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Abstract

The increasing demand for flexible and accessible technical education has intensified the need for innovative digital learning
solutions in computer servicing. Although online platforms are widely used in general education, limited research has examined the
design and effectiveness of structured self-paced environments specifically tailored to technical skill development. This study
addresses this gap by developing and evaluating a self-paced online learning platform for computer servicing using Google Sites. The
platform was designed for learners of all levels and incorporates structured modules, video tutorials, interactive quizzes, hands on
exercises, discussion forums, and peer support to promote practical competence in hardware fundamentals and troubleshooting. An
iterative design process guided by usability testing and user feedback informed continuous refinement of the platform. Findings
indicate that the platform strengthens practical skill acquisition and facilitates the integration of theoretical knowledge with applied
tasks. High levels of usability and learner engagement were observed. The study contributes to digital technical education by
demonstrating how thoughtfully designed self-paced platforms can broaden access, support workforce skill development, and
enhance experiential learning outcomes.
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1. INTRODUCTION

In an era dominated by technology, the importance of computer service skills cannot be overstated. With
the rapid evolution of hardware and software components, individuals across various sectors seek to acquire
and hone their abilities in maintaining and troubleshooting computer systems. Traditional educational
models often struggle to keep pace with these advancements, necessitating innovative approaches to
facilitate accessible and compelling learning experiences.

An increase in demand for internet-based teaching and learning has been created by the vast existence of
the internet and the accessibility of technology. Today, computer technology is commonly used as a learning
medium for education practitioners. Most students use personal computers, laptops, and netbooks for
educational purposes. Computer learning has benefits that start growing in learners, such as attractiveness
(Muslihudin et al., 2018). Internet education is increasingly invading schools and universities. Although some
schools and universities are currently using traditional learning methods (for instance, face-to-face lectures
in a classroom), educational institutions have also started blended learning (Dhawan, 2020).

Online learning applies to diverse groups of students of differing instructional needs who are inadequate
or incapable of attending formal school classes. The need for online courses stems from a drive "to provide
all learners with quality education, regardless of location and time" (Anderson, 2020). Students who are
hospitalized, have phobias related to school conditions, are single parents, have been suspended, are
dropouts trying to receive a diploma, and several such particular circumstances have contributed to a rise in
the number of distance learning courses and services available (Hasan, 2019). Online learning can generate
educational options for people who, previous to the growth of online training services, may have
encountered unsurpassable barriers.

Nevertheless, the apparent benefits of e-learning technology for accessing knowledge and maintaining
educational dialogue should not be overlooked or opposed. It is unnecessary to see the integration of e-
learning systems as producing winners and losers. The power of combining online and face-to-face
interactions is that while understanding and incorporating the immense capabilities of online learning to
offer a sustained, rigorous dialogue, it recognizes the distinct benefits and expectations associated with face-
to-face learning communities. Unconstrained by time, the ability of e-learning to integrate verbal and
written dialogue has driven educators to reconsider the possibilities of including campus-based students in
face-to-face and online environments. This thoughtful blending of complementary face-to-face and online
approaches has been called blended learning to meet specific educational goals.

Online learning applies to diverse groups of students of differing instructional needs who are unable or
incapable of attending formal school classes. The need for online courses stems from a drive to provide all
learners with quality education, regardless of location and time (Richardson et al., 2025; Anderson, 2020).
Students who are hospitalized, have phobias related to school conditions, are single parents, have been
suspended, are dropouts trying to receive a diploma, and several such particular circumstances have
contributed to a rise in the number of distance learning courses and services available (Almarzooqi, 2019).
Online learning creates educational opportunities for individuals who, prior to the expansion of online
training services, faced significant or insurmountable barriers to access.

61


https://doi.org/10.18844/wjet.v18i1.9757

Arante, R. B., Cabachete, J., Sapa, J., Serna, M. A. D., & Alas, J. A. (2026). Developing a self-paced online learning platform for
computer servicing using Google Sites. World Journal on Educational Technology: Current Issues, 18(1), 60-75.
https://doi.org/10.18844/wjet.v18i1.9757

Google Sites is a great website construction platform. All the other incredible Google features are pulled
together by Google Pages so that it helps users embed Google Docs, Calendar, YouTube, Picasa albums, and
many more. In one of the published research articles, various ways and tips were discussed on tapping into
this medium's educational value, along with valuable suggestions for implementing it with classroom
students (Dwi Wicaksono et al., 2023).

Google Sites was first launched in 2008, and it uses cloud technologies that simplify website design,
communication, and sharing. The presenters showed how simple it is to set up personalized portfolio
templates without needing expert knowledge of HTML or other web creation resources for students and
faculty. The introduction concentrates on picking a prototype from which to act, adjusting the template's
look, and customizing the navigation (Anh and & Truong, 2023).

1.1.Purpose of study

In summary, this study sets the stage for developing an online learning platform that addresses the
challenges of traditional education models and leverages the capabilities of Google Sites to provide
accessible and compelling learning experiences in computer servicing. Through this platform, learners can
acquire and enhance their computer maintenance and repair skills, empowering them to thrive in an
increasingly digital world.

