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Design-based learning (DBL) is a learning strategy that requires students to use their
theoretical knowledge to develop an artifact or system to tackle a real-life problem.
DBL has long been utilized in design-related curricula in higher education such as
engineering, computer science, and architecture. However, little is known about how
DBL in non-design-based courses enhances students’ learning experience, especially
in recent years when the COVID-19 pandemic has compelled the worldwide education
systems to adapt to online learning. Hence, this study aims to investigate the experience
of science undergraduate students after one semester of participating in online DBL.
The participants include 25 second-year science undergraduate students enrolling
in the Managing New Technologies course. Using semi-structured interviews and
thematic analysis, the findings of this study indicated that online DBL contributes to
easy access to learning, enhances creativity, and allows students to think outside the
box. Nevertheless, students highlighted online learning as an obstacle to their DBL
experience. They claimed that online platforms as a means of communication are
not practical due to insufficient interaction time and misunderstanding of information.
In addition, some students stated that the online environment poses difficulties for
collaborative learning.

Keywords: pedagogy, design based research, online learning, non-design based courses, higher education

INTRODUCTION

Design-based learning (DBL), also known as design-based science (Fortus et al., 2005; Vattam
and Kolodner, 2006), design science research (Peffers et al., 2007), or learning by making (Shanta
and Wells, 2022), is a learning method where students evaluate their understanding through
design. Using their knowledge, students provide a solution by participating in designing activities
(Felix, 2016) — a learning strategy that is frequently linked with design and technology education
(Zhang et al., 2020) — to solve real-world problems through the construction of innovative and
creative products.

According to Joordens et al. (2012), DBL enhances students’ imagination, creativity, and talents
while improving higher order thinking and understanding. Studies have shown that students
improve their systems thinking, transdisciplinary activities, and collaborative skills through DBL
(Wells, 2016; Baron and Daniel-Allegro, 2019; Huang et al., 2019), which further allows them
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to apply concepts in various contexts. However, the nature of
teaching and learning has altered due to rapid advancements in
information and communications technology. The introduction
of a new teaching and learning environment known as online
learning has been facilitated by the digital transformation of
education systems at all levels. It is a web-based system that
uses digital technology with a range of web-based educational
resources to provide students with an open, interactive learning
environment that helps them learn more effectively (Rodrigues
et al., 2019). At present, online learning is a form of education
where students pursue learning activities digitally rather than in
a traditional classroom setting.

While lecturers and students will benefit from online learning
through the use of digital technology that provides insightful
lessons, self-directed learning development, and interactive
environments, online learning may still be a problem for those
who do not have access to proper digital tools. This is further
worsened by the coronavirus (COVID-19) pandemic, which has
caused higher education systems worldwide to adopt online
learning and impacted the students’ mental health, study-life
balance, and academic engagement.

Research by Irawan et al. (2020) shows online learning
during the COVID-19 pandemic greatly effect students’ mental
health. They found that after 2 weeks of participating in online
learning, students reported experiencing emotional instability, a
lack of enthusiasm, and anxiety disorder. AlJhani et al. (2021)
found similar results. Their study on medical students across
Saudi Arabia found that 94.4 percent of respondents reported
moderate-to-high stress levels due to the changes from normal
classrooms to online classes during the COVID-19 pandemic.

Based on a study conducted on 367 Malaysian tertiary
education students by Moy and Ng (2021), the sudden transition
from face-to-face lectures to online classes, coupled with students’
insufficient knowledge of information technology, hinders
students’ ability to adapt to the online environment, leading
to a reduction in academic engagement. Meanwhile, Aguilera-
Hermida (2020) and Farrell and Brunton (2020) reported that
the most difficult problem students had during online learning
due to COVID-19 was balancing between studying and daily life
activities. There were numerous distractions, including family
and household chores.

Since DBL in traditional classrooms has improved student
skills and fostered collaboration (Wells, 2016; Baron and Daniel-
Allegro, 2019; Huang et al., 2019), it is crucial to investigate the
DBL experience of students in an online learning environment.
Furthermore, as previous research has predominantly focused
on engineering education or design-related courses, such as
computer science and architecture, where the students are often
trained in digital tools and software, it would enrich the field to
explore DBL in the context of non-design-based courses.

