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[bookmark: _Toc81854549]1.0 Introduction
A virtual learning environment (VLE) is an internet-based platform capable of replicating the essence and features of physical classroom environments. The concept of VLE has gained huge popularity at the time when the pandemic forced most of the educational institutions across the world to close doors and opt for other effective alternatives to sustain operations. Since the initial stage of the Covid-19 pandemic, VLEs have been helping students and educational institutions to meet each other needs. Like many other educational institutions across the UK, the University of Wales Trinity St David (UWTSD) – London allowed its students to use enjoy the benefits of VLEs.  The research work will focus on and discuss the impact of VLE on UWTSD’s students learning experience. The research work features seven different segments that will include important aspects like literature review, aims and objectives of the search work, method of research, outcomes and a discussion on the significance of the outcomes.     
[bookmark: _Toc81854550]2.0 Background
Literature review 1
Virtual learning environments have not only helped students to stay connected to their respective universities but also helped teachers to prepare lessons and finish administrative tasks without even visiting the physical location. As per the viewpoint of Bogusevschi et al. (2020), virtual learning environments allow a student to continue his/her study and growth even amidst a pandemic. It is a cost-effective platform that allows students to stay connected to his/her educational institution and continue their studies. The virtual learning experience does not include the hassle of travelling miles to reach the university campus keeping the strict social distancing norms in mind. According to Lacka et al. (2021), by utilizing the key features of VLEs, students pursuing higher education can save time and concentrate on their studies. Within an effective VLE environment, a student feels more engaged and focused on important issues.
Literature review 2
Virtual learning environments come with numerous advantageous features that helped students and teachers in many ways. One of the best things about VLEs is that they allow students to enjoy flexibility. As per the viewpoint of Casquero et al. (2010), now, with the help of web-based VLEs, students can access e-format of study materials at any time and from anywhere. Also, students can use VLEs to deal with complex and sensitive issues within a natural and personalized environment. As per the viewpoint of Van Soest et al. (2000), students who use online forums and VLEs to gain in-depth knowledge on social studies can easily identify and explain social issues. Strict social distancing norms forced many students, teachers and university staff to remain within an isolated place. VLEs have emerged as a remedy for those who wanted to get connected to their educational institutions. The concept of VLE helped students, teachers and staff to deal with the feelings of isolation (Aspden & Helm 2004, Clark & Abbott 2008).
Literature review 3
Virtual learning environments have emerged as a boon for students who wanted to continue their studies even in the nationwide lockdown. The ongoing pandemic affected the educational sector badly and today more and more educational institutions around the UK and the world as well are realizing the potential of virtual learning environments. As per the viewpoint of Herrador-Alcaide, et al (2019), if utilized effectively, VLEs has the power and potential to enhance the learning experience. By using VLEs effectively, students can make study more enjoyable. Students can use VLEs to customise their classroom and overall learning experience. According to Pandey et al. (2021), several research works were conducted to identify the satisfactory levels of students who opted for VLEs. Researchers found that more than 80% of students are satisfied with their virtual learning experience, while 20% said that they found it similar to traditional classes.
Literature review 4
Educational gamification is one of the key features of VLEs and it gained immense popularity among students from different grades and levels. To improve the educational gamification experience, a gamified VLE has been developed. As per the viewpoint of Pastushenko, et al (2018), the gamified virtual learning environment can help students to stay engaged and focused. Unlike traditional gamification learning in physical classrooms, where the novelty wears off easily, a virtual gamification learning environment helps students to improve concentration and engagement. As per the viewpoint of Acosta-Medina et al (2021), web-based gamified learning systems are a remedy for students to want to concentrate on their studies. It is an exciting way of learning and it improves students’ engagement.
Literature review 5
Even much before the concept of VLEs gained popularity among the students and educational institutions, its success was predicted. VLE has transformed the concept of learning and made the study more exciting and enjoyable for students. As per the viewpoint of Tareen, et al. (2020), virtual learning environments can provide students with lifelong opportunities. Rising student numbers and noise remain some of the major distractions of traditional classrooms. VLEs are free from such distractions and they allow students to customize their learning experience. As per the viewpoint of Kalirai et al. (2019), disruptions are a common part. of traditional learning methods for both students and teachers and VLEs can be an effective solution to get rid of such issues.  
[bookmark: _Toc81854551]3.0 Aims and Objectives 
The aims of the research and analysis are to highlight and explain the impact of virtual learning environments on students’ learning experience. The research work investigates what kind of benefits students can gain from this web-based concept. To make this search work precise and authentic, questionnaires have been designed. Questionnaires were used to interact with students and collect data. Some questionnaires were sent to students at UWTSD’s London Campus. Then collected data stored in Excel sheets are analysed to establish findings. The purpose of the research work is to analyse the impact of VLEs on students’ learning experience for which it took some of the effective steps to come to a conclusion.
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4.0 Method

