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INTRODUCTION

The International Symposium "Touch Screen generation and social life" was organized on
October 12, 2018, within the "Team Up & Reform Netizens - Outdoor Fun Fantastic" project, acronymed
-TURN OFF, reference number: 2017-1-PL01-KA219 -038446_4, funded by the European Commission
through the Erasmus + Programme.

For five days, our highschool has been the host of nineteen students and five teachers from the

partner countries: seven students and two teachers from Poland, respectively project coordinator Patrycja

Pipska, accompanied by teacher Joanna Lojek; six students and two teachers from Belgium, respectively
teacher coordinator Sabine Callens, accompanied by Zineb EI Ghouch (teacher); six students and one
teacher, respectively Dace Gaigala, from Latvia. There were also twenty students and thirteen teachers
from Romania, a group of fifty-seven students and teachers. All of the students involved in the project
live in small towns and villages where their main free time activities are linked to the excessively use of
technological devices.

The meeting had as main objectives the development of creativity through handicrafts, the
development of intercultural linguistic and social competencies, promoting tolerance and opening to the
local community, familiarising the students with the importance of volunteering, presenting the most
common free-time activities in Romania, increasing the awareness of the danger students expose to when
using the new technologies (especially for their social lives), summarising the activities developed during
the first year of project, planning and discussing about the meeting in Latvia, in May 2019.

The International Symposium "Touch Screen generation and social life" was organized on
October 12, 2018, within the "Team Up & Reform Netizens - Outdoor Fun Fantastic™ project, with the
acronym -TURN OFF, reference number: 2017-1-PL01-KA219 -038446_4, funded by the European
Commission through the Erasmus + Programme.

We chose this topic due to the fact that the virtual world has many resources and provides a wealth
of exciting, attractive and interesting possibilities that can be used by students both in formal education
and at school (homework, projects, essays, etc.) having the advantage that the information can be easily
found, in a very short time. Also, games and communication on different social networks provide a

relaxing opportunity for the generation of children and teenagers who can not conceive life other than
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through the smartphone and being connected to the Internet which, for them, has the role of facilitator of
a lifestyle and is a status indicator.

This advanced technology, increasingly powerful, offers many advantages but often provides a
distorted and simplified version of the real world, so it is important for them to be guided, taught to know
how, where and how much to use this opportunity in their advantage and not to their disadvantage.

Education, for the touch-screen generation, should contribute to the formation and development of
communication and networking skills, to the development of critical and logical thinking, of elementary
competence in sciences and technology, which contribute to the development of the initiative spirit and
responsibility assumption, to imagination development, creativity stimulation and the promotion of
positive states.

We conclude that the symposium was a good opportunity to promote and disseminate various approaches
of the educational process, of some methods, means and technigues belonging to the formal education in
complementarity with the nonformal education. This event has offered the opportunity to share and harness the
experiences of both teacher staff and auxiliary one in order to manage to build personalities able to actively
integrate in the social life, both on a national and international level. The symposium was an extraordinary
experience exchange whose finality is represented by this collection of good practices which, we hope, will find its
utility and efficiency both within the instructional educational activities, but especially within extracurricular
activities.

Our thanks go to all of our colleagues who have contributed with their works to the draft of this collection!

Project coordinator,
Luminita-Ludmila Zuran
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INTRODUCERE

In perioada 11 ocombrie - 15 octombrie 2018, la Colegiului Tehnic “Marcel Guguianu” din
Zorleni, jud. Vaslui s-a desfasurat activitatea transnationala de invatare din Romania, cu titlul: “Atingeti
viata, nu ecranul!” din cadrul Proiectului: ,,Team Up & Reform Netizens: Outdoor Fantastic Fun”,
acronimul TURN OFF, cu numarul de referinta: 2017-1-PL01-KA219-038446 4, ce se deruleaza
incepand cu 1 septembrie 2017, pana pe 31 august 2019, proiectul fiind finantat de Comisia Europeana,
prin Programul Erasmus+.

Pe parcursul celor cinci zile, liceul nostru a fost gazda unui numar de noudsprezece elevi si cinci
profesori din tarile partenere, astfel: de la Liceum Ogolnoksztalcace im. Stefana Czarnieckiego, din

Polonia au participat sapte elevi si doi profesori, coordonatorul proiectului Patrycja Pipska insotita de

prof. Joanna Lojek; de la Collége Visitation La Berliére din Belgia sase elevi si doi profesori, coodonator
prof. Sabine Callens, insotitd de prof. Zineb El Ghouch; de la Stren¢u novada vidusskola din Letonia au
participat sase elevi si un profesor, Dace Gaigala.

Din Romania au participat doudzeci de elevi si treisprezece profesori, elevii implicati - straini si
romani- sunt locuitori din micile orase si sate ale caror activitdti principale de petrecerea timpului liber
sunt legate de excesul de utilizare a dispozitivelor tehnologice, sunt mai pasivi si au acces limitat la
diferite institutii culturale.

Reuniunea a avut ca obiective dezvoltarea creativitatii prin artizanat, dezvoltarea competentelor
interculturale, precum si a competentelor lingvistice si sociale, promovarea tolerantei si a deschiderii in
comunitatea locald, familiarizarea elevilor cu importanta muncii voluntare, prezentarea activitatilor de
timp liber din Romania, cresterea gradului de constientizare a pericolului la care se expun elevii asociat
cu tehnologiile moderne (in special pentru viata sociald a tinerilor), rezumarea activitatilor parcurse in
primul an de proiect, planificarea si discutarea vizitei in Letonia, din mai 2019.

Simpozionul International ,,Generatia Touch- Screen §i viata sociald” a fost organizat pe 12
octombrie 2018, 1in cadrul Proiectului “Team Up & Reform Netizens - Outdoor Fantastic Fun”,
acronimul -TURN OFF, numar de referinta: 2017-1-PL01-KA219-038446_4, finantat de Comisia
Europeana, prin Programul Erasmus+.

A fost abordata aceastd tema deaorece lumea virtuald are nenumarate resurse si oferd o

g,

formal, la scoald (rezolvarea temelor, realizarea proiectelor, referatelor etc.) cu avantajul ca informatiile
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necesare pot fi regasite cu usurintd, intr-un timp foarte scurt. De asemenea, jocurile §i comunicarea pe
diferite retele de socializare constituie un prilej de relaxare pentru generatia de copii si adolescenti, ce nu
pot concepe altfel viata decat prin intermediul smartphone-ului, conectat la Internet care, pentru ei, are
rolul de facilitator al unui stil de viata si reprezinta un indicator de status.

Aceasta tehnologie avansata, din ce in ce mai performanta, ofera foarte multe avantaje dar, adesea,
ofera o versiune deformata si simplificatd a lumii reale, de aceea este important ca ei sa fie indrumati,
orientati sa stiec cum, unde cdnd si cdt sa foloseasca aceastd oportunitate pentru a fi in avantajul si nu in
defavoarea lor.

