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Limits and possibilities of an online game 
for building adolescents’ knowledge of sexuality

Abstract  This study looks at the limits and possi-
bilities of an online game designed to build knowl-
edge and awareness in adolescents in the field of 
affections, sexuality and reproduction. It evalu-
ates the experience of a group of teenagers with 
a game called Papo Reto (‘Straight Talk’), over 
a period of three months. A total of 23 teenagers 
aged 15 to 18 took part in the study. The data were 
collected in two workshops held at a secondary 
school in the city of São Paulo (São Paulo State), 
Brazil. The dialogs were recorded and transcribed, 
and their content analyzed. The results showed a 
variety of possibilities of the Straight Talk online 
game for reconstruction of knowledge in the field 
of sexuality, and for helping the subject perceive 
and analyze the complexity of reality from a gen-
der point of view. The subjects covered in the game 
were assessed, as motivating factors for the game 
and for the interaction. Adjustments were suggest-
ed for inclusion of elements to create a more ludic 
quality, more interaction, in the game. 
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Introduction 

In Brazil, the subject of sexuality has been gain-
ing increased space in schools, with the principal 
aim of preventing sexually transmitted diseases 
(STDs) and teenage pregnancy1. 

More concern has recently been shown in 
various sectors, especially those of health and ed-
ucation, to seek strategies for facing adolescents’ 
problems that will translate into results that are 
more consistent, and harmonized with the spec-
ificities and singularities of this group in relation 
to sexuality. This field has received attention in 
terms of policies and practices in the various so-
cial spaces that involve young people1,2. 

However, proposed educational practices 
have tended to emphasize actions formulated 
under the ‘biologicist’, verticalized, conception of 
health – distant from the context of adolescents’ 
real lives3. 

This creates a need for practices based on 
proximity to the real life experiences of adoles-
cents, able to stimulate an exchange of experienc-
es, critical-reflexive reasoning and their own pro-
tagonism in the field of affection, sex and repro-
duction. As a result, new approaches have been 
proposed to adolescents’ sexuality through active 
technologies that favor interaction and the pro-
duction of new ways of involving the subjective. 

Among these, this study highlights the use of 
games to create an approach to sexuality for ad-
olescents that is ludic, and interactive. In health, 
there are innumerable educational practices that 
use games to facilitate a simulation of content. 
One observes, however, that they have very often 
been referred to as a resource that is complemen-
tary to the practice of education. In these games, 
the paths taken are usually previously established, 
including right-and-wrong situations – this runs 
the risk of undermining the players’ opportunity 
to build their own path, and limits any opening 
to invention and the creative process. Other ex-
periments, on the other hand, show game formats 
with paths that are freer, in which a more privi-
leged position is given to the player’s production 
of meanings, and subjectivity4-6.

Those who study games in the educational 
process for training of health professionals7 point 
to reflections that question whether it is possible 
for the normative environment of education not 
to restrain the spontaneous, free, disinterested and 
liberation character of games. This consideration 
aims for an effective relationship between libera-
tion and critical pedagogies, and the emancipa-
tory attributes of the ludic – seeking an interface 

between concepts that guide the ludic dynamic 
and the educational activity which, without nec-
essarily subordinating one to the other, could po-
tentialize the subjects’ creation by the exercise of 
liberty. Thus, the quest for a path for education 
that makes maximum use of the emancipatory 
characteristics of the ludic “needs to cultivate, up 
to the limit of the possible, a disinterested linking 
between the game and education”7.

The game Papo Reto was conceived as a ped-
agogic device for approaching the subject of 
sexuality in adolescents. It aims to make the ad-
olescent a protagonist, promote critical-reflexive 
thought, and build knowledge/awareness, using 
its ludic quality, and interaction. Its construction 
was thus based on contents relating to game the-
ory8,9. This conceptual field, articulated with the 
category gender, was the basis of the theoretical 
conception of this present study. 

