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Abstract—In this research paper, the impact of the theory Unified Theory of
Acceptance and Use of Technology UTUAT? in virtual reality System (VRS)
was discussed. Virtual reality (VR) has emerged as a major tool in this field of
research and education development. This study integrates UTAUT2 and the
learning value architecture to extend the UTAUT2 framework and provides a
new perspective on predictions of students' behavior intentions towards and use
of VRS. Quantitative Method used in this research as an approach in this study
by using a closed questionnaire to collect data from many differences Omani
universities. The students who have previously used a virtual reality system. The
results of the descriptive analysis showed that the factors that used from
UTAUT?2 improve student outcomes and raise their educational as it was
tested and evaluated with satisfactory results using advanced (PLS-SEM) tools
and SPSS analysis program.
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1 Introduction

The applied study includes an applied research problem facing the administration or
the rest of the participants. Regarding the management of the Moodle system at the
universities, the decision problem facing the students is represented in the low
acceptance of students for the Moodle virtual reality system, and based on this problem,
it can be reformulated in the language of scientific research as follows (Determining
the factors affecting students’ behavior of the Moodle virtual reality learning system).
Questions and Objectives of the Study Several theories and models have emerged
related to determining the factors that affect users’ acceptance of technology, the most
prominent of which is the Unified Theory of Acceptance and Use of Technology
UTUAT ,which describes it that It has the ability to give the full picture of the
determinants of technology acceptance, but the current study adopts the UTUAT2
model, which is able to identify the determinants of technology acceptance among both
teachers and students and is characterized by a high predictive power that reached in
the original study of the model . The study questions were described using the UTUAT2
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theory in line with the study problem. This study aims to. Determining the extent to
which students accept the Moodle virtual reality learning system at the Universities.
Determining the direct effects of the UTAUT2 model variables on the intention
behavior and use the Moodle virtual reality learning system [1] [2].

Determining the level of efficiency of the UTAUT2 model in predicting student
acceptance of the virtual reality learning system. Moodle Determine the effect of the
interactive variables of a mode UTAUT2 in accepting the virtual reality learning
system. Blackboard, also called "online learning management system" is a
customizable online learning tool that can act as a substitute or supplement to the
traditional face-to-face learning process in a school, university or any other classroom.
It is worth noting that every function in the traditional learning process has a
corresponding board equivalent, allowing students and teachers to simulate every
element of the physical classroom experience. Board technology can be used as a
complete alternative to the learning process, and in this case the entire learning process
takes place on the Internet. Where the teacher uploads the educational material digitally,
communicates with students online, and provides an opportunity for discussion and
dialogue via the Internet [3] [4].

On the other hand, one of the most important board applications comes in the form
of a supplement to the learning process. The students and the teacher meet on the ground
a few times, and later on, board activities are used to complete the learning process. A
third way to use Board technology is through the Web-enhanced learning model where
the teaching is face to face (in the traditional way) and teachers post online support
materials, assignments or discussions on the Board Learning Management System.
Board hosts many virtual and digital learning tools, but the system revolves mainly
around the main component, which is the lessons or training courses. The courses in
the Board system are accessed through a special account that the student opens on the
Board platform, where he can view them by clicking on “My Courses” in the main
interface of the system. These courses (or lessons) are supported by different tools, each
of which focuses on a specific aspect of the classroom experience and includes the
following: 1- Content Teachers can publish content including: files, texts, audios and
videos on the platform, and then arrange it using templates Learning Models, folders,
or lesson plans. To help students navigate through lessons and courses, teachers can
add an outline of the syllabus that includes a description of the course (or syllabus in
general), assignments, the grading system and any other information they may find
useful for their students. Other forms of content that you may find on the Board platform
include opinion polls, tests and homework [5] [6].

Here it is worth noting that opinion polls are highly customizable as they may come
in the form of multiple choices, or they may be temporary and may include written
questions answered by the student. Announcements & Calendars Board offers several
ways for students and educators to stay on track throughout the semester. Teachers can
post announcements and alerts about any changes to the syllabus, the due dates of
reports and assignments, exam schedules and schedules, and more. Students can view
all these alerts through the home page of their personal account on the Board platform.
Interaction & Discussion Teachers can set up discussion boards in their virtual board
classroom, where both students and teachers can start a new discussion or respond to
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the main discussion topic. Students can also send private messages directly to each
other by clicking on the "Messages" option in their lesson menu [7].

