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Chapter 1   Introduction  

1.1 Research Background

The COVID-19 pandemic spotted us unexpectedly. Last year, educational institutions around the world required to implement rapid adjustments to continue to operate while maintaining social distancing. This has created about a major change in our teaching and learning procedures.

However, today the world is still responding to COVID-19 step by step, allowing us to see the prevailing impact of new trends, redefining education and transforming our traditional attitude towards education.

[bookmark: _Hlk74658204]Virtual learning has developed an online information system and a crucial education instrument as technological evolution and widespread utilization of the Internet. (Keller C & Cernerud L., 2002)


1.2 Research Aim

The main purpose of the "Effectiveness of Virtual Learning during COVID-19 pandemic " project is to explore the learners at various studying stages from children to adulthood, and how background and various factors influence their effectiveness through longitudinal stratified research. This plan defines virtual learning effectiveness as encompassing computer self-efficacy, learning climate, learning satisfaction, and learning challenges.


1.3 Research Objectives

[bookmark: _Hlk74658238]According to the Hong Kong’s researchers to assess the impact of the COVID-19 on students and office workers around the world during February to June 2020. The survey found that only 27% of Hong Kong university students are satisfied with online learning (e-learning was adopted when it first broke out in Hong Kong in early-February 2020). And 60% of the respondents said that online learning is not as effective as classroom teaching. Therefore, if the organizations aim to improve online learning and work efficiency and user satisfaction, they must improve and optimize them. (Lingnan, 2020)

Our life has undergone tremendous changes due to social distancing restrictions under the COVID-19 epidemic, no matter where we are or whether we are a student or an office worker.
Most people rely on their laptop to study and work at home, and communicate with instructors, learners, and co-workers through online. The purpose of this study to assess how many people are satisfied and effectiveness with the arrangement of studying online during COVID-19 epidemic.  

According to the above research purposes, the questions that this research aims to understand that:

1. What is the current utilization of virtual learning by learners? Investigate and analyze the current learning behaviors of learners in virtual learning environment (VLE) to understand the status of learners using virtual learning mechanisms and make a summary discussion of their usage.

2. What is the effectiveness of virtual learning by learners? Understand the learners' self-perceived learning effectiveness in virtual learning environment, including their computer self-efficacy, learning climate, learning satisfaction, and learning challenges, to overall evaluate the learning effectiveness of learners using the virtual learning mechanism.

3. What are the influence factors of learners in virtual learning? Targeting the systematic macro-level to understand those factors distract learners to engage in virtual learning; develop solutions to improve learners’ incentives and motivations for virtual learning; and propose improvements to deepen and develop for future virtual learning mechanisms.


In this study, the target audience will be the learners who have participated virtual learning courses during the COVID-19 epidemic to diminish the data gathered and develop the correctness of the research. Firstly, the theoretical basis and requirements of this study are literature review on the principally for the study of the research aspects including computer self-efficacy, learning climate, learning satisfaction, and learning challenges and learning effectiveness. Secondly, this research will establish a focus group to gather their opinions and evaluate the research before assembling of this research questionnaires together with pilot test and comprehensive survey through online. Finally, the SPSS instrument to test reliability and validity of the measurements.  

Chapter 2   Literature Review

[bookmark: _Hlk74658258][bookmark: _Hlk74658297][bookmark: _Hlk74658312][bookmark: _Hlk74658328]This study will investigate the virtual learning usage elements of learner and relevant literature on virtual learning effectiveness, computer self-efficacy (Marakas et al., 2004), learning climate (Evers, 2012), learning challenge (Olutola and Olatoye, 2015) directly influence learner’s satisfaction. (DeLone and McLean, 2003)

2.1 Computer Self-efficacy

[bookmark: _Hlk74658343][bookmark: _Hlk74658364]The literature related to computer self-efficacy related to the usage of computers to perform specific work-related tasks as computer self-efficacy: "The judgment of a person's ability to operate a computer. It does not concern about what a person has achieved in the past, but a judgment about what a person can achieve in the future" (Compeau and Higgins, 1995, p. 192). Computer self-efficacy individuals’ judgment of their capabilities to use computers in diverse situations (Marakas et al., 2004)  

Towards evaluate and investigate the computer self-efficacy of instructors and learners in the virtual learning environment is the significance of this research on expansion of current computer self-efficacy literature by using modernized instruments.

