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Abstract
Nowdays, the fast technology development has controlled in every  aspect of modern live.  Its rapid of  advancement has extended to  bring about  artificial intelligence and artificial realities. So, Virtual Reality (VR) is an appearing technology  which can also  be applied in education as a learning media. It is  a computer-generated simulation on  which  the students and teacher  can connect  within an artificial environment.. The usage of immersive VR can give alternative menus related to learning which can increase students’ knowledge and skill. Unfortunately, the utilizing of VR in education is still rare because there are many factors influenced it, from  infrastructure, human resources, up to fund. This research aims to investigate the teaching management of Islamic Religion Education (IRE) based on VR.
To collect data, researchers used three kind methods, interview, observation, and documentation, and followed by the steps of data analysis. The collected data are, then, analyzed by reducing, displaying, and drawing conclusion. The results show that teacher used three steps in accomplishing teaching management, preparation, action, and evaluation. The  usage of VR media in learning IRE can make instructional joyful, not boring, increase students’ motivation, stimulate students to use high-order-thinking in solving the problem. It is also suitable for teaching atmosphere which to make appropriate learning environments which gives priority  to  students’ engagement actively in learning. 
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INTRODUCTION
Recently, the rapid development of science and technology has penetrated almost all aspects of human life. The phenomenon of digital use in human life in the 4.0 revolution is increasingly uncontrollable (Corcoran, 2023). Technological developments have also an impact on the existence of human culture, which has now merged and formed a digital culture (Mihelj, Leguina, & Downey, 2019) and (Hubbard & Aguinis, 2023). The influence of advances in information and technology has also hit the world of education (Fernández-Gutiérrez & Calero, 2020). The distribution of internet networks that cover all rural areas has implications for the ease of accessing all the information needed (Timotheou, Miliou, & Dimitriadis, 2023). As a logical consequence, the ease of access to instructional materials will affect students' learning styles (Dantas & Cunha, 2023); (Cuevas, 2015).
Thus, the instructional portrait that occurs in the school environment is not only seen as an activity of teachers teaching and students learning, but is a process of teaching and learning activities that involve both parties, even in cyberspace (Garzón & Pavón, 2020); (Haleem, Javaid, Qadri, & Suman, 2022). They must work together to create a learning atmosphere that supports educational goals according to curriculum demands. According to Ramadhan, learning will run effectively if teachers are able to utilize learning resources and media properly (Ramadhan, Sukma, & Indriyani, 2019); (Coban, Bolat, & Goksu, 2022); (Fielding & Murcia, 2022). Teachers are required to be able to utilize technological advances to support learning, while students are expected to be actively involved in solving the problems they face (Steinbauer, 2024). 
Educational technology that continues  developing gives rise to many useful tools or media to increase the achievement of learning goals effectively. The advancement of science should be able to provide ease and smoothness of learning (Falloon, 2020). However, the facts show that many schools have not maximized that technological developments. Thus, it results in decreased learning motivation, students' reluctance to be involved in learning, and increased boredom in following lessons (Fadda, Pellegrini, Vivanet, & Zandonella Callegher, 2022).
This condition occurs due to the lack of use of a variety of media that can provide new immersive and interactive experiences,  so  learning activities tend to be passive and ineffective (Çelik, 2022). The right solution to overcome this problem is through the use of learning media that can adapt to students' learning styles, especially in creating immersive experiences that make students fully involved in learning activities.
In addition, a more modern and effective transformation of instructional media is needed to accelerate students' understanding of abstract concepts that are complicated and not easily presented in the real world real world. Therefore, media is needed to transform real environmental conditions into digital environments to visualize abstract concepts and realities that are difficult to present in the classroom (Asfiati, 2020). In other words, the use of effective media can divert students' attention, help overcome learning difficulties, and assist students to understand difficult material.
From these problems, the authors conclude that educators need learning media that can help educators explain difficult material in the classroom presently  (Batubara, 2021). Educators also need learning media that can improve learning outcomes and  attract to students  in accordance with the learning desires of students who currently prefer to learn by using tabs or smartphones rather than traditional learning media. In addition, the development of learning media needed not only contains visual elements but also contains audio elements (Refdinal, 2022).
