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Abstract 
This paper provides practical examples as well as advocates for student agile way of learning and 
promotes the value of regular feedback. It presents ways how agile process can be applied both 
student-centered learning as well as agile project methodology creation.  

In particular, the research paper explores the value of feedback from both teachers and students 
during a pilot launch of agile learning project at a Business University in the Czech Republic. 128 
students of bachelor degree in business have been involved in a student-centered project within a 
mandatory class of Human Resource Management from February 2019. In order to fulfil the practical 
nature of the subject and to exercise competencies, skills and techniques, principles taken from agile 
management and critical pedagogy of Paulo Freire, his concepts of dialogical learning and praxis in 
particular, were used to design a unique agile learning project where a regular peer and teacher-
coach-mentor feedback plays an essential role.  

After five weeks from the launch of the agile project learning, the project itself as well as its 
methodology have been introduced and submitted to a critical feedback to both students and 
practitioners from 9 different countries. Paper presented reports on results of two dialogical face to 
face sessions. First one was carried out with students from Belarus, Croatia, the Czech Republic, 
Russia and Ukraine and a second one with professors and university staff from Croatia, the Czech 
Republic, Estonia, Germany, Poland, Portugal and Russia. Both sessions were recorded, analyzed, 
coded and evaluated. The results are currently being incorporated in order to improve both the content 
and learning methods of the project in question.  

Keywords: Agile Learning, Human Resource Management, Paulo Freire, Student-centered Education, 
Dialogic Learning. 

1 INTRODUCTION  
Business environments are changing rapidly and Human Resource Management (HRM) needs to 
reflect these changes. The changing environment of HRM includes economic and technological 
change, work force diversity, globalization, organizational restructuring, and of course changes in the 
nature of jobs and work. Today we already realize that the service sector is growing and new skill sets 
are needed more than ever before. According to the World Economic Forum [1], the top 10 skills 
considered to be most important for the labor market in 2022 are: analytical thinking and innovation, 
active learning and learning strategies, creativity, originality and initiative, technology design and 
programming, critical thinking and analysis, complex problem-solving, leadership and social influence, 
emotional intelligence, reasoning, problem-solving and ideation, systems analysis and evaluation. In 
this article, the majority of these skills are noted; however, active learning and learning strategies are 
discussed in depth. We have to understand the implications of new information for both current and 
future problem-solving and decision-making. In addition, learning strategies are defined by selecting 
and using training, instructional methods and procedures appropriate for the situation when learning or 
teaching new things [1]. The following table reflects skills needed in the near future according to the 
World Economic Forum. 
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Table 1: Comparing skills demand, 2018 vs. 2022, top ten. 

 
Source: Future of Jobs Survey 2018, World Economic Forum. 

As clearly illustrated above, now more than ever is a pivotal time for tertiary education to develop and 
adopt methodologies that enable student involvement in projects using skills needed in the context of 
a real working environment. In their case study, Segrelles, Martinez, Castilla and Moltó [2] state that 
both employers and students agree on the importance of developing the skills that will be needed to 
perform their future jobs. Further, the study emphasizes that teachers should focus on the creation of 
new curricula which incorporate innovative methodologies of active learning. Authors Alves, Morais, 
Miranda and Pereira promote in their article that students should learn by doing, with aids and 
fundamental concepts introduced by the teacher, but where research and group discussions towards 
possible solutions are included, aiming to the implementation of those projects with students’ active 
and committed participation [3]. 

According to the author of this article, the creation of agile project learning methodology inspired by 
the work of Brazilian education philosopher Paulo Freire offers a platform that addresses the 
challenges described and promotes students’ participation in the process. Feedback and flexibility 
constitute core principles of the methodology and promote a creative and constructive approach to 
learning. It helps students develop skills and solutions to problems they might face in professional life. 
By learning to solve problems with increasingly higher levels of complexity, students – as independent 
and creative thinkers – develop a base of theoretical knowledge. More importantly, the methodology 
promotes practical application of such knowledge.  

