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The pandemic necessitated significant changes in education, highlighting

the importance of online learning. This report details the development of an online learning program
aimed at fostering strong social presence and interactivity among students and instructors. The
program®s goals were to promote active social interaction and overcome online education challenges.
Key features included synchronous sessions for real-time communication, virtual avatars for
self-expression, group projects for collaboration, online discussion forums, and a peer review
system. The pilot phase tested effectiveness, with feedback refining the program. Evaluation through
surveys and analysis showed high student satisfaction.

The program demonstrated a positive link between social presence and learning success. However,
challenges like technical issues and time management need addressing. The program effectively
enhanced online learning experiences, with ongoing improvements essential for future success.
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