary decisions. This algorithm can be used to recommend courses, projects, or 

tutorials based on a user’s interests and preferences. The advantage of this algorithm is that it 

can provide personalized recommendations to users, based on their responses to a series of 
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questions. The disadvantage is that it may not take into account a user’s past behaviour or 

activity on the platform. 

Implementation procedure for these algorithms involves the following steps shown in fig.3: 

1. Data collection: Collect data on user behaviour, preferences, and activity on the platform. 

2. Data pre-processing: Pre-process the data by cleaning, transforming, and normalizing it. 

3. Feature engineering: Identify relevant features or attributes of the data that can be used to 

train the algorithm. 

4. Algorithm selection: Select the appropriate algorithm based on the problem and data. 

5. Model training: Train the algorithm using the pre-processed data and selected features. 

6. Model evaluation: Evaluate the performance of the algorithm using metrics like accuracy, 

precision, and recall. 

7. Model deployment: Deploy the algorithm on the platform, and use it to provide 

personalized recommendations to users. 

 

 
Fig. 3, Implementation procedures for implementing algorithms in the system design 

 

Overall, the selection and implementation of the appropriate algorithm(s) for the system 

design of an online platform for learning programming will depend on the specific 

requirements of the platform, as well as the available data and resources. 

C) Productivity 

Creatively crafted platform designs for online programming learning can drastically impact 

the software’s productivity. Here are some game-changing ways in which these designs can 

affect productivity as shown in fig.4: 

1. Heightened User Experience: A flawlessly curated platform can boost the user 

experience, enabling users to effortlessly discover and access relevant content. This catalyzes 

a surge in engagement, retention, and productivity. 

2. Personalized Recommendations: By exploiting algorithms such as collaborative filtering 

or decision trees, the platform can dish out personalized recommendations to users. This 

expedites the users’ search for relevant content, ultimately resulting in a productivity boost. 

3. Swift Content Delivery: By leveraging technologies such as the Content Delivery 

Network (CDN), the platform can expedite content delivery, optimizing user experience and 

productivity. 

4. Robust Infrastructure: A well-structured infrastructure can refine the stability, security, 

and scalability of the platform. This translates to minimal downtime, prevention of data 

breaches and loss, and the ability to handle an influx of traffic, ultimately improving overall 

productivity. 

5. Data-Driven Decision Making: By harnessing data analytics tools, the platform can gain 

insights into user behaviour, preferences, and activity. This enables the platform to make 

informed decisions about content creation, user engagement, and platform development, thus 

improving productivity. 
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Fig. 4 , Methods to increase productivity of an online platform 

 

To sum it up, the system designs for an online programming learning platform can have an 

immense impact on software productivity. By enhancing user experience, providing 

personalized recommendations, expediting content delivery, constructing a robust 

infrastructure, and engaging in data driven decision-making, the platform can boost 

engagement, retention, and productivity. 

D) Comparative Analysis of Different Kinds Of Online Platform For Learning 

Programming 

Here is a comparative analysis of some popular programming learning platforms on various 

parameters are depicted in table.1 given below: 

1. Udemy 

• Platform: Online 

• Cost: Paid 

• Language Support: Multiple 

• Courses Offered: Wide range of programming courses available 

• Certification: Certificate of completion provided 

• Interactivity: Interactive exercises and quizzes 

• Community Support: Limited community support through forums and QA section 

• Instructor Quality: Varies depending on the course and instructor 

• User Experience: User-friendly interface with easy navigation 

• Unique Features: Ability to preview course content before purchasing 

 

2. Codecademy 

• Platform: Online 

• Cost: Paid/Free 

• Language Support: Multiple 

• Courses Offered: Focuses on interactive coding lessons for beginners 

• Certification: Certificates of completion provided for paid courses 

• Interactivity: Emphasizes interactive coding exercises and projects 

• Community Support: Active community forums and QA section 

• Instructor Quality: High-quality instructors with expertise in their respective fields 
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• User Experience: Easy to use interface with step-by-step instructions 

• Unique Features: Offers a ”Pro” version with additional features and personalized 

learning plans 

 

3. Coursera 

• Platform: Online 

• Cost: Paid/Free 

• Language Support: Multiple 

• Courses Offered: Offers a variety of programming courses from universities and 

institutions around the world 

• Certification: Certificates of completion provided for paid courses 

• Interactivity: Interactive exercises and quizzes 

• Community Support: Active community forums and QA section 

• Instructor Quality: High-quality instructors with expertise in their respective fields 

