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Περίληψη  
 
Η εκπαίδευση αλλάζει και οι ενεργητικές μεθοδολογίες μάθησης είναι ολοένα και πιο 
ουσιαστικές στη σύγχρονη διδακτική διαδικασία. Ως εκ τούτου, υπάρχει μια μεγάλη ποικιλία 
ενεργών μεθοδολογιών, όπως η Ανεστραμμένη Τάξη (Flipped Classroom), η μάθηση 
βασισμένη σε πρότζεκτ (Project-Learning) και η μάθηση βασισμένη στην επίλυση 
προβλημάτων (Problem-Based Learning), που μπορούν να εφαρμοστούν στην τάξη, 
συμπεριλαμβανομένου του βίντεο ως εμπλουτιστικού υλικού για τη συμβολή στη βελτίωση 
της διδασκαλίας και της μαθησιακής διαδικασίας αφήνοντας στην άκρη την παραδοσιακή 
μεθοδολογία. Η εφαρμογή ενεργών μεθοδολογιών μαζί με τη χρήση του διδακτικού βίντεο 
στο σχολείο προσφέρει πολλά οφέλη, όπως η προώθηση της συνεργασίας, η ανάληψη 
πρωτοβουλιών, οι δεξιότητες διαπραγμάτευσης, η επίλυση προβλημάτων, η 
δημιουργικότητα, η φαντασία και η κριτική σκέψη. Ωστόσο, είναι απαραίτητο να 
επισημανθεί ότι τα σχολεία θα πρέπει να διευκολύνουν τη χρήση οπτικοακουστικών πόρων, 
παρέχοντας κατάλληλες εγκαταστάσεις και προγράμματα για τη χρήση και τη δημιουργία 
τέτοιου υλικού. Από την άλλη πλευρά, οι ψηφιακές τεχνολογίες παρουσιάζουν έναν 
διευκολυντικό ρόλο με συμπληρωματικό τρόπο στις ενεργές μεθοδολογίες και όχι έναν 
υποχρεωτικό χαρακτήρα για την ανάπτυξή τους. Τέλος, θα ήταν ενδιαφέρον να διερευνηθεί ο 
αντίκτυπος της συμπερίληψης οπτικοακουστικών πόρων στις μικρότερες βαθμίδες 
εκπαίδευσης προκειμένου να γίνουν γνωστές οι αντιλήψεις και των μαθητών σχετικά με τη 
δημιουργία περιεχομένου με εκπαιδευτικά βίντεο και όχι μόνο οι αντιλήψεις των 
εκπαιδευτικών. 
 

 

 

Abstract 

 

Education is changing and active learning methodologies are increasingly essential in the 
modern teaching process. Therefore, there are a wide variety of active methodologies, such as 
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the Flipped Classroom, Project-Based Learning and Problem-Based Learning, which can be 
implemented in the classroom, including video as an enriching resource to contribute to the 
improvement of the teaching and learning process leaving aside the traditional methodology. 
The implementation of active methodologies together with the use of didactic video in the 
school offers several benefits such as the promotion of cooperation and collaboration, 
initiative taking, negotiation skills, problem solving, creativity and imagination and critical 
thinking. However, it is necessary to point out that schools should facilitate the use of 
audiovisual resources, providing adequate facilities and programs for the use and creation of 
such materials. On the other hand, digital technologies present a facilitating role in a 
complementary way to active methodologies and not an obligatory role for their 
development. Finally, it would be interesting to investigate the impact of the inclusion of 
audiovisual resources at lower levels such as Primary Education, in order to know the 
students' perceptions about the creation of content with educational videos and not only the 
teachers' perceptions.  

 

Keywords: Audiovisual Resources, Video, Image, Active Methodologies. 

