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Chapter VII

The Tutorial Process

Introduction

The tutorial process is at the heart of PBL. In addition to the acquisition of
knowledge and conceptual understanding relevant to the given problem, we
believe the tutorial group also has positive cognitive and motivational effects on
students’ learning. There are variations of the PBL tutorial process, based on the
Barrows’ model. This chapter describes the tutorial process we used for our
students.

Traditional vs. PBL Tutorial

The tutorial process in PBL is often confused with the case method of teaching
(Barrows, 1992). It is important to distinguish between the two. Although the
case method teacher does not directly give information to students, but chal-
lenges them to present their own thinking, he or she does provide students with
information and direction. This is done by responding to students’ ideas with
counter examples, absurdities that would result from their ideas, or by providing
new facts that will shape their thinking at a critical point. On the other hand, in
the PBL tutorial, the case or situation generates the analytical process in which
the students have to discover what they know and what they need to know in
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order to deal with a given situation. Students in the study have to take
responsibility to acquire and test the applicability of knowledge for understanding
issues and determinants from a potential practice perspective (von Schilling,
1995). The tutorial process is a regular meeting of students and tutors to discuss
a topic. In PBL, the tutorial process structures the discussion and it provides
students with a framework for working through their tutorial topic, presented as
a problem (Clarke, 2002).

According to Bertola and Murphy (1994), successful tutorials contain the
following features:

• Clarifying the role of tutor;

• Clarifying expectations;

• Planning session;

• Providing clear tasks;

• Modelling the kind of behaviour that the tutor wants to encourage and
observe in students;

• Providing a conducive environment;

• Keeping students’ attention on the topic and its relation to the “big picture”
of the unit;

• Listening effectively; and

• Focusing on the process as well as content.

However, the tutorial in PBL is different from that described by Bertola and
Murphy (1994). The main difference is that in PBL there are no clear tasks. The
tasks in PBL are typically open-ended and “messy” in order to provide suitable
stimulus for higher-order learning. Although there are different versions of
Barrows’ tutorial process, the basic concept is the same. During the tutorial
process, the students actively engage with a problem, formulate hypotheses,
identify learning issues, evaluate, reformulate, and revise them.

Students work through the same phases of the PBL process for each problem.
The tutorial process provides a framework for working on the problem and
allows the tutor and students to independently and collectively monitor and
manage student progress in working through the problem. All PBL processes
involve a sequence of working steps. The PBL process at Maastricht University
consists of the following seven steps:

1. Group clarifies the text of problem.

2. Students define the problem.



 

 

29 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/tutorial-process/30158

Related Content

How do Professionals’ Attitudes Differ between what Game-Based Learning

could Ideally Achieve and what is Usually Achieved
Wee Hoe Tan, Sean Neilland Sue Johnston-Wilder (2012). International Journal of

Game-Based Learning (pp. 1-15).

www.irma-international.org/article/professionals-attitudes-differ-between-game/62853

Supporting the Common Core State Standards in Mathematics through

Mathematics Journals
Christie Martinand Drew Polly (2013). Common Core Mathematics Standards and

Implementing Digital Technologies (pp. 250-262).

www.irma-international.org/chapter/supporting-common-core-state-standards/77487

Examining Students' Perceived Competence, Gender, and Ethnicity in a

Digital STEM Learning Game
Ginny Smith, Curt Fulwider, Zhichun Liu, Xi Lu, Valerie J. Shuteand Jiawei Li (2022).

International Journal of Game-Based Learning (pp. 1-17).

www.irma-international.org/article/examining-students-perceived-competence-gender-and-

ethnicity-in-a-digital-stem-learning-game/294013

Gamification of Computer Programming Tasks to Promote the Growth Mind-

Set in a Disadvantaged School
Garry Gorman, Nigel McKelveyand Thomas C. Dowling (2022). International Journal

of Game-Based Learning (pp. 1-24).

www.irma-international.org/article/gamification-of-computer-programming-tasks-to-promote-the-

growth-mind-set-in-a-disadvantaged-school/287827

Serious Game Leverages Productive Negativity to Facilitate Conceptual

Change in Undergraduate Molecular Biology: A Mixed-Methods Randomized

Controlled Trial
Andrea Gauthierand Jodie Jenkinson (2017). International Journal of Game-Based

Learning (pp. 20-34).

www.irma-international.org/article/serious-game-leverages-productive-negativity-to-facilitate-

conceptual-change-in-undergraduate-molecular-biology/180345

http://www.igi-global.com/chapter/tutorial-process/30158
http://www.igi-global.com/chapter/tutorial-process/30158
http://www.irma-international.org/article/professionals-attitudes-differ-between-game/62853
http://www.irma-international.org/chapter/supporting-common-core-state-standards/77487
http://www.irma-international.org/article/examining-students-perceived-competence-gender-and-ethnicity-in-a-digital-stem-learning-game/294013
http://www.irma-international.org/article/examining-students-perceived-competence-gender-and-ethnicity-in-a-digital-stem-learning-game/294013
http://www.irma-international.org/article/gamification-of-computer-programming-tasks-to-promote-the-growth-mind-set-in-a-disadvantaged-school/287827
http://www.irma-international.org/article/gamification-of-computer-programming-tasks-to-promote-the-growth-mind-set-in-a-disadvantaged-school/287827
http://www.irma-international.org/article/serious-game-leverages-productive-negativity-to-facilitate-conceptual-change-in-undergraduate-molecular-biology/180345
http://www.irma-international.org/article/serious-game-leverages-productive-negativity-to-facilitate-conceptual-change-in-undergraduate-molecular-biology/180345