In the point of view on which this study is 
based, a game can be defined as “a free action, not 
motivated by interest, conscious, frivolous, lived 
in a fictitious realm, and situated beyond the 
bounds of current daily life”8. This being a vol-
untary and pleasurable activity, the ludic nature 
of games favors dialog, group creation of knowl-
edge, and development of autonomy in challeng-
ing and reflexive contexts7. The game proposed 
here is in the category of Mimicry9, which con-
sists of mimic and disguise, in such a way that 
the player escapes from his/her social role and as-
sumes the role of the chosen character. Through 
mimicry, materialized in the figure of the avatar 
that is chosen, the adolescent has greater liberty 
to express what s/he really thinks. From a point of 
view of gender and emancipation, the game takes 
into account the social construction of sexuality, 
and the articulation with other social constructs 
that make possible the different life experiences 
of masculinity and femininity. 

This is an online game aimed at teenagers 
aged 15 to 18, in which the scenario is a city in 
which various spaces can be progressively ac-
cessed – Home, School, Internet, Clubs and Street, 
as the player responds to the problem situations 
and interacts with his/her peers. The situations 
simulate realities experienced by the adolescents, 
presenting growing levels of complexity and 
depth. 

There are set subjects related to each space, 
except for the Street, where the content is freely 
chosen. Examples of subjects dealt with in the 
Home space are: discovery of the body, and dialog 
with parents; in the school – love relationships, 
jealousy or trust; in Clubs – Drugs, attraction, se-
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duction; on the Internet – pedophilia, and online 
sex. At the same time as players take positions in 
relation to the situations they face, they can also 
Like, Dislike or Comment on other players’ an-
swers. They can also become Contributors, post-
ing their own situations or questions. 

The Papo Reto game aims to provide achieve-
ment through a ludic and free environment of 
pre-conceived responses, in which the interaction 
becomes the central element for reconstruction 
of knowledge and for a critical-reflexive position-
ing in relation to the reality presented and shared. 
The exercise of presenting reality for analysis in 
its complexity is found to be essential to the pro-
cess of learning – in this case making it possible 
to come and go, create and reinvent the virtual 
reality, without the hard and heavy consequences 
of daily life. 

Thus, this study aims to analyze the limits and 
the potentialities of the Papo Reto game, for con-
struction of knowledge in the field of sexuality 
with adolescents.

Method 

The Papo Reto game is accessible by invitation, 
which offers a username and password to pre-
viously registered users. It is the product of a 
research project by a partnership between the 
Nursing School of São Paulo University (EEUSP) 
and the Nursing School of the Federal University 
of Minas Gerais (UFMG). It is hosted in the IT 
environment of the Collective Health Nursing 
Department of EEUSP, and managed by the re-
search team. It has been and is being used by ado-
lescents from secondary schools of São Paulo and 
Belo Horizonte, undergraduate and postgraduate 
students in nursing, health teachers and profes-
sionals, on an experimental basis, with approxi-
mately 200 users registered. 

This is a descriptive and exploratory study 
in which the context is a municipal secondary 
school in the city of São Paulo, Brazil. Until De-
cember 2014 the school had 320 registered pupils, 
of which 308 were invited to play and take part in 
the survey. Pupils who could not be contacted on 
any occasions of delivery of the invitations and 
presentation of the project were not invited. 

Students from age 15 to 18, interested in tak-
ing part in the game and the investigative process, 
with authorization from father, mother, or legal 
guardian for children under 18, took part. The 
population comprised 62 teenagers. The others 
did not state any interest, or did not obtain the 

consent of their legal guardians. The access infor-
mation and passwords were sent by email to the 
participants in August 2014. By the end of Oc-
tober of that year, 27 teenagers had accessed the 
game. Three months after sending of the registry 
details, those that accessed the game received a 
personally-delivered invitation to take part in the 
workshop. 

For collection of data, the modality of Crit-
ical-Emancipatory Workshop (Oficina de Tra-
balho Crítico-emancipatória – or OTC)10 was 
used. The OTC was held in November 2014, with 
23 adolescents participating, divided into two 
groups, one comprising first-year pupils, and the 
other second- and third-year pupils. 

The Critical-Emancipatory Workshop in-
volves a process of collective construction of 
knowledge/awareness, based on the methodolo-
gy of statement of problems, emancipatory ed-
ucation, and emotions as builders of knowledge. 
It is considered to be a powerful teaching tool for 
bringing together research and intervention. A 
characteristic of the strategy is the relaxed envi-
ronment, facilitated by the use of teaching prac-
tices that incentivize integration and an equitable 
power relationship between participants and re-
searchers10.