AN OVERVIEW OF DESIGN-BASED
LEARNING AS PEDAGOGY

Design-based learning is based on the constructionist theory,
which states that learners construct knowledge rather than

passively taking in information. While it highlights the
importance of producing or engaging in designing activities
as a means of learning, the design process also offers a
valuable learning environment. Therefore, DBL values both
the learning process and its outputs or products. DBL was
created in the 1980s, and it was initially used in high schools
to educate science and develop design skills (Doppelt et al.,
2008). Designers (learners) build products or artifacts that
symbolize a relevant learning output, and this is an active
learning process that puts students at the center, encouraging
them to participate actively in class. Briefly, in DBL, students are
taught to develop prototype models or artifacts of a problem-
solving solution. It is a teaching technique that helps students
generate creative products and improves their willingness to
study (Ahmad Alif and Syahrul Nizam, 2019).

This pedagogical approach combines problem-based learning
with project-based learning in which students apply theoretical
information obtained in the classroom to design products,
systems, and inventive solutions (Gómez Puente et al., 2013;
Zhang et al., 2020). DBL has been utilized in design-related
courses in higher education such as engineering, computer
science, and architecture; nonetheless, courses other than design
such as science, accountancy, and social sciences have recently
begun to incorporate DBL into their curriculum (Ford et al., 2017;
Tang and Sun, 2017; Fried et al., 2020; Zhao et al., 2021).

The literature has discussed good learning outcomes
from DBL as a student-centered approach. Besides fostering
collaboration, DBL also allows students to learn at their own
pace, encourages transdisciplinary learning and cooperation,
stimulates creativity, and increases student confidence (Raber,
2015; Chen and Chiu, 2016; Zhang et al., 2021). Since the
complexity of a task usually involves collaboration and specific
responsibilities, students can become “experts” in a specific area
by establishing goals and constraints using representational
approaches, idea development, and prototype construction for
design projects. As a result, students can work in groups, share
information, and develop their abilities (Doppelt et al., 2008).
DBL also helps improve students’ cognitive and social abilities,
for instance, public speaking and critical thinking skills during
an oral presentation by defending and justifying their products
and how they fit the standards. Ultimately, this helps enhance
their interpersonal communication and problem-solving skills
(Doppelt, 2006; Zhang et al., 2021).

ONLINE LEARNING

The digital transformation of education systems worldwide has
facilitated the introduction of a new teaching and learning
environment known as online learning or electronic learning (e-
learning), which allows students to share information regardless
of their locations. Owing to its flexibility in delivering and
accessing learning content, online learning also enables students
to study whenever and wherever they want.

Various studies have highlighted the benefits of online
learning. For instance, online learning enables self-paced
learning that fosters lifelong learning (Njenga and Fourie, 2010;

Frontiers in Education | www.frontiersin.org 2 May 2022 | Volume 7 | Article 860097

https://www.frontiersin.org/journals/education
https://www.frontiersin.org/
https://www.frontiersin.org/journals/education#articles


feduc-07-860097 May 10, 2022 Time: 16:53 # 3

Azizan and Abu Shamsi Online Design-Based Learning

Al-Fraihat et al., 2017), while the internet and multimedia
technologies in the classroom have increased delivery and
learning accessibility (Elfaki et al., 2019). Roddy et al. (2017) also
outlined four pillars to ensure student success in online classes:
(i) academic supports through easy access to online academic
resources and student-instructor interaction opportunities; (ii)
technical assistance that helps students prepare for online
learning; (iii) support for health and wellbeing, (iv) a sense of
belonging to a community in terms of how students interact with
their peers, lecturers, and the environment.

Nevertheless, according to Roddy et al. (2017), technical
difficulties, confusion with the learning content, balancing
between study and family responsibilities, perceived isolation,
and a lack of motivation are among the difficulties of online
learning that should be considered. This includes communication
and engagement between teachers and students, which is a barrier
in the online learning environment (Alawamleh et al., 2020). In
addition, Dumford and Miller (2018) also asserted that online
learning hinders students’ collaborative learning experiences by
resulting in lower-quality interactions.

DESIGN-BASED RESEARCH
FRAMEWORK

Design-based research methodology entails a research design that
combines design and scientific methods to create new theories,
artifacts, and practices (Easterday et al., 2014). According to
Amiel and Reeves (2008), the design-based research approach
involves four phases:

1. An analysis of real-world issues.
2. Solution development based on existing design concepts

and technological advancements.
3. Evaluating and refining solutions in iterative cycles.
4. Reflection to develop design ideas and improve

solution implementation.

