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CHAPTER II 

REVIEW OF RELATED LITERATURE 

 

In this chapter, the writer takes some related literature that appropriate with 

theoretical literature and researches based on the study matters. The aim of this 

chapter is synthesizing related literature concerning on Teaching Media, Virtual 

Reality Concept, Virtual Reality System, Virtual Technology to Visualize and 

Create VR Contents, Virtual Technologies in Education, How to Design Virtual 

Reality Application, Speaking Skill, and Job Interview. 

 

2.1 Teaching Media 

Teaching is defined as learning knowledge by transferring the information 

in certain symbols (Burke & Thod, 2005). In guiding and supervising the learners, 

teachers have to be able to adjust the content design of subject matter and the needs 

of learners to observe the things in gaining the information later on. As stated by 

Brown (2007) the teachers should try to show and help learners on how to do 

something by giving the instruction in order to make the learners understand. To 

advocate the teaching process, media can be appropriate selection for the teacher to 

facilitate learners’ comprehension of the material. According to Benson & Odera 

(2013), giving students the theory can make students easily forget the lesson so that 

the need to practice directly by using media. On the other hand, the use of media in 

teaching was observed by Rao (2014) showed that the  most of the learners in the 

class are able to improve their comprehension skills after using the media such as 

reading newspaper, printed material, magazines, and etc.  
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In line with that, the existence of media enhancing academic performance 

and promoting learning has been admitted nowadays (Benson & Odera, 2013). Bett 

(2008, as cited in Benson & Odera, 2013) stated the use of media resource for 

students in teaching and learning is necessary for their interaction. Media can be 

seen as a medium (Burke & Thod, 2005) which means it can carries information 

between informers and recipient, for instance, instructors, printed material, 

television, video, and etc (Smaldino et al., 2004). The example of media are 

computer program, smartphone, television, video, diagrams, printed materials, and 

instructors. According to Burke & Thod (2005), a teaching-learning medium is an 

achievement of specific teaching and learning outcome or an object the teacher uses 

for the learner. Therefore, teaching media can be defined as the use of media 

resources by the teacher to support the effectiveness of teaching and learning 

process in transferring the information towards the learners in order to achieve 

specific learning outcomes. 

 

2.2 Virtual Reality Concept 

The concept of VR has been known when author Stanley G.Weinbaum 

introduced a pair of glasses in the early 1930. This device can put the user in a 

movie where, each object, each character can be interacted, in his science fiction 

named Pygmalion’s Spectacles; (Sural, 2017, as cited in Nguyen, Tran, & Le, 

2017). Hence, many institutions have used VR as a new media which can be 

facilitated a various concerned fields, such as military training, medical education, 

entertainment, flight simulation, and scientific visualization. According to LaValle 

(2017), VR technology is a great technology different from the artificial that 
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stimulates senses, so deceived to receive another version of reality. Hence, this 

technology promises to change our lives 

The generally used of VR system which is known by people is for the game 

simulation nowadays. It supported by the 3D-view as the user play it likes a real 

interaction. As supported by Monahan, Mcardle, & Bertolotto (2008) 3D models 

are very useful to increase user interest and share more exciting spirits. It 

familiarizes students with features of various forms and interactive materials in 

learning. Many games have been developed using 3D images that must interact with 

specific users. 3D images can be used to teach students for certain purpose of 

learning or assignments (Nijholt, 2000; Rickel & Johnson, 1999, as cited in 

Monahan et al., 2008). In another side, As the simulation and visualization of 

complex data, VR has also been developed in the use of complex structural 

representations in medical disciplines (Ryan, O’Sullivan, Bell, & Mooney, 2004, 

as cited in Monahan et al., 2008) and increasingly scientists uses this technology 

for visualization primarily as teaching aids (Manseur, 2005, as cited in Monahan et 

al., 2008). 

On the other hand, Mandal (2013) stated that there are two important terms 

that must be mentioned when talking about VR, which are: 

•  Telepresence – Minsky (1980, as cited in Mandal, 2013) explained this terms 

as the specific kind of virtual reality that can stimulates a real but remote (about 

distance or scale) environment. Besides that, Held (1993, as cited in Mandal, 

2013) expands telepresence happened when the manipulators have the 

expertise to allow operators to perform normal human functions 
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•  Cyberspace – the inventor, Gibson (1983, as cited in Mandal, 2013) clarified 

“a consensual hallucination experienced daily by billions of legitimate 

operators (…) a graphics representation of data abstracted from the banks of 

very computer in human system”. The terms of Cyberspace associated with 

entertainment systems and World Wide Web (Internet) nowadays (Mandal, 

2013). 