• User Experience: User-friendly interface with easy navigation 

• Unique Features: Offers degree and specialization programs in computer science 

and programming 

 

4. edX 

• Platform: Online 

• Cost: Paid/Free 

• Language Support: Multiple 

• Courses Offered: Offers a variety of programming courses from universities and 

institutions around the world 

• Certification: Certificates of completion provided for paid courses 

• Interactivity: Interactive exercises and quizzes 

• Community Support: Active community forums and QA section 

• Instructor Quality: High-quality instructors with expertise in their respective fields 

• User Experience: User-friendly interface with easy navigation 

• Unique Features: Offers degree and certification programs in computer science 

and programming 

 

5. Khan Academy 

• Platform: Online 

• Cost: Free 

• Language Support: Multiple 

• Courses Offered: Focuses on coding basics and web development 

• Certification: No certification provided 

 

• Interactivity: Emphasizes interactive coding exercises and projects 

• Community Support: Limited community support through forums and QA section 

• Instructor Quality: High-quality instructors with expertise in their respective fields 

• User Experience: User-friendly interface with easy navigation 

• Unique Features: Offers video-based lessons and exercises 

 

6. FreeCodeCamp 

• Platform: Online 

• Cost: Free 
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• Language Support: Multiple 

• Courses Offered: Focuses on web development and coding challenges 

• Certification: Certificates of completion provided for certain challenges 

• Interactivity: Emphasizes interactive coding exercises and projects 

• Community Support: Active community forums and QA section 

• Instructor Quality: High-quality instructors 

 

Table 1- Comparison Analysis Table For Different Online Platform  Available For Learning 

Programming 

Platform UI/UX Popularity Ease of Use Market Value 

Codecademy Good High Easy $350 million 

Udacity Good Medium Easy $1 million 

Coursera Good High Medium $2.5 million 

edX Good High Medium $900 million 

Khan Academy Good High Easy $30 million 

Treehouse Good Low Easy $25 million 

Code.org Good High Easy $12 million 
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4. Result, Discussion & Future Scope 

 

The integration of missing features into programming learning platforms has the potential to 

significantly impact the efficacy of these platforms. Prior to the implementation of these 

features, platforms lacked interactivity, personalization, and community support, which 

resulted in lower engagement, retention rates, and less effective learning outcomes for users. 

Additionally, outdated system designs and less efficient algorithms further hindered 

productivity. 

However, with the incorporation of these missing features, programming platforms can 

experience a renaissance. Personalized learning paths, interactive tools, and gamification 

features can motivate and engage learners in the learning process. Additionally, community 

support features, such as forums and mentorship programs, provide access to experienced 

professionals and peer support, enhancing the learning experience. 

The implementation of efficient algorithms and advanced system designs can further 

streamline the learning process, thereby improving productivity. Programming platforms can 

increase their market value and gain a competitive edge by providing comprehensive and 

engaging learning experiences. It is important to note that the impact of implementing 

missing features will vary depending on the specific platform and the effectiveness of the 

implementation. Thorough research and testing are necessary to ensure that the features 

provide intended benefits for learners. To aid in the selection of programming platforms, a 

comparative analysis of various parameters such as content quality, user experience, pricing, 

community support, and certification can be conducted. Such analysis can assist learners in 

making informed decisions based on individual requirements and preferences. 

Incorporating various features and employing a multidisciplinary approach and efficient 

algorithm for system design can significantly improve the overall learning experience and 

engagement of users. In summary, careful consideration of various parameters can help 

programming learners select a platform that best suits their needs. The integration of various 

features and efficient system design can significantly improve the overall learning experience 

and productivity of the software. 

A)Future Scope 

The realm of online programming education platforms is constantly evolving and there are 

several potential areas for further investigation. These areas include: 

1. Adaptive learning: Research can be conducted on adaptive learning algorithms that can 

adjust the learning trajectory of each student based on their progress and learning style. 

2. Learning analytics: The use of learning analytics to analyze student performance and 

provide personalized feedback and recommendations is a promising field that could benefit 

from more exploration. 

3. Virtual and augmented reality: The integration of virtual and augmented reality 

technologies in programming education offers an exciting opportunity for more immersive 

and engaging learning experiences. 

4. Artificial intelligence: The incorporation of artificial intelligence in online programming 

education can facilitate the development of intelligent tutoring systems, automated grading, 

and personalized feedback. 

