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ABSTRACT 

In the era of technology advancement, technology is transforming education and 
practice of architecture and design. These are an essential subject in this digital age 
for instructors and students alike today that brings new technological developments 
that can benefit studio-based teaching. Smartphone apps technology allows anyone to 
access information and learning materials from anywhere and at any time. As a result, 
students have control of when they want to learn and from which location they want 
to learn. This thesis investigated the provision of learning supports within an apps 
environment in terms of its impact on interior design student learning outcomes in 
studio-based learning. Despite the familiarity with M-learning as a paradigm in 
modern education, there has been a shortage of research concerning how to deploy the 
apps used by the design practitioners in a successful way in studio-based learning. 
The integration of apps in a university environment needs to involve apps from design 
industries in terms of the readiness of users, users' acceptance and engagement. A 
mix method theory-approach was used in this study. There are four main purposes of 
this quantitative study: determine the preferred smartphone apps operating system 
among interior design students, apps usage students use most and least, primary app 
used, and app usage to support studio-based subjects. The sample group of the study 
comprised 300 second-year interior design students in Klang valley who used 
smartphone apps in studio-based learning. While qualitative study (main study) the 
design practitioners and focus group were then interviewed in order to establish their 
understanding of the salient features of appraisal observations.lt is a key way for 
students to better operate and contribute to the globe waiting for them outside the 
classroom by having knowledge and being aware of the recent developments in 
technology for instructional reasons and it is also a good way to foster independent 
and life-long learning. Indeed, these objectives are achievable because our students 
are equipped with the understanding and abilities needed to take over their own 
inclination through the application of relevant technological training, which is 
essential in today's globalized globe. The results clarify that most students agreed that 
they understand the role of tools of technology in studio-base education, identify 
technological applications and resources used by practitioners today, be clarified of 
how they might deploy technology through a range of teaching and learning strategies 
and evaluate the apps to support teaching and learning in studio-based subjects. 
Through testing the apps used by the design practitioners, the authors found that 
students are positive towards the apps but they do not have a strong willingness to 
adopt it. The proposed apps model can improve the understanding of interior design 
students by suggesting what factors are the most important in enhancing students' 
acceptance of mobile learning. 
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CHAPTER ONE 
INTRODUCTION 

1.1 Research Background 

In general, the impulse for this study came from higher education learning 

attitudes, particularly from studio-based studies, to the innovation of applications to 

the change of omnipresent and distance education. The reason for this study is that 

there is a gap where there are no such documents on the review of Smartphone 

applications (apps) used by design practitioners that could influence the interior 

design students. Nowadays, educational technology, even in the early stages, enables 

to meet students' learning and life situations. It also provides alternatives to traditional 

educational methods and enhances higher education lectures. For example, new 

technology eliminates spatial and temporal constraints, as students, industrial 

practitioners and instructor needn't be in the same classroom or studio, or even within 

the same area, to exchange information or educational material, but can be anywhere 

without hampering their work. Furthermore, the operating cost of studios and 

universities is reduced, since all course materials can be presented using cheap 

technology, through the screens of electronic devices. 

This study examined the role of collaboration between students and design 

practitioners in using smart and pro-active interior design apps; therefore, the 

researcher has undertaken this study. Chapter one explains the introduction, 

background of the study, research issue statement, study goals and research issues. 

The thesis also includes the importance of the research, its scope, study limits and the 

operational definition of essential terms used in the study. 

1.2 Background of Study 

Today's technology has forever changed the way people manage their business 

and their daily lives. In these days the creation of quality curricula has become an 

affair supported by globalization. This is because the curriculum should reflect the 

training requirements of the international economic market. While a vast number of 

examples of mobile learning derive from computational science aimed at stretching 

boundaries of expertise and technological capabilities, other important projects and 

studies emerge as a result of the need to address functional challenges or exploit 
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