DESIGN AND IMPLEMENTATION OF ONLINE TUTORIAL ON FISH FARMING AND PRODUCTION

ABSTRACT

The tremendous impact of electronic technology (like computer and computer embedded devices, computer networking, artificial intelligence, multimedia among others) on the human psychological capabilities productivity, intellectuality and other human related activities are very obvious. The quest and virtual implementation of computer in all the fields of human endeavor increases with its inevitable impact, these impacts are on its increase due to the need for high quality and timely response. Therefore, this project titled, “Design and implementation of online tutorial on fish farming and production”, is aimed at exploring and incorporating some of these sophisticated technologies for the development of electronic tutorial materials. This work examines and explains the step-by-step procedure for accomplishing the development of the proposed software products, the attainment of the goals and necessary requirement for their implementation. It considers and discusses the impact of the proposed products on the targeted end-users. This project is implemented using HTML, Php, Apache, and SQL Server for the online learning platform tutorial application package, and an E-book.

CHAPTER ONE

1.0 INTRODUCTION


Pisciculture, which is also known as fish farming, is the most common type of aquaculture, whereas mariculture refers to other types of farming. Fish farming is the process of cultivating fish for commercial purposes in pens or tanks, typically for consumption. A fish hatchery is a type of facility that, in general, is used to refer to any establishment that raises juvenile fish in captivity for the purpose of releasing them into the wild for the purpose of recreational fishing or to supplement the natural population of a particular species. Carp, salmon, tilapia, and catfish are the four kinds of farmed fish that are considered to have the largest economic significance worldwide (Cann, 2022). The commercial fishing business in Nigeria can be broken down into three primary subsectors: artisanal, industrial, and aquaculture fishing. Awareness on the potential for aquaculture to add to the country's domestic fish output has been steadily growing across the country (Chute, & Sayyers, 2022). This is a direct result of the pressing requirement to ensure adequate supplies of fish for both domestic production and export. Tilapia species, Heterobranchus bodorsalis species, Clarias gariepinus species, Mugie species, Chrysichthys nigrodigitatus species, Heterotis niloticus species, Ophiocephalus obscure species, Cyprinus carpio species, and Megalospp species are all examples of fish that are commonly cultivated. Fish farming takes place in confined spaces such as tanks and ponds. There is a contribution of between 0.5 and 1 percent to Nigeria's domestic fish production made by the aquaculture sub industry (Cann, 2022). The world's population is growing at an alarming rate, which has led to a significant spike in the need for proteins derived from animals (which is essentially higher in quality than plant protein). The average daily consumption of protein in Nigeria, which comes to roughly 19.38 grammes per output per day, is quite low and falls well short of the FAO recommendation of 65 grammes per output per day. In a developing country like Nigeria, where hunger and starvation are the primary challenges confronted by millions of people who live in rural areas, meeting the nutritional requirements is extremely important. The low protein intake of Nigerians is indicative of a lack of high-quality protein meals in their diet, which explains why the protein intake is so low. It is estimated that 1.56267 metric tonnes of tabor will be used (1990).
1.1
BACKGROUND OF THE STUDY


One of the most important activities that humans engage in is learning, which calls for a combination of focused attention and active participation, a comprehensive and unmistakable comprehension of the information that has been presented or discussed, strong communication abilities and strategies, appealing learning qualities such as colourful pictorial presentations of information, and a variety of other attributes. In spite of this, every non-learning procedure is regarded as successful (Chute, & Sayyers, 2022). Effective could be assumed to have been achieved if approximately one hundred percent (100%), of the population lectured assimilate the knowledge and/or ideas across; this is quite different when the population size of the population is very high and there is the existence of certain un-conducive learning conditions such as noise, poor ventilation, and extreme temperatures.

The advancements that have been made in the field of computing through the creation of advanced hardware, software, and other technologies could be utilised for the purpose of providing a solution to the problem (Chute, & Sayyers, 2022). Exploring the powerful capabilities of multimedia and implementing it on teaching and learning processes through the production of learning material and products such as e-books, computer assisted learning (CAI), computer aided instruction (CAT), computer based training (CBT), and internet based training, amongst other examples, would go a long way toward improving the advancement of the students' practical and theoretical knowledge. A student can easily assimilate such knowledge (even in the absence of a teacher and the required physical environment) through repetitive accessing of the e-learning materials and following the animated instructions that are contained therein. The high quality content value of the e-learning products and the captivating multimedia features embedded in them make this possible (Walen, & Wright 2022). 

1.2
STATEMENT OF THE PROBLEM

Deficiency of Technical Knowledge: Start output before knowing what operationsoptions are available or how you can farm fish.

Poor Investment Plan: Several farmers assume that to become commercial fish farmer one have to have several large ponds. Consequently,they construct many ponds at a time, which constrains their earnings. Because of this,some farmers require a while to start output or may only afford to get started production in one pond after all the investment.

Don't employ the right people.Entrepreneurs employ the right people who are qualified for a selected job. Hiring family members who have minimal desire to learn proper fish farming techniques is a liability because most people find it difficult to dismiss them even after they have become apparent that they are the real reason for the poor performance from the fish farm.

1.3
OBJECTIVES OF THE STUDY


This project is aimed at implementing e-learning tutorial through the development of a web site expected to be published over the internet, a CAL application package that will be installed in a computer, and on e-book in portal document format (PDF); this is to provide different remedy platforms for the shortcoming found in the training, production and development of fish farming in our nation.

Focusing on the above, the objectives of the study are to develop e-learning tutorial applications that are capable of:

I.
providing coherent instruction for the selected section of learning 

II.
Provide a media training on the selected section.

III.
Encouraging individual in different geo-graphical location who wish to start up a fish farming and production, but with no knowledge of it as it will bring to their door step a video tutorial on how to start it up.

IV.
Enhancing the students practical knowledge and broaden their theoretical knowledge.

V.
Creating a more interacting way of learning process.

VI.
Overcoming most factors affecting effecting learning such as noise.

VII.
Accommodation of learner’s unrestricted learning schedule as they can access it any time they wish.

VIII.
Promoting quick assimilation of information.

IX.
Providing accurate and high quality content value.

1.4
SIGNIFICANCE OF THE STUDY

This project uses the combination of multimedia features, little artificial intelligence features, and human –computer interaction principles for the development of a web site for an online and implementation of e-learning tutorial for fish farming and production. These proposed e-learning tutorial avenues are deviations from the traditional learning procedure, and as a result have their main importance as follows:

i.
Effective learning of the subject topic by the individual- the traditional classroom methods have high tendencies of responding to the many factors affecting effecting learning.

But with the adoption of e-learning, these factors may exist with little or no impact on the learner. Hence, this project is focused on developing an online tutorial learning application for fish farming that will be captivating through the provision of different learning platforms and skillful use of multimedia which will lead to the enhancing of effective learning and reduction of teachers teaching work load.

ii.
Cost of learning materials-could be reduced significantly when compared to the cost of traditional learning materials or the cost of conventional instructional system. This is, however, accomplished in this project by providing free access with limited content value to the user.