Educatia, pentru generatia “touch-screen”, trebuie sa contribuie la formarea si dezvoltarea
deprinderilor de comunicare si relationare, la dezvoltarea gandirii critice si logice, a competentelor
elementare in stiinte si tehnologie, care s conduca la dezvoltarea spiritului de initiativa si de asumare a
responsabilitatilor, la dezvoltarea imaginatiei, stimularea creativitatii si crearea unor stari si trairi afective
positive, cu scopul ca dascdlii sd formeze personalitdti care sd reuseasca sd se integreze activ in viata
sociald, atat la nivel national cat i european.

Consideram ca simpozionul a constituit un bun prilej pentru promovarea si diseminarea unor
abordari diverse ale procesului educational, a unor metode, mijloace si tehnici din educatia formala in
complementaritate cu educatia nonformala. Acest eveniment a oferit posibilitatea de a impartasi, de a
valorifica, experientele cadrelor didactice si didactice auxiliare, pentru a reusi sa construiasca personalitati
capabile sa se integreze in mod activ in viata sociala, atat la nivel national, cat si la nivel international.
Simpozionul a fost un adevarat schimb de experienta, finalizat cu aceasta culegere de bune practici, care
speram sd-si gaseascd utilitatea si eficienta atat in procesul instructiv — educativ, dar mai ales in
activitatile extracurriculare.

Multumiri colegilor participanti care au contribuit cu lucrarile lor la editarea acestei culegeri!

Coordonator proiect,
Luminita- Ludmila Zuran
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EDUCATION - DEVELOPMENT AND SOCIAL INTEGRATION

Teacher Mihaela Binga - “lon Murgeanu” Secondary School, Zorleni - Vaslui,
Romania

Teacher Diana Iustina Rusu - “Ion Murgeanu” Secondary School, Zorleni -
Vaslui, Romania

Education is an essential component of the social structure, its methodical and objective character
is implemented by trained people in an institutional framework. Its ability to determine the arbitrary and
unpredictable dinamics of the social life makes it the most important factor in the shaping of one’s
identity. The educational system engages in an active process which generates new relationships between
the social structure and the individual, it also acts as a connection between the society requirements from
an individual and the ability of that person to connect and contribute to it.

Through time youth development has been successfully shaped by schools and other educational
institutions. However, nowadays schools had to start making significant improvements in their structures
and processes in order to enable a more coherent relationship between the individual and society. Today’s
youth need new pathways to high-quality education and training for new jobs, because the knowledge that
we need today will not be the knowledge and information that future generations need. These are some
core components that every person needs in order to be competitive in the coming job market: critical
thinking and problem solving, the ability to easily adapt to new technologies, imagination and curiosity.
That’s why today’s schools are facing a challenging gap between the curriculum and the skills young
people need to learn.

That’s why the teacher’s role is to encourage and nourish the imagination and curiosity of every
child. Teacher’s duty shifted from the authority of the expert in its domain to a new and improved role of
a creative, inspiring role model that guides them to discover their best abilities.and has a passion for
working with children.

Bibliography:

Bruner Jerome. “Procesul educatiei intelectuale”,EdituraStiintifica,Bucuresti, 1970;

Potolea Dan. “Profesorul si strategiile conducerii invatarii”. Editura Academiei Roméane, Bucuresti, 1989;
Siebert Horst. “Pedagogie constructivistd .Bilant al dezbaterii constructiviste asupra practicii educative”,

Editura Institutul European, Iasi, 2001,
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Ezechil Liliana. “Invatamantul primar”, Editura Miniped, 2007.

EDUCATIA - MODELAREA SI INTEGRAREA SOCIALA

Prof. inv. primar Binga Mihaela- Scoala Gimnaziala “lon Murgeanu” Zorleni - Vaslui,
Romania

Prof. Rusu lustina Diana - Scoala Gimnaziala “lon Murgeanu” Zorleni - Vaslui,
Romania

Educatia este o componentd a mediului social dar se opune influientelor intdmplatoare ale
mediului prin caracterul constient, sistematic, planificat, de exercitare a influientelor formative intr-un
cadru institutionalizat, printr-un personal pregatit in acest sens. Educatia constituie parghia cea mai de
seama in organizarea specificului multilateral al personalitatii, este un proces care avand un caracter activ,
determind o automiscare in care se creaza mereu relatii noi intre fortele si influientele externe si
cerintele lui fatd de societatea in care se dezvolta. In acest mod, educatia capiti rol de conducitor in
raport cu ceilalti factori ai dezvoltarii, dirijand, pe de o parte, cerintele externe ale mediului in
ale individului si aducandu-le la nivelul cerintelor externe.

Modelarea comportamentelor prin educatie a fost aplicata cu destul de mult succes in mediile
scolare si organizationale. Astdzi, insd, in contextual revizuirii complete a modelului uman ce urmeaza a
fi format prin educatie, au fost regindite si strategiile educationale ce pot fi utilizate pentru atingerea
unor scopuri profund modificate. Omul contemporan are nevoie de abilitati necunoscute in urma cu cativa
ani: abilitati interactive, abilitati de gandire critica, abilitati de utilizare a unei aparaturi si a unor
tehnologii cu totul noi. Astfel de cerinte sunt formulate inca din perioada de debut a scolaritatii. Pe de alta
parte, din multe puncte de vedere, copilul de azi nu mai invata la fel si nici dupa aceleasi suporturi de pe
care au invdtat generatiile de dinaintea lor. Pentru astfel de considerente, modelarea, prin educatie, a
comportamentului uman devine un proces din ce in ce mai complex, mai rafinat, ce reflecta toate aceste
elemente de noutate.

