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Abstract

The flipped classroom based on virtual reality technology is one of the recent technological innovations that had an
impact on the education process ,The current study aimed to identify the effectiveness of the flipped classroom based
on virtual reality technology on developing the skills of historical inference and engagement in learning among fourth
grade female students, by identifying the historical inference skills of fourth grade female students, the level of
engagement in learning and developing a proposed vision. The use of an inverted classroom based on virtual reality
technology (Unity) in developing historical inference skills and engagement in learning among fourth grade female
students, and the effectiveness of using an inverted classroom based on virtual reality technology (Unity) on developing
historical inference skills and engagement in learning among fourth grade female students. The researcher used the
semi-experimental approach. The study sample consisted of (30) female students from fourth grade of primary school,
whom were divided into two groups, namely: an experimental group that studied by an inverted classroom based on
virtual reality technology (Unity, and control group, whom studied by the traditional method on teaching, and the model
of Abdul Latif Al-Jazzar developed for the educational design was used. In addition to the achievement test, the
observation card, and the scale of engagement in learning. The results showed that there was a statistically significant
difference between the mean scores of the experimental group that used the inverted classroom based on virtual reality
technology (Unity) and the scores of the control group that used the traditional method in the telemetry of historical
reasoning skills in favor of the experimental group, and that there was a statistically significant difference between the
mean scores of the experimental group that The inverted separation based on virtual reality technology (Unity) was
used, and the scores of the control group that used the traditional method in the post-measurement of the engagement
in learning scale were used in favor of the experimental group, and there was no statistically significant difference
between the mean scores of both the experimental and control groups, and the degree of proficiency to be tested (80%)
In the skill test of the skills of historical reasoning and engagement in education, and there are statistically significant
differences between the mean scores of the control group that uses the inverted classroom based on virtual reality
technology (Unity) and the degree of proficiency to be tested (80%) in the skill test of the skills of historical reasoning
and engagement in education, while The effectiveness of using the flipped classroom based on reality technology has
reached a default (Unity) to "1.21" by Blake's equation for adjusted gain.
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