2. METHODS AND MATERIALS
2.1.Research design

Developing an online learning platform using Google Sites requires a comprehensive research approach.
A mixed-method research design is increasingly recognized as a valuable approach to studying educational
technology, including online learning platforms (Cohen, 2008). This approach allows for a more
comprehensive understanding of complex phenomena, such as the factors influencing learner engagement
and satisfaction with online learning environments (Naveed et al., 2023; Mathew et al., 2024). Quantitative
methods, such as surveys and usability testing, can provide valuable data on user preferences, platform
usability, and learning outcomes (Sardana et al., 2023). For instance, usability testing can help identify design
flaws hindering user interaction and learning (Kaminska et al., 2022). Qualitative methods like focus groups
and interviews can offer deeper insights into learners' experiences, motivations, and challenges (Campbell et
al., 2021). By combining these methods, researchers can gain a more nuanced understanding of the factors
that contribute to the success or failure of developing an online learning platform.

2.2.Ethical Considerations

This study adhered to internationally accepted ethical standards for research involving human
participants. Prior to data collection, all participants (teachers, students, and IT experts) were informed
about the aims and procedures of the study, and their voluntary consent was obtained. Data collected
through surveys, usability testing, and feedback sessions were treated confidentially and anonymized before
analysis. No personal or identifiable information was included in the dataset or reported in the findings.
Participants were informed of their right to withdraw at any time without any consequences. All data were
used strictly for academic purposes, in compliance with institutional and ethical research guidelines.
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2.3. Participants

Research participants are categorized into three main groups based on their roles and responsibilities in
the context of the study. Each plays a crucial part in the overall learning or training process. These categories
are broken down as follows:

2.3.1. Teachers

This group comprises individuals responsible for imparting knowledge, guiding, and assessing the
learners' progress. Depending on the learning environment, they may include schoolteachers, college
professors, corporate trainers, or industry experts. In an IT-based or blended learning setup, this group of
participants was familiar with educational technology, integrating digital tools like Learning Management
Systems (LMS) into their teaching (Furgon et al., 2023).

2.3.2. Students

This group consists of individuals who acquire new knowledge or skills. They could be school students,
university undergraduates, professionals undergoing training, or anyone in a lifelong learning process. They
may come from varied backgrounds, and their interaction with technology can vary, affecting their learning
experience (Katsarou & Chatzipanagiotou, 2021).

2.3.3. IT experts

This group consists of IT Experts in the learning environment. They serve as the technical backbone,
ensuring that the infrastructure and tools used for learning are functional, secure, and user-friendly. Their
primary roles include Technical Support, System Maintenance and Updates, Integration of IT Tools, Data
Security and Privacy, and providing training for Teachers and Students (Ramansyah et al., 2024).

Figure 1
Synergistic role of the participants in this online learning environment

Synergistic Learning Environment

Knowledge

Engagement
Teachers/Trainers T //"/ TN ) Students/Learners
S N
= o 3
Knowledge = Technological
Facilitation Engagement
IT Experts

The figure represents a "Synergistic Learning Environment", illustrating the interaction between
Teachers/Trainers, Students/Learners, and IT Experts. Each group contributes to creating an effective
learning ecosystem through different forms of engagement. Knowledge Engagement occurs between
teachers and students, facilitating learning through instruction and discussion. Technological Engagement
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happens between students and IT experts, ensuring learners can use digital tools and platforms effectively.
Knowledge Facilitation is the collaboration between teachers and IT experts, integrating technology into
education to enhance teaching methods (Arante & Bascon, 2025). The overlapping hexagons symbolize the
interconnectedness of these roles, emphasizing that an optimal learning environment is achieved through
their seamless collaboration.

In summary, each category is interconnected in the learning or training process. Teachers/Trainers are
the content experts, delivering knowledge; Students/Learners are the recipients, actively engaging with the
material; and IT Experts are the enablers, providing the necessary technological support to ensure a smooth
and practical learning experience, especially in modern, tech-driven educational environments. The synergy
between these groups ensures that the learning goals are met efficiently and effectively.

3. RESULTS
3.1.Platform development

The online learning platform for computer servicing was successfully developed using Google Sites,
following the outlined methodology. It features a user-friendly interface with an organized content layout
and integrated multimedia elements, ensuring an engaging learning experience. The platform offers a
comprehensive range of educational materials catering to the diverse needs of learners.

Figure 2
Home Page of the newly developed online learning platform

BASIC COMPUTER REPAIR AND MAINTENANGE

COURSE DESCRIPTION

This course deals with the basic theorles and principles of computer system

’o‘.;....,a.\.‘.-‘-.. :a
servicing. It outlines the step by step procedure of assembling and disassembling the —
system unit. It also Includes the fundamental guidelines and approaches of
troubleshooting and repait of various computer hardware and software troubles, Proper
computer maintenance Is also Included as well as basic approaches in troubleshooting
computer peripherals. It Is envisioned that after taking this course, students will be

basically ready for future servicing and maintenance of computer system
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Figure 2 illustrates the home page of the newly developed online learning platform, showcasing its design
and functionality. The page features a clean, user-friendly interface with a well-organized layout, making it
easy for users to navigate and access course materials. Key elements such as a menu bar, search function,
and prominently display multimedia content (for instance, images, videos, or interactive modules) are
integrated to enhance usability and engagement. The home page serves as the central hub, providing quick
access to various platform sections, including course modules, resources, and support tools, ensuring users a
seamless and intuitive learning experience (Wiyanah & Rahman, 2024).

