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ABSTRACT

Second Life (SL), an advanced virtual world technology used in education, creates 
an environment that facilitates engagement, collaboration, and conceptualization of 
knowledge to improve teaching and learning. The chapter investigates the potential 
of SL as a learning platform and students’ perceptions on the ease of use of SL and 
usefulness as a learning platform, and challenges with SL implementation. The 
chapter adopts the qualitative research method, the Technology Acceptance Model, 
and a purposive sample drawn from fourth year Information Systems and Technology 
(IS&T) students at the University of KwaZulu-Natal in South Africa. The chapter 
reports that SL is perceived to be a useful learning platform by students and improves 
students’ instinctive and creative learning ability. However, inadequate training 
and insufficient information technology (IT) infrastructure are the challenges that 
hamper SL implementation efforts. Thus, the chapter suggests adequate training, 
provision of infrastructure and creation of a support pathway for SL as a learning 
platform as the possible solutions.
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INTRODUCTION

Over the years, there has been rapid growth and change in technology. Such growth 
and changes can be found in the emergence of concepts such as Virtual Reality 
(VR), Cloud Computing, Artificial Intelligence (AI), Big Data and Internet of 
Things. According to Burbules, Fan, and Repp (2020), the digital evolution of the 
global society and economy is changing the speed of today’s business activities and 
increasing the number and rate of getting individuals worldwide better educated. 
Similarly, according to Solomon, Ajayi, Raghavjee, and Ndayizigamiye (2018), 
the transformation created by technology has created interactive environments for 
education. These environments now include three dimensional (3D) and immersive 
learning platforms that are increasingly being adopted by organizations and educational 
institutions alike.

However, these growth and changes have presented institutions with several 
learning platforms that can be used to facilitate teaching and learning. Among these 
platforms, there is the Virtual Reality (VR). It is one of the technologies believed to 
have the potential to transform educational processes (Chang, Hsu, & Jong, 2020; 
Olasoji & Henderson-Begg, 2010). Over the years there has been a rapid growth 
in the development and advancement of VR technology (Bashabsheh, Alzoubi, & 
Ali, 2019). This growth has also been influenced by the increasing convergence of 
wireless and broadband technologies, and also, by the increasing maturity of video 
and audio technologies (Warburton, 2009). Today, VR technology has become more 
practical and useable, as seen in the case of modern video games and television 
shows (Upadhyay, Rao, Kornder, & Crawford, 2017). It is also increasingly becoming 
a vital tool in the facilitation of student-centered learning and the promotion of 
flexible and distance learning.

One of the prominent VR technology that is increasingly used to facilitate 
learning and student collaboration is Second Life (SL) (Olteanu, Bîzoi, Gorghiu, & 
Suduc, 2014). This is because SL extends the functionalities of other technologies 
by creating a dynamic virtual environment that provides students with real-time 
learning experience (Saeed, Yang, & Sinnappan, 2009). It also makes it possible to 
simulate real-life complex problems, by providing a platform/environment in which 
such problems can be simulated virtually (Solomon et al., 2018). The capability 
of SL to provide a virtual platform/environment for simulation helps to provide a 
platform/environment for students to be able to improve their analytical and problem-
solving skills about a problem, without being physically present at the place where 
the problem happened or is happening. The adoption of SL to facilitate learning is, 
however, faced with challenges such as its ease of use and its perceived usefulness 
as a learning platform. The first objective of this study, is therefore to understand, 
from the perspective of students, the usefulness of SL as a learning platform. The 
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