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Abstract 
This research aimed to investigate the English teachers related with their perception towards virtual 
reality (VR) as learning media in SMA N 4 Singaraja. The research used a mixed method with an 
explanatory sequential design. They were 2 English teachers that taught X grade students as the 
sample of this study. The data were obtained using two instruments they were questionnaire and 
interview. Based on the validity and reliability checks, there were 6 dimensions used in order to 
develop statements in questionnaire and 3 of them were obtained from questionnaire to develop 
an interview guide. The result showed that the teachers' perception toward virtual reality in general 
was showed as very positive in general result. However, some challenges also appeared during the 
research, part of them appeared from the students that not quite well while operating the virtual 
reality device then, other challenges also came from the teacher while they were selecting the 
available material for the students as well as time-consuming during the preparation when virtual 
reality was implemented. 
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INTRODUCTION 
The use of technology, in this case, it 

transformed and became a tools which could 
help the user perceive issues or even obtaining 
the knowledge around them with multiple points 
of view. According to Koehler (2015), TPACK 
(Technological Pedagogical and Content 
Knowledge) was a model to approaching, 
expressing as well as combining three main 
disciplines they were: first is technology, the 
second is the pedagogy and the last is content 
knowledge. Meanwhile, Sanje (2014) stated that, 
the way of the teacher delivers their material 
may different from others.  It refers to the special 
appearance of the teacher’s behaviors, 
performances, beliefs, needs or even the 
professionalizing of the teacher or their 
background knowledge about the classroom 

environment. At some point, the teaching style 
has a vital role in the student learning process. It 
happens because the learning process itself was 
the natural differences in learning patterns. 
Indeed, Zhou (2011) stated that the learning style 
could be define as the consistent ways of 
functioning which reflected the underlying 
causes of learning behavior. As a result, the 
learning styles from each person could internally 
depend on their characteristics, in order to 
understand the new information. 

 However, today’s education should give 
students the opportunity to conduct themselves 
with heir interest-based with independent 
investigations, make the learning process are 
based on the students not only the teachers. 
Westberg (2017) stated that Authentic Learning 
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was a representation of instructional experience 
in which the students explore the real problem 
or events in purpose to make the learning 
relevant. Even more, authentic learning could 
positively give students a chance to increase 
their intrinsic motivation, as a result, authentic 
learning can somehow developing the students’ 
creativity, as well as enhancing their productivity.  

Furthermore, motivation was linked to 
psychological elements which the one that 
accommodates behavior and the choice-making. 
While engagement could be defined as energy 
that was linked with different activities and also 
tasks. In fact, learning should be fun and have a 
good flow and fun, for some reason El-Sherif 
(2016) stated that, fun could be a good reason for 
representing the outcomes of physical 
education. As well as the impact of the student 
who ranked fun could be the main objective in 
order to participate in physical education. The 
teachers also hoped that if the students were 
having class during the course their participation 
and some point their engagement would 
increase as well. In the definition of fun, it could 
be interpret as active involvement with others 
and a feeling of control, including the theme of 
fun and enjoyment which then conduct from 
both students and teachers. 

 In order to make teaching and learning 
more fun and enjoyable, the teachers should 
adapt to the latest technology exist in nowadays 
era. Since the students nowadays were advance 
and already familiar in the use of technology. 
According to Johnston (2017), Virtual Reality (VR) 
could enhance the learning process, as well as 
Virtual Reality, could have a main focus for 
technological, including the way it becomes 
technology-based and could possibly stimulate 
the environments by using the main device such 
as goggles. In addition Virtual Reality itself also 
comes with 3D graphics that could stimulate the 
situation for the user in order to enhance the 
user cognitive ability and learning. Resulting the 
user had experienced more about the world after 
they use the device. For some cases, the 
technology itself could possibly change the 
future of regular applications.  

 Since it was new in this country the 
author was hoping that the use of Virtual Reality 
could become a trigger for the teacher in order 

to discover more about the various ICT tools that 
had a potential for future learning. Therefore, it 
is very important to investigate about perception 
of Virtual Reality (VR) as learning media in school, 
because some of the research also give some 
result that also argue and positively trust that 
Virtual Reality will represent more about the 
context related to the material given by the 
teacher for the students and yes if there was an 
issue appear, it would become a challenge for 
author and also the future researcher in order to 
make this research more advance and better at 
some point.  

