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Original Characteristics of PBL

Barrows (1996) lists the six original characteristics for PBL model employed in the
medical school as follows:

= Learning is student centered.
= [Learning occurs in small student groups.
= Teachers are facilitators or guiders.

= Problems form the original focus and stimulus for learning.

Problems are a vehicle for the development of clinical problem solving skills.

= New information is acquired through self-directed learning.
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Retrieved from http://www.udel.edu/pbl/ioste/sld011.htm



http://www.udel.edu/pbl/ioste/sld011.htm

Cognitive Constructivist Process of PBL

Yew and Schmidt (2011), Schmidt, and Hung (2011) elaborate on the cognitive
constructivist process of PBL:

= Learners are presented with a problem and through discussion to activate their
prior knowledge.

= Learners develop possible theories to explain the problem in their group.
= Facilitators provide scaffold to help students construct knowledge to the problem.

= After the initial team work, students work independently in self-directed study to
research the identified issues.

= Students re-group to discuss their findings and refine their initial explanations.



PBL Assessment Philosophy

Garfield (1994) lists PBL assessment philosophy as follows:

= Assessment is not separate from instruction. Rather, assessment is integral to
learning, it is a continuous process that drives instruction.

= Students will learn to evaluate the work of their peers, as well as their own.

= Students will play an active role in developing criteria and setting standards.

Retrieved from http://www.ardaroc.org/roc/get-involved/default.aspx?id=3610



http://www.ardaroc.org/roc/get-involved/default.aspx?id=3610

How to Apply PBL Effectively

Gallagher (1997) elaborate on how to apply PBL effectively:

Use problems at the beginning, not the end.

Use ill-structured problems.

Relate all learning to the problem.

Make students apprentices.

Give students responsibility for problem definition and plan of action.

Have student defend their solution.



Why PBL

= Research in educational psychology has found that traditional educational
approaches (e.g., lectures) do not lead to a high rate of knowledge retention.

= PBL is a challenging for students because they are motivated to learn by a need
to understand and solve real managerial problems.

= The relevance of information is readily apparent for students.
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Example of Virtual World Design

= PREVIEW-Psych & PREVIEW-Sustain Info Area, Derby University
http://previewpsych.org/?page id=178 (There are various Psychological
scenarios evolve into this project. )



http://previewpsych.org/?page_id=178

Example of Virtual World Design

Problem-Based
Learning Area




Example of Virtual World Design

= Characters Intro




Example of Virtual World Design

= Task Introduction: Resources, Action, Scenario, Decision

Resources

\Ction dCenano
There are a variety of resources for you 10 use in
the office, house, grounds and information area
Make notes and communicate with each other
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If you have any questions the facilitator

(Bethany Orellana or Milton Broome) will be on
hand to ask throughout the task,

Decision

You should first sit down at the table and discuss

your roles and approach, You need to decide

- Who will produce the group report?

= Who will look for which type of information
(people/object/boards) and where
(house/grounds/information area)?

« This is @ group problem-based learning task and
effort should be divided between those taking part




Example of Virtual World Design

= Notecard Tutorial
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Example of Virtual World Design

= Scenario
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