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Abstract

The main purpose of this study is to design and evaluate a mobile technology-based classroom
for education and training. The major task is to redesign an Insurance Company computer classroom
for mobile technology training courses. The study first observed three interactive technology
classrooms and based on the observation results, an octagon discussion classroom prototype for mobile
training methods was created. This mobile technology training classroom assists both group and
individual trainer share their ipad app screens for every participants. Expert review was used for
evaluation and experts suggested to integrate lighting and audio signals into a single user interface on

trainer’s ipad for better mobile technology control.
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