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Abstract

This article discusses the criteria for emphasizing on graduates’ perspective on using e-
learning in higher education and focus on Industrial Design programme. Nowadays, just
theory teaching methods as used in earlier time cannot provide sufficiently well for students’
learning especially for design programme like Industrial Design. The use of the Internet,
digitalization and virtualization enables the integration of technology and educational
resources to help form a learner-oriented teaching environment. This study is seeking to
incorporate the platform of creative teaching which is e-learning and including the use of
lively transferable skill. The objectives of this article are to study perception of e-learning
system as a creative teaching method for Industrial Design programme; to investigate the
outcome of e-learning system as a creative teaching method for Industrial Design programme.
A quantitative research design was conducted to examine Industrial Design students’
perception on e-learning. For the purpose of this study, convenience sampling was employed
whereby the population of this study comprised the respondents from Johor Bahru, Malaysia
only. A total of 35 Industrial Design students were participated in this study and they were
agreed to voluntarily participate in the study. In summary, this article consolidates the
effectiveness of e-learning as a type of learning method and the importance of e-learning in
higher education for Industrial Design students.

Keywords: Industrial Design Education, E-learning, Learning Method, Higher Education,
Design Programs

Introduction

The arrival of innovative and technology-driven teaching era has changed the way of
interaction among educators and students (Lou et al., 2012). Nowadays, just theory teaching
methods as used in earlier time cannot provide sufficiently well for students’ learning
especially for design programme like Industrial Design. The use of the Internet, digitalization
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and virtualization enables the integration of technology and educational resources to help
form a learner-oriented teaching environment. However, incorporating information and
communication technology (ICT) applications into teaching does not assure the enhancement
of learning effectiveness. The characteristics and readiness of learners, technology used,
curriculum, and network environments must also be considered. (Volman & Van Eck, 2001)

Background of Research

The higher education required an intensity of flexibility and adaptability on teaching and
learning. Teaching and learning for a new era requires a new model of Industrial Design
education because the technology is changing every year (European Union, 2014). It means
the Industrial Design education strategy needs a set of teaching methods that influences
innovative development, which creates something unique and turns it into knowledge.
Therefore, the development of teaching and learning with e-learning on a study environment
for creative development is considered a necessary. This research contains criteria for
emphasizing on creative teaching method for using e-learning in higher education and focus
on design programme. This study is seeking to incorporate the platform of creative teaching
which is e-learning and including the use of lively transferable skill.

Objectives

The objectives of this study are:

1. To study perception of e-learning system as a creative teaching method for Industrial
Design programme.

2. To investigate the outcome of e-learning system as a creative teaching method for
Industrial Design programme

Research Questions

1.  What is the Industrial Design students’ perception of e-learning system as a creative
teaching method in higher education?

2. What is the benefit of e-learning for Industrial Design teaching and learning in higher
education?

3.  Whatare the challenges of e-learning for creative teaching method in higher education?

Definition of E-learning

E-learning consider learning that utilize electronic advances to get to instructive educational
curriculum outside of a conventional classroom. In most cases, it refers to a course, program
or degree delivered completely online (“What is eLearning”, 2017). E-learning in education is
encourages by the web and its innovation and includes the utilize of the World Wide Web
(www) to back instruction and to provide course content (Masrom, 2007). Straight to the
point Frank & Gary (2012) posted a set of definitions outlined to create a more common
understanding of e-learning.

Nowadays, e-learning has ended up the essential shape of remove instruction, it is
additionally changing education on campus particularly in higher education. Numerous
students live on campus for the term of their considers; others live close campus and
commute to campus to require classes and to get campus-based bolster administrations. This
physical connection has characterized the relationship between the student and the
institution. It has moreover made a difference to shape the educational curriculum itself. E-
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learning has obscured these conventional connections, evacuating geology as a characterizing

component within the relationship of student and institution (Sener, 2015)

E-learning is the utilize of innovation to put through lecturers and students who are physically

miles apart. There are fundamentally two types of e-learning:

- Synchronous
This type involves interaction of participants with an instructor via the web like virtual
classroom. Lecturers and students able to interact through instant messaging, chat,
audio and video conferencing. This method has few benefits like lecturers able to log
or track learning activities; continuous monitoring and correction; possibilities of global
connectivity; and able to personalise the training for each learner.