2 PAULO FREIRE AND HIS CONCEPT OF DIALOGICAL LEARNING 

2.1 Paulo Freire’s dialogical learning and praxis “reinvented”  
For the purposes of this paper, dialogical educational philosophy has been “reinvented” in order to 
give students a voice to influence their learning experience. Traditionally, researchers and educators 
developed methods and then engaged students without them having any voice in what they would like 
to learn about a specific subject and, most importantly, how they prefer to be involved in the learning 
process. By allowing not just the professionals (teachers and university staff), but most importantly 
students, to provide feedback on the methodology in question, a two-way dialogue was opened.  

This is in contrast to the banking concept of education that is still predominant to dialogical 
emancipatory education as promoted by Freire. In banking education, teachers are seen as 
possessing all the essential information and students are seen as „empty vessels “needing to be filled 
with knowledge. Teachers do all the talking and students only passively absorb the information. 
Knowledge is seen as a ready-made package or reliable source of information that must be passed 
from one person to another. This is in contrast to dialogical emancipatory education, whereby the 
teacher-facilitator provides a framework for thinking and students are seen as creative, active 
participants to consider a problem and find their own solutions. The teacher-coach raises questions 
and students-participants assume active roles in describing, analyzing, suggesting, deciding and 
planning. Therefore, they are actively involved in the social construction of knowledge.  

Dialogical emancipatory education clearly corresponds with the requirements for the acquisition of 
21st century skills and offers solutions to new methodology creation. Paulo Freire promotes breaking 
from educational systems driven by the “facts” and instead defends a human being’s capacity for 
evaluating, comparing, choosing, deciding, and finally intervening in the world [6]. In the case of co-
creation of the methodology in question, Freire’s view of education being at the root of emancipation is 
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reflected in the methodology as it promotes active student involvement as co-creators of their learning 
experience by giving them a voice in the methodology creation. Specifically, their voices are heard by 
incorporating their ideas obtained from feedback sessions.  

3 AGILE METHODOLOGY OVERVIEW 
Another very important source of methodology creation comes from an agile approach, an example of 
which has been successfully employed for software software development. Here, the development of 
this system is briefly described and then compared to the application of agile project learning 
methodology.  

To demonstrate the difference between traditional and agile software development, a waterfall model 
is used as an example. It is a linear application development model based on rigid phases. In other 
words, when one phase ends the next one begins. Customers play an important role during 
specification development, however their participation is minimal in other stages of the process. Unlike 
the traditional methodologies, agile methodologies deal with unpredictability by relying on people and 
their creativity rather than on processes [7]. An agile approach is defined by short cycles - so called 
sprints - of development, periods of reflection and introspection, collaborative decision making, 
incorporation of rapid feedback and change, and continuous integration of code changes into the 
system under development. Therefore, a project is broken down into sub-projects, each of which 
typically involves planning, development, integration, testing, and delivery [7]. Customers are seen as 
active team members. In addition, collaborative decision making is pivotal and agile methodologies 
are based on a leadership-and-collaboration style of management where the project manager’s role is 
that of a facilitator or coordinator [7]. 

3.1 Application of the principles to the agile project learning methodology  
Teacher-centered instruction in the classroom does not allow students to construct their understanding 
using their experience. Teachers have the ultimate authority over the methodology creation as well as 
the content of the class while students do not have adequate opportunities to develop their critical 
thinking and problem solving skills. This approach relies heavily on the behaviourist theory based on 
extrinsic motivation and does not foster critical thinking and a sense of responsibility. Using Freire’s 
terminology, it does not nurture the conscientização - the awakening of critical consciousness, that 
can only be achieved through a process of a critical dialogue. 

Agile project learning methodology is characterized by collaboration and communication of all 
stakeholders involved. Students learn from repeated cycles of thought-action-reflection that foster 
dialogical learning and adaptation (so called “sprints”, according to agile methodology). Students are 
empowered with more decision-making powers, are not confined to a role of mere consumption of 
knowledge. In addition, this methodology enables students to self-organize and respond more flexibly 
to challenges. Agile project learning methodology is characterized by communication and collaboration 
between students and the teacher and enhances mutual trust. 