3.2. Content integration

The platform incorporates diverse educational content, including text-based tutorials, video
demonstrations, interactive simulations, practical exercises, quizzes, assessments, and discussion forums.
The content covers various topics such as computer basics, the system unit, storage devices and peripherals,
hardware and software, system unit assembly, and computer system maintenance. These lessons related to
computer servicing cater to all learners at different skill levels.

Figure 3
Learning materials within the Google site learning platform

COMPUTER BASICS THE SYSTEM UNIT

fo) /7
LESSON 1 LESSON 2

STORAGE DEVICES AND PERIPHERALS HARDWARE AND SOFTWARE

LESSON 3 LESSON 4
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3.3. Interactive features

Interactive features such as quizzes, assessments, and discussion forums were implemented to enhance
learner engagement and interaction. These features allow learners to test their knowledge, receive
feedback, and engage in peer-to-peer learning and collaboration. Implementing interactive features such as
quizzes, assessments, and discussion forums has enhanced learner engagement and interaction. Users
reported that these features provided valuable opportunities for self-assessment, feedback, and peer-to-
peer learning. The effectiveness of these interactive elements in promoting active learning and knowledge
retention underscores their importance in online education platforms (Roque-Hernandez et al., 2023).

3.4. Pilot testing and assessment feedback

Pilot testing of the platform was conducted with a small group of users, representative of the target
audience. Feedback from users was generally positive, with users praising the platform's intuitiveness,
content relevance, and interactive features that enhance learning experiences. The positive feedback from
users indicates that the online learning platform developed using Google Sites has been well-received. This
positive feedback is encouraging and suggests that the platform has the potential to effectively address the
needs and preferences of its target audience (Stevancec & Fink Grubacevi¢, 2019). Some suggestions for
improvement were also provided, including enhancements to navigation and additional content offerings.

Table 1
Evaluators’ comments/feedback during the pilot testing of the learning platform

Experts/Evaluators Comments/Feedback
Teachers/Trainers ° Citations or sources should be included for every picture used in the lesson
presentation to avoid plagiarism.
° Every topic/competency should have a learner's feedback or insight.
° Instead of material and direction, change to materials and directions.
° During the hands-on activity, occupational health and safety (OHS)
practices and procedures must be stated as one of the activities.
° Some of the learning outcomes do not observe HOTS and SMART.
Students/Learners ° The learning materials provided through the link must be OPEN ACCESS,
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not limited.
° Simplified self-directed instruction on how to navigate the site must be
incorporated.
° Instructional content is easy to understand and is very helpful for
beginners.
IT Experts ° Some performance tasks do not use Google Forms.
° Use Google Forms in drop-down format for ease of use.
° Improve user interface aesthetics.
° Navigational buttons must be clearly labelled.
° Improve the layout and content presentation.
° Please consider using your own videos.

Table 1 provides valuable feedback from three key stakeholder groups: Teachers/Trainers,
Students/Learners, and IT Experts regarding developing and implementing an online learning platform for
computer servicing. The feedback highlights both strengths and areas for improvement, offering actionable
insights to enhance the platform's effectiveness, usability, and educational value. Teachers'/Trainers'
feedback regarding the evaluation of the newly developed online learning platform highlights several critical
areas for improvement, focusing on enhancing credibility, pedagogical effectiveness, user engagement, and
alignment with educational best practices. First, the suggestion to include citations or sources for every
picture used in lesson presentations emphasizes the importance of academic integrity and proper
attribution, ensuring the platform adheres to ethical standards and avoids plagiarism. This enhances the
platform's credibility and ensures compliance with copyright laws. Second, the recommendation to
incorporate learner feedback or insights for every topic or competency underscores the need for a learner-
centered approach, fostering engagement and enabling continuous improvement based on user
experiences. Third, the feedback to change "material and direction" to "materials and directions" highlights
the importance of precise and professional language, which improves clarity, consistency, and overall
usability. Fourth, the call to integrate occupational health and safety (OHS) practices into hands-on activities
is crucial for promoting safety awareness, aligning with industry standards, and preparing learners for real-
world scenarios. Finally, the observation that some learning outcomes lack Higher-Order Thinking Skills
(HOTS) and SMART (Specific, Measurable, Achievable, Relevant, Time-bound) criteria indicates the need for
well-defined, rigorous objectives that promote critical thinking and measurable progress. The
Teachers/Trainers recommended that addressing areas such as ethical content creation, learner-centered
design, language precision, safety integration, and robust learning outcomes will significantly enhance the
platform's quality, usability, and educational impact, ensuring it effectively meets the needs of learners and
educators in the field of computer servicing.

The feedback from Students/Learners regarding the evaluation of the newly developed online learning
platform also highlights their need for accessibility, usability, and content clarity, which are critical for
creating an effective learning experience. First, the request for learning materials to be open access
emphasizes the importance of removing barriers such as paywalls or login requirements, ensuring that all
learners, regardless of their background, can freely access resources. This promotes inclusivity and aligns
with the platform's goal of democratizing computer servicing education. Second, the call for simplified self-
directed instructions on navigating the site underscores the need for an intuitive and user-friendly interface.
Clear navigation guidance empowers learners to explore the platform independently, reducing frustration
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and enhancing their overall experience. Finally, the positive feedback on the instructional content being easy
to understand and helpful for beginners highlights the platform's success in delivering explicit and beginner-
friendly materials. This clarity keeps learners engaged and motivated, fostering a positive learning
environment. Addressing these feedback points, ensuring open access, simplify navigation, and maintaining
explicit content will significantly enhance the platform's usability, accessibility, and effectiveness, making it a
valuable resource for learners at all levels.

