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ABSTRACT 

The use of game mechanics in both online and conventional classroom settings has become more common in recent years, 

and this trend is seen across all educational levels. When it comes to improving student motivation and the effectiveness of 

the learning process, gamification techniques are quickly becoming the preferred method of many educational institutions. 

In this piece, the researchers look at a game-based learning environment that can facilitate the integration of digital games 

into the teaching-learning process. Given the emphasis on practical experience, this environment is perfect for acquiring 

accounting skills via online means. There has been a steady increase in student engagement with the article's game-based 

virtual classroom for a while now, and that's probably because gamification is gaining traction at the university level. 

 

Keywords: Managerial responsibilities for online education, gamified instruction, educational environments, learning 

management systems, and gamified learning spaces. 

1. INTRODUCTION 

Students may access course materials, register for courses, submit assignments, and interact with instructors and classmates 

using the VLE after they've been approved (Chen, 2021). Everyone from school administrators to classroom teachers and 

even individual students may benefit from virtual learning environments. The use of VLEs, or virtual learning environments, 

is crucial for online institutions. The VLE has functionalities for managing the institution. Some of the many functions 

performed by virtual learning environments (VLEs) include the management of student enrollment, grading, and 

administrative reporting. The option to enroll in online classrooms is provided. The virtual learning environment (VLE) 

provides access to all course materials, including lectures. The results of the test are sent to the professor automatically. A 

few of the features that make up the VLE communications hub include chat, email, and multimedia teleconferencing. 

Included as well are the resources and instructions that educators may utilize to build their own VLE resources. Additionally, 

it specifies the daily tasks of the instructor while the class is available to students. There is a significant demand for interactive 

material that takes use of emerging technologies. Video games with interactive features that educate and engage players in 

many domains, such as health, marketing, education, etc., are called serious games or educational games. The impact of 

high-quality serious games on classroom instruction is the focus of this research. Also highlighted are the potential abilities 

and talents that may be acquired via these activities, as well as the importance of coaching in promoting learning. During 

this time of social, economic, and financial challenges, people must focus on the future and work together toward society's 

objectives. Serious games work well for these goals and for conveying ideas and material. To thrive as a species, to gain 

knowledge, and to maintain cultural traditions, the capacity to learn is essential. Affluence is produced. The need of education 

in the fight for freedom, social justice, and peace is paramount considering the many impending threats to humanity. 

Education is one of the best ways to promote a more deep and peaceful kind of human growth while also decreasing 

inequality, injustice, marginalization, ignorance, and war. A person's lifelong journey of learning starts at birth. Over the 

course of a lifetime. at a child's education, everything matters, whether it's at a school, library, playground, or workplace. 

Through their educational experiences, children gain knowledge about the world, themselves, and fundamental truths. 

Education improves efficiency by increasing knowledge, skills, and attitudes. Students have additional options for careers in 

medicine, engineering, science, nursing, and education once they graduate from elementary school, continue their education 

in high school, and eventually enroll in college. Superior people and natural resources lead to a thriving economy. People 

have been worried about internet communities and similar communication tools for a long time. Decades of study have failed 

to resolve the question of how to optimally structure virtual learning groups (VLGs) to increase participation and output. 

This paper reviews the literature on efficient and successful teaching and learning in virtual learning groups, with a focus on 

theoretical frameworks that explain the dynamics of virtual communication and its effects on these settings. debates about 

literature and virtual communities. To wrap things up, it suggests ways to make deep learning a more pleasant experience 

for students (Zhao Xiaona, 2022). 
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2. BACKGROUND OF THE STUDY 

The engaging and fun aspect of video games may be used to create instructional games that engage students and motivate 

them to study (Li, 2020). Brain areas associated with attention and arousal may account for the potential capacity of children's 

software to enhance learning, according to long-standing study on the psychological and cognitive financial incentives 

generated by video games. Lamb states that the main categories of instructional video games are as follows. Academic 

simulations, serious games, and educational games with a focus on education are the three main categories of edtech. The 

first category includes 2D interactive virtual worlds that try to look and feel like the actual thing. To teach generalized 

abilities, serious games employ real-world examples in a virtual, three-dimensional environment. While both types of games 

have some similarities, serious educational games differ in the pedagogical approach they take to imparting knowledge. 

