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Executive Summary 
Virtual Learning Environment is a recent phenomenon that offers an online platform to students for effective learning. The questionnaire below will analyse the response of 50 students surveyed at The University of Wales about the way VLE has impacted their learning outcome at the University. The next part of the report will be based on the analysis which focuses on the secondary data analyses where it will mainly focus on the the virtual learning environment and its impacts on the university students of the Wales situated at London.
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[bookmark: _Toc89378937]Introduction 
Learning through virtual procedure known as Virtual Learning Environment is mainly an online platform that allows a student to take classes and lectures via the internet instead of attending physical classes. VLE is not a new thing in the field of education with the increasing number of innovations and development in technologies, and with the onset of pandemic and lockdown since 2020, there has been a complete shift in the mode of learning from offline to online. So major educational institutions have invented their own virtual learning platforms, making it easier for students to access lectures and notes. Researchers have suggested that VLE has impacted students’ learning process, achievements, encouraged independent learning, and has increased their will to learn. This report presents a primary, as well as secondary data analysis on the impact of Virtual Learning Environment on the students’ learning of the University of Wales. The primary analysis consists of certain relevant survey questions asked to 100 respondents or students of the University, and each question is followed by the explanation of the finding and data chart. The secondary analysis is mainly concerned with the literature review of the virtual learning environment and its impact on creative learning, access to resources and computer literacy among students of the University of Wales.
[bookmark: _Toc89378938]Primary Data Analysis 
Q1. Which age group do you belong to?

	Age group
	Response
	Total Respondents
	Total Percentage

	18-21
	22
	50
	44

	22-25
	28
	50
	56



[image: ]
Findings: The survey was arranged and conducted among the students of the Wales within Trinity Saint David in the age range from 18 to 25. The above diagram shows that among the respondents, 44% of students belong to the age group of 18-21, pursuing their graduation mostly. And the remaining 56% of students belong to the age group of 22-25, most of whom are doing their post-graduation from the university.
Q2. Are you male, female or other?

	Sex
	Respondents
	Total respondents
	Total percentage

	Male
	19
	50
	38

	Female
	15
	50
	30

	Other
	10
	50
	20

	Preferred not to disclose
	6
	50
	12
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Finding: 
Among the total 100 students surveyed at the Wales University situated in David London, 19 were males, 15 were females, 10 students belong to the ‘other’ gender, while 12% preferred not to disclose their sex at all

Q3. Do you think virtual learning has more positive impacts on learning outcomes than offline learning?


	Response
	Respondent
	Total Respondent
	Total Percentage

	Yes
	30
	50
	60

	No
	20
	50
	40
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Findings:
In the above table we can see that out of 100 students surveyed at this said University, almost 60% students agree that virtual learning has more positive impacts on the learning outcomes, while 40% prefer the offline mode of study. The former 60 students attributed their choice to the reason that virtual classes are more easily accessible and can be utilized by anyone and any time without much hard work. But the latter 40 students think offline classes have better chances of interaction, hence the learning outcome is better there.

Q4. Is the accessibility of resources easier in VLE?

	Response
	Respondents
	Total Respondents
	Total Percentage

	Yes
	41
	50
	82

	No
	9
	50
	18
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Findings: the above chart clearly shows that almost 82% of the university students surveyed in the said University, agrees that the accessibility of resources is far more easy in the VLE because the resources like the books, lectures and videos are available to all the students and can be accessed even at night if someone prefers so. The remaining 18% believe that physical lectures and books are better for learning and memorizing. So with the rise of VLE there has been a clear shift in preference towards online material.
Q5. VLE draws more attention from the students and keeps them engaged. Do you agree?

	Response
	Respondents
	Total respondents
	Total percentage

	Agree
	10
	50
	20

	Strongly agree
	2
	50
	4

	Disagree
	25
	50
	50

	Strongly disagree
	13
	50
	26
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Findings: The table indicated that most of students surveyed in the said University do not agree that Virtual learning provides better engagements for the students because they believe that students get more distracted while studying online because of lack of proper studying environment, while on the other hand, 24% students believe that the students are able to pay more attention in virtual learning than in classrooms. Here the preference is clearly for the offline mode.
Q6. Do you think VLE is cheaper and more cost effective than offline mode?

