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New technologies! Friends or foes? 
New Technologies, such as earlier and later technologies, are 

essentially the result of science and research, and of course, they 
always mean knowledge evolution. However technology is neither 
good nor bad in itself.

The positive or negative impact of applying technology will 
always depend on who uses it and the purposes that are intended to 
achieve with its application. It may even depend on the intent and 
goals of the person who creates it, and regardless of who creates it, 
once it is implemented, goals can be adapted and changed by those 
who are able to use it.

Thus, the wide use of New Technologies in broad social and 
school contexts always involves positive and negative aspects, 
depending on the contexts in which they are used, the intended ob-
jectives and who regulates their use. Whenever technology imposes 
itself in economic and social terms, for reasons more or less clear, 
there will always appear the unconditional supporters of its absolute 
advantages and the critics of the same that announce an eminent 
catastrophe. As in most situations, virtue is in the equilibrium that 
is achieved with its use. Therefore social regulators are essential and 
regulation should be made within democratic principles, assuming 
an intervening role.

New Technologies in School Education Context
The use of New Technologies in a school context, as a didactic 

and pedagogical tool to support the different subjects that are part 
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of school curricula and to the development of national and inter-
national projects, has been encouraged by the governments and 
governing bodies in the different countries, although when it comes 
to real life, there are enormous limitations and inequalities between 
different regions and educational institutions. As it is known from 
the studies and statistics, the sectors of Education and Health are 
not exactly those that are better positioned in terms of distribution 
of state budget funds.

The use of New Technologies in college context has become 
widespread, although the main investment and effort is individual 
and not of the organisms that generate Education.

There is still a group of teachers resistant to the use of New 
Technologies and another group that uses them in a basic way. This 
is a problem which comes from the lack of investment in permanent 
teacher training and, consequently, from the resignation of govern-
ments in the planning of a broad and adequate training for profes-
sional performance. Training has often been the result of individ-
ual initiative, promoted by private individuals, associations, trade 
unions, etc., often paid by the teachers themselves and sometimes 
not directed to the most important issues.

Once again, we come to the 
conclusion that using new tech-
nologies isn’t always the best way 
motivate students and achieve 
success in learning:  
- The overuse of certain types of 
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ICT tools in class, turns what should make a difference and catch 
the students attention into a tedious routine for young people; 
- The continuous use of videos and PowerPoint presentations as a 
way to improvise the lesson and solve a teacher’s problem; 
- The use of New Technologies can be good or bad depending on 
who promotes and uses them, the goal that is sought and finally the 
existence or not of a regulatory role of the bodies that direct educa-
tion at a local, regional and national level.

At the student level the contradictions that arise in relation to 
the use of New Technologies are perhaps even greater. Almost all 
the young people who attend our schools have access to products 
and gadgets related to New Technologies and make extensive use 
of them. However, most of them just use social networks or play 
computer games. In what refers to social networks, an overwhelm-
ing majority of students uses them without any kind of criterion or 
standard of use. We think families should have an important role 
guiding children in what concerns to a safe use of new technologies, 
namely social networks, instead of dismissing any regulatory role or 
transferring it to teachers.

This outline leads to two types of reaction from young people 
when they are confronted with specific school subjects related to 
New Technologies from the user's perspective or subjects in the 
area of computer science from the point of view of management, 
programming and repairing. They are at first highly motivated, 
usually saying that they are very fond of computer science. Then, in 
the course of the school year their attitude usually changes and they  
often express indifference, difficulties and rejection when they find 

Project Nr: 2017-1-RO01-KA219-037282_3



7

out that computer science has nothing or nearly nothing to do with 
what they are used to doing with their computers or mobiles.

Here again focus shouldn’t be in New Technologies but essen-
tially in the monitoring and regulation of the processes of introduc-
ing young people to the use of them, contextualizing their impor-
tance in the most diverse fields of knowledge.

In the educational process, problems increase when the existing 
issues relating teachers’ training are added to the issues discussed 
above concerning young people.

No process of introduction and extension of the use of New 
Technologies in education and teaching can be developed without a 
strong commitment to the continuous training of teachers promot-
ed by governments and more specifically by the competent bodies 
related to Education.