 

1. Introduction 

Changes in society affect education, which continues to advance and evolve, adapting its 
objectives and resources. In recent years, one of the main objectives has been to get students 
to assume a more significant role in the whole educational process and thus become active 
agents in shaping their learning. Consequently, different active teaching methodologies have 
been introduced, such as Project-Based Learning, Problem-Based Learning and Flipped 
Classroom or Inverted Classroom (Arruabarrena et al., 2019). According to Ruíz et al. 
(2020), these tools prove to be effective in generating meaningful learning and forming 
critical and creative individuals who are prepared to face both current and future challenges 
in order to be able to work in teams, communicate, debate and evaluate. 

Currently, the use of images and video is a powerful didactic resource in the 
teaching-learning process. Videos in education are often used to teach students specified 
content according to the didactic objectives, or they can be elaborated by teachers or students, 
as a means of presenting what they have learned, their ideas or feelings (Greene, 2014). 
Audiovisual resources are often being incorporated as part of active methodologies in 
different ways, generating a positive impact on student learning. 

This paper briefly analyses the role of audiovisual resources in active methodologies. 
Specifically, the most relevant ideas found in the scientific literature are extracted, exactly 
those that are considered most important and powerful. Next, an interpretation-valuation of 
the different authors is presented, together with a series of questions that have arisen when 
analysing the chosen topic. Finally, some general conclusions about this report are included.  

 

2. The role of audiovisual resources in active methodologies 
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Education is changing and active learning methodologies are increasingly essential in the 
modern teaching process. Through these methodologies, teaching is brought closer to real 
life, involving students in the learning process. In addition, with the proliferation of Web 2.0 
technologies, digital content can be reused and created in forms such as wikis, blogs, reports, 
videos and images. These resources can be generated by teachers themselves or even by 
students as part of their learning process (Arruabarrena et al., 2019). The following active 
methodologies are presented below: Inverted Classroom, Project-based Learning, 
Problem-based Learning, which are currently being increasingly implemented in classrooms 
and incorporate audiovisual resources as part of them. 

 

2.1 The use of video in the Flipped Classroom  

The Flipped Classroom (FC) method is based on the idea of inverting traditional teaching, 
replacing a teacher-centred approach with one in which activities that used to take place 
outside the classroom are now carried out inside it. This type of methodology is developed in 
two phases and its procedure is as follows: before class, students access different materials, 
such as texts, videos, blogs, repositories, and then perform various activities in the classroom, 
such as quizzes, problem solving, debates, concept analysis, and so on (Arruabarrena et al., 
2019). This type of learning is a methodology that feels supported by technology being video 
the most used resource for it. In addition, it produces a change not only in the role of the 
teacher but also in the realization of teaching materials, which, can serve for the preparation 
of audiovisual resources and their implementation in a face-to-face manner (Palazón-Herrera, 
2018). 

In a flipped classroom, the teacher is responsible for preparing the material. Therefore, 
he/she has to select and edit the materials to get them successfully adapted in the classroom. 
Many online platforms and video editing tools can be found (Moreno et al., 2020). Likewise, 
there are several open access materials that can also be used, such as, for example, YouTube, 
Tiching, Khan Academy, Ted Talks, MIT Open Courseware (Arruabarrena et al., 2019), but 
just because they are used does not mean that this is a flipped classroom. When selecting a 
video, the teacher must evaluate aspects that meet the requirements of a flipped classroom. 
These are curricular, pedagogical, expressive, technical, instructional and aesthetic. Also, the 
possible problem-solving scenarios, the existence of different register representations, the 
clarity and precision of the definitions and how the premises and procedures are structured 
have to be considered (Moreno et al., 2020). 

According to Akçayır et al. (2018), this methodology has its advantages and challenges. It 
increases students' satisfaction, improves learning, enhances students' problem-solving 
abilities, and develops critical thinking skills. On the other hand, alternative interaction with 
teachers, as well as individualized learning, makes students more interested and better 
prepared for class. The individualized attention that accompanies didactic videos also helps 
people with learning difficulties to obtain better results (Moreno et al., 2020).  