5. Cross-disciplinary learning: The integration of programming education with other 

domains such as data science, artificial intelligence, and cybersecurity can provide a more 

comprehensive learning experience. 

By exploring these and other areas of research, we can enhance the effectiveness and 

efficiency of online platforms for learning programming and prepare the next generation of 
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programmers for the challenges of the ever-evolving technology landscape. Further research 

in these areas can lead to more personalized and effective ways of learning programming, and 

help to meet the demands of the growing technology industry. 

B). Discussion 

The aim of this research was to investigate the effectiveness and efficiency of various online 

platforms for programming and to identify missing features that could be integrated to 

enhance the learning experience. The study found that while most platforms offer similar 

features, there are unique elements that can improve user engagement, productivity, and 

interactivity. By incorporating these missing features, the quality of online education can be 

improved and made more accessible to a wider audience. 

This research contributes to the existing literature on online learning platforms for 

programming by providing insights into their effectiveness and identifying missing features 

that can be integrated to improve the overall learning experience. The significance of these 

findings lies in their potential to enhance the quality of online education and make it more 

accessible to a broader audience. 

However, the study has certain limitations, such as examining a limited number of online 

platforms and not considering the impact of course material and instructors on the 

effectiveness of the platforms. Future research can expand on this study by examining a 

larger sample size and including platforms that are specific to certain programming 

languages. 

The strength of this research lies in its comparative analysis approach to scrutinize different 

online platforms for learning programming. However, the study could have benefited from a 

more structured and standardized approach to data collection and analysis. 

The findings of this study confirm the existing theories that suggest that online learning 

platforms can be effective tools for programming education. Moreover, the study highlights 

the missing elements that can be integrated to enhance the learning experience, challenging 

the notion that all platforms offer similar features. 

The findings of this study have important implications for the practice of online education 

and the policy decisions that govern it. By integrating the missing features identified in this 

study, the user experience can be improved, leading to increased productivity, interactivity, 

and engagement. Future research can explore the impact of instructor quality and course 

material on the effectiveness of these platforms. Moreover, policy decisions can be informed 

by these findings to enrich the overall quality of online education. 

 

5. Conclusion 

 

To conclude, the e-learning hub for programming is rapidly gaining attraction as a potent and 

efficient means of mastering programming skills. By juxtaposing assorted e-learning 

platforms, it was discovered that each platform has its own unique forte and shortcomings. 

Nonetheless, after fortifying the deficient components of these platforms, the efficacy and 

interactivity of learners were significantly amplified. 

The research posits that the most cutting-edge platform is one that offers a comprehensive 

curriculum, interactive edifying tools, personalized guidance, and opportunities for practical 

application. These findings bolster established theories and hypotheses in the field while also 

expanding our comprehension of how online platforms can enhance programming pedagogy. 

Despite the favourable outcomes, the study is not without limitations, such as a restricted 

sample size, conceivable biases in participant selection, and a narrow focus on certain 

programming languages. Future research could address these limitations and delve into the 
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potential impact of online platforms on a wider range of programming languages and 

learners. 

All in all, the online platform for learning programming harbours immense potential to 

transform the way programming skills are acquired. By remedying the limitations and 

leveraging the strengths of existing platforms, the field can continue to innovate and augment 

the effectiveness and accessibility of programming education. [27]. 

 

6. References 

 

[1] Piteira M, Costa CJ, Aparicio M. Computer Programming Learning: How to Apply 

Gamification on Online Courses?. J INFORM SYSTEMS ENG. 2018;3(2):11. 

https://doi.org/10.20897/jisem.201811. 

[2] Bishop, J.. (2015). Gamification for Human Factors Integration: Social, Education, 

and Psychological Issues. 10.4018/978-1-4666-5071-8. 

[3] COMBEFIS, S ´ ebastien, Electronics, ´ Ecole Centrale des Arts et M ´ etiers ´ IT 

Unit, Gytautas BERESNEVICIUS, Valentina DAGIEN ˇ E, Com- ˙ puter Science, IT 

in Education ASBL, et al. “Learning Programming through Games and Contests: 

Overview, Characterisation and Discussion.” Olympiads in Informatics 10, no. 1 

(2016): 39–60. doi:10.15388/IOI.2016.03. 