- Asynchronous
This type allows the participants to complete the WBT (Web-based training) at their own
pace, without live interaction with the instructor. Basically, it is information that is
accessible on a self-help basis. The speciality of this type is it offers the learners the
information they need whenever they need it. The benefit for learner is flexibility of
access from anywhere at any time; uniformity of content and one-time cost of
production for instructor.

(Cube, 2015)

E-learning for Industrial Design Graduates

Traditional education especially in the higher education is emphasized on delivering material
by way of lecture in classroom, while in a blended learning model lectures can be saved and
post online ahead of time so the students can learn on their own time. The classroom time is
more feasible to be for structured lessons that emphasize the application of the curriculum
to solve problems or work through tasks. Blended learning is a term that using a combination
of e-learning with traditional classroom methods and independent study to create a new
methodology (Mindflash, 2019). In a blended learning context, instructors resolve learning
objectives, assign learning tasks, interact with students, give feedback, and evaluate students’
achievement (Alshwiah, 2009).

Many researches stated that e-learning is important for lecturers and students in higher
education (Songkram, 2014). The higher instruction change that happened more than a
decade which centered on learners by utilizing innovation to bolster the teaching and learning
process and need to create around higher arrange considering (National Education Act B.E,
1999). Thus, when Industrial Design student enters the learning in higher education
institutions, it is necessary to further development and focus on creativity. According to
Innovative Learning Technologies (2009), e-learning is developing well known in design
industry and design education, with preparing programmes in office and IT instruments
topping the list.

Niki (2012) pointed that the effective e-learning environments ought to consider not as it
were data and information transmission, but also social and dialogical intelligent between
lecturers and students. Subsequently, the design environment in higher education decides
the sorts of social intelligent that can encourage teaching and learning in design education.
According to the University of Freiburg (2014), e-learning in higher education allows
visualization of complex collection of facts through multimedia presentations or simulation
processes, Industrial Design lecturers and students able to support construction of design
knowledge and competence through communicative and collaborative projects.
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Methodology

A quantitative research design was conducted to examine Industrial Design students’
perception on e-learning. For the purpose of this study, convenience sampling was employed
whereby the population of this study comprised the respondents from Johor Bahru, Malaysia
only. A total of 35 Industrial Design students were participated in this study and they were
agreed to voluntarily participate in the study. They were required to complete a survey
guestionnaire and return it upon completion.

A set of survey questionnaire which consisted 15 questions and four sections: Section A —
Personal Information; Section B — Rationale of E-learning; Section C — The Benefits of E-
learning and Section D — The Obstacles of E-learning were distributed to the students. The
first section focused on the demographic details of the respondents. Section B of this study
was used to answer the first research question while sections C and D were used to address
the second and third research questions respectively. The data analysis was done by using
SPSS Version 22, as to determine the descriptive statistics. The frequency, percentage and
mean of the items were reported in Results Section.

Results
The results were presented in four sections according to the questionnaire.

Section A
Table 1:
Gender of the respondents
Valid Cumulative
Frequency | Percent |Percent Percent
Valid Male 11 314 314 314
Female |24 68.6 68.6 100.0
Total 35 100.0 100.0

Table 1 shows the gender of the respondents. A total of 35 respondents which consisted of
11 male respondents (31.4%) and 24 female respondents (68.6%) were involved in this study.

Table 2:
Age of the respondents
Valid Cumulative
Frequency | Percent |Percent Percent
Valid 18-20 |20 57.0 57.0 57.0
21-22 |15 43.0 43.0 100.0
Total 35 100.0 100.0

The age of respondents is shown in Table 2. The age of respondents was classified into five
categories and the respondents’ age was ranged from 18-22 years old. There were 20
respondents (57%) in the range of 18-20 years old; followed by 15 respondents from 21-22
years old (43%).
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Table 3:
Year of study
Valid Cumulative
Frequency | Percent |Percent Percent
Valid 1 30 86.0 86.0 86.0
2 5 14.0 14.0 100.0
Total 35 100.0 100.0

There were 86% of the respondents were in their first year of study while the remaining 14%
of the respondents were in their second year of study.

