Learning path dashboard for enhancing skills

ABSTRACT
· Background: For a much simplified and initial solution, input (publication record) can also be provided in a consolidated single .bibtex file. However, it is desirable to provide input as an excel sheet, as mentioned earlier. 
· Description: The proposed solution should be able. Instructor shall have educational resources files in different formats like pdf, word, etc. and hyper-links of relevant academic literature Expected solutions: The desired solution is required to: -Learning dashboard showing different reading statistics like reading time of a particular topic.
· Total finishing time of a particular skill. -The instructor should be able to easily create a learning path along with incorporating learning resources, as mentioned ""inputs."" including videos. -Progress made by the learner should be continuously updated. -The desired solution must follow UX principles






CHAPTER-1
INTRODUCTION

· This paper discusses the implementation and evaluation of a Learning Analytics (LA) intervention, which resulted in a student dashboard that provided 1406 first-year STEM (Science, Technology, Engineering, and Mathematics) students at the University of Leuven with actionable feedback on their learning skills. 
· The study is an attempt to bridge the gap between LA research and the daily practice of supporting students in their first year of higher education. LA research is rigorous, open to scientific scrutiny, but studies are often limited to smaller groups of students or course settings favorable to the experiment.
·  Massive Open Online Courses (MOOC’s) and other born-digital forms of e-learning are attractive producers of data. Applying LA to the traditional context of higher education is challenging, as many interactions and learning activities are face-to-face, offline, and difficult to capture digitally. 
· Therefore, the search for available digital traces to support personalized, actionable feedback to larger groups of students is of particular interest.
· The digital traces used in the dashboard discussed in this paper build on the work of educational scientists related to the assessment and development of learning skills. 
· More specifically, the experiment uses data gathered from the Learning and Study Strategies Inventory (LASSI), a questionnaire measuring learning skills [16].








CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· The research consists of two phases: the Prototype creation phase and the Evaluation phase. The Prototype creation phase employs User Experience methods to determine which features a dashboard designed for boot camps should include and then proceeds to create an interactive prototype. 
· This prototype will simulate the passage of time from the beginning of the boot camp until graduation day to allow users to experience how it provides feedback about their progress. 
· The Evaluation phase will test the prototype with design experts and boot camp students. The former will help iron out common design mistakes. The latter will provide feedback on the educational benefits based on their experience from boot camps run by Novare Potential. Novare Potential is a recruitment company focused on newly arrived immigrants. 
· The company expanded into IT recruitment five years ago due to the increasing demand for IT skills in the Swedish workplace. In 2021, it opened its first boot camp course focused on frontend development, and the following year it opened a second course focused on backend development.
·  Novare Potential would like to explore the possibility of developing and integrating these findings to use them in future iterations of their boot camps.



2.1.1 DRAWBACKS OF EXISTING SYSTEM ARE 
· Information Overload: A dashboard with too much information can overwhelm users, making it difficult for them to focus on specific learning goals.
· Generic Learning Paths: If the dashboard offers standardized learning paths, it may not meet individual users' unique learning needs, preferences, or career aspirations.
· Self-Directed Learning Struggles: Users who are not intrinsically motivated may find it difficult to stay engaged with a self-directed learning path.
· Development and Maintenance Costs: Creating and maintaining a comprehensive learning path dashboard can be resource-intensive, requiring time, effort, and funding.
· Platform Limitations: Technical difficulties, such as slow loading times or compatibility issues, can hinder the user experience and discourage learning.




2.2. PROPOSED SYSTEM

· This dashboard will offer a user-friendly interface that allows individuals to set specific learning goals and customize their educational journey based on their interests, career aspirations, and current skill levels. 
· The system will feature various modules encompassing essential competencies, such as communication, critical thinking, leadership, and technical skills tailored to specific industries.
·  Each module will include diverse learning formats, including interactive courses, videos, articles, and hands-on projects, ensuring engagement and catering to different learning styles.
· Additionally, the dashboard will integrate assessment tools to track progress through quizzes, self-assessments, and peer reviews, providing immediate feedback and insights into learners’ strengths and areas for improvement.
·  To promote continuous learning, the system will incorporate resources for ongoing education, such as webinars, podcasts, and access to expert articles, along with a dedicated section for career development that includes resume writing tips and interview preparation.


2.2.1. ADVANTAGES OF PROPOSED SYSTEM

· Clear Roadmaps: A learning path dashboard provides a clear and organized framework for learners, outlining specific skills and knowledge areas to focus on
· Tailored Paths: The dashboard can offer personalized learning paths based on individual interests, career goals, and skill levels, ensuring relevance and engagement.
· Centralized Resources: A dashboard consolidates various learning materials, such as courses, articles, videos, and exercises, making it easy for users to find what they need.
· Goal Setting: Users can set specific goals and milestones within the dashboard, which can boost motivation and commitment to learning.
· identifying Gaps: The dashboard can help users identify skill gaps by comparing their current skills against required competencies, guiding them to targeted learning opportunities





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










2.5 MODULE DESCRIPTION
· Introduction to Skills Development
· Core Competencies Modules
· Soft Skills Development
· Industry-Specific Skills


Introduction to Skills Development
· Overview of Skill Enhancement: Understanding the importance of continuous learning and skill development.
· Goal Setting: Setting personal and professional learning objectives.
· Assessing Current Skills: Self-assessment tools to identify strengths and weaknesses.

Core Competencies Modules
· Communication Skills
· Verbal and Non-verbal Communication
· Active Listening Techniques
· Written Communication and Professional Emails
· Critical Thinking and Problem-Solving
· Analytical Thinking
· Creative Problem-Solving Techniques
· Decision-Making Processes
· Leadership and Management
· Leadership Styles and Theories
· Team Dynamics and Motivation
· Conflict Resolution Strategies


Soft Skills Development
· Emotional Intelligence
· Understanding Emotions and Their Impact
· Building Empathy and Relationship Management
· Time Management
· Prioritization Techniques
· Effective Scheduling and Planning
· Adaptability and Resilience
· Embracing Change
· Stress Management Techniques


Industry-Specific Skills
· Sector-Specific Knowledge: Tailored modules for different industries such as:
· Marketing (Digital Marketing Strategies, SEO)
· Finance (Financial Analysis, Investment Strategies)
· Healthcare (Patient Care, Health Informatics)
· Information Technology (Cybersecurity Fundamentals, Cloud Computing)






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 
CONCLUSION
· In this paper we presented a dashboard to provide actionable feedback on learning skills to students. Our aims were to study the feasibility of deploying such dashboards in a scalable way, to assess the potential of available data and to collect feedback and metrics about utilization, usability and perceived usefulness. Below, we discuss the results from this study with respect to these aims. 
· One of the objectives was to explore LA applications that are scalable and widely applicable. The dashboard demonstrates this ability, as it based on data that is already available in digital format within a typical higher-education institution (grades) or can easily become available (LASSI questionnaires). This data however, was not yet being fed back to students in a direct, coherent, and personalized way. 
· From a technical perspective, we have chosen to avoid to reinvent the wheel and to rely on existing IT services within the organization when possible. 
· We believe that this increases the acceptability of the solution. Potential scalability issues were avoided by keeping the transactional load limited by preparing most of the data in advance, while deferring the processing of event data until after the peak utilization. 