2.2 Learning Climate

[bookmark: _Hlk74658390][bookmark: _Hlk74658402][bookmark: _Hlk74658415]Constructive learning climate fosters and accelerates the discussion of opinions and knowledge within the organization, thereby boosting learning satisfaction (Prieto and Revilla, 2006）whatever working or learning (Hopson and Lawson, 2011) and instructors or learners (Evers, 2012).

2.3 Learning Challenges

[bookmark: _Hlk74658440][bookmark: _Hlk74658456][bookmark: _Hlk74658481]Magnitude factors effect on learning challenges, “technical factors are IT infrastructure (Cantoni et al., 2004; Sarrab, 2013); human factors comprising IT competences, instructors and learners’ awareness (Bhuasiri et al., 2012; Kasse and Balunywa, 2013; Sangrà Et al., 2012); institutional factors involving unsatisfactory institutional conditions and inconsistency policy along with e-learning activities, etc.) (Ansong et al., 2017; Dadzie, 2009), teaching factors (Cantoni et al., 2004), system design challenges influencing IT inter-activity and instructional design (Ansong et al., 2017; Bhuasiri et al., 2012; Kasse and Balunywa, 2013) (Olutola & Olatoye, 2015). Policy makers must minimize the impact of these challenges on organization before implementation and dissemination of virtual learning.

2.4 Learning Satisfaction

[bookmark: _Hlk74658549][bookmark: _Hlk74658575]Learners' values construct a cohesive, positive and socio-emotional support VLE with small-scale group (Brophy, 1999) (Jucks, Paechter, and Tatar, 2003). Learners’ engagement in teamwork, their motivation to participate in VLE and learning satisfaction are also based on mutual support (Concannon, Flynn, and Campbell, 2005). Learners have their preferences time, venue, and the learning processes management (Narciss, Proske, and Körndle, 2007). Learners’ motivation affected by the crucial trait of self-regulation (Pintrich, 2000).
[bookmark: _Hlk74658634]Learning satisfaction is an emotional variable, it can influence on learners determine to persist or terminate of learning course. (Chiu, Hsu, Sun, Lin, and Sun, 2005) (Levy, 2007).

2.5 Learning Effectiveness 

[bookmark: _Hlk74658660]Assessing the effectiveness of virtual learning is critical. The primary intention is assessing the value or pertinence of a virtual learning system for a specific educational goal (Wild et al., 2002) (Shim et al., 2007).  Substantial studies evaluated numerous dimensions of e-learning effectiveness (Roffe, 2002) (Mhod et al., 2004) (Marks et al., 2005).

[bookmark: _Hlk74658691]However, these technical rational views also oversee the influence of "human subjectivity" (Kant, 1999) on the results of online education learning when virtual learning is performed. It is extremely straightforward to fall into excessive "techno-romantic" (Coyne, 1999), leading to the lack of critical perspective. Suppose the various limitations of different educational contexts on virtual learning (Benyon and Mackay, 1989).

In the virtual learning space, the instructor's model of curriculum philosophy centered on the learner, or the instructor will lead to different curriculum design models, and students will also have very different learning results.

In addition, the interaction of students with various factors in the online virtual learning space also affects their online learning to varying degrees, adding to the complexity and unpredictability of virtual learning results. Therefore, technological tools are not the only factor that determines or affects students' learning outcomes. The “human” factor challenges the assumption that “as long as technological tools or platforms are upgraded; learners’ learning effectiveness can be improved”.

