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About us - Biography 

 

I have a degree in Arts, specialized in Visual Arts and Museology.  

I believe educational systems could be more active and efficient. This was the reason why I looked 

for studies which could provide me with a better understanding about humans:Naturopath Therapy, 

Yoga, Waldorf Pedagogy and Toy Librarian by ABBRI (Brazilian Toy Libraries Association. 

I have worked as a visual arts educator for thirty years in several teaching institutions, schools and 

socio-educating projects. 

I am co-founder of  Mitra Criação (Mitra Creation), which is a Brazilian company specialized in 

producing educational boarding games for the past eighteen years. 

Mitra is considered, by the national media, one of the few ‘green companies’ or with ‘green toys 

producers’, since its entire production and distribution process are ecologically approved. The 

products have contributed, directly and indirectly, with many initiatives of ludic applications, from 

educational projects in schools to NGOs (such as ‘Luderias’ – places where people meet to play 

games, itinerant toy libraries and Board Games public meetings, which encourage the idea of 

playing among children, youths and families).  

As volunteer work, I was director-president of ABRINE (Brazilian Association of Educational Toys) 

from 2006 to 2014 and nowadays, I am a council member of ABBRI. 

 

Summary 

 

      The proposal to present the world board games to the international conference participants in a 

practical activity could also be a short lecture or a video. Whatever way, the presentation will 

demonstrate the productive possibilities and appropriate types of materials should be indicated in 

toy libraries to cultural dissemination. It is important to highlight also how to deal with paradoxes 

which involve the entire toy process of production and commercialization; the ludic valorization; 

the individualization of the human been in all its aspects of playing of physical, mental, emotional 

and spiritual; and, its risks of large scale popularity caused by media. 

We, Mitra, would be honor to be able to share this laboratory of life which has followed us during 

our professional and human track. 

 

Explanation of the Workshop 

 

The world history though board games. 

Our proposal of contribution to ITLA 2018 consists in the presentation of board game collections of 

partly handmade traditional games from around the world and how to play them. The board games 

are 100% ecological and legally certified for commercial use.  

‘Mitra’, a 18-year-old Brazilian company, specializes in educational wood board games and toys. Its 

main product, the ‘Game Encyclopedia’, Mitra’s trademark, is a collection of board games, from 

different countries and periods, ranging from traditional games from millennial civilizations to 

modern and exclusive games from Brazilian creators.   

The ‘Game Encyclopedia’, also called ‘book-game’ due to its shape, is produced with wood of 

reforestation. Its pieces, package, and instruction (which contains the game history and its rules) are 

all environmentally-friendly, have helped us to achieve the ‘Green Company’ and’ Green Toy 

producer’ label, not so common in Brazil. Nowadays, this collection comprises thirty-six board 

games which can be individually purchased. Besides that, Mitra produces different types of toys 

such as traditional and challenge puzzles focused on entertainment and learning for children, youths 

and adults. 



The goal of our contribution would be to demonstrate Mitra’s Game Encyclopedia as an extremely 

practical material, versatile and culturally wealthy, which presents toy and play in human history. 

The main idea is to get the attention of the audience, not only to start a debate on how to recognize 

the value of board games within the current competitive technological market in which the children 

are immersed, but also on how to enjoy human experiences the game and playing offer. In our point 

of view, it is important to make the participants aware of different countries’ cultures and their role 

in connecting people. 

The opportunity of learning a great amount about a wealthy history hands on, aiming to bring 

entertainment for all ages, can contribute, directly or not, as support material for educational and 

health purposes as well as social integration. 

The board games are fundamental in a toy library because they provide the meeting of generations 

and social behavior development of a group. Considering that, it is possible to observe how 

powerful the toy is once it permits us to share individual and grouped experiences, which allow 

studies and applications of behavior standards. Thereafter, we can conclude that play can help us to 

evolve as human beings through the discoveries of new actions and thoughts possibilities.    

At least, our proposal proves it is possible to offer all of these in a commercial way (presenting real 

possibilities of producing) even when restricted to toy’s legal security conditions of production, 

without losing the singular characteristics of playing and its experiences discovered in each step of 

life. 
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