To develop the methods, the paper has followed distinctive philosophy, research design, approaches and certain policies of data collection. The paper has been conducted through interpretivism philosophy, between two types of philosophies including positivism and interpretivism philosophy (Waheed et al. 2020). Interpretivism philosophy deals with the real facts to come to an ultimate decision and establish a true fact relevant for research. Therefore interpretivism philosophy has been taken.
Two types of research approaches, like inductive and deductive approaches, are set based on a basic function. In terms of obtaining knowledge regarding a subject, deductive methods are used. In comparison, inductive methods are used for research that thrives to create new theories. As obtaining knowledge regarding VLE is the target here, a deductive approach has been taken.
Out of three research designs such as explanatory, exploratory and descriptive, descriptive research proves to be much relevant and advantageous (Jani et al. 2018). This is because descriptive research is suitable for research that has a certain set of objectives and formal questions. This paper has a formal question and objective set, therefore this design has been used. 
For the research 40 respondents for conducting surveys have been used.
As a research strategy, surveys have been used.
Primary data has been collected in a quantitative form to generate more responses and record concerns and responses of the respondents. 
The obtained data has been confirmed that those will be used for literary purposes only.







[bookmark: _Toc81854553]5.0 Results

a. How far do you agree that VLE is an effective way for students during the Covid 19 pandemic?
	Responses
	Number of respondents
	Total number of respondents
	Percentage (%)

	Strongly agree
	12
	40
	30

	Agree
	15
	40
	37.5

	Neutral
	3
	40
	7.5

	Disagree
	6
	40
	15

	Strongly disagree
	4
	40
	10


Table 1: Effectivity of VLE for students
(Source: Self-created)
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Graph 1:  Effectivity of VLE for students
(Source: Self-created)
37.5% people, in the hughes ranged, has agreed on the effectivity of VLE for students during Covid-19.], where only 15% disagreed.







b. What according to you is the best side of VLE?
	Responses
	Number of respondents
	Total number of respondents
	Percentage (%)

	Easy accessibility
	9
	40
	22.5

	Time-effective
	12
	40
	30

	Cost-effective
	8
	40
	20

	Combination of freedom and structure
	4
	40
	10

	Improved digital skill
	5
	40
	12.5

	Others
	2
	40
	5


Table 2: Best side of of VLE for students
(Source: Self-created)
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Graph 2: Best side of VLE for students
(Source: Self-created)
Based on the analysis, 30% of respondents agree it to be time effective, which made the maximum number of responses.








c. What according to you is the worst side of VLE?
	Responses
	Number of respondents
	Total number of respondents
	Percentage (%)

	Lack of emotional and social skill
	5
	40
	12.5

	Compromised physical activity
	8
	40
	20

	Reduced personal communication
	6
	40
	15

	Excess screen-time effect
	10
	40
	25

	Network problem
	3
	40
	7.5

	Others
	8
	40
	20


Table 3: Worst side of VLE
(Source: Self-created)
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Graph 3: Worst side of VLE
(Source: Self-created)
In regard to the analysis of the worst side of VLE, a maximum response with 20% response has been received from compromised physical activity and others.





