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Abstract - The popularity of smart devices is growing rapidly. These digital devices represent a new generation 

of technological tools that provide amazing access to content and opportunities for artistic use as well as for 

students (Ally, Grimus et al. 2014). Most of the top-selling paid apps in the education sector are aimed at students. 

However, the educational value of such applications is difficult to determine. Parents and teachers who turn to 

these devices for the educational benefits they expect from their students have a limited number of tools to test 

these apps (Papadakis, Kalogiannakis et al. 2018). With book reviews in mind, we present the latest findings 

regarding the true educational value of these "self-respecting" educational apps(Brown, Bull et al. 2013). Our 

analysis concludes that although there are thousands of apps available today, choosing the most suitable 

educational courses especially for agricultural engineering students is difficult and problematic for both teachers 

and educators (Barkley and Major 2015). 

Keywords - Smart mobile devices; Tablets; Educational Apps; Agricultural Engineering students. 

 

I. INTRODUCTION 

Educational technology, sometimes abbreviated to EduTech or EdTech, is a broad field. Therefore, many 

explanations can be found, some of which are contradictory (Kennedy 2018). Educational technology as a field 

of education can be considered a science of design or a set of diverse research interests that address important 

issues of learning, teaching, and social organization (Amiel and Reeves 2008). Educational technology as a 

practice means any form of teaching and learning that uses technology. 

Technology refers to the systematic use of scientific or other forms of information in the work process. 

Educational technologies are therefore based on theoretical knowledge from various fields (communication, 
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psychology, social sciences, philosophy, practical wisdom, informatics, etc.) and knowledge from work 

experience (Granić and Marangunić 2019). 

Educational technology refers to the use of tools, technologies, processes, processes, resources and strategies to 

develop learning skills in various areas such as formal learning, non-formal learning, informal learning, lifelong 

learning, on-demand learning, workplace learning and instant learning. Educational technology has evolved from 

the early use of teaching tools and has rapidly expanded in recent years to include such devices and methods as 

mobile technology, virtual reality or advanced, simulation and targeted environments, collaborative learning, 

social networks, cloud computing, interactive classrooms, and more. " 

With the increasing popularity of smartphones, the use of various applications has increased. Nowadays, learning 

through various app-based platforms has also increased as the new generation students are more into smart things 

(Wai, Ng et al. 2018). Educational apps like BYJU, Unacademy, Khan Academy, Coursera etc. will capture the 

minds of students towards them. Allow students to use their app every day (Raj 2022). However, these apps 

provide educational information only for standard school subjects and tests named like JEE MAINS, ADVANCE, 

UPSC etc. Hence, students are aware of this specific broadcast and strive for the same. But currently many courses 

/ streams are being introduced which can give bright future like Agricultural Engineering (Pradhan 2011). 

Agricultural engineering is a very broad international study that is unknown to many (Wang and Huang 2022). 

Therefore, to highlight this noble course in the world, this program has been introduced to provide details of this 

study that can lead to the development of the world (Ghalayini and Noble 1996). 

II.    About the Title & Logo 

 

 

This application logo was created in Logo-Maker. The name of the app is “AgriTECH” which deliberately 

describes the identity of agricultural engineering students. "Agri" means agriculture and "TECH" means 

technology. Agricultural technology is what all agricultural engineering students wanted to learn. Below is also a 

tagline – “A Bright Approach to Agri Technology Approach” which broadly describes the focus and use of this 

app. A leafy background is used to focus on agriculture with just an added touch of green. 

 

 

 

Fig-2.1: App Icon “AgriTECH” 
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III.  History behind the birth of the App 

The title of this post briefly describes our project. It is well known that the application is mainly based on 

agricultural engineering students (Little 1982). The idea to design this app came when four of us faced the same 

problem. When introducing a new course, the word "domain" appears, you don't know about the scope of 

bachelor's degrees (Winograd and Flores 1986). The ideas were mixed with various other ideas and came to a 

conclusion by the end of year 2 of our study (Reese, Balzano et al. 2022). The idea of building a solution for our 

future generations to deal with the similarities. In this way, AgriTECH was born in the project work of our two-

year continuous study called "Intelligent Engineering Project". Searching and more research is going on for about 

2 months to find a better forum like BYJU, Unacademy etc. only for agricultural engineering students (Khan 

2023). The birth of this application created many obstacles, but in the end, it is independent and has only 4 

foundations behind it (Laakso and Kiviniemi 2012). 

IV. About the App 

This application is made using Glide software, which converts spreadsheets into software (Liu, Prapong et al. 

