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• Qualitative Methodology 
• Population - Students, Teachers & 

Principals & officers of Sabaragamuwa 
Province

• convenience sampling
• Sample Size was 30
• Data Collection Methods are Document 

Analysis, Interviews, Focused Group 
Interviews, Observations

• Data Analyses – Thematic Analysis





• Literacy Skills

• Fear of Technology

• Lack of Motivation

• Rural Area Factor

• Unaffordability 

Focused Factors



Signal Strength 
Mapping



KEY INTERVENTIONS As the Sabaragamuwa 
Education

1. Online Exams Culture

2. Interactive Contents (Online & 

Offline)

3. Teacher Empowerment

4. Co-Curricular Online Activities

40% Accessibility



1. Online Exams 
Built an Online Exams Culture

• Grade Five

• Ordinary Level

• Mathematics

• Advanced Level

• Improve Digital Literacy

• Assessment/ Evaluation

www.enenapiyasa.lk



Grade 5 Online Exams

First Exam

Participation

33% from Sri Lanka

50% from Western Province

78.18% from Sabaragamuwa



Grade 5 Online Exams

• Second Exam - 96.33 

%( No Travel 

Restrictions)

• Third Exam - 76.78 %



Mathematics Exam











2. INTERACTIVE CONTENT 

DEVELOPMENT

3. Teacher Empowerment

www.enenapiyasa.lk



ICDAL- Interactive Content 
Development for Active 
Learning.

ICDAL 01 - 414
ICDAL 02 & 3 – 1884
ICDAL –SESIP- Ongoing (107 Completd) 



GABL- Google Apps for Better 
Life

GABL- 1 - Ongoing 

( 781 Completed) 

GABL- 2 - Ongoing (766 Studying) 



Blended Learning for Beginners 

(BLB 01, BLB 02, BLB 03)





ICDAL- Interactive 

Content 

Development for 

Active Learning

6000 Trained 

Voluntarily



Issuing Badges to motivate and continuous engagement



Facilitation for less privileged school Students





How they have completed



Publications



3. INTERACTIVE CONTENTS

Colours
Pictures
Sounds

Movements
Rhythms

• Increases Engagement
• Active Participation
• Motivation
• Facilitate Self Learning
• Improve the utilization 

of Available Devices



INTERACTIVE CONTENT 
DEVELOPMENT TOOLS
• Wordwall
• Narrative Presentations
• Learning apps
• Live worksheets
• Hot Potatoes
• i-Spring
• H5P - HTML5 Package
• Simulations



•Akura –
Program to 
write Sinhala 
Characters



• Created During the 
Complete Lock-Down 
Situation

• Primary Education Team -
Sabaramauwa



Gamification – Game based learning



LETS SEE THE 
CONTENTS

www.enenapiyasa.lk



Thank You


