



Student: Mirela Ioana Ciocoiu  1908685
Module BMSW$003_LON
[bookmark: _GoBack]Lector Amitave Banik



IMPACT OF VIRTUAL LEARNING ENVIRONMENT ON STUDENTS’ LEARNING EXPERIENCE 


Table of Contents
1.0 Introduction to the Research	3
1.1 Background of the Research	3
1.2 Research Rationale	3
1.3 Research Objectives	4
2.0 Literature Review	4
3.0 Methodology of the research	5
4.0 Primary data analysis	6
4.1 Secondary data analysis	7
5.0 Conclusion	8
5.1 Recommendation	9
References	10




[bookmark: _Toc92135289]1.0 Introduction to the Research 
In this research report, the major focus will be made on the virtual learning processes and how it is currently creating an impact on the overall education outcomes through learning experiences. There has been a lot of factors associated with generating a proper online virtual learning environment, where students are needed to join virtually with the same grace as an offline real classroom environment. The rules of attendance and syllabus, communications, sharing problems all are implemented in such kind of virtual learning environment but still there can be found an impact differently on the learning experiences of students than the traditional learning system as per the assumption. However, by undertaking this assumption in the thought this current research report will be produced after an in-depth data analysis for the University.  
[bookmark: _Toc92135290]1.1 Background of the Research 
There has been no doubt among people that afterwards and onwards of the Covid-19 pandemic situation people have gone through a major lifestyle change. The changes can be seen in all the grounds like business management, educational sector, industrial sector etc. The online e-commerce sector has changed the lives and thoughts of people to access necessary items; then why not education and learning systems would be converted into a virtual learning environment effectively! Whereas the concept had come into the education sector in the early 1990s, and since then it is continuously been using by universities to accomplish the learning goals like the traditional education system. The only factor currently that has become connected with the VLE is the "high-dependency" factor of teachers and students for encouraging indoor-safe education and learning process as a covid-19 outbreak preventive measure. 
[bookmark: _Toc92135291]1.2 Research Rationale 
This research is carrying a great significance and has high concurrent rationale value as this is going to further examine students' learning experiences; whether the learning in a virtual environment is actually creating a positive impact or negative impact; or even no change or noticeable impact on the learning experiences. Therefore, this current research will be able to examine through this research whether the complete dependence on VLE is fruitful for students, ten further improvements can make the online learning platform more effective. In that case, in this highly uncertain pandemic situation throughout the world at least would affect less on the students’ learning, education goals and its accomplishments, performances etc. The current research will try to understand all the factors associated with the VLE when it comes to learning experiences of students from both literature views and primary research views. 
[bookmark: _Toc92135292]1.3 Research Objectives 
1. What are the types and approaches that mainly are followed in the VLE for students in the University? 
2.  What are the major factors associated with the VLE in the University for accomplishing the learning goals generally? 
3. What is the impact on students' learning experiences through this VLE learning approach? 
4. How the approaches of VLE can be further improved for a positive outcome in learning experiences?  
[bookmark: _Toc92135293]2.0 Literature Review 
Empirical study: 
