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CHAPTER I 

INTRODUCTION 

This chapter presents research background, research problem, research 

objective, scope and limitation, research significance, and definition of key terms. 

1.1. Research Background  

To a large degree, the notion of technology becomes significantly urging on 

the aspect of utilizing people to help their activities in their daily life nowadays. It 

is known that technology is always updated rapidly in every single space of human 

needs. Motteram (2013) stated that technology continues to be used for all sorts of 

specific language learning activities, such as the development of speaking, writing, 

and reading. In line with this, the use of smarthphone as one of media in 

develompment of technology has emerged in education for learning. Learning 

activities with smartphones, facilitate and attract students to learn, so that their 

perspective extended (Rambitan, 2015). In line with that idea, Clayton & Murphy 

(2016) reported that 88% of today’s students have access to a basic mobile phone 

or a smartphone in overall. 

One of the sophisticated technology that uses smartphone to run the system 

is Virtual Reality System. This term is considered to have begun in the 1950’s, but 

it came to the public’s attention in the late 1980’s and 1990’s that was used to 

describe a computer generated  virtual environment that may be moved through and 

manipulated by a user in real time (Mandal, 2013). It relates with simulated objects 

in that environment or situation like the real-world vision. This technology becomes 

well-known and fashionable in current decade because of the idea of life view when 

user used it and interacted with Synthetic environment. Synthetic Environment is 
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used to describe computer-mediated human interaction with the simulated 

environment which also includes physical reaction ( Draper et al., 1999, as cited in 

Ma and Kaber, 2006). 

Since Palmer Luckey created Oculus Rift to make Virtual Reality System 

working inside the software connected with the glasses in March of 2014, it 

becomes popular in the field of new technology expanded (Clark, 2014). Recently, 

Virtual Reality (VR) known for having game simulation like the VR product from 

Palmer Luckey applied, users can use it like they are in the real life situation. The 

development of Virtual Reality System in educational environment emerges in huge 

interaction such as educational games and Virtual Reality as Disruptive 

Technologies (Psotka, 2013), Virtual Reality in teaching environmental 

engineering (Burnley, 2017), Virtual Reality for learning style  and teaching 

learning process (Gutiérrez, Mora, Diaz, & Marrero, 2017), Virtual Reality in 

medicine (Gutiérrez et al., 2017), Virtual Reality Engineering Education (Abulrub, 

Attridge, & Williams, 2011), Virtual Reality in Biology Education (Shim et al., 

2010). 

A recent study on pointing Virtual Reality for an incredible future 

technology besides implementing on game simulation has already been done by 

some experts. Wilson, Soranzo, & Sheffield (2015) concluded that the use of VR 

in psychological study has increased due to a number of the benefits afforded over 

traditional experimental apparatus such as more strict control of the environment 

and the possibility of creating more ecologically valid stimulus presentation and 

response protocols. In healthcare field, students can interact with and examine a 

virtual patient and learn skills in a real world, they can perform procedures and even 



3 
 

surgery on a virtual patient in safe and controlled environment, and this system has 

wide applications ranging from diagnosis, treatment, counselling and rehabilitation, 

to designing of hospitals (Chaudhury, 2014). The other way of developing Virtual 

Reality System on educational fields would involve the students of Business 

English in terms of practicing job interview before they apply for job. 

Business English is part of English for Specific Purposes as a distinct field 

from General English (Bereczky & Gabor, 2009). Kučírková, Vogeltanzová, & 

Jarkovská (2011) stated that Business English course concerns on the use of 

knowledge in business and management sphere, in negotiations with foreign 

partners, in the sphere of research etc. One of the course in Business English that 

deals with the preparation of job fields is Job Interview. Job Interview is the current 

issue that author takes away from the needs of students that they plan to have a job 

after they have graduated. Job Interviews A Quick Guide (2011) identified what the 

candidate of employees are looking for, know what you can offer them, prepare 

yourself well and promote yourself as the best match to their needs. This is the 

effort of the author to attain the aim of VR function on educational term to make 

the learners more enjoyable in learning and increase the speaking skill by using 

media supported device.  

