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ABSTRACT
For lecturers who are used to presenting face-to-face, facilitating online classes through a virtual classroom interface proposes several new challenges. At the same time the affordances of the media offer many opportunities to improve the quality of students’ learning. This paper outlines the pedagogical lessons derived from convening a first year introductory programming unit through a series of twelve, two-hour online classes. General virtual classroom strategies as well as those particular to computer science are described. Approaches to developing students’ virtual classroom competencies, approaches to groupwork, and the implications of virtual classrooms for professional development and research are also discussed.



        	


                            
                          CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· The artificial division between lecture, tutorial and laboratory class need no longer exist; conceptual presentations and practical demonstrations can be woven together seamlessly. 
· It seems that this is hope for both teachers and learners to overcome all the problems existing in the traditional cleanroom and many people even are trying to use as much as virtual technology as possible in the real campus. 
· Although the technology for anonymous polling could also exist in a typical classroom, this requires equipment not commonly available, while it is common in all virtual classroom environments. 
· This is typical when technology is introduced in a practice which exists for many years. 
2.1.1 DRAWBACKS OF EXISTING SYSTEM  : 
· In a virtual classroom the ability to model programming skills using the screen sharing facility is available at all times. 
· ‘Expert modeling’  allows computer science educators to impart attitudes, thought processes, problem solving techniques, and a whole range of other underlying skills that are not made explicit or at least not embedded in their context when other methods of teaching are employed.
· Developing student’s virtual classroom competencies not only improves their capacity to learn in the short term, but also develops generic online skills in negotiate meaning, sharing information, and collaborative problem solve online. 
2.2. PROPOSED SYSTEM 
· We propose a theoretical model of teaching skills to enhance student engagement in a VC setting.
· As part of their responsibilities, one peer had to review the allocated student’s presentation and the notes before the actual activity and also the peer was to propose three questions to be discussed after the presentation.
· Goal-driven evaluation is consistent with this learning approach, which is based on the fulfilment of learning objectives by means of the proposed activities and exercises.
· Engagement is not something inner and static, but open to modifications as an effect of social relationships, the formative environment and the proposed tasks.
2.2.1. ADVANTAGES OF PROPOSED SYSTEM
· Presenters can take advantage of the fact that there is no interference between text chat and their audio broadcast to receive feedback and questions from the class while they are presenting. 
· As such, careful consideration is required to choose the mode of course delivery that promotes greatest cognitive efficiency. 
· Permission to make digital or hard copies of all or part of this work for personal or classroom use is granted without fee provided that copies are not made or distributed for profit or commercial advantage and that copies bear this notice and the full citation on the first page.
· This “dual coding” tactic has the added advantages of providing a marker in the text chat archive for the particular concept being addressed, allowing students to process discourse at their own pace, and catering to both textual and auditory learning styles.
Literature Survey:
	             TITLE
	            AUTHORS
	     DESCRIPTION

	The Impact of Virtual Classroom Laboratories in Computer Science Education
	Bower, M., and Richards, D. 
	In order to gauge the pedagogical implications of conducting Computer Science practical sessions remotely, the Division of ICS at Macquarie University conducted a formal experiment using a virtual classroom environment called Macromedia Breeze Live. 

	Differences in approaches to learning: An overview
	Bransford, J. D., Stein, B. S., Vye, N. J., Franks, J. J., Auble, P. M., Mezynski, K. J., and Perfetto, G. A., 
	While dealing with various approaches, you will study the elements of behaviouristic, cognitive and humanistic approach to learning that have emerged in recent years.

	Dual coding theory and education
	Clark, J. M., and Paivio, A., 
	Dual coding theory (DCT) explains human behavior and experience in terms of dynamic associative processes that operate on a rich network of modality-specific verbal and nonverbal (or imagery) representations.

	Cognitive Efficiency: Toward a Revised Theory of Media
	Cobb, T., 
	Media and learning can then be reconnected in limited ways that do not compromise any of Clark's main points, and doing this will bring media work into line with current research into the role of surface information codes.



2.3 FEASIBILITY STUDY
The feasibility Analysis is an analytical program through project manager determines the project success ratio and through feasibility study project manager able to see either project. The key considerations involved in the feasibility analysis are:
· Economic Feasibility
· Technical Feasibility
· Operational Feasibility
· Environmental Feasibility
2.3.1 ECONOMICAL FEASIBILITY
Hence this project is economically feasible there is no need to involve any cost for this project. 
2.3.2 TECHNICAL FEASIBILITY
Software Technologies used are PHP and MySql. In the educational institutions, it is possible to update the system in future. No special hardware is required for the purpose of using this system. Hence it is declared that this project is technically feasible.
2.3.3 OPERATIONAL FEASIBILITY
As the admin work mainly to maintain the Patient and Doctor .Doctor will predict patient cancer disease. Hence it is easy to operate with training. Therefore it is operationally feasible for implementation.
2.3.4 ENVIRONMENTAL FEASIBILITY
This project environment is correct as a admin has developed this system and no expenditure is involved under any head and this process is part of admin document management, this project environment is accessible.   

2.4 SYSTEM REQUIREMENTS
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse	: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard

2.4.1 HARDWARE REQUIREMENTS
             The Hardware of the computer consists of physical component such as Input Devices, Storage Devices, Processing & Control units and Output Devices.  Computer includes external storage unit to store data in programs.
           The Hardware Configuration involved in this project
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse 		: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard


2.4.2 SOFTWARE REQUIREMENTS 
 	Software is a group of programs that computers need to do a particular task.  It is an essential requirement of Computer System. The Software used to develop the project is
· Operating System	: Windows XP.
· Platform		: DOT NET TECHNOLOGY
· Front End		: ASP.Net 3.5
· Back End		: SQL SERVER 2005
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CHAPTER 4
TESTING AND IMPLEMENTATION

0. TESTING
 Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one.

 4.1.1Unit Testing
	Unit testing comprises the set of tests performed by an individual programmer prior to integration of the unit into a larger system. The module interface is tested to ensure that information properly flows into and out of the program unit. The local data structure is examined to ensure that data stored temporarily maintains its integrity during all steps in an algorithm’s execution. Boundary conditions are tested to ensure that the module operates properly at boundaries established to limit or restrict processing. All independent paths through the control structure are tested. All error-handling paths are tested.

4.1.2 Block Box Testing
Black-box testing is a method of software testing that examines the functionality of an application without peering into its internal structures or workings. This method of test can be applied virtually to every level of software testing: unit, integration, system and acceptance. It is sometimes referred to as specification-based testing.




4.2 SYSTEM IMPLEMENTATION
Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one. 

















                               CHAPTER 5
CONCLUSION:
    The good news is that the general principles underlying effective online teaching appear to be primarily the same as those for delivering face-to-face. Educators still need to design appropriately pitched tasks with suitable sequence and scope, execute a well timed delivery, provide appropriate motivation, facilitate interaction and so on. However, the way in which those principles are implemented in a virtual classroom is entirely different, due to the affordances and limitations of the medium. Academics who wish to deliver computer science education online require a new set of technical skills and an appreciation of the mechanics of virtual classrooms in order to implement pedagogy successfully. It is hoped that by sharing the experiences and knowledge gained through teaching introductory programming through a virtual classroom interface that other academics presented with a similar task in the future may deliver more effective educational experiences to their students. 
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