The new technologies’ evolution towards a transversal 
competence

New Technologies emerged as a result of the need felt by the 
different sectors of the economy to eliminate the time spent in 
performing repetitive tasks, to speed up working methods, to allow 
easy access to important data for production, planning, etc., result-
ing in the development of a multitude of applications that have been 
responding to the needs of the most various sectors of the compa-
nies and the most differentiated areas of the economy. At the same 
time, and because the different sectors of activity need qualified and 
healthy technicians, the New Technologies have been invading the 
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sectors of Education and Health, for example.

Nowadays, at schools, the New Technologies are not limited 
to the ICT and computer science subjects, spreading their use in 
different ways, and also with better or less convenience, to all the 
subject areas taught and also to all services that the school commu-
nity has access to.

This is simply to say that New Technologies are not an exclusive 
ability of all those who work directly in the areas of ICT and IT, but 
have quickly become a transversal competence that must be ac-
quired and is usually used by any element of the school community 
(teachers, students, staff and parents).

The new technologies as a mean to develop literacy
It has often been said that New Technologies have come to 

destroy or undermine the literacy skills of our young people and 
that this factor brings serious problems to the education sector and 
more concretely to the success of students. From our point of view 
this is not completely true.

Once again it should be repeated that a technology is an instru-
ment and a science that, as a result of research and innovation, can 
and should be used. The results 
can be good or bad depending 
on the users, the training they 
have received, the aims they 
intend and the regulatory role of 
the competent bodies in the field 
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of Education. 

It is often said that young people no longer know how to write 
correctly because in social networks they use truncated or codified 
words. That, when they have to present an essay, they go to Google 
and make "copy-paste" of the first research that appears to them, 
without being aware of what is written there.

Of course this happens, but in order to overcome this problem, 
it is necessary for the education authorities themselves to realize 
that we are working in an area that has quickly become a transversal 
competence. This presumes a large investment in continuing teach-
er training.

Continuous training can not only be found in the development 
of digital competences for teachers but must go further, in the 
development of a didactics related to New Technologies that allows 
them to practice with  students in a wide range of fields.

This way, students can evolve and pass from an incipient stage, 
where they have the means but do not know how to use them, 
defending themselves with the "law of least effort", to a phase in 
which they acquire the skills needed to search, select and organize 
information to present a meaningful  project or essay.  This effort, 
which must be done, will undoubtedly lead to a new kind of digital 
literacy, which already exists, but which must be promoted in an 
extensive way among young people from a very early age.

The work that has been developed within the framework of the 
strategic partnership project "Developing Key Competences Trough 
DRAMA" is precisely in this sense, allowing the students to work in 
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several subjects in different areas using the New Technologies and 
also extending this work to extracurricular activities.

New Technologies in the classroom and extracurricular 
activities

Using technology in class is 
nowadays part of most teachers 
and students daily routines. A 
computer is a basic tool in most 
of our classrooms. Teachers and 
students use it for various activ-
ities such as writing the sum-
mary, registering attendances, using the teacher’s e-book, finding 
information on the internet, creating and showing presentations. 
Teachers are gradually trying to integrate ICT in their classes as 
students are already interested and engaged in using them. This way 
teaching and learning can be more effective developing key compe-
tences essential for the 21st century.

Within our project ICT resources have been used in various 
situations and tasks.

Communication tools

1 - Digital 

Skype, eTwinning, Facebook were usual means of communica-
tion used by students and teachers to share ideas, plan activities and 
even socialize. Google Drive and the project’s website were the main 
technological tools used to save, organize information and co-work 
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as well as to disseminate the whole project.

2 - Multimedia tools

Multimedia is currently a precious ally in the development of 
theatre projects. Its use can be important in the construction of sce-
narios, the manipulation of sound and visual supports or the intro-
duction of interactive characters. On a simpler level, using cameras, 
movies, sound recorders, lights, etc. and using image, video and 
sound editing software, theater projects are released, recorded, ar-
chived and broadcast.

Software such as Photoshop, Illustrator, Premiere or Audition, 
are used as well as the internet, used for the dissemination of events.

The above software has been used in this project to create vid-
eos that have been produced within the project’s activities and to 
disseminate the project itself.

RPT, PBL and micro-projects as means to use New 
Technologies, to implement Drama Technics and develop Literacy 
in educational context

RPT (Role Play Training) is widely used in different types of 
training such as educational, leadership and soft skills development.

PBL (Project Based learning) and the micro-projects, allow the 
development of key competences of creativity, autonomous learning 
and team work, social and civic.