According to the contributions of Palazón-Herrera (2018) made in her study based on 
instrumental practice, she states that students value the use of video in FC methodology as a 
motivating resource that increases confidence for the work done in subsequent classes, as 
well as their performance both at home and in class, in which, teachers are allowed more time 
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to attend to their students and resolve doubts. Furthermore, in this study it can be observed 
that all participants agreed that the use of video is the most appropriate resource for 
instrumental practice, leaving aside the notes and the textbook.  

However, to ensure the effectiveness of the "Flipped Classroom", it is more important to 
focus on the selection of active learning strategies to be used in class than on the development 
of online videos or other materials outside the classroom. It is necessary to consider which 
activities will be most conducive to learning and, analyse whether such tasks are best done 
before, during or after the face-to-face session, as well as the types of interactions with the 
material and among learners that are desirable (Arruabarrena et al., 2019). 

 

2.2 The use of video in Project-Based Learning 

Project-oriented learning environments are very focused on the students' learning process 
and their particular needs, which requires teachers to act as supervisors and advisors (Torío, 
2019). The main characteristic of Project-Based Learning tries to guarantee a real learning 
context to students, explaining to them in a direct way the teaching and learning process. 
Each student is responsible for carrying out a series of decisions to achieve the resolution of a 
given task with a certain degree of complexity (Abella et al., 2020). 

Generally speaking, students are the protagonists of deciding, planning and elaborating the 
projects they want to put into practice. This type of learning generates autonomy and 
responsibility in the students during the elaboration of the projects and its progression should 
occur both quantitatively and qualitatively. In addition to increasing self-confidence and 
motivation, since each student sets a challenge followed by a common thread (Abella et al., 
2020). In addition, project-based learning is an educational model, which aims to bring 
academic teaching closer to social and work contexts in order to develop a student-centred 
instructional approach. This didactic methodology aims to relate practice with theory by 
encouraging teamwork from various interdisciplinary perspectives. In short, students teach 
and learn at the same time through experiences that are carried out in a cooperative manner in 
which all members collaborate and do not compete (Simó et al., 2016). 

On the other hand, this alternative approach has a positive impact on students' motivation, 
satisfaction and performance. In particular, Torío (2019) conducted an active research using a 
video-based approach combined with project-oriented learning. Students had seven days to 
review videos through the Vimeo platform, where they could watch them at their own pace. 
Each video session corresponded to a weekly homework assignment. It was found that this 
environment can be a potential tool to facilitate the transition from knowledge dissemination 
to knowledge appropriation. In addition, the results showed a high level of student 
satisfaction and performance during the course. Students' self-perceived competencies during 
the course far exceed those possible from a traditional teaching approach. 

Also, the students themselves are able to create content as part of the projects. Students 
have started to become video producers in the academic context and especially in the field of 
humanities and education (Greene, 2014). Video production allows students to express 
themselves in a way that makes them feel more comfortable, increasing their motivation to 
stimulate more imaginative creations (Droumeva & Murphy, 2016). In addition, students 
express high levels of satisfaction, and even if not all students are able to generate valuable 
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new content, many are able to appreciate it when their peers do so. However, video 
production requires practice and experience that not everyone possesses (Arruabarrena et al., 
2019). Therefore, the role of teachers and their knowledge in technological tools is very 
important. 

The use of video in this type of learning can be carried out for multiple purposes. It can 
serve as a research resource with the aim that students learn to search and select various 
videos for the acquisition of verbal channels and visual channels in which children observe 
and listen and, subsequently, reproduce in an enriching way. On the other hand, the use of 
video as a competency task is also considered a good tool, because students learn to create 
videos with diverse content and improve their oral communication and expressive skills. In 
short, it is a resource for detecting skills and strengths in order to learn how to improve them 
and generalize habits of self-assessment and co-assessment (Marín, 2014). 

 

2.3 The use of video in Problem-Based Learning 

Problem-based learning (PBL) is a type of teaching that reflects active learning. It is a 
learner-centred pedagogy, in which the learner learns about a subject by trying to find a 
solution to an open-ended problem (Phungsuk et al., 2017). In addition, it is considered as a 
pedagogical - methodological and multididactic approach, due to the fact that it allows 
students to build their own knowledge and feel as protagonists of their own learning 
(Hincapié et al., 2016).  