2002). Choose a table and Glide will instantly generate a real working app or website to get you started (Huang, 

Sherman et al. 2009). This software helps every enthusiastic app developer who wants to develop an app with 

basic spreadsheet knowledge without coding (Cox 1986). This app mainly contains 4 tables as 4 backbones 

namely users, domains, apps: comments, shopping. The application consists of 5 interfaces such as front interface, 

course interface, chat interface, shopping interface and location interface (Aghajan, Augusto et al. 2009). This 

application is based on a bridge that literally works like a Google search engine that mainly redirects users to a 

user-specified/listed platform to get their preferred information. 

V. Mobile Application 

At the peak of the smart mobile device boom is the launch of applications (apps) for tablets and smartphones 

(Papadakis and Kalogiannakis 2017). At the peak of the smart mobile device boom is the launch of applications 

(apps) for tablets and smartphones (Wang, Yahyavi et al. 2015). A mobile application is a computer program 

designed to work on mobile devices such as smartphones and tablets (Page 2014). A mobile application may also 

be known as an app, an iPhone application, or a smartphone application (Rakestraw, Eunni et al. 2013). There 

are actually five different types of apps (see Fig-5.1). 

 

 

 

 

Fig: The 5 different types of apps 
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Goodwin divides applications into three distinct categories: 

• A creative or "productive" application featuring an open design that allows users to create their own digital 

content or artifact using the application. Creative apps are designed for artistic expression (Compton and Mateas 

2015). 

• Instructional apps have "practice" design features where the app provides a predetermined "task" that elicits the 

same response from the user (Papadakis and Kalogiannakis 2017). These applications require minimal 

psychological investment on behalf of the student. Many game apps are classified as educational apps 

(McQuiggan, McQuiggan et al. 2015). 

• Usable applications enable targeted detection and testing in a pre-determined context or framework (Goodwin 

and Highfield 2012). These apps require more reasonable engagement than educational apps, but less than 

constructive apps. 

 

 

VI. The App Marketplace 

Mobile applications have become a rapidly growing tool in the software industry. Since the iPhone entered the 

business in 2007 (the first smart touch-screen mobile device), the mobile app business has grown to become a 

part of the economy itself. This rapidly growing mobile app industry is worth billions of dollars. Apple's digital 

application store, called the App Store, first opened on July 10, 2008, offering free or paid applications for the 

iPhone and later for the iPod touch and iPad (Morrissey and Campbell 2011). In 2011, over $2.5 billion was 

“paid out” in the software industry, while in 2014, apps earned over $10 billion to developers (Kelly 2016). 

According to Apple's CEO, by the end of 2014, users had downloaded 75 billion apps and visited the App Store 

300 million times a week. These three models, paid, in-app purchases and advertising, power the mobile app 

business (Berkowski 2014). Total program revenue is expected to grow from $45.37 billion in 2015 to $76.52 

billion in 2017 (Alavi and Buttlar 2019). In 2012, in-app purchases accounted for 11.4% of global mobile app 

revenue, and it is expected that in 2017 will increase to 48.2%. the purchase price of the application will reach 

28.9 billion dollars by 2017 (Strataki 2022). 

According to a 2008 report by the Federal Trade Commission (FTC), a US government agency, titled 

"Curriculum: Disclosure of Current Privacy Information It's Disappointing", smart device users can choose up to 

600 apps. In 2012, there were more than 500,000 apps in the Apple App Store and another 380,000 in Google 

Play (a digital distribution platform for Android mobile apps). As of June 2015, there were 1.5 million mobile 

apps available in the Apple App Store (Papadakis and Kalogiannakis 2017). The number of apps available on 

Fig: Four pillars of an App 
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the Google Play Store, formerly known as the Android Market, surpassed one million apps in July 2013 and last 

posted 2 million apps in February 2016 (Rakestraw, Eunni et al. 2013). 

VII. Salient Features of the App 

The android agricultural application AGRITECH – A bright way for Agricultural Technology, provides mainly 

4 features - 

I. Lessons 

II. Chat 

III. Shopping cart 

IV. Location. 

 Sign in Public Sign in using your email ID or Google Account. 

 Create an account 

 Go to the courses, then select and view available courses. 

 Search for a favourite topic and add it to a favourite list. 

 To see the details of the lesson, click on the title icon (short description, short video, go option, link icon 

available. Go - courseware website, link logo - magazine.) 

 Use the chat option for any doubts / question. 

