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This work aimed to identify how the use of the Active Learning Methodology by the Desafio
Recoders contributed for students to develop General Skills - according to BNCC - by groups of
students, during their participation in the Desafio Recoders. Such research was related to the
analysis of active teaching-learning methodologies, in which the student's participation can occur
in an active way. In addition to documentary research, the forty students from the Instituto
Federal de Educagao, Ciéncia e Tecnologia Baiano, campus Teixeira de Freitas, who reached the
third phase of the Desafio Recoders, answered a questionnaire with eight objective questions, by
electronic / digital means. The research data were treated using googleforms and presented
through graphics, from which a triangulated analysis was made, using data of a quali-quantitative
nature. This study obtained the following results: the Active Methodology used was identified
and described, enabling its application by other students and educators in order to understand
how this technique led to the development of skills and the acquisition of skills, and it was also
possible to identify which ones skills the students applied and developed during the participation
of the Desafio Recoders.
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INTRODUCAO

The use of strategies that aim an active participation of the student in
the teaching-learning process, in opposition to the techniques and
methods, called traditional, is not something new in the educational
literature, much less, in the field of pedagogical practices, however,
its adoption and evaluation of effectiveness goes through the analysis
and understanding of the man and society model that is desired to
develop from a certain pedagogical trend and by the presence or not
in the educator of two "fundamental postures: the reflective practice
and the critical implication" (PERRENOUD et al., 2002). In this
sense, it is believed to be essential that every pedagogical practice is
constantly: evaluated, rethought and transformed, even if the
teaching-learning techniques are the same, because they produce
different results according to the chosen method, the objectives and
context of its application. Thus, the techniques and/or teaching
strategies, typical of what is called "Active Learning Methodologies",
do not have any meaning and efficacy in themselves, once the choice
of this or that technique as the best will depend on the evidence of its

efficacy and validation for a given context, but never seen as
unquestionable and finished. Based on the above assumptions, linked
to the "Four Pillars of Education" recommended by the United
Nations  Educational, Scientific and Cultural Organization
(UNESCO): learning to know, learning to do, learning to live
together and learning to be [... |, and the General Skills set forth in the
Common National Curricular Base (BNCC), the team that monitored
the participation of students from the Federal Institute of Education,
Science and Technology Baiano (IFBaiano) in the Recoders
Challenge raised the following question: How the use of Active
Learning Methodology by the Recoders Challenge contributed to the
students' development of the General Skills set forth in the BNCC?

Taking the problem question, this study proposal had as a general
objective: to identify how the use of the Active Learning
Methodology by the Recoders Challenge contributed to the students'
development of the General Competencies set out in the BNCC and
by specific objectives: expose the ten general competencies of
Education provided for in the Common National Curricular Base -
BNCC; present the Recode Platform Challenge and the Active
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Learning Methodology used; understand the importance of Active
Learning Methodology for the development of competencies. The
proposed research is justified from the perspective that every
pedagogical practice is a constant hypothesis test, where absolute
truths are not accepted, because no knowledge about a particular
object is fully completed, much less all its variables analyzed and
interpreted. In education there is always something to reflect,
question and intervene, mainly when the subject involves the
relationship between methods, techniques and teaching-learning.
When approaching the subject in question, from an interdisciplinary
look, it is projected to contribute with the enrichment of the
theoretical-practical discussions in the educational scope, as well as
to propose interventions and/or improvement in the use of the
methods and techniques that base the practices of teaching-learning in
the Brazilian Education, from the identified evidences. Adopting the
10 (ten) general skills of Basic Education, provided in the Common
National Curricular Base (BNCC) as the basis of the study. The
teaching methodologies are directions used by teachers aiming at the
transmission of knowledge effectively and efficiently to their
students, the motivation of students and the direction as to learning.

Among the various methodologies are cited: Traditional Teaching
Methodology; Traditional Socio-interactionist Teaching
Methodology; Constructivist Teaching Methodology; Montessori
Teaching Methodology; Innovative Teaching Methodologies;
Freirian Teaching Methodology and Active Methodologies. In the
context of this work, Paulo Freire's Pedagogical Current is
emphasized, since it is pointed out as one of the foundations of the
Recode Methodology, which is the advocating source of this study,
and also the active methodologies, whose principles were employed
by the students participating in this research, in the execution of the
stages of the Recoders Challenge. The main characteristic of Active
Methodologies is the student's role in the learning process, being
committed and responsible for this process. In this sense, it is
understood that such methodology is inherent to the transformations
that the contemporary society has been going through and, due to
these transformations, which in fact have required re-significations in
the teaching-learning methods in order to make the classes attractive
to the students and consequently for them to be committed in the
learning process. The use of digital technologies should not be
confused with active methodology, because the latter exists even
before the emergence of digital technologies, according to Ferrarini
(2019) and, as the other methodologies, can be enhanced by such
technologies. Therefore, the use of such methodologies presents
remarkable characteristics such as the break with the traditional
model focused on the unilateral transmission of content/knowledge,
giving the student the protagonism. It is perceived that Project-Based
Learning has as centrality: the obtaining of knowledge and the
development of skills. Thus, among the main characteristics of
Project-Based Learning are: being centered on the student; developed
in tutorial groups; stimulate engagement and problem-solving skills;
stimulate critical thinking and the formulation of hypotheses to solve
problems; develops communication skills, argumentation and
collaborative work in teams; among other cognitive and socio-
emotional skills. (CECILIO & TEDESCO, 2019).