1.5
SCOPE OF THE STUDY

The proposed online tutorial learning center are targeted for the attainment of effective learning through the use of interactive presentations. In the development of the proposed products, certain security consciousness likes piracy where moderately considered while some security measures like password were implemented. Each of the proposed e-learning-tutorial have different security requirement. 

On the side of the fish farming and production tutorial package, password usage was implemented for discriminating the premium users from the free users. The internet application is designed to have an open unrestricted accessibility; this is to boost content awareness and marketing. 

Its e-book is created in portal document format (PDF) so as to ensure content authenticity and videos.

1.6
LIMITATION AND DELIMITATION OF THE STUDY

Apart from the usual risk and limitation present in every project due to time, scope, quality and financing, a major limitation arises from the gathering of information or data from the concerned individuals with fair and un-bias judgment of the proposed tutorial subject. Many of the individual, especially the expected users, were unwilling to give feedback on the impact of the proposed system on them while some other will prefer to give haphazard information which tantamount dirty data. In addition, the tendency of receiving unfair and bias information and materials (which ranges from reference materials to development support devices) required for actualizing the proposed online tutorial specifications posed a great impediment to the study. Nevertheless, in the attempt to overcome these impediments, the research work of other scholars and practitioners were used in conjunction with the result of my project research evacuation and analysis. This approach is adopted to ensure accurate and good developmental practices

1.7 DEFINITION OF TERMS

Program module – this is made up of one or more program procedure, routine, function, or events that handle a definite task or set of task.

Program procedure – a set of program codes that response to a particular action such as click or could be called for execution from another program procedure depending on its scope.

HTML – this is one of the programming languages which could be used for developing web documents. HTML stands for hypertext markup language. Other languages that could be for web development are XML (Extended Markup Language) and XHTML (Extended Hypertext Markup Language).

Programming language – this is a set of operation of grammatical rules (syntax or protocol) use for written and developing instructional codes given to the computer for task performance.

Interpreter – this is a kind language translator that translates high level programming codes equivalent and at the same time executes the program codes line after line, this is achieved if and only if the line of code is error free.

Compiler – this is a kind of language translator that translates high level programming language code into its low level programming language codes equivalent and makes it executable only if this entire program code is error free.

Media – these are those things, materials or tools used for storing and delivering of information or data. Media can also imply channels, links or materials that convey data or information.

Learning media – learning materials that convey information to a student or from which a student can extract knowledge from. Example, textbooks novels, among others.

Multimedia – as applied to this project, it is media and content that uses a combination of different content forms.

Contents – information and experiences that may provide value for end-user.

CAL – this stands For Computer Assisted Learning. It is an application package that is designed to enable the user learn a particular subject through the provision of tutorial that may or may not companied by questions. CAL is popularly called tutorial software. CAL is very close to CAI and could be used interchangeable, but in some cases, might not mean exactly the same.

CAI – this is an abbreviation of Computer Aided Instruction. It is an application package that is designed  to enable the user learn and/or get acquainted with a specific subject or an aspect of life.CAI, in most cases, is a simulation of real life event or true appearance of the subject for which for the user is to be educated on. Most CAI comes in the form of examination preparatory tutorials like TOEFL (test of English as a foreign language) and safety training tutorials like military combat training. Computer game is not always regarded as a CAI application rather entertainment application software.

APACHE: Apache is the actual web server application that processes and delivers web content to a computer.

MYSQL: Every web application, however simple or complicated, requires a database management system for storing collected data’s from the users.

PHP: PHP stands for hypertext pre-processor. It is a server-side scripting language that powers most of the world’s web sites.

FLASH PLAYER: Due to flash content in the application, it therefore requires adobe flash player to display all the flash content.

TUTORIAL: A tutorial is a method of transferring knowledge and may be used as a part of a learning process. More interactive and specific than a book or a lecture; a tutorial seeks to teach by example and supply the information to complete a certain task.

CHAPTER TWO

LITERATURE OF REVIEW

2.0 INTRODUCTION

This chapter of this project presentation attempts to consider the various opinions of some scholars and practitioners as regards to the development and implementation of e-learning in the educational sector. It considers the challenges faced by the traditional teaching and learning procedure and how to use tutorial learning procedure as a supportive approach to traditional teaching and learning procedure in the acquisition of knowledge and skills. It also reviews the factors affecting effective implementation of e-learning especially in the under developed and the developing countries. Also the benefit of fish farming, problems and challenges, how to start up the business. Finally, it suggested various ways through which the intending factors to the efficient e-learning procedure could be overcome.

2.1 THE REASON FISH FARMERS CRASH IN FISH FARMING

Due to the following reasons listed below, most of those who started fish farming and production ends up to failure are of the following reason.

1. Absolutely no Market: Bad fish farmers begin looking for a market for fish when the sea food are ready for purchase. Meanwhile, because they are usuallystill feeding, the pool attains its maximum running and fish stop growing. The longer the fish stay in the pond after they have got stopped growing, the smaller sized the profit margin two.

2. Poor Farm Siting: Including in a place together with inadequate water supply, bad soils for pond building (e. g. may possibly be rocky), far away coming from markets and/or supplies, and many others.

3. Poor farm in addition to facility design: Pond dikesnot really compacted properly, leak a good deal, may be too low, and consequently construction in addition to maintenance costs become too high while optimum yields will not be achieved. Poor accessibility to ponds, requiring workers to walk across difficult ground to transfer fish coming from pond to vehicle or maybe vice-versa.

4. Don't employ the right people.Entrepreneurs employ the right people who are qualified for a selected job. Hiring family members who have minimal desire to learn proper fish farming techniques is a liability because most people find it difficult to dismiss them even after they have become apparent that they are the real reason for the poor performance from the fish farm.

5. Absentee Owners/Managers: Deal with farms by remote command or telephone. No primary involvement in production in addition to management activities of the particular farm.

6. Irregular in addition to improper feeding: This ranges from complete lack of knowledge about the nutritional requirements and feeding of catfish to attempts at lowering costs by using cheap feeds. Some farmers just will not feed their fish given that they think fish will increase as long as there're in water. They don't realize that like all wildlife, best performance would be obtained if your fish have a well-balanced dietand that the feed must be palatable, easily digestible and does not disintegrate into the water prior to a fish can consume this. Fish should be fed using the correct feed of the particularright quality by a conscientious person who is aware that fish ought to be fed according to providing response. Fish may not invariably feed with the same intensity. They may not want to consume much in bad weather or having a sudden change in temp; fish may also not eat after they are sick.

2.2 BENEFITS OF FISH FARMING

1. Fishery products is by far the most popular animal products in the market, constituting more than 60% of meat products in the Nigerian market.

2. Fish is one of the highest source of protein. Fish is a low-fat high quality protein that is filled with omega-3 fatty acids and vitamins such as D and B2 (riboflavin). Fish is also very rich in calcium and phosphorus and is equally a great source of minerals, such as iron, zinc, iodine, magnesium, and potassium.

3. Fish sells faster than any other animal products in the market and is relatively cheaper than meats, making it the number one choice when it comes to affordability.

