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This book constitutes the proceedings of the 3rd International
Conference on E-Learning, E-Education, and Online Training, eLEOT
2016, held in Dublin, Ireland, August 31 — September 2, 2016. The 25
revised full papers presented were carefully reviewed and selected from
35 submissions. They focus on topics as augmented reality learning,
blended learning, learning analytics, mobile learning, virtual learning
environments. .



