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Optimising Interactive Cloud Gaming for Mobile 
Learning: GPU Virtualisation, Codec Efficiency, 
and UI Design

ABSTRACT
Mobile learning environments increasingly demand sophisticated interactive technologies 
capable of delivering engaging educational experiences while overcoming traditional hard-
ware limitations. This integrative literature review examines cloud gaming infrastructure 
advancements for mobile learning. Results from both technical research and practical educa-
tional experiences are compared to understand how technology supports learning. Analysis 
reveals that hardware-assisted GPU virtualisation frameworks achieve substantial perfor-
mance improvements on mobile devices, enabling sophisticated educational simulations. 
Video codec optimisations significantly reduce latency and bandwidth consumption, while 
touchscreen controls and haptic systems enhance learning effectiveness. Recognition of ped-
agogical innovations across different domains highlights their tremendous potential. STEM 
simulation platforms utilising molecular modelling and mathematical visualisation demon-
strate significantly higher student engagement. Medical training applications enable learners. 
Collaborative learning environments facilitate enhanced problem-solving through shared vir-
tual spaces, while language learning applications demonstrate superior vocabulary retention. 
The analysis establishes cloud gaming infrastructure as a transformative enabler for mobile 
learning, democratising access to sophisticated educational tools.
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1	 INTRODUCTION

Learning through smartphones and tablets now requires advanced technology 
solutions that provide students with engaging educational experiences while 
addressing connectivity challenges and device limitations.
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Educational institutions increasingly adopt cloud-delivered interactive tech-
nologies to provide equitable access to advanced learning resources for students 
using mobile devices as their primary learning platform [1]. Modern mobile learn-
ing needs in schools have boosted the development of better graphics, faster video 
sharing, and user experience built for learning programs [2].

Educational technology research demonstrates that effective mobile learning plat-
forms must systematically address three fundamental constraints: computational 
limitations of mobile devices, variable network connectivity in educational environ-
ments, and the requirement for intuitive interaction mechanisms suitable for diverse 
learner populations [3]. Traditional mobile learning applications, while accessible, 
often compromise interactive complexity due to hardware restrictions, limiting their 
effectiveness for sophisticated educational simulations, collaborative learning sce-
narios, and immersive training environments. Restricted interactive capabilities sig-
nificantly impact student engagement and learning effectiveness, most notably in 
STEM courses where students benefit from being able to see and try new things [4].

Cloud gaming infrastructure presents a promising solution to these educational 
challenges by enabling resource-intensive educational applications to operate on 
standard mobile devices through remote processing capabilities. GPU virtualisation 
(shared graphics processing that allows multiple users to access powerful comput-
ers remotely) enables complex educational simulations previously restricted to spe-
cialised laboratory environments to become accessible via mobile devices. Efficient 
codecs ensure that educational materials are reliably delivered across diverse net-
work conditions in distributed environments. Adaptive UI design makes learning 
applications more straightforward to use and understand, thanks to touch features 
especially created for learning purposes [3].

Contemporary research demonstrates substantial educational benefits from imple-
menting cloud gaming infrastructure in mobile learning environments. Educational 
simulations delivered through mobile cloud gaming platforms achieve improved stu-
dent engagement compared to traditional instructional methods, while collaborative 
learning environments demonstrate enhanced problem-solving outcomes. Medical 
training applications report increased accessibility and practice frequency when 
delivered through mobile cloud gaming infrastructure, suggesting significant poten-
tial for addressing educational equity challenges [4]. Mobile learning research lacks 
a unified framework for integrating cloud gaming into education. Promising tech-
nologies exist, but their combined impact and practical deployment remain under-
explored, limiting educators’ and institutions’ ability to implement them effectively.

1.1	 Research rationale

This study addresses this gap by comprehensively analysing cloud gaming com-
ponents and their integration into mobile learning environments. The study con-
nects effective technology adoption to educational objectives and provides clear, 
practical guidance for institutions seeking to implement cloud gaming in mobile 
learning contexts.

This study aims to achieve two primary objectives:

1.	 To analyse the educational effectiveness of integrated cloud gaming infrastruc-
ture (GPU virtualisation, codec efficiency, and UI design) in supporting sophis-
ticated mobile learning applications across diverse academic disciplines and 
educational contexts.
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2.	 To develop practical implementation guidelines for educational institutions 
deploying cloud gaming technologies for mobile learning, including technical 
requirements, cost-effectiveness considerations, and pedagogical integration 
strategies.

These objectives address both learning outcome improvement and practical 
implementation, providing actionable insights for educators and institutions seeking 
to optimise mobile learning through advanced cloud gaming technologies.

2	 LITERATURE REVIEW

2.1	 Mobile learning theoretical foundations

Mobile learning theories demonstrate how cloud gaming can enhance learning 
effectiveness. The FRAME framework indicates that three elements influence mobile 
learning success: device properties, learner characteristics, and social aspects of the 
learning environment [3]. This model proves particularly valuable for cloud gaming, 
as it addresses device limitations through remote resources, accommodates learner 
preferences through adaptive interfaces, and facilitates social interactions in collab-
orative virtual environments.

Universal Design for Learning (UDL) principles advocate for multiple means of 
representation, expression, and engagement in educational design, aligning directly 
with cloud gaming infrastructure capabilities [5]. Cloud gaming serves diverse learn-
ers by enabling multiple approaches to presenting and interacting with educational 
content. These principles provide the foundation for evaluating cloud gaming effec-
tiveness in mobile learning environments.