 Thus, this research purposed to identify 
about the teachers perception while using virtual 
reality as a leaching media, hopefully this new 
media would become a better or even an 
alternative choice for teachers to teach English 
language with a simple usage. Another, this 
device could also be a better help for students 
since this kind of device could help them in 
learning English language and also increase their 
engagement while it was implemented. 

 
In order to represent a scientific study, 

several theories used in which related with this 
research. First of all, According to Furberg (2010) 
perception explain as the way of perceiving, 
extracting, and evaluating the stimuli in the 
cognition by involving experience and beliefs 
which result as opinions or point of views based 
on their own perspective. Mostly, perception is 
containing similar elements such as the way of 
how human perceiving something, including 
human senses, human experiences, and human 
reaction to their environment. However, 
perception also can be explained as a mechanism 
of how human perceiving something or object 
using their senses according to their experiences 
in order to react and give their insight to a certain 
thing.  

It represents that, perception is basically 
emphasized on how human get involve with his 
environment, as well as the way of they 
understand the knowledge then represent them 
by using their own point of view. However, 
understanding on how the students were 
impressed by the Virtual Reality used during the 
teaching and learning process, will give another 
benefit for the researcher. It can somehow 
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become a huge improvement of the media that 
is used inside the classroom. 

Meanwhile, Alan (2011) stated that there 
were three main components of perception, they 
were, first the perceiver which was mean as the 
person who was experiencing the perception, 
the perception by this point could be their 
previous memories related with the present 
material which was lead them to the next 
component of perception. The second 
component was situation, by the term of 
situation it somehow represent the situational 
factor around the user such as location, climate 
or in this point the classroom when the teacher 
do the teaching for the students. 

For the next component it was target, the 
target itself represented the user personal 
interpretation after they were experiencing 
about something. 

Meanwhile the virtual reality theories also 
use from various expert in order to represent a 
scientific study. Gadelha (2018) stated that 
Virtual Reality (VR) was kind a device that 
represent a condition that allowed the user to 
interact with the object as free as they want. It 
also came with several components related with 
the virtual reality they were; first, experience, by 
this point the experience could be represent as 
the user feeling after they were using virtual 
reality and then interact with the object. Second, 
it was imagination, by this point vr device could 
represent an object that could increase the user 
imagination, at some point it also help the user 
to understand deeply about the material given, 
in short, the object that being observed by the 
user while they were inside the virtual world. The 
third component it was interaction, it meant that 
vr could help the user to interact with the object 
that they were observed or interact with, this 
device would allowed the user to freely observed 
the object like grabbing them, rotating them, or 
even playing with them as free as they want. 

Also, Minocha (2017) stated that Virtual 
Reality, was a single user experience, in purpose 
to make the user become avatar of their own, as 
well as allowing them to explore the 3D virtual 
environments also in  the mixed reality 
environment with their own free will as avatar. It 
made the user free to explore or even interact 
with the virtual world using virtual reality device. 

Meanwhile, Nemec (2017) stated that, 
Virtual Reality is the tool that provides the user 
with illusions or even the fictional worlds, made 
the user see clearly the world which was 
represent by virtual reality in virtual world. By 
this case, virtual reality could somehow provide 
the user with 3D animation that represent about 
something related with the virtual world while 
the user was in the virtual world. 

Fuchs (2011) stated that, Virtual Reality 
could give a user a representation of realistic 
images, sounds, and other sensation which was 
replicate the real situation or environment. It 
made the user to explore the environment more 
freely because they could explore the 
information not only based on the view but, the 
object also could be explore from their sound 
which was also represent the object. 

