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Abstract - This paper results from theoretical-epistemological constructions and technical-methodological ripening 
developed in the investigations held by Digital Education Research Group (GPe-dU UNISINOS/CNPq). This investigation is 
based on the following research problem: how the gamification, combined with elements present in the research-intervention 
cartographic method and in the learning projects can contribute for the development of the inventive methodologies, 
considering education in the hybrid and multimodal culture? The study objective was to understand the potential of the 
gamification, of the research-intervention cartographic method and of the learning projects for the development of a more 
significant methodology for the learning subjects who are part of the hybrid and multimodal culture. The research is 
qualitative, exploratory and descriptive and uses the intervention-research cartographic method. As instruments and 
materials were used participant observation, logbook, and records in the form of digital text, audio, photography and video. 
The data were organized, categorized and interpreted from the theoretical framework. As research results can be highlighted 
the learning situations created in undergraduate and graduate studies, the learning situations created by the subjects in 
formation in the schools where they work, the conceptual deepening and, finally, the Gamified Learning Projects 
methodology design.  
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I. INTRODUCTION  
 
The existence and the coexistence of a particular 
social group shows an own way of acting, creates 
rituals which represent emotions, creates common 
values, rules for its own coexistence and building a 
culture, allowing a digital culture, a gamer culture, a 
maker culture and, more recently, a hybrid and 
multimodal culture.  In this context, [1] refer the 
multicultural and intercultural society that develop 
themselves and, at the same time, boosts the 
development of different analogical and digital 
technologies. In this way, we can simultaneously 
interact in an analogical space, in person and, in a 
digital online space, using objects both analogical and 
digital, resulting in a hybrid and multimodal context.  
The hybrid is understood from [2] [3] while 
composed by multiple matrices, nature and culture 
mix, therefore, the none detachment between 
culture/nature, human/no human, among others. In 
this research context, the hybrid is understood as to 
the nature of the spaces (geographical and digital), as 
to the presence (physical and digital), as to the 
Technologies (analogical and digital) and as to the 
culture (pre-digital and digital).  According [4] [5] 
[6], multimodal is understood as the distinct 
enmeshed educational modalities: the in person and 
the online modalities and, being online, can combine  
 elements of electronic learning, mobile learning, 
pervasive learning, ubiquitous learning, immersive 
learning, gamification learning e Game Based 
Learning.  It is in these new spaces that the subjects, 
in nomad movements, act and interact, weaving  
 

 
relations in an imbrication with other human and no 
human actors, in different times, in the construction  
of a world of meanings. This leads us to think that a 
new culture and society comprehension might be 
emerging in a perspective of mutual respect, intern 
solidarity and acknowledgement of the other as 
legitimous other in the interaction.  
We seek to understand what these changes could 
mean for the different subjects that make the 
educational context. How the interaction between 
teachers and students happens? How the engagement 
in the teaching and learning processes happens? How 
can this interaction contribute to the teaching 
formation? And, finally, what can be done in schools, 
organizations, including universities, to increase the 
development of the inventive methodologies and 
aggregative and stimulating pedagogical practices? 
 
II. CONTEXT  
 
The methodologies which we develop nowadays, as 
well as the pedagogical practices, are heirs to a 
certain epistemological understanding and they are 
based on learning theories built on a pre-digital 
culture. Such methodologies, therefore, do not 
contemplate specific questions from a digital, hybrid 
and multimodal culture, as well the new theoretical-
epistemological understandings constituted from the 
new subjectivities which are being constructed.  
From this perspective, we have seen the New School 
of James, Dewey and Chalaparéde, which propose the 
teaching methodology focused in the learning by 
experience and the development of the subject’s 
autonomy give origin to the active methodologies. 
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What underlies this methodological perspective is the 
interactionist perspective, which understands that 
knowledge is neither in the subjects nor in the object, 
but in the interaction between them, and he subject is 
active in this process.  
This epistemological tradition is anthropocentric [2] 
[3]; the interaction assumes the pre-existence of two 
terms (organism and environment) which interact and 
the knowledge is understood as representation, no 
more of a world external to the subject, as the 
empiricists, cognitivists and connectionists believed, 
but as an internal representation of the subject, 
therefore, as meaning [7].  
The main authors of this tradition are Piaget, 
Vygotsky, Rogers, Bruner, Ausubel, and Freire, being 
that each of whom constructed a robust theory which 
has specificities. These specificities need to be known 
and appropriate so that we can, from the analysis of 
the contemporary world, establish relationships with 
the new epistemological and theoretical construction 
that are emerging, in order to advance in the 
understanding and production of knowledge. It is in 
this context that arises the research problem and 
objectives of the research presented below. 
 