	Response
	Respondents
	Total Respondents
	Total Percentage

	Yes
	35
	50
	70

	No
	15
	50
	30
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Findings: On the question of affordability there is almost a close competition among the students, as 55% of the students agree that VLE is more affordable and cost effective because the resources are available at nominal rates and also there is no travelling cost that is required to reach the classes. While 45% do not believe that VLE is cheaper because they think the cost of accessing the internet is high, as also the price of the technologies required to attend virtual classes, for instance, mobile phones and laptops.
Q7. Do you think communication with the teachers is better in VLE?
	Response
	Respondents
	Total Respondents
	Total percentage

	Agree
	10
	50
	20

	Strongly agree
	8
	50
	16

	Disagree
	12
	50
	24

	Strongly disagree
	20
	50
	40
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Findings:
The above diagram shows that 67% of students do not agree that communication is better in VLE. In fact they prefer offline classrooms because they can easily interact with the teachers there which helps in doubt solving and better understanding of concepts. And around 36% of students are of the view that VLE provides better opportunity to interact with the teachers through chat boxes and text messages or emails. In this case offline mode is clearly more preferable to VLE.

Q8. Do you think VLE has made learning more flexible?

	Response
	Respondent
	Total respondent
	Total percentage

	Yes
	30
	50
	60

	No
	20
	50
	40
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Findings: The table shows that 60% of students surveyed in the said University situated in London think that VLE has made learning more flexible, especially in terms of time. This is because VLE has enabled them to manage studies along with other activities and plans, especially with part-time jobs or internships. On the other hand 40% of students believe that VLE is not more flexible than classroom studies because online learning has seriously affected their health, thereby making it difficult to engage in any other activities.
[bookmark: _Toc89378939]Secondary Data Analysis 
Emphasis on creative teaching
According to Ukolova et al., creativity generally means the innovation of new methods and is very important to the students in their higher education (Ukolova et al., 2020). It has always been witnessed that interactive teaching turns out to be the best out of all the other approaches to teaching in the education system. Virtual classes have turned out to be fruitful as this creative teaching method is an innovative way that has helped the University of Wales students within David London Campus. However, this virtual method of teaching requires the fulfillment of teachers who are generally innovative and have full access to imparting the students with vast knowledge (Pollard, Hains-Wesson and Young, 2018). This approach of learning has fully examined and focussed on the methods of a teacher as well as the university students of the Wales situated at London. This has resulted in the overall development of the students of the above-mentioned university starting from sound, physical, constructive, communication, and other development in their field of studies. Moreover, it has helped the students to accomplish their goals and ultimately become more absorbed in their driven needs of the teaching-learning process. 
[image: ]
Figure: Diagram of the benefits of creative teaching.
Source: Pollard, Hains-Wesson and Young, 2018