Cognitive Load Theory guides mobile learning design by managing intrinsic, 
extraneous, and germane cognitive load to optimise mental processing. Cloud gam-
ing supports this theory by adapting content difficulty based on learner data and 
device capabilities, minimising technological distractions to maintain focus on 
learning objectives.

The Technology Acceptance Model emphasises that adoption depends on per-
ceived usefulness and ease of use. Cloud gaming addresses these factors by enabling 
advanced educational applications through GPU virtualisation and providing adap-
tive, user-friendly interfaces as key elements for successful implementation in edu-
cational settings.

2.2	 Cloud gaming technology for educational applications

Current research in cloud gaming demonstrates significant educational potential 
through three core technologies. Comprehensive evidence indicates that cloud 
gaming substantially transforms interactive application delivery [6] [7]. GPU virtu-
alisation research shows that hardware-assisted frameworks achieve substantial 
performance improvements, enabling sophisticated educational simulations on 
standard mobile devices [8]. Through shared virtualisation, institutional students 
can access advanced learning resources regardless of their device specifications, 
promoting educational equity by ensuring universal access to high-quality educa-
tional content.
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Recent research has introduced methods for optimising mobile learning content 
delivery through dynamic video streaming management based on network condi-
tions and content characteristics [9]. Educational scenarios, including collaborative 
learning environments, virtual laboratory simulations, and synchronous tutorial 
sessions, benefit substantially from these optimisations, ensuring learning continu-
ity regardless of infrastructure limitations. Energy-efficient encoding extends battery 
life without compromising educational content quality. Latency in mobile learning 
is reduced through distributed processing nodes in edge computing frameworks [9].

Studies in adaptive user interface design indicate that different student popu-
lations and learning content types in mobile settings require specific interface 
technologies [10]. Dynamic interface technologies demonstrate enhanced input 
responsiveness and improved accuracy through adaptive design mechanisms. 
Haptic integration supports interactive learning by providing users with essential 
sensory feedback, compensating for absent tactile inputs, and delivering valuable 
information for skill development practice.

2.3	 Educational applications and learning outcomes

Research demonstrates substantial educational benefits from cloud gaming infra-
structure across multiple learning domains. Science, technology, engineering, and 
mathematics students benefit significantly from advanced simulations previously 
available only in specialised laboratories [11]. Physics learning applications using 
cloud-rendered molecular dynamics simulations enable students to experiment 
with atomic structures through touchscreen interfaces. Mathematical visualisation 
tools allow learners to construct and observe geometric models, enhancing spatial 
understanding and conceptual comprehension.

Cloud rendering plays a crucial role in virtual anatomy and surgical training by 
enabling simulation software users to perform dissections and surgical exercises 
with haptic feedback tools [12]. Research indicates improved training accessibility 
and increased practice frequency when medical training applications are delivered 
through mobile cloud gaming infrastructure, addressing critical healthcare educa-
tion needs while overcoming traditional delivery limitations.

Language acquisition applications demonstrate significant potential through 
immersive cultural and linguistic simulations available on standard mobile 
devices [7]. Interactive platforms utilise real-time rendering for authentic cultural 
context scenarios, providing conversational practice opportunities that enhance 
vocabulary retention compared to traditional mobile learning applications through 
responsive, context-rich learning environments.

2.4	 Research gaps and theoretical integration

Despite promising individual component research, systematic integration of 
cloud gaming technologies with established mobile learning frameworks remains 
limited. Most current literature focuses on technical performance metrics rather 
than examining the relationship between technology and learning outcomes, 
contributing to this gap. Although educational tools are recognised as beneficial 
in academic settings, relevant implementation guidance for institutions is scarce, 
hindering widespread adoption.
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The convergence of mobile learning theory and cloud gaming technology 
necessitates comprehensive research examining how these concepts perform 
when integrated. Therefore, assessment frameworks are required that measure 
learning effectiveness while considering implementation feasibility across diverse 
institutional contexts.

3	 METHODOLOGY

This study employs an integrative literature review methodology to synthe-
sise knowledge across mobile learning frameworks and cloud gaming technol-
ogy, focusing on their integration for enhanced learning outcomes [13]. This study 
approach examines how cloud gaming and mobile learning frameworks collab-
orate to improve educational effectiveness. The methodology enables structured 
analysis of the relationship between technological capabilities and educational 
requirements.

3.1	 Learning outcome optimisation framework

Learning outcome optimisation systematically enhances educational effec-
tiveness through technology integration. An optimised learning outcome system 
utilises technology to improve teaching effectiveness, measured by student engage-
ment levels, knowledge retention, skill development, and collaborative capabilities. 
The analytical process focuses on four primary entities:

Entity 1: Cognitive Engagement Enhancement – examining how cloud-based 
interactive simulations increase student involvement and active participation.

Entity 2: Knowledge Construction Facilitation – investigating how collaborative 
online environments support active learning and experimentation processes.

Entity 3: Accessibility and Equity Improvement – exploring how cloud-based 
tools facilitate equitable access to advanced educational resources for all students.

Entity 4: Skill Transfer and Application – assessing how real-world simulations 
support the application of theoretical knowledge in STEM and medical education.

3.2	 Integrative analysis process

The integrative process requires analysis examining three integration points 
where learning theory and technology converge:

Integration Point 1: FRAME Model and GPU Virtualisation – examining how 
shared graphics processing addresses device limitations while supporting collabora-
tive virtual learning spaces.

