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[bookmark: _Toc70691488]Introduction
The term "virtual learning environment" refers to a framework that provides students with learning materials from online resources such as the internet. In other words, a virtual learning experience is a type of technology that allows students to use web-based tools to learn and improve their skills in an educational setting. The following research shines light on the critical factors relevant to the immersive learning experience would be evaluated to get a perfect idea. Various aspects of the immersive learning experience will be evaluated in relation to the University of Wales Trinity Saint David London campus. Within educational institutions, virtual learning environments are being consolidated. As a result, it does not seem pertinent to call their approval into question. However, it is difficult to turn them into a significant contribution to student success. There are several variables that affect student success, making it almost impossible to classify them all and much more difficult to determine the impact of each one on learning outcomes. Keeping that in mind this report will focus mainly on the experience that students had using VLE and my own thoughts on the subject. 
[bookmark: _Toc70691489]Historical background for the usage and evolution of VLE’s
It's impossible to say how long VLEs have been around. The Open University in the United Kingdom has been using machines for studying since the 1970s, but it wasn't until 2000 that the commercial computer-based VLE 'Blackboard' was copyrighted. By 2010, over 3700 educational institutions in more than 60 countries were using Blackboard applications. Moodle, the other most common VLE, was launched in 2001. Moodle was created to assist learners in creating online classes with an emphasis on networking and shared content creation. By 2011, Moodle had a customer base in 212 countries and 49,365 participating pages in more than 75 languages. In the UK's post-compulsory sector in 2008-9, 92 percent of higher education colleges had a simulated learning environment, up from 58 percent from 2003-2004.

[bookmark: _Toc70691490]The influence of the virtual learning environment (VLE)
An interactive learning experience can be very useful for students to provide assistance in the learning process and to improve study skills. There are many advantages of using a simulated learning experience because it fosters student development in a unique manner that is very effective in today's society. Using a simulated student experience, every person may gain access to a wealth of information that will aid in the development of skills and capabilities. In today's world, better internet connectivity allows students to gain access to relevant information pools, which improves learning performance.
 The VLE method is therefore very cost-effective since only a few devices are needed to provide access to the interactive learning space. As a result, the procedure can be very useful for the students who are unable to travel a long way for the availability of information. Any one will benefit from increased accessibility and convenience in the learning process by using a virtual learning environment. The interactive learning environment is commonly accessed by the use of the internet and automated systems, and it allows students to learn various elements while seated at home.
[bookmark: _Toc68955919][bookmark: _Toc70691491]Data collection 
Data collection is a tool that allows individuals to manage any research project with precision. Using the data collection process, researchers will gain access to a massive amount of information, allowing for perfect knowledge in the process. The data collection process is carried out with the assistance of the qualitative and quantitative analysis methods, which provide increased precision in the research. As a result, both the qualitative and quantitative data collection approaches will be used in the subsequent research to gather a wealth of knowledge about the effect of interactive learning experiences on students. Following that, 18 students were chosen for the surveying procedure, in which their opinions would be gathered in order to conduct the study. Aside from that, various forms of study articles about the virtual learning system would be evaluated in order to provide complete access to secondary knowledge about VLE. As a result, the procedure would provide an adequate opportunity for the researcher to gather and analyse data in order to produce appropriate conclusions on the research subject. 
[bookmark: _Toc70691492]Primary Data Collection
The primary data collection findings are presented in the following section to provide a clear picture of the operation and to increase analysis performance on a wide scale.
Question 1: I have complete knowledge of how to navigate the VLE process to achieve better performance?
	Responses
	Number of respondents
	Percentage

	Strongly agree
	8
	44.5%

	Agree
	5
	27.8%

	Neutral
	3
	16.7%

	Disagree
	2
	11.2%

	Strongly Disagree
	0
	0%




[bookmark: _Toc70691493]Figure 1: Information in VLE 
Based on the analysis of the data, it has been determined that a simulated learning experience is beneficial for students to provide adequate learning sessions. In terms of substance, 44.5 percent of students strongly agreed that they have perfect knowledge of how to use a VLE, and 27.8 percent of students agreed on the same basis. However, 16.7 percent of the students are neutral, and 11.2 percent of the students disagree with the claim.
Question 2: I have appropriate support in the learning process?

	Responses
	Number of respondents
	Percentage

	Strongly agree
	14
	77.8%

	Agree
	2
	11.2%

	Neutral
	2
	11.2%

	Disagree
	0
	0%

	Strongly Disagree
	0
	0%



[bookmark: _Toc70691494]Figure 2: Support
The online class is quickly becoming one of the most effective developments in popular society, and it is influencing students' learning processes. Concerning the issue, 77.8 percent of students strongly agreed with the fact, while 11.2 percent agreed. Provided that 11.2 percent of students have not expressed an opinion on the subject and that 0 percent of students disagree with the conclusion.
Question 3: Information is easily accessible?
	Responses
	Number of respondents
	Percentage