Nu putini sunt aceia care considera ca educatia mileniului III se afld in fata unor multiple
provocari. Una dintre cele mai importante ramane aceea de identificare a celor mai eficiente modalitati de
construire a arhitecturii cognitive a persoanei care invata. Fatd in fatd cu o misiune atit de grea,
educatorul isi doreste sa intre in posesia unei strategii de lucru miraculoase pe care, aplicand-o, sa poata
ajunge la performanta de a modela comportamentul celor asupra carora actioneaza intr-un acord perfect
cu obiectivele sale din ce in ce mai ambitioase. O astfel de atitudine - de mare incredere in capacitatea de

modelare a comportamentului uman - isi are originea in gandirea lui Newton si a adeptilor lui, care
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considerau cad succesul unei asemenea actiuni depinde de raporturile pe care un educator/modelator le
stabileste intre diferite entitati, precum si de capacitatea lui de a formula obiective pe o baza rationala.
Unul dintre raspunsurile pe care contemporaneitatea le oferd educatorului preocupat, in primul rand, de
optimizarea propriului comportament profesional, il reprezinta abordarea de tip constructivist. Viziunea
de tip constructivist isi are originea in filozofia antichitatii. Ideile formulate de pedagogii antici (Socrate,
Jean Piaget, John Dewey, J.Bruner) au stat la baza orientarii pedagogice la care facem referinta si care
este cunoscuta sub denumirea de constructivism. Fiecare dintre acesti ganditori au pus in evidenta 0 serie
de caracteristici ale abordarii de tip constructivist. S-a ajuns la constatarea ca oamenii isi construiesc pur
st simplu cunoasterea si modul in care inteleg lucrurile pe baza experientei de invatare dobandite. Astfel,
atunci cand se confruntd cu lucruri/informatii noi, acestea sunt raportate la cunostintele si intelesurile
anterioare, reconsiderand unele sau renuntand la altele. In oricare dintre aceste situatii cel ce invati devine
un creator activ al propriilor cunostinte sau al propriului mod de a vedea lucrurile. Aceasta inseamna ca
persoana antrenatd intr-un proces de cunoastere are un continuu dialog interior: isi pune intrebari,
exploreaza, confrunta, evalueaza, interpreteaza.

Lucrurile nu se modifica fundamental atunci cand cel ce invata se afla intr-o clasa scolara. Acesta
este si motivul principal pentru care este recomandabil ca educatorul sa foloseasca tehnici de activare/de
atragere a educabilului in procesul de invatare. Tot de aici ar deriva si recomandarea ca educatorul sa
propuna diferite moduri de experimentare/ verificare imediatd a cunostintelor prezentate, sa stimuleze
procese de comentare a cunostintelor /continuturilor expuse, de discutare a modului in care educabilii
inteleg noile continuturi si de semnalare de catre acestia de felul in care se modificad modul lor de a gandi
sau de a simti prin confruntarea cu situatii noi. In felul acesta educabilii (elevii) invati sa invete, devin
experti in invatare pentru cd ei afld, in fond, cum dobandesc in mod personal faptul de a intelege.
Dezvoltarea structurilor cognitive se realizeaza prin integrarea treptata a noilor elemente in structurile
anterioare.

Rolul cadrului didactic se reduce, in aceste conditii, la incurajarea/stimularea continua a
educabilului si la provocarea unor procese de reflectie. Desi educatorul (adultul) stie tot timpul in ce
constd procesul de cunoastere in care il antreneaza pe elev si desi el este si in posesia raspunsurilor pe
care le asteapta, comportamentul sau raméane, totusi, in permanentd un comportament de interogare
focalizat pe raspunsurile pe care le va elabora, in cele din urma, copilul/educabilul. Dialogul profesor-
elev/educabil se concentreazd pe discutarea a ceea ce se invata In mod imediat, pe ceea ce ajutd la
modificarea modului de intelegere a lucrurilor in situatiile concrete generate in cAmpul educational. Prin
urmare, educatorul nu numai ca nu isi schimba rolul sau activ, de expert in domeniul in care se desfasoara
procesul de invatare si acest rol se imbunatiteste in sensul extinderii expertizei sale in domeniul

continuturilor, ca atare, catre cel al tehnicilor didactice (de invatare) utilizate.
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Strategiille de tip constructivist se intemeiaza pe dorinta nativa a subiectului uman de a sti, de a
afla, de a se informa, de a schimba, de a modifica, de a imbunatati. Ele sunt modalitati de redescoperire a
cunoasterii, in sensul de aplicare imediatd si de verificare a utilitdtii cunostintelor dobandite, astfel incat
cel ce invatd (copilul) sd extraga el insusi unele concluzii despre valoarea/importanta noilor achizitii.

Ideile promovate de catre ganditorii constructivisti pot conduce la imbunatatirea considerabild a
rezultatelor pe care le obtin elevii In invatare, in primul rand, pentru faptul ca ei sunt incurajati si Invatati

sd gandeasca.

BIBLIOGRAFIE:
Bruner Jerome, “Procesul educatiei intelectuale”, Editura Stiintifica, Bucuresti, 1970;
Potolea Dan, “Profesorul si strategiile conducerii invatarii”, Editura Academiei Romane, Bucuresti, 1989;
Siebert Horst, “Pedagogie constructivista. Bilant al dezbaterii constructiviste asupra practicii educative”,
Editura Institutul European, Iasi, 2001;
Ezechil Liliana, “Invatimantul primar”, Editura Miniped, 2007.

“Team Up & Reform Netizens - Outdoor Fantastic Fun” - TURN OFF PROJECT -
TURN ON OR TURN OFF?

Sabine Callens - Teacher College Visitation La Berliere, Houtaing - Belgium

Nowadays one useful device for students is a laptop, tablet,... with Wi-Fi or at least an internet
connection available for the student at university. Not so long ago, nobody knew about all this.

We are in 2018 and there are many references to May
1968, a revolutionary month in France for students’ rights and
more students’ democracy. At that time, a new era had begun.
But revolution is still on its way now because of technology.

Can anyone still think of learning with books only,
going to libraries for finding useful information; looking |
concepts up in encyclopedia; meeting people life or phoning
them to get their stories, accounts? It was the case 30 years ago
but these days we’d contact people by mail; we’d google for
information,...

However those connected reflexes can let us forget
an essential part of our relationships: real communication,
real interacting, being together and doing things together,
acting, moving.
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This project helps all of us, and especially younger ones who are born into technology, to share
activities: games, songs, dances, writing poems, reciting them and so much more.

New weekend concepts have been put on the
market: four days OFF, without any electronic device.
On the program, walking in the woods, preparing a
campfire or cookery workshops. Our well-connected
society needs a break but when you ask youngsters to be
on a camp during a few days without their mobiles or any
electronic devices, what are their reactions?

In the meantime our school develops digital
technology and has asked us to work with Google
classrooms and diaries....The new teaching programs include IT in them. So our world is really split in
two: connected or learning to disconnect... TURN ON OR TURN OFF?

References
https://www.barry.edu/library-services/about/mission-statement.html
https://www.netnanny.com/blog/imessage-the-surprising-social-networking-platform-for-teens/

https://www.123rf.com/photo_85347278 teenagers-camping-in-nature-sitting-at-bonfire-.html

SOCIAL NETWORKS AND THE ILLUSION OF TRUE CONNECTION

Teacher Carnu Irina ,,Marcel Guguianu” Technical College, Zorleni - Vaslui, Romania

The electronic connection does not seem to satisfy the fundamental need for genuine contact. In
fact, what seems to have emerged is the illusion of social connection through an environment that keeps
us on alert dopamine receptors when we anticipate, like Pavlov's dogs, the following "ping" that promises
to give us the novelty and pleasure of a SMS, internet message, tweet, update on Facebook or a picture on
Instagram. Perhaps it is as Johann Hari concluded in his TED presentation: "I have begun to believe more
and more that these connections we have - which we believe we have - are a sort of parody of human
connection ". He continued, explaining: "If you go through a crisis in life, you will notice something - not
those who follow you on Twitter will be the ones who will stand next to you. Facebook friends will not
be the ones who help you fix things. They will be your friends in flesh and bone with which you have
face to face relationships, deep and tinted and well-rounded.