Integration Point 2: Universal Design for Learning and Adaptive Interfaces –  
analysing how cloud gaming user interfaces facilitate multiple means of 
representation, communication, and interaction.

Integration Point 3: Cognitive Load Theory and Codec Optimisation – exploring 
how efficient video transmission reduces extraneous cognitive load for students and 
supports complex educational simulations.

https://online-journals.org/index.php/i-jim
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3.3	 Educational analysis framework

Educational case analysis employs a dimensional approach to examine learning 
applications across different academic domains. Four primary evaluation criteria 
guide this assessment:

Dimension 1: Learning Domain Analysis – categorising applications by subject 
area to identify general optimisation opportunities.

Dimension 2: Measuring Engagement Improvements – establishing metrics to 
track student engagement progress.

Dimension 3: Assessing Learning Results – developing methods to measure 
knowledge acquisition and skill development.

Dimension 4: Implementation Feasibility – examining practical considerations, 
including infrastructure requirements and cost-effectiveness.

3.4	 Data synthesis

The literature analysis encompasses a comprehensive review of studies examin-
ing cloud gaming educational applications and mobile learning outcomes. Selection 
criteria prioritised studies demonstrating clear educational results and practical 
applicability.

Cross-referencing enables identification of synergistic relationships between 
technological components and educational benefits, facilitating understanding of 
how cloud gaming infrastructure supports learning optimisation.

3.5	 Issues of ethics

This study employed an integrative literature review methodology. No human 
participants were involved in the study. All studies included in the analysis were 
previously published with appropriate ethical clearance. Therefore, ethical approval 
was not required for this study [1].

4	 CLOUD GAMING FRAMEWORK FOR MOBILE LEARNING

4.1	 Mobile learning applications overview

Cloud gaming infrastructure transforms mobile learning by enabling sophis-
ticated learning applications previously impossible on standard mobile devices. 
The framework integrates GPU virtualisation (shared graphics processing), codec 
efficiency (video compression optimisation), and adaptive UI design to create seam-
less learning experiences. It addresses essential challenges in mobile learning and 
enables various instructional practices across multiple academic fields [11].

The framework supports diverse mobile learning applications, including vir-
tual science laboratories for hands-on experimentation, medical training simula-
tions for practical skill development, collaborative learning environments for peer 
interaction, and language immersion platforms for cultural learning [11]. Through 
cloud gaming capabilities, these applications enhance educational objectives while 
remaining accessible across various mobile devices.
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By utilising cloud resources, educational institutions reduce costs while enabling 
students to access high-quality software regardless of their device specifications. 
Educational applications operate more efficiently when supported by autonomous 
resource provisioning [14] [15]. Enhanced mobile learning technology accessibility 
supports efforts to make learning available to diverse student populations.  
See Figure 1 for learning outcome optimisation.

Fig. 1. Learning outcome optimisation process through cloud gaming
Note: Showing a 4-stage process flow, four learning optimisation entities for learning theory integration, 
as a clear progression from problems to solutions.

4.2	 Virtual science learning laboratories

Cloud gaming enables sophisticated science simulations accessible via mobile 
devices, facilitating advanced biological simulations and device-independent learn-
ing through mobile cloud gaming capabilities. Students can execute molecular 
dynamics simulations, conduct physics experiments, and observe chemistry reac-
tions through intuitive touch interfaces. GPU virtualisation provides computational 
power for real-time molecular manipulation, while codec optimisation ensures 
smooth visual transmission across variable network conditions [8]. This approach 
aligns with Cognitive Load Theory by reducing extraneous cognitive load from 
technical barriers, allowing students to focus on germane processing of scientific 
concepts. The cloud-based approach supports Universal Design for Learning prin-
ciples by providing multiple means of representation through visual, auditory, and 
haptic feedback channels [16].

Quality experience management remains critical for maintaining educational 
effectiveness [14]. Scalable GPU sharing enables educational simulations to perform 
dynamic memory allocation [17].

Physics learning applications demonstrate significant learning improvements, 
with numerous applications showing that students effectively learn physics con-
cepts through interactive simulations. Students construct atomic structures, 
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observe quantum events, and conduct virtual experiments to observe outcomes 
simultaneously. STEM learning benefits from visualisation tools that enable compre-
hension of three-dimensional geometric objects.

Chemistry applications enable virtual laboratory experiences and chemical reac-
tions in safe virtual environments. Students conduct experiments where they expe-
rience laboratory methods without hazardous materials. Engineering learning is 
supported by mobile applications for computer-aided design, facilitating analysis of 
complex mechanical systems and supporting collaborative design tasks.

Research demonstrates significant improvements in student engagement when 
transitioning from traditional lectures to interactive cloud-based simulations [4]. 
Virtual laboratories maintain consistent learning environments, enabling learners 
to practice and study science concepts repeatedly rather than limiting exposure to 
single learning sessions.

4.3	 Medical training and mobile learning

Medical learning represents a compelling application domain where cloud gam-
ing infrastructure addresses critical training limitations. These systems utilise sophis-
ticated surgical models, experiential simulations, and training tools designed for 
mobile devices. GPU virtualisation enables realistic anatomical visualisation, while 
adaptive interfaces provide haptic feedback for tactile learning experiences [12].  
This implementation supports the FRAME model by optimising device capabilities 
(through cloud processing), learner engagement (through realistic simulations), 
and social interaction (through collaborative virtual environments). The contextual 
learning approach demonstrates mobile learning affordances that enable authentic 
practice scenarios regardless of physical location constraints [18].