Section B
Table 4:
Definition of e-learning
Options Frequency |Percentage|Mean
Distance learning No 20 57.1
Yes 15 42.9 1.4286
Online course/ learning No 8 22.9
Yes 27 77.1 1.7714
Web-based learning No 16 45.7
Yes 19 54.3 1.5429
Web-based training No 27 77.1
Yes 8 22.9 1.2286
All learning environments No 29 82.9
Yes 6 17.1 1.1714
Learning on your own at your |No 19 54.3 14571
own pace Yes 16 45.7
Have no idea No 33 94.3
Yes 2 5.7 1.0571

Table 4 shows the definition of e-learning which understood by the respondents. The
respondents could choose more than one meaning which they believed to be true for the
term e-learning. It can be noticed that majority of the respondents understood that e-learning
can be used for online course/ learning (77.1%) and web-based learning (54.3%). However,
there were also 2 respondents did not know what e-learning was referred to.
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Table 5:
Time spent on e-learning
Valid
Frequency |Percent Percent Mean
Valid |0 hours per week 6 17.1 17.1
1-3 hours per week 18 51.4 51.4
4-6 hours per week 5 14.3 14.3
7-9 hours per week 5 14.3 14.3 2.4000
more than 15 hours per 1 29 29
week
Total 35 100.0 100.0

Based on the results shown in table 5, more than half (51.4%) of the respondents spent 1-3
hours of time on e-learning per week.

Table 6:
Purposes of using e-learning
Percentag
Options Frequency |e Mean
For submitting assignments No 3 8.6
Yes 32 91.4 1.9143
For interacting with other|No 29 82.9 11714
students: Yes 6 17.1
To engage and participating in|No 19 54.3 14571
discussion forums Yes 16 45.7 '
To check announcements|No 13 37.1 16286
posted by the lecturers Yes 22 62.9 '
To access study resources No 12 34.3
Yes 23 65.7 16571

The next question of the survey questionnaire is related to students’ purposes of using e-
learning, as shown in Table 6. The respondents used e-learning for variety purposes such as
to submit assignments (91.4%), to check announcements posted by the lecturers or tutors
(62.9%) and to access study resources (65.7%).

Table 7:
Perception on live lectures over internet
Options Frequency |Percentage | Mean
D . .
o you believe y0l..l can have Il\{e Yes 55 714
lectures over the internet, as in 1.2857
. No 10 28.6
done in the classroom?

Table 7 shows the students’ perception on live lectures over internet. Most of the students
(25 out of 35 respondents) believed on the item while 10 respondents still doubt on the
applicability of having live lectures.
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Table 8:
Immediate feedback on questions
Options Frequency |Percentage | Mean
Do you know you can ask
guestions and get immediate
Y 23 65.7
feedback when studying in e- es 1.3429
L . . No 12 34.3
learning, just as is done in the
classroom?

Results in Table 8 indicates that the students understand that by using e-learning, they can
get immediate feedback on the questions asked, just like in the normal classroom. A total of
23 respondents chose option yes while the remaining 12 respondents chose option no.

Table 9:
Respondents’ perception on e-learning
Options Frequency |Percentage | Mean
| can foresee the usefulness | Strongly Agree 9 5.7
of e-learning Agree 29 62.9
Disagree 4 114 1.8571
Strongly
. 0 0
Disagree
Studying through e-learning | Strongly Agree 5 14.3
can increase my learning|Agree 26 74'3
effectively, as | will have|Disagree 4 11'4 1.9714
easy access to learning|Strongly 0 0 '
materials. Disagree
L - -
'earnmg electronically can Strongly Agree
improve my course 7 20.0
. Agree
performance as | will not| 22 62.9
Disagree 2.0000
need to travel to campus, Strongl 5 14.3
but study at the comfort of | . Bl 1 2.9
Disagree
my home
Using e-learning system can | Strongly Agree
. 12 34.3
enable me to accomplish |Agree
. . ) 19 54.3
task more quickly, since 1|Disagree 4 11.4 1.7714
will move at own pace. Strongly '
. 0 0
Disagree
I believe e-learning | Strongly Agree 9 257
platforms are user friendly. | Agree '
Disagree 21 60.0 1.8857
8 5 14.3 '
Strongly
. 0 0
Disagree
It is easy for me to find|Strongly Agree 10 28.6
necessary information | Agree '
. . ) 21 60.0
when using an e-learning | Disagree 4 11.4 1.8286
platform. Strongly '
. 0 0
Disagree
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| think e-learning is an|Strongly Agree
. . 11 314
innovative concept and|Agree
) 19 54.3
must be encouraged. Disagree 5 14.3 1.8286
Strongly
. 0 0
Disagree
| think e-learning platform |Strongly Agree
. 11 314
will be fun to use. Agree
) 22 62.9
Disagree 1.7429
2 5.7
Strongly
. 0 0
Disagree
| will use e-learning in the|Strongly Agree
. 8 22.9
future for studies. Agree
) 26 74.3
Disagree 1.8000
1 2.9
Strongly
. 0 0
Disagree