Lastly, the feedback from IT Experts regarding the evaluation of the newly developed online learning
platform highlights several technical and design-related areas for improvement, focusing on usability,
functionality, and content quality. First, the suggestion to use Google Forms for performance tasks,
particularly in a drop-down format, emphasizes the need for streamlined and user-friendly assessment tools
that simplify data collection and enhance the learner experience. Second, the call to improve user interface
aesthetics and clearly label navigational buttons underscores the importance of an intuitive and visually
appealing design, which is critical for maintaining user engagement and ensuring ease of navigation. Third,
the recommendation to enhance the layout and content presentation reflects the need for organized and
visually coherent materials that facilitate effective learning. Finally, the advice to use original videos instead
of relying on external content highlights the importance of authenticity and customization, ensuring the
platform offers tailored and high-quality resources. They also recommend optimizing assessment tools,
refining the interface, improving content presentation, and incorporating original learning materials,
significantly enhancing the platform's usability, functionality, and overall effectiveness, making it a more
professional and impactful resource for learners.

Figure 4
Product quality (ISO/IEC 25010) assessment result

Product Quality (ISO/IEC 25010) Assessment
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Figure 4 presents the results of the Product Quality Assessment based on the ISO/IEC 25010 standard,
evaluating various product characteristics on a rating scale (Trichkova-Kashamova, 2021). Among the
assessed characteristics, Compatibility received the highest rating at 3.9, followed closely by Performance
Efficiency (3.87) and Usability (3.8), indicating strong system compatibility, efficient performance, and ease
of use. Other attributes, such as Functional Suitability, Security, and Maintainability, also scored 3.8, showing
well-balanced product capabilities. However, Reliability (3.7) and Portability (3.68) received slightly lower
scores, suggesting areas for potential improvement. The Overall Mean Rating of 3.77 reflects a generally
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high-quality product but also highlights the need for enhancements in reliability and portability. The
implications of these findings suggest that while the product is efficient, compatible, and user-friendly,
further improvements in system stability, adaptability, and transportability could enhance its overall quality
and usability (Alkoblan & Wadud, 2023).

3.5. Iterative development

Feedback from users also highlighted areas for improvement in terms of usability and accessibility.
Suggestions for navigation, layout, and content presentation enhancements were noted, indicating
opportunities for further refinement to optimize the platform's usability and accessibility. Iterative
development cycles will be crucial in addressing these suggestions and ensuring the platform remains user-
friendly and accessible to all learners. The iterative development approach employed in refining the platform
based on user feedback is essential for ensuring its ongoing effectiveness and relevance (Hurd & Billingsley,
2023; Praveena et al., 2023). Continuous monitoring of user engagement, participation rates, and learning
outcomes provided valuable insights into the platform's performance and areas for further improvement. By
prioritizing user feedback and incorporating it into subsequent development cycles, the platform can evolve
to meet the changing needs of its users and remain a valuable educational resource (Gong et al., 2023).

3.6. Launch and monitoring

After completing development and quality assurance testing, the online learning platform was
successfully launched for public access. User engagement, participation rates, and learning outcomes are
being monitored to evaluate the platform's effectiveness in achieving its objectives. Ongoing feedback from
users will continue to inform further refinements and optimizations to the platform.

Developing an online learning platform for computer service using Google Sites has proven successful,
offering a comprehensive curriculum, interactive features, and positive user feedback. This achievement has
broader implications for online education, demonstrating the potential of accessible technology to
democratize knowledge and empower individuals in high-demand fields (Su et al., 2022; Ulinuha &
Parnawati, 2022). The methodologies and best practices employed in this project can serve as a model for
developing similar platforms in other domains, fostering the continued growth and innovation of online
learning.

3.7. Limitations

The study's inherent limitations revealed technical, educational, content, and accessibility challenges in
developing a comprehensive computer servicing course on Google Sites. These challenges, such as platform
constraints, lack of hands-on experience, and the digital divide, emphasize the need for targeted solutions to
enhance the course's effectiveness. Addressing these limitations ensures successful learning outcomes and
creates an inclusive, engaging educational experience (Kim, 2020).

Technical Constraints present notable hurdles, particularly regarding platform limitations, bandwidth,
and storage. Google Sites, while user-friendly, may lack advanced features or customization options
necessary for a detailed computer servicing course. Additionally, if the course relies heavily on large media
files, such as videos or high-resolution images, bandwidth and storage limitations could hinder the user
experience. Furthermore, while Google provides general technical support, specialized assistance for
computer servicing-related issues may be limited. These constraints emphasize the need for careful planning
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and resource management to optimize the platform's capabilities while mitigating its limitations (Rocha
Estrada et al., 2022).

Educational Challenges are equally significant, particularly the lack of hands-on experience and limited
interaction. Research consistently underscores the importance of hands-on practice in developing practical
skills, such as hardware assembly or troubleshooting, which are difficult to replicate in an online
environment (Tamm, 2023). To address this, incorporating interactive simulations, virtual labs, or project-
based learning can provide learners with simulated hands-on experiences. Additionally, partnerships with
local repair shops or community centers could offer real-world training opportunities. Similarly, while online
forums and discussion boards facilitate interaction, they may not match the engagement levels of face-to-
face learning (Rizvi & Nabi, 2021). To enhance interaction, instructors can integrate synchronous sessions,
such as live webinars or video conferencing, and use collaborative tools to foster real-time discussions and
group work (Ong & Quek, 2023). These solutions are crucial for bridging the gap between theoretical
knowledge and practical application and maintaining learner engagement and motivation.