Not only that, teachers can also create groups for their students so that they can
complete joint projects, discuss and share assignments and references. Students can also
contact their teachers in person and submit assignments for them to be graded and
graded. Finally, Board technology provides the ability to hold video conferencing,
which is called Board Collaborate, as this service allows the possibility of holding
virtual group or individual discussions to enhance the overall educational experience.
Board Ultra is a cloud service somewhat similar to Google Workspace or Dropbox,
which allows modifications and changes to the original files instead of having to
download and modify them and then re-upload them. Board mobile applications You
can take advantage of the Board through its mobile application to facilitate the learning
process [8].

in other words, you can study from anywhere and at any time as long as your
smartphone is with you. All Board applications including Board and Board Instructor
are compatible with Android and iOS platforms. Once you download the app, you will
be asked to enter the name of your educational institution and your personal Board
account information to start using it right away. Accessibility Tools Educators can
improve the accessibility of study materials on Board by designing content to suit the
needs of people with hearing or mobility impairments or even those with learning
disabilities. The Board application provides many quick access features such as the
ability to browse through Voice-over navigation, increase the font size and visual
elements, and color filters. Which is easy to use by everyone with different abilities or
problems they suffer from.

The need to encourage the higher management of the learning institution and
colleges to use the virtual reality learning system [9]. Developing the technological
infrastructure at the school and universities in order to expand the scope of the intranet
service and work to increase its speed within the school corridors and universities [10].
Spreading the culture of using the constructivist theory in education, which was adopted
as a basis for designing the virtual reality learning system. It leads to attracting users
towards using the system. Work to increase students’ use of the virtual reality learning
system in the size that makes them get used to using it automatically, by encouraging
the use of virtual reality learning applications such as Moodle and board, which are
available free of charge on smart phones. The need to pay attention to students who are
ready to use.

2 Literature review

The use of technology and the Internet environment in teaching is one of the modern
pillars that have captured a lot of research worldwide in general. In this study, will
address some studies that reviewed the use of technology in general in education and
the Board system in university education in particular.

[11] made an exploration on how VR technology influences consumers’ brand
perceptions and their purchasing intentions. Study 1 which uses a real brand, showed
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that consumers tend to make stronger self-brand relationships and purchasing decisions
when they see themselves reviewing a product in a simulated mirror - rather than
watching professional models wearing a product. Meanwhile Study 2 utilized a
fictitious brand, revealing that narcissistic participants reported positive effects of self-
examination while contrastingly, non-narcissistic participants reported attenuated
effects [11].

Not to be forgotten, [12] discussed on the Knowledge transformation (KT) effect of
conditions impacting the implementation of VR and identified the treatment needs of
therapists. The hypotheses are that the approach will be associated to improvements in
the perceived ease of use and self-efficiency of physicians as well as a consequential
improvement in the intention to use VR. KT methods included the potential to target
therapists’ perceptions of low self-efficiency and ease of use of this technology.
Multiple evaluations and multi-phased preparation programmers were carried out to
address the demands of practitioners over time, changes in future problems, facilitators,
and goals of counselling post-test treatment.

One of the first studies that dealt with the use of the electronic information network
in supporting university teaching is a study, where the researcher designed educational
materials on the Internet, which included the course and office hours he was studying,
and he communicated with his students via the Internet as electronic office hours. The
study concluded that the use of such this style of teaching that supports and supports
traditional teaching improves the way the subject is taught, makes it easier for students
and increases their understanding.

Among the studies that dealt with the subject is the study which dealt with the
experience of e-learning as an evaluation study to find out the extent of benefit from
this experience for female students and the extent of female teachers’ readiness and
qualifications for this, and to determine the opinions of female and male teachers about
the advantages and disadvantages of e-learning. In this study, the researcher used the
descriptive approach, as the sample included female teachers and female students. The
most important finding of the results in this study is that there are relatively minor
differences in favor of the electronic method in comparison with the achievement of
students between traditional and electronic. The study also proved the positive opinions
of female teachers and students regarding electronic learning. The study showed that
the e-learning contributes to increasing the teacher's ability to communicate information
to the students in an easier way, thus reducing dependence on textbooks and traditional
illustrative aids. The views of the students also increased that e-learning contributes to
increasing the student's comprehension of the course and raises the students' enthusiasm
for discovering knowledge.

Among the factors that can further improve student outcomes and raise their
educational level. The distance learning system where used the distance learning system
at government schools [13] [14], to study some demographic characteristics such as age
and gender, and to show the extent to which they are related to the level of benefit from
distance learning, and after conducting the study and analyzing the data, it was found
that the level of satisfaction Flexibility in time and place is very high while studying
courses in the distance learning system. The study also did not find any statistical
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significance in the demographic characteristics that are related to the level of benefit
from this method of learning [15] [14] [16].

Among the studies that dealt with the subject is a study [14], which summarized the
point of view of students and university professors in evaluating the use of e-learning.
The results of this study showed that there is an improvement in the level of
performance of students and there is a desire among professors to use distance learning
in other subjects they teach, as is the case with students.

many studies aimed at investigating the tendencies of students, and the results of the
study proved the existence of statistically significant differences in students' attitudes
due to the study variables as a whole. and proved that the attitudes of female students
are higher than male students, and also students with experience in dealing with virtual
reality learning are higher than students with less experience. Moreover, indicated that
students who own a personal computer have higher positive attitudes towards e-
learning.