III. PROBLEM AND OBJECTIVES  
 
The research problem that gives rise to this paper can 
be expressed in the following way: how the 
gamification, allied to elements present in the 
research-intervention cartographic method and in the 
learning projects can contribute for the development 
of inventive methodologies, considering the 
education in the hybrid and multimodal culture?  
The main objective was to understand the potential of 
the gamification, of the research-intervention 
cartographic method and of the learning projects for 
the development of a more meaningful methodology 
to the current learning subjects, who integrate the 
hybrid and multimodal culture.  
 
IV. RESEARCH METHODOLOGY  
 
This research is qualitative, exploratory and 
descriptive and uses the research-intervention 
cartographic method, proposed by [8] [9] [10] [11].  
According to Kastrup [8], the cartography is a 
method that aims to follow a process, does not 
represent an object. It is a question of investigating a 
production process without seeking to establish a 
linear path to reach an end. The cartographer, a 
person who develops cartography, does so through 
“cartographic attention”, which, according to Kastrup 
[8], is based on Freud’s concept of “floating 
attention” and on Bergson’s concept of “attentive 
recognition”. Thus, the author defines the 
cartographic attention as concentrated and open, 
characterized by four movements: tracking, touch, 
landing and attentive recognition.  
 

The tracking is characterized by exploration/scanning 
of the field – in this study, geographical and online 
spaces in the search for clues (information) for the 
processes comprehension. The touch activates the 
selection process, which consists, in this case, 
according to [12] [13], in the selection of the 
geographical, online and living clues, to compose the 
research. The landing refers to stopping AND zoom 
in the clue. The attentive recognition means the 
global context perception.  
The cartographer objective is precisely to cartograph 
a territory that, at first, he/she doesn’t inhabit, to 
understand the plane of forces that actuate in it and 
produce knowledge along a research path, involving 
attention and, with it, the own creation of the 
observation territory [8].  
Because it is an intervention-research, the analysis 
occurs in the process, that is, in the movement of the 
cartography, which makes it possible to carry out the 
intervention while the process is taking place.  
The instruments and material used were participant 
observation, logbooks, and records in the text, audio, 
photography and vídeo in the digital format, left in 
the traces form in the different interaction spaces. The 
research’ empirical field was composed as Table 1.  
 

 

 
 
In these situations of learning/context/domain, the 
inventive methodology GLP (Gamified Learning 
Projects) was developed, followed and proven 
collaboratively with the different participants/actors 
(undergraduate and graduate students, teachers and 
other participants of the GPe-dU research group.  
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The data produced in the cartography were organized, 
categorized and interpreted from the theoretical 
framework, which based this research.  
 
V. DATA ANLYSIS AND RESULTS  
 
The inventive methodology design GLP had 
theoretical-conceptual origin in the Learning Projects 
proposed by [14]; in the Problem-Based Learning 
Projects, adapted by [15] [16]; in the intervention-
research cartographic method, adapted as pedagogical 
practices by [17] [4] [5] and in the gamification’ 
concept and elements proposed by [4] [5] [6].  
From the Gamified Learning Projects’ methodology, 
it was sought:  
- the importance of formulating questions by the 
subject who builds the knowledge, from what he 
already knows and from the curiosity, restlessness, 
conflicts and disturbances in a given context, in his 
living environment;  
- the group formation based on common issues;  
- the learning of collaboration and cooperation, since 
developing projects is an activity that requires 
learning to work with the other (collaboration) and 
also performing mental operations with the other 
(cooperation), which emerge from the need for 
reciprocal exchanges in different interaction spaces 
(in person and digital presences); 
- the planning, in which learners relate what they 
know about the problem they want to investigate 
(temporary certainties) and what they do not know 
yet and, therefore, need to research (temporary 
doubts), describe the objectives, how they will 
develop it, how they will produce the information, 
which resources and materials they will use, as well 
as the form they will be socialized;  
- the appropriation of diverse technologies for the 
development of the projects;  
- evaluation as a follow-up of the course and learning 
development, used to verify how the subject is 
thinking, which resources he/she already uses, which 
relations he/she can establish and which operations 
he/she performs or invents;  
- the assumption of interdisciplinary work, since there 
is a need for different areas of knowledge to develop 
a project;  
 