 For more reference books click on the shopping cart option. With this option the user can purchase or 

view book details. 

 Location option to find or track user location. 

Note - As the application is based on agriculture, so all courses are topics based on agricultural background 

(Vink 2013). 
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VIII. Flow Chart of the App 

 

 

 

I. Opening the App we look into Sign-In Interface, where we need to sign in through our E-Mail ID or 

directly through Google.  

II. Entering into the AgriTECH we firstly look into option where we can see the abouts of the app and in the 

same way we get an interface where it is said to create an account by applying all the said credentials. 

III. After creating account, we can access easily to all the dashboard features such as – Courses, Shopping, 

Location and Chat option. 

 Courses: In this option one can find the different varieties of Agricultural engineering Domain courses with 

its syllabus, brief description of the course, short videos, ppts or pdfs and lastly with a latest and renowned 

journal. 

 Shopping: In this option, the user can find different types of useful and informative book with its shopping 

link (Amazon/ Flipkart). 

 Location: This option is provided to make this app much more spectacular to the user. Through this option 

the user can see his/ her location and in the same way the user’s location can be noted and traced by the 

backend owners of the app. 

 Chat: This option is provided to ask queries and in the same way anybody can answer to the asked queries. 
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IX. Application 

At the peak of the development of smart mobile devices is the introduction of applications (apps) for tablets 

and smartphones (Page 2014). Various researchers point out that in addition to the technical features of smart 

devices, these are in favour of very young children due to the presence of mobile applications designed for 

these devices (Falloon 2013). Research has shown that young children engage more with apps and enjoy 

playing with them at different times depending on their needs and interests and the content and structure of 

the app (Nesset and Large 2004). A mobile application is a computer program designed to run on mobile 

devices such as smartphones and tablets. A mobile app may also be known as an app, an iPhone app, or a 

smartphone app (Godwin-Jones 2011). Educational apps help students analyse what they have learned and 

what their source is, making them curious to know more, but in a systematic way where they know how, when 

and what to research (Ciampa 2014). To increase productivity, educational programs work together to help 

attract students to courses (Tri, Hoang et al. 2021). Mobile apps give us access to endless information and 

data (Lumsden, Byrne-Davis et al. 2015). This digital technology has changed the education system. New 

Ways to Learn (Alaboudi and Alharbi 2021). 

 Improved Parent Communication. 

 eBooks And Online Lessons. 

 Mixed Functions. ... 

 The Gap of Student and Institutional Communication has narrowed. 

 

X. Conclusion 

The 21st century is a time of movement and freedom. Students are increasingly exposed to media, technology 

and screen time (MeTS) at home and in the classroom (Mohnsen 2008). More than 80,000 apps are listed as 

educational in the Apple App Store and Google Play Store, but most of them are not actually educational 

(Papadakis, Kalogiannakis et al. 2018). Education and the successful delivery of education is an art and 

educational products must be created by an education professional (Kaden 2020). Until now, most untrained app 

developers filled the market with so-called educational apps (Parker, Van Alstyne et al. 2016). To a meeting of 

faculty involved in the application development process, where the situation changes drastically (Korthagen, 

Loughran et al. 2006). Apps developed or designed by teachers have the potential to translate decades of 

experience into a global mobile learning platform (Mehdipour and Zerehkafi 2013). The goal should be to 

install state-of-the-art mobile applications wherever they are needed, to provide information and learning for 

anyone who seeks it, and especially to meet the needs of those who can afford a good education (Hasan and 

Laaser 2010). 

This project provided an important review of existing textbooks on the use of critical sports in education. He 

recommends that agricultural engineering students learn about mobile learning technologies and engage in critical 

sports (Spaaij and Jeanes 2013). The findings of this masterpiece show that students were learning to find 

solutions for themselves rather than being "spoon-fed" by their professors (Hird 2003). These findings are also 
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consistent with open learning and other construction methods (Moore, Dickson-Deane et al. 2011). At the same 

time, the project encouraged them and gave them emotional benefits when they shared with other people (Robins, 

Dautenhahn et al. 2005). Therefore, this contribution and its historical findings agree with the relevant theoretical 

foundations (George 2019). It has been shown that the use of portable learning technologies can improve the 

delivery of quality student-centred education (Crompton 2014). In conclusion, researchers suggest that the 

integration of traditional and digital learning resources can improve learning outcomes in primary education 

(Nortvig, Petersen et al. 2018). 