4. Fish grows very fast as practices in fish farming makes it possible for farmers to increase the fastness of their fish growth by giving them certain feeds, ensuring that you harvest and sell within short period of time.

5. Fish is the biggest source of Omega-3 fatty acids which is extremely beneficial to human heart; Omega-3 helps to keep our heart and brain very healthy. Since bodies don’t produce Omega-3 fatty acids, the only source through which we can get it is by what we eat, that is where fish comes to the rescue.

6. Fish farming is very profitable. With proper planning and good management, N3 million investment in fish farming could easily result to N4 million of pure profit within six months.

7. Fish farm does not cause any environmental hazard. Unlike poultry farming, you can setup fish farm anywhere, including residential areas. If you have a specious compound, you can easily setup a small fish farm within your backyard without any regulatory precaution.

2.3 RISKS AND CHALLENGES IN FISH FARMING

1. Fish is very sensitive to manage and a slight mistake could result to degenerated growth of your fish or even death which may cause massive revenue loss.

2. Setting up fish farm is capital intensive, much more than that of poultry and snail farm. Setting up fish farm requires more careful planning and much capital 

input. A relatively small fish farm may take up to N500,000 to setup, while bigger ones takes millions of naira.

3. Due to the cost of production, fish produced from the farm is priced higher than those caught from the rivers and ponds by fishermen. Therefore, if there are good quantity of fisherman’s fish in the market, you may find it difficult to sell as people would prefer the cheaper ones.

4. There is no byproduct in fishery unlike poultry where even the drop can be harvested and sold to other farmers and make extra profit. In fishery, all you get is the flesh. 

2.4 TOOLS NEEDED FOR STARTING UP A FISH FARM


Some of the following materials are to be in place for a fish farm to be fully functional in Nigeria today, which is a standard fish farm.

1. Land – Any location is good since fish doesn’t cause any environmental disturbance. Look for land where you can get it cheap and buy. Depending on the capacity you wants to operate on, half plot of land is just good enough for average fish farm.

However, you may go for something bigger like full plot or two if you can afford it probably for convenience sake. If you already have a compound with leftover space you thing can accommodate two or three ponds, you may use it.

2. Construct Ponds – You need to engage the service of expert pond construction engineer or you go to another fish farm to get the specification and construction requirements. The plumbing work must be properly done to ensure proper drainage.

Catfish-Ponds-in-Nigeria

Example of local fish ponds in Nigeria

3. Borehole – Adequate water supply is the lifeblood of fish farm and lack of it may result to disaster because water need to be changed on regular interval. Naturally available sources of water such as borehole and river water is the most suitable. Rain water and tap water from chemically treated source is not recommended for fish cultivation. 

4. Overhead Tank – This is the water reservoir from which water is supplied to your ponds. This tank has to be connected to your ponds through plumbing system to make it convenient for water to flow into your ponds when needed. 

5. Juvenile Fish – Get your juvenile from another farm that specializes in supplying it. You need to go for the high yield specie of catfish or tilapia and make sure you are getting it from a healthy farm.

6. Training – Not the kind of training you get from one day seminars; you need to get attached to a fish farm for proper apprenticeship. For you to properly learn this trade, you need at least two months training on this. 

Remember that your investment is at stake, trial and error is not good in business except you have unlimited funds to experiment with.
2.5 THE TRADITIONAL TEACHING AND LEARNING PROCEDURE AND SOME OF ITS WEAKNESS

The traditional teaching and learning procedure which is based upon “physical contact” and emphases face-to-face teaching and learning adoption, had been the predominant method of impacting knowledge  and skills acquisition to the students especially in the under developed and developed countries. This kind of teaching and learning procedure demands the physical presence of the teacher and the students. it is  conducted within a defined physical location such as classroom or lecture halls at a definite time duration. Its communication is carried out through the use of interactive white or chalkboard with markers or chalks respectively and in addition demands high communication skills such as constructive languages and simple statements accompanied by the cordial relationship between the students and the teachers. Though the traditional teaching and learning procedure had proven to be greatly indispensible, for the impacting of knowledge and skills of their tutor, the location, and environment where the teaching and learning activities are carried out. this in most cases increases the chance of the students to be narrowly developed and sometimes becomes capitally intensives for the students who tend to increase  their knowledge and skills from another physical location. Most campus-based institutions have school libraries which helps them to solidity their traditional teaching and learning procedure, but often time the library infrastructures are deteriorated and the library books are far outdated, posing   challenges to the acquisition and access to recent information. This is also present in the traditional libraries which are not owned by the campus-based institutions. Interaction among peers or students in the same field of study and among individuals of different levels of knowledge and skills can boost knowledge and skills acquisition, but this is principally affected by the physical location and the financial involvement for such an interaction especially when the interaction or forum is formally organized.

The efficiency of traditional teaching and learning is also affected by the time constraint. Farmer (2004) noted that traditional learning exists in real time in one location; this is not a problem for the campus-based students rather a problem to distant students and part-time working students. Then flexibility of time and the fixed location nature of the traditional teaching and learning procedure had, in many occasions, affected the education acquisition zeal of most students who carry other responsibilities together with their education. The traditional teaching and learning procedure does not encourage distance education (as in the case of cross country educational and is often affected by the economy, the political state and  the natural condition  (such as precipitation) of the location or region where the activity is conducted; thus, making the acquisition of knowledge  and skills expensive in time and other resources.

In the view of these challenges, there is a great need for the adoption of a teaching and learning procedure which will compliment the shortcomings that is evident in the traditional teaching and learning procedure.

2.6 WHAT IS E-LEARNING? /THE E-LEARNING PROCEDURE

The term e-learning, due to the ever changing nature of its constituents, had been defined by many scholars in many diverse ways. For instance, Hedge and Hayward(2004) states that e-learning is an innovative approach for delivering electronically mediated, well-design, learner- centered and interactive learning environments to anyone, anyplace, anytime by utilizing the internet and digital technologies in concern with instructional design principles. In their definition they emphasized the use of the internet, which now predominate the e-learning society, as the principle medium for conducting e-learning activities. Another scholar explains that it involves the use of electronic technology in the delivering of education and training applications, monitoring of e-learners performance and reporting of learner’s progress (sale 2002; Ajadi et al, 2008). This definition is in accordance with the definition of Wikipedia online encyclopedia which that it is any learning activity which is carried out using digital technology. However, the predominant features of e-learning with respect to its explanation or definition are the involvement of electronic devices (such as computer) and digital technologies (such as ICT).

In addition, e-learning had undergone a number of distinct phases which include the following: electronic book (e-book), computer Based Training (CBT), Computer Assisted learning (CAL), Computer Assisted Instruction (CAI), Courseware management systems, (CMS), Learning management systems (LMS) or managed learning environment (MLE), Internet Based learning and mobile learning (M-learning).Each of these phases is designed to deliver knowledge and skills using a specific electronic technology, learning structure and/or electronic retrieval system/media. Most of the e-learning products are available on CD-ROM or DVD-ROM plates with the exception of the online e-learning tutorials, internet based learning and mobile learning products; thus, making learning flexible and mobile.