 

2.3 Virtual Reality System 

The advance of technology is developed rapidly to maintain the easy access 

to human’s activity. On this sophisticated era, the applied system of computer 

graphic is used in many domains of our life such as emerge of popular technology 

called Virtual Reality. Virtual Reality (VR) is a 3-Dimensional computer-simulated 

environment that gives users the experience present in that environment. It gives 

effect as if the users is in concrete existence (Desai et al., 2014). Generally, Virtual 

Reality is a theory based on the human pretension to escape the real-world 

environment and this is done by embracing the cyber world. 

This system is a new type of human-machine interaction which is beyond 

another hardware as like keyboard, mouse or even touch screen for that matter. It 

means user can interact with full-visual immersion. As supported by Desai et al. 

(2014) depth of information and breadth of information that include resolution, 

quality and effectiveness of audio visuals etc. and the number of sensory present at 

a time are two main components of immersion. To apply the system, Virtual Reality 

is implemented by using interactive devices like gloves headsets or helmets. 
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2.4 Virtual Technology to Visualize and Create VR Contents 

The application of Virtual Reality System must be supported by the 

existence of appropriate hardware so that the plan of VR can work well. According 

to Gutiérrez et al. (2017) there are three categories of latest related hardware that 

have been developed by the company which is dedicated head-mounted displays, 

augmented reality glasses, and smartphone mounted on headsets. 

Nowadays, the device to implement VR System above generally supported 

with smartphone that attached with software application of VR. As stated by 

Gutiérrez et al. (2017) the use of mobile devices such as smartphone is suitable to 

visualize with VR/AR because this device is powerful enough in combination. The 

example of low-budget VR device to insert user’s smartphone which can create 

immersive experience is Google Cardboard that can be described by the following 

picture in Figure 1. 

 

 

 

Figure 1. Smartphones mounted on headsets 

Users also can have more immersive experience which already available on 

HMDs. The example of this kind of devices are Oculus Rift, Samsung Gear, Cark 

Zeiss VR One, or HTC Vive which can be seen in Figure 2 below. 

 

 

 

Figure 2. Dedicated Head Mounted Displays (HMDs) 
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Regarding on Augmented Reality glasses, this kind of device is different 

from others because it is to deliver synthetic information on a transparent glass and 

not designed to isolate its user from the surrounding reality. It is supported by 

Gutiérrez et al. (2017) to execute and control its AR app, then some of these glasses 

require an external pad comprising an Android device. Here is the example of the 

device, namely Epson Moverio can be seen in Figure 3. 

. 

 

Figure 3. Augmented Reality glasses 

2.5 Virtual Technologies in Education 

Designing Virtual Reality System for education can be the option on potential 

using to attract students’ feeling in learning so that they will be more motivated and 

innovated. Additionally, Gutiérrez et al. (2017) explain that the use of VR is more 

affordable and feasible for students and educational institutions by considering the 

rapid evolution of cellular technologies, so that it relevant to understand what are 

actually the effect of using VR in an educational setting. 

2.5.1 Advantages of using Virtual Technologies in Education 

According to Gutiérrez et al. (2017), these are four main aspects about the 

advantages of VR in education: 

• Virtual technologies can increase students’ engagement and motivation in their 

teaching and learning activities. 

• This technology allow the students receive a constructivist approach of 

learning about how they learn based on observation and scientific study. VR 
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can drive students feel free to create an experiment, do investigation, and obtain 

feedback that will improve their learning outcomes. 

• Students can access virtual technology with common device such as 

smartphone, tablets, and videogame. They will able to interact with virtual 

objects with those devices to make easier in understanding the material. 

• By using VR and its supported devices, students will allow more interaction 

and direct implementation than conventional learning material. 

 

2.6 How to Design Virtual Reality Application 

In designing VR application for Job Interview Simulation, the author used the 

type of VR head-mounted display (HMD) which is included smartphone inside. 

This application set up with Unity Program. According to Linowes (2015), VR 

application can be built and run by following these steps: 

1. Applying VR Device Integration Software 

2. Installing Unity’s Built-in VR support 

3. Utilizing The OSVR Project 

4. Preparing for 3D Worlds 

5. Creating the MeMyselfEye Prefab 

6. Checking for The Build Settings 

7. Testing The Play Mode 

8. Building and Running on Android 

 

2.7 Speaking Skill 
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There are several resources that clarify the definition of speaking. According 

to Mart (2012) speaking is an activity of being able to speech, express or exchange 

thoughts through using language. In addition to that, Nunan (2003) learning 

speaking will be the productive aural/oral skill in English because the term of 

speaking consists of producing systematic verbal utterances to deliver meaning. It 

means that, the definition of speaking skill should be really matched up by the 

students in term of the active act and improvement of the knowledge that will make 

virtual reality works substantively.  