Research in this field shows that educational games improve learning and lead to higher cognitive breakthroughs in the 

medical and scientific fields overall. By evaluating the effectiveness of different types of educational games in encouraging 

learning, the most recent meta-analysis sought to ascertain if the results varied according to genre. A quantitative analysis of 

46 research found that educational games greatly enhanced learning outcomes; however, the specifics of this impact differed 

between game types, game dimensions, and learning environments. Learning outcomes were improved by 3D educational 

games, but not by 2D or mixed educational games. Among the several simulators tested, the impact size of serious 

instructional games was much larger. The findings revealed that instructional games used in junior high (grades 9–12) had a 

little impact on learning outcomes, whilst those utilized in primary (grades 6-8) had a completely insignificant effect. Based 

on the idea that practicing a skill more often will lead to better results, the most effective learning games were those that 

dealt directly with the skill being taught. The ability to use these talents in many contexts is maybe even more important. 

Two major applications in education are highlighted by this meta-analysis. Educators should give careful thought to the 

instructional game they want to use before moving forward. These findings lend credence to the idea that, before introducing 

serious educational games into the classroom, it is essential to determine what aspects of the games are pedagogically sound 

so that students may make the most of their learning experience. Secondly, crucial developmental factors may determine the 

applicability of these instructional gaming treatments. Middle school instructional games are more effective in improving 

students' knowledge retention and application than their high school counterparts. The reality that kids' learning requirements 

change as they go through school may explain this (Jiang et al., 2022).  

3. LITERATURE REVIEW: 

Usually supplemented with more conventional methods of classroom instruction, educational games seem like a no-brainer. 

investigated the ways in which the rapid proliferation of ever-more-advanced technology is influencing every part of society, 

causing major shifts in the character and location of employment, as well as in the way individuals, groups, and nations view 

and define themselves, and in the suggested organizational structures for the educational system. shed light on the rise of 

edutainment—a term used to describe the combination of entertainment and education—and how instructional PC games, 

which fall under this category, have become a popular instrument for improving educational outcomes. As simple as it may 

seem, determining whether games could serve as educational tools is much more complex. As for the range, some people 

consider it as continuous and others as distinct. emphasized the importance of using games in the classroom, pointing out 

that they may help pupils solidify teachings and strengthen their fundamental cognitive capacities. By boosting students' 

confidence and assisting in leveling the playing field between fast and slow learners, games serve a dual function. What 

matters most in higher education is the effective application of learning theories. Essentially, constructivist pedagogy in 

computer science is based on the idea that students may learn to solve problems independently given the right conditions. 

said that students acquire knowledge via settling and osmosis. By contrast, osmosis describes the process of incorporating 

new information into an existing framework, while settling describes the process of adapting to new information. To illustrate 

this point, research has shown that learning follows a cyclical pattern: first, The researchers build new knowledge from 

preexisting information, and then researchers use this knowledge to guide researchers growth next. By reflecting on both old 

and new information, the mind may also create new knowledge. The design of an educational game must consider the players' 

intrinsic drive to learn. To help students connect more deeply with course material and peers, virtual learning environments 

may be improved with extra features. There could be a variety of digital structures used by Coventry University in particular. 

The system will also use the second-year computer science module "Physics for Computer Graphics" as input. Ultimately, it 

would be wise to do extensive assessment study online to determine the efficacy of the virtual learning environment in 

promoting learning. An ordinary least squares model and data from the Game of Island indicate that most students have made 

significant progress in the following areas: sustainability, teamwork, solidarity, progress, innovation, problem-solving, 

power-efficiency, mathematical specificity, initiative, goal-attainment, result-orientation, flexibility, and working with the 

environment. This is so because, as the econometric model shows, gaming does, in fact, improve classroom instruction (Yang 

et al., 2021).  

4. RESEARCH QUESTIONS 

• What is the impact of strategies on learning environments? 
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5. RESEARCH METHODOLOGY 

Studies that examine numerical data of variables using one or more statistical models are known as quantitative research. 

Quantitative studies may provide more accurate portraits of social contexts. Researchers in the academic world often use 

quantitative techniques while looking at personal difficulties. An offshoot of quantitative research is graphical 

representations of objective data. To do quantitative research, it is necessary to collect and analyze numerical data in a 

systematic manner. With their help, the researchers may find connections, make predictions, calculate averages, and 

extrapolate the findings to larger groups. 

5.1 Research design 

For the quantitative data analysis, SPSS version 25 was used. The researchers used the odds ratio and the 95% confidence 

interval to determine the direction and degree of the statistical association. A criterion of p < 0.05 was suggested by the 

researchers as being statistically significant. To isolate the most important aspects of the data, a descriptive analysis was 

used. It is common practice to use mathematical, numerical, or statistical procedures based on quantitative techniques to 

examine data collected by polls, surveys, and questionnaires, or data enhanced by computing tools.  