These technics were implemented by all the partners addressing 
key competences like communication in mother tongue and foreign 
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languages, digital competences, creativity and innovation in social 
context, cultural awareness and expression, learning to learn, and 
sense of initiative and entrepreneurship.

During the implementation of these technics in classroom 
context and extracurricular activities, teachers and students had the 
opportunity to use intensely the New Technologies, to implement 
different drama technics and develop literacy, including the digital 
one, in educational context.

Then follows the presentation of some activities developed by 
all the partners’ schools using the technics described before.
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Liceul Teoretic Traian Vuia
Microprojects, Drama and Entrepreneurial Literacy

In what concerns the use of PBL blended with IT, and with role-
play in order to develop the  key competences of entrepreneurship,  
the idea we started from was that of conducing small businesses in 
very small groups of 5. 

Initiation: the class was 
divided in even groups on pretty 
random basis, using letters of 
the alphabet,  in order to ensure 
that no pre-established bonds 
or relationships come in place. 
Each group was given a very 
small amount of money (the 
equivalent of 2.5 euros) and explained that they had to think up an 
idea that would help them turn over some profit. A time limit was 
set, as well as a set of practices that were to be followed strictly to 
ensure the fairness of the endeavour. These were commonly agreed 
upon by all participants and included things such: „We will not 
cheat”, „We will only use the provided amount of money”, „ We will 
not ask outsiders for help”, „ We will not steal ideas from others”, 
etc. Students were also recommended to use the school’s premises 
for their doings as the location would offer them all the necessary 
security. IT was to be used to document each and every stage of the 
process, and again in order to report back on each group’s activity 
via a PPT presentation at the ending of the process.
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Developments: time was given for brainstorming ideas on how 
to go about initiating a small business that would cater for the needs 
of the people of the school, be those students and/or teachers. Once 
an idea emerged, tasks were divided among members of the group 
and next stages were carefully planned. Students were also encour-
aged to promote their ideas through ads, and many did so either via 
audio commercials prepared for the school’s intercom, or via Ins-

tagram. Dates for the events to take 
place were set, and it was agreed that 
each group would have two attempts 
only, as one could have proven just a 
lucky strike, while more would have 
been unfair to the entire process and 
also viciating the accuracy of the final 
results.

Each stage was carefully docu-
mented via photos and short films. 
The school’s management was noti-
fied aboput the exact dates and times 

when each group was going to have their try. 

Each group went on with their idea, these varying from selling 
bracelets they had handmade to selling sandwiches or beverages 
they produced on the spot. In between the 2 attempts each group 
was offered at least 48 hours in order to analyse properly the results 
of their endeavour, find mistakes, improve, change course of action, 
if necessary.
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Evaluation: the PPT was the 
IT based product that was final-
ly assessed, this including the 
roles asumed while developing 
the micro-project, the decisions 
taken, the developments  and the 
results, expressed in clear num-
bers. In case more materials got 
produced, such as ads, these were 
also part of the final evaluation.

How a Good Management Make a Good Profit

This application was made 
during classes of entrepreneur-
ial education, at the ending of 
the 1st semester as alternative 
form of evaluation, namely pro-
ject work based on drama. It is 
meant to illustrate how effective 
management can turn a company from loss to profit.

The performance is about a handbag manufacturer that has 
problems in the management (as represented, the workers don’t 
really...work in the beginning of the sequence), but once the CEO 
took notice of this he puts his foot down and gets everyone in line. 
It is illustrative of real economics, where profits are highly depend-
ent on the management. Pictured at the end is also a scene where an 
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economy teacher points these things and draws conclusions on the 
whole situation and how management changed the company.

It is indeed true that management can save the day in a situa-
tion where a certain company is losing profit, but it should do so in 
a participative manner. Rather than just delegating tasks to employ-
ees, it should work together with them in achieving the company’s 
goal, helping them out when needed.