Ultimate satisfaction to students on their access to computer literacy
According to Makhmudov, Shorakhmetov, and Murodkosimov, it has been assessed that computer literacy plays a major role in the virtual learning environment. It aids as an important tool for teachers imparting education to children. Computer literacy is however a very innovative and better tool for the the University of Wales students within David London Campus (Makhmudov, Shorakhmetov and Murodkosimov, 2020). It is a valuable component for understanding the relationship between the virtual teacher and students of the said University situated within David London Campus. Without access to the digital world, virtual learning is not possible. Thus it gives ultimate satisfaction to the students at the higher level of education. It however makes students more connected to the professors and their educators so that they can have better education which will enable them to have an established life. Ultimately the students will be well accustomed to the environment of computer education (Sandoval, Sandoval and Vernikova, 2019). It will also result in the ultimate success in the education status of the University of Wales students within David London Campus. As a whole, having computer knowledge is very important to students as it helps the students to have access to the virtual world of education.
Better access to resources
According to Coetzee, Leith, and Schmulian, it has been witnessed that a virtual learning environment has shown that the students are able to take actively participation in the teaching-learning process in spite of not being present physically. Likewise, there are various platforms available for virtual learning methods such as social media which has access to Facebook, Twitter, and so on (Coetzee, Leith and Schmulian, 2019). In no way a student can limit their access to their studies as there are various options available for them. Moreover, this virtual teaching environment has worked wonders in the above mentioned University at London Campus. The students are not just confined to the teaching of their university professors but they have access to different world-famous authors and so many other world-famous lectures which are usually posted on websites or so on. The students of the University can have access to various e-journals for their studies which have ultimately helped them to get success in the field of education to pursue their studies. However, this access to such resources has made the students confident enough to face any difficult situation that they might face in their education process.
Accessibility 24*7
According to Boulton, Kent, and Williams, a virtual learning environment can be practiced any time and anywhere based on the learner’s mode of accession (Goel, 2018).  Moreover, the University of Wales students within David London Campus have access to their studies throughout the whole day or night. And like every student tries to get each information regarding their education or any other information related to their studies. Ultimately this has helped the students of the above-mentioned university that they can have access 24*7. This implies that not only they can watch or access the related search or any other related video not during their class hours but can access it whenever they like (Boulton, Kent and Williams, 2018). However, this will enable them to get stronger and confident as it will ultimately help them to have a stronger knowledge of the particular topic and can overview it whenever they require it (Huggins-Manley et al., 2019). Likewise, the students have been very much benefited from the virtual learning environment which helped them to access their related topics or any other educational video whenever required.  
[bookmark: _Toc89378940]Conclusion 
From the above report it can be concluded that virtual learning has created a different scenario in today’s world. However the main issue related to the search is that here the main focus is on the virtual learning at the University and how it has put an impact on the students' access to this type of studies. The whole report is based on the primary and secondary analysis that have been very well explained in the whole report to have a wider view regarding the ratio of the students studies at that particular university. In the first part of the analysis that is the primary data collection the report has used a very innovative method by preparing a questionnaire based on how the virtual learning environment has had an impact on the University of Wales students. Total 8 questions have been prepared based on the analyses of 50 students on their flexibility, how cheaper it is, age group, sex ratio, and so on to know how and how much it has affected the overall environment of the University of Wales situated in London. The secondary analysis however concerns the impact of the student that they have on the virtual learning environment and how they are benefited from it. 
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Background Of The Organisation





Introduction

* Cloud computing normally share and approach data and programs
through the internet alternatively on computers drives

* Cloud is just a metaphor, and. it.is used for the word internet and the
biggest farms such Microsoft and - Xbox use Clouds in store their
data

 Cloud gaming is a video games playing method that uses remote
severs.

 The data centres from where video games can be streamed have
also an optiontospick up and to react-to~the impulse.

 Xbox games pass has introduced Cloud Gaming to streaming a game
on any-device.
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Organisational Description

e Microsoft was founded in 1975 by Bill Gates and
started to operate in the local market.

e The growth of the business accelerated by increasing
the manufacturing of personal computers.

e MS-DOS resulted in increasing the business activities
of Microsoft.

e Microsoft uses cloud computing technology.
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The Video Game Xbox Has Been Created By
Microsoft

There Are 5 Video Game Consoles And
Applications, And They Can Be Streamed Online

With The Help Of The Latest Technology, This

Company Offers Cloud Computing Services As

Microsoft Azure Is The Primary Component Of
Xbox Gaming
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The Original Version Of Xbox Was First Released In 2001
In The USA

Microsoft Uses A Razor And Blades Model To Save The
Console At Its Manufacturing Cost

With Almost Over 65 Million Users Globally This Online
Gaming Service is Dominating The Virtual Gaming World

——

fa)






Joshua Magezi (2110652)

The Challenges Before The
Introduction Of Cloud Gaming





CHALENGES

* Lack Of Ease Of Accessibility

« Enormous Costs For Development Of

Infrastructure

4 » Poor Efficiency And Implementation

Of Existing Technology

—

\ * Online Security Was Still In Its Early

Stages Of Development





MORE CHALENGES

 Lack of Technological Progress
 High-Cost Hobby
* Lack Of Interest From The Public

* High Speed Internet Globalisation

 |nternational Travel






EVEN MORE CHALENGES

* Internet Speeds Were Very Slow
» Storage Of Games Was Challenging
« Software Restrictions And Compatibility

* Buying Or Installing Games Is No Longer

Necessaire





CHALENGES NEVER END

* Connectivity Was Challenging

* Locked Connectivity Between

Devices

 Every 0S Is Its Own Environment

* Supply And Demand
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Insights Into Xbox Cloud Gaming Technology





WHAT IS CLOUD GAMING?

