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   Virtual learning environments (VLEs), also known as learning environments, are becoming increasingly popular in both distance learning and on-campus teaching. Education can be enhanced by providing students with access to learning materials, activities, and assignments using supporting tools.
   The aim of this chapter is to discuss the role of digital skills. The development of "digital skills of staff and students is at the heart of the university's strategy and underlines many of the university's activities, including its pursuit of a digital culture through its Digital Transformation and Service Excellence programs." High proficiency consolidates the ability to see and discover data, to create, communicate and collaborate, to think fundamentally, break data, and address security and wealth with a range of automated innovations. These skills are gradually becoming fundamental to the co-operation of people in the labor market. This seeks to help students improve their students' computer skills by providing Digital Essentials modules. The modules cover a variety of advanced skills in creation, correspondence, richness information data mastery, and useful skills. The advancement of computer education and student data is fundamental to the critical mindset of UQ graduates developing games that thrive in the modern work environment. It is a rapidly changing space for improvement and reflection. At the heart of this improvement is the work of Internet, device, and administrative developments such as research objects, as well as devices and steps to guide exploration and the production of systematic practices.
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    The primary data's goal is to rapidly detect, and address impending or current life exists hazards. It is critical on both an individual and organizational level-improving organizational efficiency and competitiveness benefits, providing quality education to our students using state-of-the-art technology, making the most of "digital research tools and methods," and enabling our staff and students effectively in a digital world. "Virtual Learning Environments (VLEs) are still a valuable resource for part-time and distance learners in a blended learning environment, and a well-designed VLE may be a valuable resource for learners." Complete content, updated content, easily navigable content, ease of access, and responsive tutors are the five important characteristics of a successful VLE. The utilization of pre-programmed VLE activities, both synchronous and asynchronous, together with associated feedback, provides additional value to learners and raises the chance of VLE engagement. Teachers can take several measures to increase student engagement (Evans and Mathur, 2018). The need for proper planning of the layout and content of the VLE, in combination with the larger curriculum and teacher contact and guidance, is emphasized by work on learning design. Over-reliance on document-like sources should be avoided, and the wide range of available VLE capabilities should be used more effectively. Video and audio are generally more entertaining than text, and they can also be more conducive to the learning methods preferred by learners. Interactive solutions such as quizzes and SCORM-compliant learning objects can encourage active learning (Schmid and Petko, 2019). So, the researcher collected data from 10 participants.
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    VLEs may be thought of as web-based combined learning systems. Virtual learning environments (VLEs) enable remote access to educational information, classes, and other resources. Certain computer-based learning environments are rather open systems that encourage interaction and encounters with other applicants, sources, and interpretations.
There seem to be a variety of VLEs available today, including both commercial and open-source systems. Moodle is a well-known open-source program that is utilized by a variety of organizations.    
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      Moodle is a free and open-source content management system (CMS), alternatively referred to as a learning platform. A Learning Management System (LMS), also known as a Virtual Learning Environment (VLE) or a learning platform, is a software application that enables faculty, admins, and students to collaborate on the creation of customized learning environments using a single robust, secure, and joined system.
     Moodle is a web-based platform that enables professors to build active webpages and online classrooms for their students. This enables students to understand independently by accessing Moodle and engaging in activities such as reading lecture materials and completing workouts. It enables teachers to construct activities (such as assignments, quizzes, and discussion boards) and resources (such as files, videos, and webpages). Moodle has grown in popularity as a platform for managing online learning settings.
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According to the table, six participants were 20–30, three participants were under 30–40, and one participant was 40–50. According to table, seven participants were employed. Of the participants, eight were self-employed and two were unemployed.
Four participants preferred an online study, while six preferred a face-to-face study, and ten participants preferred blended studies. To meet students' expectations, we strive to deliver the best possible digital learning and virtual learning environment, using as many new and emerging technologies as possible. This requires teachers with advanced digital skills and capable and easy-to-use technology to support innovative learning and assessment. Large-scale distance learning is evolving at a rapid pace, and our on-campus teaching and learning spaces have recently been redesigned, as has the lecture recording service. These and other changes underscore the university's ongoing need for staff to keep their digital skills up to date for online, hybrid, and on-campus teaching staff (Schmid and Petko, 2019).
       Seven participants preferred laptops for distance learning. Two participants preferred tablets, and one participant preferred smartphones. The official advantages for creating computerized skills focus mainly on the improvement and advancement of our cycles, productivity, quality, and great practice. The carefully competent association enjoys the benefit of a cut and can flourish despite the growing rivalry of the development of advanced training areas around the world. By putting computerization at the heart of everything we do and fostering the capabilities of our staff and students to enable this, we can guarantee that the university succeeds in an inevitably connected and serious world. A distance learning course combines a more diverse collection of subsidiaries. This can give students openness to social methodologies in activities and jobs that they would not find so easily in a normal school climate. Each of the members was exceptionally trained in their respective fields and was deeply involved with each of our global groups (Evans and Mathur, 2018).
Digital skills focus on skills can include effective writing skills, informing managers, correspondence and coordinated effort skills, and the ability to learn and reflect with advanced tools. Upon completion, the plan is to prepare substitute representatives for whatever path they choose to pursue, allowing them to achieve the most significant individual and expert principles they can meet in the growing needs of managers in the 21st Century workplace.
