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The purposes of this research are to develop the learning model and tools that
students use to create a media in a course of Computer Design for the students in the
department of Automechanics and Engineering, School of Architecture using Second Life
(www.secondlife.com) which is the virtual reality system, and to assess the feasibility of using
Second Life for teaching and learning. This research created and developed learning
resources in the form known as social networking based on Web 2.0 technology. So that the
students can participate in learning space and spend leisure time to benefit from learning.
The students can go to the virtual world and develop their works together. The researcher
applied Second Life in a course of Computer Design as an alternative to create the interesting
media that has variety of dimensions. Second Life can motivate student’s concentration
because of system response, interactive and time saving to create the real objects.

The results of the study found that this system can be a supplemental tool in
course of Computer Design for the student in the Department of Automechanics and
Engineering School of Architecture in Second Life appropriately, with all 12 modules, the
problem question, orders command, detect changes of the object, course registration, links to
information systems, login, audit of learning hours, interacting with the text, sequence, the
moving of a place to study, and touch the object. The integrated system is suitable for
discrete works in the class and can't skip before finishing. However, this system does not
support database systems, therefore, the history and command have to work step by step.
The system evaluation found that the overall system is suitable for learning. There are some
limitations on the using of avatar characters, including teachers and students which must be
in the system all the time and more budgeting when increase system functionality.
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