4 APPLICATION OF AGILE PROJECT LEARNING METHODOLOGY ON 
HUMAN RESOURCE MANAGEMENT COURSE AT ŠKODA AUTO 
UNIVERSITY 

Agile project learning methodology was developed for a mandatory course of Human Resource 
Management. The course is targeted to 1st, 2nd and 3rd year bachelor degree students in Business 
Administration Studies. The course is taught in Czech and the majority of students are of Czech 
nationality, however, international students with an understanding of Czech language also attend the 
course. This Human Resource Management course is being taught during the summer semester of 
2019 at ŠKODA AUTO University in Mladá Boleslav. A total of 128 students currently participate in the 
study. The course consists of 24 hours of lectures and eight hours of seminars. Direct teaching 
constitutes 36 hours and 100 hours are allocated to self-study. 12 face to face lectures are supported 
by 12 corresponding topics on the Moodle platform. Lectures are tailored for all 128 students. Aside 
from theory, practical aspects of the subject matter are incorporated and definitively tied to the course 
project. For the seminars, students are divided into groups of maximum 30 people, where agile project 
learning methodology is applied.  

The following is a summary description of course topics.  
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1 Overview and organization of Human Resources Management  
2 Job Analysis & Design  
3 Employee Recruitment, Selection & Employer Branding  
4 Motivation  
5 Compensation Methods, New Employee Training & Professional Development  
6 Career Management, Personal Development & Performance Appraisals  
7 Employee well-being, health and safety  
8 Ethics and CSR in HRM  
9 Personnel Planning and HRIS  
10 Employee Relations and Relations with Trade Unions  
11 Current Issues and Trends in HRM: Talent Management, Knowledge Management, Big Data, 

digitization process, Industry 4.0  
12 Current Issues and Trends in HRM: Diversity Management, Age management, Gender, Home 

office, shared and part time 

Topics from two consecutive lectures are always incorporated into one practical seminar using agile 
project learning methodology. The final seminar session includes a team project that involves the 
creation of a Practical Guide of Human Resource Management for HR Managers. The class project 
requires all teams to create fictitious small business, always keeping in mind that all the processes 
within their fictitious companies are being developed from the perspective of human resource 
management. The team projects require students to make very specific recommendations about what 
HR policies are appropriate for their particular business, applying the content from class lectures. For 
example, one of the early lectures covers human resource planning and recruitment. Students apply 
those topics to their team project finding solutions for how to deal with an initial labor shortage, what 
resources to use to recruit new employees, and how to ensure retention of new recruits within their 
organizations.  

The practical guide of an HR manager consists of the following sections. 

1 Selection and description of company, goals, organizational culture (vision, mission, motto), 
organizational structure - structure of HR department, communication within company (1st 
seminar) 

2 Methods of Employee Selection (2nd seminar) 
3 Adaptation Process - Onboarding (2nd Seminar) 
4 Evaluation Process – The Art of Feedback (3rd seminar) 
5 Motivation Process and Forms of Remuneration (3rd seminar) 
6 Educational and Employee Development Processes (4th Seminar) 
7 Code of Ethics and CSR (5th seminar) 
8 Trends in Personnel Management and Their Application to Your Company (5th seminar) 
9 Practical Manual Defense (6th seminar) 

During the first seminar, teams of 4-5 members were created. In this particular case, the teams were 
created by the teacher. Diversity was the main driving force in the team creation. Gender, year of 
study, as well as student nationality were considered. In the agile methodology in question, each of 
the sections (topics) represents one sprint. There can be one or two sprints during the seminar. 

The content of the first seminar was dedicated to creation of some ground rules ensuring respectful 
and effective team work practices. One of the tools introduced was a so called “talking stick”. After the 
formation of teams, this tool was introduced in order to ensure equal opportunities for knowledge 
sharing within the group. The tool consists of choosing any object, for example a bottle, a pen, keys, 
etc. One by one each student holds this object and presents a short speech in the form of an elevator 
pitch. When the speaker completes his/her presentations and is happy with the content, only then 
does he/she pass the object to the next team member. After all team members present their ideas, the 
team democratically decides, ideally by consensus, their team solution to be presented in an elevator 
pitch to the other teams and mentor-teacher. The other groups and their individual members have a 
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chance to reflect and offer feedback on the outcomes presented. Only after this peer feedback does 
the teacher offer suggestions. All the teams are encouraged to incorporate the best ideas presented 
by other teams into their own team project, of course tailoring them to the characteristics and special 
needs of their small business. Here, feedback plays a very important role and dialogical learning is an 
essential part of the process. 

In order to promote social interaction and ensure the maximum achievement of learning objectives, 
cellphones and laptops are not allowed during lectures and team elevator pitch presentations. Only 
during work within each team are students allowed to use laptops to access course materials and 
Moodle materials.  