d. What do you want to suggest for improving VLE?
	Responses
	Number of respondents
	Total number of respondents
	Percentage (%)

	Using chat
	8
	40
	20

	Spider web discussion
	9
	40
	22.5

	Online brainstorming
	12
	40
	30

	Giving feedback
	6
	40
	15

	Others
	5
	40
	12.5


Table 4: Suggestion for VLE
(Source: Self-created)
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Graph 4: Suggestion for VLE
(Source: Self-created)
In analysing the best possible suggestion for improvement of VLE, 30%, that is the maximum response has been received for online brainstorming, whereas the least that is 12.5% came from others.
[bookmark: _Toc81854554]6.0 Discussion
The research has provided students with sources of options in dealing with sensitive issues and complex solutions. As evaluated through the analysis in the results, the maximum number of respondents, 30%, find VLE an effective learning skill and area for the students. This shows that VLE has integrated the learning opportunity for the students and through the web-based system has provided them with unmounting flexibility and emerging prosperity (Hew et al. 2017). On the contrary, 15% of students disagreed with the contribution of it which showed the complexity in the ways of learning that have been faced by them. Among the types of complexities, reduction of personal communication, issues with network problems, compromising activity of physics and lack of social as well as emotional skills have been addressed. Most of the respondents, with 20% responses, have agreed on compromised physical activity as the main cause for VLE issues.
However, with the analysis of the best part of VLE, the options like easy adaptability, time-effectiveness, cost-effectiveness, and improved digital skills have been developed. Out of all responses, a maximum, 30% of respondents have responded to time-effectiveness as the main benefit of VLE. Along with that, 20% have made their agreement on cost-effectiveness too. This excels the preference of the students to have a developed, integrated, and innovative platform of study in a cost-effective and time-saving way by avoiding the travel time, transportation cost, and physical efforts to accomplish their study (Aminian and ZareNezhad, 2020). Thus, VLE has enormously solved the issues of students and has implied a productive source of working through web platforms staying at home only. In terms of suggesting possible improvement options for VLE, 30% have agreed on online brainstorming. The other possible options that have been answered by the respondents were, feedback giving, where 15% responded, Spider web discussion and 22.5% replied on that, using chat which has been responded by 20% of respondents. This indicates different sorts of issues and requirements detected out of the experiences of the respondents and desire for innovation for them (Raman and Rathakrishnan, 2018).

[bookmark: _Toc81854555]7.0 Conclusion
With help of the paper, improvement and an enlarged experience through an integrated online medium have been elaborated with analysis of the shortcomings and effectiveness by using VLE. From the above discussion advantages and features of the VLE on the learning environment has been implied. With the help of virtual learning, the learning activities of the students have been integrated on a large scale and the e-format of learning has provided enormous success and flexibility to the students.
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a. How far do you agree that VLE is an effective way for students during the Covid 19 pandemic?
	Responses
	Number of respondents
	Total number of respondents
	Percentage (%)

	Strongly agree
	12
	40
	30

	Agree
	15
	40
	37.5

	Neutral
	3
	40
	7.5

	Disagree
	6
	40
	15

	Strongly disagree
	4
	40
	10


Table 1: Effectivity of VLE for students
(Source: Self-created)
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b. What according to you is the best side of VLE?
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	Easy accessibility
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	Others
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c. What according to you is the worst side of VLE?
	Responses
	Number of respondents
	Total number of respondents
	Percentage (%)

	Lack of emotional and social skill
	5
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	Compromised physical activity
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	Reduced personal communication
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	Excess screen-time effect
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	Network problem
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	Others
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Table 3: Worst side of VLE
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d. What do you want to suggest for improving VLE?
	Responses
	Number of respondents
	Total number of respondents
	Percentage (%)

	Using chat
	8
	40
	20

	Spider web discussion
	9
	40
	22.5

	Online brainstorming
	12
	40
	30

	Giving feedback
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Table 4: Suggestion for VLE
(Source: Self-created)
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Graph 4: Suggestion for VLE
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