The e-learning procedure rarely demand for the physical presence of the teacher and the students before teaching and learning activities can take place. It is not tied to a specific location and time frame. Ajadi et al (2008) affirms that the adoption of e-learning in education (specifically, in the national open university of Nigeria) is favorable to the students who are mostly works. Apart from this, e-learning procedure increases in the e-learning opportunities of the students at their own convenient time and place. it is also promotes individualized learning, makes available a greater variety of learning materials on current issues, and promotes the access to learning oriented forum. Shavinina (1997) stresses that today’s e-learning products are domain-specific. In domain- specific products, knowledge acquisition and skills development are the paramount objectives. The OECD/CERI in a research work on e-learning states the following;

The “learning object” model is perhaps the most prominent “revolutionary” approach to date. A learning object can be described as an electronic tool/resource that can be used, re-used and redesigned in different contexts, for different purposes and by different academics/actors.

According to khoo (1994), a recent study on the effectiveness of e-learning use in teacher training conducted on sixty-six trainee teachers by lou C.T of the National institute of Education, Singapore, revealed that there is significant gain in learning for trainee teachers after using the retyped e-learning product. This implies that students who are exposed to learning using e-learning products are likely to make significant gain. Figure 2 in the appendix depicts the break of the teacher’s monopoly role of holding onto the knowledge base and delivering the knowledge to the manager of the learning process and a true facilitator. Furthermore, the e-learning procedure is not affected by natural factors such as precipitation or by need of physical immobile structures or infrastructure such as lecture hall since they cannot prevent the learner from learning and their deterioration have little or no impact on the learning activities respectively. Obviously, the cost incurred in traditional teaching and learning procedure due to traveling, accommodation, and other related cost are absent in the e-learning procedure.

Although with the e-learning procedure, the shortcoming of the traditional teaching and learning procedure would be reduced; some scholars had maintained the fact that it cannot display the traditional teaching and learning procedure in the educational sector. Dr. Farmer (2004) makes the following comment about e-learning.

Furthermore, learning can extend beyond classrooms because of technology. It should be noted that virtual interaction (e.g., second life) does not replace face- to-face interaction because the former is an artificial environment; therefore, it is important to figure out how to blend physical and digital world.

Considering the impact of technology ICT in particular) and is wide spreading implementation in electronic devices, t is now possible to conduct face-to-face e-learning activities, nevertheless, the cost of its implementation (especially, in the under-developed countries) limits its adoption by so many educational institutions. Khoo (1994), and Aduwa-ogiegbaen and iyawu (2005) in their respective perspective suggest that e-learning and its facilitator- ICT- should be used for optimizing teaching, training, and learning.

2.7 CHALLENGES AFFECTING THE EFFECTIVE IMPLEMENTATION OF E-LEARNING

The prospects for effective implementation of e-learning in the educational sector it’s challenged by the absence or inadequacy of certain resources. Most of these challenges are prominent in the under-developed and developed countries. They are as follows:

poverty level and cost of implementation

Due to the high poverty rate in the under-developed and developed countries, the cost of procuring computer embedded components and other facilities necessary for conducting e-learning is expensive. Average employees require more than two years income to get at least a desktop personal computer and similarly, t would be different, if not possible, for a student from a poor family to own a computer. This stands as a challenge even when there are claims of global price fall in computer hardware.

E-learning applications vary in scale and purpose and encompass a full range of engagement points, nevertheless, some scholars see it to be cost intensive. Curtain (2002) expresses that an online multimedia-dependent course is likely to be 200% to 500% more expensive than text-only course and the time involved in creating heavily enriched multimedia courses has been found to be five to ten times greater than for developing text-only courses. Additional costs, according to moonen (1997), are attributed to the increase in time it takes to develop, produce, deliver and maintain e-learning products and services. However, the general increase in its cost is due to the demand for more sophisticated e-learning producers such as face-to-face online interaction e-learning product.

Another cost challenge arises from software and license cost. Ajadi et al (2008) explained that most of the software products required for e-learning activities are not locally developed and as such, they are mostly designed to suit the system where they are developed thereby making them rather very expensive. Kahn (2002) added that the one-time price to buy software, designers and developers must also purchase an individual licensing free, pay for each additional user and pay for upgrades which are available for most software on a semi-frequent basis. It is clear that there is a great discrepancy between relevant software supply, demand in developing countries and individual user satisfaction.

Infrastructural challenges

The most pronounced of them is the insufficiency of ICT facilities. The leading ICT components which are telecommunication and the internet are unevenly distributed. Most of the minor towns in the state of the under-developed and developed countries do not have access to either telecommunication facilities or the internet; this is as a result, would not allow the implementation of e-learning in such area.

Although the number of ISP is at increase, the still render poor services to their customers and are often exploitative. This affects the use of heavy e-learning products such as multimedia. Furthermore, the challenge encountered in the use of heavy e-learning products over the internet stems from the bandwidth and the mode of transmission in use. For instance, the amount of information that can be sent over an analog telephone line is limited by the bandwidth of the transmission.

Most educational institution have inadequate ICT facilities to lunch e-learning such as library while some have such facilities deteriorated due to poor management and maintenance. This difficulty had always been ascribed to inadequate funding and insufficient IT staffs to maintain and recommend they required ICT facilities.

Most students rely on the use of the cyber café for their e-learning activities; nevertheless, population of customers present in a cyber café and the kind of internet activities they engage in may hamper the effective use of the e-learning product by the student.

Inadequate ICT knowledge and skills

This is evident in the barrier to the effective use of e-learning in education and it often exists among the students and the teachers. Though there is significant increase in the population of students and teachers with ICT knowledge and skills, the population without such knowledge still predominates. The OECD/CERI research reveals that the intensity of online learning varies greatly across disciplines with IT and business/management emerging as the most common cited disciplines that makes significant use of some form of e-learning. This, therefore, makes us to understand the reason for which is greater population of students and teachers without ICT knowledge and skills especially in the non-technology and-business tertiary institutions.

Mode of products and services

Most of the e-learning products and services offered by schools and individuals require the user to either purchase the product or subscribe for the service. Often times the cost of such product or service is very expensive and hence, limits its usage.

It is obvious that most educational institutions and even educational governing bodies are embracing ICT in their respective educational activities. Contrary to the primary objectives of using ICT to promote education, teaching and learning, the impact is more on administrative services such as admissions, registration, fee payment and purchasing.

2.8 SUMMARY


From the summary of the report from the review of the literature, it is noticed that the best and optimal means and method of acquiring and knowledge seek is through a multimedia method, a method that has the visual display of what is talking about accompanied by a voice or instruction to let you know reasons behind what is done and why it is done. Such a learning scheme is always retentive to the memory for a very long time. Through this lives of individual will be touched more than the normal traditional means of learning and acquiring knowledge here in the country. 