Iltem 9 requires the students to show the degree of agreement on the statements which
applies to the respondents the most. Majority of the respondents showed their agreement
(included both strongly agree and agree) on all the statements mentioned in Table 9 and the
mean of all the statements above were equal or less than 2.000 which gave a meaning of the
results were skewed to agreement.

Section C
Table 10:
Respondents’ perception on off-campus support
Options Frequency |Percentage | Mean
Do you get support when you
are yoff-iampuzp in termsyof ves 23 65.7 1.3429
. No 12 343
accessing resources?

23 respondents stated that they received off-campus support when they faced difficulty in
accessing the resources from e-learning while 12 respondents did not receive support when
they were off-campus.

Table 11:
Respondents’ perception technology
Options Frequency |Percentage | Mean
Has the technology enabled you Yes 26 74.3
to access study resources 1.2571
. No 9 25.7
effectively?

According to table 11, the students (74.3%) perceived that technology can help them to access
study resources effectively.
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Table 12:
Benefits of using e-learning for learning
Percentag
Options Frequency |e Mean
Ease of access to information: | No 5 14.3
Yes 30 85.7 1.8571
Easy to get supervision|No 27 77.1 12786
wherever you are Yes 8 22.9
Safe digital environment for|No 16 45.7 1.5429
students to submit work Yes 19 54.3 '
Combining of both synchronous | No 25 71.4 12857
and asynchronous learning Yes 10 28.6 '
Potential for re-use of content: |No 23 65.7
Yes 12 34.3 1.3425
Students can learn at their own | No 12 343 16571
pace Yes 23 65.7
Facilitates the management of |No 17 48.6 15143
student records Yes 18 51.4 ’

Table 12 shows the results obtained from the respondents regarding the benefits that they
can receive when they are using e-learning. Among the 7 statements, the respondents
believed that by using e-learning, they can access to information easily (85.7%), can have safe
digital environment (54.3%), can learn at their own pace (65.7%) and it can facilitate the
management of student records (51.4%). However, only a minority of students believed that
e-learning can help them get supervision easily (22.9%), can have both synchronous and
asynchronous learning (28.6%) and can re-use of content (34.3%).

Table 13:
Respondents’ Perception on The Benefits of Using E Learning As A Student
Frequenc | Percenta
Options v ge Mean
Flexibility in time and place. itgrssr;gly Agree 12 343
Disagree 21 60.0 1.7143
2 5.7
Strongly
. 0 0
Disagree
Ease and quick share of|Strongly Agree 9 25 7
educational material. Agree '
Disagree 20 >7.1 1.9143
g 6 17.1 '
Strongly
. 0 0
Disagree
Improved  collaboration  and|Strongly Agree 8 299
interactivity among students. Agree '
) 23 65.7
Disagree 1.9143
Strongl 3 8.6
TONLY 1 2.9
Disagree
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Access to higher education for all | Strongly Agree 9 257
applicants. Agree 19 54'3
Disagree ' 1.9429
7 20.0
Strongly
. 0 0
Disagree
Possibility of working with e-|Strongly Agree 7 0.0
learning. In your perception Agree '
Disagree 21 60.0 2.0000
8 7 20.0 '
Strongly
. 0 0
Disagree
Accommodates different types of | Strongly Agree 6 171
learning styles Agree 23 65.7
Disagree 6 17 1 2.0000
Strongly
. 0 0
Disagree
Quick feedback. Ztgrser;gly Agree . 20.0
) 12 34.3
Disagree 14 40.0 2.3143
Strongly
. 2 5.7
Disagree
Wide and diverse interactions. In | Strongly Agree 4 114
your perception, please rate the | Agree '
) . ) 26 74.3
benefits of e-learning to you as a|Disagree 4 114 2.0571
student. Strongly 1 29'
Disagree ’
Updated learning material. In|Strongly Agree 5 14.3
your perception, please rate the | Agree '
. . ; 25 71.4
benefits of e-learning to you as a|Disagree 5 14.3 2.0000
student. Strongly '
. 0 0
Disagree
Assist in learning. In vyour |Strongly Agree
. 7 20.0
perception, please rate the|Agree
) . ; 23 65.7
benefits of e-learning to you as a|Disagree 5 14.3 1.9429
student. Strongly '
. 0 0
Disagree