These phases are systematic yet flexible, and the principles
are adjustable and feasible for others interested in studying
similar settings. However, despite a variety of design-based
research processes highlighted in the literature, there is no one-
size-fits-all design-based research process as the planning and
implementation of research projects differ depending on the
situation (Rossi, 2021) and can, therefore, change depending
on the design goals and circumstances. Nonetheless, many of
these design-based research frameworks have been discussed in
the context of related technical activities such as engineering,
information science, and computer science where the students
are mostly equipped with digital tools and software training
(e.g., Peffers et al., 2007; Wyk and Villiers, 2014; Geitz and de
Geus, 2019).

A combination of design learning frameworks proposed by
Peffers et al. (2007), Wyk and Villiers (2014), and Geitz and
de Geus (2019) were adapted according to the suitability of
this study. This new design-based research process involves
five phases: (i) identify problems in the context of current
situations and generate ideas; (ii) define a solution’s objectives;

(iii) design and development; (iv) demonstration and reflection;
(v) communication and evaluation. Specifically, the design-based
research process focuses on identifying issues in situations at
present and producing innovative ideas to encourage students
to design a solution based on their critical-thinking abilities. As
the study was conducted in an online learning setting where
face-to-face interactions are limited, it is essential to integrate
communication and evaluation to allow students to interact with
their lecturer and peers as well as examine whether or not the
objectives and outcomes of the assignment have been met.

Based on the above discussion, the five phases of the
synthesized generic design-based research model were applied
in the learning process of university undergraduate students.
Additionally, the following research questions were used as
guides to explore the experience of students participating in
online DBL:

RQ1: How does online DBL benefit students?
RQ2: What are the challenges faced by students in online
DBL?

LEARNING ENVIRONMENT

This qualitative study was employed to investigate the benefits
and challenges faced by students during online DBL. According
to McGrath et al. (2019), qualitative research interviews are
appropriate for gathering informative insights into people’s
experiences and allow in-depth analysis from a small sample
size. The participants for this study were 25 second-year
science undergraduate students enrolling in the Managing New
Technologies course. Managing New Technologies course is the
elective program course to provide students with knowledge
on the nature of new technologies and the importance of
technology management. Throughout the semester, the lecturer
explains various concepts and theories related to technology
management in the class. This helps students to understand the
scenario. Due to the recent COVID-19 pandemic, all teaching
and learning activities in the university have shifted to online
learning; therefore, the course was entirely delivered online via
google meets apps.

As a component of their assessment, students were given
a group task to design a prototype for solving a real-world
problem, focusing on the process of design and the techniques
used to come up with innovative ideas. Students were given
autonomy to choose their group members. A typical group
consists of five members in a group. In the group, they identified
the problem they wanted to solve. At the end of the semester,
students need to orally present innovative solutions to explain
the product, types of innovation they used to develop solutions,
and SWOT (strengths, weaknesses, opportunities, and threats)
analysis. In other words, the presentation’s content should relate
the design with the students’ theoretical knowledge. Table 1
describes the framework of the design-based research process
applied during the DBL.

Interviews were done a week after the project presentation.
Each interview session lasted approximately half an hour to an

Frontiers in Education | www.frontiersin.org 3 May 2022 | Volume 7 | Article 860097

https://www.frontiersin.org/journals/education
https://www.frontiersin.org/
https://www.frontiersin.org/journals/education#articles


feduc-07-860097 May 10, 2022 Time: 16:53 # 4

Azizan and Abu Shamsi Online Design-Based Learning

hour. Students were informed before the interview that their
participation was entirely voluntary and that the interview would
not be used to evaluate them. Before the interviews, an informed
consent form was given to the students. The interviews were
done in groups depending on the project groups of the students.
A group interview is an interview method that involves a group
of people at the same time, whether in a formal or informal
(Fontana and Frey, 2000). Typically, group interviews were
performed to reminisce about events that the respondents had in
common. This type of data collection is flexible, low in cost, and
provides rich data. However, as Fontana and Frey (2000) point
out, findings from group interviews cannot be generalized since
individuals may dominate the group, resulting in “groupthink.”

Some of the open-ended questions that were asked are: (1)
What do you like about DBL?; (2) How does DBL contribute to
your learning development?, and (3) Please share your experience
regarding the online DBL experience. Thematic analysis was
used in the data analysis process. To develop similar themes,
the coding was done manually following Braun and Clarke’s
(2006) six-step framework (i.e., familiarizing yourself with the
data, creating codes, searching for themes, reviewing themes,
defining themes, and writing up). During the coding process,
research questions were used as a guide. The coding process
began with the generation of initial codes after becoming
familiar with the transcripts. Both researchers went through
each transcript, coding every section of the transcript that
related to the research questions. Both researchers compared the
codes and the coded section and discussed how to achieve the
agreed codes for the data. Following this, the researchers again
coded the coded sections with the agreed codes only. Finally,
both researchers grouped the codes into possible themes. Based
on Braun and Clarke (2006), the themes were then reviewed
to ensure that the coded data was relevant and supported
the themes. Five themes were identified from the transcripts:
i.e., online learning setting, enhanced creativity, collaborative
learning, human interaction, and thinking outside the box. The
following section explores these themes.