 Secondary Vocational School of Economics “Prof. Dr. D. 
Tabakov”

Halloween English Lesson

 Halloween offers excellent opportunities for the students 
to learn new vocabulary and develop all four language skills, while 
having fun.  Project Based Learning (PBL) is a unique approach to 
blend drama techniques and technologies in the development of 
key competences. Throughout the learning process, technologies 
could be used to acquire, organize, demonstrate, and communicate 
information. Group projects increase motivation, promote learner 
autonomy, have clear, achievable objectives, and can be managed in 
a way that lets everyone in the group take on a role that’s best suited 
to them. They also make a welcome break from routine and can be 
run over several classes.
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1. Access to information

 Even if your school isn’t equipped with top-notch technol-
ogy, use students’ devices they carry with them every day. Their 
mobiles make access to information much quicker and efficient. If 
you don’t want your students wasting a bunch of time looking for 
information, prepare a list of approved/suggested websites related to 
their projects to get started. Hosting your lesson plan and proposed 
sites on a Google Website, or Google Docs will give you an oppor-
tunity to make them more easily accessible for your students. Mrs 
Golemanova’s Classroom

2. Collaboration

 Using OneDrive and 
Google Drive, students can work 
together simultaneously on one 
document for brainstorming, 
taking notes, finding additional 
resources, and gathering an-
swers.

3. Formative Feedback

 Reflection, critique, and revision are very important aspects 
of the PBL process. Using the tools OneDrive and Google Drive 
allow you as an educator to check in on their work at any time, and 
guide their work from the beginning.

4. Lesson activities with using Web 2.0 tools

• Presentations. You can ask your students to prepare Power 
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Point Presentations on the topics: Halloween superstitions and tra-
ditions; Halloween decoration ideas for houses and gardens; Spooky 
treats for Halloween. If you find classic presentations very simple, 
PowToon is the right choice for you to develop cool animated clips 
and animated videos.  Halloween video

• Crosswords and readings. Other PBL activities could be 
making crosswords and reading comprehension with fill in the 
gaps in the text. It is a fun and interactive way for students to test 
their knowledge of Halloween vocabulary words and facts. Do away 
with work-sheets. A projector can be a valuable tool for increasing 
engagement, even if your students stay in their seats. Take online 
crosswords and readings on the lesson topic.

• Digital posters. Another task for your students could be 
to create a digital poster.  They just have to upload their favorite 
Halloween image at ThingLink and tag it with sounds, videos, Flickr 
photos. These tags will be revealed every time a viewer scrolls the 
mouse over the uploaded image. By using ThingLink, your students 
can also include links to other resources in the social networks, 
blogs, news and sites. Halloween Thinglinks 

5. Drama techniques for Halloween

• Halloween Charades. Play in teams and see which team can 
get the most correct guesses from their classmates’ pantomimes. 
Your list might include the following: Walk like Frankenstein; Drac-
ula drinking blood; A witch flying on a broom; Carving a Jack-o-
lantern.  Play in teams and see which team can get the most correct 
guesses from their classmates’ pantomimes.
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• Get Inspired by Scary Sound Effects/Videos. Play some 
scary sounds/videos for your class and have each group of stu-
dents come up with a scary skit. For an even bigger challenge, have 
students create their own radio play and record it along with the 
special sound effects and then play them all for the class.

•  Do an Interview with a 
Vampire. Have each person in 
class choose a spooky creature 
to role play such as a vampire, 
werewolf, ghost, witch, etc. Then 
pair students up to interview 
their fictional partner. If you 
like, have each person share 
some highlights from their interview with the class after the role-
plays are finished. 

• Write a Spooky Story. Get your students to think creatively 
writing their Halloween stories with spooky characters, unknown 
shadows or noises, and a mysterious ending.  Ask them to tell the 
story or role play it.

• Do You See What I See? This game will test your students’ 
general vocabulary knowledge along with their creativity. Start one 
round by projecting a scary picture. Then students have five minutes 
to try and identify an item in the picture that starts with each letter 
from A to Z. After five minutes, stop and see who came up with the 
most words and review any new vocabulary with your class. Play 
three rounds with three different pictures and add each student’s 
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score for each round. At the end of the game, the student with the 
most points wins the game.

6. Evaluation

 After students have 
presented their work, you can 
have an evaluation task and ask 
your teenage students what they 
have learned from others. You 
can create fun learning games 
in minutes, which are called 
‘kahoots’, or use already made ones. Kahoot is a free game based 
learning tool that makes learning fun. It is an extremely useful edu-
cational technology tool that requires minimum technical expertise 
for creating quiz, surveys and discussions. 

7. Publishing Students’ Projects 

 Finally, sharing and publishing students’ projects, reaches a 
broader audience with Facebook, Instagram, YouTube. You can also 
host them on your teacher’s website. 

