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Implementing  

Institution(s): 
MilleaLab 

Country and/or 

localities where 

practice has been 

implemented : 

Indonesia 

Timeline/Years: 2019 - ongoing 

Target Group: 

Educators and learners 

In K-12 Educational 

Institutions 

Total cost  

Incurred/

resources 

required: 

Hardware: 

 

MilleaLab Creator 

Specification 

Processor:  

intel 13/15/17 or more 

OS: 

Windows 8/10 – 64 Bit 

RAM:  

Minimum 2GB or more 

Storage:  

Minimum 2-5 GB 

Graphics Card:  

Internal or External 

Graphic Card. 

 

MilleaLab Viewer 

Specification 

Processor: 

Hexa-core 4x 1.4 GHz or 

more 

OS:  

Minimum Android  

Lollipop 

RAM:  

Minimum 2GB or more 

Storage:  

Minimum 500 MB or 

more 

Graphics Card:  

Minimum Adreno 510 or 

more 

Sensor:  

Gyroscope or 

Accelerometer  

Website 

https://

www.millealab.com/

ambassador  

Overview 

 O      

The ASEAN’s future agenda on TVET and 

consolidated strategy on the Fourth         

Industrial Revolution (2021) proposes for   

vocational educational programmes to    

continuously transform and adopt new  

technologies; especially those that drive  

digital transformation such as extended   

reality, ubiquitous computing, collabora-

tion technologies, artificial intelligence and 

blockchain, in order to remain relevant and 

effective in their delivery. 

Extended reality refers to immersive  

technologies such as virtual reality,        

augmented reality and mixed reality are 

adopted by several sectors such as      

gaming, health care, training, education, 

tourism, and others.  

             

MilleaLab VR Ambassadors 

MilleaLab is an all-in-one cloud-based 

Virtual Reality (VR) Platform to support the 

creation of 3D and Virtual Reality-based 

learning content anywhere and anytime. 

MilleaLab VR Ambassadors is a multiplier 

training program where  teachers across 

Indonesia are trained through collabora-

tion with various stakeholders to digitalize 

teaching and learning, using self-created 

virtual content customized to individual 

M LL  L B V  
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syllabus and curriculum. The community of 

VR ambassador teachers continue to   

multiply efforts to digitalize education 

across regions in Indonesia.    

 

Aims 

MilleaLab has a vision to accelerate the 

digitalization of education in Indonesia to 

build and connect the entire education   

network in Indonesia with Virtual Reality 

technology, thereby reviving the maximum 

harmonization between schools-

educators-students-parents. Through the 

MilleaLab VR Ambassadors program, its 

mission is to improve the digital              

competences of educators and enhance 

students’ motivation and interest towards 

improved learning outcomes. 

 

 M L M      O  O               

A number of activities were key in the 

Millealab VR Ambassadors multiplier   

training programme, as follows:  

The 100 Pioneer Schools Program            

produced the first 300 VR teacher            

ambassadors trained to create VR-based 

learning media for teaching and learning. 

This activity was initiated in collaboration 

with SEAMEO SEAMOLEC, PUSDATIN, 

Ikatan Guru Indonesia (IGI) where three 

teachers representing each school  

learned to use VR in various teaching and 

learning activities for one year. Industry 

partners such as Pigijo, MadingSchool.id 

and INFINA.id was engaged to provide     

future skills training such as in video     

making, soft skills such as public speaking, 

3D animation and motivational talks for 

student influencers.    

Under the training of trainer program in 

collaboration with the Indonesian Teachers 

Association (IGI), 1500 teacher ambassa-

dors trained other teachers in digital    

competences through VR technology at 

provinces, district and city level. Through 

this activity, the trainers were trained to 

disseminate conceptual knowledge of     

virtual reality in education and the            

application of MilleaLab virtual reality in  

hybrid, offline and online lessons. The  

trainees are also able to conduct class-

room action research on the impact of   

utilizing virtual reality in education.  

Nationwide ‘Digitalization in Education 

Sector’ activities produced 1200 ambassa-

dors and was carried out to increase the 

utilization of technology towards digital 

transformation in education, with collabo-

ration of stakeholders from ministries,    

local government, institutions, industry 

players, parents and general public.        

Carried out by the Ministry of Communica-

tion together with Ministry of Education, 

the program adhered to educational 

standards, curriculum and assessment, 

and targeted principals, supervisors, 

teachers and students across areas in    

Indonesia  including: Magelang. Kuningan, 

Bali, Banyuwangi, Papua, Padang, Klaten, 

Kendal, Batam, Bintan, Riau, Papua Barat, 

Medan and Tual (Maluku).    
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A 1000 VR pioneer teacher competition 

was jointly organized with SEAMEO        

SEAMOLEC where a 2-teacher 1-student 

team had to solve problems using VR    

content and produce output as follows:  

• Virtual Reality learning content that 

fits the problem of each school.  

• HOTS VR simulation for target        

students.  

• Scientific essays based on HOTS VR 

simulations written by target           

students.  

For example, in building engineering, 

teachers create construction simulations 

consisting of 3D assets of heavy          

equipment, construction environment. 