CHAPTER THREE

RESEARCH DESIGN, METHODOLOGY AND ANALYSIS

3.1 INTRODUCTION


This chapter examines the existing system with the aim of identifying its short comings and designing a new system which will enhance its performance and efficiency. Each of the steps involved in the investigations and analysis stipulate the necessary requirements for actualizing this purpose.

3.2 FEASIBILITY STUDY FOR A STANDARD FISH FARM

I found the analysis below from Kings Way Agro Services and decided to add it as sample case study you can follow. 

“This feasibility study prepared for a catfish farm capacity of 10,000 and fingerlings of high breed catfish where to be stocked. The expenses from pond construction to marketing are considered. The farm is to have 10 concrete ponds of flow through system and each pond is to contain 1,000 stocked catfish.

Cost of constructing each pond is as follows.

Each pond is 3m x 2.5m by 1.4m, each pond consumes 210 blocks and each bag of cement for 30 blocks. Hence 210 x 10 = 2,100 blocks. 2,100/30 = 70 bags of cement needed. 2000 x 70 = 140,000 naira.

4trips of sand used =7,000×4 = N28,000 

2trips of gravel = 32,000x 2 = N64,00 

Cost of labour = N150,00 

Cost of plumbing (inlet and outlet facility) = N100,000.

Cost of bore hole = N150,000.

Cost of treatment = N50,000.

Cost of high breed fingerlings 30×10,000 = N300,000.

Cost of feeding from day one to maturity stage is 200 bags of foreign feed = N1,000,000.

After the average weight of the fish was 1.7kg. And it was sold at 800 naira each. The output was 800×9800 fishes, due to 200 mortality. 800 x 9800 = N7,840,000.

Input is N3.25’million. The profit is N4.59 million after six months of culture.” Following this cost analysis, you can easily invest N3 million and expect a massive turnover of N4 million with six months it will take for you to harvest and sell.

There is no doubt that fish farming is very lucrative and profitable in Nigeria. You need to get it right by drawing complete business plan and following it to the later. You need to apply good management skills and follow the acceptable standard. If you do all these, you are sure to make good profit from your fish farming business in Nigeria.

3.3 METHOD OF DATA COLLECTION


The method of data collection adopted for the development requirements and specifications (such as user specifications, user satisfaction, and project acceptability and product usability) and the future updating for the proposed online tutorial learning system are interviewed and evaluation forms. With respect to this, the methods of the data collection will be a combination of off-line and online procedures. The off-line procedure is mainly adopted when the proposed learning method are yet to be developed while the online data collection procedure is adopted, mainly, after the actualization of the proposed learning system. The basic aim of the off-line data collection procedure is mainly carrying on feasibility study of the proposed system and to indirectly extract information for the development requirements and specifications while the online data collection procedure is mainly targeted on extracting information for further improvement of the learning system.

The off-line data collection.

An interview was conducted on some selected persons such as the fish farmers within the state and other neighboringareas. The sample content of the interview proceedings is shown in Table 2 in the appendix. 

The online method of data collection.

This method was done after the work was completed and test run on the internetthrough the electronic feedback from attached to the web-based tutorial, email messages and telephone call (done through internet). The web-based tutorial will contain a guide line on how the content of the email will be structured and to which e-mail address is to be sent to. The telephone “conversation” or call is not structured; however, the staff appointed to receive the telephone call will be in the portion of structuring the interaction, track the required information, and may likely give profound solution to some of the caller’s request. The electronic feedback form is structured and it is tracked online. Figure 5 in the Appendix is a picture of the electronic feedback form.

3.4 DATA PREPARATION

The data collected through the off-line procedure or method was analyzed using the Microsoft excel to determine the extent to which the proposed e-learning system will make impact on the improvement of the studies over the traditional teaching and learning. Table 3 in the Appendix shows the using of off-line evaluation form.

3.5 PROGRAM STRUCTURE

To discuss the program structure, there is the need to recall that the proposed e-learning system are of three independent but the same subject scope and as such, there program structure differs from one another. The web based tutorial is developed using the top-down program design. The index page is the first to be designed and the highest in level ranking. Most of the web pages are directly under it; nevertheless, not all of them that are directly under it are directly accessible through it. For instance, the feedback page is directly under it but is not directly accessible from it. Although the CAL software was not fully developed, its modularity is implemented for its program structure. Each of the program modules have a specific function or handle. For instance, the password module is designed to give preference to the premium user such as unlimited access to system content and changing of user password. Also, some of the modules are global while some are local. The global modules such the password dialogue box within the main application window could be called at any time during program execution while the local modules are restricted to their domain. Figures 8a, 8b, 9a, and9b in the Appendix show the user interface of the password within the main window, its source, code the user interface of the system, and its source code respectively. Lastly, the video and the e-book program structure is relatively top-down program design. It also made use of hyperlink to interlink the terms contained in there and the table of content to the detail discussion of the subjects.

3.6    
FILE MAINTENANCE MODULE


Among the proposed system, only the CAL application software has its file maintainable by the user. The maintainable file is the password module and the modification could be done either during the loading of the application software or during its usage within the main window of the tutorial program. Figures 10a, 10b and 10c depict the CAL loading interface, the password interrupt during the loading of the CAL, and the source code of the password interrupt respectively. Furthermore, the educational content or the file modules holding the educational content value of the proposed system are to be maintained, solely by the developers. Nevertheless, the information required for their updating will be gathered for the recommendations, comments, and/or contributions fromsystem users and from the course knowledge base of fish farming

3.7  
MAIN MENU SPECIFICATION

The output, the input and the file specifications for the proposed system differs from one another.

3.7.1   OUTPUT SPECIFICATION

The output specification for the web based tutorial is mainly two and they are the tutorial content and the business content. In either case, text and flash animations will be included. For the CAL, its output specification will include message box and the help animation. The e-book will make use of still images and hyperlinks.

3.7.2    INPUT SPECIFICATION

The web base tutorial will accept its input only through the feedback form. The categories for the information are others. The information gotten from this interface is not strictly used for tutorial alone but for all the proposed e-learning system. The input specification of the CAL application software is limited to the password requirement and the input made into the “Application Assistance” input box. The password input box must correspond with the default or the change password. Similarly, the help text item entered in the Application Assistance input box must correspond with the help index of application content. There is no special input specification for the e-book.

3.7.3.
FILE/DATA BASE SPECIFICATON

The web base tutorial will make use of an online database for tracking the website visitor’s data. The web base tutorial must be hosted on a Microsoft front page web server or any server that recognizes the Microsoft front page implication. In addition to the online database, there is the need for holding the same information off-line, the result of its evaluation, and other related issues. The data base will be a flat database. The CAL uses file to hold the default and the changed passwords. The files are made reference to when there is the need to change the password or access the product as a premium user. The e-book will not require any database but its file format will be PDF. This is to prevent any unauthorized modification of the product.

3.7.4
PROCESSING DESIGN:


The process design is an important and most crucial part of the overall system development that needs proper planning and assessment because if not designed properly, it would make system amendment difficult and time consuming and create error in transaction.