Phenomenology Lesson

 Students of the 12th grade were given the task of interpret-
ing one of the main philosophical methods - phenomenology. The 
students created the script themselves and presented it to their 11th 
grade classmates.

 Phenomenology is a philosophy of experience. For phenom-
enology the ultimate source of all meaning and value is the lived 
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experience of human beings. Phenomenology is the study of struc-
tures of consciousness as experienced from the first-person point of 
view.

 School is the place where children find themselves in variety 
of different and new situations every day. At school, most of their 
social interactions occur, both with peers and adults. School life is 
full of challenges, but also with a number of possibilities to explore 
yourself and others.

The main task of this microproject is to show that in the same 
situation, with the same problem, we have different views depend-
ing on the position we are in, and it is difficult to understand the 
position of the others. 

 In this philosophy lesson the students were asked to explain 
phenomenology from different points of view:

• from the point of view of a family;
• from the point of view of a doctor; 
• from the point of view of a journalist ;
• from the point of view of an ordinary TV viewer.
The goal is:
• to avoid conflict situations;
• a tolerant attitude; 
• understanding of people who think differently than us;
• understanding the point of view of other people without 

judging them.

 The result is:
• Students learn much more effectively if teachers try to devel-
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op their social skills, emotional 
skills and attitudes during the 
lesson;

• Any type of games and 
activities that take into account 
the emotional state of the stu-
dents help concentrate and 
reduce the level of anxiety and 
stress. This allows children more 
easily to remember the learning content and be more receptive to 
new knowledge;

• Students learn cooperation and mutual help;
• Students learn compassion and empathy.

SSOU MOSHA PIJADE
Healthy Autumn Snack

Tetovo is near the Shar 
Mountain, where during the Au-
tumn period there are chestnuts, 
which were collected by the 
students for free. They brought 
it and in the school kitchen they 
roasted them. After they sold them to the teachers. Without invest-
ment and with help of mother-nature, they started making money. 
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Escola Secundária de Rocha Peixoto

Geography Classes and the ERASMUS+ Corner

Our school Erasmus+ Cor-
ner was created as part of the 
Geography subject. The students 
involved were 9th graders - class 
C, in which Francisco Curto, 
present in the 1st LTT of Resi-
ta, is a student. They conceived 
the space and performed the necessary tasks to create it. A frame 
was built where a map was inserted with all the partner countries 
and cities marked. Subsequently, the students did research on each 
of the countries, cities and schools that are part of the project and 
integrated this information into the Erasmus + Corner space. In 
this activity, research and information selection competencies were 
mobilized (autonomous learning), team work, geo-referencing and 
aesthetic and artistic sensibility skills (creativity) were developed.

Portuguese Classes – Interview with Gil Vicente

The students carried out an activity that consisted of the sim-
ulation of an interview with Gil Vicente, author of the theatre play 
Auto da Barca do Inferno, which integrates the theme of study of 
the dramatic text. The author is considered the first great Portu-
guese playwright in the fifteenth century. His writing influenced 
Portuguese popular culture and is part of the national curriculum.
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The students involved did a 
previous research on the life and 
work of the author, the histori-
cal epoch and the importance of 
this playwright for the time. In 
this way they prepared the work 
of recreation of the character Gil Vicente. The student who recre-
ated this historical figure answered several questions asked by his 
colleagues about his work, his time and his person as if it were Gil 
Vicente himself.

The students integrated, in a playful way, the knowledge already 
acquired regarding the study of the Vincentian work and developed 
research skills and collaborative work.

French Classes – My Mascot

The activity was aimed at 
level 1 students of French. By 
the end of the lesson, students 
were able to use adjectives to 
describe a person’s appearance 
and personality in front of the 
whole class.

Students were asked to do some research work in order to cre-
ate a character they would like to describe. Then they were expected 
to present it either by drawing, printing or bringing to the class a 
three dimension “puppet”. 

Students had to introduce their character to the class and de-
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scribe its physical and psychological traits using the vocabulary and 
structures learnt in class previously.

DEVISA - Drama Clubs

At the level of school theatre, the integration of Multimedia 
and Graphic Design - at Rocha Peixoto Secondary School - is an 
important way for the integration and involvement of students of 
vocational courses in projects that are intended to be open and 
multidisciplinary.

