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ABSTRACT 

Islamic Religious Education (IRE) at the elementary school level is still dominated by conventional methods such as 

lectures and rote memorization, resulting in low student engagement and comprehension. This study develops and 

evaluates "GO ABI" (Go Abraham Interactive), a web-based Virtual Reality (VR) platform designed as an interactive 

digital learning medium for second-grade elementary school students on the story of Prophet Ibrahim. Using the Design 

and Development (D&D) model with the ADDIE framework, data were collected through observation, interviews, and 

documentation at SDN Cikeusik 1, Majalengka Regency, involving 16 students. The platform integrates three core 

components: interactive learning materials, an educational game (Eduplay), and a 360-degree VR simulation depicting 

the City of Babylon, the Ka'bah, and the burning of Prophet Ibrahim. The results showed significant improvements, with 

the average score rising from 75.62 to 93.12 and the mastery rate increasing from 68.75% to 93.75%. Beyond academic 

gains, the immersive VR experience also enhanced students' motivation, concentration, and active participation. This 

study concludes that GO ABI is an effective and innovative digital learning medium that provides meaningful and 

immersive learning experiences, offering a promising alternative for improving IRE instruction quality in the digital age. 
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INTRODUCTION 

In today’s globalized world, advancements in digital technology have significantly transformed 

the field of education, necessitating changes in learning models, methods, and media to meet the 

demands of 21st-century students. Technology not only serves to improve efficiency but also creates 

a more engaging and meaningful learning process. One technology that is developing rapidly and 

holds great potential in education is Virtual Reality (VR), which allows students to experience an 

immersive and realistic learning process through simulated environments that cannot be achieved 

through conventional means (Hamilton et al., 2021). Theoretically, the use of visual and interactive 

media such as VR supports better information processing within the context of cognitive multimedia 

learning theory, which reveals that the combination of visual and auditory elements can significantly 

improve students’ understanding and memory retention (Legi et al., 2023). 
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Islamic Religious Education (IRE) at the elementary school level plays a crucial role in shaping 

students’ character, morals, and spirituality from an early age. However, the reality on the ground 

shows that IRE instruction is still dominated by traditional methods such as lectures and rote 

memorization (Aeni, Djuanda, et al., 2022). This results in a lack of student engagement, low interest, 

and difficulty in understanding abstract concepts. Given that second-grade elementary school students 

are in the concrete operational stage, they need learning media that is more contextual, visual, and 

interactive to better understand concepts. Previous studies have shown that the use of VR can enhance 

student motivation, engagement, and conceptual understanding; however, its application to the 

history of the prophets within the IRE curriculum at the elementary school level remains very 

limited.(Petersen et al., 2023). 

Several previous studies have examined the use of digital media in Islamic Education, but the 

majority are still limited to the use of two-dimensional videos or simple device-based applications. 

There are still few studies that specifically target the development of VR media designed specifically 

for second-grade elementary school students for history lessons (Makransky & Petersen, 2021) There 

is a lack of research on how immersive media can help students understand complex historical events. 

Therefore, this study aims to introduce and test the effectiveness of the “GO ABI” VR media as an 

innovative solution. 

The purpose of this study is to evaluate the effectiveness of the “GO ABI” VR platform in 

improving the learning outcomes of second-grade elementary school students on the story of Prophet 

Abraham, as well as to observe its impact on student motivation and participation during the learning 

process. It is hoped that this study will contribute by offering an alternative interactive digital learning 

medium that can level the playing field in terms of student understanding and provide a more 

engaging and meaningful learning experience (Makransky & Mayer, 2022). By presenting 

captivating visualizations such as the City of Babylon and the burning of Prophet Ibrahim, this 

medium is expected to overcome the limitations of lecture-based methods and improve the overall 

quality of Islamic Religion Education (IRE) instruction. 

 

METHOD 

In this study, the author employed the D&D (Design and Development) model. The approach 

used was a qualitative method, with data collection techniques including observation, online 

interviews, and documentation. Since the research problem pertains to human aspects, the qualitative 

approach was deemed appropriate as it involved a comprehensive examination of the research 

subjects, who served as the primary instruments for data collection (Rohana, 2025). 
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The research was conducted at an elementary school located in Majalengka Regency, namely 

SDN Cikeusik, on March 11, 2026. The criteria for research subjects selected by the researcher were 

individuals possessing knowledge, experience, and information regarding second-grade elementary 

school teachers and students. The research population consisted of all 21 second-grade students at 

Cikeusik 1. 