Along with the times, learning media also follows technological developments, both print, audio visual, computers, and technology that combines print with computers. Learning media is an intermediary tool between educators and students that can connect, inform and disseminate messages to create an effective and efficient learning process. One of the learning media that follows technological developments is Virtual Reality-based learning media. Virtual Reality is a combination of virtual objects and real objects naturally through a computation process, as if it looks real in front of the user (Jaya, 2022).
Virtual Reality (VR) is a technology that provides interaction facilities between users in real time in an area depicted by a computer in 3D images. This media is able to provide users with experiences like they occur in the real world and are involved in it (Setya Wan et al., 2023). VR technology can give a more real, meaningful, immersive, and comprehensive learning experience to the students in a better understanding of sophisticated abstract learning ideas which are not easily presented straightly (Zulfikri, 2023).
The use of VR in instructional reveals the barrier to much more dynamic and realistic learning experiences. In teaching and learning, VR is also reflected on a more efficient and effective tool because it can be implemented anytime and any place as long as there is a network available (Putra & Aisyah, 2021). The application of VR tool is, for the students, not only to look at or listen to the teaching and learning material served but also empower them to experience the material directly. They can seek simulated 3D environments, interact with objects, situations, environment, and then resolve issues or problems in real contexts.
[bookmark: _Hlk179118519]To achieve this, a major role is needed for educators to create new breakthroughs. Moreover, learning in the digital era, today, requires educators not only to act as information distributors but also as facilitators, motivators, learning managers and even as designers of learning media. Thus, teachers are also required to be technology literate in facing the waves of science and technology.
The success of achieving goals in implementing VR-based learning cannot be separated from the important role of a learning manager. According to Yuniati and Prayoga, learning management has a vital role educators  in teaching performance (Yuniati & Prayoga, 2019). If learning management is not planned and implemented properly, the program will not be successful (Akbar et al., 2021). In other words, in implementing learning, the right management concept is needed. Moreover, in lessons whose material consists of many abstract concepts or is difficult to present in the classroom, such as Hajj and Umrah material.
Referring to preliminary observation on learning of Islamic Religious Education (IRE) subject at State Yunior High School  2 Sokaraja, researchers obtained data that VR technology as a learning medium has been implemented, especially in the Hajj and Umrah material. The reason for choosing this interactive media is, according to the teacher, that it can provide experience in-depth understanding from complex material in accordance with learning objectives. In addition, the use of this technology has the potential to encourage learning retention for students.
This study aims to describe and analyze the management of IRE learning based on VR media at State Yunior High School  2 Sokaraja. This study includes planning, organizing, and evaluating implemented by IRE teachers. In addition, the research is useful for other schools that have not implemented VR media to imitate it. 
THEORETICAL REVIEW
Teaching Management
According to Stoner, management is the activity of planning, organizing, leading and controlling the activities and actions of members of the organization and the use of organizational components to achieve predetermined targets (Stoner, 1995). Meanwhile, Ricky W. Griffin defines management as an action or action of planning, and decision-making, organizing, leading, and controlling that targets organizational components (human, financial, physical, and information) with the aim of achieving organizational targets. which have been set (Griffin, Hanna, Smith, & Kirkman, 2022); (Arevalo, Mitchel, & Rands, 2020); (Sutianiwijaya, 2020). Thus, it can be concluded that management is the process of planning, organizing, actuating and evaluating) to achieve goals effectively and efficiently. Effective means that targets are met according to planning and efficient means that tasks are completed in an orderly, organized manner, and according to the specified time (Hoffman, 2021); (Hope A & Myers, 2020)
Meanwhile, learning has a different meaning from studying. Learning is an instructional  activity facilitated by teachers to develop cognitive aspects that can improve students' thinking power, and can increase the ability to manage new knowledge (Smith & Cardaciotto, 2011). Learning becomes an action in increasing significant understanding of the content of the lesson. This is certainly contrary to the meaning of learning, which can be interpreted as an effort to obtain knowledge or science, practice, change behavior or responses influenced by actions or experiences (Franklin & Harrington, 2019); (Craig C. A., 2022).
