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Purpose of the study: This research aims to determine and improve
students' digital literacy using Google Cardboard media for class IV
students at Elementary School and assessing the extent to which students'
participation and involvement in learning activities using Google
Cardboard can motivate them to actively learn.

Methodology: This research is classroom action research. The subjects
of this research were 25 grade IV students at Elementary School. The
object of the research is to increase students' digital literacy through
Google Cardboard media. Data technigques use tests and observations.
The research instrument uses observation sheets and test questions or
evaluation of learning outcomes.

Main Findings: The results of the study showed that before the
implementation of Google Cardboard media on the theme of my dreams,
5 students (20%) had completed it and 20 students (80%) had not
completed it and the class average score was 60%. However, after
learning using Google Cardboard media in learning the theme of my
dreams in cycles 1 and Il, data was obtained that student learning
outcomes increased. With the increase that occurred in students who had
reached 88%.

Novelty/Originality of this study: The novelty of this research is that
through the use of Google Cardboard with a focus on the theme "My
Dreams”, class IV students elementary school can develop their digital
literacy skills while gaining a deeper understanding of technology and
information, thereby increasing students' digital literacy. through more
contextual learning experiences.
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1. INTRODUCTION

Education in the current era of information and technology can be formulated as a human development
effort which is characterized by increasing knowledge, skills, abilities, and individual and group behavior to which
the person belongs, through continuous learning activities included in the world of education 4.0 [1]-[3]. Education
4.0 is education that is characterized by the use of digital technology in the learning process or known as a cyber
system [4]-[6]. This system is able to enable the learning process to take place continuously without space and
time limits. As the front guard in the world of education, teachers must upgrade their competencies in facing the
era of education 4.0 [7]-[9]. The students faced by teachers today are the millennial generation who are no stranger
to the digital world.

Based on the results of observations with class IV teachers carried out at elementary school, Waled
District, Cirebon Regency, it was found that learning places more emphasis on the lecture method, which makes
students less innovative and creative so that students' interest in learning decreases.Looking at the facts during
learning in class IV of elementary school, Waled District, Cirebon Regency, it is known that varied learning media
are not implemented enough by teachers. Learning in class and outside the classroom, teachers have not created
an active and enjoyable learning atmosphere, so that it does not attract students' attention, and students are less
motivated in the ongoing learning. Lessons from this research highlight the importance of integrating innovative
technologies, such as Google Cardboard, in designing engaging and effective learning experiences. Additionally,
a deep understanding of students' individual needs, early digital literacy skills, and necessary supports are key to
successfully implementing these technologies in the classroom [10]-[12].

In learning on the theme of my dreams, the use of media is very necessary for stimulation or response to
the material presented by the teacher and to stimulate students’ attention [13]-[15]. Learning media is anything
that can be used to channel messages from the sender to the recipient so that it can stimulate students' thoughts,
feelings, attention and interest and attention in such a way that the learning process occurs [16]-[18]. Therefore,
media in the learning process is very necessary to help students understand the learning material. including digital
literacy which is a characteristic of education 4.0. Digital literacy is the ability to create and share in different
modes and forms to create, collaborate and communicate more effectively, as well as to understand how and when
to use digital technology to support these processes.

Surah Thoha verse 114:

e 0505 s
Meaning: "And say (by you Muhammad), "O my Lord, add to me knowledge".

Based on the verse above about seeking as much knowledge as possible, it says that every individual
needs to understand that digital literacy is an important thing needed to be able to participate in today's modern
world. Digital literacy is as important as reading, writing, arithmetic and other scientific disciplines. The generation
that grew up with unlimited access to digital technology has a different thinking pattern from previous generations.
Everyone should be responsible for how to use technology to interact with the surrounding environment. Digital
technology allows people to interact and communicate with family and friends in everyday life. In the world of
education, students are one of the users of information. The information students need is not only in printed format
[19], [20]. The internet began to present information in a different format, namely digital. The digital literacy skills
of students in class IV of elementary school, Waled District, Cirebon Regency are still considered lacking,
considering that the method used is mostly lecture methods and does not use digital media. The digital media that
can be applied at elementary school, Waled District, Cirebon Regency is Google Cardboard learning media.
Google Cardboard media is a Virtual Reality media, presenting different advantages from other media such as TV
and projectors. Google Cardboard media is a Virtual Reality (VR) developed by Google for use on smart cellphone
devices. Based on the background above, action is needed to increase the digital literacy of class IV students by
using Google Cardboard media. With this media, students are invited to apply, watch and experience virtual reality
in a simple, fun way and can increase students' interest and digital literacy skills.