The literature reports that Problem-Based Learning (PBL) emerged in
the late 1960s at McMaster University, Canada, and in Maastricht,
the Netherlands, in Medical Schools, initially, according to Lovato et
al. (2018) and according to Moran (2018). This methodology is based
on Constructivist Pedagogy, using real problems as a starting point.
Such problems are proposed by the teacher, who acts as a guide,
probing the students' knowledge without providing answers. The
advantages of Problem-Based Learning are: participation in real
situations or situations which are close to reality, stimulus to constant
study, independence and responsibility of the student. However, an
abrupt change in the teaching method requires great effort from the
actors involved in the process, requiring a change in students'
behaviour, maturity and organisation (MARIN et al. 2010).
Moreover, while for vocational training the methodology proves to be
very efficient, for the understanding of contents of basic disciplines
this seems not to occur, according to Marin et al. (2010). It is worth

mentioning that Problem-Based Learning differs from Project-Based
Learning, although both are collaborative, participative and student-
centered, the first focuses on the problem and the other on the project,
which aims for a tangible product as a result. About Team-Based
Learning (TBL), Oliveira (2018) mention that: TBL was created in
the late 1970s by Larry Michaelsen with the main objective of
promoting the improvement of learning, besides developing
collaborative work skills, evidencing: management of learning teams,
preparation and application tasks of concepts, constant feedback and
peer evaluation. According to Oliveira (2016) the concept of group
differs from team (team), since the team appears with the emergence
of certain characteristics in a group, such as the high level of
individual commitment aiming at the best group performance and the
trust among members, who always work together and help each other,
although they have different assignments. Such characteristics
demand more interaction time among the members of a group. While
Bollela and collaborators (2014) cite three stages in the application of
the method, Oliveira and collaborators mention four stages, for these
authors the second stage described takes place in two phases,
occurring outside and inside class. The stages are 1. Individual
preparation (pre-class); 2. Preparation ("readiness assurance"); 3.
Application of the acquired knowledge (concepts). In this sense, it is
believed that Team-Based Learning has as its most evident benefits
making the student the main responsible for obtaining knowledge and
developing their skills and abilities, promoting decision-making and
effective and collaborative teamwork.

MATERIALS AND METHODS

A descriptive research was conducted, which described the Challenge
Recoders, its regulations and its phases, as well as the application of
an online questionnaire with 40 (forty) students IF Baiano - campus
Teixeira de Freitas, who have passed to the third phase of the
Challenge. The sample corresponded to 100% of the research
universe and will be non-probabilistic and intentional. About the data
collection process, a documentary research was conducted, through
the analysis of data from Recode Platform, and the Common National
Curricular Base - BNCC, as well as bibliographic research, with
renowned authors in the area of active learning methodologies, and
field research with students. The inclusion and exclusion criteria of
the research participants were related to the fact that they must have
taken the courses provided by the Recode Platform, and thus have
passed to the final stages of the Recoders Challenge. The instrument
for data collection corresponded to the application of an online
questionnaire, with 8 (eight) objective questions, using the Likert
scale as response alternatives, with data tabulation in pie charts, to
perform a triangulated analysis, from the quali-quantitative data, in
addition to which googleforms was used to perform the treatment of
the collected data. The choice of the educational institution was the
Federal Institute of Education, Science and Technology Baiano - IF
Baiano, campus of Teixeira de Freitas - Bahia, for being the
Educational Institution of the State of Bahia with the largest number
of students enrolled in the Challenge Recode that won the campaign
Internet in hand (RECODE, 2020).