Content Limitations further complicate the development of a comprehensive course. Due to space and
resource constraints, Google Sites may struggle to accommodate the depth and breadth of computer
servicing topics. Moreover, the rapid evolution of technology poses a challenge in keeping course content up
to date. These limitations highlight the need for a dynamic and flexible approach to content creation,
including regular updates and using external resources or supplementary platforms to expand the course's
scope (Gai & Qiu, 2018). Ensuring that the course remains relevant and comprehensive is essential for
delivering value to learners.

Accessibility and Equity issues also play a critical role in the course's effectiveness. The digital divide, or
unequal access to the internet and devices, can limit the course's reach, excluding learners who lack the
necessary technology (Vassilakopoulou & Hustad, 2023). Additionally, a purely online format may not fully
accommodate diverse learning styles, and learners may require a certain level of technical literacy to
navigate the platform and access materials (Deschénes, 2024). These challenges underscore the importance
of designing inclusive and accessible courses, such as providing offline resources and technical support, and
incorporating multimodal content to cater to different learning preferences. Addressing these barriers
ensures equitable access to education and fosters an inclusive learning environment.

In summary, while Google Sites offers a versatile platform for developing an online computer servicing
course, the technical, educational, content, and accessibility challenges must be carefully addressed to
maximize its effectiveness. Educators can overcome these limitations by leveraging innovative solutions,
such as interactive simulations, synchronous sessions, and inclusive design principles, and creating a robust,
engaging, and accessible learning experience. These efforts are essential for achieving the course's
educational goals, promoting equity, and ensuring that learners from diverse backgrounds can benefit from
the program.

4. DISCUSSION

The results of this study highlight the strengths of the online learning platform in delivering quality
education in computer service. The high ratings for Compatibility, Performance Efficiency, and Usability
indicate that the platform successfully meets user expectations for accessibility, ease of use, and system
efficiency. These findings are particularly significant in the context of digital education, as they demonstrate
that even a widely available tool like Google Sites can be leveraged to create effective learning
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environments. The balanced scores across Functional Suitability, Security, and Maintainability suggest that
the platform is well-rounded in terms of essential features, ensuring reliability and security while remaining
manageable for long-term use. However, the slightly lower ratings in Reliability and Portability highlight
areas where further development could enhance the platform’s robustness and adaptability across different
devices and environments.

The iterative development approach played a critical role in refining the platform based on user
feedback. The suggestions for improving usability and accessibility indicate that while the platform is
functional, there is room for optimization in navigation, content organization, and overall user experience.
The significance of this iterative process cannot be overstated, as continuous refinement ensures that the
platform remains relevant and user-friendly. Monitoring engagement and participation rates provides
valuable insights into how learners interact with the platform, allowing developers to identify potential
barriers to learning and address them effectively. This aligns with best practices in digital education, where
ongoing assessment and adaptation are key to maintaining an engaging and practical learning experience.

The platform's successful launch and initial reception demonstrate its potential to democratize access to
technical education. By providing a structured and interactive learning experience, the platform empowers
individuals to acquire computer servicing skills without the constraints of traditional classroom settings. This
is particularly important in addressing skill gaps in the workforce as the demand for digital and technical
competencies continues to grow. The methodologies employed in this project could serve as a model for
similar initiatives, reinforcing the idea that accessible, web-based platforms can serve as viable alternatives
to conventional technical training.

Despite these successes, several limitations were observed and acknowledged. The reliance on Google
Sites imposes certain technical constraints, such as limited customization options and potential bandwidth
issues when incorporating multimedia content. These factors may affect the overall learning experience,
particularly for users with slower internet connections or those requiring more advanced features.
Additionally, the lack of hands-on experience presents a challenge in fully replicating the practical aspects of
computer service. While interactive elements and peer discussions help mitigate this issue, integrating
virtual simulations or hybrid learning opportunities could further bridge the gap between theory and
practice.

Content expandability also poses a challenge, as computer service is a rapidly evolving field requiring
frequent updates to remain relevant. Maintaining up-to-date course materials while operating within the
platform's constraints requires a dynamic and flexible approach to content management. Furthermore,
accessibility remains a concern, particularly for learners facing digital literacy barriers or those with limited
internet access. Addressing these issues through offline resources, technical support, and multimodal
content delivery can enhance the inclusivity and effectiveness of the platform.

This study demonstrates the viability of using accessible web-based platforms for technical education
while underscoring the need for ongoing improvements. By addressing the identified limitations and
leveraging innovative solutions, the platform can continue to evolve into a robust and inclusive learning
environment. These findings emphasize the importance of iterative development, user-centered design, and
continuous adaptation in creating effective digital learning solutions that cater to diverse learners.