Virtual learning conditions, VOIP, and other systems administration innovations imply that distance learning is more fascinating and dynamic than any moment in recent memory, fitting to provide exhaustive and complete instruction to students across the planet. At Digital Skills, we are pleased that the elevated demands of our Video Content Assistant help to impart an elite learning experience to our members worldwide. Distance learning universities can more effectively adapt to the needs and real factors of the industry's development. This is especially significant in the advanced areas, where change is estimated in weeks rather than years. Our video content is re-recorded after each cycle of our program. This allows our scientific and pedagogical program lead instructors to communicate the most forward-thinking education plan (Allcoat and von Mühlenen, 2018). Seven participants agreed that online learning is very good. Three participants strongly agreed that online learning is good.
Face-to-face learning is a pedagogical technique in which course materials and individual learning materials are taught to a group of students. Live collaboration between students and educators is included. It is the most common type of learning guide. Students also benefit from a higher level of collaboration with their peers. In direct learning, centers are responsible for their progress up to the date and time of class meetings. Direct learning ensures better agreement and recollection of the material presented and allows individuals in the class to connect with each other (Popenici and Kerr, 2017). 
Three participants agreed that face-to-face learning is very good, and seven participants strongly agreed that face-to-face learning is good. Eight participants were very satisfied with the facilities provided by the university, and two participants strongly agreed with the facilities provided by the university. The development of data and advances in correspondence (ICT) and the global availability of the web and organizations work on human invention and opening hours that cause social orders to consciously rely on constant data to be proactive and limit the effects of natural changes. Substances try to adapt to problematic advances and have a keen interest in completing best-in-class ICT stages due to the need to take over amid reducing the cost of innovations in the contemporary data frame (IS) market. ICT is a specialist in financial change and a force for innovative abolition in human life, especially in the learning environment, where the scientific community and consultants are advanced by simple instructions to aid intelligent learning. Foundations for Advanced Education (HEI) have built on in-depth projects that anticipate the use of ICT for successful contact and education, Internet mastering, and building related skills to make financial commitments in the world of information (Schramm, 2021).
Since the 1990s, the work of advanced innovation and regular daily existence has changed significantly, but the way we understand and focus on computer skills has not kept up. During the 1990s, the advanced world was fascinating and useful, but it was discretionary. The Web was basically an Internet-based repository of similar or improved data to that of data and administrations that was also accessible without a connection. On the other hand, the computerized world of today is inevitable and integrative. The web features this time; the COVID-19 pandemic has also just certified the truth that the web has turned into an institution of our co-operatives in terms of professions, government, entertainment, shopping and more. The digitization of key governments around the world, from banks to public assistance to forms of employment, implies that the use of IT innovations currently is not discretionary; there is a need for full cooperation in friendly, financial, and community life. In the UK, the public authority's "advanced natural" plan has dynamically digitized taxpayer support organizations, making e-government phases the first or only port. In this climate, which we call the mandatory processing period, individuals are prohibited from going online to obtain key government and business administrations (Davies and Harris, 2016). 
While some use e-understanding to learn how to rely on pieces of content bundled with specialized foundations, others view it as a self-study online, while others see it as ongoing learning with a joint effort. E-learning, or PC-based learning, is a learning interaction that includes the pairing of carefully delivered content, framework-based organizations, and coaching. With Tom Friedman's mantra of globally guided ICT phases, e-learning saves higher education institutions as it can occasionally bring students together in a lonely field and prepare them for new frameworks, articles, or cycles. Home study turned into an exciting school setting and provided an incredible opportunity for any student willing to learn. Even though there are different generalizations among individuals, there are advantages to this framework. Here are some of the advantages of taking the home exam. Three participants indicated that they spend 1-2 hours studying at home, three participants revealed that they spend 2-3 hours studying at home, three participants point out that they spend 3-4 hours studying at home, and one participant indicated that they spend 4 or more hours studying at home. Understanding the computer capabilities expected to explore this complex, universal view is critical. As access became wider, segmented computer research legitimately retained an emphasis on high capabilities. Previous research has placed the foundation for our experience of the processing capabilities in grants and strategy. Next, researchers built on this working group by offering three developments (Allmann and Blank, 2021).
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      Technology is important to a person as it helps people monitor the competent web presence needed to create new ideas and inventions in their business practices. Included in this report are social media, cloud innovation, web conferencing, etc. In the workplace, this type of practice plays a significant role when innovation facilitates challenging administrative exercises. This report is based on examining the feasibility of current innovations in the workplace, as well as the use of web-based media as a presentation tool. Ultimately, it will be decided based on creating its own competent web presence. Researchers believed that this high-tech domain would continue to grow rapidly and were therefore fighting for the increasing importance of cutting-edge innovations in research. In any case, they were still skeptical about the precise impact of advances on later research, especially regarding the subjective changes the computer would undergo for future research. This is largely due to the eccentricity of the automated field as a rule, as specialists are unsure of how to make concrete plans and create explicit dreams of using automated advancements for high levels of difficulty and between later disciplinary investigations.
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