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ABSTRACT

This research is motivated by the advancements in technology in the era of Industry 4.0, which 
have permeated almost all aspects of life, including the field of education. However, despite 
these advancements, there are some challenges in the education sector, including the lack of 
student engagement during learning activities. One of the contributing factors to this issue is 
the underutilization of technology-based media in the learning process. One of the latest and 
emerging media in this context is Virtual Reality. This research’s objectives are (1) to investigate 
the implementation of the learning process using Virtual Reality media and (2) to assess the 
effectiveness of Virtual Reality media on the level of student engagement in Grade I during Theme 
7, “Objects, Animals, and Plants Around Me” at SD Muhammadiyah Mertosanan. This study uses an 
experimental design with a quantitative approach, namely the Pre-Experimental Design with a One-
Group Pretest-Posttest type. The research was conducted at SD Muhammadiyah Mertosanan from 
March 2023 to August 2023, involving a sample of 24 students of grade 1. The linearity test resulted 
in a significant value of 0.537, indicating that the variables in this study have a linear relationship. 
Based on the findings, it can be said that Grade I students at SD Muhammadiyah Mertosanan benefit 
from virtual reality media in terms of increased learning engagement. This implies that virtual reality 
media can serve as a reference for teachers to improve student engagement in learning.
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INTRODUCTION

Education is an effort made by families, 
communities and the government by guiding, 
teaching and providing training obtained 
through learning at school and outside 
of school to prepare students who can 
become appropriate individuals in the living 
environment in the future (Zulkifli et al., 
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2022). Basically, education is an interaction between educators and students, to achieve 
educational goals that take place in a certain environment (Partono, 2020).  This interaction 
is known as educational interaction, namely the mutual influence between educators and 
students. One tool educators use to aid in interpreting or presenting material in learning 
activities is learning media (Magdalena et al, 2021). According to Novita et al. (2019), learning 
media can inspire students to complete their coursework and push themselves to meet their 
learning objectives. In addition, Tafonao (2018) notes that learning media encompasses all 
aspects of the physical and technical aspects of the educational process. Thematic learning 
is learning that combines various subjects by using specific themes. The relationship 
between one subject and other subjects for students is an important thing in learning, so that 
what students learn will be more meaningful, easier to remember and easier to understand, 
processed and used to solve problems in their lives (Djamaluddin & Wardana, 2019). 

Based on observations carried out in August 2022 at Muhammadiyah Mertosanan 
Elementary School, the research discovered the problem that occurred was that the learning 
activities of class 1 students on animal science materials in the animal garden had not used 
interesting learning media and were still monotonous, so that students were less interested 
pay attention to the material presented and causes a lack of student participation in learning 
activities and it can be said that students are not active while the learning activities are 
taking place. Despite the fact that student learning activities are crucial to the learning 
process, they also help students develop their skills, think critically, and solve problems 
in their daily lives (Saidah, 2016). 

Virtual Reality technology, also called VR, is the implementation of digital media 
that is displayed in real-time (real-world data) and follows environmental conditions that 
exist in the real world. It can be applied to mobile devices. Virtual reality is very helpful in 
depicting things that are difficult to present directly in the real world. The main advantage 
of virtual reality is the experience that makes users feel the sensation of the real world in 
the virtual world (Raditya et al., 2020).

Based on the explanation above, it is known that there is still a lack of enthusiasm for 
undertaking an activity at Mertosanan Muhammadiyah Elementary School. Moreover, there 
is still a lack of utilization of technology-based learning media in the learning process. 
The efforts are to utilize virtual reality media in the learning process, hoping that learning 
activity can increase.

METHODS

The type of research used in this study is quantitative research with an experimental 
method. The research design used in this study is Pre-Experimental Design (non-design). 
In this research design, the researcher only used one class, namely the first grade of 
Muhammadiyah Mertosanan Elementary School, for the 2023 academic year, with a total 
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of 24 students. The researchers conducted a pre-test before administering the treatment 
and then a post-test after the treatment.

RESULT

At the beginning of the meeting, the students were asked to complete a Pre-test consisting 
of 20 questions conducted before the lesson on Animals in the Zoo was given. After that, 
the researcher provided the students with a lesson on the topic of Animals in the Zoo 
with the help of Virtual Reality media. Subsequently, the students were given a Post-test 
consisting of 20 questions. The final stage of this research is to provide a questionnaire 
with six items regarding students’ learning engagement. 

Researchers found that the students were more enthusiastic about this learning activity 
than before. This was evident from the students eagerly sharing their experiences using 
virtual reality media, such as telling about the animals that they see, their characteristics, 
and their habits. In the closing section, the students appeared to actively participate in 
summarizing and reflecting on the learning activities that had been carried out.

Based on statistical descriptive data, pre-test results can be known to show that 24 
respondents had a minimum learning score before being given treatment of 40 with a 
maximum score of 70. Then, an average of 62.21 with a standard deviation of 7,729. 
The Average value (median) is 60,00, and the value of frequent appearance (modus) is 
55. Based on the descriptive post-test statistics, the achievement of 24 respondents had 
a minimum learning outcome score after treatment of 70, with a maximum score of 95. 
Then, an average of 82,08 was obtained, with a standard deviation of 6,580. The median 
value is 80,00, and the frequently appearing value (mode) is 75.

It is in line with research carried out by (Magdalena et al., 2021) that Virtual Reality 
media has been shown to increase the participation of students in learning activities, 
improve the spirit of learning, as well as help students to more easily understand the 
material being communicated. Similarly (Tsaaqib et al., 2022) also argues that the use 
of virtual reality media in learning activity makes students more interested and easier 
to understand the learning activity, so that use of this media is more effective than using 
conventional methods.

Based on the data above, the results of the pre-test and post-test values show significant 
differences. The average of the pre-test count is 60,21, while the average of the post-test 
count is 82,08. It indicates a fairly distant gap where the post-test score is higher than the 
pre-test. So, it can be concluded that virtual reality media is effective in improving the 
learning outcomes of pupils. The increased learning outcomes of the students will affect 
the student’s learning activity towards the thematic learning process of Theme 7, namely 
about objects, animals and plants around me, on the animal identification material in the 
zoo at SD Muhammadiyah Mertosanan.
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Learning activities are a system, in which there are a number of components that are 
interconnected with each other in order to achieve a goal. (Adiseil et al., 2022) believes 
that there are several components of learning that must be considered by an individual, 
namely learning objectives, learning sources, learning strategies, learning media and 
learning evaluation. Virtual Reality Media is a media capable of making its users feel 
a certain environment in the virtual world. Virtual Reality Media is a media capable of 
making its users feel a certain environment in the virtual world. (Supriadi, Hignasari, & 
Maheindradatta, 2019) argues that the use of Virtual Reality media and related technologies 
has grown in recent years as these media bring unacquired benefits to classical education. 
In line with this, (Shabir, 2022) argues that the use of virtual reality media in learning is 
considered more efficient because virtual reality can be done anywhere and at any time 
without theory of space and time as long as it is in the network and virtual reality medium 
can make the virtual world like the real world. (Robi’in et al., 2022) submits that the use 
of Virtual Reiality media allows learners to acquire cognitive skills through experiential 
learning, such as exposure to dangerous environments for real visits.

CONCLUSION

Learning activities using virtual reality media in class I at SD Muhammadiyah Mertosanan 
improved the students’ engagement. The use of virtual reality media in learning activities 
impacts student engagement, which can be observed through the enthusiasm and 
participation of students during the learning process.     
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