5.2 Sampling: 

After pilot research with 30 Chinese Researcher, 1200 Rao-soft pupils were included in the final Investors. Male and female 

Researcher were picked at random and then given a total of 1342 surveys to fill out. A total of 1112 questionnaires were used 

for the calculation after 1132 were received and 20 were rejected due to incompleteness. 

5.3 Data and Measurement:  

The research used a questionnaire as its principal data collection instrument. The survey had two sections: (A) General 

demographic information and (B) Responses on online and offline channel features assessed using a 5-point Likert scale. 

Secondary data was obtained from many sources, mostly via internet databases. 

5.4 Statistical software: The statistical analysis was conducted using SPSS 25 and MS-Excel. 

5.5 Statistical Tools: To grasp the fundamental character of the data, descriptive analysis was used. The researcher is 

required to analyse the data using ANOVA. 

CONCEPTUAL FRAMEWORK 

 

6. RESULT 

• Factor Analysis 

A common use of Factor Analysis (FA) is to identify hidden variables within visible data. In the absence of clear visual or 

diagnostic signs, regression coefficients are often used to assign ratings. In FA, models are essential for success. The aims 

of modeling are to detect mistakes, intrusions, and apparent relationships. A technique for assessing datasets produced by 

multiple regression analyses is the Kaiser-Meyer-Olkin (KMO) Test. The model and sample variables are affirmed to be 

representative. The data demonstrates duplication, as shown by the figures. Decreased proportions enhance data 

understanding. The KMO output varies from zero to one. A KMO value between 0.8 and 1 indicates a sufficient sample size. 

These are the permissible levels, according to Kaiser: The following approval criteria set out by Kaiser are as follows: A 

regrettable 0.050 to 0.059, inadequate 0.60 to 0.69 Middle grades often fall between the range of 0.70 to 0.79. Demonstrating 

a quality point score ranging from 0.80 to 0.89. They are astounded by the range of 0.90 to 1.00. Table 1: KMO and Bartlett's 
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Test for Sampling Adequacy Kaiser-Meyer-Olkin statistic: .960 The results of Bartlett's test of sphericity are as follows: Chi-

square statistic approximately equals 190, with degrees of freedom = 190 and significance level = 0.000. This validates the 

authenticity of assertions made just for sampling reasons. Researchers used Bartlett's Test of Sphericity to determine the 

significance of the correlation matrices. A Kaiser-Meyer-Olkin rating of 0.960 indicates that the sample is adequate. Bartlett's 

sphericity test yields a p-value of 0.00. A favorable result from Bartlett's sphericity test indicates that the correlation matrix 

is not an identity matrix.  

 

Using Bartlett's Test of Sphericity further established the general relevance of the correlation matrices. The sample adequacy 

value according to Kaiser-Meyer-Olkin is 0.960. The researchers obtained a p-value of 0.00 using Bartlett's sphericity test. 

The correlation matrix was shown to not be a correlation matrix by a significant test result from Bartlett's sphericity test.  

7. INDEPENDENT VARIABLE 

• Appeal To Different Learning Style 

According to (Xiao & Watson, 2019) , "learning styles" are different ways that people take in, process, express, and remember 

information. Visual, auditory, kinesthetic, or linguistic learning styles predominate among all humans. Draw a picture to help 

those who take in information visually. Use eye-catching visual aids like charts, graphs, and photographs to make the 

arguments more compelling. If someone learns best via hearing things spoken aloud, then utilize the  voice. Begin by creating 

a captivating tale. Make a moving exercise for the kids that learn best via interaction. The students may make the classes 

more accessible to students with different learning styles by using visual, auditory, and kinesthetic components. Some 

examples include the use of visual aids, participatory group activities, and hands-on exercises. 

• FACTOR 

▪ Strategies 

Strategies for learning are actions that students do to better absorb new information (Xiang et al., 2020). Learners take charge 

of their own education when they actively use tactics for language acquisition, which boosts their self-esteem, confidence, 

and drive to succeed. Approaches to learning and making use of new knowledge are known as learning strategies. Learning 

Strategies are tools that students utilize to better comprehend material and find solutions to challenges. Passive learning is 

common among students who are unaware of or do not use effective learning practices, which may lead to academic failure. 