RESULTS

Online Learning Setting
The students deemed their online DBL experience enjoyable
because it allows for easy access to learning and project materials.

“Accessibility is another advantage of online design-based
learning, both in terms of time and space.”

“. . .we can google information and watch videos that help
broaden our ideas to increase our creativity.”

Nevertheless, the students highlighted the inconsistent
internet line as an obstacle to their studies.

“An online class is a bit stressful because some students
have internet connection problems, so we cannot focus during
our lecture due to the surrounding noises that can disturb our
concentration.”

“Online learning only left us sitting for hours in front of the
screen, expecting us to focus and complete all our assignments,
which can be ridiculous sometimes.”

TABLE 1 | Application of the design-based research process.

Phase Activities

Identify problems in the
context of current
situations and generate
ideas

• At the beginning of the semester, the lecturer
introduced the course, and throughout the
semester, the lecturer explained various concepts
and theories connected to technology
management. This facilitates the students’
understanding of the scenario.

• Students worked in groups to identify the problem
they intended to solve. Students were given the
option of selecting their preferred group members.

• To create innovative designs, students performed
background studies to explore alternative solutions.

Define a solution’s
objectives

• Students need to specify the solution or the design
to be produced.

• Students present their idea/proposal and modify
their idea based on the feedback from peers and
the lecturer.

Design and development • Students begin designing their prototypes.
• The lecturer monitors their progress through online

tutorial classes.
• Students in groups need to write and verbally report

on their progress.
• Student design must be completed by the final

week.

Demonstration and
reflection

• During the final week, students in groups present
their designs online and explain how the theories
learned in class were applied to the design.

Communication and
evaluation

• Question and answer sessions were also held to
allow lecturers and peers to understand the design
produced.

• Students submitted their finished work to an online
platform for grading by the lecturer.

Enhanced Creativity
Based on the data, online DBL enhances students’ creativity by
allowing them to use their imaginations in the project and helping
the students broaden their ideas about innovation.

“It (online DBL) makes us more creative, and we find that,
nowadays, it is important to have designing skills. Besides that,
design-based learning helps broaden our idea about innovation.”

“It (online DBL) is unlike any other assignments that we have
done so far as it boosts our creativity skills and offers a different
approach to learning technologies.”

“We get to apply the theory we learned more creatively.”
“We also like that we were given a chance to design our very

own product according to our likings.”

Collaborative Learning
According to the students, the advantage of online DBL is
that they no longer need to travel anywhere for a discussion.
The students also said they could share tasks and learn from
their team members because every team member has different
necessary skills to design the prototype.

“We can communicate and collaborate with our group
members and brainstorm among ourselves.”

“So, by having a team, they (team members) can share the task
and complete it together.”
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“(Online DBL) Allowing students to tackle more complex
problems than they could on their own — to delegate
responsibilities.”

Nonetheless, although working in a group has its advantages,
some students mentioned the difficulties in collaborating online.
According to the students, they quickly became bored during
online group discussions due to being in front of the screen for an
extended period. Some team members might also be left behind
due to connectivity problems, which causes discomfort to the
group. Moreover, online group discussions can also increase the
possibility of being distracted by other online sites.

“Internet connection differs from one student to another,
which means that during group work (discussions), a team
member may get left behind while others are busy discussing the
matter.”

“(It is) Difficult for students to discuss desired products and
design with their group members online or via a video call
because not all of them have a good internet connection.”

“We also find it hard to focus in class since there are a lot of
distractions such as an unstable internet connection. In fact, we
do not have face-to-face classes — this makes it easier for us to
lose focus because there is not too much engagement.”

Human Interaction
The students claimed that online platforms as a means of
communication are not practical due to insufficient interaction
time and misunderstanding of information. Besides, according
to the students, it is challenging to stay focused during learning
without the actual presence of their lecturers and classmates. The
students also reported that they lack motivation and feel isolated
due to this limitation.

“With traditional learning, communications between students
and lecturers as well as among students will be easier. Students
can easily ask lecturers any questions and have effective
communication.”

