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THE IMPACT OF VIRTUAL EDUCATIONAL ENVIRONMENT
ON ENHANCING FOREIGN LANGUAGE LEARNING

This article examines the impact of virtual educational environments on the quality of foreign language acquisition
among students in higher education institutions. A virtual educational environment is an open system that facilitates
effective interactive learning through the integration of virtual reality technology into the educational process. It refers
to software or platforms designed to deliver educational services. Such an environment is established by the participants
involved in the learning process rather than by technical tools, visual aids, or physical classrooms.

In today s rapidly changing world, the incorporation of virtual reality plays a crucial role in enhancing foreign
language learning by ensuring comprehensive student engagement in the educational process, thereby optimizing
learning outcomes. This article explores the concept of a virtual educational environment, outlines its key characteristics,
and discusses its formation and implementation through intensive learning techniques, particularly the immersive method
and the suggestive approach.

The article describes various effective strategies for developing students 'foreign language vocabulary, especially at the
stage of lexical  unitsemantization, which is achieved through the “immersion effect.” The suggestive method is applied
in virtual educational environments by integrating audio and visual suggestion techniques to eliminate psychological
barriers in language acquisition and production, thereby significantly enhancing the learning experience. This approach
is facilitated through computer programs, particularly interactive suggestion-based applications like “Quick Teacher.”
The article provides an analysis of this program in the context of accelerating foreign language learning.

Thus, the virtualization of the educational process opens new possibilities for addressing one of the most pressing
contemporary challenges: enhancing the efficiency of educationand continuously improving it through the advancement
of interactive technologies. Ultimately, the use of virtual educational environments offers undeniable benefits, enabling
students to expedite foreign language acquisition, master new vocabulary more effectively, and boost motivation through the
incorporation of game-based computer technologies grounded in immersive and suggestive intensive learning methodologies.

Key words: enhancement of the educational process, immersive method, suggestive method, virtualization of
education, computer technologies.
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BIIJIUB BIPTYAJIBHOI'O OCBITHBOI'O CEPEJOBHIIIA
HA OIITUMI3ANIIO TPOECY BUBYEHHSA IHOBEMHUX MOB

Y emammi poszenaoacmocs pons 6ipmyansbHo20 0Cc8imMHBLO20 cepedosuwa y npoyeci nioGUeHHs AKOCHI 3aCE0ECHHS
iHO3eMHOT MOBU cmyOeHmamu 3aKiadis euwoi oceimu. Bipmyansne ocsimue cepedosuiye s87s€e cobor 8i0Kpumy cucme-
MY, WO CRPUAE e(heKMUBHOMY IHMEPAKMUEBHOMY HAGYAHHIO 3A80SAKU 3ACMOCYBAHHIO MEXHONO02IN GIPMYANbHOI pedanbHOCMI
6 HaguarvHomy npoyeci. Lle npoepamue sabesneuenns abo niamgopma npusnavena 01 Hadauua oceimuix nocuye. Kuo-
408y POJIb y CMEOPEHHI MAKO20 CePedosUyd BIIepaAlomb YUACHUKAMU OCBIMHbO20 POYeCy, d He MEeXHIYHI 3aco0U, HAOUHI
mamepianu yu mpaouyitini Ha6YalbHi ayOUmopii.

YV cyuacnux ymosax ounamiunux 3min 3acmocy@ants GipmyanbHol peaibHOCMI € 8adNCIUBUM YUHHUKOM 8 YOOCKOHA-
JIeHHI 8UBYEHHS THO3EMHUX MO, OCKINbKU 3a0e3neuye 2nuboKe 3anyients Cmy0enmis y HagualbHull npoyec, Wo CNpuse
tio2o onmumizayii. Y cmammi 6UC8IMAI0EMbCs NOHAMMA GIPMYANbHO20 OCGIMHBO2O CEPe00BUYA, BUSHAUAIOMBCS 1020
OCHOBHI XApaKMepuCmuKy ma po3enioamsvcs WIAXY 1020 CMEOPeHHs | 6UKOPUCMAHHA 34 OONOMO2010 THINEHCUBHUX
MemOOUK HABUaHHS, 30KpeMAa IMMEPCUBHO20 NIOX00Y Ma CYeecmuHO20 Memooy.