This study aims to introduce the Ka’bah, the city of Babylon, idols, and the story of the burning 

of Prophet Ibrahim to second-grade elementary school students (Kreativitas et al., n.d.). Additionally, 

this study aims to develop and utilize Virtual Reality (VR) technology as a learning medium. In its 

implementation, the researcher used a VR-based learning medium containing the story of Prophet 

Ibrahim presented in the form of a 360-degree video in developing the learning materials, the author 

used the ADDIE model. The methods used to collect data for this study were interviews and 

observation (Zahriah et al., 2025). 

Interviews were used as a data collection technique to obtain the information needed for this 

study. The data collected pertained to the informants’ opinions regarding the research topic. In this 

study, the researcher interviewed Islamic Education teachers who possessed knowledge of and were 

responsible for the subject under study. Observation was used as a method to directly observe the use 

of the VR product developed by the researcher among second-grade students and teachers at SDN 

Cikeusik 1. 

Through this observation activity, the researcher was able to observe the use of VR as a learning 

medium in introducing the story of Prophet Ibrahim in the PAI subject, as applied to second-grade 

teachers and students 

RESULT AND DISCUSSION 

a. Result 

The development of the VR GO ABI web application utilized the ADDIE model, which 

comprises the stages of Analysis, Design, Development, Implementation, and Evaluation. The 

analysis stage is the first and most critical step in the educational media development process, as it 

involves a thorough identification of students’ needs, challenges, and characteristics. This analysis 

was conducted in the second grade at SDN Cikeusik 1 using interviews and direct classroom 

observations. Interviews with the Islamic Religion Education (IRE) teacher revealed that the teaching 

methods used were still dominated by lectures and assignments relying on textbooks. These findings 

indicate that video not only functions as a medium for delivering information, but also as a tool that 

can optimize learners’ cognitive processes (Waryanti et al., 2025). These methods tend to be one-

sided, resulting in students being less active in the learning process. 



Proceedings of International Joint Conference 

LSM SHARING, June 2026,  Vol.1, No. 4 (2026): 12-24 

 

Page | 15  
 

1. Analysis 

The results of the implementation showed very significant progress in student learning outcomes. The 

average student score increased from 75.62 to 93.12, a rise of 17.50 points. In terms of percentage, 

the learning completion rate rose from 68.75% to 93.75%, representing an increase of 25%. 

Meanwhile, the percentage of students who did not meet the learning standards dropped sharply from 

31.25% to just 6.25% (Baroroh et al., 2024). In terms of student characteristics, second-grade 

elementary school students are in the concrete operational stage, so they require media that can 

provide real, visual, and interactive learning experiences. This initial condition is also reflected in the 

students’ learning outcomes prior to the use of the media, where the average pre-test score was only 

75.62, which is at the threshold of the Learning Objective Achievement Criteria (LOAC) (Ilham, 

2023). Furthermore, the learning completion rate was only 68.75%, indicating that 31.25% of students 

had not yet fully grasped the material. 

 

Figure 1. Initial Concept of GO ABI 

 

Based on these issues, the developers formulated a solution in the form of a Virtual Reality 

(VR)-based learning medium—an interactive web platform named GO ABI (Go Abraham 

Interactive). This medium is designed to provide an immersive learning experience through the 

integration of content, interactive games (Eduplay), and 3D VR simulations depicting the Ka’bah, the 

burning of Prophet Ibrahim, idols, and the state of buildings during that era. Thus, this analysis phase 

serves as a strong foundation for designing a medium capable of addressing low student participation 

and learning outcomes.  

2. Design 

The design phase is the stage where the primary focus is on planning the structure, flow, and 

presentation of the GO ABI learning media. Here, developers organize the material in PowerPoint 

format, which will serve as the foundation for content development. The material is organized in a 

systematic, simple, and relevant manner to align with the characteristics of elementary school 

students. 
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Figure 2. PPT Presentation Design 

 

This instructional design incorporates various multimedia elements such as text, images, audio, 

and video, in accordance with multimedia learning principles that demonstrate how the combination 

of visual and audio elements can enhance students’ understanding and retention. Additionally, there 

are three main components designed within the GO ABI media, interactive materials about the story 

of Prophet Ibrahim, Eduplay educational game The expected web-based game design features 

attractive colors, includes practice questions, has a duration of 10–15 minutes, and is interactive, 

engaging, and enjoyable. It is also intended to increase students’ interest and motivation, as well as 

help them better understand the material (Aeni et al., 2022). which develops understanding through 

question-based gameplay and immediate feedback, and a 3D VR simulation that gives students the 

opportunity to directly experience historical events. 