Each agile seminar starts with the teacher clearly defining expectations for the seminar. Then each of 
the teams recounts their achievement from the last session. Before the first sprint, the coach-teacher 
poses a question and all students have a short period of time to individually formulate their solutions. 
Then, using the “talking stick” as a point of reference, every team member has a chance to fully 
express his/her ideas to their fellow team members. After individual elevator pitches, the team 
democratically decides on the team solution and nominates a representative, who presents the 
outcome to the rest of the class. The speakers within each team are rotated, therefore everybody has 
the opportunity to represent their team. Only after peer feedback does the teacher provide comments, 
and only when necessary. This ensures that students are in full charge of the outcome of the learning 
process and that they act as subjects in the creation of knowledge. 

At the end of each seminar, the teacher sets the expectations for the next creative session. Anything 
that is not finished during the in-person classroom session, students finish on an online platform of 
their choice.  

4.1 Benefits Observed After 5 Weeks of Implementation  
Since the Human Resource Management course is still in process, official data has yet to be collected 
from the student participants. However, from the perspective of a teacher-coach perspective, there 
have been some tangible benefits of the agile learning project methodology already realized.  

In some instances, the individual teams did not fully understand the theoretical background or 
misunderstood the purpose of the assignment. In those cases, immediate feedback from their peers 
and/or from the teacher allowed the teams to incorporate corrections into their projects without 
jeopardizing the final outcome. So far, this occurred six times. In addition, due to the creation of a safe 
space within the classroom, students showed an active interest in their projects as well as asked many 
inspiring questions. During the midterm test, they performed very well. In their individual assignment of 
personal SWOT analysis concerning their knowledge of Human Resource Management and 
evaluation of skills used in team work, they confirmed that they have been learning real world skills 
needed for the 21st century. On top of that, the learning process seems to come more naturally since 
they construct their own learning experience. In addition, the students report on the benefits of the 
balance of technology and face to face interaction. 

5 METHODOLOGY 
After five weeks from the launch of this agile learning project, the project itself and methodology 
described above have been introduced and submitted for critical feedback to students and 
practitioners from 9 different countries. As presented, this paper reports on the results of two dialogical 
face to face sessions. The first session involved 29 students from Belarus, Croatia, the Czech 
Republic, Russia and Ukraine and the second with 18 professors and university staff from Croatia, the 
Czech Republic, Estonia, Germany, Poland, Portugal and Russia. A total of 3hours and 48minutes of 
dialogical sessions were audiotaped, analyzed, coded and evaluated. In addition to the audio 
recordings, written feedback from individuals as well as teams were collected and analyzed. The 
major outcomes are discussed in this paper. The results are currently being incorporated into the class 
in order to improve both the content and learning methods of the project in question. It is also 
important to mention that after the dialogical session, additional feedback was received from 
professors and staff members via email. Reactions to the dialogical face to face sessions are also 
reflected upon in this study. Namely a very fruitful conversation was initiated concerning additional 
educational theories that can further enrich the project in question. Furthermore, additional feedback 
from international colleagues was received regarding successful incorporation of some of the tools 
presented during the sessions into their own teachings. 
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5.1 Agendas of the Two Dialogical Sessions 
The two dialogical face to face sessions took part during end of March of 2019. After a round of 
introductions, the goal of the session was clearly explained to both groups and it was emphasized that 
the feedback on agile learning project methodology presented will be collected. Therefore, the 
participants in both groups were encouraged to take notes and to ask questions during the whole 
presentation. Agile project methodology was then introduced to both groups of participants. After 
learning about the methodology, during the student session, the participants were involved in a team 
session replicating the sprint phase of the methodology in question. The purpose of the team work 
was to critically evaluate the agile learning project methodology itself. All the students first wrote down 
their own observations and suggestions and came up with at least one suggestion for improvement of 
the methodology. Then they had a discussion using the “talking stick” approach and presented their 
individual pitches. Following the guidelines of agile project learning methodology, they made a 
synthesis of their individual work and created a consensus driven team elevator pitch that they 
presented to the rest of the class.  

As for the analysis of the results, all individual feedback as well as the written outcomes from each 
group were collected. In addition, the whole session of 1 hour and 57 minutes was recorded by audio 
and then transcribed.  