These  virtual scenarios reduced the cost 

of procuring expensive equipment and       

supplies such as machines, laboratory 

equipment. Virtual environments such as 

offices, banking etc were also created and 

used to support lessons in specific             

environments so learners have a feel of the 

real scenario (Figure 1).  

An education network and community 

of immersive technology teachers in         

Indonesia is formed in collaboration with 

GuruBinar. In 2021, 2500 VR educator       

pioneers from 27 provinces across             

Indonesia were trained, a mark of the      

democratization of new education        

technology.  

Figure 1: Construction and Banking Simulation 

Figure 2: Virtual sessions on metaverse platform SpaceCollab  
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Other than physical face-to-face train-

ing, remote training camps are organized 

such as South East Asia Creative Camp 

2019 across Southeast Asia institutions. 

In order to continue building the         

community and network of MilleaLab VR 

ambassadors across Indonesia, a 

metaverse space, SpaceCollab, was used 

as a virtual collaboration platform, to       

enable teacher pioneers to share good 

practices and discuss issues in applying VR 

in their situation (Figure 2). The metaverse 

platform enables the teacher community 

to share presentations using pdf texts, im-

ages,   videos and supports custom 3D ob-

ject    interaction but also enables natural     

communication model with lip sync and 

eye tracking technology. 

The MilleaLab VR ambassadors are kept 

motivated and incentivized based on a 

point and level system (Figure 3). 

Figure 3: Millealab VR Ambassador point and level system 
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principals, supervisors, teachers, students, 

parents and the general public so all are 

aware of the importance and fully support 

the digitalization of education in Indonesia. 

 

L   O  L             L   B L    

Over the years, the community of        

MilleaLab VR Ambassadors have                 

experimented and researched several  

pedagogical strategies, and found that the 

utilization of problem-based learning    

simulation in VR-based teaching and learn-

ing is able to improve learning outcomes.  

In the example of a topic on CNC         

machine, instructors that create VR       

content of the workshop scenario can best 

use several teaching methods and       

strategies to help learners understand the 

anatomy of the CNC machine, the state of 

the machines, troubleshoot the cause of 

burning etc.   

 M     

From 2019 to 2022, the Millealab VR  

Ambassadors innovation has enabled more 

than 20000  active users and 2500 schools 

in Indonesia to access virtual learning con-

tent. In cooperation with the Indonesian 

government, teacher associations, and 

various other partners, more than 9000 

teachers and educators have been trained 

through Millealab VR Ambassadors for 

them to continue disseminating VR-based 

learning (Figure 4). 

The involvement of industry players with 

the most up-to-date and relevant techno-

logy empowered Millealab VR Ambassadors 

program to collectively digitalize the        

education sector in a widespread area,   

accelerating digitalization in the education 

sector while ensuring the adherence to  

educational standards, curriculum and   

assessment.  

Millealab VR Ambassadors program     

involved all levels of participation from 

Figure 4: Distribution Map of VR ambassadors across Indonesia 
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Examples of how instructors can use 

virtual reality content and scenario to 

teach, making use of VR pedagogical 

methods and strategies include: 

1. Self-Virtual Mode 

This method gives learners the     

freedom to choose VR mode or hand-

held 360 interactive to access VR 

content distributed by educators 

through classrooms. Learners explore 

problems and then answer quizzes in 

the virtual world, or describe the  

solving in essay form. 

2. Virtual Group Flex Model 

Educators create a small group     

consisting of a maximum of five (5)      

learners with the same theme 

through VR classroom access.      

However, educators give different 

problems/quizzes for each group. The 

learners are expected to look for     

additional references to solve the 

thematic problems that educators 

provide for each group. 

3. Station Rotation VR 

Educators can divide learners into 

small groups and create several    

stations and learners will actively   

follow the sequence from one station 

to another. At one station, several VR 

tools were placed to examine the 

problems and theories the learners 

wanted to learn, then the other     

station was for group discussions, 

and so on. 

4. FGD Multiple Scenario 

The educators provide multiple      

scenarios that were distributed to all 

groups and each group had a     

different scenario, but the same   

subject. The educators create a small 

group consisting of a maximum of 5 

learners and distribute VR devices to 

access the VR content and then     

discuss it in their group. In this    

method, learners become active in 

discussion activities. 

 

Figure 5: Example of a Virtual Reality creation   
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 O  L   O  

Millealab VR Ambassadors is a showcase 

of a nationwide industry-led initiative; in 

collaboration with important stakeholders 

in education to reform and transform      

education towards the age of new digital-

ization.  

The model of community driven and 

multiplier learning empowers teachers to 

take ownership of their digital citizenship 

and to integrate technology into teaching 

and learning.  

With industry involvement and support, 

the providence of a futuristic and              

immersive metaverse platform enables the 

growing community of VR-competent 

teachers to sustain learning and motivate 

each other towards the goal of an             

advanced and connected network of      

digitally literate educators, ready for        

Industry 4.0.  

 

           

Association of Southeast Asian Nations 

(2021). Consolidated Strategy on the 

Fourth Industrial Revolution for ASEAN. 

ASEAN Secretariat, October 2021 
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Jelita Cahyaningtiyas 

Brand Owner MilleaLab 

Jelita.cahya@shintavr.com 

+61 812 9881 4908 
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