Students demonstrate improved anatomy comprehension when interacting 
with 3D models through touch interfaces. Virtual dissection eliminates the need for 
physical specimens while maintaining sufficient accuracy for advanced medical 
education. Learners can practice different procedures using simulations and receive 
immediate feedback on their actions and decisions.

These applications simulate patient encounters through case scenario presen-
tations. Students gain practice with appropriate decision-making through realistic 
case scenarios and can immediately assess their clinical skills. Learners practice 
medication management through interactive simulations.

Medical training accessibility improves by 42% when delivered through mobile 
cloud gaming infrastructure, enabling practice opportunities regardless of location 
or time constraints [12]. Compared to laboratory-based learning, student practice 
frequency has increased by 37%, suggesting enhanced opportunities for clinical skill 
development.

Despite these benefits, regulatory compliance for healthcare education adds com-
plexity and cost, while haptic feedback technology remains expensive for standard 
mobile devices. High computational demands require robust server infrastructure 
that may be cost-prohibitive for smaller institutions.

4.4	 Collaborative learning environments

Cloud gaming infrastructure supports collaborative learning through shared 
virtual spaces where multiple students interact simultaneously. GPU virtualisation 
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enables multiple users to access shared educational simulations, while adaptive 
interfaces accommodate diverse interaction preferences and device capabilities. 
Students can employ social constructivist learning methods by working with 
peers to construct knowledge [3]. This collaborative framework exemplifies 
Technology Acceptance Model principles, where perceived usefulness (enhanced 
problem-solving capabilities) and ease of use (adaptive interfaces) drive student 
adoption. The shared virtual spaces support contextual mobile learning by cre-
ating meaningful learning communities that transcend geographical boundaries 
[19] [20].

Through virtual workspaces and integrated resources, students can collaborate, 
manipulate shared content, and communicate effectively. Joint projects utilise vir-
tual environments that preserve student contributions and enable asynchronous 
collaboration according to individual schedules.

Cloud gaming enables peer tutoring applications that support real-time instruc-
tion where students collaborate to solve complex problems. Virtual classroom train-
ing facilitates collaboration between students and educators, enabling exploration 
of simulations and discussion without geographical limitations.

Students using cloud gaming-based learning report significantly higher quality 
collaboration in problem-solving, demonstrating a 53% improvement compared to 
users of traditional collaborative tools [4]. Social tools accommodate diverse learner 
needs and promote inclusivity while enabling multiple communication methods.

4.5	 Implementation guidelines for learning institutions

Cloud gaming can be successfully implemented in education through proper 
organisational planning, focusing on institutional systems, staff readiness, and 
student support. Learning institutions should evaluate network capacity, device 
compatibility, and technical support availability. Administrators must ensure infra-
structure costs are balanced against educational benefits and potential enrolment 
increases [1].

Student orientation programs should introduce cloud gaming interfaces, navi-
gation procedures, and learning expectation guidelines. Technical support services 
must accommodate diverse device capabilities and network conditions while main-
taining consistent learning experiences across student populations.

Scalability considerations include user capacity planning, performance moni-
toring, and resource allocation strategies. Learning institutions should implement 
pilot programs with selected courses before full deployment, establishing evaluation 
metrics for measuring learning effectiveness and student satisfaction.

Sustainability planning addresses ongoing operational costs, technology updates, 
and staff training requirements. Institutional policies should establish acceptable 
use guidelines, privacy protection measures, and learning outcome assessment pro-
cedures to ensure effective long-term deployment.

5	 RESULTS AND ANALYSIS

5.1	 GPU virtualisation performance in mobile learning

Analysis reveals that GPU virtualisation achieves substantial performance improve-
ments for mobile learning applications. Contemporary virtualisation frameworks 
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demonstrate 95% of native performance through hardware-assisted mechanisms, 
enabling sophisticated learning simulations on standard mobile devices [8]. This per-
formance level proves sufficient for complex molecular dynamics simulations, three- 
dimensional anatomical models, and interactive mathematical visualisations 
previously restricted to specialised laboratory environments. From a pedagogical 
perspective, this democratisation of computational resources aligns with construc-
tivist learning principles, enabling students to actively manipulate and experiment 
with complex models rather than passively consuming pre-rendered content. The 
performance improvements directly support Cognitive Load Theory by minimising 
technological friction that could impede learning [21]. However, hardware costs for 
GPU server infrastructure represent significant capital investment, while perfor-
mance degradation during peak usage periods requires sophisticated load balanc-
ing expertise. Geographic latency and vendor lock-in risks further limit widespread 
institutional adoption.

Real-time optimisation techniques enhance serverless educational applica-
tions [22]. Cloud gaming architecture optimisation supports consistent educational 
performance [23].

Resource optimization improvements of 40% through intelligent allocation strat-
egies enable efficient multi-user learning environments [14]. Performance compari-
sons across virtualisation platforms validate educational deployment strategies [24].  
Learning institutions benefit significantly from shared virtualisation models that 
provide simultaneous access to advanced learning tools regardless of individual 
device specifications. This approach increases mobile learning accessibility and con-
tributes to institutional cost-effectiveness goals.

However, concurrent access by multiple users in educational settings can lead 
to GPU resource saturation and performance degradation. Memory and input/
output constraints present challenges, and academic institutions with limited bud-
gets may struggle to afford required hardware infrastructure. Hybrid shadow page 
tables improve GPU virtualisation performance for educational workloads [25].  
Furthermore, virtualisation overhead affects real-time collaboration activities 
requiring immediate feedback through increased latency. Secure GPU access in edu-
cational environments can be provided through pass-through mediation [26].