The workshop comprises a systematized se-
quence of stages10: Warming up, Development 
(individual and group reflection), Synthesis and 
Assessment. As a support to facilitate reflection 
and interaction, dynamics such as games, drama-
tizations and other structures are used.

In the specific case of this study, an initial 
warmup was employed in which the individuals 
presented themselves and spoke freely about the 
Papo Reto game. This provided a moment of re-
laxation and the initial interaction between the 
group, and with the researchers. In the next stage, 
the map of the game was drawn on the floor of 
the room, and the participants took up positions 
in the various spaces, in accordance with their 
preference. Reflecting and discussing the experi-
ence that they had as players, they evaluated the 
design and the dynamic of the game, relating its 
spaces to the social spaces that they occupy. 

The subjects for discussion were brought 
up on the basis of the problem-situations of the 
game, presented through dramatization, reading 
and video projection. The contents gave rise to 
discussions/arguments, debates and various re-
actions such as laughter, shouts and silence, in a 
relaxed and entertaining environment. Then, set 
out in a circle, the teenagers freely discussed their 
experience with the game. At the end, the coordi-



2386
O

liv
ei

ra
 R

N
G

 e
t a

l.

nator put forward a summary, stating the central 
contents constructed by the group, and adding 
new contents in relation to sexuality, from the 
point of view of gender equality. 

The last stage was the assessment of the work-
shop. Various objects were made available and it 
was proposed that each participant should choose 
one that represented the experience they had had. 
While speaking about their choice, they evaluat-
ed the workshop and also the experience with the 
game, in a fertile linking of their experiences with 
the process of construction of the knowledge. 

The entire workshop was filmed, and the 
speeches recorded and transcribed in their en-
tirety. The resulting empirical material was sub-
mitted to decodification by content analysis11. 
The study was carried out in accordance with 
the requirements of Health Ministry Resolution 
466/12. The project was approved by the Ethics 
Committee on Research on Human Beings of 
the Federal University of Minas Gerais and of the 
School of Nursing of São Paulo University. 

All the participants signed the Consent Form 
to take part in the study and those under the 
age of 18 delivered the Informed Consent Form 
signed by their legal guardians. 

To ensure anonymity of the participants, 
and facilitate understanding on the context of 
the speeches, the interviewees were identified by 
nicknames that they themselves chose at the be-
ginning of the workshop.

Results

From the content analysis of the discourses, 
subjects were extracted that constituted empiri-
cal categories that made it possible to assess the 
game, its limits and potentialities in the educa-
tional context for construction of knowledge in 
the field of the adolescents’ affective-sexual rela-
tionships.

Category 1 – the game articulated 
with the adolescents’ lives

The school was emphasized as a privileged 
space, both in the game, due to the subjects dealt 
with, and also in life, because it is the space of 
significant experiences for discovery of sexuality 
and possibilities of dialog with peers, of the same 
generation. These aspects can be seen in the fol-
lowing excerpt:

The school is the place where we talk the most 
about everything. We all have the same age, the 

same doubts and the dialog is easier. With my col-
leagues I don’t have any difficulty in talking about 
anything, but with my parents I have difficulty in 
talking about sexuality. (Kath)

In the statements, sex and sexuality were evi-
denced as subjects historically veiled in the spaces 
of dialog that are created in the institutions, such 
as family, health and school. Thus, the game ap-
peared as a motivator of interaction and dialog, 
including with family members:

I started to play, and I saw that there were some 
slightly embarrassing questions in the House phase. 
My mother came past, saw it and said: Answer that 
one! And I thought: Hey, that’s really good, this 
Papo Reto has brought me together with my moth-
er to talk about sex. What a strange thing. Some-
thing I really didn’t expect! She hardly talks to me 
about anything, and here she was talking about sex. 
(Negro)

As well as the spaces represented in the game, 
the teenagers also considered the subjects and the 
problem-situations to be stimulating, and con-
vergent with their experiences in daily life. 