YV 0ocnioscenni nooano epexmusni cmpamezii hopmysanis CL08HUKOBO20 3aNACY CHYOEHMI8, 0cOONUBO HA emani
3ACB0CHHS 3HAYEHb JIeKCUYHUX OOUHUYD, WO 3a0e3newyEmbCs uepes «eqhekm 3anypentsny. Y eipmyanoHOMy 0CGIMHbOMY
cepedosuwi cy2ecmunULl Memoo peanizycmbCs WAAXOM KOMNIEKCHO20 GUKOPUCMAHHS ayOio- ma Gi0eo-CyeeCmusHUX
3aco0i6, Wo cnpuse yCyYHeHHIO NCUXON02IYHUX Oap €pie y npoyeci 060100iHHA MOBOIO | 3HAYHO NOKPAWYE Pe3yibmamu
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naguanns. Lleti nioxio peanizyemucs 3a 00NOMO2010 KOMN TOMEPHUX NPOSPAM, 30KPEMA iHMEPAKIMUBHUX CY2eCHUGHUX
3acmocynkie, maxux sx «Quick Teachery. Y cmammi 30iticneno ananiz yiei npoepamu 3 mouku 30py NPUCKOPEHHS Npo-
yecy 6UBYEHHs IHO3EMHUX MOS.

Taxum uunom, gipmyanizayis 0c8imHb020 npoyecy 8iOKpUBAE HOBI nepcneKmusu 0Jisd UPieHHs 00HO20 3 KIIOU08UX
3a60aHb CYUACHOCMI: NIOBUWYEHHSA eeKmUEHOCT 0c8imu ma il nOCMIliHO20 YOOCKOHANEHHA 3A60AKU PO3GUMKY IHmep-
akmugnux mexuonociiu. Omoice, UKOPUCMAHHA GIPMYATLHO2O OCEIMHBLO2O Cepedosuwa Mac beszanepeuni nepesazu,
OCKINIbKU CHPUAE NPUUBUOUEHOMY 3ACBOEHHIO ITHO3EMHOI MOBU, eheKMUBHOMY ONAHYBAHMIO HOBOT 1EKCUKU MA NIO8ULYeH-
HIO MOMUBayii 3a605Ku iHmMe2payii i2posux KoMn rOmepHUX mexHoioz2ill, 3ACHOBAHUX HA IMMEPCUBHUX MA CY2eCTUBHUX

Memooax iHMeHCUBHO20 HABUAHHSL.

Knrouoei cnosa: onmumizayis oceimmuboeo npoyecy, iMmmepcunull nioxio, cyeecmusHuil Memoo, 8ipmyanizayis ocsi-

mu, yu@posi mexnonoeii.

1. Introduction

Formulation of the problem. In today’s world,
where computer technologies dominate all spheres of
public life, the issue of improving virtual pedagogy
remains highly important. At the same time, the lim-
ited number of hours allocated for foreign language
study in higher educational institutions, the challenges
of creating a language-rich environment, and the var-
ying levels of students’ prior knowledge necessitate
the intensification of the language learning process
and the enhancement of its communicative orienta-
tion. The virtualization of education plays a crucial
role in addressing these issues, as it serves as an effec-
tive tool for presenting educational material, particu-
larly in English, facilitating its rapid perception, deep
comprehension, and practical application.

Thus, the need to equip students of non-linguistic
specialties with knowledge of English lexical units
and the ability to apply them in professional con-
texts serves as a key driver in the development of an
appropriate virtual educational environment. There-
fore, analyzing teaching methods and technologies
that are effectively used within the virtual educational
environment is essential for scientifically substan-
tiating the selection of methods that can ensure the
intensification of the learning process (Sal'nyk, Siryk,
2008: 158-160).

Immersive virtual reality aims to create a complete
360-degree experience, transporting students into a
digital three-dimensional environment. Through vir-
tual tools, such as virtual reality headsets, students
can interact with the virtual learning space, fully
immersing themselves in it. As a result, the virtual
educational environment facilitates the implementa-
tion of immersive learning.

Immersive learning is an intensive learning
method in which students engage in virtual dialogue.
The sense of presence serves as proof of immersion.
The immersive method has undeniable advantages,
as it enables students to acquire and develop new
linguistic knowledge while enhancing their motiva-
tion through full engagement in learning via realistic
simulations. Students can recreate complex language

ISSN 2308-4855 (Print), ISSN 2308-4863 (Online)

environments without risks, in situations close to real-
life contexts. Consequently, the student becomes a
co-creator of the educational process, an equal partic-
ipant who actively interacts with the virtual learning
space, ultimately accelerating foreign language acqui-
sition (Zhuravel’, Khaydari, 2017: 208—112).

It is important to note that the virtual educational
environment also creates conditions for another
intensive learning method—the suggestive method.
Suggestology is a field of study that explores the
mechanisms behind unlocking and mobilizing an
individual’s hidden potential for memorization, com-
prehension, and communication .The suggestive
reinforcement of mental self-regulation techniques,
facilitated through virtual reality, can have an even
greater emotional and psychological impact than that
of a traditional suggestive psychotherapist.