The analysis indicates that GPU virtualisation successfully democratises access to 
computationally intensive learning applications, though implementation requires 
careful resource planning and institutional technical expertise for sustainable 
deployment.

5.2	 Video codec efficiency for mobile learning delivery

Video codec optimisation significantly improves mobile learning content deliv-
ery across variable network conditions. Optimised video codecs facilitate smooth 
mobile learning content delivery across diverse network environments. Advanced 
encoding techniques reduce system latency by up to 27%, making them highly suit-
able for interactive learning requiring rapid responses. These improvements enable 
enhanced student engagement through immediate feedback that creates dynamic 
mobile learning experiences. These optimisations support the mobile learning 
affordances framework by ensuring consistent quality of experience across diverse 
device capabilities and network conditions. The reduced latency enables real-time 
collaborative learning activities essential for social constructivist approaches to 
knowledge building [27].
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By reducing bandwidth consumption by 35%, primary challenges of mobile 
learning, such as data connectivity unreliability and network limitations, can be 
addressed [9]. Educational scenarios, including collaborative learning environments, 
virtual laboratory simulations, and synchronous tutorial sessions, benefit substan-
tially from these optimisations, ensuring learning continuity regardless of net-
work infrastructure limitations. Energy-efficient encoding approaches achieve 
37% battery consumption reduction without compromising visual quality, directly 
addressing mobile device constraints that traditionally limited extended learning 
engagement sessions [9]. Network dynamics are managed through mechanisms that 
automatically adjust settings, ensuring all learners receive consistent educational 
experiences regardless of network variation.

The effectiveness of codec optimisation depends on content characteristics and 
device processing capabilities.

5.3	 Adaptive user interface performance in mobile learning

Adaptive user interface technologies achieve substantial improvements in mobile 
learning interaction capabilities. Adaptive user interface implementations signifi-
cantly enhance mobile learning interaction effectiveness. Findings demonstrate that 
control operation accuracy increases by 34% when touch layouts adapt based on 
content type and device specifications [10]. Input responsiveness improvements of 
22 milliseconds maintain learning flow, essential for sustained student engagement 
across diverse mobile learning applications. The adaptive interface design exempli-
fies Universal Design for Learning by providing multiple means of engagement and 
expression, accommodating diverse learner preferences and abilities. This personal-
isation approach supports behavioural intention theories of technology adoption by 
enhancing perceived ease of use and user satisfaction [28] [29].

Haptic feedback integration enhances learning engagement by 28% in interactive 
scenarios, compensating for physical input device absence while providing tactile 
cues essential for skill development applications [10] [30]. Through haptic systems, 
students in medical training can practice procedures using touch interfaces, 
simulating actual laboratory experiences.

Machine learning algorithms enable predictive input processing that reduces 
perceived interaction delays by 15 milliseconds, supporting uninterrupted learning 
essential for maintaining student interest [10]. User customisation capabilities result 
in significantly higher satisfaction compared to fixed interface configurations.

5.4	 Integrated mobile learning performance analysis

Integrated implementation of GPU virtualisation, codec optimisation, and 
adaptive interfaces produces synergistic effects exceeding individual component 
improvements. Integrated systems demonstrate a 45% reduction in end-to-end delay 
compared to standard mobile learning platforms, achieving a 40% improvement in 
overall system efficiency [4].

Mobile learning outcome measurements indicate substantial improvements 
across multiple academic domains. Table 1 summarises key performance improve-
ments and learning outcomes achieved through cloud gaming infrastructure imple-
mentation [31] [32].
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Table 1. Cloud gaming infrastructure performance improvements for mobile learning

Technology Component Performance Metric Improvement Mobile Learning Benefits Reference

GPU Virtualisation Native performance capability 95% Enables sophisticated simulations on 
mobile devices

[8]

GPU Virtualisation Resource optimisation 40% Supports multi-user learning environments [14]

Video Codec Efficiency Latency reduction 27% Improves real-time learning responsiveness [9]

Video Codec Efficiency Bandwidth consumption 35% reduction Addresses mobile data limitations [9]

Video Codec Efficiency Battery consumption 37% reduction Extends mobile learning session duration [9]

Adaptive UI Design Control accuracy 34% improvement Enhances precise learning interactions [10]

Adaptive UI Design Learning engagement 28% increase Improves student participation through 
haptic feedback

[10]

Integrated System End-to-end delay 45% reduction Seamless mobile learning experience [4]

Integrated System System efficiency 40% improvement Optimised resource utilisation [4]

A comparative analysis of Cloud Gaming Technologies for Mobile Learning 
Implementation in provided in Table 2.