 In learning, every planned process is meant to facilitate individual or person to study, to have competency, and a new value (Allen & Edelson, 2024). The learning process requires teachers to recognize and inventory the intake of students including talents, motivation, academic and socio-economic backgrounds, and others. The information held by educators about student intake is the main capital for delivering learning materials and is the key to the success of learning applications (Ein Maria Olfa, 2022). Thus, from all the opinions above, it can be concluded that learning is applied to construct thinking power and the ability to understand and master learning materials, where knowledge comes from outside and is then constructed within students, so that students are able to develop their intellect (Haddock, Rivera, & O'Brien, 2023).
Based on the concept of management and learning, the concept of learning management can be understood as a management process that includes planning, organizing, actuating and evaluating learning processes related to all components in it in order to achieve goals. According to Niati, learning management is all actions to achieve a teaching-learning process educatively, effectively, and efficiently  (Niati, 2020); (Carneiro, 2004).
Thus, it can be concluded that learning management is the arrangement of all learning activities starting from the planning, organizing, actuating and evaluating processes, which include the core curriculum and supporting curriculum determined by the Ministry of Religion or the Ministry of Education and Culture.
Virtual Reality
According to Refdinal, VR is a technology that allows users to interact with the environment in cyberspace that is simulated through a computer, so that users feel like they are in that environment (Refdinal, Adri, Prasetya, Tasrif, & Anwar, 2023). The environment displayed is actually an imitation or environment that really exists in imagination (Alrehaili & Al Osman, 2022). This happens because in creating the environment, stimulation from a combination of sensory devices such as sight, hearing, and touch is included. Then, the computer is tasked with providing a simulation of a real object by creating a three-dimensional (3D) atmosphere, therefore it seems as if it can feel and be physically involved (Likens & Mower, 2022).
Historically, MIT in 1977 created an early form of this virtual reality technology which was later named the Aspen Cinema Map, where this program is a rough simulation of the city of Aspen located in Colorado. This program allows users to explore from one of three seasons and styles, namely summer, winter, and polygon (Lowood, 2024). The first two are based on a photo that is the result of researchers photographing cityscapes in both seasons, and the third is based on a 3D model of a large city (Paíno Ambrosio & Rodríguez Fidalgo, 2020); (Efendi, Muzawi, Rio, & Lusiana, 2021).
Then, in 1980, this technology was renamed V R which was popularized by Jaron Lanier in 1985. The advancement of technology today has caused VR device components to be simpler than when it was first created, namely only with a smartphone such as Android or iOS which has a Groyscope feature or a sensor feature that is useful for tracking the rotation of a device based on movement (Staff, 2924).
In the early 2000s, Augmented Reakity (AR) had entered the commercialization stage. AR has entered the consumer world by launching AR games such as "ARQuake". However, this year the game "ARQuake" is still in the experimental stage and is the forerunner in the development of AR technology, especially in the field of games (Hamad & Jia, 2022). Furthermore, in 2016, smartphones and AR applications appeared in the form of the AR game "Pokémon GO" which received massive public attention (Alha, Leorke, Koskinen, & Paavilainen, 2023). This game allows users to capture Pokémon characters in the real world using their cellphone cameras (Paavilainen, et al., 2017). In the 2020s and beyond, the development of AR technology has become increasingly massive and sophisticated, such as hardware technology such as more sophisticated sensors, cameras, and the cloud have enabled increasingly realistic and interactive AR experiences. Leading technology companies such as Apple and Google continue to develop their AR hardware and platforms. So that in the future AR will be more widespread, more integrated, and smarter. Its use can cover various aspects of everyday life, from games to work, education, shopping, etc. (Pan & Hamilton, 2018).
In a VR technology device, there are several component arrangements to provide a more interesting experience. Visually, the arrangement of these components is VR which is shaped like diving goggles with closed lenses where this part is called a VR box which is a place to put a smartphone with its function to project virtual images. Unlike VR headsets such as the Oculus Rift which no longer use smartphones, but a screen that displays a video or virtual image using Bluetooth connected to a computer (Doerner, et al., 2022).