From the intervention-research cartographic 
method, it was sought:  
- the intervention-research perspective, since during 
the GLP development, in different moments, both the 
teachers and the students act as interventionists 
mediators;  
- the idea of working with the learning as problems’ 
invention (“additional” attention to duration – 
attentive recognition of a context), to beyond the 
learning as problem-solving (attention to the utilitary 
pragmatic life;);  
- the organization of guilds or clans;  
- the proposal of the path follow-up;  

- the metaphor of the clues;  
- the movements of the cartographer’s attention;  
From the gamification, it was sought;  
- inspiration in the way of the games thinking, styles 
and strategies of the games, as well as the elements 
present in the games design, such as mechanics and 
dynamics (M&D) as a way of engaging the subjects 
in the problems solving [18] [19] [20] in different 
areas, levels and educational contexts;  
- the gamification perspective while collaboration and 
cooperation [4], instigated by M&D, such as 
narratives, missions, challenges, puzzles, collectible 
items, living clues, online clues, geographical clues 
(which give rise to Living Library or Human 
Library), achievements and EXP (Experience Level), 
instigating discoveries and groups empowerment. 
These movements, from the education perspective, 
lead to interactionist epistemological perspective 
(inspired, e.g., by elements presented in the 
Massively Multiplayer Online Role Play Games – 
MMORPG) [5].  
The data analysis, regarding to the Academic Activity 
Teaching and Learning in the Digital World (AA-
EAMD), of the graduation in Pedagogy, indicates a 
significant impact of the GLP methodology, both 
with regarding to the learning process of the 
academics and in the teaching practice developed by 
them in the schools where they developed their 
respective GLP. In this process of knowledge 
construction, many students who were already 
experienced teachers were unattended and provoked 
to rethink the methodologies and practices that they 
developed from the reflection on their own learning 
process that was taking place in the relation with 
which their students also experience while they are 
learning (signification and resignification).  
 
This awareness is significant for the pedagogical 
methodologies and practices transformation, as the 
teacher begins to differentiate between 1) the “use of” 
certain TDs in education versus the meaning of TDs 
in their learning process, allowing the creation of 
learning situations, in which the subjects operate with 
these technologies, experiencing them in the 
construction of experiences that make possible the 
meaning in the learning process; 2) “content 
transmission” versus the construction of knowledge; 
3) “applying” a methodology versus developing a 
methodology; 4) “teaching” versus the construction 
of learning spaces. These GLPs were constructed 
from the Games for Change movement perspective 
and developed from the relevant educational 
problems identified in the context of the basic 
education schools where Pedagogy students acted, 
impacting the institutions where they were developed. 
Only in the year 2015, the developed GLP involved 
11 municipalities, 25 professionals of the educational 
area, parents, community professionals and more than 
240 students from early Childhood Education to 6th 
grade, also including an NGO project.  
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The involvement of the community is emphasized, 
because, being a methodology that works with the 
extended classroom concept, depending on the topic 
addressed by the students in the GLP development, it 
was necessary to interact with other spaces 
(Geographical Clues) and professionals (Live Clues) 
that integrate the cities.  It is fundamental to point out 
that during the research course, there was an 
evolution regarding the design of the methodology 
itself – GLP- which resulted from the research 
methodology itself (intervention- research 
cartographic method), which made possible the 
articulation between elements coming from 1) the 
cartography of the developed pedagogical practices; 
2) the return of the constant evaluations carried out 
by the subjects participating in the different learning 
situations/contexts; 3) the teachers' reflections on the 
developed practices at the end of each meeting with 
the students; 4) the discussions of the research 
practices with the masters and doctoral students 
meetings, and; 5) of the theoretical and 
methodological deepening.  
As per the main result, built in the research path, the 
inventive methodology GLP was systematized, giving 
rise to the following image (Table II), which serves as 
a guiding element for its development.  
The tables 2 and 3 were represented in this format 
attending the submission formatting requirements, 
being originally constructed as a canvas in a .  
 