The object of study of this research was the Recoders Challenge,
developed and offered by the Recode Platform, which according to
institutional data, is the online and interactive learning environment,
which offers access to courses developed, exclusively, to strengthen
the digital empowerment of young people. It also supports special
training for educators and professionals who want to strengthen their
role as transformation agents. The courses available on the Recode
Platform were developed so that the study takes place exclusively
online, autonomously, anywhere and anytime, with or without the
mediation of a teacher. This gives greater flexibility and scope to the
activities. According to Recode (2020), knowing and valuing the
knowledge and history of the student is one of the premises of the
Recode Methodology and guides all actions. Certification is awarded
at the end of all courses, after a learning journey composed of
interactive and gamified activities. Current topics are addressed,
which helps students face the challenges of the 21st century and
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develop their digital and socio-emotional skills. Within the notion of
Digital Empowerment, Recode's actions began to deal with two
simultaneous dimensions. The first involves the development of
digital skills, i.e. through teaching-learning processes that contribute
to the deepening of learners' digital skills; the second deals with
community engagement and community problem-solving processes.
To account for these dimensions, an organisation's own methodology
document, the Recode Methodology Guide, was developed. With the
COVID-19 pandemic, educational and social institutions faced the
interruption of their on-site activities. The same happened with
Recode's Digital Empowerment Centers, which needed to reinvent
themselves during this period. What was observed were several
digital reinvention strategies, forcing the deepening of digital
empowerment strategies to meet society's demands for educational
training, especially for young people in situations of social
vulnerability. According to institutional data, one of the strategies
that Recode adopted during this period was the Recoders Challenge.
This project was divided into five stages: 1. the implementation of
digital empowerment courses on the Recode Platform; 2. the
formation of youth teams to create technological solutions to social
problems arising from the COVID-19 pandemic; 3. a mentoring
process of these groups with volunteers from different institutions
and organizations; 4. the creation of videos by the youth teams on the
solutions invented; 5. the evaluation of the videos by a specialized
team and the awarding of prizes to the best videos presenting the best
proposals. The Recoders Challenge is, therefore, a gamified ideation
process in which students appropriate technologies to propose
solutions to community problems.

RESEARCH RESULTS AND DISCUSSION

With the launch of the Recoders Challenge, a partnership was
established between Rede Recode and the Sector Library of IF
Baiano - Teixeira de Freitas campus, through registration of the
Library and the students participating in the Recode Platform, so they
could participate in the Recoders Challenge. Initially, in the first
phase, 40 students from IF Baiano - Teixeira de Freitas campus
enrolled in the Recode Platform courses, but only 37 (thirty-seven) of
them remained in the Recoders Challenge until the final phase. After
the conclusion of the Recoders Challenge and the authorization of the
Ethics Committee for data collection, an online questionnaire was
sent to the 37 students from IF Baiano who reached the last phase of
the Challenge. In relation of this, 86.5% of the students answered that
they agree that they are more actively interested in the activities,
8.1% totally agree and 5.4% disagree. In view of the percentages, it
can be seen that most of the Recoders Challenge participants who
were surveyed believe that they participated actively in the activities,
which was in fact perceived during the meetings that were held, but
some of them disagreed and pointed out the difficulties of access to
the Internet as the main cause for low participation. It is noteworthy
that in two of the nine teams, of students from IF Baiano, Teixeira de
Freitas campus, between phases 2 and 4 there was a dropout of 3
participants, precisely, because they did not have access to the
internet, hindering their participation in activities, which require
active participation.

It is noteworthy that the student as the main responsible for the
development of their skills and abilities is the main point of team
learning. In this sense, the Recoders Challenge focused on the
students' participation as the main actors of the learning process,
since they were the ones responsible for developing the idea of social
action and putting it into practice in a digital environment. Thus, it is
evidenced the project-based learning, since the students, organized in
teams, had to create a project to meet a community need, obtaining
knowledge and developing skills autonomously, while the teacher
acted as a collaborator with the projects developed by teams. The
aforementioned participation of students reflects the general
competence of Basic Education, provided for in the Common
National Curricular Base (BNCC) to exercise intellectual curiosity
and resort to the proper approach of sciences, based on the knowledge
of different areas. Thus, it was possible to notice that the Challenge

participants developed project-based learning in the Recode Platform,
which suggested digital reinvention strategies specifically on how to
approach contents such as information technology and digital
communication. It is presented that, 75.7% of the participants agreed
that the spaces provided by the Recoders Challenge enabled them to
express knowledge and 21.6% totally agreed, while 2.7% disagreed.
Therefore, it is believed that with the Recoders Challenge the focus is
no longer on the content but on the development of critical,
autonomous and responsible subjects, involving the dimension of
social and emotional skills as the focus of the pedagogical work.
According to the Methodology Guide of Recode, there is recognition
of the importance of Digital Culture, highlighting four social and
emotional skills as priorities for the pedagogical work of the
institution: problem solving, creativity, communication and
collaboration. Thus, regarding the BNCC general competences, such
responses highlighted the use of different languages, as well as
knowledge of the languages: artistic, mathematical and scientific, to
express and share information, experiences, ideas and feelings in
different contexts and produce meanings that lead to mutual
understanding. Thus, it is perceptible that the methodology used in
the Recoders Challenge provided opportunities for the students to
express their knowledge. It was also observed, with the answers, the
competence: on the understanding and use of digital technologies of
information and communication in a critical, significant, reflective
and ethical way in different social practices.