Based on the background of the problem above, the problem can be identified as follows: The low digital
literacy skills of students in class 1V, the teacher in providing learning places more emphasis on the lecture method,
so that the learning process feels boring and the learning media used does not attract students' interest. Problem
Limitations, Based on the problems identified, for the purpose of this research the author needs to limit the
problems to be researched, namely, Google Cardboard as the media used, and examine the digital literacy of
students in class 1V elementary school Tema My Aspirations, sub-theme 1 about me and My goal is to use learning
I, namely Indonesian language subjects covering various types of work.

That the term digital literacy was first put forward as the ability to understand and use information from
various digital sources [4], [21]. he stated that digital literacy is. the ability to use technology and information from
digital devices effectively and efficiently in various contexts, such as academics, careers and everyday life. The
digital era cannot be separated from literacy skills, because it is always related to how to obtain information that
should be used wisely and ethically. Digital literacy can also be interpreted as the ability to read, read and analyze
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various kinds of digital sources [22]-[24]. In modern society, especially in Indonesia, social media and various
digital media have become a necessity. This massive digital development has had an impact on shifting people's
behavior. Therefore, the need for information through the digital world needs to be accompanied by media
intelligence by analyzing existing data and content. That school digital literacy must be developed as an integrated
learning mechanism from the curriculum or at least connected to the teaching and learning system. Students need
to improve their skills, teachers need to increase their knowledge and creativity in the process of teaching digital
literacy, and school principals need to facilitate teachers or education staff in developing a school digital literacy
culture.

Competency as the ability to organize knowledge, build a collection of information obtained from various
sources with the ability to collect and evaluate facts and opinions well and without prejudice. This is done for
certain purposes, both education and work. This competency includes several components, namely: Ability to
search for information via the internet, Ability. to create a personal newsfeed or news notification. The latest
information can be obtained by joining and subscribing to news in a newsgroup. Learning Media is one of the
learning components that has an important role in teaching and learning activities. In accordance with scientific
learning, the use of learning media should get the teacher's attention in every teaching and learning activity.
Therefore, teachers need to learn how to determine learning media in order to effectively achieve learning goals.
in the teaching and learning process. One learning media that can support the effectiveness of teaching and learning
activities in accordance with developments in science and technology is the use of Google Cardboard in learning
which is packaged in CD (Compact Disk) form. By using learning media in the form of Google Cardboard, students
will be more interested and enthusiastic in learning, and the use of Google Cardboard can influence students in
gaining knowledge about themselves and their dreams. The research activities that will be carried out will use
learning media in the form of Google Cardboard in learning the theme of my dreams for students in class IV at
Elementary School Waled District, Cirebon Regency, West Java Province.

The application of Google Cardboard media with the theme "My Dreams™ in Class IV of Elementary
School Waled District aims to bridge the existing gap in students' digital literacy. Recognizing the ever-evolving
technological landscape, it is crucial to improve students' skills and understanding of digital literacy from an early
age. The gap in digital literacy among today's students underscores the need for innovative and engaging
approaches to the learning process. This research is in line with research conducted by Ahmed and Hossain [25]
who conducted research on Google Cardboard. By utilizing Google Cardboard as a medium for exploration and
education, students are not only exposed to digital content but are also encouraged to actively participate in a
deeper learning experience. This initiative seeks to address the digital literacy gap by providing students at
Elementary School Waled District with a unique and interactive platform to develop their digital skills, cultivating
a future-ready generation equipped with the competencies necessary to navigate the digital world.