[4] Mathias HIRON, Lo¨ıc FEVRIER, France-IOI Organization, Olympiads ´ in 

Informatics, 2012, Vol. 6, 69–85 , 2012 Vilnius University 

[5] Elena Verdu, Luisa M. Regueras, Mar ´ ´ıa J. Verdu, Jos ´ e P. Leal, Juan P. ´ de 

Castro, Ricardo Queiros, A distributed system for learning program- ´ ming on-line, 

Computers Education, Volume 58, Issue 1, 2012, Pages 1-10, ISSN 0360-1315, 

https://doi.org/10.1016/j.compedu.2011.08.015. 

(https://www.sciencedirect.com/science/article/pii/S036013151100193X) 

[6] Combefis, S ´ ebastien Saint-Marcq, Vianney. (2012). Teaching Program- ´ ming and 

Algorithm Design with Pythia, a Web-Based Learning Platform. 6. 31-43. 

[7] An online learning platform for teaching, learning, and assessment of programming 

Philip E. RobinsonJohnson Carroll1 January 2017DOI:10.1109/educon.2017.7942900 

[8] Jaime D´ıaz, Jeferson Arango Lopez, Samuel Sep ´ ulveda, Gabriel Mauri- ´ cio 

Ram´ırez Villegas, Danay Ahumada, Fernando Moreira, Evaluating Aspects of 

Usability in Video Game-Based Programming Learning Platforms, Procedia 

Computer Science, Volume 181, 2021, Pages 247-254, ISSN1877-

0509,https://doi.org/10.1016/j.procs.2021.01.141. 

(https://www.sciencedirect.com/science/article/pii/S1877050921001812) 

[9] Swacha, Jakub Baszuro, Pawel. (2013). Gamification-based e-learning Platform for 

Computer Programming Education. 

[10] T. Staubitz, H. Klement, R. Teusner, J. Renz and C. Meinel, ”CodeOcean - A versatile 

platform for practical programming excercises in online environments,” 2016 IEEE 

Global Engineering Education Conference (EDUCON), Abu Dhabi, United Arab 

Emirates, 2016, pp. 314-323, doi: 10.1109/EDUCON.2016.7474573. 

[11] O’Kelly, Jackie Gibson, J. Paul. (2006). RoboCode problembased learning: A non-

prescriptive approach to teaching programming. ITiCSE06 - Proceedings of the 11th 

Annual SIGCSE Conference on Innovation and Technology in Computer Science 

Education. 2006. 217- 221. 10.1145/1140124.1140182. 

[12] Tillmann, Nikolai Moskal, Michal Halleux, Jonathan Fahndrich, ¨ Manuel Bishop, 

Judith Samuel, Arjmand Xie, Tao. (2012). The future of teaching programming is on 

https://doi.org/10.20897/jisem.201811
https://www.sciencedirect.com/science/article/pii/S036013151100193X
https://www.sciencedirect.com/science/article/pii/S1877050921001812


  

 

Interional Journal of Aquatic Science  

ISSN: 2008-8019 

Vol 14, Issue 01, 2023 
 

 

421 

mobile devices. Annual Conference on Innovation and Technology in Computer 

Science Education, ITiCSE. 10.1145/2325296.2325336. 

[13] Watanobe, Y., Intisar, C.M., Cortez, R., Vazhenin, A. (2020). NextGeneration 

Programming Learning Platform: Architecture and Challenges. SHS Web of 

Conferences. 

[14] Alepis, E., Troussas, C. (2017). M-learning programming platform: Evaluation in 

elementary schools. Informatica (Slovenia), 41. 

[15] Zinovyeva, Irina Artemchuk, Volodymyr Iatsyshyn, Anna Popov, O Valeriia, Kovach 

Andri, Iatsyshyn Romanenko, Y Radchenko, O. (2021). The use of online coding 

platforms as additional distance tools in programming education. Journal of Physics: 

Conference Series. 1840. 012029. 10.1088/1742-6596/1840/1/012029. 

[16] Piteira, M. P., Costa, C. J. and Aparicio, M. (2018). Computer Programming 

Learning: How to Apply Gamification on Online Courses? Journal of Information 

Systems Engineering Management, 3(2), 11. https://doi.org/10.20897/jisem.201811 

[17] van Roy, Rob Deterding, Sebastian Zaman, Bieke. (2018). Uses and Gratifications of 

Initiating Use of Gamifed Learning Platforms. 10.1145/3170427.3188458. 

[18] Liu, Zi-Yu Lomovtseva, Natalya Korobeynikova, Elena. (2020). Online Learning 

Platforms: Reconstructing Modern Higher Education. International Journal of 

Emerging Technologies in Learning (iJET). 15. 4. 10.3991/ijet.v15i13.14645. 