[bookmark: _Hlk74658728]The technical rational thinking mode emphasizes the effective instillation of existing knowledge. In the learning process, the subjectivity of students is not valued. Teaching and learning are both a technology. In a strong goal-oriented curriculum, students have critical thinking ability (Jhurani and Demkowicz, 2012). The training of students will not be their concern. Although students may indeed learn all subject knowledge and content under training, it cannot help students become individuals who can think and develop independently to meet the challenges of the future world.

[bookmark: _Hlk74658742]In related studies in the field of online learning, the constructivist-oriented (Cady et al., 2006) learning theory gives learners more power to actively participate in the learning process (e.g., Richter et al., 2013; Wang and Odell, 2002), respects learners’ subjectivity, and takes care of the subject of human subjectivity in the learning process. 









Chapter 3   Research Methodology

This research implements an empirical study approach. Based on literature discussion and theoretical construction questions are transformed into research questions and factors for instance independent and dependent variables are identified sequentially. Design a questionnaire and categorize the responses of the sample before conducting quantitative research and analysis. The questionnaire sample towards the research question and its factual condition to provide normative recommendations from descriptive awareness and cognitive application.

In this chapter, it will explain the research methods to define the scope of research; the principles of questionnaire design and its scoring; describe the sampling and its results of questionnaire.


3.1 Research Design

[bookmark: _Hlk74658794]In this study, the assumptions could be reviewed to define the possibility of the research framework for “computer self-efficacy (Marakas et al., 2004), learning climate (Evers, 2012), learning challenge (Olutola and Olatoye, 2015), learning satisfaction. (DeLone and McLean, 2003) and the effectiveness of virtual learning during COVID-19. 




3.2 Research Hypothesis

Therefore, the following hypotheses are proposed and the figure 1 shown the hypothesis of this study.
H1:  Computer self-efficacy has a considerable influence on effectiveness of virtual learning. 
H2:  Learning climate has a considerable influence on effectiveness of virtual learning. 
H3:  Learning challenge has a considerable influence on effectiveness of virtual learning.
H4:  Learning satisfaction has a considerable influence on effectiveness of virtual learning.

[image: ]







3.3 Secondary Research

[bookmark: _Hlk74658857]Secondary Research depends on both of quantitative and qualitative secondary data collected from previously researchers’ literature review, journals, textbooks, articles, government publications and online resources. Data is easily accessible, save time and inexpensive but insufficient information and different format. To recognize three aspects of virtual learning and its effectiveness. (Fachienelli, et al, 2015) Synthesize relevant information to identify the value of virtual learning, evaluate its influencing factors and design the structure of virtual learning mechanism and the questionnaire that impact of the effectiveness of virtual learning.


3.4 Primary Research

[bookmark: _Hlk74658873][bookmark: _Hlk74658889]Primary research adopts online survey to collect data directly in specific issue with qualified sample or focus group to collect data from a small group directly. (Dilshad and Latif, 2013) Structured questionnaires have a good mix or open or close ended questions by 5-Liket scale (Duffy, et al. 2012) based on the considerate influence on effectiveness of virtual learning after literature review. (Nugraha and Putra, 2015) The online questionnaire is compiled by using Google Form, an online questionnaire design software widely used by researchers, to create and distribute online questionnaires, collect, and analyze data related to effectiveness of virtual learning. (Novak, Hoffman and Yung, 1999)


3.5 Pilot Study

A pilot study is a minor trial to evaluate feasibility and areas of improvement before implementation of full-scale research project.

3.6 Research Object

The object of this research is the learners who have been participated a virtual learning during COVID-19. They will be selected as the research objects of this study. The target number of respondents: 400 learners.  


3.7 Statistical Analysis

Systematic sampling is tremendously suitable for the researchers to establish, conduct, analyze samples to minizine risk of data exploitation in research.

Effectively collect questionnaires through the procedures of file creation, error detection and analysis of the SPSS statistical package software. 


3.8 Limitations in Research

[bookmark: _Hlk74658970]Anticipated the limitations of this research study related to lack of secondary data as certain data is threshold and inadequate; quality primary data collection is very challenging during COVID-19 pandemic and time constraints to conduct simultaneously with other learning activities. (Creswell, 2002)
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