The effectiveness of influence significantly
increases when various types of suggestion are com-
bined. One of the most well-known and straightfor-
ward examples of such integration is the simultaneous
use of audio and visual suggestion. The successful
combination of different types of suggestion in virtual
lessons allows for the assimilation of large volumes
of linguistic information in a relaxed and comfortable
atmosphere. Additionally, it contributes to improved
well-being, reducing headaches, irritability, and
insomnia while enhancing overall productivity (Cher-
nova, 2010).

Thus, the visualization of learning materials facil-
itates deeper comprehension. Multimedia programs
stimulate multiple perception channels in students
simultaneously. The combination of visual imagery,
text, and audio provides extensive opportunities for
the comprehensive development of students’ lan-
guage skills.

The purpose of the article is to present the ana-
lytical review of the role of the virtual educational
environment in the intensification of the learning pro-
cess. Additionally, the article examines specific inten-
sive learning methods, particularly the immersive and
suggestive methods, in terms of their impact on the
intensification of foreign language learning.
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State of research. The rapid development of com-
puter technologies and their widespread application in
the educational process have led to the emergence of
numerous philosophical works on virtual reality. The
term “virtual reality” was first used by the American
scientist in the field of data visualization and biomet-
ric technologies, Jaron Lanier, in 1987. Lanier defines
virtual reality as an illusory world that simulates real-
ity through computer technologies and interacts with
human sensory organs in real time. In other words,
virtual reality is a technology based on feedback
between humans and a synthesized computer-gener-
ated world, enabling the visualization, manipulation,
and interaction with the digital environment. For
example, A. Buhl considers virtualization as a form of
replacing real space with a virtual one, where certain
social processes are reproduced.

Karl Machover, former president of the Computer
Graphics Association, identifies several important
functions of virtual reality that provide significant
advantages in learning foreign languages, namely:

» The ability to provoke lively discussions in a
virtual educational environment;

* The capacity to foster deep engagement in
the learning process due to a strong connection with
human sensory perception;

* A focus on the learner’s personal experience,
among others.

Japanese methodology expert Mehrasa Alizadeh
highlights various appealing features of the virtual
educational environment, including:

* A focus on knowledge construction through
direct interaction with other learners;

» The presentation of knowledge by virtually
placing students in different learning contexts;

* Enabling individualized learning through var-
ied pacing, styles, and approaches.

The immersive nature of virtual learning envi-
ronments has been studied by numerous domestic
and international researchers, including Loader D.,
Paliy O.A., and Tereshchuk V.S.

Ukrainian researcher O.A. Paliy argues that the
“psychological atmosphere of involvement in what is
happening on the screen” is due to the fact that stu-
dents perceive screen-based information as a direct
reflection of reality rather than secondary evidence
of it. This explains the growing use of automated
classrooms with large projection screens for collab-
orative learning and creative activities, where infor-
mation can be displayed from computers connected
to local (corporate) or global (worldwide) networks
and their respective information sources. The screen’s
demonstrative properties enable students to immerse
themselves in the virtual space, identifying artificially
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created life models with real-life situations (Paliy,
2002: 219).

D. Loader notes that for an “immersion effect” to
occur in a virtual environment, users must be able to per-
form self-initiated, personalized actions. Tereshchuk V.S.
emphasizes that from a psychological perspective, a
virtual educational environment is a space generated by
human cognition and has a sensory-imaginative nature.

Based on these statements, it can be concluded that
student immersion in a virtual educational environ-
ment occurs when their activity potential is activated
while completing learning tasks and when objects of
reality are realistically represented. Effective immer-
sion is achieved through the application of the immer-
sive method in foreign language learning.

The immersive method is an intensive learning
approach that transforms the communicative goal of
education into a reality where foreign language inter-
action takes place. The key features of the immersive
technology include:

* The use of techniques that activate both con-
scious and subconscious cognitive processes to create
a diverse and strong linguistic foundation;

» The development of tasks that stimulate com-
munication;

* Optimal interaction between learners.

Thus, the immersive method comprises a set of
techniques and means for interactive, productive
engagement of educational participants to foster
students’ personal and professional development,
particularly within a virtual learning environment.
This method is highly effective for acquiring foreign
language vocabulary, especially during its semantic
assimilation.

According to G. Lozanov, external information
can penetrate the human mind through two chan-
nels—conscious and unconscious. The unconscious
sphere can be viewed as a source of “reserve mental
capabilities” (potential, unused cognitive abilities),
which must be unlocked during learning. The sug-
gestopedic method involves introducing and reinforc-
ing language material by mobilizing a learner’s latent
cognitive potential. These hidden capabilities can be
activated through virtual reality applications using
audio and video suggestion techniques.