I think it’s really cool that the game deals with 
[sexual] diversity, since it’s something that’s very 
real, present in people’s lives. (Ramona)

Another aspect that participants considered 
to be attractive, in favor of the Game, was high-
lighted the choice of subjects. 

I thought it was really good, because of the sub-
jects. There were things there that I didn’t know, in 
reality I hadn’t the slightest idea. And I liked the 
game a lot. (Vera) 

Also, the players appreciated the anonymity, 
which ensured that the player had freedom of 
expression and could take a critical positioning 
without risk of being identified. 

This thing of you not needing to put your name 
is good – in that you don’t expose yourself much: it 
makes us feel less shy, more at ease to, kind of, put 
your opinion out there. (Prima)

The progressive levels of complexity and 
depth of the subjects dealt with in the prob-
lem-situations of each space of the game – Home, 
School, Street, Clubs and Internet – were also in-
dicated by the teenagers as a source or greater or 
lesser interest depending on the level of distance 
or proximity in relation to their own living ex-
periences in the various social spaces. In the next 
excerpt the player makes clear his preference for 
the spaces that he considers to be closest to his 
real experience:

In the game I did get as far as the internet, but 
I identified more with the situations of home and 
school, because in the internet there were some 
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things that I had not been in contact with yet. 
(Alma)

As an example of the opening-up that the 
game makes possible, here is one situation: In an 
activity for assessment of the workshop, in which 
the teenagers had to choose an object that remit-
ted to the Papo Reto game, one participant men-
tioned the padlock, symbolizing the possibility of 
interaction and transformation: 

 I chose the padlock, because before playing the 
game, you are kind of closed-up, without knowing 
what’s going to happen. Then you open up, and af-
terward you feel like an unlocked padlock, open to 
anything, to discuss with people, to exchange ideas. 
This padlock is a symbol of the game because: At the 
beginning it’s closed, and when it leaves, it’s open. 
I come out like this: [opens the padlock]. (Mar)

Category 2 – The interaction as possibility

Another fundamental characteristic of Papo 
Reto is the priority that it gives to interaction be-
tween peers. In the comments, interaction was 
pointed to as a way of getting the player’s atten-
tion while waiting for the comment of the other 
participants on the answer the player had posted 
in the game. It was revealed as one of the most at-
tractive elements of the game, because it made it 
possible not only to rethink one’s own positions, 
but also to state opposition or embarrassment in 
relation to the positioning of the other players. 

In moments like that I was very attached to the 
game, because I was waiting for the opinion and 
comment of the person on what I had said. (Jacke)

Everything in the game are things that shake 
you up and make you think. (Magabis)

For some of the participants this interaction 
could be even more powerful, if the game were 
to enable the player to give responses and count-
er-responses, through creation of a chat: 

 To see the answers from other people helps you 
to form another opinion – as indeed commenting, 
seeing the comments, all of this, does. I agree with 
them that there should be a chat, to permit a great-
er interaction between people. (Prima)

The subject of protagonism emerged from 
the discourse of one teenager, and was confirmed 
by the group with affirmative gestures, when he 
revealed the similarity of the game with the dis-
course recommended by the school:

Here in the school they talk about protagonism 
the whole time, and in the game we actually have 
protagonism: we put forward our opinion, say what 
we want, and like or dislike what we wish to, with-
out anyone prohibiting us. (Negro)

Category 3 – Reconstruction of knowledge: 
Limits and potentialities 
of the Papo Reto game

Based on the assessment of the experience of 
use of the first version of the game, the teenag-
ers confirmed the potential of Papo Reto for con-
struction of knowledge about sexuality. What the 
teenagers said also affirmed the game as a peda-
gogical device capable of transforming and rein-
venting reality, without being obligatorily linked 
to the traditional educator-pupil relationship. 
The next testimony shows the reconstruction of 
knowledge based on the reflection caused by the 
interaction of the game. 

After we replied, and saw the others’ replies 
right there, we thought: Hey! Is what I wrote really 
right? So then you evaluate – that on some points 
you are right, and on others, you need to look 
again. When we see what the other people reply, 
in one way or another our opinion will change. I 
reflected on what I had written after I saw other 
people’s responses. (Negro)

The results also confirmed the potential pow-
er of the contents to present the complexity of re-
ality from the point of view of gender. 

