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MARIA CELIA RABELLO MALTA CAMPQOS
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Maria Celia Malta Campos
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Brazilian
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maceliad8
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ORGANISATION / INSTITUTION (Full details)

Abbri is a nonprofit organization, founded in 1986 and recognized nationwide as the only institution to offer training and to
credence toy librarians in Brazil.

WORK ADDRESS

Rua Apiacas, 266, Perdizes — Sdo Paulo/SP, Brazil

POSTAL ADDRESS

Rua Miragaia 565 — Sdo Paulo/SP, Brazil — CEP 05511-020

Your short bio and photo will be inserted into the programme (maximum 200 words — head and shoulder photo)

Doctorate in School Psychology and Human Development. Educator with specialization in Psychopedagogy. Acts on
clinic with children and teenagers with learning problems, on continuing education of teachers and school consulting,
also as teacher and supervisor training in post-graduation courses. Is current President of the Brazilian Association
of Toy libraries-ABBri. Researcher in the area of games and its value for cognitive and learning competences
development, also the use of games on classrooms. Organizer and co-author of the works "Psychopedagogical
Institutional Performance (2012);"Games workshops and construction of knowledge "(2015). Has articles and
chapters of books published on the themes: evaluation and psychopedagogical intervention, play and learning,
teacher training and mediation.
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WORKSHOP

(1 hour duration, group size of 20)

Topic of workshop: Learning the pleasure of play or how to face, playfully, the
challenge to solve a problem.

Which conference theme is your

workshop linked to? 2. Toy libraries a solution for ...

What is the aim of your workshop? The aim is to offer experience of some games
that can improve development of cognitive skills and play-based learning.

The emphasis in games is usually on the results (win or lose). The desired result for us
is to facilitate learning how to deal with challenges and solve problems and so our focus
is on the process of play, facing playful challenges along the way to victory or defeat.
Therefore, we value the exploitation of materials, the proposition of small problems,
before the game being proposed as a challenge. Those procedures in play context
favors the development of cognitive processes, the need to turn attention, perception,
memory, concentration, methodical consideration and control of multiple information
present in the game, its simultaneous or successive processing, in addition to the
planning of actions and care in the final execution. The workshop objective is to
promote among participants the experience of some of procedures that can be used in
a game context, in order to promote learning skills. Activities: proposition of a game
and challenges that implies on classification skills. A paper will be delivered to
participants with examples of procedures.

Resources and time allocation: data show; notebook (the game itself will be provided).
45 minutes of play activities and 15 minutes for discussion and conclusions.
Configuration of the room: u-shape. Tables will be ideal but activities can be done on
the flour.