Regarding that field of study, the researcher develops Virtual Reality in 

educational environment, by focusing on the implementation of Virtual Reality 

System on Business English students. Business English (BE) in the University of 

Muhammadiyah Malang (UMM) is an elective course at English Language 

Education Department (ELED) Faculty of Teacher Training and Education. This 

study learns about the matters found in business place. In the early level, it talks 
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about how to write a systematic and good Business letter as its tool to interact or to 

make a convention with the others.  

Needs analysis media in Job Interviews presented that the use of Virtual 

Reality System on VR Glasses is needed to be developed for students of Business 

English UMM in practicing job interview before they face the real environment of 

interview (Jailani, 2017). Students thought that the early existance of Virtual 

Reality technology facilitates them in interesting and fun learning on educational 

fields because they only know about the concept of interview without getting a 

chance to directly train themselves in the interview simulation. Hence, VR Glasses 

with the use of software inside smartphone should be developed in terms of the 

features and additional questions in order to make the students more practice 

especially in speaking activity. 

 In this research, the author will develop a Virtual Reality System on media 

to increase students’ speaking ability and prepare them for practicing job interview 

which is used in software application of Job Interview Simulation by VR Glasses. 

The author will conduct Research and Development Program with the title 

“Developing Job Interview Application on Virtual Reality System Using VR 

Glasses for Business English Students UMM”. 

 

1.2. Research Problem 

In essence, the problem of this research is formulated below: 

How to develop Virtual Reality System in Job Interview application for Business 

English Students? 

1.3. Research Objective 
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  The objective of this study is to develop Virtual Reality System in Job 

Interview Application for Business English Students. 

 

1.4. Scope and Limitation 

In implementing this technology, the scope of this study is the Virtual 

Reality System used in VR Glasses. The limitation focuses on helping the 

performance of potential users by using VR System in practicing and preparing 

“Job Interview” for Business English Students in the University of 

Muhammadiyah Malang. 

 

1.5. Research Significance 

In accordance with the background of study, the researcher expects that this 

study can give contributions to the following: 

a. For teachers and lecturers 

Helping teachers and lecturers in facilitating the students by providing more 

innovative learning media such as VR Glasses. 

b. For students 

Helping students learn speaking and train them in preparing Job Interview in 

the scope of practice in an efficient and a fun way so that they can be ready to 

compete globally in work fields. 

c. For the next researchers 

Increasing the knowledge and understanding about Virtual Reality System 

technology in learning speaking especially on how to be advance in job 

interview session. 
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1.6. Definition of the Key Terms 

To make the readers understand the terms used in this study easily, the writer 

presents definition of the terms as follows: 

1. Virtual Reality (VR) System is a computer simulated environment. This system 

is a 3-Dimensional computer generated environment (Desai et al., 2014). VR 

proides the effects of a concrete exitence without actually having a concrete 

existence. It is the next step along a path that includes many familiar media, 

from paintings to movies to video games so that can even socialize with people 

inside of new worlds, either of which could be real or artificial (LaValle, 2017). 

This system could work by using the media which brings the user into the 

performance of VR, namely VR Glasses. 

2. The job interview is one of the most important requirements for the applicants 

of job to help them pass the interview session in applying for work. The terms 

are proposed for the general communication in speaking skill. These skills 

include speaking, listening, understanding, thinking, talking and participating 

in verbal exchanges and discussions conducted in English which are considered 

as essential at job interview situations (Maes, Weldy, & Icenogle, 1997 as cited 

in Alias et al., 2013). On the other hand, the job interview situation is a 

challenging, dynamic process of interpersonal communication context upon 

which graduates need to demonstrate their knowledge in their fields of study 

using language as a tool of communication (Alias et al., 2013). 


