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ABSTRACT

This study aims to develop historical immersive learning media to
improve the Pancasila student profiles in Vocational High Schools
(SMK) in Indonesia. This research and development use ADDIE's
research steps method (analyze, design, develop, implement, and
evaluate). The results show that immersive learning media can
enhance the understanding and appreciation of Pancasila values
among SMK students. The media effectively stimulates students'
interest in history and encourages them to apply Pancasila values
daily. The study concludes that immersive learning media can
potentially strengthen the Pancasila student profiles and promote the
development of responsible, tolerant, and patriotic citizens in
Indonesia. The result of media tests on vocational students obtained
satisfactory results, with the average overall score reaching 4.25 or in
the category of "Very Decent." The findings suggest that

implementing immersive learning media in SMKs should be

encouraged and supported by policymakers, educators, and other
stakeholders in the education sector.
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INTRODUCTION

Education has an essential urgency for the sustainability of human life. Education provides
knowledge and skills to individuals and shapes character, morals, and positive values needed in social
life (Dewantara et al., 2020). Moreover, education is one of the essential things for the development
of individuals and society. Education provides opportunities for everyone to develop their potential
and improve their quality of life (Jia et al., 2019; Mitsumoto & Bene, 2000). Through education, one
can acquire the knowledge, skills, values, and attitudes needed to function effectively in society to
survive.

In Indonesia, education is regulated in a national education system consisting of formal, non-
formal, and informal education (Katharina, 2015; Thoif et al., 2020). Formal education in Indonesia
consists of primary, secondary, and higher education levels organized by the government or private
sector. Meanwhile, non-formal and informal education outside formal educational institutions, such
as courses, training, and independent learning activities. Education is one of the critical factors in
forming the character of responsible individuals with strong moral values (Manurung & Rahmadi,
2017; Tan et al., 2018). As a country based on Pancasila, education in Indonesia must form a young
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generation who understand, appreciate, and practice the values of Pancasila deeply through historical
learning.

Character education through history is critical in forming a generation with strong and noble
characters (Purwanto et al., 2020; Rosidin et al., 2019). History provides insight and understanding
of the noble values contained in past events to form a good personality in individuals. Through
history, we can learn about the values of Pancasila as the basis of the Indonesian state, the courage
and fighting spirit of heroes, and tolerance and diversity as a strength in building the nation. Character
education through history can help strengthen these positive values and encourage the younger
generation to internalize these values in everyday life (Pradana et al., 2021).

Character education through history can also help overcome challenges and obstacles in
forming quality character in Indonesia (Iswatiningsih, 2019). One of the challenges is the need for
more understanding of the noble values embodied in history, resulting in the younger generation
losing a clear value orientation. The younger generation can better understand these values through
character education through narrative. In addition, character education through narrative can also
help strengthen the love of homeland and nationality (Widyadharma et al., 2020). By studying the
history of the nation's struggle, the younger generation can understand how important it is to maintain
the integrity and diversity of the Indonesian government. Therefore, character education through
history has a critical urgency in forming a generation that has a solid and noble character. This can
help overcome challenges and obstacles in building quality character in Indonesia and strengthen the
love of homeland and nationality.

To strengthen the profile of Pancasila students in vocational schools, using immersive
learning media in teaching history can be an effective alternative (Yulianti et al., 2020). Immersive
learning media can help students understand history in more engaging and challenging ways and
provide more immersive learning experiences. In addition, immersive learning media can encourage
students to think critically and build social skills that are important for future success (Menggo et al.,
2019).

Through the development of historical immersive learning media to strengthen the profile
of Pancasila students in SMK, it is hoped that students can better understand Pancasila’s values and
practice them in everyday life (Adillah, 2022). Developing a strong Pancasila student profile is an
essential requirement in education in Indonesia. Vocational High Schools (SMK) have the
responsibility to prepare their students to be ready to enter the workforce and have the technical skills
needed by industry (Carrillo et al., 2019). However, SMK must also be able to form students with
strong character, including a good Pancasila profile. Therefore, the development of historical
immersive learning media to strengthen the profile of Pancasila students in SMK has a critical
urgency.

Immersive learning media can help students understand the history and values of Pancasila
in a more exciting and challenging way (Suryadi, 2022). In addition, using immersive learning media
can also help students build social skills and critical thinking skills that are essential for future
success. Using immersive learning media, students can gain a more profound learning experience
and better understand Pancasila’s values (Rahmi et al., 2019). Thus, the development of immersive
historical learning media can help strengthen the profile of Pancasila students in vocational schools
and prepare them for success in the future.

