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ABSTRACT

In the digital age, the use of technology is becoming more important in the context
of education to create a deep and interactive learning experience. This study aims
to develop the design of vocabulary materials using VR technology as an innovative
teaching method to support Arabic language learning at the level of Islamic primary
school (primary school). This study relied on a design based research methodology.
Questionnaires and interviews were used as data collection tools, while qualitative
and quantitative analyses were used to analyze the data.The results of the study
showed that there are four stages implemented in the design of the research
product: problem and needs analysis, design, evaluation, and distribution. Problem
analysis in education showed a lack of interest in learning and poor vocabulary
mastery. The design of vocabulary learning materials included the use of virtual
reality technology through the application of "LAPENTOR"". The design was
evaluated by 6 experts, with product ratings in terms of content and language
receiving 100%, and design rating 97%. Accordingly, the VR design was deemed
appropriate for use after taking expert feedback to improve the product. Therefore,
the design of vocabulary learning materials using virtual reality can be used as a
teaching tool in teaching Arabic at the level of Islamic primary schools.
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