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ABSTRACT: The interaction between educator and student is increasingly moving away from conservative
teaching practices. Active methodologies enable student involvement and interest, as well as promote an active
attitude in learning, which is even more desirable in Distance Education. Gamification is one of the possible
didactic resources in the virtual learning environment. In the present study, an applied research with a guali-
quantitative approach was adopted, with participant observation, in the application of a Mock Trial with
students of the Technical course in Multimedia Didactics, in a public educational institution. The practice
sought to evaluate the use of gamification to bring students closer to the content, develop the argument, motivate
and make the virtual classroom more conducive to interaction. The majority of students (87%) said they
were motivated to develop the activity. The results show that the methodology used favoured student
engagement, interaction and learning.

ACTIVE LEARNING METHODOLOGY. GAMIFICATION. MOCK
TRIAL. DISTANCE EDUCATION.

RESUMO: A interagio entre educador ¢ edncando afasta-se, cada vez mais, das priticas conservadoras
de ensino. As metodologias ativas possibilitam o envolvimento e o interesse do aluno, bemr como promovem a
atitude ativa na aprendizagen, o que ¢ ainda mais desejavel na Edncagiao a Distincia. A gamificagio é um
dos recursos diddticos possiveis no ambiente virtnal de aprendizagem. No presente estudo, adotou-se nma
pesquisa aplicada com abordagem quali-quantitativa, com observagdo participante, na aplicacao de [siri
Simulado com alunos do curso Técnico em Multimeios Diddticos, enr uma instituicao priblica de ensino. A
pritica buscon avaliar o uso da gamificagio para aproximar os alunos do contesido, desenvolver a
argumentagao, motivar e tornar a anla virtnal mais propicia a interacao. A maioria dos alunos (87%)
afirmon motivagao no desenvolvimento da atividade. Os resultados apontam que a metodologia utilizada
favorecen o engajamento, a interagio e a aprendizagem dos alunos.

METODOLOGIA ATIVA DE APRENDIZAGEM. GAMIFICA Q‘/f O.] URI
SIMULADO. EDUCACAO A DISTANCIA.
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RESUMO: La interaccion entre educador y alummno se aleja cada vez mds de las pricticas de enseiianza
conservadoras. Metodologias activas permiten la participacion e interés de los estudiantes, asi como también
promueven una actitud activa en el aprendizaje, que es adin mas deseable en la educacion a distancia.
Ganificacion es uno de los posibles recursos diddcticos en el entorno virtual de aprendizaje. Es una
investigacion aplicada con un enfoque cualitativo-cuantitativo, con observacion participante, en la aplicacion
del Jurado Simulado con estudiantes del Técnico en Diddctica Multimedia, en una escuela priblica. La
prictica buscd evalnar el uso de la gamificacion para acercar a los estudiantes al contenido, desarrollar e/
argumento, motivar y hacer que el anla virtnal sea mds propicio para la interaccion. La mayoria de los
estudiantes (87%) dijeron que estaban motivados en la actividad. Los resultados muestran que la
metodologia ntilizada favorecid la participacion, interaccion y aprendizaje de los estudiantes.

METODOLOGIA DE APRENDIZAGEM ACTIVO. GAMIFICACION.
JURADO SIMULADO. EDUCACION A DISTANCIA.

Introduction

Active learning methods favors the processes of interaction between educator, student and their
peers, and have shown positive results in the teaching-learning processes. For Fonseca (2014, p. 160),
learning, from the point of view of student-teacher interaction for the production of knowledge, is an
activity that produces “modifiability, a process of change caused by the mediatisation of the teacher and
the intentional and motivational practice of the student”.

The use of active methodologies presupposes an active role on the part of the students. It is a
pedagogical action that encourages involvement in solving problems consistent with their area of study,
offering the opportunity to exercise analysis, investigation and reflection skills (Mitre et al., 2008).