“. . .it is hard for us to focus in class since there are a lot of
distractions such as an unstable internet connection. In fact, since
we do not have a face-to-face class, it is easier for us to lose focus
because there is not too much engagement.”

“. . .it is harder (for us) to concentrate in class during online
learning due to the lack of human interaction, body language, and
physical learning atmosphere.”

Think Outside the Box
According to the students, DBL allows them to view
objects beyond their physical appearances. In fact, such a
pedagogy helps students go beyond their typical learning and
stimulate their thinking.

“(Online DBL) Helps us to think outside the box and be more
observant of our daily life.”

“(Online DBL) Indirectly explains that every problem has a
solution where we are required to identify a problem and a
solution for it.”

“We will not see a product as just one product, but we will see
a product as an achievement in fulfilling all the aspects involved.”

“It (online DBL) makes us creative, and we find that it is
important to have designing skills nowadays. Besides that, design-
based learning helps us broaden our ideas about innovation. . ..”

“(Online DBL is) Interesting and fun because we get to
challenge our creativity and certain skills such as critical thinking
skills.”

DISCUSSION

Overall, most of the students had a positive experience in online
DBL and acknowledged its benefits. Based on the findings, the
students deemed their online DBL experience enjoyable and
exciting because the pedagogy takes a distinct learning approach.
Design-based activities also permit them to develop products
based on their interests, thus allowing them to employ their
imaginations in the creation process while broadening their
understanding of innovation and managing new technology.
Ultimately, DBL develops students’ metacognitive skills and
enables them to see objects beyond their physical appearances.
This finding was aligned with a study by Joordens et al.
(2012), who stated that DBL improves students’ creativity
and imagination.

Meanwhile, working in a team implies both advantages
and disadvantages in this situation. Even though teamwork
encourages responsibilities and learning with complementary
skills possessed by each individual in the team, collaborative
learning is not easy for some of the team members because
some of them might be left behind, for instance, due to
connectivity issues. Besides, collaborative learning tasks
are not only focused on getting the job done but also
on the experiences and decision-making of the team
members; hence, their commitment from the beginning of
the project is necessary.

Nonetheless, the students highlighted the challenge of
remaining engaged in learning without the physical presence
of their lecturers and classmates. Even though online learning
offers borderless online activities, it tends to hinder lecturer-
student interactions, thus making the students feel isolated and
demotivated. This is agreed to in the study by Alawamleh et al.
(2020) that showed online learning has a negative effect on
lecturer-student interactions.

Evidently, DBL is a type of pedagogical learning that allows
students to apply prior knowledge and problem-solving abilities.
Simultaneously, it enhances students’ talent and creativity
through gathering information from various resources and
developing solutions through a design. While the findings of this
study suggest that students recognize the advantages of DBL,
most of the challenges related to DBL could still be attributed
to online learning. Indeed, the online environment hinders their
collaborative learning and self-motivation.

DATA AVAILABILITY STATEMENT

The raw data supporting the conclusions of this article will be
made available by the authors, without undue reservation.

Frontiers in Education | www.frontiersin.org 5 May 2022 | Volume 7 | Article 860097

https://www.frontiersin.org/journals/education
https://www.frontiersin.org/
https://www.frontiersin.org/journals/education#articles


feduc-07-860097 May 10, 2022 Time: 16:53 # 6

Azizan and Abu Shamsi Online Design-Based Learning

ETHICS STATEMENT

The studies involving human participants were reviewed
and approved by the Chairperson, Malaya Research Ethics
Committee (Non-medical). The patients/participants provided
their written informed consent to participate in this study.

AUTHOR CONTRIBUTIONS

SA wrote and refined the introductory, result, and
discussion sections. NA wrote and refined the study’s

background, design, and conclusion sections. SA and NA
wrote and refined the description of the design-based
research methodology section. Both authors involved in
preparing the manuscript.

FUNDING

This research was funded by the UM-Liter Grant, 2021,
the Academic Enhancement & Development Centre (ADeC),
Universiti Malaya (RU013R-2021).

REFERENCES
Aguilera-Hermida, A. P. (2020). College students’ use and acceptance of emergency

online learning due to COVID-19. Int. J. Educ. Res. Open 1:100011. doi: 10.
1016/j.ijedro.2020.100011

Ahmad Alif, B. K., and Syahrul Nizam, B. J. (2019). The effects of design-based
learning in teaching augmented reality for pre-university students in the ICT
competency course. Int. J. Sci. Technol. Res. 8, 2726–2730.