 
 

 
 
In these situations of learning/context/domain, the 
inventive methodology GLP (Gamified Learning 
Projects) was developed, followed and proven 
collaboratively with the different participants/actors 
(undergraduate and graduate students, teachers and 
other participants of the GPe-dU research group.  
 
The data produced in the cartography were organized, 
categorized and interpreted from the theoretical 
framework, which based this research.  
 
CONCLUSION  
 
Resuming the research problem that gave rise to this 
study, it is possible to conclude that:  
- the gamification, while collective construction of 
the knowledge (Table 1), whats implies in mechanics 
and dynamics, such as narratives, missions, 
challenges, puzzles, collectible items, live clues, 
online clues, geographical clues, living library or 
human library, achievements and EXP;  
allied to:  
- elements present in the research-intervention 
cartographic method, especially regarding to the 
follow-up of the paths and intervention during the 
process, as well as the metaphor of the clues and 
movements of the cartographer’s attention (tracking, 
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touching, landing and attentive recognition) served as 
inspiration to conceive the composition, initially of 
the tracks and, later, of the narratives and the 
missions, as well as for the own progression in 
gamification, as to the objectives, achievements and 
exp;  
and linked to the:  
- elements present in learning projects: problematic 
(what is the problem that gives origin to the project?); 
why is it important to develop a project about it?; 
what do we already know about the problem, 
environment, subject, partners and location? 
(hypotheses); what do we still do not know about the 
problem, environment, subject, partners and location? 
(temporary doubts) and where will we get 
information?;  
- enabled, supported by a Reticular, Connective and 
Atopic Epistemology [21] and based on the inventive 
cognition, proposed by [7], the development of an 
inventive methodology – Gamified Learning Projects 
- which proved more significant to the current 
learning subjects, who integrate the hybrid and 
multimodal culture.  
The methodology of the Gamified Learning Projects, 
by valuing multiple social spaces as spaces of 
knowledge construction, instigating the cooperation 
between school, community and social segments, has 
the potential to constitute one of the possibilities for 
the reconfiguration of the current educational context, 
which has received criticism because it is losing 
meaning for the subjects of learning and society in 
the face of contemporary socio-cultural 
transformations. In this way, it is possible to say that 
the proposed objectives of the research were reached. 
 
ACKNOWLEDGMENTS  
 
We would like to thank the Coordenação de 
Aperfeiçoamento de Pessoal de Nível Superior 
(CAPES) and Conselho Nacional de 
Desenvolvimento Científico e Tecnológico (CNPq) 
for funding this research.  
 
REFERENCES  

 
[1] E. Schlemmer, L. BACKES, F. La Rocca, L'Espace de 

coexistencehybride, multimodal, pervasif et ubiquitaire: 
lequotidien de l?éducation à lacitoyenneté. 
EducacaoUnisinos (Online), v. 20, p. 297-306, 2016.  

[2] B. Latour. Jamais fomos modernos. Rio de Janeiro: 
Editora 34, 1994.  

[3] B. Latour. Reagregando o social: uma introdução à teoria 
do ator-rede. São Paulo: EDUSC, 2012.  

[4] E. Schlemmer. Gamificação em espaços de convivência 
híbridos e multimodais: design e cognição em discussão. 
Revista da FAEEBA-Educação e Contemporaneidade, v. 
23, n. 42, 2014.  

[5] E. Schlemmer, W. S. Chagas, B. E. Schuster. Games e 
Gamificação na modalidade EAD: da prática pedagógica 

na formação Inicial em Pedagogia à prática pedagógica no 
Ensino Fundamental. In: IV Seminário Web Currículo e 
XII Encontro de Pesquisadores. São Paulo: PUC-SP, 2015.  

