INFORMATION SCIENCE PUBLISHING

701 E. Chocolate Avenue, Suite 200, Hershey PA 17033, USA
Tel: 717/533-8845; Fax 717/533-8661; URL-http://www.idea-group.com ITB13795

This chapter appears in the book, Integrating Information & Communications Technologies into the Classroom

edited by L.Tomei © 2007, Idea Group Inc.

Chapter I

Using “Blended
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Develop Tertiary
Students’ SKkills of
Critique

Paul Lajbcyier, Monash University, Australia

Christine Spratt, Monash University, Australia

Abstract

Devising pedagogical strategies that will engage students in ways that will assure
the development of their skills of critique and analysis presents a challenge to ter-
tiary teachers. This chapter draws on data from a recent case-based evaluation
study to argue that innovative assessment and the development of social presence
in online learning environments can contribute to developing skills of critique and
analysis in tertiary students. The chapter is underpinned by the belief that creative
thinking about curriculum issues must continue to lead debates about tertiary
pedagogy, the use of educational technologies and online learning. It concludes by
posing implications for further research in pedagogical practices in tertiary set-
tings, in particular, it presents a discussion of the potential of “blended learning”
and ““variation theory” for leading such research.
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Introduction

Pedagogical approaches embedded in constructivism mean that tertiary teachers
ought to offer students opportunities to be active learners. Such approaches should
see students engaged in learning tasks that are relevant and directed towards mutu-
ally conceived learning outcomes and that such engagements ought to be reflect
communities of learning (Marton & Trigwell, 2000). We believe this is imperative
in undergraduate and postgraduate classrooms, particularly where such classrooms
are becoming more diverse. Here we acknowledge the growth in full-fee paying in-
ternational students; the imperatives of information and communication technologies
to develop pedagogical models of flexibility; “creeping credentialism” — that is, the
imperative for life-long learning and qualifications as one crucial step in assuring
career progression; as well as the demands of increasingly sophisticated learners.

Therefore, tertiary education ought to exploit students’ existing knowledge and
experience. It ought to engage learners in meaningful, relevant and authentic learn-
ing experiences, including assessment tasks. Such a curriculum approach aims to
promote opportunities for active learning and collaboration where students are en-
gaged in deep learning experiences that develop their capacities to be self-reflective
and critical. Deep learning is considered to be critical and transformative, where
students develop the capability to:

relate ideas to previous knowledge and experience; check evidence and relate it to
conclusions; examine the logic of argument cautiously and critically; become actively
interested in the course content; and look for patterns and underlying principles.
(Marton, Hounsell, & Entwhistle, 1998, p. 19)

This chapter uses a case-based evaluation study of a curriculum unit' to raise broader
issues related to the design of online learning environments, the potential of social
presence in such environments and innovative assessment to influence successful
learning outcomes. As a case study, it provides “an evidentiary boundary around
which to discuss educational problems” (Walker, 2001, p. 10). In this case, the edu-
cational problem concerned engaging students in forms of discourse in an online
environment to develop their skills of critique, analysis and decision making.

The Study Focus

In previous years, students in this particular unit (a postgraduate unit concerned
with financial computation and investment decision-making?®) claimed that they

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



16 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-

blended-learning-develop-tertiary/24028

Related Content

Empowering Digital Learners: A Self-Managing Learning Process Framework for
Digital Game-Based Learning System (DGBLS)

Wenhao David Huangand Dazhi Yang (2012). Interactivity in E-Learning: Case Studies
and Frameworks (pp. 210-229).
www.irma-international.org/chapter/empowering-digital-learners/61690

Caring in the Zone: Fostering Relationships in Virtual Learning Communities
Amelia W. Cheneyand Peter Nelsen (2011). Handbook of Research on Transformative
Online Education and Liberation: Models for Social Equality (pp. 179-197).
www.irma-international.org/chapter/caring-zone-fostering-relationships-virtual/48871

Toward a Propensity-Oriented Player Typology in Educational Mobile Games
Mehran Gholizadeh, Fattaneh Taghiyarehand Saeed Alvandkoohi (2018). International
Journal of Game-Based Learning (pp. 55-67).
www.irma-international.org/article/toward-a-propensity-oriented-player-typology-in-educational-
mobile-games/201872

Mitigation of Cognitive Bias with a Serious Game: Two Experiments Testing
Feedback Timing and Source

Norah E. Dunbar, Matthew L. Jensen, Claude H. Miller, Elena Bessarabova, Yu-Hao Lee,
Scott N. Wilson, Javier Elizondo, Bradley J. Adame, Joseph Valacich, Sara Straub,
Judee K. Burgoon, Brianna Lane, Cameron W. Piercy, David Wilson, Shawn King, Cindy
Vincentand Ryan M. Schuetzler (2017). International Journal of Game-Based Learning
(pp. 86-100).
www.irma-international.org/article/mitigation-of-cognitive-bias-with-a-serious-game/188613

An Architecture for Bidirectional Learning Games

Tanja von Leipzig, Eric Lutters, Vera Hummeland Corné Schutte (2022). International
Journal of Game-Based Learning (pp. 1-22).
www.irma-international.org/article/an-architecture-for-bidirectional-learning-games/294009



http://www.igi-global.com/chapter/using-blended-learning-develop-tertiary/24028
http://www.igi-global.com/chapter/using-blended-learning-develop-tertiary/24028
http://www.irma-international.org/chapter/empowering-digital-learners/61690
http://www.irma-international.org/chapter/caring-zone-fostering-relationships-virtual/48871
http://www.irma-international.org/article/toward-a-propensity-oriented-player-typology-in-educational-mobile-games/201872
http://www.irma-international.org/article/toward-a-propensity-oriented-player-typology-in-educational-mobile-games/201872
http://www.irma-international.org/article/mitigation-of-cognitive-bias-with-a-serious-game/188613
http://www.irma-international.org/article/an-architecture-for-bidirectional-learning-games/294009