For the effectiveness of education in Indonesia, joint efforts are needed from the
government, society, and the world of education. The government needs to increase the allocation of
funds for education and improve the education management system, while communities need to be
actively involved in educating their children. The world of education needs to continue to innovate
and develop more effective learning methods and improve the teaching staff's quality.

This research aims to develop immersive technology-based learning media to increase
students' understanding and appreciation of Indonesian history, especially Pancasila's values as the
country's basis. In addition, this study also aims to strengthen the profile of Pancasila students in
SMK by integrating Pancasila values in an exciting and interactive learning process through
immersive media. That way, students can better internalize the values of Pancasila and strengthen
their national identity as Indonesian citizens with Pancasila culture.
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METHOD

This research design is development research that applies the model method of Branch and
Kopcha (2014) ADDIE’s research steps guide this research and development (analyze, design,
develop, implement, and evaluate). The study was conducted from February 26 to November 2, 2021,
at SMK in Yogyakarta. The ADDIE model is a broad learning design framework consisting of five
iterative phases: Analysis, Design, Development, Implementation, and Evaluation. In this study,
researchers will apply the ADDIE model with a branching approach to develop historical immersive
learning media to strengthen the profile of Pancasila students in vocational schools in Indonesia.

The Analysis phase will involve assessing the current state of history teaching in vocational
schools and identifying gaps that can be filled by immersive learning of history. Researchers will
also analyze the needs of students and teachers and the constraints of the learning environment. Based
on this analysis, researchers will determine learning objectives, content, and evaluation methods.

In the Design phase, researchers will create a blueprint of historical immersive learning
media. This includes a user interface, storyboards, scenarios, and branching options. This design
phase will be based on the learning objectives and content specified in the analysis phase. The
Development phase will involve creating historical immersive learning media. Researchers will use
multimedia tools to develop video, audio, images, and animation. Researchers will also apply a
branching approach to enable learners to choose their learning paths and outcomes.

In the Implementation phase, historical immersive learning media will be tested at SMK.
Researchers will work with teachers to implement this media in the classroom environment.
Feedback and feedback from learners will be collected to improve the press for better learning
outcomes. In the Evaluation phase, researchers will assess the effectiveness of historical immersive
learning media. The evaluation will include learners' achievement of learning objectives, engagement
level, and the branching approach's effectiveness. Researchers will also gather feedback from
teachers and students to identify areas for improvement.
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Figure 1. ADDIE Model (Branch & Kopcha, 2014)

RESULT AND DISCUSSION

The followings are the results and discussions of the development of historical immersive
learning media to strengthen the profile of Pancasila students in SMK:

At this stage, a needs analysis was carried out on historical immersive learning media needed
by SMK students to improve their Pancasila profile. Based on the analysis results, it was found that
students need more interactive and fun learning media that provide a different learning experience
from conventional learning. A needs analysis was carried out as a first step to develop historical
immersive learning media to strengthen the profile of Pancasila students in SMK. The needs analysis
aims to understand stakeholders' existing conditions, needs, expectations, and problems faced in
history and learning in SMK related to forming Pancasila student profiles. The needs analysis results
show that history teaching in SMK still uses a conventional approach that needs to be more
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interactive and tends to focus on memorizing historical facts. The needs of stakeholders are the
existence of more interactive and exciting learning media, as well as strengthening students'
understanding of the values of Pancasila. In addition, the problems faced in learning history in SMK
are the low interest of students in the account, limited access to varied learning resources, and the
need for more use of technology in learning. Therefore, the development of immersive historical
learning media in SMK is expected to overcome these problems and strengthen the profile of
Pancasila students.

After conducting a needs analysis, the next stage is the design of historical immersive
learning media. At this stage, design and immersive learning concepts are carried out, which include
learning scenarios, technology selection, and learning flows. This design aims to ensure immersive
learning media to the needs and desired learning objectives. The design stage in the development of
historical immersive learning media seeks to design the learning concept to be developed. At this
stage, it is necessary to analyze the learning material to be presented and determine the right approach
and learning method to achieve learning objectives.

In addition, the design stage also includes determining the technology and media to be used,
including audio, video, and graphics. In developing historical immersive learning media to strengthen
the profile of Pancasila students in SMK, the design is carried out by considering student needs, the
applicable curriculum, and available technology. The design is carried out with a project-based
learning approach, where students will be actively involved in learning through exploration, research,
and product creation activities. The immersive learning media used are 360-degree videos,
interactive audio, and animated graphics to enrich the student learning experience. In addition,
learning media is also designed to contain Pancasila values in every learning activity so that students
can get a meaningful and immersive learning experience.