This research aims to determine and improve students' digital literacy using Google Cardboard media for
class IV students at Elementary School and assessing the extent to which students' participation and involvement
in learning activities using Google Cardboard can motivate them to actively learn. This latest research reveals
interesting innovations in increasing the digital literacy of grade 1V students at Elementary School Waled District.
Involving the use of Google Cardboard media with the theme "My Dreams" in class, this research shows that this
approach is successful in generating student interest and involvement in learning. By utilizing virtual reality
technology, students can dig deeper into their dreams, while developing their digital literacy skills. The research
results showed a significant increase in students' understanding of learning content and their ability to use digital
technology. This innovative approach not only creates an enjoyable learning experience but also has a positive
impact on the development of students' digital literacy in the era of modern technology. This research aims to
determine and improve students' digital literacy using Google Cardboard media for class IV students at elementary
school, Waled subdistrict, Cirebon district. And assessing the extent to which students' participation and
involvement in learning activities using Google Cardboard can motivate them to actively learn.

2. RESEARCH METHOD
2.1. Types of Research

This type of research is classroom action research. The classroom action research model used in this
research is the Kemmis & Taggart model. This research model combines two components, namely the action
component and the observation component into one unit. The combination of these two components is because the
process of action and observation is an inseparable unit. So when you perform an action, at that very moment.
researchers make observations [26], [27]. This research cycle depends on the achievement of the research
objectives, if the research objectives have been achieved then the next cycle is not carried out.

2.2 Sampling Technique
The sampling technique is random sampling. In conducting this research, we applied a random sampling
method to ensure random and fair representation of the population studied [28]-[30]. By using this approach, each
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element or individual in the population has an equal chance of being selected as a sample. The sample selection
steps were carried out randomly, so that the research results could be more general and reliable. This random
sampling process helps us avoid bias in sample selection, so that the research results can be applied more broadly
to the population as a whole. The decision to use a random sampling method was based on our aim to obtain data
that represents the diversity and variation that may exist in the population, so as to increase the validity and
generalisability of our research findings.

2.3 Data Collection Technique

In collecting data for this research, we applied various careful and structured data collection techniques.
The main method used is a questionnaire, where respondents are asked to provide their responses to a series of
questions related to the research topic. [31], [32] This questionnaire was carefully designed to ensure the validity
and reliability of the data obtained. In addition, we also conducted in-depth interviews with a number of selected
respondents, exploring deeper understanding and context that may not be revealed in the questionnaire. Direct
observations are also carried out to observe behavior and situations in the field. The use of triangulation techniques,
namely combining several data collection methods, strengthens the reliability of research findings. These measures
are carefully selected to ensure that the data collected reflects important aspects of the phenomenon under study
and can provide a solid basis for analysis and conclusions.

2.4 Data Analysis Technique

The data analysis process in research on increasing digital literacy for fourth grade students through the
use of Google Cardboard media with the theme "My Dreams™ at elementary school Waled District involves a
series of systematic steps. First, quantitative data obtained from the questionnaire was analyzed using descriptive
statistics, including means, standard deviations, and percentages, to detail the extent of students' digital literacy
development. Qualitative analysis was carried out by conducting thematic coding of interview and observation
data, identifying emerging patterns, themes and trends [33], [34]. Next, we utilized triangulation techniques to
compare and confirm findings from multiple data sources. During the analysis process, we use statistical software
and data visualization applications to provide graphical presentations that make it easier to understand the results.
It is hoped that this combinative approach between quantitative and qualitative analysis can provide a holistic
understanding of the impact of using Google Cardboard in increasing the digital literacy of class IV students at
elementary school Waled District.

2.5 Research Procedure

This research began by designing careful research procedures to achieve the goal of increasing students'
digital literacy through the use of Google Cardboard media with the theme "My Dreams™ in class IV of elementary
school Waled District. The initial step involves preparing learning materials that are appropriate to the curriculum
and theme, as well as developing special modules for use with Google Cardboard. After that, we randomly selected
samples from class IV students and obtained permission and support from the school. The research implementation
was carried out by integrating Google Cardboard media into daily learning, with students engaging in virtual
exploration based on the theme "My Dreams". During the learning process, we use questionnaires, observations,
and interviews to collect data regarding students' responses, level of engagement, and their understanding of digital
literacy. The collected data was then analyzed using quantitative and qualitative approaches. Finally, the results of
this research are presented in the form of a report that includes findings, conclusions and recommendations to
support the implementation of digital literacy development strategies at the elementary school level.