Alawamleh, M., Mohannad, A. L., and Raafat, A. G. (2020). The effect of online
learning on communication between instructors and students during Covid-19
pandemic. Asian Educ. Dev. Stud. 11, 380–400. doi: 10.1108/AEDS-06-2020-
0131

Al-Fraihat, D., Joy, M., and Sinclair, J. (2017). “Identifying success factors for
e-learning in higher education,” in Proceedings of the 12th International
Conference on e-Learning (ICEL 2017). (Orlando, FL: ICEL).

AlJhani, S., Alateeq, D., Alwabili, A., and Alamro, A. (2021). Mental health and
online learning among medical students during the COVID-19 pandemic: a
Saudi national study. J. Ment. Health Train. Educ. Pract. doi: 10.1108/JMHTEP-
04-2021-0037 [Epub ahead of print].

Amiel, T., and Reeves, T. C. (2008). Design-based research and educational
technology: rethinking technology and the research agenda. J. Educ. Technol.
Soc. 11, 29–40.

Baron, C., and Daniel-Allegro, B. (2019). About adopting a systemic approach
to design connected embedded systems: a MOOC promoting systems
thinking and systems engineering. Syst. Eng. 23, 261–280. doi: 10.1002/sys.
21513

Braun, V., and Clarke, V. (2006). Using thematic analysis in psychology. Qual. Res.
Psychol. 3, 77–101. doi: 10.1191/1478088706qp063oa

Chen, C. H., and Chiu, C. H. (2016). Employing intergroup competition in
multitouch design-based learning to foster student engagement, learning
achievement, and creativity. Comput. Educ. 103, 99–113. doi: 10.1016/j.
compedu.2016.09.007

Doppelt, Y. (2006). Teachers’ and pupils’ perceptions of science–technology
learning environments. Learn. Environ. Res. 9, 163–178. doi: 10.1007/s10984-
006-9005-9

Doppelt, Y., Mehalik, M. M., Schunn, C. D., Silk, E., and Krysinski, D. (2008).
Engagement and achievements: a case study of design-based learning in a
science context. J. Technol. Educ. 19, 22–39.

Dumford, A. D., and Miller, A. L. (2018). Online learning in higher education:
exploring advantages and disadvantages for engagement. J. Comput. High Educ.
30, 452–465. doi: 10.1007/s12528-018-9179-z

Easterday, M. W., Lewis, D. R., and Gerber, E. M. (2014). “Design-based research
process: problems, phases, and applications,” in Proceedings of the International
Conference of the Learning Sciences, (New Delhi: ICLS). 317–324.

Elfaki, N. K., Abdulraheem, I., and Abdulrahim, R. (2019). Impact of e-learning
vs traditional learning on student’s performance and attitude. Int. J. Med. Res.
Health Sci. 8, 76–82.

Farrell, O., and Brunton, J. A. (2020). Balancing act: a window into online student
engagement experiences. Int. J. Educ. Technol. High Educ. 17, 1–19.

Felix, A. L. (2016). Design Based Science and Higher Order Thinking, Unpublished
Thesis. Available online at: https://vtechworks.lib.vt.edu/bitstream/handle/
10919/71746/Felix_A_T_2016.pdf. (accessed May 5, 2016).

Fontana, A., and Frey, J. H. (2000). “The interview: from structured
questions to negotiated text,” in Handbook of qualitative research, 2nd
Edn, eds N. K. Denzin and Y. S. Lincoln (Thousand Oaks, CA: Sage).
645–672.

Ford, C., McNally, D., and Ford, K. (2017). Using design-based research in higher
education innovation. Online Learn. 21, 50–67. doi: 10.24059/olj.v%vi%i.1232

Fortus, D., Krajcik, J., Dershimer, R. C., Marx, R. W., and Mamlok-Naaman, R.
(2005). Design-based science and real-world problem-solving. Int. J. Sci. Educ.
27, 855–879. doi: 10.3389/fnhum.2021.761755

Fried, E., Martin, A., Esler, A., Antoine, T., and Lisa, C. (2020). Design-based
learning for a sustainable future: student outcomes resulting from a biomimicry
curriculum in an evolution course. Evol. Educ. Outreach 13:22. doi: 10.1186/
s12052-020-00136-6

Geitz, G., and de Geus, J D. (2019). Design-based education, sustainable teaching,
and learning. Cogent Educ. 6, 1–14. doi: 10.1080/2331186X.2019.1647919

Gómez Puente, S. M., van Eijck, M., and Jochems, W. (2013). Empirical validation
of characteristics of design-based learning in higher education. Int. J. Eng. Educ.
29, 491–503.