Virtual reality-based suggestive programs trans-
port students into an imaginary world, allowing them
to acquire and practice language skills in an engaging
and enjoyable way. Interactive suggestopedic pro-
grams such as Quick Teacher, Mondly VR, and Virtual
Speech maximize immersion by creating high-quality
visual effects similar to video games. These programs
offer simple avatar controls, carefully selected materi-
als, and content that matches students’ learning levels.
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Overall, virtual reality programs transport students
into an immersive learning space to achieve commu-
nicative goals. This methodological approach serves
as an effective means of intensifying foreign language
acquisition through immersive and suggestopedic
methods. Therefore, the virtual educational environ-
ment is an exceptionally effective medium for enhanc-
ing communicative competence, which requires con-
tinuous improvement through the intensification of its
acquisition process.

2. Results of the research

The rapid growth of education’s role among the
factors influencing societal development compels
scholars worldwide to seek not only new forms and
methods of teaching but also a new educational par-
adigm by creating a novel educational environment.

One such approach is the creation of a virtual edu-
cational environment-an open system that ensures
effective interactive learning in the educational pro-
cess through the application of virtual reality tech-
nology. This learning environment cannot be char-
acterized by the traditional model of teacher-student
or teacher-group of students, as the number of par-
ticipants in an individual learning process becomes
potentially unlimited.

At the same time, it should be noted that a virtual
system cannot be considered a full-fledged replace-
ment for education, as it fundamentally cannot fully
substitute the personal contact between student and
teacher or their direct communication processes.

The concept of a Virtual Educational Environment
can have different meanings. The first interpretation
of this term refers to software or platforms used to
provide educational services. However, another inter-
pretation suggests that merely having information and
telecommunication networks and software is not suf-
ficient. A virtual educational environment is created
only by the objects and subjects participating in the
educational process, rather than by technical means,
visual aids, or classrooms.

In psychology, the term “virtual object” is used.
For example, a virtual object is considered to be the
combination of a human and a machine. The func-
tions of this virtual object are not limited to either the
human’s or the machine’s functions alone; rather, such
a virtual object exists only through the interaction of
real entities—the human and the machine. Therefore,
virtual educational processes should be considered a
result of the interaction of real objects. If one or more
of these interacting objects take on the role of subjects
(such as students or teachers), this interaction gener-
ates a virtual state different from the state of these
subjects before the interaction (Zhuravel’, Khaydari,
2017:208-112).
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Virtual learning refers to the process and outcome
of interaction between subjects and objects of learn-
ing, accompanied by the creation of a virtual educa-
tional space, the specifics of which are determined by
these objects and subjects. The primary goal of virtual
learning, like human learning in general, is to enable
individuals to identify and achieve their purpose in
the real world, including its virtual components.

Virtual education is a way of organizing learners’
activities in a manner that accumulates intellectual
potential through telecommunications technologies.
In a virtual educational environment, a personalized
and activity-based learning approach dominates.
A necessary condition for learning in such an envi-
ronment is the implementation of a learner-centered
educational paradigm (Shevchenko, 2013: 65-67).

It can be confidently stated that modern education
is undergoing a convergence of educational and infor-
mational technologies, forming fundamentally new
integrated teaching technologies based on personal-
ized approaches, particularly using Internet-based
methods.

Thus, an undeniable fact of contemporary educa-
tion is not only its diversification and the increasing
number of software tools used in the learning process
but also the creation of a unique virtual educational
environment that coexists with traditional learning
environments while simultaneously transforming and
expanding their capabilities.

The virtual educational environment enables the
implementation of intensive learning methods, which
significantly accelerate foreign language acquisition,
optimizing the learning process. Analyzing the core
principles of immersive learning suggests the effec-
tiveness of using this methodology, as well as the phe-
nomenon of immersion, for mastering foreign lexical
material and subsequently applying it in an artificially
created language environment. This method is par-
ticularly useful at the stage of semantization of new
lexical units.

Semantization methods are divided into trans-
lational and non-translational approaches. Since
“immersion” occurs when students are maximally
engaged in reality, translational methods that involve
using the native language hinder the creation of a psy-
chologically authentic linguistic environment. Trans-
lating foreign words into the native language makes
students aware that they are being taught, whereas
explaining lexical meanings using other English
words, illustrations, or video clips allows for the sub-
conscious acquisition of vocabulary in a “real” learn-
ing environment.