3.8 PROBLEM OF THE EXISTING SYSTEM


The existing system are faced with some of the following problem and weakness

a. The high cost of obtaining the knowledge from an expert or tutor

b. The accessibility of the individual to cope and understanding within the little time frame of the class or training design by the tutor to handle the training (usually two to three day, maximum of one week training -5 days)

c. The inability of the trainee to visualize the content of the tutor and put to comprehension.

d. Time limitation to the training course (often 2 to 5 days at most).

3.9 JUSTIFICATION FOR THE NEW SYSTEM

The new system is online version of it were individual interested for the training will have to pay and have the access to the class online called tutorial class and they are not limited to the class as for time frame. The new system is more reliable and preferably then the previous one which fiscal class system.

The low cost of obtaining the knowledge from an expert or tutor which has been done by the tutor as a onetime lecture and videoed to keep the record fresh and current till any update in the system or change.

The accessibility of the individual to the class is not within a little time frame, he has access to the class or training every time (like one month to three months maximum one year)

The ability of the trainee to visualize the content of the tutor and put to comprehension is there.

No Time limitation to the training course (can be repeatedly off and on).

3.10
SYSTEM MODELING

The proposed system is modeled using the use case to show the actions and the operations that made up the system are shown below in the figure 3.6.1:
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3.10.2 SEQUENCE DIAGRAM

[image: image2.png]Welcome: Login Operation Operation Exit
T T T T T
[ i i i
i+ wekome | I L A
i| | operationsandwork i

i i

- iy

iyyvvy i

T L S ] i

Recordlogger i

M n |

v >

i

i

i

i

|
I
T
Backend record saver |
|
|
i





PROGRAM UML CLASS DIAGRAM
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3.11 INFORMATION FLOW DIAGRAM


Information flows from the e-trainer (tutor) to the e-learner (students) using the designed system (virtual e-learning system) which the activities are controlled by the administrator.

3.13 SYSTEM FLOW CHAT

This chat shows the connection sequence in the system between the user and the system program. The flow of information data.

3.14 ACTIVITY DIAGRAM

Activity diagram is a diagram that illustrates the flow of activity with the system. This activity takes places between the user, web gateway, the communication service, the database and the administrator.

3.15
PROGRAM FLOW CHART

Program flow chart shows a step by step flow of design of a particular system and how the various modules are linked together in the real system.





3.16 DATABASE SPECIFICATION AND DESIGN

This is the database structure of all the tables created to hold a particular data for the e-learning system, below are the various table names and the structure, data type, collation, attribute, null, default and the extra.

Download link

	NAME
	TYPE
	COLLATION
	ATTRIBUTE
	NULL
	DEFAULT
	EXTRA

	Id 
	Int(11)
	
	
	No 
	None 
	Auto increment

	Link 
	Varchar(200)
	Latin_swedish
	
	No 
	None 
	

	Title 
	Varchar(200)
	Latin_swedish
	
	No 
	None 
	

	Pix 
	Varchar(100)
	Latin_swedish
	
	No 
	None 
	

	Size 
	vartext
	Latin_swedish
	
	No 
	None 
	

	Note 
	Text
	Latin_swedish
	
	No 
	None 
	


Log 

	NAME
	TYPE
	COLLATION
	ATTRIBUTE
	NULL
	DEFAULT
	EXTRA

	Id 
	Int (10)
	
	
	No 
	None 
	Auto increment

	Name 
	Varchar(30)
	Latin_swedish
	
	No 
	None 
	

	Login 
	Varchar(20)
	Latin_swedish
	
	No 
	None 
	

	Out  
	Varchar(20)
	Latin_swedish
	
	No 
	None 
	


CHAPTER FOUR

IMPLEMENTATION AND TESTING

4.1 INTRODUCTION


This chapter stipulates and discusses the necessary development and implementation requirement for actualizing the proposed e-learning system for online tutorial of fish farming, it also describes and explains the necessary procedures to be followed for the development, testing, and implementation of the proposed system and other development and/or implementation related issues.

4.2 PROGRAM LANGUAGE JUSTIFICATION

The proposed e-learning tutorial system are to be developed using different programming languages and development application package that will be suitable for their individual accessing medium. The programming language that will be used for developing the web based tutorial will be HTML, PHP, JS, JQuery and AJAX while the backend will be MYSQL as for the database. The developer choose the Komodo editor environment development studio. Considering the time constraint, I resolve to use a fourth generation program development application package. The fourth generation program development application package used for the development of the web base tutorial is the Microsoft front page. Also since the web base, the Macromedia flash application package was used for creating the flash animation and the online database was created using the Microsoft front page but having the file format of Microsoft access database. The CAL will be developed using the object oriented program development application package so as to achieve the goal of compatibility. The e-book was developed using the Microsoft word processing application package. But due to the need to protect the content of the e-book from any form of an unauthorized alteration, the file formal was converted to PDF using the Adobe PageMaker. Furthermore, the pictures and the graphics contained in the e-learning products were edited using the Microsoft Paint, the Corel photo paint, and the Corel draw.

4.3    SYSTEMS REQUIREMENT


This is the specification that will enable the system to run, system requirement deals with both the software and hardware component that the current system can run on successfully.

•
SOFTWARE REQUIREMENT

 This web application has been tested and is compatible with all web browser e.g. Google chrome, Mozilla fire fox, internet explorer etc. And the system will need some software to be installed in the computer system to enable the system works perfectly: the following software have to be present in the system.

APACHE: Apache is the actual web server application that processes and delivers web content to a computer. It is a local host that is been used by developers or programmers to test run their web application before delivering the work to their rightful owners.

MYSQL: Every web application, however simple or complicated, requires a database management system for storing collected data’s from the users.

PHP: PHP stands for hypertext pre-processor. It is a server-side scripting language that powers most of the world’s web sites.

FLASH PLAYER: Due to flash content in the application, it therefore requires adobe flash player to display all the flash content.

•
HARDWARE REQUIREMENT

The minimum configuration of the system hardware components that can help drive the program is as listed below:

512 Ram

1.0
GB processor speed

40 GB hard disk

4.4   IMPLEMENTATION DETAILS

The implementation details for the proposed e-learning system will be considered under the following subsections: coding, system testing, user manuals and program documentation change over procedure/product implementation, and training and retraining of staff and students.

4.4.1 CODING

Among the proposed e-learning tutorialsystem, only the e-book is the one that do not require coding but typing. The coding off the web base tutorial and the CAL application packages are in modules. Their coding is both event and object driver.

4.4.2 SYSTEM TESTING

The system test for the e-book and videos is on its hyperlinks. The hyperlink testing will be carried out to ensure that they are working properly.

Since the web based tutorial and the CAL application are coded in modules, their system test will be carried out in modules and thereafter, after the individual program modules had been assembled, will be tested again as a single entity.

4.4.3 PROGRAM DOCUMENTATION

The proposed e-learning tutorial system will make use of both internal and external documentation.

The internal documentation is applicable to the web based tutorial and the CAL it will include source code documentation which is used for providing aid to the programmers during products updating, help tips and animations, which is used for assisting the user, and the help menu which will contain help files on how to use the proposed products.