The teachet's position changes to that of a learning mediator. His or her role is to develop
situations that allow the construction of knowledge by the students. It is also their role to constantly
monitor and advise the students, proposing challenges and helping them assigh meaning to this
construction. In this sense, gamification is justified as a strategy for the student involvement with learning
and interaction with peers. It creates an environment that facilitates learning (Fardo, 2013). It allows
students to learn how to apply theories and concepts and to seek solutions to different problems. It
minimizes the importance of memorization and turns students into protagonists of their own teaching-
learning process (Souza & Casa Nova, 2017).

In Role-Play Game (RPG), students put themselves in the place of certain characters and develop
activities from the perspective of this roles or functions. The Mock Trial has these characteristics, since
the group members are separated according to functions or roles to act in the defense, prosecution or
judgment of specific cases. There is a clear separation of the groups” actions and the teacher's role as a
mediator, who organizes and structures the contributions of the groups. Still, the activity takes place in a
fictional environment, which is the trial.

The Mock Trial activity has the potential to provide students with the experience of scientific
practice, in the sense of being stimulated to debate, position and defend ideas. Moreover, it favors the
deepening of content knowledge, the development of argumentative skills and discussion (Vieira, Melo
& Bernardo, 2014).

The pedagogical practice of the Mock Trial requires the student to assume a certain role and face
factual problems and situations. Such an approach makes it easier for the teacher to approach issues that
go beyond the theoretical content, such as strategy and negotiation, apart from the relationship with team
mates, with opponents, and with public authorities, among others (Ghirardi, 2012). Participatory legal
education is a teaching paradigm that contrasts with traditional teaching by placing the student at the
focus of the learning process (Feberbaum & Klafke, 2020).
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A field study was catried out with participant observation, based on a quali-quantitative method,
for the purpose of analyzing the impacts of the Mock Trial. The emphasis was on aspects such as
interaction, motivation, fluency, argumentation and cooperation among students and between the
students and the teacher, reorienting the teaching-learning process of ethics and law. The students
participating in the research were from the 2nd and 3rd periods of a technical course in a public
educational institution. The study took place during the first academic semester of 2020.

The implementation of this methodological approach in a distance learning course, immersed in
the potential of digital information and communication technologies (DICT), represents a challenge due
to the scares availability of guiding studies.

1 Gamification as an Active Learning Methodology in Distance Education

The adoption of active methodologies has been driven, in recent decades, by the opposition to
traditional teaching methodologies. In active methodologies, students go beyond a passive performance
as receivers in the teaching-learning process. They adopt an interactive posture, taking active charge of
learning and performing, under the mediation of the teacher. The “teacher/student of teaching/learning
relationship is pedagogically mediated, oriented by various instructional materials and tutorial guidance”
(Riano, 1997, p. 20).

The teacher as a mediator, facilitator and activator of the teaching and learning process has the
role of “provoking, challenging, or promoting the conditions to build, reflect, understand, and transform,
without losing sight of the respect for the autonomy and dignity” of the students (Diesel; Baldez; Martins,
2017, p. 278).

Debald and Golfeto (2016, p. 6) suggest that the teacher should:

[...] be flexible and adaptable in different contexts of the teaching practice; use creativity in the
development of teaching activities; be willing to relearn the teaching role; be patient and
empathic with students and colleagues; act interdependently; improve the production of
knowledge to solve contemporary problems; to base the learning process on challenges and
problems of the current reality; take ownership and be able to develop technology resources
for teaching and learning activities; develop mentoring skills; and adopt attitudes of openness
to change.

According to Oliveira (2020), changes are expected in the ways of being, acting and relating in the
teaching and learning process, in which the teacher's posture is no longer that of the holder of all
knowledge, but rather of an experienced researcher who guides students in their discoveries. The focus
of this process is the student, who develops a protagonist posture in his learning process.

For Moran, Masetto and Behrens (2013, p. 18), "[...] active methodologies are starting points to
advance on processes of reflection, cognitive integration, generalization, and redevelopment of new
practices."