Hari's knowledge is confirmed by the evolutionary anthropologist dr. Robin Dunbar of Oxford.
Nearly two decades ago, he proposed a now-famous theory, according to which a person may have 150
knowledge, but only about five close relationships - our brain simply can not process more. The number
of 150, also known as Dunbar's number, was a unit of measure for the ,,cognitive limit of the number of

individuals with whom a person can maintain stable relationships."
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The most intimate Dunbar Number is five: these are the closest friends - the narrow circle of trust -
which we call in the most serious situations, such as the three morning crises. Dunbar found surprisingly
that they remained constant throughout human history: the size of the typical hunter-gatherer community
was about 150, just like the average size of a small village over the centuries. Interestingly, social
networks have not really affected this dynamics. When they checked whether Twitter had changed this
number of relationships that users continue to maintain, Bruno Gongalves and colleagues from Indiana
University found that the number of individuals people could track was between 100 and 200 stable
connections . In these networks, you can share, share, or like with your friends on Facebook, or you can
look at the same hysterical clip on YouTube with a chimpanzee who dances, but it's not like doing
together - is a phenomenon that Dunbar called ,,synchronicity of the shared experience." Let's look
beyond social networks: if | tell you to look at a funny movie I've seen last week, to deepen our
relationship it's just not like seeing it together.

There could also be a physiological aspect of friendship that Facebook friends can never replace.
In the last few years, Dunbar and his colleagues have researched the importance of physical contact. ,,\We
underestimate the importance of touching the social world,” he said. She already knew that endorphin
secretion is active when primates take care of one another; we now know that the same is true for people.
In a series of studies, Dunbar and his colleagues have shown that light touching triggers an endorphin
reaction, important for creating a personal bond. According to Dunbar, our skin has a set of neurons,
present in all mammals, which react to light caresses, but not to other types of touch. Dunbar is worried
about the negative developmental impact that our new digital world will have on children. We know from
previous research of social interaction that early childhood experiences are crucial in the development of
those brain areas dedicated to social interaction, empathy and other interpersonal skills. If we first deprive
a child of interaction and touch because they are socializing for the most part, those areas will not develop
fully. How does that Child of the Screen look like an elderly man digitally grown? "This is the great
unknown. | have not seen yet through adulthood an entire generation that grew up with things like
Facebook, "Dunbar said. "It is quite simple to imagine that we will get less social in the future, which
would be a disaster, because we need to be more social - our world has become so great.” Yes, ironically,
we will be more embarrassed social networking era. "As Hari pointed out, | created a real connection
parody; our 500 Facebook friends give us the illusion that we are socially connected, often at the price of
real friends, in meat and bones. What happens to a person - especially a child - who does not have these
connections in real life and feels already isolated and sad? In these cases, the illusion of connection is, in
fact, more bad than good.
The great myth of ,,social networking as a genuine and meaningful social link" has been unveiled by
studies that correlate these networks with affective disorders and a greater incidence of mental problems.
Facebook, with 1.23 billion active users, did not lead to happiness; Instead, it has led to a phenomenon
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known as "Facebook depression,"” in which, the more someone has "friends" on Facebook, the greater the
likelihood of depression. There is also the dual problem that "the longer a person spends on social
networks and the more he communicates through messages, the more likely he is for depression alone but
also for technology dependency , which only enhances isolation and disconnection from healthier
activities and authentic, meaningful, face-to-face social contacts.
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RETELELE DE SOCIALIZARE SI ILUZIA ADEVARATEI CONECTARI

Prof. Carnu Irina- Colegiul Tehnologic ,,Marcel Guguianu”, Zorleni - Vaslui, Romania

Conectarea electronicad nu pare sa ne satisfacd nevoia fundamentald de contact autentic. De fapt,
ceea ce se pare ca a aparut este iluzia conectarii sociale printr-un mediu care ne tine continuu in alerta
receptorii de dopamina cand noi anticipdm, asemenea cainilor lui Pavlov, urmatorul ,,ping” care promite
sa ne ofere noutatea si placerea unui SMS, mesaj pe internet, tweet, update pe Facebook sau a unei poze
pe Instagram. Poate ca este asa cum concluziona Johann Hari in prezentarea lui de la TED:,, Am inceput
sa cred din ce in ce mai mult ca aceste conectari pe care le avem- pe care credem ca le avem- sunt un fel
de parodie a conectdrii umane”. A continuat explicand:,, Daca treci printr-o criza in viata, vei observa
ceva- nu cei care te urmaresc pe Twitter o sa fie cei care iti vor sta alaturi. Nu prietenii de pe Facebook o
sa fie cei care te ajuta sd repari lucrurile. Vor fi prietenii tdi in carne si oase cu care ai relatii fatd in fata,
profunde si nuantate si bine conturate.”

Cunoasterea lui Hari este confirmati de antropologul evolutiv dr.Robin Dunbar, de la Oxford. In
urma cu aproape doua decenii, el a propus o teorie acum celebrd, conform careia o persoana poate sa aiba
150 de cunostinte, dar numai vreo cinci relatii apropiate- creierul nostru pur si simplu nu poate sa
prelucreze mai multe. Numarul de 150, cunoscut si ca numarul lui Dunbar, era o unitate de masura pentru
,» limita cognitiva a numarului de indivizi cu care o persoand poate intretine relatii stabile.”

Cel mai intim Numdr Dunbar este cinci: acestia sunt prietenii cei mai apropiati- cercul restrans al
increderii- pe care ii sunam in situatiile cele mai grave, cum ar fi crizele de la trei dimineata. Dunbar a
descoperit, surprinzitor ca acestea au ramas constante pe tot parcursul istoriei umane: dimensiunea
comunitatii tipice de vanatori- culegdtori era de aproximativ 150, exact ca dimensiunea medie a unui sat
mic de-a lungul veacurilor. Interesant, retelele de socializare nu au afectat cu adevarat aceasta dinamica.

