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[bookmark: _Toc110723847]Abstract
The effects of using a virtual learning environment on students' lives were explored in this research. As a precautionary measure against the pandemic, the educational system in the UK has initiated the provision of online courses. This study focuses on the personal experiences and concerns that students have had with digital technology, which has led to their increased level of digital savvy. Students who had the capability of digital literacy were more confident and proficient in these potential online, but students who lacked digital literacy may have had their growth delayed since they were unable to traverse the connected technology. When using digital technology, there is a greater emphasis placed on internet security and digital responsibilities, often known as the ethical way to consume and distribute information. Children who spend more time online are more likely to experience challenges such as copyright infringement and duplication, intimidation, and difficulty evaluating information sources. Children who have mastered digital literacy are better equipped to overcome these challenges and become responsible citizens online.
[bookmark: _Toc110723848]Introduction 
A VLE's purpose is to enhance students' learning by incorporating digital tools like computers and the Internet with traditional pedagogical methods. The key features of a virtual learning environment (VLE) include the creation of lessons, the collection of student work, the facilitation of digital contact between teachers and students, the availability of external curriculum resources, and the use of the Internet (Underwood 2009). A VLE uses technology to supplement the traditional classroom setting, as opposed to a virtual classroom, which is meant to act as a replacement for the traditional classroom for students who must travel significant distances to attend class (Higgins 2012). No in-person meetings are required; rather, everything from chitchat to polling is done digitally. In the classroom, VLE offers for greater flexibility in terms of both time and location. It's much easier to incorporate excellent study time into a busy schedule when students have unlimited, 24/7 access to all course materials (Clark-Wilson 2020). Consequently, it's easier to keep going to school even if you have a full-time job or a young child that requires a lot of care and attention. Also, they can choose to go at their own pace if they want to. In this way, people who live in remote places, on different continents, or who are unable to leave their homes can receive an excellent education. Higher education, even at the most prominent schools, can be more affordably obtained through the use of a virtual learning environment.
[bookmark: _Toc110723849]Research Objective
· To evaluate the impact of students' exposure to a virtual classroom, both positively and negatively.
·  To determine whether or if students at University of Wales, Trinity Saint David, London, benefit from the institution's cutting-edge technological resources in terms of their own academic and behavioral development. 
[bookmark: _Toc110723850]Research question
· What are the pros and cons of a virtual learning environment for the learning experience of students?
· What are the most important ways that modern technology at the University of Wales Trinity Saint David London helps students learn and behave in other ways?
[bookmark: _Toc110723851]Literature Review
[bookmark: _Toc103464816]It is the obligation of those who teach in educational institutions of higher learning to assist students in developing the digital literacy skills necessary to succeed in today's highly competitive labor market (Sappey 2010). To obtain the hands-on knowledge that is necessary to be successful in today's highly competitive job market, the majority of today's educators and students rely primarily on classroom instruction and mentoring from their peers (Ward 2010). The behaviorist philosophy of education advocates for a more directorial approach to teaching, in which pupils are given specific instructions, required to memorize content, and then evaluated on an overall performance basis (Cercone 2008). This philosophy of education is also known as the direct method. The dissemination of knowledge often takes the form of lectures. The constructivists have their own one-of-a-kind approach to things. Knowledge, in the view of constructivists, is accumulated over the course of time. It is believed that engagement and importance will increase if there are connections to the real world (Goode 2010). Students actively participate in the construction of new information within the context of this mode of instruction. VLE emphasized student participation in the learning process by taking a constructivist approach that centered on the learner as the central element. The development of contemporary science and technology has resulted in a heightened focus on the online education system within the context of the academic community. By utilizing this online platform, educators in K-12 settings and higher education institutions may better fulfill the needs of their students.
The non-traditional transmission of educational resources and practices can be facilitated through the use of a web-based platform known as a virtual learning environment (VLE). The methodology employs the use of software and instructions delivered via computer (Shin 2004). This online platform allows for interactions to take place between the teachers and the students in the class. Students are presented with a wide range of pedagogical approaches via virtual learning environments. The utilization of internet resources has a positive impact on the educational experience of students (Martin 2018). Students always have access to their class notes, lectures, video lessons, assignment themes, and other relevant materials anytime they are required to consult them. In point of fact, students and teachers are able to easily connect with one another through the use of email (Heirdsfield 2011). The integration of various forms of technology into educational settings has been shown to be an effective strategy for piquing the attention of students in the subject matter being taught. The fact that instructors can be reached in person as well as through the online platforms provided by schools and colleges helps to increase student participation and promotes group research.
[bookmark: _Toc110723852]Methodology 
[bookmark: _Toc99035669]The subject of how students' learning experiences are altered by exposure to virtual learning environments was approached in a methodical manner, with research approaches, data collection approaches, ethical concerns, and analytical techniques all being properly considered as part of this process.
Research Methods
There are primarily three types of research methods that can be used. Qualitative research, in contrast to quantitative research, takes into account the respondents' perspectives and experiences (Gerrard 2007). I adopted a mixed-methods strategy that enabled me to comprehend both the quantitative data and their personal encounters and viewpoints in order to effectively communicate the findings of this study.
Research Approach
The researcher opted for a cross-sectional study design and employed a mixed methodology throughout the investigation to collect the necessary data.
Data Collection Instruments
The survey asked participants questions about their demographics as well as their experience with and attitudes toward various digital tools, such as their frequency of use, confidence in their ability to succeed when using them, level of background knowledge, and accessibility of relevant resources (Goode 2010). The questionnaire employed here was modified from ones used in previous studies that made use of a variant of the Technology Acceptance Model. Students will also be asked open-ended questions about the pros and cons of using technology to facilitate collaboration. The purpose is to gain a better understanding of the factors that encourage and discourage students' belief in their own abilities to make productive use of digital resources during group projects.
Sample Size
The findings of the study were based on the responses of 50 different students who were enrolled at the University of Wales, Trinity Saint David in London at the time the research was conducted. During the breaks between classes at the universities in Wales and Trinity Saint David London, researchers made contact with students there in order to collect data for their study. In addition to this approach, we also used a questionnaire in the form of an online survey to collect the data.
Data Analysis Technique
The results of a social survey were analyzed with SPSS 24, and the quality of the qualitative information was determined by doing a theme analysis on the text. Thematic analysis was employed in the conducting of the studies.
Ethical Consideration
The researchers ensured that the people who participated in the study were not just comfortable but also safe, and they informed the participants about the objectives of the study. If a respondent at any point during the process of the survey does not feel safe or comfortable participating, they are free to exit the questionnaire whenever it is most convenient for them to do so (Martin 2018). In addition to that, we were successful in obtaining the respondents' verbal assent to take part in the study.
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1.  Gender