5. CONCLUSION
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In conclusion, this study underscores the potential of an accessible online learning platform for delivering
quality education in computer servicing, demonstrating strong usability, Compatibility, and efficient
performance. The platform's iterative development, guided by user feedback, highlights the importance of
continuous refinement to enhance navigation, content organization, and engagement. Its successful
implementation reinforces the viability of web-based technical training, particularly in addressing workforce
skill gaps and expanding access to education. However, limitations such as platform constraints, the lack of
hands-on experience, and accessibility challenges indicate areas for further enhancement. Addressing these
issues through virtual simulations, content scalability, and inclusive design will be crucial for maximizing the
platform’s effectiveness. Ultimately, this research contributes to the growing field of digital education by
showcasing how adaptable, user-centered learning environments can democratize technical skills
acquisition, fostering greater inclusivity and innovation in online learning.

To enhance the online learning platform's effectiveness and inclusivity, it is recommended that future
efforts address its identified limitations through practical and attainable improvements. First, integrating
virtual simulations and interactive lab exercises can help bridge the gap between theoretical learning and
hands-on practice, providing learners with realistic troubleshooting experiences. Collaboration with industry
partners or educational institutions also facilitates hybrid learning opportunities, where learners can
complement online lessons with in-person training sessions at designated centers. Second, improving
content expandability and adaptability is essential to keep the curriculum up to date with evolving computer
servicing technologies. This can be achieved by incorporating modular course structures, enabling easier
updates and customization.

Additionally, leveraging cloud-based repositories or supplementary platforms can expand content
availability beyond the limitations of Google Sites. Third, enhancing accessibility and inclusivity should be a
priority. Providing offline learning resources, such as downloadable materials or mobile-friendly content, can
accommodate learners with limited internet access. Implementing multi-language support and accessibility
features, such as screen reader compatibility, can further improve the platform’s usability for diverse
learners.

Future research should explore the long-term effectiveness of the platform, focusing on learner
retention, skill application in real-world scenarios, and overall career impact. Conducting large-scale usability
studies and performance assessments across different learner demographics will provide deeper insights
into how the platform can be refined for broader adoption. Lastly, investigating the integration of Al-driven
personalized learning could enhance adaptability, allowing the system to provide tailored recommendations
based on individual learning progress and needs. By implementing these improvements, the platform can
continue evolving into a robust, scalable, and inclusive learning environment, effectively supporting digital
skills development in the workforce.

Conflict of Interest: The authors declare no conflict of interest.
Ethical Approval: The study adheres to the ethical guidelines for conducting research.

Funding: This research received no external funding.

REFERENCES

72


https://doi.org/10.18844/wjet.v18i1.9757

Arante, R. B., Cabachete, J., Sapa, J., Serna, M. A. D., & Alas, J. A. (2026). Developing a self-paced online learning platform for
computer servicing using Google Sites. World Journal on Educational Technology: Current Issues, 18(1), 60-75.
https://doi.org/10.18844/wijet.v18i1.9757

Alkoblan, S. I., & Wadud, M. A. A. (2023). A model for usability evaluation of learning management
systems. Int. J. Integrating Technol. Educ., 12(1), 59-71.

Almarzooqi, J. M. H. Y. (2019). An evaluation of the effectiveness of face-to-face versus e-learning in the UAE
Civil Defence sector (Doctoral dissertation, University of the West of England).

Anderson, N. (2020). Examining ways COVID-19 adaptation derailed our assumptions about online learning.
In 2020 IEEE Conference on e-Learning, e-Management and e-Services (IC3e) (pp. 67-70). IEEE.
https://ieeexplore.ieee.org/abstract/document/9288463/

Anh, T. T. N., & Truong, N. N. (2023). Mobile E-Portfolios on Google Sites: A Tool for Enhancing Project-Based
Learning. International Journal of Interactive Mobile Technologies, 17(11).

Arante, R. B., & Bascon, D. J. (2025). Adequacy and Functionality of Information and Communication
Technology Infrastructure: Its Online Learning Implications. Journal of Education and Learning
(Edulearn), 19(3), 1484-1491. https://eric.ed.gov/?id=EJ1478897

Campbell, K. A., Orr, E., Durepos, P., Nguyen, L., Li, L., Whitmore, C., ... & Jack, S. M. (2021). Reflexive
thematic analysis for applied qualitative health research. The Qualitative Report, 26(6), 2011-2028.
https://www.academia.edu/download/99418539/481308351.pdf

Cohen, E. (2008). Book Review: Creswell, JW, & Plano Clark, VL (2006). Designing and Conducting Mixed
Methods Research. Thousand Oaks, CA: Sage. Research on Social Work Practice, 18(5), 527-530.
https://journals.sagepub.com/doi/abs/10.1177/1049731508318695

Deschénes, A. A. (2024). Digital literacy, the use of collaborative technologies, and perceived social proximity
in a hybrid work environment: Technology as a social binder. Computers in Human Behavior
Reports, 13, 100351. https://www.sciencedirect.com/science/article/pii/S2451958823000842

Dhawan, S. (2020). Online learning: A panacea in the time of the COVID-19 crisis. Journal of Educational
Technology Systems, 49(1), 5-22.
https://journals.sagepub.com/doi/abs/10.1177/0047239520934018

Dwi Wicaksono, V., Pandu Paksi, H., & Supriyono. (2023). Google Sites as ICT Learning in Indonesia: The
Benefits and Implementation. KnE Social Sciences, 2023, kss-v8i8.