 

XI. Future Scope 

In the current situation where the technology in the mobile application is becoming more and more complex and 

its impact has a huge impact on the entire sector (Hofmann and Rüsch 2017). The most common mobile 

variables that include smartphone industry and mobile application growth are also used on the basis of 

applications such as chat, WhatsApp, entertainment, social media, games, and others. strengthen the market 

(Chou and Liu 2016). The most common and used platform is the Android platform. This platform works as a 

functional application for various types of smartphones, I-phones, tablets, etc., because the main part of the 

operation is completely based on the type of software available on the smartphone. The app also helps to track 

various learning activities and schedule from start to finish (De 2016). More and more universities seem to be 

finding faster solutions while developing their own comprehensive technology strategy (Bryk, Gomez et al. 

2015). One of the reasons is to create mobile templates for their current website at affordable prices (O'reilly 

2007). Tertiary institutions are investing in technology to improve student knowledge and increase efficiency 

(Papanastasiou, Drigas et al. 2019). Two recent technological trends are influencing higher education 

(Pucciarelli and Kaplan 2016). First, the availability of a universal teaching and learning environment translates 

into the provision of wireless access to virtual learning environments (VLEs) (Browne, Jenkins et al. 2006). 

VLE mobile applications are designed for a wide range of smartphones and tablet computers (Niño 2015). 

This work was done at Centurion University Technology and Management. Therefore, the findings of this study 

should be based on further research in some cases. Some updates may consider that different universities in India 

may yield different results (Feder, Just et al. 1985). Future Project can analyse projects with critical results 

(Frohberg, Göth et al. 2009). Further research may reveal that there may be different motives in the use of digital 

education among different people (Ali 2020). 

 

 

 

 

 

http://www.ijrti.org/


   © 2023 IJNRD | Volume 8, Issue 7 July 2023 | ISSN: 2456-4184 | IJNRD.ORG  

IJNRD2307263 International Journal of Novel Research and Development (www.ijnrd.org)  

 

c664 

XII. Reference 

Aghajan, H., et al. (2009). Human-centric interfaces for ambient intelligence, Academic Press. 

  

Alaboudi, A. and A. S. Alharbi (2021). "Impact of digital technology on Saudi students." International Journal of 

Information Technology 13: 943-950. 

  

Alavi, A. H. and W. G. Buttlar (2019). "An overview of smartphone technology for citizen-centered, real-time 

and scalable civil infrastructure monitoring." Future Generation Computer Systems 93: 651-672. 

  

Ali, W. (2020). "Online and remote learning in higher education institutes: A necessity in light of COVID-19 

pandemic." Higher education studies 10(3): 16-25. 

  

Ally, M., et al. (2014). "Preparing teachers for a mobile world, to improve access to education." Prospects 44(1): 

43-59. 

  

Amiel, T. and T. C. Reeves (2008). "Design-based research and educational technology: Rethinking technology 

and the research agenda." Journal of educational technology & society 11(4): 29-40. 

  

Barkley, E. F. and C. H. Major (2015). Learning assessment techniques: A handbook for college faculty, John 

Wiley & Sons. 

  

Berkowski, G. (2014). How to Build a Billion Dollar App: Discover the secrets of the most successful 

entrepreneurs of our time, Hachette UK. 

  

Brown, G. A., et al. (2013). Assessing student learning in higher education, Routledge. 

  

Browne, T., et al. (2006). "A longitudinal perspective regarding the use of VLEs by higher education institutions 

in the United Kingdom." Interactive Learning Environments 14(2): 177-192. 

  

Bryk, A. S., et al. (2015). Learning to improve: How America’s schools can get better at getting better, Harvard 

Education Press. 

  

Chou, M.-C. and C.-H. Liu (2016). "Mobile instant messengers and middle-aged and elderly adults in Taiwan: 

Uses and gratifications." International Journal of Human–Computer Interaction 32(11): 835-846. 

http://www.ijrti.org/


   © 2023 IJNRD | Volume 8, Issue 7 July 2023 | ISSN: 2456-4184 | IJNRD.ORG  

IJNRD2307263 International Journal of Novel Research and Development (www.ijnrd.org)  

 

c665 

  

Ciampa, K. (2014). "Learning in a mobile age: an investigation of student motivation." Journal of Computer 

Assisted Learning 30(1): 82-96. 

  

Compton, K. and M. Mateas (2015). Casual Creators. ICCC. 

  

Cox, B. J. (1986). Object oriented programming: an evolutionary approach, Addison-Wesley Longman 

Publishing Co., Inc. 

  

Crompton, H. (2014). "A diachronic overview of mobile learning: A shift toward student-centered pedagogies." 