In addition, according to Ghavifekr (2015) 
the connection between information, 
communication, and technology (ICT) in 
education was emphasized on the use of 
computer-based communication into daily 
classroom instructional process. As long as the 
relation of preparing the students for the 
nowadays digital era, and made the teachers as 
the main role or the key players in the way of 
using ICT in their daily classroom. Since the 
teachers’ were not yet capable of using a 
complex device, a guidance could somehow 
necessarily for them in order to operate the 
device properly. For some reasons, some a 
reliable device were also needed in order to 
represent a complete learning experience 

However, the main purpose or the aim of 
technology itself was to improve and increase 
the quality, accessibility and also the cost-
efficiency. Next, the terminology of technology 
itself also refers to benefits from networking the 
learning which usually in single-step become 
ongoing and continuous steps which fully 
support the teaching and learning processes as 
long as the information resources for both 
student and also teachers. 
 
METHODS 

The researcher applied mixed-method 
from Creswell (2012). In the research, the 
explanatory sequential design was used. By this 
point the data for this research was collected 
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with two main phases. For the first phase the 
data was obtain by using questionnaire as the 
instrument in purpose to collect the quantitative 
data, then after that, the second phase was 
interview, this was used for collecting the 
qualitative data of this research, it also purposed 
to supporting the quantitative data which was 
obtained from the first phase. The details was 
followed: 
 

 
 

 
 

Furthermore, the subject of this study 
were two English teachers in senior high school, 
who was taught the same grade, it was students 
on x grade. Meanwhile the objects of this study 
were teacher perception while using virtual 
reality device as learning media. And if the data 
was not yet supported, more additional data 
would be obtain from the other subject. 
 In addition, for this research, the 
quantitative data from this research would be 
analyzed using ideal mean score from Candiasa 
(2010) then after that for the qualitative data the 
researcher would be using Interactive Model 
Analysis obtain from Miles and Huberman 
(1994). In order to make the method explained 
well, the researcher used a research matrix in 
order to make the information well-arranged and 
structured. The matrix in in the following. 
 

Table 1. Research Matrix 
Research Matrix 

N
o 

Researc
h 
Questio
n 

Metho
d Instrument 

Data 
Analysis 

1 
How do 
the 
English 

Surve
y 

Questionnai
re 

Ideal 
Mean 
Score 

teacher
s 
perceiv
e the 
use of 
Virtual 
Reality 
as a 
learning 
media? 

Candiasa 
(2010) 

2 

What 
potenti
al 
proble
ms will 
teacher 
face 
when 
learning 
English 
aided 
by 
Virtual 
Reality 
as a 
learning 
media? 

Intervie
w 

Interview 
Guide 

Interacti
ve Model 
Analysis 
Miles 
and 
Huberma
n (1994) 

 
FINDINGS AND DISCUSSION 

The findings were obtained from the 

questionnaire and also interview from teachers. 
For the first phase a printed questionnaire was 
distributed in order to obtain the data. The 
questionnaire contained with 28 items and it was 
distributed to 2 total number of teachers. 

Based on the findings that was analyzed 
using ideal mean score, the qualification showed 
that the teacher mean score was 100.5 and 
qualified as Very Positive. 

Teachers perception related to the use 
of virtual reality as learning media, showed the 
number by 100.5 which means, the general 
score of teachers perception was qualified as 
very positive. At some point the data form 
questionnaire also then analyzed based on their 

 
Table 2. Teachers Perception in Using Virtual 
Reality 

No Subject Mean 
Score Qualification 

1 Teachers 
Perception  100.5 Very Positive 
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dimensions, in which they were total of 6 
dimensions, the dimensions were, perceive, 
situation, target, experience, interaction as well 
as imagination dimensions. For the overall 

result, it would be represented on Table 3.  

  

In order to represent clearly about these 
findings, the researcher also use a diagram that 
was used for represent the findings from each 
dimensions, the diagram would be represent as 
follows: 

 

 
Diagram 2. Teachers Means Score 

 
From six total dimensions, they were 

four dimensions that categorized as positive 
based on the table of criteria of mean score. It 
showed that the teachers had positive 

perceptions related to the used of Virtual Reality 
as learning media. Although the overall 
dimensions were already positive, the researcher 
found that there was some inconsistency in the 
response according to the respondent during the 
interview. However, some of dimension also 
showed a mean score with significant number 
and those dimensions were categorized as very 
positive qualification based on the table of mean 
qualification, those dimensions were Interaction 
dimension and Imagination dimension. 