According to Harder, in a Virtual Reality (VR) technology contains the following main elements (Harder, 2023):
1. Virtual environment, which is an environment simulated by a computer. This environment can be a real environment that is imitated on a computer system or can be interpreted as an environment in which there is a shadow or imagination.
2. Immersion, which is a user's feeling when in the virtual environment. So that it gives the user the sensation of being able to react and interact with virtual objects that resemble real objects.
3. Sensory Feedback, which is the most important element of virtual reality. In this case, VR allows its users to choose their perspective by positioning their bodies and influencing events in the virtual world.
4. Interactivity, which is a response from a simulated virtual environment to user actions and interactions. Thus, the virtual area or environment produced is an imitation of the original which is actually a three-dimensional arrangement, images and sounds so that an effect can be composed for the user as if they were feeling the events that are happening (Lacoma, 2023).
The application of VR technology in learning aims to increase the absorption of information received by students. With VR, complicated and boring subjects will be more interesting and imaginative, compared to just listening to teachers lecture (Alam & Mohanty, 2023).  There  are some benefits of VR for learning, both for students and teachers.
1. Increase curiosity & enthusiasm for learning
           If a learning applies VR media,  students are not only fixated on visual books or other audio-visual materials but they can absorb wider information. Because, the VR produces a three-dimensional effect that visualizes objects in real terms, it can encourage students to have  better understanding of  the lessons taught,  increase curiosity, and critical thinking. Through high curiosity, a high enthusiasm for learning also arises. Moreover, this VR media also allows more interaction than conventional learning (Araiza-Alba, Keane, & Kaufman, 2022).
2. Encourage students to think creatively and critically
From the increased enthusiasm for learning, boredom in the learning process can be overcome by applying VR technology in the classroom. This is because teaching and learning activities using VR become more interesting and imaginative. Thus, it can provide a new atmosphere in more modern teaching and learning activities., encourages student involvement, and is free to interact with virtual objects. As a result, students can analyze, experiment, and gain experiences that enhance their learning (Passig, Tzuriel, & Eshel-Kedmi, 2022).
3. Facilitates teachers in delivering material
The application of VR makes learning activities feel more enjoyable. This is also useful for teachers as a medium for delivering material and facilitating the teaching and learning process (Febriana & Subhan Pamungkas, 2023).
4. This technology can simulate a process, event, and condition in a virtual environment
5 Can help eliminate boredom in conventional learning, making the learning atmosphere more enjoyable (Arsadhana, Dewi, & Putri, 2022).
So, teachers do not need to deliver too much material through lecturing, because they are assisted by this VR technology. The positive impact is that the application of VR in delivering material can increase effectiveness and student outcomes. The long-term benefit is that the use of VR in learning has the potential to improve the quality of education in the future. Because, Generation Z is, currently, more interested in learning media that incorporates modern technology in it (Baragash, Al-Samarraie, Moody, & Zaqout, 2022).
Besides its benefits and advantages, the use of VR technology has certainly many disadvantages in its implementation. From the health perspective, Chang said that the use of VR technology for 24 hours non-stop felt symptoms of dizziness to sore eyes. These symptoms are called virtual reality sickness or cyber sickness (Chang, Kim, & Yoo, 2020). Socially, excessive use of VR can distance relationships between humans, alienate, and tend to enjoy the virtual world, so  it causes a lack of social interaction between educators and students. Then, when viewed from the price, VR devices are still included in the expensive category depending on the brand and quality. Likewise with the unevenness of the internet network and other component devices that are only available in urban areas, not in rural areas. So, in this case it makes it difficult for students to experience this VR technology (Akcayir & Akçayır, 2018).
 In Islamic Religious Education, VR technology can be applied as a learning medium in several learning materials such as morals which can provide positive values ​​​​in moral values ​​​​teaching materials, Islamic Cultural History for materials that require images or videos of Islamic history, and Fiqh on Hajj and Umrah materials.