According to a study by Jorg martin- Gutiérrez et al (2017), virtual reality is greatly considered as an effective platform for learning and education or for other business-related purposes as it is highly successful in capturing attention. This is basically a technology that can apply according to business needs. The current access to smartphones hugely has given the opportunities to the students to access classes through VLE. The research has indicated that the education sector is likely to be benefitted through AR and VR, VLE hugely because, like a shred of evidence it can be seen how investments from billion dollars organizations like Apple, Google, Facebook, Magic leap etc are being made (Martín-Gutiérrez et al 2017). It is possible to bring virtual libraries, virtual machines etc. because currently students are being benefitted through VLE (Topu et al 2017).  In addition, the authors also have predicted that the huge learning possibilities through VLE in future can make this possible to break any boundary of traditional and formal education. 
According to the study by Martin et al (2018), the engagement factor, motivation factor is liable to increase the effectiveness of the VLE and students' satisfaction. The impact of VLE on students’ learning experience is so positive as it is associated with the factors like reducing the sense of isolation, good performances in the class by students (Bolliger and Martin, 2018). The online communication tools like visual camera, mike, online-text messaging etc. are helpful in making the learning and interaction process with learners and instructors effective. Students can work collaboratively in real-life and structured projects well with the help of VLE.  
A study by Papanastasiou et al (2019) has stated that the approaches of e-learning through VLE mainly encourage students to learn effectively. The skills of understanding, attending and interaction with teachers etc are improved. The study has experienced a promising result while promoting learning through VR and AR applications, systems and experiences. Moreover, it also presents more beneficial outcomes, improved understanding of the concept through good understanding in the subjects (Drigas et al 2019). In terms of learning students achieve good interaction, problem-solving ability, technical knowledge and creative thinking. VLE helps in enhancing the traditional education system as digital-age literacy. The VLE through VR and AR basically are liable to transform necessary systems of transforming information rather than just receiving the information according to the module and class. 
Tsivitanidou et al (2021), argued that the immersive integration of VR into the learning atmosphere. In that approach, an authentic learning environment in a classroom can be established online. Students are likely to face a new experience when it comes to conceptual learning, gaining perceptions from various educators at a time (Georgiou et al 2021). Students are obliged to participate in the classes regularly to learn effectively (Webster, 2016). Educators use various structures to make the students aware of the recent developments, innovation of their educational contents. Educators sometimes examine the students' personal attitudinal profiles for providing special guidance and it creates a good effect on the interpersonal mind of the students and eventually they become self-aware and motivated for accomplishing the learning goals. 
[bookmark: _Toc92135294]3.0 Methodology of the research 
In this research report, the method taken is both the primary and secondary to establish the topic and its base in order to have details of the impact of the virtual learning environment and its direction to the positive or negative. The method is based on a questionnaire between the students by themselves which consists of some questions related to this topic. These questions are based on the virtual learning environment of what, how, and why to improve the environment towards betterment for its future applications of it. As opined by Lacka and Wong (2021), students have to learn stuff as a result of the online learning system is better or not would probably be profitable to them.
 A metamorphosis is needed in this matter as Corona forced everyone to be caged themselves in their own home with the objective of reducing the physical contact with people like in normal life. A student's life is the most crucial state where he or she learns the best stuff and facts in life which sets a direction to their mindset. Learning is also important because education helps to build character and they need it for their own and country's upcoming future (Waheed et al., 2020). 
[bookmark: _Toc92135295]4.0 Primary data analysis 
Question 1: What is the benefit that you got with the help of this online learning method?
	Visuals
	Time saving
	Encouraging

