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Abstract - Foradult learners who were not able to complete high school the Brazilian ministry of education offers evening 
courses so that they can finish their studies.However, the 30% completion rate of these adult learners is very low.Participants 
in the PROEJA-Transiart Project (http://www.proejatransiarte.ifg.edu.br) are adult learners, between 18-70 years old, and 
one of the project’s goals is to support them in the completion of high school. The transiart group includes researchers and 
adult learners in two high schools in the city of Ceilandia, near Brasilia. Participants worked in groups to produce cyberart 
related to curriculum learning and to facilitate adult learners. The theoretical approach used in this research is based on 
creativity through the use of new media (Bolter & Grusin, 2000). The research question focus on whether adult learners 
working collaboratively with new media benefit from this approach to learn curriculum material. The research methodology 
is the action research (Lewin, 1947; Barbier, 1996), which facilitates change in social and educational settings. Three 
moments of the action research in the change process are discussed: unfreezing, moving, and freezing (Lewin, 1947). 
Research results show that the completion rate in selected classrooms where the transiart project was implemented increased 
to 54%. 
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I. INTRODUCTION 
 
Adult learners who have not completed high school 
represent more than 20% of working adult population 
in Brazil. In the PROEJA-Transiart Project (PROEJA 
stands for Professional Education of Adult Learners) 
students are adult learners who need to conclude their 
studies but given issues such as long distance to 
schools, tiredness at the end of the working day, and 
lack of support, they have not yet been able to finish 
high school. The objective of the PROEJA-Transiart 
Project is to support these adult learners, teaching 
them the use of new technologies to express their 
concerns, ideas, and to support learning of curriculum 
topics. In this context the researchers of the Project 
work with adult learners teaching them the use of 
software to manipulate photos, sound, video and text. 
With this knowledge and group interaction they have 
been able to produce cyberart as a way to support 
knowledge building. According to Arantes (2005), 
cyberart is the interactive art that incorporates the 
digital technologies in artistic practices, modifying 
the process of creating and bringing new ways of 
enjoyment and knowledge building. There are several 
forms of cyberart, all characterized by work in digital 
environments such as computer graphics, digital 
music, multimedia, interactive hypermedia, virtual 
reality and simulators, telepresence, virtual 
immersion, robotic technology, artificial life and 
others (Venturelli& Teles, 2013). In these 
environments the person no longer is the spectator 
passively admiring a work of art or consuming 
information. The virtual interaction sets an 
unprecedented anthropological revolution in our time 
(Domingues, 2002).In this paper we discuss a type of 
cyberart we have called “transiart” or art of transition 
(Teles, 2008; Rodrigues, 2015). The concept of 

transiart addresses the transition of the “physical” to 
the “virtual” art with the utilization of digital 
technology and the active involvement of members of 
the working group. Adult learners working in the 
PROEJA-Transiart Project develop a shared cultural 
identity and learn school topics as they produce 
virtual art in the form of animations, videos and 
songs, as virtual artistic reconfigurations. In this 
sense virtual art is not in opposition to “physical art”, 
but in a harmonious relation, offering a new angle 
and a new reconfiguration and interaction process. 
Transiart promotes a link between the physical and 
the virtual interactive space/time. The process of 
remodeling and refashioning something existing or 
produced is a “virtual aesthetic reconfiguration” 
(Machado, 2002), in which artistic work done with 
new media is combined with traditional art and 
rethought and reconfigured, to express the new 
aesthetics of cyberspace. The work is interactive and 
can be accessed, modified and used by others, turning 
the Web into a “gallery of art and knowledge 
building.” There is no copyright for the work created 
by the groups. The topics chosen by participants are 
related to mathematics, history, geography, physics 
and other areas related to curriculum learning.Having 
developed some forms of artistic expression in video, 
music, photo and interactive text formats, the group 
places the material in the site www. 
proejatransiarte.ifg.edu.br, providing in this way 
access to their works to all school colleagues and 
Internet users. 
 