Figure 1: Gender of the Study
According to the data presented above, the researchers recruited a total of 50 students from the university for their study. The majority of the participants were male, which made up 70% of the total, while the remaining participants, which made up 30%, were female.
2. Positive influence by the Virtual learning on the Students  

Figure 2: Positive  influence by the virtual learning on the students
The table that was just above it displayed the experiences that around fifty students had while using virtual technology throughout the Covid-19 era. The vast majority of the students, 38, were in agreement with the statement, however only 24 percent of the respondents were not of the opinion that their experience with digital technology had been a positive one.
3.  Individual experience of the Students about the Virtual learning

Figure 3: Individual experiences of the Students about the Virtual learning
According to the data presented in the table above, the vast majority of the students (36), who made use of digital technology, expressed extreme contentment with the experience. 
4.  Satisfaction level of the digital technology on the skill developments of the students

Figure 4:  Satisfaction level digital technology on the skill development
The data from the table above indicated that the vast majority (36) of the students felt content when using digital resources. Furthermore, only 12 people were unsatisfied with this answer.

5. The common platform that is used for the digital skills

Figure 5:  The common platform that help to develop skills
As the preceding diagram (23) demonstrated, Internet access is a crucial tool for students' education. Personal learning is also impacted by pupils' access to technology, such as mobile phones (16) and computers. 
[bookmark: _Toc110723854]Discussion
An improvement in students' academic performance can be observed when they are given access to a virtual learning environment. All course materials, such as notes, lectures, video courses, directions, assignment themes, and so on, are conveniently accessible online and may be accessed by students at any time and from any location. All environments, online and off, are included in this openness. In reality, students can get in touch with their instructors through the use of their own email addresses that they have set up. The most significant finding from this study was that the vast majority of students felt their education would be enhanced by participating in an online learning environment. Students have more access to us because we are available in both the classroom and online, giving them the chance to pose inquiries whenever they feel it is necessary. Using the virtual learning environments given by their schools, students are more likely to put in the effort required to master challenging concepts. Since most educational facilities now offer students the option of meeting with and corresponding with their teachers through both in-person and online mediums, they are ideally suited to engage in active learning. In-person and remote access to this resource are also available to students. According to the results of the poll, the vast majority of students agreed with the statement that the resources made available by their VLE encouraged them to learn the skills and information being taught. The vast majority of students' responses indicating agreement with the statement supported this conclusion. Using this site for distance learning enables professors and students to engage in lively discussion and learn together. Teachers can provide students with a wide range of learning experiences by employing the VLE. Through this digital platform, students from the most remote areas of the world have a real chance of graduating on time. Using VLE technology in schools, Chou and Liu argue, helps students hone their employability skills before they leave school.
[bookmark: _Toc110723855]Conclusion
According to the results, students' academic performance improves because to the University of Wales Trinity Saint David London Campus's use of digital technology and the virtual learning environment. Findings also show that the virtual learning environment is more interactive than traditional classrooms because it provides more possibilities for students to interact with instructors outside of class.
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 Individuals experience of the Students


Very Satisfactory	Satisfactroy	Neutral	Dissatisfactory	Very dissatisfactory	20	16	4	9	3	


  satisfaction level of Digital technology


Very Satisfactory	Satisfactroy	Neutral	Dissatisfactory	Very dissatisfactory	15	13	6	12	4	

  Most Common Technology


Computer	Mobile phon	Internet	Social network	7	16	23	4	


 Gender


male	 female	35	15	

Positive Impact


Strongly Agree	Agree	Neutral	Disagree	Strongly Disagree	15	23	2	7	3	
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