Previous Research
Research on the theme of VR in learning has been conducted by several previous researchers. Among these studies are (Lidianti, Putra, Oktadini, & Meiriza, 2022); (Puspawati & Suyadi, 2022); (Velev & Zlateva, 2017). They concluded that the use of VR media in learning can increase student activity and eliminate boredom and boredom in learning. While the research conducted by (Rodolico & Hirsu, 2023); (Setyawan, El Hakim, & Aziz, 2023); (Scavarelli & Teather, 2020); (Yakubova & Cusworth, 2021) concluded that VR media is able to present abstract concepts as real so that students feel like they are in the real world. (Tsaaqib & Endahwuri, 2022), and (Muhammad, Marchy, Rusyid, & Dasari, 2022). The researchers concluded that the use of VR as a learning medium can increase learning motivation, curiosity, eliminate boredom, visualize abstract objects, and influence students' critical thinking in STEM learning and geometry materials. Meanwhile, (Socrates & Mufit, 2022) concluded that the effectiveness of using augmented reality in physics learning can improve conceptual understanding, increase learning interest, improve learning outcomes, and improve critical thinking skills of its users.
Research on the use of VR media in Islamic Education subjects is still very rare, even though many abstract and difficult to present in class learning materials can be visualized through this media, such as the Hajj, historical Islamic places and others. This condition is possible because the facilities for the Hajj practice require a large space, the teacher's ability to optimize modern technology is lacking, and the reluctance to always explore new things.
This study intends to describe and analyze the use of VR media in Hajj learning carried out by religious teachers at Banyumas State Middle School using qualitative research. This study is at least able to enrich the treasury of VR media use in Islamic Religious Education learning.
Method
[bookmark: _Hlk180051575]This study took place at the State of Junior High School 2 Sokaraj in Banyumas with the consideration that this school already has an adequate computer laboratory and has implemented VR-based learning. The type of research is descriptive qualitative so that it requires in-depth, integrated and intensive data collection (Straus, 1987). The aim is to explore VR-based learning management in Islamic Religious Education (IRE) subjects. In addition to learning documents, the main data were collected from Islamic Religious Education teachers and students. Meanwhile, to explore the data, the authors used in-depth interviews, non-participant observation, and documentation. To ensure that the data collected has validity, the researchers used two triangulation techniques, namely techniques and sources (Creswell, 2018).
Data analysis was carried out in three stages,  data compression, data display, and  data inference (Baba, 2021). The process of reducing data means the process of summarizing, selecting the main points, focusing on the important things, then looking for themes and patterns. Data presentation can be done in the form of brief descriptions, charts, relationships between categories, and so on. And, the process of drawing conclusions is done to confirm, sharpen and revise conclusions and match the suitability of data with the theory used. (Sugiyono, 2014).
RESULTS AND DISCUSSION
State of Junior High School 2 Sokaraj in Banyumas is one of the schools that implements information technology-based learning as an effort to help optimize the role and function of schools. The presence of one technology such as VR in the midst of this rapid civilization encourages schools to make this technology a learning medium that can help in the process of students’ understanding more optimal and is able to create a pleasant learning atmosphere and motivate students. To  improve the learning atmosphere, the use of learning media based on VR technology is intended to increase creativity in creating learning models that are appropriate to the times for educators (Interview with Head Master). In the process of implementing VR technology as a IRE learning medium for the Hajj and Umrah material, it is carried out in several stages.
1. Preparation and Planning
The process of using VR technology as a medium for IRE learning at State of Junior High School 2 Sokaraj in Banyumas begins with the preparation of a learning design document in the form of a syllabus and Learning Implementation Plan. In addition, teachers also prepare several learning devices, learning materials, evaluation sheets, and organize the equipment that will be used during learning such as VR box devices, Android phones, and laptops. All students are also asked to download the Milea Lab viewer application available on the Android Playstore (interview with teacher).
In the preparation stage, the teacher first creates a virtual world display on the laptop through the MilleaLab Creator by the application. The creation of this content space is intended to make it easier for educators and students to understand the procedures for the Hajj properly and correctly. With this content space, it is hoped that it can be a useful learning medium and make it easier for students, especially in understanding the Hajj material (interview with teacher).