Learning is more significant when students are intimately motivated, when they find meaning in
the proposed activities, when they are consulted in their deep motivations, when they engage in projects
in which they bring contributions, when there is dialogue about the activities and how to perform them
(Moran, 2013).

From the perspective of the construction of knowledge, Maturana and Varela (1995, p. 12)
understand that, "if life is a process of knowledge, living beings construct this knowledge not from a
passive attitude but from interaction".
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According to Damiani (2008, p. 223), collaborative activities can create an environment rich in
academic and social learning for both students and teachers, as well as provide them with a greater degree
of satisfaction. Collaborative work also enables to rescue values such as sharing and solidarity, which
have been lost along the path trodden by our extremely competitive and individualistic society. The
interaction and collaboration between individuals result in the production, transformation and change of
these individuals” identities, both in terms of their knowledge and practical abilities.

Bergmann and Sams (2016) suggest that the physical or virtual learning environment stands out
with the selection of a good methodological strategy, with the teacher performing as a facilitator of social
interaction. Such a methodology must allow students to learn from experience, collaboration or even
through instruments that mediate the interface between the subject and knowledge. Collaborative
activities also promote the development of responsibility with regard to the authorship of the final
product, drawing from the exchange of experiences and knowledge between subjects (Damiani, 2008).

There are different possible practices for active methodologies, one of which is Gamification.
Gamification is the targeted use of elements for educational purposes, such as structured objectives,
feedbacks, challenges, the student involvement as players, competition and cooperation.

According to Moran (2018, p. 20) gamification presents "important strategies of enchantment and
motivation for a faster and close-to-real-life learning process", helping students to face challenges, phases,
difficulties, to deal with failures and to take tisks safely.

This motivational power may be due to the mechanisms of encouragement and engagement
intrinsic to games, such as rewards, the joy of playing and/or the possibility of winning (Seixas, Gomes,
Filho & Rodrigues, 2014).

Gamification is considered as an active methodology of learning because it corroborates to the
understanding of Moran (2013). For the author, the active methodologies stir up curiosity, propose
challenges, engage the pupil in experiences, enable collaborative work, develop the autonomy for taking
decisions, give emphasis to the protagonist role of the student, value engagement and effective
participation in the construction of the learning process. Gamification, as an active methodology used to
build a strategy for planning the teach-learning process, is enhanced by the updated pedagogical practices
employing DICT.

Distance Education as an educational modality faces challenges that go beyond the integration of
technologies to educational processes. These challenges include the adoption of active learning
methodologies by teachers, especially those enhanced by the use of DICT. Thus, to understand Distance
Education is to understand the integration of DICT in the educational processes and to reflect on its use
in educational practice. More than that, it is to promote differentiated educational actions with the use of
technologies. It is not just about what Belloni and Bérvot (2009) identify as technical mediatisation, that
is, the design, manufacture and pedagogical use of multimedia materials. Bacich (2014) highlights that the
teacher must learn from the use of digital technologies and not about their use.

1.1 Mock Trial and the Development of Argumentation and of Interaction between
Students

In the Mock Trial, students are placed in certain roles/functions and must develop the activities
from these roles/functions perspective, as competitors, debating arguments and ideas. They position
themselves as defenders, accusers and judges, acting in real cases during a trial. The debaters compete for
the best arguments in order to convince the judge. For Souza and Casa Nova (2017), this teaching strategy
increases the interest, understanding and integration of the student with the content, as well as their active
participation in the construction of knowledge.
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The Mock Trial works as a didactic resource that promotes the development of arguments by the
students. This happens as they get deeper into the content in a voluntary, cooperative and motivated way,
in search for better argumentation ideas. Fragelli (2014, p. 231) identified that gamification resulted in
greater student participation, interest, and joy and that, cognitively, there was an interest in achieving
greater knowledge. What is important is that students have an active role in the production of knowledge,
with a positive impact on their learning,

Kolstoe (2000) states that the practice increases the student's ability to understand the point of view of
others, thus stepping in other people's shoes in certain situations. This creates difficulties that must be
overcome, as having to act from the perspective of a character they do not necessarily agree with.