However, in order to find more data, the 
researcher developed the three important 
dimensions marked previously based on their 
qualification. The three dimensions are 
experience, imagination, as well as interaction 
dimension. The three main dimensions were 
then developed in to an interview guide in order 
to gain some specific data. Those dimensions and 
statements are as follows. 
 

1. Experience means that virtual reality 
could represent a topic that allowed the 
students to recognize their findings 
inside the virtual world using virtual 
reality and then increasing their 
knowledge and allowing them to 
experiencing a new kind of things. 
The statements were: 

a. Have you ever heard about VR 
(Virtual Reality) before? 

b. Based on your view, how do 
students feel when learning assisted 
by VR (Virtual Reality)? 

2. Imagination, with variety of source such 
as animation, video and interactive 
games, vr could able to enhance the 
user experience, involving their senses 
as well as made the user understand 
about the material completely. 
The statement was: 

a. Do you think that learning by using 
VR (Virtual Reality) can help 
students develop their 
imagination? 

3. Interaction, by this term, vr could give 
user chance to explore more the object 
freely, like touching, grabbing, throwing 
as free as they want, the user also had a 

 

Table 3. Teachers Mean Score of All Dimensions 

No Dimension 
Mean 
Score 

Qualification 

1. Perceive Dimension 25 Positive 

2. Situation Dimension 18.5 Positive 

3. Target Dimension 18 Positive 

4. 
Experience 
Dimension 

9 Positive 

5. 
Interaction 
Dimension 

10 Very Positive 

6 
Imagination 
Dimension 

7 Very Positive 
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full control about the device which was 
allowing them to do whatever they want 
with the device while observing the 
object. 
The statements were: 

a. Do you think with VR (Virtual 
Reality) as a teaching for students it 
can help the students to dig up 
more information? 

b. Based on your view, the use of VR 
(Virtual Reality) as a teaching can 
make students explore the material 
provided from various 
perspectives? 

 
The Result of the Interview from The Teachers 

During the interview session, they were 
five questions were asked. Those were 
developed based 3 dimensions which was 
experience dimension, interaction dimension, 
and imagination dimension. The interview was 
involved 2 teachers in total as interviewees in 
order to gain more data. In this phase several 
data was gathered from the students by using 
interview, also several found also would be 
explained as follow: 

 
The Interview Result of Experience dimension 
 In this dimension, the question was 
made by three statements from the dimension 
in the questionnaire which related to teachers 
inside the classroom. 
 
a. The questions from statement number 1 

of teachers interview from experience 
dimension 

 

The statement was: Have you ever heard 
about VR (Virtual Reality)? Based on the 
questions from the statement one in this 
dimension, part of the teachers from the 
interview response that they were ever heard 
about virtual reality before and a little bit 
familiar with the term of virtual reality, but the 
other teacher response that it was the very first 
time for him of heard about virtual reality 
because usually this teacher only using the 
conventional media for teaching. 

“I had heard the term VR (Virtual 
Reality), yes, but I was not too 
knowledgeable about that. Also I 
had never been use it in learning” 
(T1; #51) 

It was also added by Teacher 2: 

“If it was Virtual Reality maybe this 
was the first time I had ever heard, 
even using it in classroom. Because 
what I usually used just standard 
media, and the general public was 
like that” (T2; #56) 

 

b. The questions from statement number 2 
from teachers interview from experience 
dimensions 

 

The statement from the interview was: 
Based on your view, how do students feel when 
learning assisted by VR (Virtual Reality)? Based 
on the questions from the statement one in this 
dimension, most of the teachers who were 
interviewed stated that the student might be 
eagerly joining the classroom because the new 
technology used as a media could motivate 
them, made feeling enthusiastic in order to 
participate the class. Besides, since the use of 
technology is really close to them, this also could 
stimulate them to join the class. 