[6] E. Schlemmer. Hibridismo, Multimodalidade e 
Nomadismo: codeterminação e coexistência para uma 
Educação em contexto de ubiquidade. In: Daniel 
Mill;Aline Reali. (Org.). Educação a distância, qualidade e 
convergências: sujeitos, conhecimentos, práticas e 
tecnologias. 1ed.São Carlos: EdUFSCar, v. 1, p. 1-24, 
2016.  

[7] V. Kastrup, S. Tedesco, E. Passos. Políticas da Cognição. 
Porto Alegre: Sulina, 2015.  

[8] V. Kastrup. O funcionamento da atenção no trabalho do 
cartógrafo. Psicol. Soc. [On-line]. v.19, n.1, p. 15-22. 
Disponível em: 
http://www.scielo.br/scielo.php?script=sci_pdf&pid=S010
2-71822007000100003&lng=pt&nrm=iso&tlng=pt 
(Acessado em: 1º de junho de 2015), 2007.  

[9] V. Kastrup.O método cartográfico e os quatro níveis da 
pesquisa-intervenção. In: Castro L.R; Besset, V. (orgs.). 
Pesquisa-intervenção na infância e adolescência. Rio de 
Janeiro: Nau Editora, 2008.  

[10] E. Passos, V. Kastrup e L. Escóssia (orgs.). Pistas do 
método da cartografia: Pesquisa-intervenção e produção de 
subjetividade. Porto Alegre: Sulina, 2009.  

[11] E. Passos, V. Kastrup, S. Tedesco. Pistas do método da 
cartografia: a experiência da pesquisa e o plano comum. 
Porto Alegre: Sulina, 2014.  

[12] E. Schlemmer, D. Q. Lopes, Avaliação da Aprendizagem 
em Processos Gamificados: desafios para a apropriação do 
Método Cartográfico. In: Alves, Lynn; Coutinho, Isa De 
Jesus. (Org.). Jogos Digitais E Aprendizagem. 
1ed.Campinas: Papirus Editora, v. 1, p. 179-208, 2016.  

[13] E. Schlemmer. Games e Gamificação: uma alternativa aos 
modelos de EaD. Revista Iberoamericana de Educación a 
Distancia, v. 19, p. 1-12, 2016.  

[14] L. C. Fagundes; Sato, L. S.;. Maçada, D. L.Projeto? O que 
é? Como se faz? In:____. Aprendizes do Futuro: as 
inovações começaram! Coleção Informática para a 
mudança na educação. Brasília, MEC, 1999.  

[15] E. Schlemmer. Projetos de Aprendizagem Baseados em 
Problemas: uma metodologia interacionista/construtivista 
para formação de comunidades em Ambientes Virtuais de 
Aprendizagem. In: Congresso Internacional de Informática  

[16] Educativa 2001 Universidad Nacional de Educación a 
Distância UNED 2001, 2001. Madrid. Anais disponível 
em CD-ROM. 2001.  

[17] E. Schlemmer.AVA: Um ambiente de convivência 
interacionista sistêmico para comunidades virtuais na 
cultura da aprendizagem. Porto Alegre: URFGS. Tese 
Doutorado, 2002.  

[18] E. Schlemmer, D. Q. Lopes. A Tecnologia-conceito 
ECODI: uma perspectiva de inovação para as práticas 
pedagógicas e a formação universitária. In VII Congresso 
Iberoamericano de Docência Universitária, 2012, Porto, 
Portugal. Faculdade de Psicologia e de Ciências da 
Educação da Universidade do Porto, 2012.  

[19] G. Zichermann, J. Linder. Game-Based Marketing. 
Jargonlab, Inc. and Joselin 
Linder.http://www.slate.com/id/2289302/ ,2010.  

[20] G. Zichermann, C. Cunningham, Gamification by Design: 
Implementing Game Mechanics in Web and Mobile Apps. 
O’Reilly, Sebastopol, 2011.  

[21] K. Kapp. The Gamification of Learning and Instruction: 
Game-based Methods and Strategies for Training and 
Education. Pfeiffer, 2012.  

[22] M. Di Felice. Redes Sociais Digitai: epistemologias 
reticulares e a crise do antropomorfismo social. Revista 
USP, v. 22, p. 06-19, 2012.  

 
 

 