These questions of differences between men and 
women, in the game, we often stop to think about 
[...]. For example, some people say they think wom-
en have totally the right to express their opinion, 
others say this is ugly, looks vulgar. The game brings 
out many of these opinions and it depends on how 
you are going to interpret that. (Magabis)

Violence in intimate relations also emerged in 
the discourses; they referred to certain situations 
of the game, and also, in the workshop, when 
they were invited to play out some of the situa-
tions contained in Papo Reto. These experiences 
generated a rich discussion between the group, 
involving different reactions of the participants, 
sometimes reaffirming and accepting situations 
of aggressiveness as part of the relationship of in-
timacy of a couple, and sometimes taking a defin-
itive position against such types of reaction:

There was a question there, in which the boy hit 
his girlfriend and it asked what the girl should do. 
Then one person replied that the guy was right to 
do this, that he should even hit her more, for the 
woman to respect the man, so I got in there and 
commented, I wrote a whole lot of stuff. I didn’t like 
it. (Batatinha)

At the end of the OTC the participants sug-
gested holding similar meetings for discussion of 
sexuality, also, raising the possibility of playing 
again to expand their perceptions on the subject. 
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I think we should have one more, one more 
chance to play after this conversation [the work-
shop] and have another meeting, because I think 
that we’ll look at the game differently, after this dis-
cussion. (Piper)

They also considered the OTC as an opportu-
nity for opening of dialog between girls and boys, 
especially because they felt more free to express 
themselves on a subject that is still marked by em-
barrassment:

I’m leaving here now less embarrassed to talk 
about this, especially with girls, because previous-
ly I used to deal with these subjects more kind of 
talking like a kid, but with girls I couldn’t really ex-
change this type of idea. But at least as from today I 
have more freedom to talk. [The group applauds] 
I think this meeting has been really good. (Dani)

Discussion

The results confirm the metaphorized spaces of 
Papo Reto as being in line with the users’ expe-
riences in the field of sexuality, and the game, as 
a provider of interaction and dialog. The school 
and the family did not emerge as especially suc-
cessful scenarios for dealing with these subjects, 
since it is in the joint experience of life with their 
peers that teenagers share knowledge and experi-
ences that involve sexuality. 

The limits of the approach to sexuality in the 
school and in the family have been emphasized 
in other studies, which point to these social spac-
es as institutions with discourses that are more 
centered on traditional preventive methods, often 
curtailing influences, with a focus still limited to 
the aspects related to promotion of health and 
citizenship3,12.

International studies emphasize the growth 
of the use of “serious games” (games formulated 
for specific purposes), also in the field of health. 
The purpose of these games is training of health 
professionals, and also transformation of their 
practices in relation to specific problems such 
as abuse of alcohol, sexual abuse, prevention of 
HIV, sexual education of children and adoles-
cents, and other subjects13,14. Based on the games 
it is possible to create active spaces of learning for 
immersion of the players in a world that removes 
them from the facts, but which has a profound 
relationship with the contents to be dealt with. 
From this point of view, the player is an active 
and autonomous subject15. 

The teenagers’ preference for the spaces 
Home and School, due to their being closer to 

their experiences, also pointed to the potential 
of the game to simulate situations that represent 
the reality of this social group. In this aspect, the 
School space of the game – school being the first 
institution of socialization between peers – has 
rich possibilities for use of the interactions, and 
of an informal education which also takes place 
outside its region of dominance. 

 Research studies point to the school as the 
highlight social space in relation to the process 
of promotion of adolescents’ sexual orientation. 
However, in general, this area of issues is expres-
sively dealt with through technical contents and 
with verticalized methodologies for transmission 
of contents, without investment in the qualifica-
tion of teachers and professionals involved. This 
verticalization of educational approach is also 
seen in the practice that brings together health 
professionals and the school for the promotion 
of sexual orientation, centered on the prevention 
of STDs and AIDS and prevention of teenage 
pregnancy16,17. 