Cand au verificat daca Twitter a schimbat acest numdr de relatii pe care utilizatorii continua sd le
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intretind, Bruno Gongalves si colegii lui de la Universitatea Indiana au descoperit cd numarul indivizilor
pe care oamenii reuseau si-i urmireasca era tot intre 100 si 200 de conexiuni stabile. In aceste retele poti
sa dai ,,share” sau ,,like” la ceva impreuna cu prietenii de pe Facebook, sau poti sa te uiti la acelasi clip
isteric de pe YouTube cu un cimpanzeu care danseaza, dar nu e totuna cu a face impreuna- e un fenomen
pe care Dunbar l-a numit,, sincronicitate a experientei Tmpartasite”. Sa privim dincolo de retelele de
socializare: daca va spun sa va uitati la un film amuzant pe care eu l-am vazut saptamana trecuta, pentru
aprofundarea legaturii noastre pur si simplu nu e totuna cu a-1 vedea impreuna.

Ar putea exista si un aspect fiziologic al prieteniei pe care prietenii de pe Facebook nu-l pot
inlocui niciodata. In ultimii cativa ani, Dunbar si colegii lui au cercetat importanta contactului fizic. ,,Noi
subestimdm cat de importantd este atingerea in lumea sociald”, a spus el. Stia deja ca secretia de endorfina
se activeaza cand primatele se ingrijesc una pe alta; acum stim ca acelasi lucru e valabil si pentru oameni.
Intr-o serie de studii, Dunbar si colegii lui au aritat ci atingerea usoarid declanseazi o reactic a
endorfinelor, importanta pentru crearea unei legaturi personale. Potrivit lui Dunbar, pielea noastra are un
set de neuroni, prezenti la toate mamiferele, care reactioneaza la mangaieri usoare, dar nu si la alte tipuri
de atingere. Dunbar e ingrijorat si in privinta impactului negativ pentru dezvoltare pe care noua noastra
lume digitald il va avea asupra copiilor. Stim, din cercetarea anterioard a interactiunii sociale, ca
experientele din copildria timpurie sunt cruciale In dezvoltarea acelor zone cerebrale dedicate interactiunii
atingere pentru ca ei socializeaza in cea mai mare parte, acele zone nu se vor dezvolta pe deplin. Cum va
ardta ca om in varsta acel Copil al Ecranului crescut digital? ,,Aceasta e marea necunoscutd. Nu am vazut
incd trecand prin varsta adulta o Intreaga generatie care a crescut cu lucruri ca Facebook”, a spus Dunbar.
,,Este destul de simplu de imaginat cd vom ajunge mai putin sociali in viitor, ceea ce ar fi un dezastru,
pentru cd avem nevoie sa fim mai sociali-lumea noastra a devenit attt de mare.” Da, ironic, vom fi mai
stingheriti social in era retelelor de socializare. ,, Dupa cum sublinia Hari, am creat o parodie de conectare
adevdrata; cei 500 de prieteni ai nostri de pe Facebook ne dau iluzia ca suntem conectati social, de multe
ori cu pretul prieteniilor adevarate, in carne si oase. Ce se intampla cu o persoana- in special cu un copil-
care nu are aceste conexiuni in viata reald si se simte deja izolatd si tristi? In aceste cazuri, iluzia
conectdrii face , de fapt, mai mult rau decat bine.

Marele mit al,,retelei de socializare ca legiturd sociala autentica si semnificativa” a fost demascat
de catre studii care coreleaza aceste retele cu tulburari afective si cu o incidentd mai mare de probleme
mintale. Facebook, cu cei 1,23 miliarde de utilizatori activi, nu a dus la fericire; in loc de asta, a dus la un
fenomen cunoscut ca ,,depresie Facebook™, in care, cu cat cineva are mai multi ,,prieteni” pe Facebook,
cu atat mai mare e probabilitatea depresiei. Mai exista, problema dubld care consta in faptul cd,, cu cat o
persoana petrece mai mult timp in retelele de socializare si cu cat comunicd mai mult prin mesaje, cu atat

existd o probabilitate mai mare numai pentru depresie, ci si pentru dependenta de tehnologie, ceea ce nu
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face decat sa amplifice izolarea si deconectarea de la activitati mai sandtoase si de la contacte sociale
autentice, semnificative, fatd in fata.
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ERASMUS MOBILITIES. LET’S BECOME LANGUAGE FRIENDLY SCHOOLS

Teacher Chirea Iulia Clemence Mihaela - Theoretical High School ,, Carol I” Fetesti-
Ialomita, Romania

Teacher Ciortan Cristina-Mihaela - Theoretical High School ,, Carol I” Fetesti-
Ialomita, Romania

Running an Erasmus Project like Let’s become language friendly schools in our high school
,Carol I” Fetesti, lalomita County involves acquisitions related to linguistic, digital and social skills and
group relationships , too.

The coordinating country is Turkey and the partner countries are Romania, Bulgaria and Spain.
The project runs for two years: 2017- 2019.

The acquisitions mentioned above involve collaborative activities, group relationship which
encourages the brainstorming, the adoption of effective solutions and the collaboration within the project
team or with the project partners.

At the same time, the ongoing project facilitates the production of final products like
brochures, web pages, painting exhibitions or IT products, informative Power Point materials.

All of them can deliver contents or may have the role of them dissemination of activities, purchases with
beneficial effects on shaping the positive traits of will and character.

Participating in Erasmus Plus projects such as this one in our high school, the motilities in
different countries, with different cultures requires an exemplary lesson on diversity. By working with
colleagues with different cultures, students acquire the first civic proclamation of diversity. They can
understand how people differentiate themselves through a lot of thing but it also resembles what is most
important - HUMANITY.
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MOBILITATI ERASMUS - LET’S BECOME LANGUAGE FRIENDLY SCHOOLS

Prof. Chirea Iulia- Clemence - - Liceul Teoretic,,Carol I” Fetesti - [alomita, Romania

Prof. Ciortan Cristina- Mihaela - Liceul Teoretic,,Carol I” Fetesti - lalomita, Romania

Derularea unui proiect de tip Erasmus + , ca LET’S BECOME LANGUAGE FRIENDLY
SCHOOLS , desfasurat in perioada 2017-2019, in Liceul Teoretic ,,Carol I,, Fetesti, lalomita, avand ca
tara coordonatoare Turcia si tari partenere Romania, Bulgaria, Spania implicd achizitii legate de
competentele lingvistice, digitale si competente sociale, de relationare la nivelul grupului. Acest lucru
presupune activitati de tip colaborativ, respectiv participarea la activitati in grupuri de lucru (in care se iau
decizii, sunt identificate solutii, se initiaza actiuni in scopul rezolvarii problemelor vizate, se aplica
modalitati democratice de lucru, se impart roluri si se asuma responsabilitatea indeplinirii acestor roluri),
relationare de grup care incurajeazd dialogul de idei si adoptarea de solutii eficiente, precum
si colaborarea in cadrul echipei de proiect ori cea cu partenerii de proiect, sau manifestarea capacitatii
actionale a participantilor la munca in echipa. In acelasi timp, proiectul, in desfasurare inca, faciliteaza
realizarea unor produse finale - brosuri, pagini Web, expozitii de picturd sau produse IT, materiale ppt
cu caracter informativ, care pot transmite continuturi sau pot avea rol de diseminare a activitatilor,
achizitii cu efecte benefice asupra conturarii trasaturilor pozitive de vointa si de caracter.