In this sense, the Mock Trial is a strategy for teaching and developing the arguments of the students, who
will need to position themselves in relation to the topic under debate, through allegations and counter
arguments.

As for the dimensions of the Mock Trial, it is relevant to present some opportunities, such as: (a)
convincing the judge, through the development of the ethical and normative argument; dispute between
opposing positions, of the defense and the prosecution, and the exchange of argumentative resources, in
the moments of reply and rejoinder; (b) the evaluation of the components” performance, either
individually or collectively, what is not necessatily dependent on the result obtained in the trial, but only
through the coutse of the defense / accusation / judgment allegations regarding the content of ethics
and law; (c) competition, with a specific time frame for each component of the groups to perform;
surprise elements, with information and evidence presented throughout the trial (this requires in-depth
knowledge of the content, to refute or claim any information); reward, in the form of a favorable decision
of the judge, as well as of the verification of the correct answers given to the case; (d) the introduction
of motivating emotions regarding the development of the chain of arguments for the purpose of
convincing the judge; feeling of progression; strengthening of relationships between the components of
the groups, which interact and support each othet's arguments to make them stronger and more coherent.

The Mock Trial starts with specific cases or themes, which are explored by students through
defense and accusation arguments, analysis and objective assessment of facts in correlation with the
content. The use of gamification can favor the learning of more complex contents, which usually arouses
little interest, engagement and motivation among students (Fragelli, 2014).

Students need to develop skills in argumentation, critical thinking, hypothesis formulation and
decision making, improvisation, interaction and cooperation. Aspects such as motivation, interaction,
cooperation and argumentative capacity are developed from the application of the Mock Trial.

Plantin (2005 apud Stumpf, 2016) emphasizes that the students’ argumentative interventions in the
debates lead to an active teaching-learning process, enable the identification of dubious and contradictory
statements, and deepens the content and the theory. In addition, the debate allows the student to develop
reasoned argumentation, counter-argumentation, mental agility, intellectual confrontation and self-
confidence (Moura, Pereira and Souza 2017).

The argumentation is understood, in the words of Cuenca (1995), as a communicative means of
interpersonal relationship that confronts knowledge and opinions with the objective of convincing
someone of a certain point of view. Still, Sanmarti (2003 apud Vieira, Melo and Bernardo, 2014), states
that the argumentation presupposes the choice between alternative options or explanations and the
rational analysis that allows the most appropriate judgment. It should be noted that the improvement of
the student's argumentative capacity in the Mock Trial was mentioned by Brito and S4 (2010), since it
denotes the need to justify or refute a position, a thesis, an idea.

2. Methodological Pathways
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This research presents the use of gamification, specifically, the didactic resource of the Mock
Trial, with students of the 2nd and 3td years of a distance technical course, during the first academic
semester of 2020. The didactic materials of the Mock Trial were made available in the classroom of the
Legislation and Ethics discipline, in the virtual learning environment called Moodle 3.1, and the simulation
of the trial took place through web conferencing. The main objectives of the Mock Trial was student-
centered learning, with an emphasis on aspects such as interaction, motivation, fluency, argumentation
and cooperation between students and between students and the teacher, reorienting the teaching-
learning process in the study of ethics and law.

In this scenario, the present study has an applied and exploratory nature, with a quali-quantitative
approach and a participant observation research method, since it implies the involvement and
identification of the reseatcher with the students (Silveira & Coérdova, 2009).

For the sample, 46 students were invited, of which 32 decided to participate. Among them,
65.6% were female and 34.4% were male. The prevailing age groups were 25 to 30 years old, with 28.1%,
and 41 to 50 years old, with 28.3%. Regarding educational level, 37.5% of students had completed high
school, 34.4% were undergraduate, 25% were post-graduate /afo sensu and were 6.3% masters or doctors.

The study included planning, the application of pedagogical practice, data collection and data
analysis.