“It was easy, but then I realized that it wasn't all that easy” – 
Class B

The first public presentation 
of the ongoing creative process 
of DEVISA Class B was named 
“It was easy, but then I real-
ised that it wasn't all that easy” 
as a sort of acceptance of the 
problems inherent in this year's 
creative proposal: to come up 
with an interview that would allow us to explore our young per-
formers' souls. Through a free flow of questions asked and answered 
in short frantic impros, a meandering map of personal references 
was drawn, a map of dreams, anecdotes, doubts and anxieties, a 
map that showed us the way to a 20-minute performance where a 
three-way interview was simulated, an interview without moderator 
and without moderation where the ultimate question, “who are you, 
really?” was let loose in search of an answer.
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 “At night all cats are grey” – Class A

“À noite, todos os gatos são 
pardos” , a Portuguese expres-
sion that literally means “At 
night all cats are grey”, but that 
figuratively hints at the idea that 
depending on the circumstanc-
es, things may not be as they 
seem, was judged on apt title for 
the first public presentation of Devisa Class A considering the fact 
that the idea of a crime story was the starting point for the whole 
creative process. Taking typical characters and situations from the 
noir world of visual and literary fictions, fragments of scenes, narra-
tively disconnected, but aesthetically related, were created and built 
around a 20-minutes performance. From this point on the perform-
ers will enter a phase of creative writing, search and improvisation 
before establishing the final directions of this year's final presenta-
tion. Paving the way for a longer, more elaborate show to be created 
in the months ahead, it was nonetheless made to mirror much of 
the overarching themes of this year's process: fear, the subconscious 
mechanisms that trigger it, the power of the unknown and the fra-
gility of the human mind in the face of the unthinkable.

Internships in Europe – Language Competences – Job Interview

This activity was performed by eleventh and twelfth graders and 
it aimed to approach the topic job interviews and situations related 
to internships.
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Students had to discuss the “dos” 
and “don’ts” of a job interview after 
watching a trailer of a movie and then 
they were given different situations in 
which they had to assume different 
roles: workmate, employer, employee, 
job candidate and internee. They had 
to build the dialogue and roleplay it 
in front of the all group.

These students were preparing 
themselves to be internees in a pro-
fessional internship which will take 
place in April, in Poland.

This way they will get English language competences, other key 
competences like autonomy, work team and responsibility and were 
getting prepared for a real work environment.

To sum up

We all agree that the use of drama techniques has been used 
over the years by most teachers, even though without being aware 
they were using them. Activities of role-play, reading aloud, simu-
lating, …. are constantly used by teachers as teaching strategies in 
order to motivate students or to facilitate contents, being the focus 
on “doing” rather than memorizing. This way effective learning is 
encouraged in schools.

When performing different roles, students are prepared to deal 
with real life’s problems.
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Drama techniques develop both personal skills, enhancing stu-
dents’ psychological well-being as they are allowed to express their 
feelings and emotions without too much self-exposure, and com-
munication skills through the use of body language, facial expres-
sions and different voices.

Furthermore, social skills such as cooperation and group work 
are boosted when students learn by using drama in class, increasing 
the level of concentration and comprehension through commit-
ment. When students deal with real problems, figure out things, do 
things in a different way they enjoy their tasks and learn having fun.

Not only teaching but also assessing can be done differently and 
effectively making drama a very useful teaching and learning tool to 
help students and teachers.

As we live in a technological world it is only natural to use com-
mon technological devices such as mobile phones and digital tools 
along with drama techniques in class.

Several activities have been performed in different schools, 
involving different subjects and students, using drama techniques 
leading to effective learning situations.

We hope this brochure may be used as a kind of catalogue and 
inspiration to help teachers and students making the most of each 
teaching and learning experience.
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With the collaboration of the following teachers:

Romania
Cristina Lerch

Bulgaria
Gergana Georgieva

Macedonia
Sreten Mishevski

Portugal
Albina Maia
Inês Pereira
Leonel Cunha
Mário Lima
Natália Terroso
Pedro Galiza
 
 

Students’ classes and groups involved in the activities:

Romania
XA, XB, XC, XIA,XIB and XIC

Bulgaria
8, 9 and 12 grades

Macedonia
IV4, IV10 and IV13
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Escola Secundária  de Rocha Peixoto
April, 2019
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Portugal
School year 2017/2018
8º C, 9º C and Drama Club DEVISA
School year 2018/2019
7º A, 9º C, 12º N, 12º U and Drama Club DEVISA
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