Ludicity as a facilitator for health education

The ludic activities enables people to experience moments of fantasy and reality, moments of self-knowledge and knowledge of the other, moments for caring for oneself and a careful look at the other. Playing is the main strategy used by children in their relationship with the environment and allows the knowledge of their own fantasies and emotions, and also simplifies the exchange of the imaginary world with the demands of the real world. Ludicity is communication, learning and change. Through this, we invert the values of the usual questions in learning, as our interest is much more to adapt, through the crafting and disruptive elements of the ludic, the processes of formative reflection in the participants, rather than disciplining them for content-related purposes. 
This experience report presents some oral health education practices carried out at CCAs (Center for Children and Adolescents), at public schools and at Sesc Pinheiros (Curumim Project), with the objective of exchanging knowledge and experiences, which are considered suitable for oral health. The purpose was to stimulate the autonomy of children in the process of self-care, adapting scientific techniques to popular knowledge, developing the skills and self-confidence of the participants.

Over the 4 years of the project, more than 4,000 children and adolescents were attended at Sesc and partner institutions. Children became more independent and aware of the importance of oral hygiene and the main objective was achieved, with the establishment of the autonomy of this population for self-care.
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