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E-learning and Mathematics 

Electronic learning (or e-learning) may be defined as learning using a computer, usually 
connected to a network.  Many researchers believe that e-learning is still in its infancy 
(Kahigi et al. , 2008).  Our society can gain tremendously from e-learning.  E-learning 
increases the speed and the degree of distribution of knowledge.  It also facilitates the 
acquisition of knowledge and skills and provides flexible learning opportunities to students. 

The National Minimum Curriculum (NMC, 1999) emphasises what has long been 
recognised: that practical activity, discussion and focused teaching are the triple key to 
understanding mathematics.  Providing the right equipment is not enough on its own.  
Children learn mathematics best if it is presented in an enjoyable way and discussed with 
skilled and informed questioning from the teacher. 

During early childhood pupils are a particular joy to teach because of their excitement and 
enthusiasm for learning.  The teacher should make the most of this by providing an exciting 
and varied environment in which children can explore Mathematics through a range of 
contexts.   

It is acknowledged that e-learning can give better support to less talented e-learning can give 
better support to less talented students.  It can engage pupils who show poor response to 
classical classroom learning.  On the other hand, for high-achievers, it can provide an 
opportunity to learn faster.  In simpler words, e-learning simply provides a personalised 
learning experience (Boulton, 2008).  

More than a decade ago, NCTM (National Council of Teachers’ of Mathematics, 1980) 
suggested using computer in teaching Mathematics (Cockcroft, 1986) stated that computer 
usage can improve the teaching quality and to improve the importance of topics within the 
Mathematics syllabus.  Based on research in the empowerment of using microcomputer 
(Ghamdi, 1987) states that students that used computer in Mathematics hold a positive 
attitude when it comes to solving complex problems.  Ghamdi says that computer software 
that is used in the teaching process can help students to understand the Mathematic concept 
and principle more easily.  Research shows that students’ assessment in final examinations 
has increased and that groups that learn in a computer assisted environment have the ability 
to use the information for a long period of time and to apply the acquired knowledge in other 
fields.  (Ghamdi 1987) 

Based on (Derek, 2004), definition of e-learning is the delivery of a learning, training or 
education programme by electronic means.  Thus e-learning involves the use of a computer 
or electronic device, such as an interactive whiteboard in some way to provide training, 
educational or learning material. 

The implementation of e-learning is widely used in today’s world, including Malta.  I think 
that the right way to prepare future school teachers is to put them at ease with what they will 
teach later.  If they would be at ease doing Mathematics with the computer than they would 
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be prepared to use it in their normal teaching life.  Computers are used in education in a 
number of ways, such as interactive activities, simulations and games. 

Computer-based Mathematics education (CBMF) is an approach teaching Mathematics that 
emphasises the use of computers.  It is still a developing field which has yet to realise the 
expectations formed in the early days of computing.   

A study by Klarreich (2004) discusses the role computers play in Mathematics.  The authors 
stated that computers’ power is enabling mathematicians to make major leaps into 
Mathematics.  Computers take only seconds to calculate and create beautiful graphics of 
three-dimensional shapes.   

A study by Leigh (2004) discusses the idea that games promote cognitive and problem –
solving skills.  The paper states that most children are ‘masters’ of the game.  Young children 
can sit at a computer for hours playing computer games.  Therefore, since children like 
playing games, teachers should create computer Mathematics games so that pupils may 
practice computation on the computer.  The computer games should include learning 
strategies to increase students’ comprehension.  These games should include learning 
strategies to increase students’ comprehension.  These games should reinforce learning, 
provide immediate feedback, and improve test-taking skills.  The computer Mathematics 
practice can also be used to replace drill work.  Computer on-screen activities can be 
constructed to meet the curriculum objective. 

Another study by Lederman and Niess (1999) discusses the role computers play in helping 
students study Maths and Science in the real world.  The authors’ primary point is that 
computer technology, along with other technology enhancements gives students and efficient 
means through which higher level thinking skills can be enhanced.  The authors state that 
Mathematics should be ‘authentic’. 

A study conducted by Roschelle, Pea, Hoadley, Gordin and Means (2000) supports the use of 
computer-based Mathematics education in the classroom.  Their finding indicates that 
computer technology can help support learning, and that is especially useful in developing the 
higher-order skills of critical thinking, analysis, and scientific inquiries.  This article explores 
the various ways computer technology can be used to improve how and what pupils learn in 
the classroom by helping students understand core concepts in Mathematics, Science and 
Literacy.  These authors agree that computer-based Mathematics builds confidences and is a 
great tool for remediating slower learners. 

A conclusion can be drawn from these studies that computer-based Mathematics curriculum 
can be a useful tool in the advancement toward students’ academic gains in Mathematics.  
Implications from this literature review are that computer-based Mathematics curriculum can 
provide additional practice in the areas of need, and it can give advanced students a more 
challenging conceptual development. 
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