In relation to the experience with the Papo 
Reto game, the results confirm that the dialog, 
and the sharing of experiences, ideas and opin-
ions between the parties, are elements that are 
capable, on their own, of generating emotions 
and reflections through a shared tension that has 
repercussions on the construction of knowledge 
caused by the game. This process takes place in 
a way that is freer than the approaches based on 
pre-established conceptions. The motivation 
toward dialog, for reflection about their reality 
based on interaction with other players, and the 
answering of doubts, was apparent ‘between the 
lines’ of the reports. 

The player’s immersion, interaction, chal-
lenge, entertainment, control and skills are the 
primary components of the experience with the 
game. Papo Reto was revealed as a game whose 
rules were easy to understand and which involved 
the players due to its proximity to reality – an as-
pect that is in line with the recommendation that 
a game should not require the participant to have 
special skills, but sufficient information enabling 
it to be played without an excessive requirement 
for information that might discourage the player7.

Negative emotions such as fear, anxiety and 
embarrassment can interfere with the motivation 
of a young person to access a game about sexu-
ality. The development of games for sexual ori-
entation of young people involves the challenge 
of making the game attractive, since in principle, 
the role of a game is a ludic one. It’s necessary for 
there to be a reason for people to seek the game 
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and play it for long enough to cause the trans-
formation that its use is intended to achieve. It’s 
necessary to be aware that not all adolescents are 
players, and an attractive game needs to contain 
characteristics that are accessible for those who 
do not usually play18.

The participants’ testimonies also confirm 
that the game is pertinent to the representation 
of the real on the level of the symbolic. In this 
category, adolescents can test choices, simulate 
realities and dissimulate their personalities in fa-
vor of their authentic construction5. This causes 
the interactions to occur in a manner that is more 
free, without the censures and constraints of the 
instituted discourse, providing openings for in-
vention19, the unexpected and provocation, caus-
ing the player to see him/herself as incited to take 
a position, and change position. 

In these cases, education is credited to a pro-
cess of reconstruction of experiences, which is 
ratified in the speech of the adolescents when 
they emphasize the proximity of the situations in 
the game to their own realities, the amplification 
of experiences, the critical reflection and, as a re-
sult, personal and autonomous growth. This was 
confirmed by the group when they spontaneously 
brought the subject of protagonism into the dis-
cussion. 

In Brazil, the last decade has been rich in legal 
guarantees for adolescents’ status as protagonists. 
The ‘National Guidelines for Integral Healthcare 
of Adolescents and Young People’ (Diretrizes Na-
cionais para a Atenção Integral à Saúde de Adoles-
centes e Jovens na Promoção, Proteção e Recuper-
ação da Saúde)”20, which focus on work with ado-
lescents and young people, centers on young peo-
ple’s and adolescents’ capacity to take positions 
in relation to their life and their health. Thus, in 
legal terms, a line of activity with adolescents has 
been set down in which full development is cen-
tered on development of the skills necessary to 
achieve autonomy and guarantee rights. 

In this study, the expressed desire of the ad-
olescents in relation to development of their 
autonomy can be seen from the discourses. The 
protagonism relates to attitude and action in the 
direction of responsible acquisition of knowl-
edge, which is necessary to their formation as 
citizens. Thus, the adolescent becomes capable of 
proposing initiatives and assuming positions of 
leadership, discovering and developing responsi-
bilities21. 

Recognizing the format of the Papo Reto game 
as a generator of tensions, the adolescents report 
the uncomfortable moments arising from the in-

teraction, due to disagreeing with the positioning 
of a colleague, or being surprised by an unexpect-
ed or unusual answer or problem-situation. With 
this reaction they portray fundamental principles 
of the game such as uneasiness, imagination, cre-
ation of alternative identities, freedom of access, 
and the courage to solve problems8,9. This takes 
place, also, even though learning is not a funda-
mental principle of a game – “game” being de-
fined as an action that has no material or utility 
interest9,22. In its materiality, the game can favor 
projection of the player in his/her own history, 
enabling the player to mobilize the knowledge 
acquired for other instances of his/her life, who 
knows, even for reconstruction of new ways of 
being and living in the field of sexuality. 

A study in 2010 on the use of games as a health 
education strategy for prevention of STDs, cor-
roborates the positive aspects of the interaction 
as promoting shared construction of elements of 
knowledge3. In this study, the testimonies of the 
adolescents confirm the potential of the game as 
a promoter of interaction and of playfulness for 
learning. 