3 Methodology

The current study will use Descriptive analysis includes measures of central
tendency and dispersion using SPSS, and in partial least squares modeling (PLS)
through partial least squares (SEM \ SmartPLS program that is preferred to be used
when predicting and identifying influencing factors and is characterized by its ability
to analyze complex models. For the purpose of assessing the quality of the scale and
testing hypotheses. For me, there is currently only one reliable criterion for the quality
of the PLS path model match, which is the standard root mean square R?, when its value
is 0, it indicates a perfect match , while the acceptable value for it when it is less than
0.70 and using SmartPLS software, the SRMR value was 0.70 which is an acceptable
value.The evaluation of the quality of any measure includes reliability testing And the
validity. Measurement model evaluation includes testing for internal consistency and
validity of the Validity Construct variable, which includes two types: proximity honesty
and discrimination honesty. The next step is to build a structural model using SmartPLS
software which includes an evaluation of the structural model, examining the predictive
ability of the model and the relationships between variables, the following are the
necessary steps for evaluation. collinear relationship. Evaluation: Limits linear
correlation when there is a significant correlation between two independent variables.
The 500 students fill the survey that distributed through the google form software. All
this samples students from universities that used virtual reality technology.

4 Finding and discussion

Quantitative Method used in this research as an approach to our study by using a
closed questionnaire to collect data from many Omani universities. The students who
have previously used a virtual reality System. The study polled 500 students and
analyzed the results with advanced (PLS-SEM) tools. As shown in the table.
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Table 1. Sample Study Response Rate

Questionnaire response Frequency Rate (%)

Number of questionnaires distributed 500 100

Table 2. Demographic Profile of Respondents

Demographic Factor Category Frequency Percent
o Diploma 182 39
Degree of Scientific
Bachelor 318 61
Female 339 63
Gender
Male 161 37

The results of the descriptive analysis showed acceptance of the virtual reality
learning system, as the responses of the respondents are limited to the agreement
regarding the variable of intention to behavior and the variable of use of the virtual
reality learning system. In addition, the factors of ease and intention to behavior have a
positive significant effect on the use of the behavior learning system for students. The
factors affecting the adoption of the virtual reality learning system included the
intention to behavior, and the others factors that includes in UTAUAT?2 keeping pace
with technology. And the applicability of the using UTAUT2. This study's statistics
reveal that each of the variables evaluated has a good level of acceptance. with
sginficante value as in reliable criterion for the quality of the PLS path model match,
which is the standard root mean square R%, when its value is 0, it indicates a perfect
match , while the acceptable value for it when it is less than 0.70 and using SmartPLS
software, the SRMR value was 0.70 which is an acceptable value. These investigations
on the use of VR in a variety of educational areas yielded positive results and empirical
evidence for its potential applications in the classroom. As a result of these
investigations into the use of virtual reality in a variety of educational fields, positive
results and empirical evidence for its potential applications in the classroom are
encouraged. We encourage its continued use in the future. According to [17],
calculating the mean, variance, and standard deviation can give researchers with a
wealth of information about their research participants as well as responses. These
assessments are mostly classified as descriptive statistics. In light of this, the descriptive
analysis performed in this study explained and summarised the primary data set's
essential aspects.

Table 3 contains information about the descriptive analysis tests' results. According
to the table, all of the variables' mean values result ranging from 3.6252 to 3.4958 and
the descriptive analysis revealed standard deviations ranging from 0.72121 to 0.80251.
This study's statistics reveal that the variables evaluated has a good level of acceptance.

Table 3. Descriptive Statistics

Variables Mean Std. Deviation
intention to behavior 3.6252 .80251
Virtual reality 3.4958 72121
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5 Conclusion

This study uses a case study to focus on understanding the foundation and structures
of VR applications being adopted in several universities in Oman. The results of the
descriptive analysis showed that the factors that used from UTAUT2 improve student
outcomes and raise their educational as it was tested and evaluated with satisfactory
results using advanced (PLS-SEM) tools and SPSS analysis program. The development
taking place in information and communication technology is more complex than the
developments. And the world of tomorrow is a world.as well based on biting the bite,
and reliant on approved continuous. The world of yesterday and the world of today. On
the rapid shifts in learning and its quality in an environment characterized by intense
competition, and rapid progress in science. Technology and the exchange of knowledge
and information. Therefore, the query must be questioned about learning today to
prepare a generation. Good by searching for Standards Educational, where the
development of the application of standards appropriate to the requirements of life at
the present time is on the list of priorities to improve an element of learning basically
and renewal of the educational system. Thus, learning standards became an element and
its quality. And because the style of our life today is clear, the role of advanced
technology based on science is evident. as a critical factor in social and economic
change. As a result of these investigations in this study into the use of virtual reality in
a variety of educational fields, positive results and empirical evidence for its potential
applications in the classroom are encouraged. We encourage its continued use in the
future.
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