“Yes, in my opinion, when they are 
given Virtual Reality they are very 
enthusiastic, also very excited 
because maybe this is a new thing 
for them too, related to this 
technology, it must be very close to 
their lives” (T1; #52) 

It was also added by Teacher 2: 

“In general, if the student uses the 
normal one, it is normal. But if there 
is something new and also more 
interesting, surely the attraction of 
the first student is a definitely 
stronger focus on something new” 
(T2; #57) 
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At some point, Virtual Reality could 
represent a detail view of place or even 
something with 360 degrees view angle make 
the object freely observed from different view 
angle, and also since the words would never be 
enough to deliver the material to the students 
but with Virtual Reality all the point that going 
to be delivered to the students would be 
delivered clearly to them using this kind of 
technology. And here the statement which can 
be seen through part of the interview below: 

“Yes of course, very well yes, 
because if we only imagine 
something only with words or 
maybe with ordinary pictures, 
maybe learning becomes not too full 
delivered. But when using tools like 
VR (Virtual Reality) wow it's 
amazing, plus they could also see 
things up to 360 degrees, everything 
even to sea life which is an 
extraordinary mystery, but when 
using VR (Virtual Reality) everything 
could be seen real.” (T1; #53) 

It was also added by Teacher 2: 

“In my opinion, because of it, VR 
could give an attraction to the 
students because it was also 
delivering something new for 
students” (T2; #57) 

Furthermore, the teachers believed that, 
the use of Virtual reality could help them to teach 
the students as well as help them to deliver a real 
view about something which the students 
themselves were never going to that place 
before. Here was the part of the interview: 

“Yes, I think, considering that VR can 
help them see things clearly, for 
example, like marine life, which can 
then be seen clearly with 360 
degrees” (T1; #53) 

It was also added by Teacher 2: 

 

“Yes, in my opinion, since VR was 
certainly new for students it would 
be more interesting for them so that 
the focus of students will definitely 
be better.” (T2; #57) 

The Interview Result of Imagination dimension 
In this dimension, the teachers were 

asked about how the way the students imagine 
the concept while using virtual reality as a 
learning media. 

 
a. The Question from statement number 3 

from the interview related to imagination 
dimension 

 

The statement from the interview was: 
Do you think that learning by using VR (Virtual 
Reality) can help students develop their 
imagination? According to this statement, 
several responses were found during the 
interview and most of them were agreed that 
Virtual Reality could represent a real object which 
could later develop their point of view related to 
the place or something. 

“It is very possible, because with real 
objects given by VR, of course, they 
can explain more about things they 
can when using VR (T1; #53) 

It was also added by Teacher 2: 

“Oh, yes, it is clear, because, first if 
they are already interested in a 
matter of focus there is also 
certainly able to develop what is in 
the students themselves, the desire 
to learn becomes stronger.” (T2; 
#58) 

Another findings also said that, Virtual 
Reality could give a clear information, it because 
while Virtual Reality was being used, the students 
would be allowed to explore everything inside 
the Virtual World freely, that would make them 
be able to explore the material and construct the 
information based on their personal point of 
view, which was very genuine from them. 
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“And based on my point of view, I 
think that was possible, given that 
this technology by this case VR could 
help them to explain even more 
information” (T1; #52) 

It was also added by Teacher 2: 

“For example, when there is 
something new, it will certainly be a 
trigger for them to ask questions and 
make further activities easier 
because they are already interested 
in it.” (T2; #58) 

The Interview Result of Interaction dimension 
In this dimension, the teachers were 

asked about how the way of the students make 
a kind of interaction by using Virtual Reality as a 
learning media while in the Virtual World 

 
a. The question from statement 4 of the 

interview from interaction dimension 
 
The question was made from the 

statement in the interview which was: Do you 
think with VR (Virtual Reality) as a teaching for 
students it can help the students to dig up more 
information? Based on the result based on the 
interview with the teachers, most of the 
teachers agreed that Virtual Reality could 
provide the students with a moving object 
which later on that will help the students to 
understand the material given by the teacher 
clearly during the process of learning. And here 
is the part of the statements from the interview: 

“In my opinion I can believe that in 
VR reality I see all the things that are 
there can be seen clearly and can 
even be seen clearly from all angles” 
(T1; #55) 

It was also added by Teacher 2: 