The planning of the juries' activities involved the indication of references and supporting materials
on the content of ethics, law and education, so that students could select and carry out individual research
as to the general content necessary to support decisions and arguments. The students prepared
themselves individually and proactively, mediated by the teacher and the first researcher of the study.
There were also meeting opportunities for the whole group to clarify doubts about the contents. In total,
15 class hours were made available for the didactic procedures which culminated in the debate of the
Mock Ttial.

The application of the Mock Trial took place in the discipline of Legislation and Ethics of a
technical course and had the participation of 32 students. Two rounds of the Mock Trial were developed
in synchronous classes conducted by web conferences.

For data collection, in addition to participant observation and notes made by students during the
juries, a semi-structured questionnaire was applied. It was divided into: ten closed questions regarding
the Usability Requirements; six closed questions regarding Pedagogical Requirements and three open
questions. In the open questions, students were encouraged to present their opinions on problems,
difficulties, potentials and suggestions for improving the application of the Mock Trial.

The analysis was based on the transcribed data, as well as on the graphics generated from the
questions presented to the student. The material and definition of the themes was explored, relating them
with the purpose of study and the articulation of the data from the theoretical framework.

2.1 The Mock Trial: Experience Description

The theme of the Mock Trial was ethics and law in the school environment. The concrete cases
involved ethical and normative facts and behaviors in the school environment, school legislation, the
education of minors, the responsibility of the family in relation to minors, minors in conflict with the law
and education and the Code of Ethics for Education Professionals.

The material used by the students was the same preparatory material made available in advance
by the mediating teachers in the virtual classtoom, which offered subsidies for students to formulate their
arguments. The material was composed by video classes, e-books, and slides with the presentation of
concrete cases of social conduct and conduct in the school environment. These should be appreciated in

advance by students and resolved, according to ethical and normative rules, during the realization of the
Mock Ttial.
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As for the dynamics, the room was divided into groups of five or six students. The groups were
then drawn in: “defense group”, “prosecution group” and “decision group”. The students worked on the
defense, accusation or decision arguments regardless of their personal position in relation to the specific
case presented.

Then, the groups started to act on the concrete cases, within the theme "guiding ethics in the
educational environment", presenting moral, ethical and normative arguments, interacting with peers and
counterpointing the arguments of the opposite group. The students should present enough arguments
to justify their group activities, regardless of their personal position in relation to that specific case. All
members of the group were encouraged to speak, either by audio / video or by using chat, in writing.

The time and order in which the arguments were presented was divided into: ten minutes for the
prosecution group, ten minutes for the defense group, followed by a five-minute reply of the prosecution
and final five minutes for the defense’s rejoinder. After the time for argumentations was exhausted, the
decision-making group presented the arguments of the groups that most motivated them towards their
decision, as well as the solution of the ethical / normative conflict under discussion.

In the end, a summary of the arguments presented by the groups was prepared. It was correlated
to the contents of the discipline, exploring the assertiveness of the decision taken by the decision-making
group in view of the material made available in the discipline. Each student could then check the
relationship between the content and that specific case. The Mock Trial ended when all the concrete
cases, a total number of three, were decided and discussed in view of the discipline contents.

After the performance, the participating students were invited to answer, without identification,
a specific questionnaire. They evaluated the experience and the pedagogical and usability requirements.
They were also asked to give their opinion on the acceptability of the Mock Trial as a didactic resource
regarding the contents of ethics and law.

The evaluation of the students was based on the individual performance demonstrated in
argumentation and counter-argumentation, whether oral or written. The following aspects were also
considered: coherence in relation to the position of the group, understanding and adequacy to the theme
and the available material, and the individual posture during the interaction with other colleagues, in a
collective evaluation.

3 Results and Discussion

The analysis of the results allowed the researchers to reflect and perceive the contribution of the
simulated cases proposed to the students for debate. It instigated the deepening of the content, the critical
and argumentative thinking, the research and the theoretical basis of the arguments.