3. RESULTS AND DISCUSSION

Based on observations of digital literacy in class IV of Elementary School before research was carried
out in semester 2 of the 2018-2019 school year, it showed that students' digital literacy was still very low, as seen
from the students. still passive when participating in learning because the teacher still uses the lecture method and
there are no teaching aids such as pictures, videos, audio and so on. so it is still not interesting when the teacher
explains the material. There are 25 students in this class.The implementation of this Classroom Action Research
on the Use of Google Cardboard Media in Efforts to Increase Digital Literacy for Class IV Students at Elementary
School Academic Year was carried out in two years .

Based on the results of the pre-action, 20 students or 80% of students had not yet completed and 5 students
or 20% of students had completed. With this, students' acquisition of digital literacy in the pre-cycle still shows
very poor results. Apart from that, from table 7 there are still many students whose scores are still below the
minimum completeness criteria score, namely 65. These descriptive results show that there are students who still
receive attention in improving digital literacy, such as students who must be given an understanding of digital
literacy and media that supports students' digital literacy activities so that students can apply it directly so as to
broaden their insight. about digital literacy. Therefore, researchers want to make improvements. students' digital
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literacy using Google Cardboard media. Based on the results of the table, they should get better treatment in cycle
1.
Data from the table above regarding students' digital literacy in pre-action can be explained through the

diagram below:

Table 1. Analysis of Completeness of Learning Results

No Value Student Percentage Category

1 X<65 20 80 Complate

2 X>65 5 20 Not Complate

90

60 -
50 -
40 -
30 -
20 -
10 -

m Student

= Percentage

Not Complate Complate

Figure 1. Pre-Action Student Learning Outcomes Diagram

From this data, it can be seen that there has been an increase in the percentage of students who have
completed the minimum learning outcomes in cycle | and cycle 1. With the increase that has occurred in students
who have reached 88% of students who have completed and exceeded 75% of the success indicators, it is stated
that this learning improvement has been successful. Apart from being able to improve student learning outcomes,
the theme of my dreams using Google Cardboard media can also increase learning motivation and increase student
participation and active learning that takes place in the classroom during learning. During initial observations
carried out by researchers on class IV students at Elementary School, during the learning process, the teacher
delivered learning material that only directed more towards the students' experiences. in liking their ideals and not
providing a broader view so that students' thinking patterns will further develop by using Google Cardboard media.

The qualitative results of this research show a positive response and active involvement of students
towards the use of Google Cardboard media with the theme "My Dreams". In general, students show high
enthusiasm in participating in learning activities that use virtual reality technology. They stated that virtual reality
experiences provided a new dimension to learning, allowing them to 'visit' places they could previously only
imagine. Apart from that, students also involve themselves in group discussions related to the theme of their
dreams, broadening their horizons about various aspirations and goals in life. The results of in-depth interviews
show that students have increased understanding of digital literacy, especially in terms of navigation and
interaction with virtual reality technology.

However, the qualitative results also identified several challenges faced during implementation. Some
students have some difficulty adjusting to this new technology, although most overcome these obstacles after some
time. Some also expressed a need for more guidance from teachers regarding the use of Google Cardboard. In
addition, some students expressed a preference for traditional learning methods and felt challenged in expressing
their dreams openly. Therefore, understanding and overcoming these obstacles is important in optimizing the
potential of Google Cardboard media as a tool for increasing students' digital literacy.

Learning, which is a process from not knowing to knowing, is very good as a moment to form aspects
that are the goal of improvement and improvement in the learning process [35]-[37]. So teachers must be able to
package learning well with the aim that the assessment aspects of students' digital literacy can be achieved. This
is because students need to achieve good digital literacy, but these results must be achieved through a good process
as well [38]. From the results of the discussion presented in the previous chapter, the conclusions that can be drawn
are: The digital literacy activities of students in class IV use Google Cardboard media on the theme of my dreams
in class 1V at Elementary School based on. From the data obtained, it can be seen that there has been a change,
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where previously students still lacked understanding of digital literacy using Google Cardboard media, now
students are able and able to use Google Cardboard media well, as indicated by the results of observations which
show that students' digital literacy activities have an average of 100. %.

