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PBL is used to change Implementation Learning to Self Directed Learning and Group Learning.
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Generation Comparison Chart
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Survey Research Communication Design Education Objectives

Survey Duration:
2014.10~2015.03 (6 months)

Survey Respondents:
Selected 30 design professors and 30 professional designers with
minimum |0 years experience from around the world
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Survey Research
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Designers are active and social people
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Survey Research
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Culture and economy influence designers
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Survey Research
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Important to concern the next generation in design
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Survey Research
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Become a mentor is important
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Survey Research
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Important to achieve international reputation
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Survey Research
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New global design organization is needed
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Survey Research
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New business ethics and structure are needed
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Survey Research
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Marketing education is important for design education
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Survey Research
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Designers must know how to write a strategy planning
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Survey Research
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Designers use unified design terminology
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Survey Research
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Design must be in the center of the academia

FEAEEL
0% 3%

B =:90%
AEIE: 7%

21



AEMR

Survey Research

mEMPSREHAE R

New design education system is needed
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Source: Dale, Edgar. Audio-Visual Methods in Teaching, Third Edition, Holt Rinehart, Winston, 1969.
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Source: Dale, Edgar. Audio-Visual Methods in Teaching, Third Edition, Holt Rinehart, Winston, 1969.
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What is PBL (Problem-based Learning)?
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A student-centered pedagogy in which students learn about a subject through the experience of

solving an open-ended problem found in trigger material.

PBL was pioneered in medical school programs McMaster University in Hamilton in 1950s.
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What is DBL (Design-based Learning)?

A student-centered learning methodology which | practice it to teach design students. It
is based on the design process and the cognitive process.
Convergent and Divergent Thinking
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What is Design?
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Noun
Verb

Aesthetics,Work of Art, Physical Outcome
Creativity, Innovative Process, Creative Process
- From nothing to something

- From problem to solution

- From a raw material to a functional thing
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Design-based Learning (DBL)
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DBL is a student centered pedagogy which helps students determine
what to make and do, why do it and how to innovate contextually.

This process involves the interplay between Aesthetics,
Function and Strategy.
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