The goal of strategy education is to provide students with a framework for effectively acquiring new knowledge and abilities. 

The course lays out specific methods (such taking notes or thinking aloud) that students may use to absorb, retain, and 

articulate new knowledge. 

• DEPENDENT VARIABLE 

▪ The Learning Environment 

The term "learning environment" may refer to a variety of settings, including traditional classrooms, students' homes, and 

even global classrooms. The term is sometimes preferred over "classroom," which makes one think of a stuffy old school 

with rows of desks and a chalkboard and doesn't do justice to the fact that kids might learn in park or another outside space. 

Assigning students to desk groups, decorating the walls with educational materials, using digital, visual, and auditory 

technologies, and holding lessons in replicas of real-world ecosystems are all examples of how educators use classroom 

design to promote learning. It also includes the prevailing ethos and traits of a school or class, such as students' interactions 

and treatment of each other. Since the characteristics and features of such an institution are affected by several sources, other 
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elements that may be included as part of a "learning environment" include school regulations, governance systems, and others 

(Siddaway et al., 2019). 

• Relationship Between Strategies and Learning Environment 

Regardless of the learner's familiarity with the topics, learning styles and tactics impact the character and level of learning. 

Consequently, it's in students best interest to learn about them so that students may make deliberate use of this data. Teachers 

need to have a learning strategy, which is a presenting approach, so that their pupils can understand the teachings. Motivating 

pupils to take an active interest in what they are studying is one way that educators may encourage more critical thinking 

and originality in the classroom. Statements of preference, active engagement in learning activities, and the ability to 

concentrate on one item at the expense of others are all ways in which pupils show their interest in learning, according to. 

To pique students' attention, educators need to come up with more creative courses that may motivate them to learn better—

in class and on their own—using new and improved techniques, tools, and media. Learning outcomes are the results of 

students' efforts and thoughts during the learning process. These results manifest as mastery, basic skills, and skills related 

to the knowledge that students acquire through teaching and learning. Attitudes, knowledge, and fundamental skills acquired 

are good indicators of high-quality learning outcomes. These pupils will have achieved high-quality learning outcomes if 

their final grades are in line with the school's assessment requirements. In keeping with the belief that a comprehensive 

evaluation of the efficacy of educational programs, including assessments of both the process and the results of instruction, 

is necessary before any program can be considered a success in the classroom. If one just knows the definition or the 

procedure, they will not have a complete grasp of the fundamental ideas of learning. Changes in general behavior comprising 

cognitive, emotional, and psychomotor components are essentially what make up learning. Furthermore, the effectiveness of 

instructors is measured by the quality of their students' instruction. The learning outcomes achieved by pupils serve as an 

illustration of how a teacher's performance is measured (Liao & Zhang, 2021). 

• H01: There Is No Significant Relationship Between Strategies and Learning Environment. 

• H1: There Is a Significant Relationship Between Strategies and Learning Environment. 

 

This study produces significant findings. The F statistic is 619.312, demonstrating significance with a p-value of .000, which 

is below the .05 alpha level. This indicates that “H1: There Is a Significant Relationship Between Strategies and Learning 

Environment.” is accepted and the null hypothesis is rejected. 

8. CONCLUSION 

To enhance my comprehension of the technological and pedagogical-methodological possibilities for integrating gaming 

with education, I examined the e-learning management system of the accounting course on "how learning might become a 

game" (Jia, 2021). This does not need a fundamental change in accounting education, but it serves as a pertinent reminder 

that the extensive use of ICT has unleashed significant latent powers that must be utilized universally in scientific pursuits, 

even in the lecture hall. Not a demise for traditional education, but rather an increase in the use of gamified classrooms—

specifically, digital games—supplanting conventional classroom activities (lectures, textbooks, assignments). Carefully 

integrating digital and virtual resources into education is crucial to this strategy, as is examining how these advancements 

may impact future pedagogical trends. For professionals to successfully use digital games and game-based learning, both 

students and educators must believe that educational games can impart knowledge across many subjects, like law, history, 

chemistry, sociology, or military-technical information. Online educators must embody many perspectives to provide an 

effective learning environment. Children flourish in experiential learning environments, whether acquiring skills for solitary 

work, engaging in play, coexisting within a community, communicating with others, or thinking together. Moreover, it needs 

to promote the development of cutting-edge specialized talents. Modern information and communication technology 

technologies may soon facilitate the attainment of an ideal classroom environment. Consequently, "game-based learning" is 

emerging as a plausible alternative (Huai, 2021). 
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