II. THEORETICAL FRAMEWORK 

 
For Bolter and Grusin (2000) the cultural relevance of 
new media is not on the fact that it is new and 
innovative but on what of “the old” can be done with 
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the new technology. The process of adjustment of the 
“past” is the “refashioning” of the “new”. Authors’ 
vision of the old impacting the present through 
“refashioning” is used in our project whereby 
participants in group-discussion advance issues of 
social identity, using new media to learn and to create 
art. They call the process of refashioning 
“remediation”(Bolter &Grusin, 2000). For them 
earlier media have also refashioned one another: 
photography remediated painting, film remediated 
stage production and photography, and television 
remediated film, vaudeville, and radio. While the 
“refashioning” of the media itself takes place, there is 
also a “refashioning” of the “consumers” or users of 
the technology themselves, as their cultural identity is 
also reshaped in the process of collaboratively 
accessing and using new media. Participants in the 
PROEJA-Transiart Project live in a “satellite” city of 
Brasilia, Ceilandia, that still struggles with city 
problems, such as drugs, unemployment, violence. In 
the schools researched in this prject youngsters and 
adults are learning in a collaborative format. 
Collaborative learning is increasingly getting to be 
known as an alternative to the traditional role of 
education of knowledge transfer to another role, that 
of educating people to share and construct knowledge 
together (Teles & Garland, 1999). In this project we 
also explore collaborative learning as a methodology 
to promoteinterest and motivation in adult learners 
using new media and creating digital art in support of 
curriculum learning.  

 
III. THE PROEJA-TRANSIART PROJECT 

 
The PROEJA-Transiart Project is a research project 
conducted by researchers from the Faculty of 
Education - University of Brasília (UnB) in two high 
schools for Adult Learners in Ceilandia, a town near 
Brasilia, with a population of 600.000. The researcher 
team includes three professores, five graduate 
students, 4 undergraduate students, and five school 
teachers. The two high schools in Ceilandia serve 
about 1.800 adult students of which sixty per cent are 
women. There are 48 teachers working with adult 
learners in these two schools.The city of Ceilandia 
was founded in 1970, and it has been since then a 
place for the settlement of working families, called 
“candangos”, those who came from several Brazilian 
regions in the 1950 ś to work in the construction of 
new capital, Brasilia. Ceilândia presents a significant 
cultural and artistic diversity, concentrating a large 
number of northeasterners. There we can find groups 
that work with literature, music such as rap, rock, hip-
hop, samba, and other rythms, cultural events, popular 
art, and many other artistic expressions (Rodrigues, 
2015).The research team goes to the school twice a 
week, for three to four hours each time. The group of 
students work together to select a topic of interest, 
decide about how to present the topic, write a script, 
and produce the artistic object in one of the four 

formats: video, music, photo and interactive text. The 
group then places the object in the project’s site 
providing in this way access to all high school 
students and Internet users. The collaborative process 
in the production of transiart takes place in regular 
meetings with the participation of adult learners, 
teacher and researchers. Some of these meetings are 
during class time, and the discussion is around the 
curriculum and how to support learner’s creation of 
meaning and knowledge through art work. Other 
meetings took place at the computer lab. After weeks 
of work the art project is concluded and the new 
artwork is posted in the Web site.  
We investigated the process of producing transiart 
following the nine steps participants go through in the 
collaborative process to producing cyber art: 1. 
Contacting the teacher and his students to discuss the 
objectives of the research. After a meeting with the 
school director and another with the School Council 
(parents, teachers, students, employees) researchers 
meet the teacher and his students interested in 
knowing more about the PROEJA-Transiart Project; 
2. Once students and teachers have confirmed their 
interest to participate, groups of five to 8 persons are 
formed to initiate the discussion. 3. After group 
formation participants have to choose a theme for the 
work they want to develop. 4. Next participants 
discuss the format of the artwork to be created: 
pictures, songs, animations, videos, and many others. 
At this stage they also learn to use the technology.5. 
The development of a script containing the step-by-
step approach to develop the work of art is done at 
this stage. 6. Then comes the execution with collages, 
drawings, paintings, songs, dolls, and many other 
artifacts and resources. Students learn how to work 
with the aesthetics of the web art and about the use of 
lighting in the production, i.e., colors, textures, 
proportion, aesthetics of the interface.7. Participants  
learn to use open software and commercial software 
programs for the manipulation of sound and images, 
such as Gimp, Cinelerra, PhotoShop, MovieMaker, 
AdobePremiere). 8. Then comes the testing of the 
work of art: what needs to be edited and what else 
should be included. This is the moment for the final 
execution. Once it has been tested, the final editing 
touches are given to the object before it is rendered 
and posted online.9. The transiart is posted in the 
project’s site.  
 