[19] Z. Zou, Y. Zhang, J. Li, X. Hei, Y. Du and D. Wu, ”EasyHPC: An online 

programming platform for learning high performance computing,” 2017 IEEE 6th 

International Conference on Teaching, Assessment, and Learning for Engineering 

(TALE), Hong Kong, China, 2017, pp. 432-435, doi: 10.1109/TALE.2017.8252374. 

[20] A. Dakkak, C. Pearson and W. -M. Hwu, ”WebGPU: A Scalable Online Development 

Platform for GPU Programming Courses,” 2016 IEEE International Parallel and 

Distributed Processing Symposium Workshops (IPDPSW), Chicago, IL, USA, 2016, 

pp. 942-949, doi: 10.1109/IPDPSW.2016.63. 

[21] Children’s coding experiences in a block-based coding environment: a usability study 

on code.org Education and Information Technologies, 2023, Kaan Dilmen, Serhat 

Bahadır Kert, Tuba Ugras¸ ˘ 

[22] Liu, Ruixue Shi, Changdi. (2018). Exploring different types of interaction on 

collaborative learning in online platforms. International Journal of Innovation and 

Learning. 23. 386. 10.1504/IJIL.2018.10011972. 

[23] Curtis, David Lawson, Michael. (2001). Exploring collaborative online learning. J 

Asynchron Learn Netw. 5. 10.24059/olj.v5i1.1885. 

[24] Horvath, Benedek Horvath, ´ Akos Wimmer, Manuel. (2020). Towards ´ the next 

generation of reactive model transformations on low-code platforms: three research 

lines. 1-10. 10.1145/3417990.3420199. 

[25] Derisma, Derisma. (2020). Paper-The Usability Analysis Online Learning Site for 

Supporting Computer programming Course. . . The Usability Analysis Online 

Learning Site for Supporting Computer programming Course Using System Usability 

Scale (SUS) in a University. International Journal of Interactive Mobile Technologies 

(iJIM). 14. 14. 10.3991/ijim.v14i09.13123. 

[26] Lambic, Dragan oric, Biljana Ivaki ´ c, Sa ´ sa. (2020). Investigating the ˇ effect of the 

use of code.org on younger elementary school students’ attitudes towards 

programming. Behaviour Information Technology. 40. 1-12. 

10.1080/0144929X.2020.1781931. 

[27] Mumcu, Suheda Yavuz Mumcu, Hayal C¸ akıroglu, ˘ Unal. (2020). Use of ¨ 

https://doi.org/10.20897/jisem.201811


  

 

Interional Journal of Aquatic Science  

ISSN: 2008-8019 

Vol 14, Issue 01, 2023 
 

 

422 

Arithmetic Operation Skills in Block Based Programming Environments: A 

Comparative Case Study. Journal of Computer and Education Research. 8. 404-427. 

[28] Tan, J.; Goyal, S.B.; Singh Rajawat, A.; Jan, T.; Azizi, N.; Prasad, M. Anti-

Counterfeiting and Traceability Consensus Algorithm Based on Weightage to 

Contributors in a Food Supply Chain of Industry 4.0. Sustainability 2023, 15, 7855. 

https://doi.org/10.3390/su15107855 

[29] Rajawat, A.S. et al. (2023). Real-Time Driver Sleepiness Detection and Classification 

Using Fusion Deep Learning Algorithm. In: Singh, Y., Singh, P.K., Kolekar, M.H., Kar, 

A.K., Gonçalves, P.J.S. (eds) Proceedings of International Conference on Recent 

Innovations in Computing. Lecture Notes in Electrical Engineering, vol 1001. Springer, 

Singapore. https://doi.org/10.1007/978-981-19-9876-8_34. 

[30] Rajawat, A.S.; Goyal, S.B.; Bedi, P.; Verma, C.; Ionete, E.I.; Raboaca, M.S. 5G-

Enabled Cyber-Physical Systems for Smart Transportation Using Blockchain 

Technology. Mathematics 2023, 11, 679. https://doi.org/10.3390/math11030679 

[31] Rajawat, A.S.; Goyal, S.B.; Chauhan, C.; Bedi, P.; Prasad, M.; Jan, T. Cognitive 

Adaptive Systems for Industrial Internet of Things Using Reinforcement Algorithm. 

Electronics 2023, 12, 217. https://doi.org/10.3390/electronics12010217. 