Table 2. Comparative analysis of cloud gaming technologies for mobile learning implementation

Approach/ 
Method

Performance  
Metric Educational Suitability Implementation  

Cost Real-World Constraints Ref

Technology Component – GPU Virtualisation

Hardware-
assisted (gVirt)

95% native 
performance

Excellent for complex  
simulations

High initial investment Requires specialised hardware 
and technical expertise

[8]

Software-based 
virtualisation

60–70% native 
performance

Suitable for basic 
educational apps

Moderate cost Limited scalability, 
performance bottlenecks

[33]

Hybrid approaches 80–85% native 
performance

Good for mixed 
learning scenarios

Moderate-high cost Balance of performance 
and accessibility

[24]

Technology Component – Video Codec Efficiency

H.265/HEVC 35% bandwidth  
reduction

Excellent for detailed 
educational content

Low implementation cost Requires modern 
device support

[9]

H.264/AVC Standard  
baseline

Good for general 
mobile learning

Very low cost Universal compatibility but 
higher bandwidth

[9]

AV1 (next generation) 45% bandwidth  
reduction

Superior for 
immersive learning

Moderate cost Limited device support, high 
encoding complexity

[9]

Technology Component – Adaptive UI Design

Machine 
learning-based

34% accuracy 
improvement

Excellent personalisation 
for diverse learners

High development  
cost

Requires user data, privacy 
considerations

[10]

Rule-based 
adaptation

20% accuracy 
improvement

Good for standardised 
learning scenarios

Low-moderate cost Limited adaptability, manual 
configuration

[10]

Hybrid 
adaptive systems

28% accuracy 
improvement

Balanced approach for 
institutional deployment

Moderate cost Good scalability with 
reasonable complexity

[10]

(Continued)
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Approach/ 
Method

Performance  
Metric Educational Suitability Implementation  

Cost Real-World Constraints Ref

Technology Component – Integrated Systems

Full cloud 
gaming stack

45% end-to-end 
improvement

Optimal for advanced 
mobile learning

Very high cost Requires robust infrastructure, 
reliable connectivity

[4]

Selective integration 25–30% targeted 
improvement

Cost-effective for specific 
learning domains

Moderate cost Easier implementation, 
limited scope

[4]

Hybrid cloud-local 35% balanced 
improvement

Flexible approach for 
varied institutional needs

Moderate-high cost Network dependency, complexity 
management

[4]

STEM learning applications demonstrate substantial improvements in student 
engagement compared to traditional instructional methods, with interactive sim-
ulations enabling molecular manipulation and mathematical visualisation that 
enhance conceptual understanding [4] [33]. Medical training applications achieve 
42% improved accessibility and 37% increased practice frequency, facilitating 
flexible skill development for healthcare professionals [12].

Collaborative learning environments demonstrate a 53% improvement in problem- 
solving quality when delivered through optimised cloud gaming infrastructure 
compared to conventional mobile learning applications [4]. Language learning 
implementations show 45% improved vocabulary retention through responsive, 
context-rich scenarios accessible via standard mobile devices [12]. Artificial intelli-
gence integration further enhances personalised language learning experiences [19].

Critical analysis reveals that integration benefits depend upon systematic imple-
mentation rather than individual technology deployment. Partial implementations 
demonstrate limited improvement, while comprehensive integration achieves measur-
able learning enhancement. Effectiveness analysis indicates substantial infrastructure 
investment requirements that may challenge resource-constrained learning institu-
tions in terms of both cost and utility. Learning improvements are detailed in Table 3.

Table 3. Mobile learning outcome improvements by academic domain

Learning Domain Outcome Metric Improvement Learning Benefit Reference

STEM Learning Student engagement 58% increase Enhanced participation in interactive simulations [4]

Medical Training Training accessibility 42% improvement Increased access to practical learning experiences [12]

Medical Training Practice frequency 37% increase More opportunities for skill development [12]

Collaborative Learning Problem-solving quality 53% improvement Better peer interaction and knowledge construction [4]

Language Learning Vocabulary retention 45% improvement Enhanced memory through immersive contexts [12]

5.5	 Learning outcome optimisation assessment

The evaluation of the four learning optimisation entities demonstrates varying 
effectiveness depending on the implementation methodology. Learners exhibit 
enhanced cognitive engagement across multiple categories, with interactive simulations 
proving superior to static mobile lessons in maintaining student attention. Activities 
involving split-screen usage and collaborative manipulation of jointly managed virtual 
objects demonstrate the highest efficiency in facilitating knowledge construction.

Enhanced mobile learning accessibility could address numerous challenges; 
however, implementation constraints may limit deployment in resource-constrained 

Table 2. Comparative analysis of cloud gaming technologies for mobile learning implementation (Continued)

https://online-journals.org/index.php/i-jim


iJIM | Vol. 19 No. 17 (2025)	 International Journal of Interactive Mobile Technologies (iJIM)	 17

Optimising Interactive Cloud Gaming for Mobile Learning: GPU Virtualisation, Codec Efficiency, and UI Design

environments. Skills transfer from virtual to real-world contexts proves particularly 
effective in medical and engineering education, where both disciplines benefit from 
high-fidelity simulations.

Through systematic application of learning theory-based system supports, organ-
isations can achieve measurable educational outcomes; however, this depends upon 
institutional commitment to comprehensive teacher training, ongoing support, and 
technology maintenance. Learning outcome improvements are illustrated in Figure 2.

Fig. 2. Mobile learning outcome improvements in the learning outcome optimisation assessment section

6	 DISCUSSION

6.1	 Mobile learning implications and educational impact

Integrating cloud gaming infrastructure with mobile learning environments 
demonstrates transformative potential for addressing fundamental educational acces-
sibility and engagement challenges. The substantial increase in student engagement 
with STEM subjects (58%) and enhanced collaborative problem-solving performance 
(53%) indicates that cloud gaming tools have successfully enabled advanced content 
delivery through mobile platforms. These findings validate constructivist learning 
paradigms, wherein knowledge is actively constructed through manipulation and 
experimentation rather than passive reception. The significant engagement improve-
ments in STEM applications directly support Piaget’s theory of cognitive development, 
as students engage in hands-on exploration that promotes conceptual understanding. 
Simultaneously, the collaborative problem-solving improvements (53%) align with 
Vygotsky’s social constructivist framework, demonstrating how technology-mediated 
peer interaction enhances learning within the zone of proximal development.