The designed application presents the environment of the Grand Mosque, the Kaaba, Hajar Aswat, the Tomb of Ibrahim, the hills of Sofa and Marwa virtually, so that students can feel the sensation of being in the real world. In addition, the teacher includes some materials and videos that can be played by students related to the material on the Hajj and Umrah. Having preparation stage completed, the teacher instructs students to make groups consisting of 5 children with supported cellphones and VR box devices. The Android cellphone used must have a groyscope feature (360⁰ feature). Furthermore, the Islamic Religion teacher, Nailur Rizqi, explained how to use the MileaLab application which was continued by logging in together via the cellphones they owned. With the classroom code that had been created, students were asked to open the checkpoint containing the material on the Hajj and Umrah (observation, 2024). The following is a document related to the implementation of learning in the classroom.
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Islamic Education Teacher, Nailur Rizqi,  explained Hajj Material through VR tool
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Figure 2
Virtual Reality tool and spectacles of Yunior High School
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Figure 3
To get log-in Melea Lab





	
	
Figure 4

Fogure of Classroom with Hajj and Umrah Material in MileaLab Application created by IRE Teacher
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Figure 5
Figure the area of Sa’i between Safa and Marwa






The learning process was very lively and enjoyable because the teacher used an active learning strategy that gave students the opportunity to learn the material independently through the VR media. In  addition, students were given the opportunity to explore the learning media by following and directing them to checkpoints. During the observation, the teacher only acted as a learning facilitator by monitoring activities and providing direction as needed. Furthermore, the Islamic Religious Education Teacher, Nailur Rizqi, stated;
"The use of technology as a learning tool is very important, yes ... because with technology, especially VR, it can increase students' learning motivation, is not boring, and makes it easier for teachers to teach, although at this time, the tool is still relatively expensive, so the number of tools available is not as many as students in class"
The condition of the facilities that are not yet optimal was also acknowledged by the Principal who stated that the school is determined to increase the number of its hardware because the use of VR-based media was enthusiastically welcomed by teachers and students. However, teachers must always monitor students so that they do not deviate from the VR path, not other applications (Interview with Principal).
The use of VR learning media in this school also received positive responses from students. One of them is Arianti who stated the following.
"In my opinion, yes... this learning is very enjoyable, because the media used is modern, so, something new for me feels more challenging and like actually doing the hajj and umrah". (Interview with student)
After utilizing VR media finished, the teacher gave a brief explanation, reviewed, and concluded the hajj and umrah material. Furthermore, Nailur Rizqi instructed each group to create a hajj and umrah material scheme that had been obtained. The scheme can be in the form of a power point or mind mapping which is presented at the next meeting. In compiling the material scheme, students are allowed to add material from textbooks or other learning sources (observation, 2024).
3. Closing Activity
Having finished the assignment of making scheme, the teacher then reviews the material that has been given through VR technology learning media, adds reinforcement reviews, and concludes the learning. In the final stage, the teacher conducts self-reflection by asking questions related to the learning process using VR technology as a learning medium. The teacher also gives students the opportunity to ask questions about material that is still not understood. In addition, the teacher provides motivation so that students understand the material better and prepare themselves for the next week's lesson (Observation, 2024).
4. Evaluation
This evaluation stage is the final stage of the process of implementing VR technology as a learning medium for the Hajj and Umrah material. The teacher gives an assignment in the form of a post-test quiz containing 10 multiple-choice questions regarding the material that has been displayed on the VR technology learning media. These questions are already available in the MeleaLab application with checkpoints containing quizzes, so teachers do not have to create questions. The Islamic Religious Education teacher said;
"This MeleaLab application has provided a quiz feature, so teachers are no longer bothered to create post-test questions. Because the quiz is individual, group assignments are directed to create mind mapping of hajj and umrah material as a review" (Interview with teacher).

After students have finished the quiz, the teacher ends the learning with a closing statement so that students are more active in learning.
Discussion
The presence of VR technology in the world of education, especially as a learning medium, provides a unique experience for students to be more motivated in the learning process. This is because the flow carried out in using VR media is able to attract curiosity for students. In addition, the teacher uses a game strategy so that learning feels fun and is able to foster students' enthusiasm. The use of media and learning strategies chosen by the teacher is in line with what Tafano said that learning activities are not just a time filler but have goals that are integrated with the ongoing instruction (Tafonao, 2018). Another consideration when teachers choose learning media is the suitability of the goals to be achieved and the material to be given.