Furthermore, dealing with the expectation of the objective in speaking skill is 

not easy and simple, either for the teachers or for the students. Therefore, whether 

teachers and students must create a pleasant atmosphere to implement speaking 

skill. It will relate to the productive communication that will produce by the students 

in terms of their learning outcomes later on. As supported by Kearney and Plax 

(1996, as cited in Zainatuddar, 2015) human communication is a process by which 

sources use verbal and non-verbal symbols to deliver messages so that it can be 

meaningful for the listeners. Harmer (2001) explains that the speaker’s productive 

ability that should be considered for this following language skill: 

• Language processing: speakers have to be able to process delivering their 

language from their own perspective meaning so that it can be understandable to 

the learners.  

• Interacting with others: the interaction happens when one or more person do 

speaking. Hence, speaking as an effective skill involves a good deal of listening, 

understanding of feeling, and knowledge about the linguistics terms. 
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• (On-the-spot) information processing: we have to process the information that 

we have got. However, it should be noticed that this instant response is very 

culture specific, and is not prized by speakers in many other language 

communities. 

 

2.8 Job Interview 

An interview is a communication conducted for a specific purpose (Downs, 

Smeyak, & Martin, 1980; Lopez, 1975, as cited in Whetton & Cameron, 2011). 

Students who have graduated and will apply for a job should face with the 

organizational test first-step, namely job interview. According to Posthuma et al. 

(2002) job interview become the most popular selection and recruiting devices in 

organizations.  

Many students have less motivated in learning to handle employment 

interviews effectively (Miller, Catt, & Slocombe, 2014). Additionally, Suresh 

(2006, as cited in Alias et al., 2013) said about 28.000 to 34.000 graduates from the 

year 2008-2009 have failed to secure employment(Department of Statistics [DOS], 

2011) due to reasons such as a lack of experience, poor in English, and poor in 

communication skills. Miller et al. (2014) stated three suggestions to help students 

avoid disinteresting feeling in learning interview:  

1. Learn Interviewing Skills 

Interviewing is important and inevitable process. Students should be ready to 

give priority for their future career after graduated. In fact, they have little 

experience to train their self in interview session, lack of understanding, and much 

less mastering the basic skills involved. Thus, students have to prepare by always 
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sharpen their skills to compete with other candidates and make them feel more 

confident to face with interview.  

2. Require Interview Training 

In implementing the interview skills, students should be able to train their self 

by regularly applying interview session. It can be achieved by the students through 

developing a clear intellectual understanding of how to interview effectively and 

learning to apply these ideas in practicing interviews. Sometimes, practice 

interviews are called “mock” interviews, but we recommend calling them 

“practice” rather than “mock” interviews.  

3. Provide Professional Guidance 

Practicing job interview will be better if the students have counselors who can 

give direction in good interview session. The most important thing students can 

prepare before doing job interview is a self-analysis. Therefore, counselors should 

encourage students to do some introspection and consider the questions in the Self-

Analysis Pyramid that can be seen on Figure 4.  

 

.  

 

 

 

 

 

 

 

What are my personality 

strengths and weaknesses? 

What are my intellectual 

strengths and weaknesses? 

What are my communicative 

strengths and weaknesses? 

What are my professional 

strengths and weaknesses? 
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Figure 5. The Self-Analysis Pyramid 

2.8.1 Interviewing Problems 

Lunenburg (2010) defines the following interviewing problems and terms that 

should be avoided: 

a. Unfamiliarity with the Job 

The people who become interviewers often are unfamiliar with the job. Fry 

(2011, as cited by Lunenburg, 2010) explained that the interviewers do not know 

what exactly the needs of the job applied, they have faulty impressions of the 

information supplied, interpret the obtained information, spend time discussing 

matters irrelevant to the job, and do not ask the right questions. 

b. Premature Decisions 

Before the interview session starts, interviewers usually make a decision with 

the interviewee in the first few minutes of interview to make sure that the relevant 

information has been gathered (Dougherty, Turban, & Callender, 1994, as cited in 

Lunenburg, 2010). Then they spend the rest of the interview session looking for 

information that confirms their initial impression. 

c. Emphasis on Negative Information 

Interviewers tend to give negative information to be copied by the interviewee 

than the positive information. It can cause the changing perspective or opinion from 

the interviewee. Dougherty, Turban, & Callender (1994, as cited in Lunenburg, 

2010) emphasized that in most cases actually the interviewee tends to be a search 

for negative information. 

d. Personal Biases 
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Some interviewers tend to have preconceptions and prejudices about people. 

For instance, “traditional food is not delicious”; “people from the West are 

arrogant”; “non-educated people are hard to get job.” Other biases may reflect 

negatively on some minority groups or support candidates who share the same 

background with the interviewer (s). 

e. Applicant Order 

Applicant Order influences the result of interview. It affects the interview 

ratings of applicant because the interviewers use their own perspective to asses the 

applicant. 

f. Hiring Quotas 

Sometimes, company have given quotas for the applicant that can be passed for 

interview session. It will be influence to the interviewers that they tend to rate 

applicants higher than company who have not been given quotas. So that, the effect 

of hiring quotas will be diminishes the usefulness of the interview as a selection 

technique. 