On the other hand, the external documentation is only applicable to the CAL. It will come in the form of user’s manual.

4.4.4 CHANGEOVER PROCEDURE/SYSTEM

The product implementation will not replace the existing system rather will complement it. Therefore, the changeover procedure will be partly visible.

4.4.5 TRAINIG AND RE-TRAINIG OF STAFF AND STUDENTS

There will be no visible, specific and compulsory training and re-training of the staff and the students on how to make use of the proposed system.

4.5
PROCEDURE TESTING PLAN


Testing is the last stage in the software development and it presents an interesting anomaly for the software engineer where he attempts to build software from an abstract concept to a tangible product. During testing, the engineer creates series of test cases to discard preconceived notions of the “correctness” of software just developed and overcome a conflict of interest:

Testing the software follows a certain process as shown below that occurs when errors are uncovered. As a secondary benefit, testing demonstrates that the software functions appear to be working according to specification, that behavioural and performance requirements appear to have been met. In addition, data collected as testing is conducted provide a good indication of software reliability and quality as a whole.

[image: image4.png]Testing the software follows a certain process as shown below:

Levels of testing

Test Procedures

Test Case
Execution

Is error

Test Case
Analysis

uncovered?




Fig 4.5 System Testing Process

CHAPTER FIVE

SUMMARY, RECOMMENDATIONS AND CONCLUTIONS

5.1 SUMMARY


This project is aimed at this, design and implementation of an e-learning tutorial site where individual or users can get log in and train them self on how to start up a fish farm and production. The objectives of the proposed system the online tutorial e-learning center, generally, centered on development of knowledge and entrepreneurship in the society. In addition, the implementation, the management, and updating of the fish farming tutorial e-learning system will be manned by the administrator of the site - the development and management team.

5.2 RECOMMENDATION


As the efficiencies of high speed networks transform the pre digital structure of a place-based academic, we should expect to see many student teams using the kind of synchronous tools to self-manage the more complex learning tasks of higher education. VOIP and application sharing in particular can create in expensive cyberspaces where geo distributed students can perform their learning work through the preferred medium for intense communication talk. 

This project workwill render a quality of service with respect to the impacting of knowledge to the users This is based on the perspective that the project, if actualized, will serve as an outstanding example to the community.

5.3 CONCLUSION

E-learning is becoming more popular day after day due to the rapid technological advancements made especially in ICT. Disappointedly, the under-developed countries like Nigeria are yet to implement e-learning effectively, for the acquisition of Education, knowledge, skills and training. This is partly because of the inadequacy of the required infrastructure and the improper attention given to its impact. 

The virtual classroom and text based E- learning system will go a long way helping any user who wish to learn how to farm fishes and produce it.
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APPENDIX I

SCREEN SHOTS
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LOG IN SCREEN
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Streaming video online

[image: image7.png]errevvey = H 00 =<>rc 7l

i

-



Registration form
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Contact message form

APPENDIX II

SOURCE CODE:

<?php

$hostname
= 'localhost';

$sqluser
= 'root';

$sqlpass
= '';

$dbName

= 'fish_farm';

@mysql_connect($hostname, $sqluser, $sqlpass)  or die( 'Connexion au serveur de données impossible' ) ;

@mysql_select_db( $dbName ) or die( 'Unable to connect DATABASE' ) ;

?>

<?php

session_start();

//$_SESSION['username'] = $_REQUEST["username"];

?>

<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.01//EN" "http://www.w3.org/TR/html4/loose.dtd" >

<html>

<head>

<title>Chat room </title>

<?php include("include_chat.php"); ?>

<script>

var refreshRate = 10000;

function refreshOnlineUsers() {

$.post("getOnlineUsers.php" , {} , function (text){

$("#onlineUsers").html(text);

});

setTimeout(refreshOnlineUsers , refreshRate);

}

$(function(){

refreshOnlineUsers();

});

</script>

</head>

<body>

<div id="onlineUsers"></div>

<br>

<a href="logout.php">logout</a>

</body>

</html>

<div class="slider-bg2">

<div class="txt-col" style="margin-top:0px;">

<div class="txt-part1">

<div class="">

<table width="100%" border="0" align="center" cellpadding="0" cellspacing="0">

<tr>

<td>

<div>

<form action="http://live.e-learning.com/" onSubmit="return verify()" method="POST">

<fieldset class="btn-suc"><legend class="btn-suc">User Authorization</legend>

<table><tr>

<td>Reg-Id:</td><td><input type="text" name="StudentID" /></td></tr>

<tr>

<td>Mobile-No:</td><td><input type="text" name="StudentName" /><input name=InstituteCode value="0" type="hidden"/></td></tr>

<tr>

<tr>

<td>Mobile-No:</td><td><input type="text" name="StudentName" /><input name=InstituteCode value="0" type="hidden"/></td></tr>

<tr>

<td colspan="2"><input name="Student" value="login" type="hidden"/><button class="btn_blue" type="submit">LOGIN</button></td></tr>

</table>

</form>

</div>

</td>

</tr>

</table>

<div class="icon-txt1">

<p><a href="DownloadCenter.html"><img src="images/vc2.jpg" alt="" width="191" height="62" border="0" id="Image1" /></a></p>

</div>

<div class="icon-txt2">

<p><a href="testimonials.html"><img src="images/st.jpg" alt="" width="191" height="62" hspace="3" border="0" id="Image2" /></a></p>

</div>

<div class="icon-txt2">

<p><a href="requestinfo.html"><img src="images/ri2.jpg" alt="" width="191" height="62" border="0" id="Image3" /></a></p>

</div>

<div class="quotes-txt1">

<p><img src="images/Q1_r1_c1.gif" alt="" name="Q1_r1_c1" width="70" height="241" border="0" id="Q1_r1_c1"></p>

</div>

<div class="quotes-txt2">

<p><span class="Gap5"><img src="images/top2.gif" onload="Cycle_Quotes_Img();"><img src="images/pictures/Q0.png" name="Quotes_Img"></span></p>

</div>

<div class="quotes-txt3">

<p><img src="images/Q1_r1_c5.gif" alt="" name="Q1_r1_c5" width="62" height="241" border="0" id="Q1_r1_c5"></p>

</div>

</div>

</div>

<?php

discovery::include_layout_template("sider");

?>

click o startclass button

<div class="slider-bg2">

<div class="txt-col" style="margin-top:0px;">

<div class="txt-part1">

<div class="icon-txt1">

<p><a href="DownloadCenter.html"><img src="images/vc2.jpg" alt="" width="191" height="62" border="0" id="Image1" /></a></p>

</div>

<div class="icon-txt2">

<p><a href="testimonialsnew.asp"><img src="images/st.jpg" alt="" width="191" height="62" hspace="3" border="0" id="Image2" /></a></p>

</div>

<div class="icon-txt2">

<p><a href="requestinfo.html"><img src="images/ri2.jpg" alt="" width="191" height="62" border="0" id="Image3" /></a></p>