In this context, non-translational methods of
semantization are analyzed, including:
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* Visual semanticization, which presents lexi-
cal units using demonstrative tools such as pictures,
objects, paintings, and video clips.

» Linguistic semanticization, which involves
presenting lexical units in a specific context or in
comparison with familiar words.

» Definition-based explanation of lexical units.

» Paraphrasing and explanation of lexical units in
a foreign language.

* Immersive semantization (personalization),
where students associate themselves with a digital
persona, such as in a role-playing game or video sce-
nario (Tereshchuk, 2013: 65-67).

Both visual and linguistic semantization engage
visual and auditory receptors, which enhances immer-
sion. For example, the English lexical unit “cable car”
(a funicular) can be explained through a video clip
showing how cable cars move through San Fran-
cisco, along with an accompanying sentence on the
screen: “San Francisco needs cable cars because it’s
extremely hilly and has some steep roads.”

One form of immersive semantization is person-
alization, where a student identifies with a specific
digital character (e.g., in a role-playing game or video
clip) while learning a foreign word. One variant of
this is allowing students to create their own avatar
(a digital self). For instance, in learning vocabulary
related to “Tourist Equipment,” a student can design
a personal avatar of a tourist, selecting visually rep-
resented equipment labeled with corresponding Eng-
lish words and receiving an audio pronunciation when
clicking on each word. This process familiarizes stu-
dents with new vocabulary while they construct their
virtual environment.

This way, effective methods for semanticizing
foreign lexical units are those that engage both audi-
tory and visual perception channels. According to
T.O. Yakhnuk, visual imagery possesses a “residual
effect,” meaning that the image of a perceived object
remains in the learner’s mind even after it disappears.
This property helps build strong associative connec-
tions that facilitate rapid recall of learned words.
Additionally, active engagement during cognitive
activity distracts students from consciously perceiv-
ing the learning process, fostering involuntary memo-
rization of foreign words.

Immersion is a defining characteristic of the virtual
educational environment. Accordingly, at the stage of
introducing students to new foreign lexical material,
the organization of a virtual educational environment
is possible under the following pedagogical condi-
tions:

* Personalized presentation of foreign lexical
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* Multimedia support (video clips, audio record-
ings, etc.).

» Explanation of lexical meanings within a con-
text, with maximum simulation of real-world situa-
tions.

» Encouraging students’ creative potential.

* Influencing cognitive needs and emotional
engagement.

Since immersion involves fully engaging students
in the learning environment through active partici-
pation, applying immersion techniques for semanti-
cizing foreign lexical units intensifies perception and
retention.

Another effective intensive learning method
widely used in virtual educational environments is the
suggestive method, which involves the combined use
of audio and video suggestions.

Today, computer programs for learning foreign
languages, developed with input from educators and
psychologists, incorporate best teaching practices
and simulate language environments. Unlike human
teachers, computers are always patient, never discour-
age students, and repeat learning material as many
times as needed. Game-based learning methods allow
students to study a foreign language without pro-
longed, tedious memorization (Kotsyuba).

An example of such a program is“Quick-
Teacher”,an interactive suggestive computer program
that integrates intensive and traditional foreign lan-
guage learning methodologies. The program has two
main modes:

1. Memorization Mode — a subconscious (sublim-
inal) perception mode used for vocabulary learning.

2. Control Mode — a conscious perception mode
for active practice and assessment.

The program’s unique features include custom-
ized vocabulary creation, a virtual teacher function,
a grammar guide, phonetics training with audio pro-
nunciation, an irregular verb dictionary, dialogue
practice, and immersive exercises. “QuickTeacher”
allows users to learn 12 foreign languages, making it
a valuable tool for accelerating language acquisition.

All in all, the integration of immersive and sug-
gestive methodologies within a virtual educational
environment represents a significant advancement in
optimizing foreign language learning.

3. Conclusions and prospects of further research

To conclude, the review of the mentioned above
intensive learning methods, namely immersive and
suggestive methods, provides an opportunity for all
educators to enhance their teaching skills and adapt
them to the demands of the modern world. The pro-
posed approaches for intensifying the process of for-
eign language learning in a virtual educational envi-
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ronment can be seamlessly integrated with traditional
teaching methods and successfully utilized by foreign
language instructors. Furthermore, the implementation
of virtual tools, particularly suggestopedic computer
programs, in the educational process enables a transi-
tion to a qualitatively new level of pedagogical activ-
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ity, significantly enhancing its didactic, informational,
methodological, and technological capabilities and
contributes to improving the quality of student training.

Therefore, the use of a virtual educational environ-
ment in higher education undoubtedly increases the
intensity and effectiveness of learning.
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