In the teacher and university staff member session, participants were also encouraged to take notes. 
They individually wrote down their feedback on the methodology. Then, there was a 10-minute-long 
session for discussion in pairs for all participants to present their own views. A discussion among 
everybody followed and finally, participants shared their approach and their expertise in teaching 
business subjects. They shared their view on using innovative ways of teaching and learning and 
addressed what kind of challenges they face. They also described their successful teaching 
approaches at their home universities. 

6 RESULTS ANALYSIS 
After carefully analyzing the data, the tool that the international group of teachers found the most 
useful was the “talking stick”. Following the face to face session, additional emails reflecting on the 
usefulness of the tool were received. Two colleagues started to successfully incorporate the “talking 
stick” tool into their subjects. 

Another tool that the teachers and staff appreciated was the agile method of project creation. Due to 
constant feedback from peers and the mentor, the teams were able to detect any deviations from the 
methodology or any kind of mistakes. Detecting them at a very early stage allows the teams to 
instantly correct and improve the outcome. Therefore, the end result of every sprint assignment as 
well as the quality of the final project is improved. 

Another observation suggests that the subject theory is immediately incorporated into their team 
projects. Therefore, students actively apply the lessons learned and the creativity of the content is not 
restricted. 

Participants considered that knowledge sharing among the student community and transfer of 
successful practices from one group to another to be of extreme value.  

Among the issues that the teacher and university staff participants considered challenging was the 
restricted use of electronic devices during lectures and feedback sessions. However, interestingly 
enough, not one of the 29 students that participated in the dialogical student session considered that 
to be a problem. On the contrary, all teams agreed that limiting the use of personal computers and 
cellphones leads to more social interaction and creativity. What is more, they all agreed that the 
experience of replicating both the sprint and ‘talking stick’ tool, provided them with more focus and 
allowed them to work more effectively.  

Both groups also addressed the issue of team creation. In the methodology presented, the creation of 
the teams was initiated by the teacher. Both groups presented valid reasons for the formation of the 
teams by students. Their suggestions are currently being incorporated into the methodology for the 
next semester. However, both students and professionals agreed that the diversity within the teams 
should remain central to the creation of teams by students.  

In the students’ session, the issue of shy personalities forced to speak during the individual and team 
pitches was dressed. It is true that communication is considered inherent among the skills required for 
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the 21st century, however, the degree of imposition has to be taken into consideration. As an 
alternative to participants being required to speak and present outcomes in the face-to-face sessions, 
it was proposed that students be provided the opportunity to contribute their opinions on online 
platforms that already form an essential part of the current agile learning project methodology. 

One international colleague also suggested that students that are more advanced might be stagnating 
in the team work due to their advanced knowledge. However, since the agile project learning 
methodology uses the dialogical education approach (alá Paulo Freire) and since the main aim of the 
methodology is not only to learn theory and facts, but more importantly to acquire skills, the students 
in question would still largely benefit. They can learn hands on leadership, mentorship and coaching, 
active listening, conflict resolution, dynamics of team work and much more. 

Lastly, works of Milan Zelený, Russell L. Accoff and Peter Druckner, were proposed by one colleague 
professor. Those additional sources are inspirational and worth to be considered for incorporation into 
the existing methodology. 

7 CONCLUSION 
In the paper presented, agile project learning methodology was outlined and practical examples for 
students’ agile way of learning were suggested. In particular, the research paper explored the value of 
feedback from both teachers and students during a pilot launch of an agile learning project at a 
Business University in the Czech Republic. In order to fulfill the practical nature of the subject and to 
exercise competencies and skills relevant for the 21st century, principles taken from agile 
management and critical pedagogy of Paulo Freire, were used to design a unique agile learning 
project where regular peer and teacher-coach-mentor feedback plays an essential role. 

The ideas of shared learning, reflection sessions, and collaborative decision making are at the core of 
the methodology proposed. In the student feedback session, the students themselves undertook the 
transformation from object to subject during the creation of methodology. This paper argues that true 
dialogue in a Freirean sense, means finding creative participatory ways to learning and knowledge 
acquirement. Freire’s praxis and agile methodology applied to our case, provides the platform for 
tailoring students’ needs and expectations to concrete methodological solutions. 
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