It is presented that, 83.8% of the participants agreed that the Recoders
Challenge provided autonomy in the execution of the activities and
16.2% totally agreed. Thus, it is believed that the work of
engagement and community problem solving deals with activism,
besides involving notions of entrepreneurship, in its strands of social
entrepreneurship, civic entrepreneurship and social business, which
leads to autonomy. Evidencing one of the BNCC general
competencies that deals with personal and collective acting with
autonomy, responsibility, flexibility, resilience and determination,
making decisions based on ethical, democratic, inclusive, sustainable
and solidarity principles should be consolidated with students, so that
the learning process is effective. After all, the answers were related to
the individual capacity to act with autonomy, responsibility,
flexibility, resilience and determination, making decisions based on
ethical, democratic, inclusive, sustainable and solidary principles. In
this sense, it is recommended to use the active methodology of
problem-based learning, so that students can engage more and more
in the teaching-learning process in an autonomous and motivating
way, demonstrating, including, their ideas. It is presented that 67.6%
of the participants agreed that the Challenge Recoders ideas, opinions
and questionings, obtained and discussed, favored the discussion of
the contents and 32.4% totally agreed. Thus, it is perceived that the
activities carried out were positive for the practice of dialogue as an
educational act, in which the construction of knowledge is based on
the experience of the student and the vision of each one. In this sense,
the answers were related to the general competence of the BNCC that
points to the argumentation based on facts, data and reliable
information, with ethical positioning.

Thus, it is clear that the Recoders Challenge allowed the
demonstration of ideas, based on the BNCC general competences,
specifically on the promotion of communication and dissemination of
information, in order to produce knowledge, solve problems and
exercise leadership and authorship in personal and collective life.
After all, the teams had to develop a social action based on some
problem that was found in the community, enabling data collection in
the communities. Exercising intellectual curiosity and resorting to the
approach characteristic of the sciences, including investigation,
reflection, critical analysis, imagination and creativity, was also a
competence perceived through analysis of the answers, as they sought
to solve problems and create solutions (including technological
solutions) based on knowledge of the different areas. Thus, the
problem-based learning teaching method was used, in which real
problems are used as a starting point, thus enabling knowledge to be
added. It is concluded that from the survey data described, the
competence that was most identified in the students' answers was the
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one that deals with problem solving and that highlights the effective
use of learning by problems as an active methodology, recognizing
that the use of such methodology contributed to the development of
08 (eight) of the 10 (ten) general competences of Basic Education
provided by the BNCC. At the end, from this data analysis it is worth
highlighting that only two competences of the BNCC could not be
observed, or were not used during the development and participation
of the students surveyed in the Recoders Challenge, which were the
competences that deal with: to value and enjoy the various artistic
and cultural manifestations, from local to global, and also to
participate in diversified practices of artistic and cultural production;
to know himself, appreciate himself and take care of his physical and
emotional health, understanding himself in human diversity and
recognizing his emotions and those of others, with self-criticism and
ability to deal with them. The main results obtained refer to the
teaching and learning process of students who participated in the
Recorders Challenge, the exchange of knowledge, because students
from all courses on campus participated, promoting interactivity and
integration among peers. After all, the use of Active Learning
Methodology by the Recoders Challenge contributed to the students'
development of the General Competences foreseen in the BNCC
through the identification of the Active Methodology used, which
was the problem-based learning, allowing its application by other
students and educators in order to understand how such technique led
to the development of competences and the acquisition of skills and,
also, it was possible to identify which competences students applied
and developed during the participation in the Recoders Challenge. It
is believed, then, that the use of Active Learning Methodology by the
Recoders Challenge contributed for the students to develop the
Competencies foreseen in the BNCC through: appreciation and use of
knowledge historically built, contributing to the construction of a fair,
democratic and inclusive society; exercise of intellectual curiosity;
understanding, use and development of digital technologies of
information and communication in a critical way; appreciation of the
diversity of knowledge and cultural experiences; argumentation based
on facts, data and reliable information, with respect for human rights,
environmental awareness and responsible consumption; the exercise
of empathy by valuing the diversity of individuals and social groups;
resilience and determination, making decisions based on ethical,
democratic, inclusive, sustainable and solidarity principles.
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