The digital literacy abilities of students in class IV using Google Cardboard media on the theme of my
dreams in class IV Elementary School according to the data obtained before and after the action was implemented
showed an increase in students' digital literacy as indicated by the observation results obtained. From the results
of observations obtained before implementing Google Cardboard media, students were not able to apply this media
well, but after learning to use Google Cardboard media, based on the results of observations, students were able
to apply Google Cardboard media well, marked by the results of observations that showed students were able to
apply Google Cardboard media [39]. with 100% implementation. The learning outcomes of students in class IV
using Google Cardboard media on the theme of my dreams in class IV Elementary School are based on the results
of tests which show that before the implementation of Google Cardboard media on the theme of my dreams, 5
students or 20% completed and 20 students or 80% incomplete. However, after learning using Google Cardboard
media on the theme of my dreams, cycles I and |1, data was obtained that student learning outcomes increased.

This research is also in line with research conducted by Ahmed and Hossain [25] This research aims to
explore and improve the digital literacy of fourth grade students through the use of Google Cardboard media with
a thematic focus on "My Dreams" at Elementary School Waled District. By adopting this innovative approach,
this research will explore the potential of virtual reality technology in creating more immersive and engaging
learning experiences for students. By implementing learning modules specifically for Google Cardboard, we strive
to integrate aspects of digital literacy with students' personal themes, providing a more personal and relevant
dimension to learning. This approach is expected to not only increase students' technological understanding but
also stimulate their interest and creativity in exploring and realizing personal dreams [40]. Thus, it is hoped that
this research can make a significant contribution to the development of digital literacy learning methods at the
elementary school level.

Although this research provides valuable insight into the use of Google Cardboard media in improving
students' digital literacy in Class 1V elementary school Waled District, there are several limitations that need to be
acknowledged. First, the research results may be limited to the specific environment and characteristics of SDN 1
Cikulak Waled, so generalization of the results to other school environments needs to be done with caution. In
addition, external factors such as technology accessibility and students' initial level of understanding of digital
literacy can also influence research results. Furthermore, this study did not consider other variables that might
influence the results, such as parental support and school policies regarding the use of technology in learning.
Therefore, further research needs to be carried out taking these factors into account in order to gain a more
comprehensive understanding of the effectiveness of using Google Cardboard in increasing students' digital
literacy.

The novelty of the research lies in its innovative approach to enhancing students' digital literacy through
the integration of Google Cardboard media with the thematic focus on "My Dreams" in Class IV of Elementary
School Waled District. The significant innovation of this research lies in the integration of Google Cardboard in
the context of basic education at SDN 1 Cikulak Waled District with a thematic approach focusing on the theme
"My Dreams". The use of virtual reality technology in fourth grade students' digital literacy not only enriches their
learning experience, but also opens up the potential for visual and interactive dream exploration. This research
establishes an underexplored link between VR technology and the development of digital literacy at the primary
level, enriching the knowledge base regarding the application of innovative media in the context of primary
education. The novelty of this research lies not only in the use of technology, but also in the thematic approach
which has a positive impact on students' motivation and participation in developing their digital literacy skills.

This study represents a pioneering initiative in leveraging virtual reality technology within the primary
education context, providing students with an immersive and engaging learning experience. The incorporation of
Google Cardboard as an educational tool not only introduces a novel dimension to traditional teaching methods
but also taps into the potential of virtual reality to stimulate students' curiosity and active participation. The
thematic emphasis on "My Dreams" adds a personal and motivational touch to the digital literacy curriculum,
fostering a deeper connection between technology and the aspirations of the students. This unique blend of
technology, thematic content, and educational objectives contributes to the originality of the research, paving the
way for potential advancements in the field of digital literacy enhancement in primary.

4. CONCLUSION

Overall, this research shows that the use of Google Cardboard media with the theme "My Dreams" can
effectively increase students' digital literacy in Class IV Elementary School Waled District. Through this
innovative approach, students not only engage in more fun and interactive learning, but also successfully develop
their digital literacy skills. The use of virtual reality technology such as Google Cardboard provides students with
a more immersive and engaging learning experience, helping them understand digital concepts better. Thus, the
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integration of this media in learning can be considered a positive step in preparing students for the digital era,
opening up new opportunities for the development of their creativity, knowledge and technological abilities.
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