After the learning media design is complete, the next stage is development. At this stage,
prototypes of historical immersive learning media planned at the previous stage were developed.
This development includes producing learning materials, application programming, and technical
testing. At the development stage, immersive learning media content is created based on the design
prepared in the previous stage. The range covers various essential aspects of historical learning, such
as the chronology of events, significant figures, and the values of Pancasila applied at that time. In
addition, interactive scenarios are also created that involve students in learning to increase student
involvement and interest in history learning.

Various modern technologies such as 3D animation, gamification, and augmented reality
(AR) are used to develop immersive learning media content. 3D animation technology is used to
create characters and objects in a learning environment, whereas gamification is used to add game
elements and challenges to learning. Meanwhile, AR technology presents virtual objects in the real
world so students can experience more authentic and exciting knowledge. Research and development
have produced a media product with expert feasibility assessment (product validation) results. The
results of the media expert assessment are 4.53 (feasible), and the expert assessment material of 4.29
(possible). After the content was created, a trial was conducted on a group of SMK students to
determine the effectiveness of the immersive learning media that had been completed. The trial
results will be the basis for adjusting and improving the content that has been made to increase the
effectiveness and quality of the immersive learning media produced.

Figure 2. Developing VR using 3D Vista
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Figure 3. Developing AR using Assemblr EDU

After the prototype of immersive learning media has been developed, the next stage is
implementation. At this stage, immersive learning media are introduced into the classroom and used
in history learning. During this stage, teachers and students will provide feedback and evaluation of
the immersive learning media used. The implementation stage is the implementation stage of the
development of historical immersive learning media. At this stage, learning media designed and
developed will be tested by SMK students to get feedback on their effectiveness and usefulness in
increasing students' understanding of Pancasila values.

The implementation of learning media is carried out through several steps, namely holding
coordination meetings with teachers and students related to the performance of learning media
testing, explaining the purpose of testing, and providing guidance to students on using learning
media. After that, learning media will be given to students, and students are asked to use the learning
media. Furthermore, an evaluation and assessment of the effectiveness of teaching media in
increasing students' understanding of Pancasila values was carried out. Evaluation is carried out by
comparing student learning outcomes before and after using learning media and collecting feedback
from students and teachers regarding the advantages and disadvantages of the learning media that
have been used. This implementation stage is expected to provide an overview of the effectiveness
and usefulness of historical immersive learning media in improving the profile of Pancasila students
in SMK. The evaluation results will be considered to make further improvements and developments
in the learning media that have been developed.

The final stage is evaluation. At this stage, an assessment of historical immersive learning
media used in history learning in the classroom is carried out. This evaluation includes a review of
the effectiveness of learning media, student and teacher satisfaction, and improvements that can be
made to improve learning media in the future. The evaluation stage is essential in developing
historical immersive learning media to strengthen the profile of Pancasila students in SMK.
Evaluation is carried out to determine the extent to which the learning media has been developed by
the objectives set. At this stage, a trial of learning media was carried out on students in SMK who
were the research samples.

The trial results are used to evaluate the quality of learning media that have been developed.
In this stage, data collection is also carried out through interviews, observations, and questionnaires
to determine student responses to the learning media that have been developed. After that, data
analysis and assessment of learning media were carried out. Evaluation will provide input and
recommendations for creating better learning media. With a good evaluation stage, historical
immersive learning media to strengthen the profile of Pancasila students in SMK can provide optimal
benefits for students and education in Indonesia.

Based on the results of user assessments, it is known that the level of the Media can be run
efficiently indicator is 4.21 which shows the criteria of "very Decent". This condition is caused
because the media is made based on a flow chart design whose hyperlinks have been designed
efficiently. Then in the use of media, namely the media operations take up a little quota indicator,
users rate 4.33 which has the criteria "Very Decent" this is supported because in the preparation of
media, assets are selected based on specifications that are adjusted to the level of internet network
speed so that in addition to fast media in opening, it also requires a small quota.
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Table 1. Scoring Result

