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Project-Based, Problem-Based, Challenge-Based: What’s the Difference? 

Learning Rationale 

 

CBL: 
Students to learn to interact in and have 
an active and immediate impact on the 

real world by designing solutions for 
wicked actionable challenges of personal 

choice and relevance 

Learning Objectives 

 

 
CBL: 

Students are independent in defining 
personal LOs. To support the formation 
of personal LOs, student reflection on 

existing knowledge and skills is 
facilitated, and academic knowledge and 

21st-century skills are encouraged 
  

Content Knowledge 

 

 
CBL: 

Students independently gather 
disciplinary knowledge (content and soft 
skills); a group of students combine their 
disciplinary knowledge and building an 

inter-/trans-disciplinary knowledge base; 
the scope of the knowledge defined by 

students’ challenge in-depth investigation 
needs 

  

Learning Activities 

 

 
CBL: 

Individual students engage with a big 
idea (wicked problem); as a group, 

students deeply investigate a challenge, 
implement a consciously designed 

solution in the real world, and evaluate 
the effects of the solution; a cycle of 

reflecting, documenting, and sharing with 
the public follows the process  

Teacher Role 

 

 

 
 

CBL: 
A teacher is a learning supervisor 

(expectation manager, process 
facilitator), a coach (a learning guide, co-

researcher/co-designer/co-learner), a 
field expert and a professional adviser 

 
  

Students learn to answer a driving question that 

embodies a project's goal 

PrjBL 

PrjBL + 

 

Students learn to solve a pre-defined ill-

structured hypothetical case scenario 

PrbBL 

PrbBL+ 

 

Students aim to generate and present a 

solution for a pre-defined project 

PrjBL 

PrjBL + 

 

Students aim to develop reasoning strategies relative 

to a pre-defined problem 

PrbBL 

PrbBL+ 

 

A group of students together gather knowledge 

defined by a presented project’s scope; the content 

can be disciplinary or multi-/inter-/trans-disciplinary 

 
PrjBL 

PrjBL + 

 

Each student is focused on gathering abstract 

knowledge and reasoning strategies defined by a 

presented problem’s scope; the content can be 

disciplinary or multi-/inter-/trans-disciplinary 

PrbBL 

PrbBL+ 

 

Students collaborate to inquire within an often 

single-loop prediction, observation, explanation 

cycle to complete a project 

 PrjBL 

PrjBL + 

 

Students formulate and analyse a presented problem 

through fact-identification, build reasoning strategies 

for generating hypothetical solutions, revisit the 

problem, and reflect on what they have learned 

PrbBL 

PrbBL+ 

 

A teacher is the ultimate knowledge facilitator 

who presents relevant content and expects the 

students to employ the presented information 

when approaching the project PrjBL 

PrjBL + 

 

A teacher is often a role model for 

strategising and thinking 

PrbBL 

PrbBL+ 

 



Materials & Resources 

 

 

CBL: 
Students are free to explore any 
resources they deem relevant for 

understanding the challenge and can 
optionally use guiding resources 

prepared by a teacher; constant access 
to state-of-the-art technology is given 

Grouping 

 

CBL: 
Students, coaches (teachers), and 

stakeholders form a multidisciplinary 
group of co-learners; inter-/trans-

disciplinary collaboration is fostered 

Location & Time 

 

CBL: 
Learning continuously happens in the 

real world when students choose for the 
learning to happen (flexible 

time/location); a constantly accessible 
collaborative virtual and/or flexible 

physical workspace is available for use 

Assessment 

 

CBL: 
The learning process is assessed based 

on the creativity and innovation of the 
design, students’ personal progress and 
decision-making, and the reflection on 
successes and failures; students and 

teachers are co-assessors who together 
decide on the assessment criteria and 

procedure 

 

Learning materials are prepared by the instructor to 

describe the compulsory knowledge to be gained; IT tools 

that support project management and data /information 

collection, analysis, modelling are encouraged 

 
PrjBL 

PrjBL + 

 

Students are free to explore various resources; 

a structured whiteboard is available 

PrbBL 

PrbBL+ 

 

Student groups collaborate with peers, local 

community members; a client can give 

feedback during the process 

PrjBL 

PrjBL + 

 

Students bring new knowledge to their group 

and collaborate the application to the 

problem; no clients/stakeholders are involved 

PrbBL 

PrbBL+ 

 

Semi-flexible time and location for learning activities, 

including classroom learning, self-regulated learning, 

and group work; fixed real-world learning 

PrjBL 

PrjBL + 

 

Flexible time and location for learning activities, 

mainly including self-regulated learning; some 

classroom discussions are scheduled 

PrbBL 

PrbBL+ 

 

A summative assessment mainly includes 

evaluating a project product driven by a 

teacher and/or a client 

 PrjBL 

PrjBL + 

 

Deep learning of foundational knowledge and skills 

as well as mastery of the problem-solving 

processes are mainly assessed 

PrbBL 

PrbBL+ 

 