 

a) 

 

b) 

Figure 3. a) Media Storyboard; b) Initial Interface Design 

 

This design also includes storyboards and media navigation paths to ensure ease of use. With 

a well-designed approach, this media is expected to increase student participation, which was 

previously low, as evidenced by the initial condition with a completion rate of only 68.75%. 
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3. Development 

The development phase is the stage where the completed design is brought to life. The 

development of GO ABI media is carried out using various digital applications, such as Canva for 

graphic design, Sketchfab for creating 3D objects, Smart Apps Creator for building interactive 

applications, CapCut for video editing, and YouTube as an integration platform for 360° video 

content. 

 

a) 

 

 

b) 

 

c) d) 

Figure 4. a) Creation Process in Canva;  b) GO ABI App Interface;  c) GO ABI Main Menu Interface,  d) 3D Fire Object 

 

All these elements are combined into a comprehensive, interactive, and engaging VR learning 

medium. The resulting product not only conveys the material but also provides a deep learning 

experience through visual simulations and direct interaction. The development of this media was 

specifically designed to address the issues identified in the analysis phase, which included low student 

comprehension, as evidenced by an initial score of 75.62, and insufficient learning mastery. 

Therefore, the interactive features and 3D visualizations within this media are expected to 

significantly improve student comprehension.  

4. Implementation 

The implementation phase is when the GO ABI platform is integrated into the learning process 

in the second-grade classroom at SDN Cikeusik 1. Lessons are conducted using a smartboard for 

traditional presentations, as well as smartphones and VR headsets to provide students with a more 
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immersive learning experience.During the implementation, students were not merely passive listeners 

but actively engaged in exploring the material, playing games, and participating in VR simulations. 

Additionally, this media can be accessed independently at home via mobile phones, thereby 

supporting more flexible learning. 

(Nur Baiti Rohmah et al., 2022) 

 

 

 

 

 

 

 

 

 

 

Figure 5. Comparison of Averange Pre-Test and Post-Test 

The results of the implementation showed very significant progress in student learning 

outcomes. The average student score increased from 75.62 to 93.12, a rise of 17.50 points. In terms 

of percentage, the learning completion rate rose from 68.75% to 93.75%, representing an increase of 

25%. Meanwhile, the percentage of students who did not meet the learning standards dropped sharply 

from 31.25% to just 6.25% (Anggraini et al., 2026). This improvement indicates that the use of the 

VR GO ABI platform can have a very significant positive impact on students’ understanding. 

Additionally, based on observations, students appeared more active, more focused, and more 

enthusiastic in participating in the learning process. 

 

5. Evaluation 

The evaluation process was conducted to assess the overall effectiveness of the GO ABI media 

through three methods: expert validation, observation, and assessment of learning outcomes. 

The results of the expert validation indicated that this media is suitable for use in terms of both 

content and design. Observations revealed an increase in student engagement, as students appeared 

more active, focused, and enthusiastic compared to before the media was used (Irwan & Kamarudin, 

2021). The assessment of learning outcomes showed a very significant improvement, both in terms 

of scores and the percentage of students who achieved mastery. Student interest in the use of VR 
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media was very high, and they found it easier to understand the material presented (Rifka Alkhilyatul 

Ma’rifat, I Made Suraharta, 2024) 

Table 1. Student Learning Outcomes 

Stage Number of 

Students 

Passed Not Passed Percentage 

Pre-Test 16 11 5 68,75% 

Post-Test 16 15 1 93,75% 

 

These data indicate that the use of the VR GO ABI media significantly improved student 

learning outcomes. The 25% increase in mastery and the decrease in the number of students who did 

not meet the criteria from 31.25% to 6.25% provide strong evidence of the effectiveness of this media  

(Pratama & Roihan, 2026). Additionally, the increase in student motivation, attention, and 

participation also signifies the success of using this media. 

b. Discussion 

 The most significant finding of this study is that the use of the GO ABI Virtual Reality (VR) 

platform significantly improved learning outcomes and student participation among second-grade 

elementary school students in the Islamic Religious Education (IRE) subject (Ozi et al., 2025). 

Several weaknesses include the lack of variation in teaching methods, where the dominance of 

lecture-based instruction causes students to become passive (Waryanti et al., 2025). 

The shift from conventional lecture methods to an immersive digital environment had a major 

impact on raising average scores and achieving near-perfect mastery of the material. 

1. Scientific Interpretation and Analysis 

The significant increase in scores from a pre-test average of 75.62 to a post-test average of 

93.12 indicates that VR successfully connects abstract historical narratives with a more tangible 

understanding. Scientifically, these results align with cognitive multimedia learning theory, which 

states that the combination of visual and audio elements can reduce cognitive load while enhancing 

students’ memory retention (Anggraini et al., 2026). The use of technology in learning is expected to 

improve the quality of education, encourage active student engagement, and develop their digital 

skills (Petisi, 2025). 