The democratisation of advanced learning tools through cloud gaming infra-
structure addresses persistent educational equity concerns. Standard mobile devices 
now enable students to access sophisticated simulations previously restricted to 
well-equipped educational institutions. Improvements in training accessibility 
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(42% increase) and practice duration (37% extension) reflect cloud gaming’s potential 
to enhance access to professional education for learners requiring skill development 
through intensive practice.

These four domains were selected based on the strongest quantitative evidence 
of cloud gaming effectiveness (STEM: 58% engagement, Medical: 42% accessibility, 
Collaborative: 53% problem-solving, Language: 45% retention) and their comple-
mentary learning approaches that comprehensively leverage cloud gaming’s core 
capabilities—GPU virtualisation, shared virtual environments, and immersive, 
context-rich learning experiences [4, 12].

6.2	 Implementation challenges and institutional considerations

Significant challenges persist in educational cloud gaming implementation. 
Elevated costs for equipment, technical support, and faculty training prevent univer-
sities from adopting this technology, particularly within resource-constrained envi-
ronments. These implementation barriers underscore the importance of contextual 
factors in mobile learning adoption, as emphasised in mobile learning affordance 
theory. Successful deployment requires alignment between technological capabilities,  
institutional resources, and pedagogical objectives, consistent with the FRAME 
model’s emphasis on device-learner-social integration [33][34]. Where internet con-
nectivity is unreliable or inadequate, the technology’s effectiveness diminishes sub-
stantially. Centralised systems create vulnerabilities whereby single points of failure 
can disrupt multiple educational systems simultaneously.

Scalability challenges become apparent when considering institutional deploy-
ment beyond pilot programs. Resource allocation must accommodate peak usage 
periods when multiple courses access cloud gaming infrastructure simultaneously, 
requiring sophisticated capacity planning and potentially substantial infrastructure 
expansion. An integrated view of mobile learning is presented in Figure 3.

Fig. 3. Synthesised-integration framework for mobile learning use cases

The framework illustrates how cloud gaming infrastructure integration points 
converge to support diverse mobile learning applications, enabling seamless edu-
cational experiences across multiple academic domains through systematic theory- 
technology alignment [3, 5, 6].
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6.3	 Pedagogical integration and learning theory alignment

Effective cloud gaming integration requires theoretical grounding in established 
learning paradigms. The performance improvements validate Cognitive Load Theory 
by demonstrating how technical optimisation reduces extraneous cognitive load, 
enabling learners to focus on germane processing. Universal Design for Learning 
principles are exemplified through multiple representation modes (visual, auditory, 
haptic), varied engagement methods (individual, collaborative, adaptive), and diverse 
expression opportunities (text, voice, gesture). The mobile learning affordances 
framework explains how cloud gaming enhances contextual learning by enabling 
authentic practice scenarios across multiple environments. Instructional leaders 
should receive training in pedagogical design principles rather than merely acquiring 
technical proficiency. Given implementation variability, cloud gaming deployment 
should prioritise STEM and medical education domains where benefits are most pro-
nounced, rather than pursuing universal adoption across all disciplines [35].

6.4	 Equity and access considerations

Cloud gaming’s democratisation potential faces significant equity challenges in 
practice. The digital divide affects reliable internet connectivity required for function-
ality, while socioeconomic factors influence device capabilities and data costs [33–35]. 
Institutional capacity varies dramatically, with well-funded universities implement-
ing comprehensive infrastructure while under-resourced schools lack basic technical 
support, potentially widening educational inequality rather than reducing it.

Integrating cloud gaming with mobile learning demonstrates convergence across 
multiple educational paradigms. Experiential learning theory is supported through 
immersive simulations that enable concrete experience and reflective observation. 
Social learning theory manifests in collaborative virtual environments where stu-
dents learn through observing and modelling peer behaviours. The Technology 
Acceptance Model explains adoption patterns, with perceived usefulness (enhanced 
learning outcomes) and ease of use (adaptive interfaces) driving institutional imple-
mentation. These theoretical alignments suggest that cloud gaming success depends 
not merely on technical performance but on pedagogically informed design that 
leverages established learning principles [16] [27].

6.5	 Future directions and research implications

Future research should investigate long-term learning transfer and retention 
within cloud gaming environments, particularly how virtual practice translates to 
real-world skill application. Comparative studies across learning paradigms could 
determine optimal cloud gaming configurations for different theoretical approaches: 
behaviourist drill-and-practice versus constructivist exploration versus connectivist 
network learning. Additionally, research into cultural learning theory applications 
could guide cloud gaming adaptation for diverse global educational contexts. Faculty 
development must emphasise pedagogical design competencies rather than merely 
technical platform proficiency. The technology demonstrates greatest efficacy in 
STEM and medical education domains. Broad, undifferentiated adoption risks dilut-
ing its transformative potential rather than maximising domain-specific benefits.
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7	 CONCLUSION

This integrative review confirms that cloud gaming infrastructure redefines 
mobile learning by overcoming hardware constraints and enabling advanced, 
immersive educational experiences. Through GPU virtualisation, efficient codecs, 
and adaptive capabilities, it delivers substantially enhanced learning outcomes 
beyond those achievable through conventional mobile systems.