For all the statement above, more students showed their agreement (strongly agree and
agree option) than disagreement (disagree and strongly disagree option).
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Section D
Table 14:
Challenges of using e-learning
Percentag
Options Frequency |e Mean
Having no access to computers. No 15 42.9
Yes 20 57.1 1.5714
No electricity No 23 65.7
Yes 12 34.3 1.3429
Low level of English competency. |No 22 62.9
Yes 13 37.1 1.3714
Need for face to face interaction. |No 19 54.3
Yes 16 45.7 14571
Low level of awareness. No 23 65.7
Yes 12 34.3 1.3429
Not familiar with the systems. No 21 60.0
Yes 14 40.0 1.4000
Lack of technical support. No 20 57.1
Yes 15 42.9 1.4286

Table 14 shows the challenges encounter by the respondents while they are using e-learning.
It can be noticed that the students did not faced many problems when they were experiencing
e-learning as more of the students chose option ‘no’ than option ‘yes’. The only challenges
which faced by most of the respondents was that they did not have access to computers.

Discussion and Conclusion

This section is showing the summary of the findings that based on the objectives of the
research. Based from the results, the objectives of research are fulfilled.

The Industrial Design students believed that e-learning was a type of learning method which
was carried out online. However, the students were not keen of using e-learning though they
understand that they can use e-learning for variety of purposes. E-learning can be used to
support traditional lecture method and it can promote collaborative learning among students.
It promotes interaction among the students (Razali & Yahya, 2010) and the students can
cooperate with each other regardless of the environments because it can be used anytime at
any place. Yet, many respondents still confused the function of e-learning as they perceived
that interaction with others through e-learning is impossible and as well as they cannot
engage in discussion forums in e-learning.

As to replace the traditional learning method and to enhance the effectiveness of Industrial
Design students’ learning, live lectures should be a creative way of teaching the students
whereby the students can study at a place which they are comfortable at. They do not need
to stay in a classroom as to attend a two- or three-hours lecture, but they can study at home
and receive the same quality of knowledge that they can gained when they attend the class.
It can help the students to improve their learning and they can finish their task more quickly.
Abdillah (2013) stated that e-learning help to transform traditional learning method to a
faceless learning method. To make e-learning more effective to be used, it should include also
the function of having live lectures so that it fulfils the needs of students who required face-
to-face interaction.
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Technology can help the Industrial Design students to learn effectively. The use of e-learning
enables the students to get to access the design resources easily and the students can get any
updated design issues online. The appropriate learning method should not be only focused
on printed materials but also the online resources. The lecturers can use e-learning to share
resources with the students and the students can help each other through e-learning
platform. It brings a lot of benefits to the students as it eases the process of accessing
information and the students are responsible to own learning.

In conclusion, e-learning is an effective way of teaching which tally with the aims of 21
century learning method. It is a student-centred learning method and it encourages the
students to work with each other to solve the problem. The use of e-learning should not be
focus only on the submission of assignments, but the lecturers should be more alert on the
different useful functions that can improve students’ learning and performance. The
traditional learning is never enough to help the Industrial Design students to acquire enough
knowledge and practical skills to solve the problems that they may face in real-life situation,
but the use of technology can help to facilitate the process of learning.
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