The significant increase in scores from a pre-test average of 75.62 to a post-test average of 

93.12 indicates that VR successfully connects abstract historical narratives with a more tangible 
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understanding. Scientifically, these results align with cognitive multimedia learning theory, which 

states that the combination of visual and audio elements can reduce cognitive load while enhancing 

students’ memory retention. (Nur Baiti Rohmah et al., 2022). At this stage of development, students 

require contextual and visual stimulation to understand complex concepts. The “immersive” nature 

of VR allows students to feel as though they are “inside” that historical event, which explains the 

increase in learning achievement rates from 68.75% to 93.75%.  

2. Relation to Objectives and Previous Research 

The significant increase in scores from a pre-test average of 75.62 to a post-test average of 

93.12 indicates that VR successfully connects abstract historical narratives with a more tangible 

understanding. Scientifically, these results align with cognitive multimedia learning theory, which 

states that the combination of visual and audio elements can reduce cognitive load while enhancing 

students’ memory retention (Pemanfaatan et al., 2024). 

The significant increase in scores from a pre-test average of 75.62 to a post-test average of 

93.12 indicates that VR successfully connects abstract historical narratives with a more tangible 

understanding. Scientifically, these results align with cognitive multimedia learning theory, which 

states that the combination of visual and audio elements can reduce cognitive load while enhancing 

students’ memory retention (Kulon, 2026). 

3. Analysis of Similarities and Differences 

The significant increase in scores from a pre-test average of 75.62 to a post-test average of 

93.12 indicates that VR successfully connects abstract historical narratives with a more tangible 

understanding. Scientifically, these results align with cognitive multimedia learning theory, which 

states that the combination of visual and audio elements can reduce cognitive load while enhancing 

students’ memory retention (Dion Fahrizal H DG Pacidda, M. Nusran, Yan Herdianzah, 2024). 

The similarity is that, like other studies on VR in education, this research confirms that 

immersion can enhance conceptual understanding. The difference is that, unlike studies that focus 

solely on general-purpose device-based applications, this research highlights that VR content 

specifically designed for the history of the Prophet is more effective in meeting the developmental 

needs of lower-grade elementary school students compared to general digital media. 

In conclusion, the GO ABI VR platform serves as a transformative tool that not only improves 

academic performance but also revitalizes the delivery of spiritual and moral education in the digital 

age. 
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CONCLUSION 

Based on the research and development conducted, one of the primary ways to address the 

shortcomings of traditional teaching methods in Islamic Religious Education (IRE) is by 

implementing the GO ABI Virtual Reality (VR) platform. This technology is introduced as a new 

solution for second-grade elementary school students who are in the concrete operational stage, where 

they require more contextual, visual, and interactive learning tools to understand abstract historical 

concepts (Mayer, 2024). By presenting immersive visualizations such as the City of Babylon and the 

burning of Prophet Ibrahim in 360-degree video format, this platform can provide a realistic learning 

experience that cannot be obtained through conventional teaching methods. Empirically, the 

implementation of VR GO ABI has proven successful in enhancing the effectiveness of Islamic 

Education (PAI) learning, as evidenced by a significant improvement in students’ academic 

performance (Aeni, Nofriani, et al., 2022). This solution successfully raised the average student score 

from 75.62 to 93.12 and significantly increased the course completion rate from 68.75% to 93.75%. 

Beyond cognitive benefits, this immersive medium also addresses the issue of low student 

engagement, as it has been shown to boost motivation, concentration, and active participation during 

learning activities. Thus, the development of this interactive digital medium offers an effective 

alternative for creating a more immersive and meaningful learning experience for elementary school 

students. 
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The GO ABI (Go Abraham Interactive) Virtual Reality platform was developed using several digital 

tools, including Canva for graphic and interface design, Sketchfab for creating three-dimensional 

(3D) objects, Smart Apps Creator for building the interactive web-based application, CapCut for 

video editing, and YouTube as the integration platform for 360-degree video content. All visual 
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pre-test and post-test instruments used to assess student learning outcomes were developed and 

validated by the research team. Documentation of the implementation process, including classroom 

observation records and student assessment data, was collected at SDN Cikeusik 1, Majalengka 

Regency, West Java, Indonesia, on March 11, 2026. The GO ABI platform can be accessed via mobile 
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devices and web browsers, supporting flexible and independent learning beyond the classroom 

setting. 
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