Meanwhile, the management of Islamic Religious Education learning at the State of Junior High School 2 Sokaraja has been in accordance with Tang's theory which states that the equipment needed for the learning process using media needs to be prepared before learning is carried out in order to run more effectively. The implementation of learning by implementing VR technology as a IRE learning medium for the Hajj and Umrah material is carried out in three parts of activities, namely preliminary/preparatory activities, core and closing (Tang, Zainal, & Li, 2023). In using VR media, learning, dissemination, and presentation of information conveyed by teachers can make learning more effective and efficient, because this technology has advantages that can engineer a building into a 3D object so that students can explore every corner of it without having to come directly to the real world. By directly involving students in learning, interactivity between them will increase and can lead to positive educational outcomes because the presence experienced by students has a strong emotional impact. Because,  students can be guided to explore freely and can trigger more positive emotional expressions, such as enjoyment. Emotional expression can indicate a high level of engagement with learning content, which in turn correlates with learning outcomes (Yang, et al., 2023).
Based on the analysis obtained, the researchers concluded that the implementation of VR technology as  IRE  learning medium in the Hajj and Umrah material has a positive impact on learning for students where they are more interested and enthusiastic in learning. Because, they can feel and interact like carrying out the Umrah ritual which usually only uses conventional media with still or monotonous images.
The use of VR media practiced at State of Junior High School 2 Sokaraja turned out to be very easy to operate on students' smartphones that can access the content in MeleaLab. In fact, the use of this application can help students to learn independently. This is because the features in MeleaLab are very familiar to today's students. These field findings are in accordance with Darojat's opinion that MileaLab can be used at home, as long as there is an internet network (Darojat, Ulfa, & Wedi, 2022).
Through this VR media, teachers can also train students to think creatively and critically because students are presented with complex and challenging problems. This habit of critical and creative thinking will in turn shape students to be accustomed to solving problems using higher-order thinking. Therefore, this media is very suitable for project-based or problem-based lessons (Mudrika, Syaifuddin, & Azmi, 2024). To measure how effectively the material is absorbed by students, teachers can use the quiz menu on MileaLab to determine their cognitive competence. All quizzes are available so that teachers only need to choose which quiz is appropriate to the material given. In addition, teachers can also ask for feedback from students through the pop-up feature so that students can be actively involved during the learning process (Fauziyah & Mulyani, 2024). Therefore, the objectives of learning based on the Hajj Umor simulation with VR have three characteristics, namely; student-oriented simulation, as a problem-solving tool, and a dynamic learning model (Unwin & McAleese, 1978),
CONCLUSION
         The learning management of IRE at Stage Yunior High School done by teacher consisted of  three stages; preparation, mean activities, and evaluation of learning. Because the learning media used belonged to modern one, the preparation need carefulness started from downloading the MileaLab, creating the menus containing in it, and informing to the student related the use of the Media.
 The usage  of the MilleaLab platform strongly help the students assisting  self-learning activities, increasing  learning motivation, building  cognitive competencies which influence teaching and  learning outcomes. This platform is flexible, meaning it can be used offline, online or hybrid (free from the constraints of space and time). The MilleaLab platform is a relevant application in the 21st century (suitable for the digital native generation), where it is not only provides material in text, but can also display images, videos, audio, 3D icons and quizzes. Students are directed to simulate there and can get experience immersively from  practicing  of hajj and umrah in front of the Kaaba through a 360 view mode video with the help of a VR Box or without using it
Besides that, it  can increase concept understanding, learning interest, and improve students' critical thinking skills. The main advantage of VR is that it is able to create an immersive hybrid learning environment in the form of a combination of the digital environment and the physical environment of objects, thus facilitating the development of processing skills, such as critical thinking skills, problem-solving skills, and communication skills through collaborative exercises that are interconnected. So, the teachers’ role move from sermon to facilitator of learning, they can also monitor the students’ activities from this application. But, the utilizing AR as learning media in IRE subject  does not mean fully overtaking  the role of the educator  as a learning resource
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