	Strongly agree
	10
	55.2%

	Agree
	2
	11.2%

	Neutral
	2
	11.2%

	Disagree
	2
	11.2%

	Strongly Disagree
	2
	11.2%



[bookmark: _Toc70691495]Figure 3: Information Access
In today's world, the internet has become one of the most efficient means of gaining access to vast quantities of knowledge on the topic. Following the requirement, students would have appropriate access to data related to their research. As a result, 66.4 percent of the students who participated in the study responded favourably, while 11.2 percent were neutral in the process.22.4% of students disagree.
Question 4: Teachers interact with class during sessions?
	Responses
	Number of respondents
	Percentage

	Strongly agree
	15
	83.4%

	Agree
	2
	11.2%

	Neutral
	0
	0%

	Disagree
	0
	0%

	Strongly Disagree
	1
	5.5%



[bookmark: _Toc70691496]Figure 4: Lecturer Activity
The teachers who appear in the online learning process have very high duties and commitments to provide absolute knowledge and assistance to the respective students. Given that a total of 94.6 percent of the students agreed that all of the teachers were involved in the learning process. Just 5.5 percent of those polled oppose.
Question 5:I prefer online classes compared to traditional learning?
	Responses
	Number of respondents
	Percentage

	Strongly agree
	5
	27.7%

	Agree
	3
	16.7%

	Neutral
	5
	27.7%

	Disagree
	3
	16.7%

	Strongly Disagree
	2
	11.2%



[bookmark: _Toc70691497]Figure 5: Class Preferences
Students have a strong preference for online courses because they have more accessibility and convenience in the learning process. As a result, 44.4 percent of students chose the process of online learning over the other students, indicating that there were ample resources for perfect assistance in the learning and ability growth process. Given that 27.7 percent of students have not expressed an opinion in the respective field about online learning preferences. Aside from that, a total of 27.9 percent of students disagreed with the notion that online schooling would be an ideal option for students who are unable to travel a long way to attend a teaching or learning class.
Question 6: Would you recommend VLE?
	Responses
	Number of respondents
	Percentage

	Strongly agree
	16
	88.8%

	Agree
	0
	0%

	Neutral
	0
	0%

	Disagree
	2
	11.2%

	Strongly Disagree
	0
	0%




According to the situation, a significant majority of students, including 88.8 percent of those who took part, said they would promote online learning methods to other students. In the course of recommending the online learning process, none of the students remained impartial. Given that 11.2 percent of the students would not recommend the process to anyone.
[bookmark: _Toc70691498]Secondary data collection 
[bookmark: _Toc70691499]The impact of VLE on student success is the first theme.
The immersive learning environment model, like traditional schooling, is extremely beneficial to students. Under the context of transformation and innovation, it is the teachers' duty to give utter instruction to students on how to use the VLE. The idea of creativity is closely linked to the introduction of immersive learning environments, which gives students more opportunities to improve their results. The integration of the immersive learning experience and the students' abilities would have a positive effect on the production of the students' results.
[bookmark: _Toc70691500]In Theme 2 we are going to discuss the importance of self-satisfaction and learning inspiration in relation to the VLE.
It is important to concentrate on student satisfaction and engagement during the online learning and immersive learning experience delivery processes. In certain cases, students lack incentive to study and improve skills because the teachers' passion is inappropriate for the students. In view of this, teachers should concentrate on various factors that influence students' enthusiasm and confidence to learn and improve skills. As a result, the value of learning encouragement for students to achieve a perfect result in the production of growth is very strong.

[bookmark: _Toc70691501]Discussion
Learning and growth are very necessary for students today to grow their expertise in various fields in order to have success in the future segments. The implementation of a simulated education model would have many advantages to students, including the ability to prepare perfectly from a distance. The phase of the virtual learning experience in hands perfectly represents the relationship between teachers and students, and each assists the students in growing their skills in the respective field. However, certain critical aspects, such as accessibility and knowledge access, should be prioritised by the respective teachers and authorities in order to make this procedure more effective for the students. It is fair to believe that online dialogue through a VLE has the ability to improve teamwork as well as idea creation. However, it seems that collaboration mechanisms, such as platforms, are underutilised and need more growth and application in order to have a significant effect on learning.
[bookmark: _Toc70691502]Conclusion
Given the relevance of the method, it can be inferred that the virtual learning experience is very important for students in order to have a perfect learning process. To have perfect access to information, every student must use their data processing skills to produce an impactful outcome. In the other hand, access to knowledge is critical, and it should be designed with care to provide students with the best possible opportunity. In this regard, the immersive learning process provides more accessibility and convenience in the learning protocol for students who are unable to travel a long way.
[bookmark: _Toc70691503]Suggestions
• Enthusiasm and inspiration are very important for students, and they should be cultivated precisely and with the assistance of teachers.
• Similarly, each student must use a suitable instrument that will assist them in carrying out the process.
•Accessibility to the information and the login system should be appropriate for the students to have perfect support.
•Audio is grossly underutilised in education, which is a shame because it can be very simple to create and very successful. A lecturer, for example, might make a basic audio recording summarising the main points of the subject he or she has just discussed. When added to the VLE, students can stream it into an MP3 player or equivalent gadget and listen to it while on the job.
•Recording video of the session so the students can make better sense of the slides.
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