  

De, D. (2016). Mobile cloud computing: architectures, algorithms and applications, CRC Press. 

  

Falloon, G. (2013). "Young students using iPads: App design and content influences on their learning pathways." 

Computers & education 68: 505-521. 

  

Feder, G., et al. (1985). "Adoption of agricultural innovations in developing countries: A survey." Economic 

development and cultural change 33(2): 255-298. 

  

Frohberg, D., et al. (2009). "Mobile learning projects–a critical analysis of the state of the art." Journal of 

Computer Assisted Learning 25(4): 307-331. 

  

George, A. L. (2019). Case studies and theory development: The method of structured, focused comparison, 

Springer. 

  

Ghalayini, A. M. and J. S. Noble (1996). "The changing basis of performance measurement." International journal 

of operations & production management 16(8): 63-80. 

  

Godwin-Jones, R. (2011). "Mobile apps for language learning." 

  

Goodwin, K. and K. Highfield (2012). iTouch and iLearn: An examination of “educational” apps. early education 

and technology for children conference. 

  

http://www.ijrti.org/


   © 2023 IJNRD | Volume 8, Issue 7 July 2023 | ISSN: 2456-4184 | IJNRD.ORG  

IJNRD2307263 International Journal of Novel Research and Development (www.ijnrd.org)  

 

c666 

Granić, A. and N. Marangunić (2019). "Technology acceptance model in educational context: A systematic 

literature review." British Journal of Educational Technology 50(5): 2572-2593. 

  

Hasan, A. and W. Laaser (2010). "Higher Education Distance Learning in Portugal--State of the Art and Current 

Policy Issues." European Journal of Open, Distance and E-learning. 

  

Hird, B. (2003). "What are language teachers trying to do in their lessons?" Babel 37(3). 

  

Hofmann, E. and M. Rüsch (2017). "Industry 4.0 and the current status as well as future prospects on logistics." 

Computers in industry 89: 23-34. 

  

Huang, D. W., et al. (2009). "Systematic and integrative analysis of large gene lists using DAVID bioinformatics 

resources." Nature protocols 4(1): 44-57. 

  

Kaden, U. (2020). "COVID-19 school closure-related changes to the professional life of a K–12 teacher." 

Education sciences 10(6): 165. 

  

Kelly, S. (2016). "The iPhone economy: how this innovative product affects global economy through its sales 

and add-on markets." 

  

Kennedy, S. (2018). Educational technology and curriculum, Scientific e-Resources. 

  

Khan, M. R. (2023). "4 Covid-19 Pandemic and Paradigms of Education in Indian HEIs A Mapping of Tectonic 

Shifts." Learning from the COVID-19 Pandemic: Implications on Education, Environment, and Lifestyle. 

  

Korthagen, F., et al. (2006). "Developing fundamental principles for teacher education programs and practices." 

Teaching and teacher education 22(8): 1020-1041. 

  

Laakso, M. and A. Kiviniemi (2012). "The IFC standard-A review of history, development, and standardization." 

Journal of information Technology in Construction. 

  

Little, I. M. D. (1982). Economic development: theory, policy, and international relations, Basic Books New 

York. 

  

http://www.ijrti.org/


   © 2023 IJNRD | Volume 8, Issue 7 July 2023 | ISSN: 2456-4184 | IJNRD.ORG  

IJNRD2307263 International Journal of Novel Research and Development (www.ijnrd.org)  

 

c667 

Liu, C. L., et al. (2002). "Software tools for high-throughput analysis and archiving of immunohistochemistry 

staining data obtained with tissue microarrays." The American journal of pathology 161(5): 1557-1565. 

  

Lumsden, C. J., et al. (2015). "Using mobile devices for teaching and learning in clinical medicine." Archives of 

Disease in Childhood-Education and Practice 100(5): 244-251. 

  

McQuiggan, S., et al. (2015). Mobile learning: A handbook for developers, educators, and learners, John Wiley 

& Sons. 

  

Mehdipour, Y. and H. Zerehkafi (2013). "Mobile learning for education: Benefits and challenges." International 

Journal of Computational Engineering Research 3(6): 93-101. 

  

Mohnsen, B. S. (2008). Teaching middle school physical education: A standards-based approach for grades 5-8, 

Human kinetics. 

  

Moore, J. L., et al. (2011). "e-Learning, online learning, and distance learning environments: Are they the same?" 

The Internet and higher education 14(2): 129-135. 