</div>

<div class="quotes-txt1">

<p><img src="images/Q1_r1_c1.gif" alt="" name="Q1_r1_c1" width="70" height="241" border="0" id="Q1_r1_c1"></p>

</div>

<div class="quotes-txt2">

<p><span class="Gap5"><img src="images/top2.gif" onload="Cycle_Quotes_Img();"><img src="images/pictures/Q0.png" name="Quotes_Img"></span></p>

</div>

<div class="quotes-txt3">

<p><img src="images/Q1_r1_c5.gif" alt="" name="Q1_r1_c5" width="62" height="241" border="0" id="Q1_r1_c5"></p>

</div>

<table border=0 style="font-size: 14.0pt; font-family: 'Comic Sans MS';">

<tr>

<td>

<div>

<?php

include('media.php');

?>

</div>

</td>

</tr>

<tr>

<td>

<div>

Click on the video image to stream media or download to your system harddrive

</div>

</td>

</tr>

<tr>

<th>

UP COMING LECTURE VIDEO

</th>

</tr>

<?php echo discovery::getEventForToday("d"); ?>

</table>

</div>

</div>

<?php

discovery::include_layout_template("sider");

?>

<!DOCTYPE html>

<style type="text/css">

#moke_content {

display: block;

padding:2px 0px 2px 2px;

background:#000000;

margin:0 auto;

text-align:center;

overflow:hidden;

height:265px;

width:600px;

}

#moke_video {

float:left;

width:480px;

margin: 2px;

margin-top: 0px;

}

#moke_menu{

float:left;

background:#000000;

height:265px;

width:105px;

position:relative;

margin: 2px;

margin-top: 0px;

margin-bottom: 2px;

overflow: scroll;

}

.menu_item {

background:#1F1F1F;

padding: 2px;

display: block;

height: 79px;

margin-bottom: 4px;

overflow:hidden;

color:#7d7d7d;

border:1px solid #2F2C2C;

}

.menu_item:hover, .menu_itemhover,

.menu_item:active,

.menu_item:focus,

.menu_item:link  {

background:#000000;

padding:2px;

display: block;

height: 79px;

margin-bottom: 4px;

color:#6f6e6e;

overflow:hidden;

}

.moke_title {

width: 62%;

float: right;

padding: 0px;

padding-left: 5px;

text-align: left;

color:#4F4F4F;

}

.moduletable_yjs .moke_title h3,

.module_yjs .moke_title h3{

border:none;

background:none;

padding:0;

margin:0;

text-align:left;

overflow:hidden;

color:#4F4F4F;

}

.moke_desc {

font-size: 12px;

width: 62%;

float: right;

font-weight: normal;

padding: 0px;

padding-left: 5px;

text-align: left;

}

.neo_hold{

width:75px;

position:relative;

float:left;

padding: 0px;

}

.neo_on { /*glavni*/

width:75px;

height:75px;

overflow:hidden;

position:relative;

cursor:pointer;

padding:0px 2px;

}

.neo_goup {

background:none;

position:absolute;

top:78px;

left:0px;

height:75px;

width:75px;

padding:0px 2px;

}

</style>

<style type="text/css">


body {

font-family: Arial, Helvetica, sans-serif;

}

div.moduletable h3, 

div.moduletable_menu h3, 

div.moduletable_text h3, 

div.moduletable_color1 h3, 

div.moduletable_color2 h3,

div.moduletable_color3 h3, 

legend,

.contentheading,

.componentheading,

.bigfont1 h4,

.bigfont2 h4,

h4.gk_npro_header,

.gk_is_text_block h4,

h2.latestItemTitleList

{

font-family: Arial, Helvetica, sans-serif;

}



div.itemHeader h2.itemTitle,


div.itemListCategory h2,


div.catItemHeader h3.catItemTitle,


div.userItemHeader h3.userItemTitle,


div.genericItemHeader h2.genericItemTitle,


div.latestItemsCategory h2,


div.latestItemHeader h3.latestItemTitle, 


div.latestItemHeader h2.latestItemTitle,


div.k2ItemsBlock ul li a.moduleItemTitle


{



font-family: Georgia, "Times New Roman", Times, serif;


}

</style>

<!--Width of template -->

<style type="text/css">

body#bd{

    }

    .main {width: 982px;margin: 0 auto;}

</style>

<script>


function PlayVideo(movie){



var clicked = document.getElementById('moke_video');



clicked.innerHTML = '<video id="videoBox" width="520" height="280" controls autoplay><source src="media/'+ movie+'" type="video/mp4" /></video>';



}

</script>

<script>

var video;

function init() {

video = document.getElementById('videoBox');

        }

function play() { video.play(); }

function pause() { video.pause(); }

function rewind() { video.currentTime = 0; }

        window.onload = init;

</script>

</head>

<body id="bd" class="fs3 Moz">

<div id="moke_content">

<div id="moke_video">

<!--

<object CLASSID="clsid:02BF25D5-8C17-4B23-BC80-D3488ABDDC6B" width="520" height="280" CODEBASE="http://www.apple.com/qtactivex/qtplugin.cab">

<param name="src" value="media/81266_03_03_SC11_Strings.mov">

<param name="autoplay" value="true">

<param name="loop" value="false">

<param name="controller" value="true">

<embed src="media/81266_03_03_SC11_Strings.mov"  width="520" height="280" autoplay="true" loop="false" controller="true" pluginspage="http://www.apple.com/quicktime/"></embed>

</object>

-->

<video id="videoBox" width="520" height="280" controls autoplay>

<source src="media/81266_03_03_SC11_Strings.mov" type="video/mp4" />

<p>Your browser does not support the HTML5 video feature. </p>

</video>

</div>

<div id="moke_menu">

<div class="menu_item">

<div class="neo_hold">

<div class="neo_on"><a onclick="return PlayVideo('81266_03_03_SC11_Strings.mov')"><img src="images/monk.jpg" alt="img" width="75" height="75" border="" align="left"  title="Strings Manipulation" /></a>

</div>

</div>

<div class="moke_title"><h3>Strings</h3></div>

<div class="moke_desc">Strings</div>

</div>

<div class="menu_item">

<div class="neo_hold">

<div class="neo_on"><a onclick="return PlayVideo('02_The_development_environment.mov')"><img src="images/monk1.jpg" alt="" width="75" height="75" border="" align="left"  title="The development environment" /></a>

</div>

</div>

<div class="moke_title"><h3>The development environment</h3></div>

<div class="moke_desc">The development environment</div>

</div>

<div class="menu_item">

<div class="neo_hold">

<div class="neo_on"><a onclick="return PlayVideo('03_Creating_a_project.mov')"><img src="images/monk3.jpg" alt="" width="75" height="75" border="" align="left"  title="Creating a project" ></a>

</div>

</div>

<div class="moke_title"><h3>Creating a project</h3></div>

<div class="moke_desc">Creating a project</div>

</div>

<div class="menu_item">

<div class="neo_hold">

<div class="neo_on"><a onclick="return PlayVideo('05_The_model.mov');"><img src="images/monk4.jpg" alt="" width="75" height="75" border="" align="left"  title="The model" /></a>
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