	3
	4
	3



Question 2: Is the interpretation of the results easy?
	Yes
	No

	8
	2



Question 3: Do you think that this virtual learning will work out?
	Yes
	No

	10
	0


Question 4: How to use the learning things in an application to understand more?
	Theoretically
	Practically
	Both

	4
	4
	2


Question 5: What are the challenges that you face while learning in this virtual learning environment?
	Visual challenges
	Network issues
	Lack of information
	Understanding issue

	2
	3
	3
	2


Question 6: Do you like online education to call it effective?
	Yes
	No

	10
	0


Question 7: Do you think that online learning is better than offline classes?
	Yes
	No

	10
	0


Question 8: Does this virtual learning environment provide satisfaction and recall?
	Yes
	No

	9
	1



The students feel good about learning on a virtual platform as it can give them a chance to enhance their computer knowledge for future use in the proliferation of the digitized world. Students are not having problems in learning but sometimes the visuals make problems in understanding any subject. The information provided by the teacher is some sort of helpful way to understand and search for better knowledge. 
[bookmark: _Toc92135296]4.1 Secondary data analysis 
Secondary data analysis is done on the basis of online research with the topic of the impact of the virtual learning environment. The Internet says a lot about this as a positive and negative approach. Online learning gains a lot of popularity in terms of building self-confidence in the student. Online learning can provide the most important entity for a student to have proper time management. Virtual learning helps a student to have satisfaction by learning things and recalling as well. In this study, a student gets more attentive because of its changing technology into an educational field (Kassim and Hassan, 2021). The environment within the online platform gives ease of learning which is the main cause to serve in the adaptation strategy of education. Technical knowledge is getting gained with learning in the virtual console. 
[image: Can online learning replace the school classroom? - The Hindu]
Figure 1: Virtual Learning 
(Source: Vilas et al., 2021)
The findings from the secondary data analysis provide the results as VLE platforms are more encouraging than the other traditional method. This way of learning makes them more eager to know about a subject as it becomes popular in terms of learning things with the help of the internet. Students are getting knowledge from the very first about the use of the internet, browser and other stuff as new approaches bring excitement to know how it is working. In order to get a vast knowledge about learning things, the internet helps a lot in having this though it is undetermined about which way is best to learn things (Drumm and Jong, 2020).    
[bookmark: _Toc92135297]5.0 Conclusion 
Based on the above discussion it can be concluded that the students have fertilized brains and they have to use them properly as it is the crucial time wherein this age he or she must have learned the subject and its overall realization to engulf the subject matter with the help of virtual learning platform. Virtual learning platform helps in improving communication skills as in virtual platform each student has to interact with the students to know and pepper understanding of a subject. It is also some sort of cost-effective as an only internet connection can help in building a learning environment structure. This research topic would provide the students with great accessibility within this kind of virtual platform. It also helps a student to build technical skills with the continuous use of the virtual interface. It also assists in enhancing the virtual interface with other knowledge which builds the confidence in doing something online. 
This virtual learning environment also helps in having a puffed-up knowledge about the world and its view. VLE supports in building proper knowledge about the community and relationship building as well as with this platform students can easily get to know about the immediate feedback from the teacher in order to state to them the mistakes in learning. As this learning platform is based on home, it proffers the students greater flexibility and comfort. 
[bookmark: _Toc92135298]5.1 Recommendation 
Based on the above conclusion it can be stated that this online platform of learning would help to build knowledge in them. Searching about a topic that is a bit tricky can help in gaining knowledge about that very topic. The students should also need other students to have the classroom environment because it creates the most effective learning as a group study on a given topic face to face, discussion about that, arguments, and debates. The online platform approach is somehow different from the traditional one where the offline mode of learning gives excellent results. The online platform of learning creates a monotony with a long used to but the classroom environment provides excitement every day (Al-Azawei and Al-Masoudy, 2020). Students have to achieve knowledge like in an effective classroom. In the given topic it also can be recommended that the virtual environment should be more approachable to make the students attentive in the classes. 
[bookmark: _Toc92135299]
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Appendix 3: Group Presentation

[image: ]


[image: ]




[image: ]

[image: ]




[image: ]
2

image4.emf



Organisational Description
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of Microsoft.



Ɣ Microsoft uses cloud computing technology.










Organisational Description

Microsoft was founded in 1975 by Bill Gates and

startedto operatein the local market.

The growth of the business accelerated by increasing

themanufacturing of personal computers.

MS-DOS resulted in increasing the business activities

of Microsoft.

Microsoft uses cloud computing technology.


image5.emf



XBOX



� 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










XBOX

The Video GameXbox Has Been Created By 

Microsoft

There Are 5 Video GameConsoles And 

Applications, AndThey Can Be StreamedOnline

With The Help Of The Latest Technology, This 

CompanyOffers Cloud Computing Services As 

Microsoft Azure Is The Primary Component Of 

Xbox Gaming


image6.emf



XBOX



� 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










XBOX

The Original Version Of Xbox Was First Released In 2001 

In The USA

Microsoft Uses A Razor And Blades Model To SaveThe 

Console At Its ManufacturingCost

With Almost Over 65 Million Users Globally This Online

Gaming Service is Dominating The Virtual Gaming World


image1.jpeg




image2.emf



Mirela Ciocoiu (1908685)



Background Of The Organisation



1











image3.emf



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 option to pick 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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