According to Piñero (2017), in the 1980s, this type of learning marked the field of 
education and teaching, since it was a turning point, serving as a reference to achieve and 
implement collaborative work. PBL is an active way for students to learn basic 
problem-solving skills in small self-directed groups to define and carry out specific tasks, 
whether real-life or study tasks. This "learning by doing" technique prepares students for their 
future careers (Phungsuk et al., 2017). 

Various researches put forward PBL as a methodology that is based on constant and 
effective work from the point of view of a number of disciplines and areas, with emphasis on 
the area of Natural Sciences. On the other hand, it counteracts all kinds of problems that can 
be witnessed in the traditional methodology, giving rise to a pedagogical option that favours 
meaningful student learning (Aguado & Campo, 2017). 

The use of video as a resource in this type of learning, provides a number of advantages. 
There are several forms of media that provide knowledge, such as videos to teach the 
different steps of a work. The learning model focuses on the problem-solving process, which 
empowers learners to solve problems through knowledge inquiry processes. Therefore, it 
prepares learners to engage in self-study, which becomes continuous learning (Phungsuk et 
al., 2017). In addition, the increased involvement on the part of the learner results in more 
meaningful learning. Likewise, it favours reasoning by getting students to expand their 
memory due to the visual information they receive when watching such resources. Other 
fundamental aspects offered by video correspond to the development of observation, 
retention and experience carried out in healthcare practices (Salvat et al., 2010).  
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Learning media in the form of videos can take place on a scientific basis through the 
problem-based learning model. Simanjuntak et al. (2019) found that videos can improve 
student learning outcomes and that the influence of their use is greater compared to teaching 
materials used on a daily basis. A teacher who uses media and learning models appropriately 
can adjust core competencies according to students' conditions. This will affect students' 
learning outcomes both from cognitive, affective and psychomotor points of view. However, 
Simanjuntak et al. (2019) emphasized that although the use of science-based videos as part of 
problem-based learning can improve students' learning outcomes, it should not be the main 
medium used in the learning process. 

 

3. Discussion and Implications for Practice 

Active methodologies correspond to alternative methodologies to traditional teaching, 
which allow students to learn in an active way. The methodologies whose role seems very 
promising in recent years and which were subsequently analysed are: Flipped Classroom, 
Project-based Learning and Problem-based Learning. The role of audiovisual resources, and 
technologies in general, is a facilitator in the use of active methodologies in the classroom, 
because they allow teachers and students to do many more things in a ubiquitous and 
collaborative way. Their use is significant, because they have consolidated these 
methodologies as the most successful way for the development of authentic learning. Each 
one makes use of audiovisual resources in a different way, including student participation in 
the teaching-learning process.  

On the other hand, referring to the audiovisual media, specifically, the didactic video, it is 
necessary to point out that they offer a great training for both students and teachers. This 
resource acts as a facilitating channel both in the delivery of content and in the increase of 
motivation in the acquisition of active learning. It also enhances the creativity of teachers and 
their way of transmitting and communicating various disciplinary topics (Troncoso et al., 
2019). 

The model of active methodologies is ideal for training students' capacity for critical 
thinking, creative thinking, problem solving, cooperation, collaboration and communication, 
skills that are important for students in the 21st century (Bakri et al., 2018). According to 
several studies, students who have followed this type of learning have acquired better 
problem-solving skills, being more self-reliant and showing greater commitment to their 
learning (Abella et al., 2020). These are powerful tools aimed at the development of student 
competencies, which are necessary for adequate student learning.  

However, it is necessary to point out that both these methodologies and the use of video 
must be carried out in an appropriate manner in schools in order to achieve the proposed 
objectives. At the same time, schools must facilitate the use of audiovisual resources, 
providing adequate facilities and programs for the use and creation of such materials. In any 
case, digital technologies present a facilitating role in a complementary way to active 
methodologies and not an obligatory or absolutely necessary role for their development. 