  

Morrissey, S. and T. Campbell (2011). iOS Forensic Analysis: for iPhone, iPad, and iPod touch, Apress. 

  

Nesset, V. and A. Large (2004). "Children in the information technology design process: A review of theories 

and their applications." Library & Information Science Research 26(2): 140-161. 

  

Niño, A. (2015). "Language Learners Perceptions and Experiences on the Use of Mobile Applications for 

Independent Language Learning in Higher Education." IAFOR Journal of Education. 

  

Nortvig, A.-M., et al. (2018). "A literature review of the factors influencing e‑learning and blended learning in 

relation to learning outcome, student satisfaction and engagement." Electronic Journal of E-learning 16(1): 

pp46‑55-pp46‑55. 

  

O'reilly, T. (2007). "What is Web 2.0: Design patterns and business models for the next generation of software." 

Communications & strategies(1): 17. 

  

http://www.ijrti.org/


   © 2023 IJNRD | Volume 8, Issue 7 July 2023 | ISSN: 2456-4184 | IJNRD.ORG  

IJNRD2307263 International Journal of Novel Research and Development (www.ijnrd.org)  

 

c668 

Page, T. (2014). "Application-based mobile devices in design education." International Journal of Mobile 

Learning and Organisation 8(2): 96-111. 

  

Papadakis, S. and M. Kalogiannakis (2017). "Mobile educational applications for children: what educators and 

parents need to know." International Journal of Mobile Learning and Organisation 11(3): 256-277. 

  

Papadakis, S., et al. (2018). "Educational apps from the Android Google Play for Greek preschoolers: A 

systematic review." Computers & education 116: 139-160. 

  

Papanastasiou, G., et al. (2019). "Virtual and augmented reality effects on K-12, higher and tertiary education 

students’ twenty-first century skills." Virtual Reality 23: 425-436. 

  

Parker, G. G., et al. (2016). Platform revolution: How networked markets are transforming the economy and how 

to make them work for you, WW Norton & Company. 

  

Pradhan, D. (2011). "Education in India." Literacy: 3. 

  

Pucciarelli, F. and A. Kaplan (2016). "Competition and strategy in higher education: Managing complexity and 

uncertainty." Business horizons 59(3): 311-320. 

  

Raj, L. (2022). Exploring the Role of Social Media Marketing in the Education Sector. EdTech Economy and the 

Transformation of Education, IGI Global: 227-244. 

  

Rakestraw, T. L., et al. (2013). "The mobile apps industry: A case study." Journal of Business Cases and 

Applications 9: 1. 

  

Reese, L., et al. (2022). The concept of educación: Latino family values and American schooling. The New 

Immigrants and American Schools, Routledge: 305-328. 

  

Robins, B., et al. (2005). "Robotic assistants in therapy and education of children with autism: can a small 

humanoid robot help encourage social interaction skills?" Universal access in the information society 4: 105-120. 

  

Spaaij, R. and R. Jeanes (2013). "Education for social change? A Freirean critique of sport for development and 

peace." Physical Education and Sport Pedagogy 18(4): 442-457. 

http://www.ijrti.org/


   © 2023 IJNRD | Volume 8, Issue 7 July 2023 | ISSN: 2456-4184 | IJNRD.ORG  

IJNRD2307263 International Journal of Novel Research and Development (www.ijnrd.org)  

 

c669 

  

Strataki, A. (2022). "An evaluation of educational apps for preschool-age children in Android and iOS." Advances 

in Mobile Learning Educational Research 2(1): 278-288. 

  

Tri, N. M., et al. (2021). "Impact of the industrial revolution 4.0 on higher education in Vietnam: challenges and 

opportunities." Linguistics and Culture Review 5(S3): 1-15. 

  

Vink, A. P. (2013). Land use in advancing agriculture, Springer Science & Business Media. 

  

Wai, I. S. H., et al. (2018). "Exploring undergraduate students’ usage pattern of mobile apps for education." 

Journal of Librarianship and Information Science 50(1): 34-47. 

  

Wang, Q., et al. (2015). I know what you did on your smartphone: Inferring app usage over encrypted data traffic. 

2015 IEEE conference on communications and network security (CNS), IEEE. 

  

Wang, Y.-J. and G. Q. Huang (2022). "A two-step framework for dispatching shared agricultural machinery with 

time windows." Computers and Electronics in Agriculture 192: 106607. 

  

Winograd, T. and F. Flores (1986). Understanding computers and cognition: A new foundation for design, 

Intellect Books. 

  

 

http://www.ijrti.org/