3.1. The Process of Generating Themes in 
Transiart  

 
The big question for educators is how to bring the 
student to initiate and to create an artistic production. 
The generation of a theme is not as simple as a snap 
of fingers. It requires that the group is in tune with the 
concept of transiart. It is also necessary that the 
student be aware of his/her own environment and that 
s/he feels the temptation to create art. But how can 
we know about the artistic interest of each student? 
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At the time that human beings becoming more 
conscious of themselves in the world, they also 
become interested to represent that consciousness 
through images and artistic works. Enabling student’s 
access to a digital form of artistic expression where 
their identity can developed is a cultural step forward, 
almost taking a bandage from their eyes. This allows 
him/her to understand how to be creative and to see 
opportunities for the creation and virtualization of the 
artwork developed in their daily lives that are so 
much part of their own world. As students perceive 
themselves as being creative, they can see potential in 
their cultural inheritance and in the cultural 
expressions present in the popular and regional forms 
of art. In the first contact with the school community, 
we explain transiart as a new language that is linked 
to values, cultures and artistic creations and can lead 
to a better understanding of one’s own reality, and is 
also a reflection on values, of what is like being 
young and being adult today. We discuss with them 
about the possibility of creating artistic images and 
videos involving issues such as living in the 
community, in the school, and in the city. They 
generated themes such as “Prejudice”, “The tribes (or 
gangs) in the school”, “How to handle garbage in the 
school” and “Meeting of generations “, among others. 
After the choice of themes, each group developed a 
story and a script to be the basis for the production. 

 
IV. THE ACTION-RESEARCH 
METHODOLOGY  
 
The concept of action research as developped (Lewin, 
1947; Barbier, 1996) means that researcher’s role is to 
implement change in the research field and not to 
provide a diagnostic report of the situation is applied 
in this research. The concept of action research was 
first coined by Lewin in 1947 as a three-step model 
for implementing change: unfreezing, moving, and 
freezing. In the first step habits are unlocked, but the 
change takes place only in the second stage of 
moving, and a new situation of equilibrium occurs at 
the freezing stage. In 2013 we were able to“unfreeze” 
some students and teachers and had them involved 
with the Project. In 2015 we are in the “moving”stage 
but with some of our work already in the “freezing 
stage”.To collect data at the “unfreezing” stage we use 
a research diary whereby our observations are written 
down to identify the existing reality and how to 
unlock the current status quo to generate change. We 
had to get to the “change ready” moment when people 
are “unfrozen” and ready to accepting and desiring to 
take the next step. Our actions were analyzed in the 
“moving” step, where a description of changes 
occurred in the process, including classroom 
collaborative practices to produce cyberart related to 
the curriculum. At the end of the implementation 
model, the final goal is to “refreeze”, settling down 
again with a new moment of stability. 

The third step, or “freezing stage”, is still under 
development but some items can be identified that are 
included in the stage of institutional and individual 
changes. For example: the two schools have already 
introduced in their regular school programs the 
statement that they participate and advocate the work 
with transiart to support their students’ learning 
process.Data were collected through participant 
observation and analysis of the videos produced by 
students in support of curriculum learning. 
Threevideoclips produced by them were selected for 
analysis: in the history, physics, and geography 
curriculum areas.In this context we discussed with all 
participants about the character of our research 
project and that they were active researchers as well, 
contributing to the final outcome. Data collection 
instruments included: participant observation, group 
discussion and diary annotations to write our thoughts 
regarding meetings, workshops, and group 
discussions. We also viewed and critiqued three art 
videoclips produced by participants.  

 
V.  RESULTS OF THE ANALYSIS OF THE 
CHANGE PROCESS 

 
We used observant participation and a research diary 
to write down notes about the steps of the change 
process, beginning with the “unfreeze” step. In 
addition, we selected three videos produced by 
students for history, physics and geography courses to 
analyze the artistic production of curriculum learning 
material. First we discuss the change process 
considering three items we have “unfrozen” and then 
discuss the three videos. 