 Netflix For Games?!
 No Console/PC, No Problem
« Gaming On Demand (Ms Azure SaaS)

« Gaming Anytime, Anywhere





XBOX CLOUD GAMING

« Smart Phones, Tablets, Smart TVs, Low-End PCs
 Android Support
* 10S Support
 Windows

* mac0S






MOBILE

UNDER THE HOOQOD

BROADBAND
INTERNET

L

LOW LATENCY VIDEO

 Running Games On Powerful Servers
« Video/Input Livestreamed Connection
* World Wide Web Communication
* |nput Lag Makes A Difference
 20ms Playable VS 120ms Unplayable

Upload Bandwidth

Latency

Required Minimum Optimal Experience
4.75 Mbps 9 Mbps or more

125ms 60ms or less





COMPETITORS

e Amazon Luna

9 PlayStation.Now e STADIA
* Google Stadia ‘e Elb GEFORCE NOW A
XBOX swires l
« GeForce Now GAME PASS una
« Sony PlayStation Now  JCEICEY ‘ i | O @uesorr
e EA & Blacknut irgpu PAgEc

s

CAREGAME N nw Tencent il Ci\w'emot" ‘\Vﬁ Lonzilay

* Ubisoft





FUTURE PROSPECTS

* Macro-Surgery
 The New Space Race

e Cloud Al

 Meteorological Data
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The Impact Of Xbox Cloud Gaming





POSSITIVE IMPACT OF GAMING

e Communication Skills

« Faster And More Accurate

Decision-Making
* Improved Problem-Solving Ability

» Better Multi-Tasking Ability

>

* |Increased Hand-Eye Coordination





NEGATIVE IMPACT OF GAMING

 Video Game Addiction Exists
e Poor Mental Health
 Social Disconnection

 Exposure To A Toxic Gaming

Environment






IMPACT OF CLOUD GAMING ON SOCIETY

* Everyone Can Play
« A New Console Is No Longer Needed
* Access Games Instantly Anywhere

e Security Is As Important As

Everything Else






IMPACT OF CLOUD GAMING ON TECHNOLOGY

 Technological Revolution

* Playing Video Games In An Entirely New
Way

 Xbox Cloud Gaming Will Change How =
People Play Video Games

 Gaming Anytime, Anywhere






IMPACT OF CLOUD GAMING ON THE ENVIRONMENT

 Reduces Production Count,

Packaging And Transportation

« Playing XBOX Games On Console
Instead Of Using Cloud Gaming
Technology Comes With An

Ecological Cost

« Gaming Is Part Of One Of The

Fastest Growing Industries
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Lessons That Can Be Drawn From The Case Study





INFORMATION GATHERING

 Data
 |nformation
 Knowledge

e Wisdom





CREATION PROCESS

* Got To Know Each Other

e Picked A Team Leader

« Had Briefings Every Step Of

Our Research

« Set Up Meetings






LESSONS FROM THE TEAMWORK

 Plan And Manage Time
ESS

J/ » Develop Stronger

Communication Skills
$§  Share Diverse Perspectives
e Research Skills

e Conflict Resolution





LESSONS FROM THE TECHNOLOGY

« Games Are Changing Our Life

* Microsoft Cloud Gaming Is A Direct Means
of Accessing The World Of Modern
Technology

« Better Multi-Tasking Ability

 Cloud Gaming Provides Us With More
Choices And Freedom On How To Play

* Inspires Future Careers And Successful
Businesses

* Xbox Cloud Gaming Is Beneficial To
Society
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