Huang, Z. L., Zhang, J. W., Kumar, T., Yang, T. G., Deng, S. G., and Li, F. Y. (2019).
Robust optimization for micromachine design problems involving multimodal
distributions. IEEE Access 7:91838–91849. doi: 10.1109/access.2019.292
4931

Irawan, A. W., Dwisona, D., and Lestari, M. (2020). Psychological impacts of
students on online learning during the pandemic COVID-19. KONSELI: Jurnal
Bimbingan dan Konseling (E-Journal) 7, 53–60. doi: 10.24042/kons.v7i1.6389

Joordens, M., Chandrasekaran, S., Stojcevski, A., and Littlefair, G. (2012). “The
process of design-based learning: a students’ perspectives,” in Proceedings of the
Australasian Association for Engineering Education (AAEE) Annual Conference.

McGrath, C., Palmgren, P. J., and Liljedahl, M. (2019). Twelve tips for conducting
qualitative research interviews. Med. Teach. 41, 1002–1006. doi: 10.1080/
0142159X.2018.1497149

Moy, F. M., and Ng, Y. H. (2021). Perception towards E-learning and COVID-
19 on the mental health status of university students in Malaysia. Sci. Prog.
104:368504211029812. doi: 10.1177/00368504211029812

Njenga, J. K., and Fourie, C. H. (2010). The myths about e-learning in higher
education. Br. J. Educ. Technol. 41, 199–212. doi: 10.1111/j.1467-8535.2008.
00910.x

Peffers, K., Tuunanen, T., Rothenberger, A. M., and Chatterjee, S. (2007). A design
science research methodology for information systems research. J. Manag. Inf.
Syst. 24, 45–78. doi: 10.2753/MIS0742-1222240302

Raber, C. (2015). Design Based Learning for Elementary School Classroom: Critical
and Process Document. Vancouver, BC: Emily Carr University.

Roddy, C., Amiet, D. L., Chung, J., Holt, C., Shaw, L., McKenzie, S., et al. (2017).
Applying best practice online learning, teaching, and support to intensive online
environments: an integrative review. Front. Educ. 2:59. doi: 10.3389/feduc.2017.
00059

Rodrigues, H., Almeida, F., Figueiredo, V., and Lopes, S. L. (2019). Tracking
e-learning through published papers: a systematic review. Comput. Educ. 136,
87–98. doi: 10.1016/j.compedu.2019.03.007

Rossi, M. (2021). “Design-based research and planning of training courses: the
application model of future education Modena,” in Proceedings of the CEUR
Workshop Proc. 2817, January 21-22, Foggia.

Frontiers in Education | www.frontiersin.org 6 May 2022 | Volume 7 | Article 860097

https://doi.org/10.1016/j.ijedro.2020.100011
https://doi.org/10.1016/j.ijedro.2020.100011
https://doi.org/10.1108/AEDS-06-2020-0131
https://doi.org/10.1108/AEDS-06-2020-0131
https://doi.org/10.1108/JMHTEP-04-2021-0037
https://doi.org/10.1108/JMHTEP-04-2021-0037
https://doi.org/10.1002/sys.21513
https://doi.org/10.1002/sys.21513
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.1016/j.compedu.2016.09.007
https://doi.org/10.1016/j.compedu.2016.09.007
https://doi.org/10.1007/s10984-006-9005-9
https://doi.org/10.1007/s10984-006-9005-9
https://doi.org/10.1007/s12528-018-9179-z
https://vtechworks.lib.vt.edu/bitstream/handle/10919/71746/Felix_A_T_2016.pdf
https://vtechworks.lib.vt.edu/bitstream/handle/10919/71746/Felix_A_T_2016.pdf
https://doi.org/10.24059/olj.v%vi%i.1232
https://doi.org/10.3389/fnhum.2021.761755
https://doi.org/10.1186/s12052-020-00136-6
https://doi.org/10.1186/s12052-020-00136-6
https://doi.org/10.1080/2331186X.2019.1647919
https://doi.org/10.1109/access.2019.2924931
https://doi.org/10.1109/access.2019.2924931
https://doi.org/10.24042/kons.v7i1.6389
https://doi.org/10.1080/0142159X.2018.1497149
https://doi.org/10.1080/0142159X.2018.1497149
https://doi.org/10.1177/00368504211029812
https://doi.org/10.1111/j.1467-8535.2008.00910.x
https://doi.org/10.1111/j.1467-8535.2008.00910.x
https://doi.org/10.2753/MIS0742-1222240302
https://doi.org/10.3389/feduc.2017.00059
https://doi.org/10.3389/feduc.2017.00059
https://doi.org/10.1016/j.compedu.2019.03.007
https://www.frontiersin.org/journals/education
https://www.frontiersin.org/
https://www.frontiersin.org/journals/education#articles


feduc-07-860097 May 10, 2022 Time: 16:53 # 7

Azizan and Abu Shamsi Online Design-Based Learning

Shanta, S., and Wells, J. G. (2022). T/E design-based learning: assessing student
critical thinking and problem-solving abilities. Int. J. Technol. Des. Educ. 32,
267–285. doi: 10.1007/s10798-020-09608-8