Researchers in the area of games point to 
the advantages and disadvantages of the use of 
games for sexual health education. Games are an 
intuitive medium for young people, and when 
made available on popular sites can promote 
an increase of exposure to content, and through 
practice enable skills to be acquired and sus-
tained. The disadvantages include the high cost, 
and the limitations on assessment of the results, 
which can usually be evaluated only over the long 
term18. 

A systematic review study with meta-analysis 
investigated the efficacy of interventions promot-
ing sexual health based on the use of games. The 
confidential nature of the games can encourage 
the users to discuss the subject of sexuality, since 
this still involves taboos, it being possible to adapt 
the messages to the needs of the individual, mak-
ing the games intrinsically motivating. The study 
reveals that assessment of the results of applica-
tion of these games showed a small change in cer-
tain behaviors of young people; but there is still 
a need for studies of efficacy with rigorous eval-
uations, over the long term, and using measures 
of behavior instead of only their determining fac-
tors: only two studies have evaluated changes in 
behavior, which were not significant23. 

Some theories suggest that change of behav-
ior depends on change in the factors in an indi-
vidual that determine behavior. Thus, based on 
this focus, it is believed that increasing someone’s 
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knowledge, or consciousness that the behavior in 
question can make the person vulnerable to more 
damage to health, could influence the person’s will 
to become involved with the behavior18. However, 
the knowledge and the becoming aware are not 
the only aspects involved in transformations for 
change of behavior, since behavior is deeply inter-
woven with strict and dialectic relationships with 
cultural, social and subjective characteristics of 
each individual and of the social group to which 
the individual belongs, and evaluation of results 
based on the models predominantly used by the 
studies is still a challenge.

The fact that, in the Papo Reto game, teenagers 
come face to face with the questions dealt with in 
a progressive manner, with a degree of difficulty 
and depth in each space, was revealed between 
the lines of what they said, making it possible for 
subjects that are avoided and repressed in dialog 
in society to be treated in a ludic fashion, with 
an agenda of joy, sharing, celebration and in-
volvement7. The non-confirmation of variables 
very close to formal education, such as theoret-
ical-practical association, and previous contents 
worked on in the school, are examples of the 
irreverence of the game on the question of the 
constraints of teaching7. This study revealed pos-
sibilities of the Papo Reto game for construction 
of knowledge based on protagonism, irreverence 
and freedom, in a logic which, totally without ed-
ucational interests, educates while transforming 
through experience. 

The comments by the participants also dealt 
with violence in love relationships, a phenome-
non that is present in the reality of adolescents 
and which has an influence in the construction 
of sexuality and the way of experiencing rela-
tionships in the sexual and reproductive area. We 
highlight that violence expressed in intimate rela-
tions between adolescents and young people is a 
precursor of intimate-partner gender violence – 
which curtails autonomous, conscious and secure 
exercise of sexuality24. 

 At the same time as Papo Reto revealed po-
tentialities for motivating critical reflection on 
questions of gender in the field of sexuality, it 
showed itself to be potent for the recognition of 
which questions are also part of adolescents’ lives. 
The discourses remit to gender as intrinsic to un-
derstanding of phenomena relating to sexuality, 
confirming the assumptions set in the conceptual 
stage of the study, which remit to construction of 
sexuality. This construction takes place within a 
wide, historically and socially determined, system 
of inequalities of gender, generation, ethnicity 

and social class. Dealing with sexuality jointly 
with gender issues is thus essential for conception 
of strategies that propose dealing with sexuality25.

 The results of this study confirm the chal-
lenge put forward, of construction of knowledge 
about sexuality in a manner that is free, ludic 
and has dialog. This process necessarily involves 
approximation to adolescents’ reality, rebuilding 
the way of producing the paths of learning, in a 
democratic exercise10 of respect for diversity and 
for citizenship. 