Participarea la proiectele Erasmus Plus, ca cel din liceul nostru, cu mobilitati in Turcia, Bulgaria,
Spania, in perioada 2017- 2019, presupune o lectie exemplara referitoare la diversitate, sociala sau de gen,
diversitate culturala, religioasd, etnicd. Prin colaborarea cu colegi apartindtori unor culturi diferite, elevii
dobandesc primele achizitii civice referitoare la diversitate, putand intelege ca oamenii se diferentiaza

printr- o mulfime de lucruri dar se si aseamnana in ceea ce este mai important, umanitatea.

TRAINING OF SOCIAL COMPETENCES WITH THE HELP OF THE GAME METHOD
IN HISTORY LESSONS

Teacher Ciurea Viorica, "Anton Pann" Secondary School, Craiova, Dolj County

Motto: "With a child you can do anything as long as you play with him." (Leopold Otto von Bismarck)

The modernization of Romanian education by focusing on a student can be achieved by

teaching and learning the eight key competences (communication in a native language, communication in
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a foreign language, mathematical, scientific and technological competence, digital competence, learning
to learn, social and civic competences, initiative and entrepreneurship, and cultural awareness and
expression) in lifelong learning strategies as recommended by the European Union (1).

The game is a learning ("learning games™) method which involves the use of the elements of the
game in achieving educational objectives and achievements. The method of didactic games (learning by
play) belongs to the category of simulation methods based on the fictitious action of the pupils, along
with the dramatization method (learning by dramatization). The didactic game can be included in the
system of didactic strategies with excellent results, because it responds best to the age specifics of the
students and stimulates their interest and curiosity. The association of the term "didactic” of the game
aims at emphasizing the instructive component of the activity and highlighting that it is organized in order
to obtain informative and formative endpoints specific to the educational process. The defining feature of
the game is to combine the instructive element with the fun element, ensuring a complete unity between
the teaching task and the action of the game. Combining the instructive-educational element with the fun
element in the course of the game, which aims at the pupils experiencing emotional states that stimulate
participation in the play activity and contributes to the development of the different components of the
personality of those involved in the game. Didactic play facilitates the assimilation, consolidation, and
knowledge building process, fosters the development and formation of balanced cognitive structures (2).
According to Jerome Bruner, the game "is an admirable way to make students actively participate in the
learning process” (3), providing a framework favorable to the study and boosting initiative and creativity.
The lesson is refreshed and animated using the game method and skills are formed. Teaching must be
seen as a "serious activity, which happily supports the understanding of problems, the fixation and
modeling of lasting skills, the fulfillment of personality. In the game, the child contributes to the task,
achieving a genuine, participative learning” (4). During the game, the student is absolutely necessary to
realize that he / she is in a learning situation and that he / she needs to benefit from the information
provided by the game or processed through it. Teaching games fall under the rules of games category and
can be defined by the obligation to observe the rules that specify the paths to be followed by students in
the play of the game. With the help of the didactic game, the knowledge of the students is strengthened,
synthesized and enriched and can be used in new, new contexts. The constitutive elements of the game
are the following: the purpose of the game, the content of the game, the didactic task, the rules of the
game and the elements of the game. The teaching game combines functions and learning tasks with a
pleasant and attractive form of play and mobilizes participants' natural energies, triggering specific
psychic states. Teaching games require children's intellect to solve some tasks individually. With the help
of the didactic game, learning becomes more interesting, more attractive, more pleasant, and makes it
easier to learn unpredictable qualities of learners. Each teaching game combines unitary instructional and

exercise with fun. An essential feature is the creation of favorable conditions for the application of

24



knowledge and the practice of skills and abilities formed in the context of other pleasant activities. With
the help of the didactic game in the history lessons, the observation spirit develops and focuses the
student's attention, contributing to the formation of independent work skills. If the didactic games
complement the lesson, they can be grouped according to the objectives pursued, they are used in all
curricular areas and according to the type of lesson, they are used as a means of teaching, assimilation,
consolidation, systematization and knowledge recapitulation. Through the didactic game, social and
communication skills are formed and inventiveness, flexibility of thinking, the spirit of cooperation and
team develops. The game can be both a teaching method of teaching and a teaching process in the case of
demonstrating a characteristic of the history lesson. In the realization of the didactic game, several stages
must be followed: introduction into the game; execution of the game; complicating the game and ending
the game. Didactic play can not be carried out at random, that it must pursue the fulfillment of several
sine qua non conditions: the purpose and tasks of the lesson; his early preparation by the professor, the
variety, the combination of the form of entertainment and the learning, his use in the moments when the
students give fatigue, the involvement of the pupils in the game activity does not affect the time allocated
to the lesson, the indication of differentiated didactic tasks in order to remain behind in learning, etc.

In history lessons, play plays an important role in evoking and enhancing notions, concepts and
content. Educational games are prepared by the history teacher before the lesson, depending on the
content and interest of the students. In the teaching-learning activity of history, several types of didactic
games are known: the play of historical names, notions and concepts, the contest with historical
questions, the Robingo contest or "Who knows, wins!" the location of cities, empires or kingdoms, etc.
(5). The game of historical notions takes the form of notes that the teacher writes on various historical
nobles ("Neolithic”, "Pharaoh”, "Papyrus”, "War", "Revolt”, "Armistice”, "Politeist”, "Troc", etc.),
historical events (peloponnesian war, medical wars, neolithic revolution, agrarian revolution, etc.) that
students want to remember. Students are asked to extract a note and to explain, to briefly define the
inscribed historical notions and events, then explain the correct answer out loud. The teacher appreciates
the correct answer and the other students, after defining the historical notion, compare their own
definition with that of the pupil who extracted the note. The game of historical notions can also be
organized by teams. The first team formulates the definitions of historical notions and the second one has
to indicate the name of historical notions (The first team defines the following definition "temporary
suspension of military actions following an agreement between belligerents”, while the team must
indicate the answer correctly "the armistice™). The second team receives a score for each correct answer,
and if the team has indicated a wrong answer the point moves to the first team. The team with the highest
score is declared winner. In the case of the game of team-building notions, various social competences are
formed: intragroup mutual support, mutual support, communication, but also intergroup competitiveness.