 
VI. THE UNFREEZING OF TRADITIONAL 
HABITS AT SCHOOL 

 
When we began our action research at the two high 
school we had to deal with, and “unfreeze” the 
following situations: 1. traditional model of classroom 
learning with the “sage at the stage”, 2. school closed 
in itself, not open to external influences such as 
having researchers; and 3. computer lab closed for the 
last year, and not being used by teachers and students.  
The traditional model of classroom learning is still the 
dominant model used by teachers. We proposed the 
formation of groups of five to seven students to work 
collaboratively in some parts of the curriculum. To do 
this we had to talk to the teacher and to get him/her to 
accept our proposal. After several meetings we were 
able to have five teachers who decided to work with 
us. They accepted the proposal and since then we have 
been working with them and their students in 
workshops to produce curriculum material in digital 
art format. Today besides the five teachers, we have 
found many others who are also interested in the 
project.After discussions with the director, vice 
director, coordinator and some teachers, they accepted 
our participation in the school setting. We asked for 
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permission to enter the school, work with teachers and 
students to implement the action research project 
goals. There have not yet been meetings of the School 
Council but we are invited to participate in the next 
one, where we will attempt to attract the attention of 
all teachers in the high schools. The activation of the 
school labs has also been a task that demanded much 
effort. The labs have been closed now for more than a 
year and we have proposed to bring some technicians 
to help to resolve the problem with the non-working 
computers. We will also taught them the use of 
software to produce digital art, mostly Linux based 
tools, such as OpenShot (for video edition), GIMP 
(for digital photos), Audacity (for digital sound), 
GIMP, but also commercial packages. 
At this stage of the research project we can state that 
the step of “unfreezing” existing habits and routines 
has been initiated and we are partly getting into the 
“moving step”, when changes are taking place and the 
community is getting involved. 

 
VII.CYBEART IN COLLABORATIVE GROUP 
WORK FOR CURRICULUM LEARNING 

 
Here we analyze the results of collaborative work to 
produce videoart related to curriculum topics. We 
selected three videoclips students have produced in 
the courses of history, physics and geography.The 
history teacher was one of the first who accepted our 
invitation to work in the research project. After some 
discussions with him we then met with his students. 
The students selected a period in the Brazilian 
history, from 1955 to 1965 when the new capital, 
Brasilia, was built. They produced the video 
“Meeting of Generations”. One of the students in 
history course, age 68, had moved from his 
northeastern region to central Brazil to work in the 
building of the new capital as a mason. He and his 
group narrated with words and music the construction 
of the city. The video also plays with colours, the first 
part being black and while, period of the construction, 
and in colour, after the building had been completed 
and the inauguration of the new capital took place. 
In the physics curriculum students used a well know 
comic series in Brazilian TV called Chapulin and 
they dubbed it inserting a new sound track to teach 
the use of electricity meters. In a humorous way the 
actors teach what is an electricity meter and how to 
manipulate the electric tool. In the Geography 
curriculum, they began by identifying a local 
problem, i.e. an existing sewage near the school that 
was open and caused sometimes a bad smell that 
reached the school. Using an ironic and sometimes 
humourous approach, a student walks by the sewage 
location and the smell is so strong that he faints, they 
located the space by using the geographic indicators 

of longitude and latitude. The three vídeos were well 
accepted by teachers and students alike and they are 
now being used by new students to learn curriculum 
topics in these three courses. The videoclips are 
available at the PROEJAT-Transiart Website.  

 
CONCLUSION 

 
Research results show that it is possible to introduce a 
new way of adult learning through use of new media 
and production of cyberart. Adult learners who began 
to learn curriculum topics through their own 
production of digital art as a way of producing 
knowledge had a lower evasion rate. The action 
research model applied in the PROEJA-transiart 
generated change in the schools as indicated by the 
results we obtained in “unfreezing” the existing status 
quo of some teachers, students, and school 
administrators. Participants accepted to embrace 
research project’s objectives. We were able to go to 
the “moving” step with the offer of workshops, 
collaborative work and the production of curriculum 
material, which was then posted in project’s site. 
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