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Chapter XV

Using Problem-Based
L earningin
OnlineCour ses.

A New Hope?*

Richard F. Kenny, Athabasca University, Canada

Abstract

In this chapter, | argue that instructional designers must use research and
theory to guide them to new and justified instructional practices when
designing e-learning. | introduce a well-established pedagogy, problem-
based learning (PBL), in which complex, ill-structured problems serve as
the context and stimulus for learning, and students work collaboratively to
understand the problem and learn about the broader related concepts. |
describe the structure of PBL and discuss Barrow's (1998) concept of
“authentic” PBL. | then review the support for PBL in the research
literature and describe its relationship to cognitive and constructivist
learning theory. | conclude the chapter by demonstrating how authentic
PBL can be applied to e-learning using supporting examples from an
undergraduate online course in agriculture.
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| ntroduction

Nichols and Anderson (2005, para. 12) make two important points about
instructional designfor e-learning:

1. E-learning pedagogies must be defensible, used with reference to proven
educational practice and theory.

2. E-learning pedagogies are evolving. E-learning practice must make the
most of new opportunities.

In designing e-learning, instructional designers must use research and theory to
guidethemto new andjustifiedinstructional practices. Inthischapter, | examine
the use in e-learning of a well-researched pedagogy, problem-based learning
(PBL), in which complex, ill-structured problems serve as the context and
stimulusfor learning. PBL contrasts with traditional subject-based approaches
where students are taught a body of knowledge and then asked to apply what
they havelearned to sample problems. Studentswork collaboratively toidentify
what they need to learn to understand the problem and learn about the broader
conceptsrelated tothe problem. PBL, therefore, encouragesactive participation
by immersing studentsin asituation, requiring themto definetheir own learning
needs within broad goal s set by faculty and search for the knowledge needed to
approach the problem.

PBL was developed the 1960s and used most widely in medical education.
However, it has also been employed in such fields, as nursing, dentistry, and
agriculture (Barrows, 1996, 1998; Boud & Faletti, 1991; Savory & Duffy, 2001).
Research on PBL has focused on comparing PBL methods to more traditional
instruction (Albanese, 2000; Albanese & Mitchell, 1993; Colliver, 2000; Smits,
Verbeek, & Buisonjé, 2002; Vernon & Blake, 1993), rather than on the specific
learning processes occurring in students engaged in PBL (Norman & Schmidit,
1992) or on the applicability to an online, distance education context, although
there has been some recent work on what has been termed distributed problem-
based learning (dPBL) (e.g., Barrows, 2002; Bjorck, 2002; Lehtinen, 2002;
Lopez-Ortiz & Lin, L., 2005; Lou, 2004; Oliver & Omari, 2001; Orrill, 2002;
Ronteltap & Eurelings, 2002).

Before we can consider PBL as viable for use in e-learning, we need to
understand what it is. Therefore, | will begin with criteriafor “authentic” PBL
developed by Howard Barrows (1986, 1998), originator of the method, and
present an example of how PBL istypically structured in face-to-face instruc-
tion.

Copyright © 2007, Idea Group Inc. Copying or distributing in print or electronic forms without written
permission of ldea Group Inc. is prohibited.



20 more pages are available in the full version of this
document, which may be purchased using the "Add to Cart"
button on the publisher's webpage: www.igi-
global.com/chapter/using-problem-based-learning-
online/25624

Related Content

Juvenile Offenders: Developing Motivation, Engagement, and Meaning-
Making through Video Game Creation

Dana Ruggiero, Belen Garcia de Hurtadoand William R. Watson (2013). International
Journal of Game-Based Learning (pp. 112-129).
www.irma-international.org/article/juvenile-offenders-developing-motivation-engagement/78310

Transformative Learning and Online Education : Indian Experiences
Suresh Gargand Ramesh C. Sharma (2010). Transformative Learning and Online
Education: Aesthetics, Dimensions and Concepts (pp. 282-300).

www.irma-international.org/chapter/transformative-learning-online-education/44213

Evaluation Issues
Badrul Khan (2005). Managing E-Learning Strategies: Design, Delivery,
Implementation and Evaluation (pp. 379-418).

www.irma-international.org/chapter/evaluation-issues/25798

Playability Guidelines for Educational Video Games: A Comprehensive and
Integrated Literature Review

Amer Ibrahim, Francisco Luis Gutiérrez Vela, Patricia Paderewski Rodriguez, José
Luis Gonzalez Sanchezand Natalia Padilla Zea (2012). International Journal of
Game-Based Learning (pp. 18-40).
www.irma-international.org/article/playability-guidelines-educational-video-games/74745

Developing a Gameful Approach as a Tool for Innovation and Teaching
Quality in Higher Education

Anna Sendra, Natalia Lozano-Monterrubio, Jordi Prades-Tenaand Juan Luis
Gonzalo-Iglesia (2021). International Journal of Game-Based Learning (pp. 53-66).

www.irma-international.org/article/developing-a-gameful-approach-as-a-tool-for-innovation-and-

teaching-quality-in-higher-education/267906



http://www.igi-global.com/chapter/using-problem-based-learning-online/25624
http://www.igi-global.com/chapter/using-problem-based-learning-online/25624
http://www.igi-global.com/chapter/using-problem-based-learning-online/25624
http://www.irma-international.org/article/juvenile-offenders-developing-motivation-engagement/78310
http://www.irma-international.org/chapter/transformative-learning-online-education/44213
http://www.irma-international.org/chapter/evaluation-issues/25798
http://www.irma-international.org/article/playability-guidelines-educational-video-games/74745
http://www.irma-international.org/article/developing-a-gameful-approach-as-a-tool-for-innovation-and-teaching-quality-in-higher-education/267906
http://www.irma-international.org/article/developing-a-gameful-approach-as-a-tool-for-innovation-and-teaching-quality-in-higher-education/267906