Furqon, M., Sinaga, P., Liliasari, L., & Riza, L. S. (2023). The Impact of Learning Management System (LMS)
Usage on Students. TEM Journal, 12(2). https://www.ceeol.com/search/article-detail?id=1123847

Gai, K., & Qiu, M. (2018). Optimal resource allocation using reinforcement learning for loT content-centric
services. Applied Soft Computing, 70, 12-21.
https://www.sciencedirect.com/science/article/pii/S1568494618302540

Gong, K., Saglam, B., Dalmaz, O., Cukur, T., Kozat, S., & Dibeklioglu, H. (2023). User feedback-based online
learning for intent classification. In Proceedings of the 25th International Conference on Multimodal
Interaction (pp. 613-621). https://dl.acm.org/doi/abs/10.1145/3577190.3614137

Hurd, N. M., & Billingsley, J. (2023). Project DREAM: Iterative development of an afterschool program with
an emphasis on youth—adult relationships. American Journal of Community Psychology, 72(3-4), 395-
408. https://onlinelibrary.wiley.com/doi/abs/10.1002/ajcp.12701

Kaminska, D., Zwolinski, G., & Laska-Lesniewicz, A. (2022). Usability testing of virtual reality applications—the
pilot study. Sensors, 22(4), 1342. https://www.mdpi.com/1424-8220/22/4/1342

Katsarou, E., & Chatzipanagiotou, P. (2021). A critical review of selected literature on learner-centered
interactions in  online learning. Electronic  Journal  of e-Learning, 19(5), 349-362.
https://eric.ed.gov/?id=EJ1328843

73


https://doi.org/10.18844/wjet.v18i1.9757
https://ieeexplore.ieee.org/abstract/document/9288463/
https://eric.ed.gov/?id=EJ1478897
https://www.academia.edu/download/99418539/481308351.pdf
https://journals.sagepub.com/doi/abs/10.1177/1049731508318695
https://www.sciencedirect.com/science/article/pii/S2451958823000842
https://journals.sagepub.com/doi/abs/10.1177/0047239520934018
https://www.ceeol.com/search/article-detail?id=1123847
https://www.sciencedirect.com/science/article/pii/S1568494618302540
https://dl.acm.org/doi/abs/10.1145/3577190.3614137
https://onlinelibrary.wiley.com/doi/abs/10.1002/ajcp.12701
https://www.mdpi.com/1424-8220/22/4/1342
https://eric.ed.gov/?id=EJ1328843

Arante, R. B., Cabachete, J., Sapa, J., Serna, M. A. D., & Alas, J. A. (2026). Developing a self-paced online learning platform for
computer servicing using Google Sites. World Journal on Educational Technology: Current Issues, 18(1), 60-75.
https://doi.org/10.18844/wijet.v18i1.9757

Kim, K. H. (2020). Study on the effects and limitations of blended learning-based college lectures in online
courses. Korean Journal of General Education, 14(5), 239-249.
https://elibrary.ru/item.asp?id=75831216

Maria-Eleni, B. (2023). Investigating the Communities of Inquiry in Blended Learning
Environments. International Journal of Education, Learning and Development, 11(7), 1-17.

Mathew, P. V., Pappachan, J., & Kushwaha, S. (2024). The interplay of online attributes and learning modes
in shaping satisfaction and effectiveness in online learning. Discover Education, 3(1), 241.
https://link.springer.com/article/10.1007/s44217-024-00344-y

Muslihudin, M. (2018). Computer hardware learning media application. J. Adv. Res. Dyn. Control Syst.

Naveed, Q. N., Choudhary, H., Ahmad, N., Algahtani, J., & Qahmash, A. I. (2023). Mobile learning in higher
education: A systematic literature review. Sustainability, 15(18), 13566.
https://www.mdpi.com/2071-1050/15/18/13566

Ong, S. G. T.,, & Quek, G. C. L. (2023). Enhancing teacher—student interactions and student online
engagement in an online learning environment. Learning environments research, 26(3), 681-707.
https://link.springer.com/article/10.1007/s10984-022-09447-5

Praveena, P., Schoen, A., Gleicher, M., Porfirio, D., & Mutlu, B. (2023). Petri Nets for the Iterative
Development of Interactive Robotic Systems. In Proceedings of the AAAlI Symposium Series, 2(1),
526-531). https://ojs.aaai.org/index.php/AAAI-SS/article/view/27724

Ramansyah, W., Praherdhiono, H., Degeng, |., & Kuswandi, D. (2024). A Gamified MOOC: The Development
of an Interactive Moodle-Based Learning Environment. Ubiquitous Learning: An International
Journal, 17(1). https://doi.org/10.18848/1835-9795/CGP/v17i01/93-119

Richardson, J. C., Castellanos-Reyes, D., Janakiraman, S., & Duha, M. S. U. (2025). Using design-based
research to gauge the impact of an open educational resource repository to support online teaching
and learning. Journal of Computing in Higher Education, 1-31.
https://link.springer.com/article/10.1007/s12528-025-09483-z

Rizvi, Y. S., & Nabi, A. (2021). Transformation of learning from real to virtual: an exploratory-descriptive
analysis of issues and challenges. Journal of Research in Innovative Teaching & Learning, 14(1), 5-17.
https://www.emerald.com/insight/content/doi/10.1108/jrit-10-2020-0052/full/htm]