The Robingo or "Who knows, wins!" Game takes place as contests based on questions that represent a
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single word, historical time, or syntax in response. The statements are addressed to the entire class of
students, the students who know raise the first hand and are answerable. If wrong answer, another student
will give the correct answer (What is the name of the ruler of ancient Egypt? Answer: pharaoh What is
the year of founding ancient Rome? Answer: 753 BC What is called the shift from Manufacturing to
factory production? Answer: industrial revolution).

Given that today's students are increasingly attracted to the Internet, tablet and smartphone
(Touchsreen  generation), teaching games can Dbe used: The Young Historian
(https://learningapps.org/display?v=prleybe7k16) or the Application Kahoot (https://kahoot.it/). These
applications allow pupils to be more active and autonomous in the process of learning or recapping and
setting historical knowledge at the stage of teaching as a formative assessment or even as a summative
assessment (6). The use of these didactic games with computer applications has many advantages:
objectivity in the evaluation of results, immediate feed-back for teacher and student, stress factor
reduction, centralization and storage of results, diversification of evaluation modalities, interactivity,
development of perspicacity, attention, creativity, at teacher's level it is noticeable to improve the quality
of instructional-educational activity and at the level of pupils the development of social competences
related to the development of self-control, mutual understanding and self-confidence, of course, besides
the development of digital competencies. Game narration of historical itineraries takes place in the form
of draws or the teacher's directions, they get a route. Each student presents historical localities, related
events that are marked on the map.

Role play and / or dramatized learning is a method of simulating reality, an intellectual
exercise, the significance of which approximates the meaning of games for learning or educational games.
Rolling play is a method that gives students various opportunities to demonstrate what they know but,
above all, what they can do to build skills and skills. Role play consists of simulating a situation in which
the student is required to perform certain operations, take certain attitudes and assume responsibilities,
solve problems. Applying this teaching method implies a good knowledge of pupils' age peculiarities and
presupposes establishing the necessary steps in the exercise of the assumed roles (7). Through the staging
of sequences from the historical reality, there is the advantage of student awareness of some experiences,
thoughts and the search for solutions to problem solving, the development of communication and
cooperation, participation in teamwork, creativity, empathy and initiative, and not last but not least the
formation of social competences. In performing role-playing, pupils use other methods such as: problem-
solving, case study, debate, comparison, etc. Role-playing are two types of general-purpose games (a.
Game play, b. Arbitrage game, c. Decision-making, d. Game representation), and specific games. The
competition involves the use by the teacher of the potential of several students within a team, the
participation of all its members, the diversification of didactic tasks and the teaching materials used: song

fragments, sequences of artistic films, simple questions of knowledge, portraits, images etc. The class is
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divided into two or more groups, the rules of the game (mandatory for all) and the time allocated are
announced. In the course of a teaching activity the pupils hear two stanzas from the song "Pass the
Romanian Battalions, the Carpathians /For arms with leaves and flowers / Waiting for success, the
brothers are waiting for you / With heart to passers-by. /Transylvania, Transylvania, Transylvania is
calling / hope is only for us/ Kiss your parents and brothers / And then go to war "and get as a task:
Where, when and on what occasion was this song played? Or, with the help of the video projector,
Nicolae Grigorescu's painting "Smardan Attack™ is displayed and the students receive a task: ldentify the
historical event illustrated in Grigorescu's painting. The arbitrage game aims to resolve a conflict
between two people or groups and engages: conflicting parties, arbitrators, experts. Used in history
lessons, arbitrage play requires the use of historical sources, documents, critical analysis of events (who
wrote, with what intent, what attitude to the events described), to form attitudes, to support his point of
view in the "court". For example, the Court of History: the Act of August 23, 1944 is analyzed; several
students perform various roles: King Mihai I, Marshal lon Antonescu, Foreign Minister Mihai Antonescu,
leaders of the political parties: luliu Maniu, Constantin IC Bratianu , Titel Petrescu, Lucretiu Patrascanu,
Emil Bodnaras. The class of students is divided into two groups: a group of accusations, represented by
prosecutors and a defense group represented by defense attorneys. Each team brings arguments or counter
arguments in analyzing the attitudes of each character played by students involved in the Act of 23
August 1944. After the roles are assigned, the rules of the game are announced, the teacher moderates the
activity, and the other students form the court of jury. Each team supports their pleadings using historical
documents, and jurors will publicly discuss and "give justice™ to the one who was most convincing,
motivating their decision. The game requires prior preparation of space, materials, etc. The decision game
simulates a confrontation with a critical decision situation. Students have to "enter the skin" of the
distributed character and make the right decisions. In this case, pupils have to live the events during the
characters played, make sometimes contradictory decisions. to change them, to doubt them, as their real
characters in the past. For example: The teacher will play the role of King Carol I, who had to accept the
adoption of Romania's neutrality of the global conflict between Germany and Austria-Hungary on one
hand and Antanta (France, Great Britain and Russia) on the other hand despite the existence of an alliance
treaty signed by Romania with the Triple Alliance (Germany, Austro-Hungary and Italy) in 1883 and the
German origin of the Romanian sovereign. Students divided into two teams: the Anthantophiles headed
by lonel Bratianu and Take lonescu and the Germanophils headed by Petre P. Carp, who analyzed the
position of Romania in the Crown Council on the triggered conflict. Each team will support its decision
based on historical documents, motivating support for neutrality or participation in war on the basis of
compliance with the concluded treaty. The game representation of the structures resembles the decisional
game in that it captures the social hierarchy. In this case, it describes how an institution operates. For
example, there are sequences from the Burebista movie, then the students choose the king, the high priest
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Deceneu, the aristocracy (“"tarabostes”), common population (comati), slaves, etc., prepare their speech
(individually) and improvise the debates carried out by the great King Burebista and his counselors about
the civil conflict in Rome between Pompey and Caesar.

The use of the game's method in the lessons of history contributes to the formation of social

skills, the development of initiative, teamwork, pupils' activation and intrinsic motivation to study history.
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FORMAREA DE COMPETENTE SOCIALE CU AJUTORUL METODEI JOCULUI IN
CADRUL LECTIILOR DE ISTORIE

Prof. Ciurea Viorica, Scoala Gimnaziala "Anton Pann,,, Craiova, judetul Dolj

Motto: “Cu un copil poti face orice, atdta timp cdt te joci cu el.” (Leopold Otto von Bismarck)

Modernizarea invatdmantului romanesc prin centrarea pe elev poate fi realizat in urma predarii si
invatarii celor opt competente-cheie (comunicarea intr-o limba maternd, comunicarea intr-o limbad
strdaind, competenta matematicad, stiintifica si tehnologica, competenta digital, a invdta sa invefi,
competente sociale §i civice, spirit de initiativa si antreprenoriat §i sensibilizare si exprimare cultural) in

strategiile de invatare pe tot parcursul vietii potrivit Recomandéarii Uniunii Europene (1).