The students were very receptive to participation in the Mock Trial. It was verified by the teachers'
reports that students were motivated to expand their knowledge in search of possible arguments to be
used during the activity. All students were involved in the dynamics, whether by video, audio, or by chat,
in writing. The result corroborates Moran's (2018) understanding of the attractiveness of this activity to
students in terms of perception, language, challenges, cooperation and rewards.

As for the methodology adopted, the majority of respondents, 83.3%, indicated that having access
to the content beforehand facilitated learning. Other 87% of the students stated having felt motivated
during the practice of the Mock Trial and 82.4% indicated that it also led to greater motivation for
deepening their knowledge on the content. About 89% stated that the Mock Trial allowed and
encouraged the growing autonomy and involvement of students. As for the increase in class participation,
36% stated that the Mock Trial expanded participation in the class. Around 95% stated that the topics
and cases addressed made reference to their everyday context, in a perspective of citizenship formation.
Approximately 86% indicated the Mock Trial as a relevant method to increase interaction and
cooperation between students. These results corroborate with the principles of active methodologies
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presented by Diesel, Baldez and Martins (2017) which are: the teacher as a mediator and activator of the
teaching and learning process, the student as the center of the teaching and learning process, the
autonomy of the student, reflection, problematization of reality, teamwork, and innovation.

Other results increase the reseatchers' positive perception of the study, since the Mock Trial
proved to be attractive and engaging for more than 86% of students. Most students, 94.4%, considered
that the Mock Trial promoted creativity, with the possibility of several pathways, answers, and solutions.
As for the resistance to the method, 17% indicated the need for more time to prepare their arguments
and presentation for the trial. Hamari, Koivisto and Sarsa (2014) also identified positive results in the use
of gamification for educational purposes, with increased motivation, engagement and student satisfaction,
as well as better learning outcomes.

The evaluation presented by the students reported greater motivation and interaction and the
interest in deepening their knowledge of the content, as can be seen from the following quotations:

Quote 1 - Interesting class that makes us learn in a more fun way.

Quote 2 - Although it was interesting, it would need more time for articulations between the
group members.

Quote 3 - Through critical capacity, the activity proposed the development of arguments and
analysis of its moral and ethical values.

Quote 4 - The opportunity to think about the "two sides of the coin", to think critically, to
respect the position of the other, among other things.

Quote 5 - It was very interesting because it allowed us to learn effectively through a game.
Quote 6 - It provided interaction with the other participants.

Quote 7 - Very good, it was possible to understand in a more playful way the concepts of Ethics
and Law that are a little complicated to understand.

Quote 8 - Situations that happen in real life being used to better assimilate the theme with
greater student participation.

Quote 9 - Good for developing arguments within the context in which one is immersed and
has to act even if imposed at times. It also allows you to find solutions.

Quote 10 - Exercise of argumentation, interaction between colleagues, development of a global
view of situations.

Quote 11 - We discussed complex issues based on the proposed cases and this allows for more
in-depth reflections and arguments.

The researchers' observations, as well as the results of the students' responses, corroborate the
reiterated understandings of the literature, already presented in Souza and Casa Nova (2017); Hamari et
al. (2014); Ghirardi (2012); Damiani (2008); Seixas et al. (2014).

It is relevant to point out that during the Mock Trial, students were quite engaged in the process,
which was shown by their use of the formal language of the courts in the role of lawyers and judges. The
students were very engaged in argumentation, applicable rules, tests and points that disadvantaged the
opposite group. The analyses showed that the Mock Trial enabled the production of various arguments
and counter-arguments.

The arguments of the defense, of the prosecution and those presented by the judges, as the basis
for the decisions, became more and more complex as the gamefied activity developed. This was caused
by the opposition of ideas and arguments of the groups. In addition, evidence presented and facts
identified during the trial required students to be critical and to undergo logical and quick thinking. This
happened in synchrony with an expanding sense of cooperation between the components of the groups.

