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Abstract: Technological devices facilitate the
reach of knowledge and the expansion of the
learning process. More than just serving as a
content repository, such devices can collect
data that are capable of providing students
and educators with information that enable
them to review assessment methods, making
them more individual and, consequently,
assist in the development of personalized
learning plans, based on data. Thus, we intend
to discuss the creation of a free software
platform that allows monitoring the evolution
of the students’ learning process, in addition
to providing new learning strategies and the
development of cognitive skills.
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INTRODUCTION

Increasingly, human life in the 21st century
is permeated by technological devices such
as telephones, computers, cars, machines
and various tools that make life easier and
improve well-being. Along with them, we
also find resources with high elaboration
and development, which include artificial
intelligence, machine learning, blockchain,
Intelligence of things (IoT), data analysis,
among others that, through advanced
algorithms, allow for greater scope and speed.
information and facilities for users in the most
diverse dimensions of life, such as health,
entertainment, communication, education,
among others.

In this sense, education has become
increasingly mediated by technological
resources such as these, allowing new
constructions in the relationship between
student, teacher, institution, information and,
above all, between the student and the content
to be learned and, without a doubt, promoting
more autonomy for students. Research in
education indicates that effective learning
occurs from the commitment of subjects
during the process and also from their ability
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to control their own learning (CRUZ et al,
2019). Therefore, the more autonomy the
student has, the more conditions he will have
to commit to the learning process, especially if
he has tools that favor him in this.

It is also important to consider that,
in addition to simple access to content,
assessments are essential to verify the student’s
evolutionandenablethenecessaryadjustments
and corrections to the teaching-learning
process. However, traditional methods of
evaluation and monitoring of teaching do
not consider the different factors that can
influence their results. (GIACOMAZZI,2016).
A generalist education that does not take into
consideration, the individual limitations and
difficulties of students will hardly form people
who can develop their skills easily.

Thus, it is important to think of a
teaching model that is supported by open
access technological support, to ensure
comprehensive access, and that is capable of
collectingdataand providingvalidinformation
to students and teachers. The purpose of this
would be, therefore, to significantly expand
the individual development of each student
in the learning process from the construction
of autonomy and data that correspond to
their evolution, as well as enabling teachers
to improve their teaching techniques and
didactics based on the results, since, in a
certain sense, learning is a reflection of the
methodology used in teaching.

OBJECTIVE

Propose the creation of a platform that
directs the student to basic teaching contents,
similar to those offered at school, and strategies
for the development of metacognitive skills
and new ways of apprehending said contents
in a personalized way, with the objective of
enhancing learning.
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DISCUSSION

To achieve this objective, we initially
propose a bibliographic survey on existing
digital platforms aimed at teaching in
Brazil, used in private and public school and
academic environments, and which of them
allow some type of personalization of teaching.
The personalization of teaching as a support
for learning is central in this research, as it
can allow constant feedback to the student,
indicating their level of knowledge acquisition
in each topic and their predisposition to
new learning, in addition to just providing
educational content (PIMENTEL et al., 2004).

It is important to emphasize that the use
of software and teaching platforms are not
only at the service of distance education.
The proposal is that they are based on both
distance and face-to-face education. Distance
education, in turn, already exists even before
the popularization of the computer and digital
devices, and has already been very present
in the formats of books, magazines, tapes,
videocassettes, CDs and DVDs, in addition to
classes and courses broadcast on TV, among
other formats. (GOMES & PIMENTEL, 2021).

Currently, however, it has been seen that
distance education has expanded more and
more in Brazil and around the world and, with
it, the use of technological support that allows
students to access the contents of teaching
proposals. Some of these formats, also called
Virtual Learning Environments - VLE -
are supported by platforms with advanced
resources that allow students to monitor
the progress of their learning, percentage of
content already studied, percentage of correct
answers in assessments and, in some cases,
teaching absorption percentages. (ARAUJO,
R.; OTSUKA, J.; OLIVEIRA, R.; FALVOJR,
V.; BARBOSA, E. E 2019; BEDER, D. 2009;
ROSALES, G.; GIACOMAZZI, 2016).

A VLE, according to Gomes and Pimentel
(2021), is software developed for use through
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the Web or through applications, with the
objective of providing functionalities and
mechanisms that involve the main elements
of the educational scenario: student, teacher,
content and the mediation of learning.
Besides, according to them, a good VLE
provides several tools for communication,
interactivity and structuring of teaching-
learning processes, which can favor interaction
between teacher-student, student-student
and, above all, between student and content.

According to Cruz et al (2019), many
Brazilian higher education institutions make
use of different formats of tools, some of which
are exclusive to the institutions themselves
and others of common use to more than one
of them. Most private institutions use their
own AVAs or those provided by other private
companies, in which they only place content,
such as texts, links, articles, books, whether
in Word or PDF formats, videos, images and
audios. Public institutions, in turn, mainly use
tools that are freely accessible to users and
that are also free software, although they are
very similar to the software of companies and
private institutions.

Gomes and Pimentel (2021), in an
important study, present some of the most
common software for the virtual learning
environment and some of its main features,
the most common being: Moodle, BlackBoard,
Amadeus, Edmodo and Openredu. They
also present an evolution of the creation and
development of these software in the last
decades, in addition to the main purposes
for which they are intended and available
resources.