[32] Nagaraj, S.; Kathole, A.B.; Arya, L.; Tyagi, N.; Goyal, S.B.; Rajawat, A.S.; Raboaca, 

M.S.; Mihaltan, T.C.; Verma, C.; Suciu, G. Improved Secure Encryption with Energy 

Optimization Using Random Permutation Pseudo Algorithm Based on Internet of Thing 

in Wireless Sensor Networks. Energies 2023, 16, 8. 

https://doi.org/10.3390/en16010008. 

[33] R. S. Chouhan et al., "Experimental Analysis for Position Estimation using Trilateration 

and RSSI in Industry 4.0," 2022 11th International Conference on System Modeling & 

Advancement in Research Trends (SMART), Moradabad, India, 2022, pp. 904-908, 

doi: 10.1109/SMART55829.2022.10047276. 

[34] Rajawat, A.S. et al. (2023). Real-Time Driver Sleepiness Detection and Classification 

Using Fusion Deep Learning Algorithm. In: Singh, Y., Singh, P.K., Kolekar, M.H., Kar, 

A.K., Gonçalves, P.J.S. (eds) Proceedings of International Conference on Recent 

Innovations in Computing. Lecture Notes in Electrical Engineering, vol 1001. Springer, 

Singapore. https://doi.org/10.1007/978-981-19-9876-8_34 

[35] S. Rajawat, S. B. Goyal, P. Bedi, N. B. Constantin, M. S. Raboaca and C. Verma, 

"Cyber-Physical System for Industrial Automation Using Quantum Deep Learning," 

2022 11th International Conference on System Modeling & Advancement in Research 

Trends (SMART), Moradabad, India, 2022, pp. 897-903, doi: 

10.1109/SMART55829.2022.10047730. 

[36] S. Rajawat et al., "Security Analysis for Threats to Patient Data in the Medical Internet 

of Things," 2022 11th International Conference on System Modeling & Advancement 

in Research Trends (SMART), Moradabad, India, 2022, pp. 248-253, doi: 

10.1109/SMART55829.2022.10047322. 

[37] P. Pant et al., "Using Machine Learning for Industry 5.0 Efficiency Prediction Based on 

Security and Proposing Models to Enhance Efficiency," 2022 11th International 

Conference on System Modeling & Advancement in Research Trends (SMART), 

Moradabad, India, 2022, pp. 909-914, doi: 10.1109/SMART55829.2022.10047387. 

[38] P. Pant et al., "AI based Technologies for International Space Station and Space Data," 

2022 11th International Conference on System Modeling & Advancement in Research 

Trends (SMART), Moradabad, India, 2022, pp. 19-25, doi: 

10.1109/SMART55829.2022.10046956 

https://doi.org/10.3390/su15107855
https://doi.org/10.1007/978-981-19-9876-8_34
https://doi.org/10.3390/math11030679
https://doi.org/10.3390/electronics12010217
https://doi.org/10.3390/en16010008
https://doi.org/10.1007/978-981-19-9876-8_34


  

 

Interional Journal of Aquatic Science  

ISSN: 2008-8019 

Vol 14, Issue 01, 2023 
 

 

423 

[39] Rajawat, A.S.; Goyal, S.B.; Bedi, P.; Simoff, S.; Jan, T.; Prasad, M. Smart Scalable 

ML-Blockchain Framework for Large-Scale Clinical Information Sharing. Appl. Sci. 

2022, 12, 10795. https://doi.org/10.3390/app122110795. 

[40] S. Rajawat et al., "Visual Cryptography and Blockchain for Protecting Against Phishing 

Attacks on Electronic Voting Systems," 2022 International Conference and Exposition 

on Electrical And Power Engineering (EPE), Iasi, Romania, 2022, pp. 663-666, doi: 

10.1109/EPE56121.2022.9959765. 

[41] S. Rajawat et al., "Electrical Fault Detection for Industry 4.0 using Fusion deep 

Learning Algorithm," 2022 International Conference and Exposition on Electrical And 

Power Engineering (EPE), Iasi, Romania, 2022, pp. 658-662, doi: 

10.1109/EPE56121.2022.9959762. 

[42] Rajawat, Anand Singh and Chauhan, Chetan and Goyal, S B and Bhaladhare, Pawan R 

and Rout, Dillip and Gaidhani, Abhay R, Utilization Of Renewable Energy For 

Industrial Applications Using Quantum Computing (August 11, 2022). Available at 

SSRN: https://ssrn.com/abstract=4187814 or http://dx.doi.org/10.2139/ssrn.4187814 

[43] Anand Singh Rajawat, Pradeep Bedi, S. B. Goyal, Sandeep Kautish, Zhang Xihua, 

Hanan Aljuaid, Ali Wagdy Mohamed, "Dark Web Data Classification Using Neural 

Network", Computational Intelligence and Neuroscience, vol. 2022, Article ID 

8393318, 11 pages, 2022. https://doi.org/10.1155/2022/8393318. 

