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 This study investigates the effectiveness of using Roblox Virtual Classroom 

in developing students’ reading comprehension for problem-solving skills. Digital 

learning platforms have become increasingly integrated into the education process, 

especially among senior high school students familiar with digital environments. 

However, the effect of such digital platforms on reading comprehension is still 

ambiguous. 

 A quantitative method of data collection has been used in this study. It is a 

quasi-experimental pre-test–post-test control group design which was carried out at 

SMAN 1 Situbondo where 36 students participated in this study. The subjects were 

divided equally into two groups; there were 18 students in the experimental group 

and the rest in the control group. To measure the reading comprehension skill, a test 

has been prepared by the researchers using Google Forms. In particular, the control 

group has undergone traditional learning and the experimental group – learning 

through Roblox Virtual Classroom. 

 For analyzing the results, both paired-sample t-test and independent-sample 

t-test were applied. As a result, the findings obtained from conducting the paired-

sample t-test showed that there were no statistically significant differences between 

the pre-test and post-test scores of the control group (Sig. = 0.601 > 0.05) and the 

experimental group (Sig. = 0.699 > 0.05). Also, there were no significant 

differences between the post-test scores of the experimental group and the control 

group obtained from the independent-sample t-test (Sig. = 0.439 > 0.05). 

 As can be seen from the results above, the application of Roblox Virtual 

Classroom does not demonstrate statistically significant effects on developing 

students' reading comprehension compared to conventional teaching methods. 

However, there is a potential for improving the learning experience provided by the 

digital platform. 

  