After analysing the bibliographical references, it can be pointed out that there is a great 
variety of articles focused on the three active methodologies mentioned above. However, it is 
true that, of the three active methodologies mentioned, less information has been found on the 
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use of videos in problem-based learning, most of them being focused on higher education, 
i.e., university. Therefore, we consider that it would be interesting to carry out research of 
this type focused on these methodologies in Primary Education, since enriching results could 
be obtained. 

On the other hand, it is important to point out that more research on the use of 
audiovisuals in active learning methodologies would be desirable. Specifically, in different 
subjects and different levels of education. All this is essential if the possible benefits and 
challenges regarding the use of audiovisual resources appear in more than one curricular 
subject and not only in the highest levels of education, such as university education. 

Finally, it would be enriching to investigate the impact of the inclusion of audiovisual 
resources at lower levels such as Primary Education, in order to know the students' 
perceptions about the creation of educational videos and not only the teachers' perceptions. 
We consider that this aspect could be interesting, since the current students of the society in 
which we live, belong to the generation familiar with technologies, resulting in that in several 
occasions they know how to handle audiovisual resources more easily than teachers. 

 

4. Conclusions 

This paper briefly analyses the role of image and video in active learning methodologies. 
After carrying out a bibliographic review on the chosen topic, a series of conclusions have 
been reached, taking as a reference several contributions from various authors, which are 
subsequently pointed out.  

Firstly, technological advances have allowed the visualization of videos and their 
production at any time and place. The generation of video content seems to help increase 
student participation in the learning process (Arruabarrena et al., 2019). Likewise, the wide 
variety of active methodologies, such as the Inverted Classroom, Project-Based Learning and 
Problem-Based Learning, can be implemented in the classroom including video as an 
enriching resource for the improvement of the teaching and learning process of students. 

Specifically, active methodologies together with the use of didactic video in the school 
offer various benefits such as the development of a series of competencies and skills 
necessary in students, as well as the promotion of cooperation and collaboration; initiative 
taking; negotiation skills; problem solving, creativity and imagination and critical thinking 
(Abella et al., 2020; Bakri et al., 2018). In addition, these methodologies offer different 
dynamics for learning and development of didactic content, enhancing an alternative 
teaching, away from the methodology that has been used for years. 

Because the image and audiovisual resources have an important role in education, it is 
necessary the adequate training of teachers in the new methodologies adapted to the context 
and social demand. Therefore, it is essential that teachers attend training courses where they 
acquire the knowledge and digital skills necessary to properly manage audiovisual resources, 
as is the case of educational video (Agüero, 2016).   

However, the integration of the technological, pedagogical and teaching components of 
the subject seem to be more important for the development of quality educational videos than 
the technological component alone. Moreno et al. (2020) evaluated the impact of teachers' 
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digital competence on the quality of videos developed for a flipped classroom, in which, no 
correlation was observed. In any case, teacher training should incorporate elements that 
emphasize the application of technology to the pedagogical process of subject instruction 
(Droumeva & Murphy, 2016). 

To conclude, it is important that more research be conducted on the audiovisual use in 
active learning methodologies. It would be interesting to investigate which are the most 
powerful applications aimed at children for the use ο creation of videos. Also, future research 
could focus on the role of audiovisual resources related to active methodologies aimed at the 
lower stages of the educational field. 
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Περίληψη 

Οι δίγλωσσοι μαθητές με δυσλεξία πολύ συχνά λαμβάνουν μη έγκυρες και αναξιόπιστες 
διαγνωστικές εκτιμήσεις, αφού οι επιστήμονες αγωγής δυσκολεύονται να εντοπίσουν τις 
ειδικές μαθησιακές δυσκολίες και να τις διαφοροποιήσουν από τις μαθησιακές δυσκολίες. 
Δυστυχώς, η τακτική του «περίμενε μέχρι να αποτύχει», τα μη σταθμισμένα εργαλεία, η 
απουσία άτυπης αξιολόγησης, η προκατάληψη και η ανεπαρκής έρευνα των παιδαγωγών 
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