[44] Piyush Pant, Anand Singh Rajawat, S.B. Goyal, Pradeep Bedi, Chaman Verma, Maria 

Simona Raboaca, Florentina Magda Enescu, Authentication and Authorization in 

Modern Web Apps for Data Security Using Nodejs and Role of Dark Web, Procedia 

Computer Science, Volume 215, 2022, Pages 781-790, ISSN 1877-0509, 

https://doi.org/10.1016/j.procs.2022.12.080. 

[45] Robin Singh Chouhan, Anand Singh Rajawat, SB Goyal, Pradeep Bedi ,  AI-Enabled 

Augmented Reality-Based Shared Collaborative Experience, Book AI-Enabled 

Multiple-Criteria Decision-Making Approaches for Healthcare Management Pages 85-

96 Publisher IGI Global. 

[46] Anand Singh Rajawat, Pradeep Bedi, S. B. Goyal, Piyush Kumar Shukla, Atef Zaguia, 

Aakriti Jain, Mohammad Monirujjaman Khan, "Reformist Framework for Improving 

Human Security for Mobile Robots in Industry 4.0", Mobile Information Systems, vol. 

2021, Article ID 4744220, 10 pages, 2021. https://doi.org/10.1155/2021/4744220 

[47] S. Srivastava and R. Kumar, "Indirect method to measure software quality using CK-

OO suite," 2013 International Conference on Intelligent Systems and Signal Processing 

(ISSP), 2013, pp. 47-51, doi: 10.1109/ISSP.2013.6526872. 

[48] Ram Kumar, Gunja Varshney , Tourism Crisis Evaluation Using Fuzzy Artificial 

Neural network, International Journal of Soft Computing and Engineering (IJSCE) 

ISSN: 2231-2307, Volume-1, Issue-NCAI2011, June 2011 

[49] Ram Kumar, Jasvinder Pal Singh, Gaurav Srivastava, “A Survey Paper on Altered 

Fingerprint Identification & Classification” International Journal of Electronics 

Communication and Computer Engineering Volume 3, Issue 5, ISSN (Online): 2249–

071X, ISSN (Print): 2278– 4209 

[50] Kumar, R., Singh, J.P., Srivastava, G. (2014). Altered Fingerprint Identification and 

Classification Using SP Detection and Fuzzy Classification. In: , et al. Proceedings of 

the Second International Conference on Soft Computing for Problem Solving (SocProS 

2012), December 28-30, 2012. Advances in Intelligent Systems and Computing, vol 

236. Springer, New Delhi. https://doi.org/10.1007/978-81-322-1602-5_139 

https://doi.org/10.3390/app122110795
http://dx.doi.org/10.2139/ssrn.4187814
https://doi.org/10.1155/2022/8393318
https://doi.org/10.1016/j.procs.2022.12.080
https://doi.org/10.1155/2021/4744220


  

 

Interional Journal of Aquatic Science  

ISSN: 2008-8019 

Vol 14, Issue 01, 2023 
 

 

424 

[51] Gite S.N, Dharmadhikari D.D, Ram Kumar,” Educational Decision Making Based On 

GIS” International Journal of Recent Technology and Engineering (IJRTE) ISSN: 

2277-3878, Volume-1, Issue-1, April 2012. 

[52] Ram Kumar, Sarvesh Kumar, Kolte V. S.,” A Model for Intrusion Detection Based on 

Undefined Distance”, International Journal of Soft Computing and Engineering (IJSCE) 

ISSN: 2231-2307, Volume-1 Issue-5, November 2011 

[53] Vibhor Mahajan, Ashutosh Dwivedi, Sairaj Kulkarni,Md Abdullah Ali, Ram Kumar 

Solanki,” Face Mask Detection Using Machine Learning”, International Research 

Journal of Modernization in Engineering Technology and Science, 

Volume:04/Issue:05/May-2022 

[54] Kumar, Ram and Sonaje, Vaibhav P and Jadhav, Vandana and Kolpyakwar, Anirudha 

Anil and Ranjan, Mritunjay K and Solunke, Hiralal and Ghonge, Mangesh and Ghonge, 