However, despite this variety of software,
the most common in public education
environments in Brazil is Moodle. According
to studies by Gomes and Pimentel (2021),
Moodle (Modular Object-Oriented Dynamic
Learning Environment) is the best-known
LMS (Learning Management Systems) on
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the market, with approximately 1,370,000
registered users worldwide in 2021. Cruz et al
(2019) point out, confirming the research by
Gomes and Pimentel (2021), that Moodle is
the main VLE model used in Brazil. However,
according to the authors, Moodle lacks some
applications that allow more individual
monitoring of students, such as cognitive
skills and indicators of knowledge acquisition.

In this sense, recent research points to an
important dimension related to the learning
process, especially that which is mediated by
technological devices, which concerns the
acquisition and development of cognitive
and metacognitive skills. (CRUZ, et al, 2019;
FEITOSA, M.; OMAR, N. 2019). These skills
refer both to the learning process itself and
to the metacognitive capabilities of tracking,
monitoring, planning and managing one’s
own learning.

The assessment and monitoring of
cognitive skills, as well as of learning itself, can
significantly favor the progress of students,
as in addition to making content relevant to
their learning phase available to students,
they allow for a more adequate assessment
of learning and management. by the student
who learns. Some authors (CRUZ, et al,
2019; GOYA, D et al. 2017; LAGUARDIA,
J; PORTELA, M.; VASCONCELLOS, M.
2007) point to the importance of monitoring
and improving metacognitive skills for
more effective performance in the learning
process, demonstrating how reaching said can
improve and enhance students’ educational
development.

Likewise, according to other authors
(ALLIPRANDINI, P. 2014; FEITOSA, M.
OMAR, N. 2019; PIMENTEL, E. et al, 2006),
it is important that there are ways in which the
student monitors their own academic progress
and can focus on topics that have greater
difficulty, in order to have a more effective
learning. This learning, in turn, supported by
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cutting-edge technologies, is based on data,
which are the basis for collecting information
and returning it to the student.

However, according to Carvalho; Cunha
& Quiala (2021) for teaching regular public-
school students, who attend classes in person
or, after the advent of the pandemic, by digital
means, this tool with more advanced resources
and based on data analysis is not yet available.
What is available today, whether in Moodle
or in other software used in public education,
does not include assessment and monitoring
of metacognitive skills or a tool based on data
analysis that allows a more adequate view
of individual progress. Moodle is mainly a
vehicle for transmitting information between
the teacher and the student, functioning, in
many cases, as a repository of texts and files.
As much as it allows some other resources,
such as building an entire course or discipline
and carrying out assessments, Moodle does
not have tools that promote metacognitive
skills management and not even an advanced
system for individual knowledge development.

Regardless of the teaching model, whether
face-to-face, remote or hybrid, software that
helps students monitor their development
can bring many benefits. According to Cruz
et al (2019), the use of technologies aimed at
education can serve as an addition to teaching
and learning and, as Segenreich (2008) points
out, digital platforms can even allow the
existence of collaborative learning, favoring
the acquisition and sharing of knowledge
between students and the community as a
whole, regardless of where users are.

In view of this, it is seen that the use
of technological resources that support
students at all stages of the school trajectory
is urgent. However, it is essential that these
resources are made available in a universal
and as accessible way as possible, so as not to
generate segregation or disadvantage for any
group. In addition, for access to this type of
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tool to be democratic and accessible to all,
it is understood that it is necessary to build
it as free software, both for collaborative
construction and for shared use, as presented
by Evangelista (2014).

Today there are several application formats
that, even if they are not used directly for
teaching in schools or are not configured as
VLEs, use artificial intelligence and results
based on data analysis to provide more reliable
results to users, which allows them autonomy
in the learning and a more accurate analysis
of points of attention for improvement or the
user’s strengths (RODRIGUES, 2019). You
can easily find applications like these on the
internet, some of them quite popular, such as
Duolingo, ABA English, Anki, EnglishGap,
Khan Academy, among others. One of
them, already well known and in common
use in some high schools, is Geekie Games,
which enables learning more oriented to the
needs of students from learning paths. This
shows, therefore, that there is already a solid
construction of using data as a methodology
to support a better learning process.

What is proposed with this article,
finally, is the creation and propagation of
a free teaching and learning software, with
collaborative construction, based on the most
advanced techniques of software creation,
such as Artificial Intelligence and Big Data
(data analysis) to help both teachers and
students. The possibility of having content to
be done on the platform, such as the regular
content of the curriculum matrix and some
others, especially aimed at the development of
cognitive and interpersonal skills or learning
strategies, can favor the learning process as
a whole, since that, according to Laguardia;
Portela & Vasconcellos (2007), the teaching-
learning process is holistic and must take
place beyond the walls of the classroom.

Therefore, through the union of efforts
from the most diverse sectors of society and

the collective participation of educators,
students, programmers and companies, it is
possible to support students and teachers with
more resources for educational success and
the universalization of the right to education.

CONCLUSION

The proposal to develop software for
monitoring learning encompasses aspects of
the areas of technology and education, seeking
to integrate individual skills so that students
feel challenged to learn more and better. With
this work, we intend to present that digital
tools, as Free Software, can contribute to a
more democratic and objective learning.

The mapping of the learning to be carried
out will be able to facilitate the learning
evaluation process both from the student’s
perspective - who will be able to regulate their
thinking and learning processes - and from
the teacher’s perspective - who will be able to
analyze the students’ knowledge construction
process, from monitoring of their individual
production, in addition to being an important
agent in future adjustments in the teaching
process.
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