Rocha Estrada, F. J., Ruiz-Ramirez, J. A., George-Reyes, C. E., & Glasserman-Morales, L. D. (2022). Evaluation
of a virtual campus adapted to web-based virtual reality spaces: assessments of teachers and
students.  In Frontiers in  Education (Vol. 7, p. 918125). Frontiers Media SA.
https://www.frontiersin.org/journals/education/articles/10.3389/feduc.2022.918125/full

Roque-Hernandez, R. V., Diaz-Roldan, J. L., Ldpez-Mendoza, A., & Salazar-Hernandez, R. (2023). Instructor
presence, interactive tools, student engagement, and satisfaction in online education during the
CoVID-19 Mexican lockdown. Interactive Learning Environments, 31(5), 2841-2854.
https://www.tandfonline.com/doi/abs/10.1080/10494820.2021.1912112

Sardana, N., Shekoohi, S., Cornett, E. M., & Kaye, A. D. (2023). Qualitative and quantitative research
methods. InSubstance use and addiction research (pp. 65-69). Academic Press.
https://www.sciencedirect.com/science/article/pii/B9780323988148000081

Stevancec, D., & Grubacevié, I. F. (2019). Assessment of a method for usability testing by determining the
usability of the online learning platform. Mednarodno inovativno poslovanje= Journal of Innovative
Business and Management, 11(3), 35-41.
https://journal.doba.si/ojs/index.php/jimb/article/view/2019-11-3-4

74


https://doi.org/10.18844/wjet.v18i1.9757
https://elibrary.ru/item.asp?id=75831216
https://link.springer.com/article/10.1007/s44217-024-00344-y
https://www.mdpi.com/2071-1050/15/18/13566
https://link.springer.com/article/10.1007/s10984-022-09447-5
https://ojs.aaai.org/index.php/AAAI-SS/article/view/27724
https://doi.org/10.18848/1835-9795/CGP/v17i01/93-119
https://link.springer.com/article/10.1007/s12528-025-09483-z
https://www.emerald.com/insight/content/doi/10.1108/jrit-10-2020-0052/full/html
https://www.frontiersin.org/journals/education/articles/10.3389/feduc.2022.918125/full
https://www.tandfonline.com/doi/abs/10.1080/10494820.2021.1912112
https://www.sciencedirect.com/science/article/pii/B9780323988148000081
https://journal.doba.si/ojs/index.php/jimb/article/view/2019-11-3-4

Arante, R. B., Cabachete, J., Sapa, J., Serna, M. A. D., & Alas, J. A. (2026). Developing a self-paced online learning platform for
computer servicing using Google Sites. World Journal on Educational Technology: Current Issues, 18(1), 60-75.
https://doi.org/10.18844/wijet.v18i1.9757

Su, W., Luo, D., Zhang, C., & Zeng, S. (2022). Evaluation of online learning platforms based on probabilistic
linguistic term sets with a self-confidence multiple attribute group decision-making method. Expert
Systems with Applications, 208, 118153.
https://www.sciencedirect.com/science/article/pii/S0957417422013367

Tamm, S. (2023). 10 biggest disadvantages of e-learning | e-student.

Trichkova-Kashamova, E. (2021). Applying the iso/iec 25010 quality models to an assessment approach for
information systems. In2021 12th National Conference with International Participation
(ELECTRONICA) (pp. 1-4). IEEE. https://ieeexplore.ieee.org/abstract/document/9513662/

Ulinuha, A., & Parnawati, T. A. (2022). Students' Perspective on the Use of Google Sites in General English
Class at Higher Education. IDEAS: Journal on English Language Teaching and Learning, Linguistics and
Literature, 10(2), 1806-1815. https://ejournal.iainpalopo.ac.id/index.php/ideas/article/view/3224

Vassilakopoulou, P., & Hustad, E. (2023). Bridging digital divides: A literature review and research agenda for
information systems research. Information Systems Frontiers, 25(3), 955-969.
https://link.springer.com/article/10.1007/s10796-020-10096-3

Wiyanah, S., & Rahman, S. F. (2024). Developing Interactive Multimedia-based E-Learning to Teach
Reading. SAGA: Journal of English Language Teaching and Applied Linguistics, 5(1), 55-68.

Zhao, B. X. (2023). Educational inequality: The role of digital learning resources. Lecture Notes in Education
Psychology and Public Media, 7(1), 634-642.
https://pdfs.semanticscholar.org/ed7c¢/328c32f16d1878cf99559db00dd9675f2376.pdf

Zsifkovits, M., Amplatz, L., Triebner, N., Utz, J., Kornhuber, J., & Spitzer, P. (2025). Randomized controlled
trial of asynchronous vs. synchronous online teaching formats: equal knowledge after training,
greater acceptance, and lower intrinsic motivation through asynchronous online learning. BMC
Medical Education, 25(1), 850. https://link.springer.com/article/10.1186/s12909-025-07481-4

75


https://doi.org/10.18844/wjet.v18i1.9757
https://www.sciencedirect.com/science/article/pii/S0957417422013367
https://ieeexplore.ieee.org/abstract/document/9513662/
https://ejournal.iainpalopo.ac.id/index.php/ideas/article/view/3224
https://link.springer.com/article/10.1007/s10796-020-10096-3
https://pdfs.semanticscholar.org/ed7c/328c32f16d1878cf99559db00dd9675f2376.pdf
https://link.springer.com/article/10.1186/s12909-025-07481-4