The alternation of roles during the trial resulted in the development of a set of complex arguments
(Platin, 2005 apud Stumpf, 2016), with clear quality of the supporting literature. Other abilities stimulated
were: Argumentation capacity; mental agility (Moura et al., 2017); convincing others of one's point of
view (Cuenca, 1995); seeing from the perspective of the other (Kolstoe, 2000); choosing between



Roberta de Sousa Almeida, Dulcileia Marchesi Costa, Solimara Ravani de Sant’Anna 9

alternative options or explanations and the rational analysis that allows the most appropriate judgment
(Sanmarti, 2003 apud Vieira, Melo & Bernardo, 2014). All these results find support in the theoretical
framework.

These perceptions are also supported by Kolstoe (2000) who states that among the characteristics
of this teaching model are the evaluation and criticism of knowledge and opinions and the establishment
of a consensus conclusion.

The Mock Trial proved to be a didactic resource conducive to the development of arguments and
the promotion of student learning, through motivation and interaction, which reinforces the result
achieved by Fragelli (2014).

Conclusions

The present research sought to investigate the potentialities and peculiarities of the pedagogical
resource of gamification, using, for that, the Mock Trial. This didactic resource was applied in two classes
of the 2nd and 3rd petiods of a technical course from a public educational institution, in the first academic
semester of 2020.

It is noteworthy that the active learning methodology expands the students' engagement and
motivation. The use of gamefied activities is an interesting strategy for the teaching-learning process,
since it favors the learning of more complex content or of a subject of little interest for students. For
Moran (2015) and Damiani (2008), group and individual practices involving competition, collaboration,
and strategy, with well-defined stages and skills, are increasingly present in the various areas of knowledge
and levels of education.

In view of the objective of training active and creative students, the traditional presentation of
content should no longer be the center of activities in the classroom, giving place to participatory teaching
methods. Participatory teaching is a skillful method for success in the teaching process because it
demands the students to develop themselves in several aspects, instead of being a mere receptor of
contents for memorization. The pedagogical practice of the Mock Trial tends to be effective in teaching
legal subjects (Ghirardi, 2012).

The Mock Ttrial was employed as a didactic resource, observing the clear separation of the activities
of the groups and the teacher as a mediator. Like this, we sought to highlight the potential and challenges
for the effective learning practice through an active methodology involving gamification with the aid of
DICT. Based on the effective mediation of teachers, it generated reflections on concrete cases and a
direct relationships between theory and reality, enabling effective learning,

This pedagogical resource, based on gamification and DICT, when applied in the context of
distance education, demonstrated that it is possible to adapt the didactic arrangements in order to
optimize the physical distance. For Moran (2012) distance education can be done at the same levels as
regular education.

We consider that the proposed objective was reached because the following potentialities were
identified from the pedagogical practice: development of fluency; the ability to expose arguments; the
construction of collective critical knowledge; interaction between peers; encouragement of cooperation;
student motivation; and student protagonism. Thus, we agree with Moran (2007) in that one of the
greatest challenges for the educator is to help make information meaningful, that is, to choose important
information among many possibilities.

Thus, we conclude that the educational objectives of the Mock T'rial were achieved, based on the
analysis of the questionnaire results, the students 'reports, and the students' performance during the trial.
The same conclusion is reached from the standpoint of monitoring the development of all stages of the
application of this methodological resource by the teachers.
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From the analysis, it was possible to observe a positive correlation between the application of
gamification as a strategy of active learning and the results of greater interaction, motivation, fluency and
cooperation among students. With great prominence, also, it is possible to observe the development of
students' argumentation skills and the construction of collective critical knowledge. Legal education must
have the student as the protagonist and active participant in the teaching and learning process (Guirardi
& Oliveira, 2016).

Regarding the challenges of applying the Mock Trial, 17% of the students demonstrated resistance
to the method. The main reason indicated was the need for more time to prepare the arguments and to
expose them during the trial. Other students considered that they would need more time for the
articulations within the group.

From the perspective of future applications of gamification, the trial simulation rounds can also
be carried out in person. Despite the fact that there was no loss in conducting it through web
conferencing, it is also possible to use it when a distance course is mixed with face-to-face meetings.
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