Given that, at various moments of the game, 
there was mobilization for reflection on the exis-
tence of inequalities in the relationships between 
men and women, we may conclude that the re-
sults found indicate possibilities of the game for 
dealing with sexuality from a point of view of 
promotion of gender equality. This was also indi-
cated in the testimonials of the participants when 
they took positions in relation to the problem-sit-
uations proposed, and in their reactions to col-
leagues’ responses. 

It also needs to be pointed out that there are 
limits to this type of approach, in view of its in-
volvement with questions that go outside the 
game and which involve differences of social 
classes, ethnicities and age ranges. The adoles-
cents also highlighted the holding of the OTC, 
after the experience of the game, as a strategy that 
potentializes critical reflection, and expansion of 
their point of view on the questions contained 
in the game. Thus, this study reveals significant 
possibilities for the interface between games and 
transformative education, recognizing that, as 
well as collective spaces of construction of knowl-
edge, new potentialities can also be seen ahead.

Final considerations 

Based on this application of the first version of 
the Papo Reto game, the participants of the study 
confirmed the possibilities of the game to be used 
as a pedagogic device for dealing with the subject 
of sexuality in adolescents. Both the motivation 
for dialog and the reflection on the reality were 
evidenced, based on the interaction with the oth-
er players, and also provision of answers to their 
own questions on the subject. 

The results confirm the potentiality of the 
contents raised, for dealing with the complexity 
of reality from the point of view of gender; and 
the subjects and problem-situations are indicat-
ed as mobilizing factors for participation in the 
game. Another highlighted factor is their con-
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vergence with the day-to-day experience of the 
participants in the field of sexuality. 

The testimonials confirm the relevance of the 
game for representation of the real at the level 
of the symbolic, of metaphors and characters – 
aspects which the adolescents also consider as 
favoring free expression, autonomy and protag-
onism. The limits pointed out by the adolescents 
were more related to the lack of dynamism, not 
being identified as remitting to inconsistency or 
lack of relevance in relation to the contents and 
form of approach of the game. 

The limitations of this study mainly relate to 
the restricted number of adolescents who took 
part, making the interaction less powerful and, 
as a result, to a certain extent obstructing com-
pliance with the mission of the game, which was 
grounded on interactions and ensuring progres-
sion of the players in the game until the space 
called Street is finally opened. This also meant 
a barrier to achieving the status of Contributor: 
few players achieved this condition in the game – 
which would have enabled them to contribute by 
posting new situations. 

There are also limitations relating to the exper-
imental character of this present study: the small 
number of players, and the short space of time in 
which the game was made available, meant that 
the game was inserted into the subjects’ school 
life unrelated to the contents, projects and ap-
proaches developed in the school. Although the 
school has been involved in the process, there is 
still a great gap in relation to the continuity of the 
project and the model of dealing with the subject 
matter. Many adolescents did not obtain the con-
sent of their parents or guardians to participate in 
the game because it involves sexuality. 

The school as a scenario of the study result-
ed in pupils also sharing experiences about the 
game in the classroom, leading other adolescents 
to access the device. Because this was a study in 
which adolescents, in the school environment, 
were invited and stimulated to take part in a 
game, to which access is restricted and takes place 
by invitation – which is not the case with most 
of the games they use – the results have limita-
tions, because it is not yet known how the experi-
ence would be if based on spontaneous access, in 
non-controlled environments not linked to edu-
cational institutions. As an outcome of this first 
phase of application of Papo Reto, it is expected 
that its use with a larger number of adolescents 
may be able to generate new results that would 

contribute other processes of investigation and 
intervention in relation to the approach to sexu-
ality in adolescents. 

Based on the proposal constructed, it is also 
expected that through the interaction and com-
munication of the meanings that circulate in the 
adolescents’ life environments, possibilities may 
be seen of reconstruction of the reality for which 
the discourses will be able to be re-signified and 
appropriated for an activity of thinking, feeling 
and acting in relation to the subject of gender 
and sexuality. It is also hoped that this study will 
make possible further advances in professional 
research, training and qualification in health. 

To transfer health practices qualitatively, in 
education and in public policies for adolescents, 
priority needs to be given to the various means 
of facilitating processes of learning, making them 
more free and democratic, with the aim of edu-
cating thinking, feeling and active people for the 
exercise of sexuality and for the construction of 
a society with more gender equality for boys and 
girls.
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