No. Indicators Score Criteria
1 Media can be run efficiently. 4,21 Very Decent
3 Media operations take up a little quota. 4,33 Very Decent
4 Media comes with clear operating guidelines. 3,78 Worth
5 Media is engaging and interactive. 4,09 Worth
6 Balance and proportion in displaying images and videos accordingly. 4,41 Very Decent
7 Neat and appropriate design and layout. 4,44 Very Decent
8 Media navigation icons/buttons may work fine. 4,19 Worth
9 Font and background color selection according to guidelines. 4,35 Very Decent
10 The scheme/flow of the learning process is conveyed clearly. 4,47 Very Decent
Average Total 4,25 Very Decent

The use of kouota is one of the important aspects of criteria that need to be considered so
that users feel comfortable and happy using online-based media. The level of comfort and
convenience is rated "worth" with a score of 3.78 on the media comes with clear operating guidelines.
This condition arises because what is available in the media is a guide to the use of features and
navigation buttons on the media. The developer does not provide comprehensive usage information
so that users can have the experience to explore every corner of this immersive-based media. This
experience is important to increase the dimensions of the pancasila student profile. This condition is
reinforced by the indicator that the media engaging and interavtive score is 4.09.

The score has a criterion of "Worth" which means that the user has had the first experience
of interaction with immersive media. Of course after the use of immersive media on the second
occasion and beyond, the level of engaging and interactive will increase. The indicator that the media
is engaging and interactive shows a score of 4.09 with the "Worth" criterion showing the potential to
increase to the "Very Decent" criterion. The increasing condition is certainly supported by the level
of media portion and balance towards the selection and use of visual media in the form of images
and videos with the Balance and proportion indicator in displaying images and videos accordingly.

This conformity score is 4.41 with the "Very Decent" criteria. This criterion is also supported
by Neat and appropriate design and layout with a score of 4.44 with the criterion "Vert Decent".
Layout and design are designed by considering the design of the user interface (UI) and also the user
experience (UX). UI/UX is important because it is a factor that directly intersects with users. If the
Ul / UX is not designed properly, then media functions will not be optimal, especially immersive
media that offer a real experience. Ul / UX will not be optimal if it is not supported by the ability of
media to provide navigation access, so it is necessary to display the Media navigation icons / buttons
may work fine indicator with an assessment score of 4.19 with the criteria "Worth".

There are challenges in designing navigation in immersive media due to limited user access
to interaction. Users are given the choice of using a remote stick or by pointing a point that defaults
to the screen by moving their head to the tomb or the intended direction to navigate. Moreover, the
level of user experience in media utilization is also influenced by the criteria of Font and background
color selection according to guidelines. The use of fonts and backgrounds if not carefully will cause
an unpleasant experience because it takes energy and thought to read information. On this indicator
obtained a score of 4.35 with the criterion "Very Decent", This means that the development of
immersive media is very good and able to provide a good experience as well. Moreover, indicator
that the scheme/flow of the learning process is conveyed criteria " Very Decent.” These criteria show
that the immersive media developed is in accordance with the user's ability to understand the flow of
material delivered in the media.

Based on the results and discussion, The media that tested on vocational students obtained
satisfactory results, with the average overall score reaching 4.25 or in the category of "Very Decent."
it can be concluded that developing historical immersive learning media to strengthen the profile of
Pancasila students in SMK is an effective solution to improve the quality of history learning and
enhance student character in Pancasila values. Using immersive learning media, students can actively
engage in learning and get a more engaging and interactive learning experience. This is expected to
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increase students' interest in education and help them better understand and internalize Pancasila's
values.

CONCLUSION

Based on the results of this study, it can be concluded that the development of historical
immersive learning media is effective in raising the profile of Pancasila students in SMK. Through
needs analysis, design, development, implementation, and evaluation using the ADDIE branch
method, immersive learning media has been successfully developed to increase students'
understanding of Pancasila values. The evaluation results showed that students responded positively
to using immersive learning media and showed improvement in understanding Pancasila’s values
and Indonesian history. In addition, immersive learning media can provide a more exciting and
interactive learning experience for students, thus strengthening students' learning motivation and
interest in learning history. However, more than the development of historical immersive learning
media is needed to raise the profile of Pancasila students in vocational schools. Effective character
education and history learning also require support from various factors, such as teacher
commitment, support from schools and families, and cooperation between related institutions.
Therefore, continuous efforts are needed to improve the quality of education in Indonesia, especially
in strengthening the character of students and the understanding of Pancasila's history and values.
The development of historical immersive learning media is one solution that can be implemented.
Still, it needs to be further developed and adapted to the needs and characteristics of students and
different school contexts.
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