Tang, Y., and Sun, X. (2017). “A summary of the research on domestic
design based learning, advances in social science, education and
humanities research,” in Proceedings of the 2nd International Conference
on Economics, Management Engineering and Education Technology, Vol. 87,
304–307.

Vattam, S., and Kolodner, J. L. (2006). “Design-based science learning:
important challenges and how technology can make a difference,”
in Proceedings of the International Conference of the Learning
Sciences, (Bloomington, Indiana: Lawrence Erlbaum Associates, Inc.).
799–805.

Wells, J. G. (2016). PIRPOSAL model of integrative STEM education: conceptual
and pedagogical framework for classroom implementation. Technol. Eng.
Teach. 75, 12–19.

Wyk, E. V., and Villiers, R. D. (2014). “Applying design-based research for
developing virtual reality training in the South African mining industry,”
in Proceedings of the Southern African Institute for Computer Scientist and
Information Technologists Annual Conference, 70–81. doi: 10.1145/2664591.
2664627

Zhang, F., Markopoulos, P., and Bekker, T. (2020). Children’s emotions in design-
based learning: a systematic review. J. Sci. Educ. Technol. 29, 459–481. doi:
10.1007/s10956-020-09830-y

Zhang, X., Ma, Y., Jiang, Z., Chandrasekaran, S., Wang, Y., and Fonkoua Fofou,
R. (2021). Application of design-based learning and outcome-based education
in basic industrial engineering teaching: a new teaching method. Sustainability
13:2632. doi: 10.3390/su13052632

Zhao, L., He, W., and Su, Y.-S. (2021). Innovative pedagogy and design-based
research on flipped learning in higher education. Front. Psychol. 12:577002.
doi: 10.3389/fpsyg.2021.577002

Conflict of Interest: The authors declare that the research was conducted in the
absence of any commercial or financial relationships that could be construed as a
potential conflict of interest.

Publisher’s Note: All claims expressed in this article are solely those of the authors
and do not necessarily represent those of their affiliated organizations, or those of
the publisher, the editors and the reviewers. Any product that may be evaluated in
this article, or claim that may be made by its manufacturer, is not guaranteed or
endorsed by the publisher.

Copyright © 2022 Azizan and Abu Shamsi. This is an open-access article distributed
under the terms of the Creative Commons Attribution License (CC BY). The use,
distribution or reproduction in other forums is permitted, provided the original
author(s) and the copyright owner(s) are credited and that the original publication
in this journal is cited, in accordance with accepted academic practice. No use,
distribution or reproduction is permitted which does not comply with these terms.

Frontiers in Education | www.frontiersin.org 7 May 2022 | Volume 7 | Article 860097

https://doi.org/10.1007/s10798-020-09608-8
https://doi.org/10.1145/2664591.2664627
https://doi.org/10.1145/2664591.2664627
https://doi.org/10.1007/s10956-020-09830-y
https://doi.org/10.1007/s10956-020-09830-y
https://doi.org/10.3390/su13052632
https://doi.org/10.3389/fpsyg.2021.577002
http://creativecommons.org/licenses/by/4.0/
http://creativecommons.org/licenses/by/4.0/
http://creativecommons.org/licenses/by/4.0/
http://creativecommons.org/licenses/by/4.0/
http://creativecommons.org/licenses/by/4.0/
https://www.frontiersin.org/journals/education
https://www.frontiersin.org/
https://www.frontiersin.org/journals/education#articles

	Design-Based Learning as a Pedagogical Approach in an Online Learning Environment for Science Undergraduate Students
	Introduction
	An Overview of Design-Based Learning as Pedagogy
	Online Learning
	Design-Based Research Framework
	Learning Environment
	Results
	Online Learning Setting
	Enhanced Creativity
	Collaborative Learning
	Human Interaction
	Think Outside the Box

	Discussion
	Data Availability Statement

	Ethics Statement
	Author Contributions
	Funding
	References