Mangesh, Internet Of Things Security For Industrial Applications Using Computational 

Intelligence (August 11, 2022). Available at SSRN: https://ssrn.com/abstract=4187998 

or http://dx.doi.org/10.2139/ssrn.4187998 

[55] Kumar, Ram and Aher, Pushpalata and Zope, Sharmila and Patil, Nisha and Taskar, 

Avinash and Kale, Sunil M and Gadekar, Amit R, Intelligent Chat-Bot Using AI for 

Medical Care (August 11, 2022). Available at SSRN: 

https://ssrn.com/abstract=4187948 or http://dx.doi.org/10.2139/ssrn.4187948 

[56] Kumar, Ram and Patil, Manoj, Improved the Image Enhancement Using Filtering and 

Wavelet Transformation Methodologies (July 22, 2022). Available at SSRN: 

https://ssrn.com/abstract=4182372 

[57] Ram Kumar, Manoj Eknath Patil ,” Improved the Image Enhancement Using Filtering 

and Wavelet Transformation Methodologies”, Turkish Journal of Computer and 

Mathematics Education ,Vol.13 No.3(2022), 987-993. 

[58] Ram Kumar, Jasvinder Pal Singh, Gaurav Srivastava, “A Survey Paper on Altered 

Fingerprint Identification & Classification” International Journal of Electronics 

Communication and Computer Engineering ,Volume 3, Issue 5, ISSN (Online): 2249–

071X, ISSN (Print): 2278–4209. 

[59] Chetna kwatra, Bukya Mohan Babu, M.Praveen, Dr T.Sampath Kumar, Ram Kumar 

Solanki ,Dr A V R Mayuri. (2023). Modified Cnn Based Heart Disease Detection 

Integrated With Iot. Journal of Pharmaceutical Negative Results, 993–1001. 

https://doi.org/10.47750/pnr.2023.14.S02.120 

[60] Solanki, R. K., Rajawat, A. S., Gadekar, A. R., & Patil, M. E. (2023). Building a 

Conversational Chatbot Using Machine Learning: Towards a More Intelligent 

Healthcare Application. In M. Garcia, M. Lopez Cabrera, & R. de Almeida (Eds.), 

Handbook of Research on Instructional Technologies in Health Education and Allied 

Disciplines (pp. 285-309). IGI Global. https://doi.org/10.4018/978-1-6684-7164-

7.ch013  

[61] S. B. Goyal, A. S. Rajawat, R. K. Solanki, M. A. Majmi Zaaba and Z. A. Long, 

"Integrating AI With Cyber Security for Smart Industry 4.0 Application," 2023 

International Conference on Inventive Computation Technologies (ICICT), Lalitpur, 

Nepal, 2023, pp. 1223-1232, doi: 10.1109/ICICT57646.2023.10134374. 

[62] Pardeshi, D., Rawat, P., Raj, A., Gadbail, P., Solanki, R. K., & Bhaladhare, D. P. R. 

(2023). Efficient Approach for Detecting Cardiovascular Disease Using Machine 

Learning. Int. J. of Aquatic Science, 14(1), 308-321 



  

 

Interional Journal of Aquatic Science  

ISSN: 2008-8019 

Vol 14, Issue 01, 2023 
 

 

425 

[63] Patle, S., Pal, S., Patil, S., Negi, S., Rout, D. D., & Solanki, D. R. K. (2023). Sun-Link 

Web Portal for Management for Sun Transportation. Int. J. of Aquatic Science, 14(1), 

299-307. 

[64] Sayyed, T., Kodwani, S., Dodake, K., Adhayage, M., Solanki, R. K., & Bhaladhare, P. 

R. B. (2023). Intrusion Detection System. Int. J. of Aquatic Science, 14(1), 288-298. 

[65] Gupta, A., Sevak, H., Gupta, H., & Solanki, R. K. (2023). Swiggy Genie Clone 

Application. Int. J. of Aquatic Science, 14(1), 280-287. 

[66] Khode, K., Buwa, A., Borole, A., Gajbhiye, H., Gadekar, D. A., & Solanki, D. R. K. 

(2023). Live Stock Market Prediction Model Using Artificial Neural Network. Int. J. of 

Aquatic Science, 14(1), 333-340. 

[67] hire, S., Gorhe, S., Palod, T., Khalkar, A., Chauhan, D., & Solanki, D. K. (2023). First 

Copy Logo Detection System. Int. J. of Aquatic Science, 14(1), 322-332.   