“Obviously, because of that, all the 
desires of students were revealed 
and the curiosity of students was 
also very big towards something 
new, something more interesting, 
something better attractiveness 
must be there, which later will be 

many questions that arise from 
students own.” (T2; #59) 

 

b. The question from statement number 5 
of the interview from interaction 
dimension: 
 

The statements: Based on your view, the use of 
VR (Virtual Reality) as a teaching can make 
students explore the material provided from 
various perspectives? Then, most of the 
teachers stated that, they agreed with the 
statement, which was about the way Virtual 
Reality help the students to discover more 
information related from the material given. 
And for the response it would be displayed 
below: 

“Yes, very yes, it was very helpful, 
because back again, that was what 
technology was used for, what 
human beings or human ability to 
portray with limited ordinary vision 
made everything limited. But with 
VR (Virtual Reality) the information 
obtained could be deeper, more 
complete information, and also 
more extensive.” (T1; #54) 

It was also added by Teacher 2: 

“Obviously, because of that, all the 
desires of students were revealed 
and the curiosity of students was 
also very big towards something 
new, something more interesting, 
something better attractiveness 
must be there, which later will be 
many questions that arise from 
students own.” (T2; #59) 

However, all of the teachers agreed that, 
Virtual Reality could help them to represent the 
knowledge given by the teacher because Virtual 
Reality could help them by providing more 
about the information related to the material. 
Virtual Reality could also give them full 
information related to the material given by 
supporting them with a real view about place or 
even something. In some cases, several 
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students also would not be able to demonstrate 
their knowledge because some of them are 
somehow had their own way to demonstrate 
their information which was based on their 
personality. It can be seen on the following 
statements: 

“Yes of course, maybe when assisted 
with advanced technology, the 
information that they gain can be 
more comprehensive because they 
have been helped by this 
technology, however, their ability to 
demonstrate knowledge gained by 
their passages will differ depending 
on their respective ways.” (T1; #55) 

It was also added by Teacher 2: 

“Yes automatically from the teacher 
first will try to answer all questions 
raised due to their interest earlier, 
with the questions from students in 
addition to the students themselves 
exploring, the teacher can also 
explore deeper which can later be 
developed to explore the material 
deeper in order to answer things 
students ask. So the material 
presented will be more widely 
explored so that it will automatically 
be like that.” (T2; #60) 

 

CONCLUSION AND SUGGESTION 
They were two teachers that become the 

source of data to this related dimension, they 
were all teaching the X grade of senior high 
school in certain school at Singaraja. According 
to the mean score with total of 6 items on 
questionnaire, which was perceive dimension, 
situation dimension, target dimension, 
experience dimension, imagination dimension 
and also interaction dimension. the mean score 
represented as positive qualification, which 
means that all of teachers agreed that virtual 
reality (VR) could give a positive impact on the 
learning for the students as well giving the 
teacher better choice in order to give material 
for the students. 

At some point, several challenges were 
also found from the 3 dimensions related to the 
use of virtual reality as a learning media they 
were experience dimension, imagination 
dimension, as well as interaction dimension. at 
this point, the challenges were found during the 
research, first of all related with the first 
dimension, since the virtual reality become a 
new kind of technology for teacher, it made the 
teacher hard to operate the device at the first 
time when virtual reality was first introduced to 
them, but after a few moments of guidance, the 
problem was solved because the teacher can 
now able to operate the device properly. 

Another case also came when the 
students in the virtual world, by this point, when 
the students using virtual reality in the virtual 
world, the teacher somehow hard to observed 
the students movement while inside the virtual 
world, make the teacher not so sure that the 
students really learned about the material or 
they were all just learned something which not 
become the main focused on this study. By this 
point, the problem was solved by giving some 
clear instructions for the students in order to 
guide them to the main focused of the material 
in the virtual world, as a result, the material will 
represent clearly to the students.  

Virtual Reality could also give the students 
a chance to explore more about the material 
clearly, allowing them to observe so many f 
things that will lead them to build a deeper 
understanding, enrich their knowledge while 
inside the virtual world. Meanwhile a further 
investigation related with challenges faced by 
the teachers could be good issue for further 
research related with the used of virtual reality 
for teaching English language. 
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