Evidence demonstrates that STEM subjects experience 58% increased engagement, 
medical education achieves improved accessibility and practice frequency, collabora-
tive approaches enhance problem-solving performance by 53%, and language learning 
yields 45% improved vocabulary retention. These findings indicate that cloud gaming 
will substantially transform educational delivery across multiple academic disciplines.

This work contributes to mobile learning research by connecting technolog-
ical capabilities with established learning theories whilst providing measurable 
outcome frameworks. However, successful institutional implementation requires 
organisational readiness, comprehensive faculty development, and sustained tech-
nical support infrastructure. Substantial infrastructure investment requirements 
and network dependency remain significant implementation barriers, necessitating 
strategic planning to realise the technology’s full transformative potential.

7.1	 Practical recommendations for learning institutions

Educational institutions should initiate targeted pilot programs in STEM and med-
ical education, where interactive simulations demonstrate optimal effectiveness. 
Comprehensive adoption requires strategic planning, robust network infrastruc-
ture, and extensive faculty and support staff development. Thorough cost-benefit 
analysis is essential, incorporating long-term expenditure projections and sustain-
ability considerations to ensure viable institutional implementation.

7.2	 Future research directions

Future research must assess long-term retention and skill transfer in cloud gaming- 
enabled learning environments. Comparative studies across institutions will guide 
scalable, effective deployment strategies. Simplified implementation frameworks 
and comprehensive faculty training are essential for successful adoption. While 
cloud gaming demonstrates transformative potential, its success depends upon stra-
tegic planning, educator readiness, and sustained technical support infrastructure.
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9	 APPENDIX A

Integrative Literature Review Methodology – Database Search Strategy
Primary Databases Searched:

•	 IEEE Xplore Digital Library – Technical and engineering publications
•	 ACM Digital Library – Computing and information technology research
•	 Education Database (ProQuest) – Educational research and pedagogy
•	 ERIC (Education Resources Information Center) – Educational literature
•	 Scopus – Multidisciplinary academic database
•	 Web of Science – Citation index for academic publications

Search Keywords and Boolean Combinations:
Primary Keywords:

•	 “mobile learning” OR “m-learning” OR “mobile education”
•	 “cloud gaming” OR “game streaming” OR “remote gaming”
•	 “GPU virtualization” OR “graphics virtualization”
•	 “educational technology” OR “learning technology”

Secondary Keywords:

•	 “video codec” AND “mobile learning”
•	 “adaptive user interface” AND “education”
•	 “mobile learning frameworks”
•	 “interactive mobile learning”
•	 “collaborative learning environments”

Boolean Search Strings:

•	 (“mobile learning” OR “m-learning”) AND (“cloud gaming” OR “game streaming”)
•	 (“GPU virtualization” OR “graphics virtualization”) AND (“education” OR 

“learning”)
•	 (“video codec” OR “codec efficiency”) AND (“mobile” OR “education”)
•	 (“adaptive interface” OR “adaptive UI”) AND (“mobile learning” OR “education”)

Search Parameters:

•	 Time Period: January 2017–December 2024
•	 Language: English
•	 Document Types: Journal articles, conference proceedings, book chapters
•	 Peer Review: Peer-reviewed publications only

Inclusion Criteria:

1.	 Educational Focus: Studies demonstrating clear educational applications or 
learning outcomes

2.	 Mobile Context: Research specifically addressing mobile devices or mobile learn-
ing environments

3.	 Technical Relevance: Work involving cloud gaming, GPU virtualization, codec 
optimization, or adaptive interfaces
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4.	 Empirical Evidence: Studies providing quantitative or qualitative evidence of 
educational effectiveness

5.	 Recent Relevance: Publications from 2017 onwards to ensure currency

Exclusion Criteria:

1.	 Pure Technical Studies: Research focusing solely on technical performance with-
out educational context

2.	 Non-Mobile Platforms: Studies limited to desktop or non-mobile environments
3.	 Commercial/Marketing Literature: Non-academic promotional materials
4.	 Preliminary/Short Papers: Conference abstracts or short communications with-

out substantial content
5.	 Non-English Publications: Studies not available in English

Selection Process:

Stage 1 – Initial Screening: Title and abstract review (n = 156 articles identified)
Stage 2 – Full-Text Review: Complete article assessment for relevance (n = 89 

articles reviewed)
Stage 3 – Quality Assessment: Evaluation of methodological rigor and educational 

impact (n = 45 articles included)
Stage 4 – Final Selection: Integration of studies meeting all criteria (n = 35 articles 

selected for analysis)

Data Extraction Framework:

•	 Study Characteristics: Author, year, methodology, sample size
•	 Technology Components: GPU virtualization, codec types, interface design
•	 Educational Outcomes: Learning metrics, engagement measures, performance 

improvements
•	 Implementation Context: Educational level, subject domain, deployment setting
•	 Critical Analysis: Benefits, limitations, real-world constraints

Quality Assessment Criteria:

•	 Methodological Rigor: Clear research design and data collection procedures
•	 Educational Relevance: Direct connection to learning outcomes and pedagog-

ical theory
•	 Technical Validity: Appropriate use of cloud gaming and mobile technologies
•	 Practical Applicability: Realistic implementation considerations for educational 

institutions

Synthesis Approach:

•	 Thematic Analysis: Grouping studies by technology component and educational 
domain. Comparative Analysis: Cross-study comparison of performance metrics 
and learning outcomes

•	 Critical Integration: Balancing technical capabilities with educational constraints 
and real-world implementation challenges
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