Jocul reprezintd o metoda didactica (in limba englezad “learning games”)ce presupune
valorificarea elementelor de joc in atingerea obiectivelor si a finalitatilor educationale. Metoda jocurilor
didactice (invatarea prin joc) apartine categoriei metodelor de simulare care se bazeaza pe actiunea
fictiva a elevilor, alaturi de metoda dramatizarii (invatarea prin dramatizare). Jocul didactic poate fi inclus
in sistemul strategiilor didactice cu rezultate deosebite, deoarece raspunde cel mai bine particularitatilor
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de virsta ale elevilor si stimuleaza interesul si curiozitatea acestora. Asocierea termenului "didactic"
jocului are drept scop accentuarea componentei instructive a activitatii si evidentierea faptului ca acesta
este organizat in vederea obtinerii unor finalitdti informative si formative specifice procesului de
invatamant. Nota definitorie a jocului o reprezinta imbinarea elementului instructiv cu cel elementul
distractiv, asigurand o unitate deplin intre sarcina didacticd si actiunea de joc. Imbinarea elementului
instructiv-educativ cu elementul distractiv in cadrul desfasurarii jocului care sa aiba drept finalitate trairea
de catre elevi a unor stari afective care stimuleaza participarea la activitatea ludica si contribuie la
dezvoltarea diferitelor componente ale personalitatii celor antrenati in joc. Jocul didactic faciliteaza
procesul de asimilare, de fixare si de consolidare a cunostintelor, favorizeaza dezvoltarea si formarea de
structuri cognitive echilibrate (2). Potrivit conceptiei lui Jerome Bruner, jocul “constituie o admirabila
modalitate de a-i face pe elevi sa participe activ la procesul de invatamdnt” (3), oferind un cadru
favorabil studiului si impulsionind initiativa si creativitatea. Lectia este inviorata si animata cu ajutorul
metodei jocului si se formeaza aptitudinile. Jocul didactic trebuie vazut ca o “activitate serioasd, care
sprijind, in mod fericit, intelegerea problemelor, fixarea si modelarea unor deprinderi durabile,
implinirea personalitdtii. In joc, copilul contribuie la indeplinirea sarcinii, realizind o invitare autenticd,
participativa” (4). In timpul jocului didactic elevul este imperios necesar si isi dea seama ci se afld intr-0
situatie de invatare si ca trebuie sd beneficieze de informatia furnizatd de joc sau prelucratd prin
intermediul acestuia. Jocul didactic se incadreaza in categoria jocurilor cu reguli si poate fi definit prin
obligativitatea respectarii regulilor care precizeaza cdile ce trebuie urmate de elevi in desfasurarea actiunii
ludice. Cu ajutorul jocului didactic cunostintele elevilor se consolideaza, se sintetizeaza si Imbogatesc si
pot fi valorificate in contexte noi, inedite. Elementele constitutive ale jocului didactic sunt urmatoarele:
scopul jocului, continutul jocului, sarcina didactica, regulile jocului si elementele de joc. Jocul didactic
imbina functii si sarcini de invatare cu forma placuta si atractivd a jocului si mobilizeaza energiile
naturale ale participantilor, declangaza stari psihice specifice. Jocurile didactice solicita intelectul copiilor
pentru a rezolva unele sarcini in mod individual. Cu ajutorul jocului didactic invatarea devine mai
interesanta, mai atractiva, mai placutd si pune mai usor in evidenta calitati nebanuite ale celor ce invata.
Fiecare joc didactic imbind unitar momentul instructiv si exercitiul cu cel distractiv. O caracteristica
esentiald consta in crearea unor conditii favorabile pentru aplicarea cunostintelor si exersarea priceperilor
si deprinderilor formate In contextul altor activitdti placute. Cu ajutorul jocului didactic in cadrul lectiilor
de istorie se dezvoltd spiritul de observatie si se concentreaza atentia elevului, contribuind la formarea
unor deprinderi de munca independenti. In cazul in care jocurile didactice vin in completarea lectiei
acestea pot fi grupate dupa obiectivele urmarite, sunt folosite in cadrul tuturor ariilor curriculare si dupa
tipul lectiei, sunt folosite ca mijloc de predare, asimilare, consolidare, sistematizare si recapitulare a
cunostintelor. Prin intermediul jocului didactic se formeazd competentele sociale si de comunicare si se

dezvoltad inventivitatea, flexibilitatea gandirii, spiritul de cooperare si de echipa. Jocul poate deveni atat o
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metoda didactica de instruire, cat si un procedeu didactic in cazul demonstrarii unei carcateristici a lectiei
de istorie. In realizarea jocului didactic trebuie urmirite cateva etape: introducerea in joc; executarea
jocului; complicarea jocului si incheierea jocului. Jocul didactic nu poate fi desfasurat la intamplare, ca
trebuie sa urmareasca indeplinirea mai multor conditii sine qua non: scopul si sarcinile lectiei; pregatirea
lui din timp de catre professor, varietate, imbinarea formei de divertisment cu cea de invatare, folosirea
lui in momentele in care elevii dau semen de oboseald, antrenarea elevilor in activitate de joc, sd nu
afecteze timpul alocat lectiei, indicarea unor sarcini didcatice diferentiate in vederea ramanerii in urma la

invatatura, etc.

In cadrul lectiilor de istorie, jocul are un rol important in evocarea si consolidarea notiunilor, a
conceptelor si continuturilor. Jocurile didactice sunt pregatite de profesorul de istorie inainte de lectie, in
functie de continuturi si de interesul elevilor. In activitatea de predare-invitare a istoriei sunt cunoscute
mai multe tipuri de jocuri didactice: jocul denumirilor istorice, notiunilor si conceptelor, concursul cu
intrebari pe teme istorice, concursul de tip Robingo sau ”Cine stie, cdstiga!”, jocuri cu harta muta pentru
localizarea unor orase, imperii sau regate, etc. (5). Jocul notiunilor istorice se desfatoara sub forma unor
biletele pe care profesorul noteaza diferite notini istoric (“neolitic”, “faraon”, “papirus”, “razboi”,

’

“rascoala”, armistitiu”, “politeist”, "troc”, “imperiu”, “satrapie”, €tc), evenimente istorice (razboiul
peloponesiac, razboaiele medice, revolutia neoltica, revolutie agrara, etc.) pe care doreste ca elevii sa si
le aminteasca. Elevii sunt solicitati s extraga cate un biletel si sa explice, sa defineasca pe scurt notiunile
si evenimentele istorice inscrise, dupa care explica cu voce tare raspunsul correct. Profesorul apreciaza
raspunsul correct, iar ceilalti elevi, dupd ce au definit notiunea istoricd, compara propria lor definitie cu
cea a elevului care a extras respectivul biletel. Jocul notiunilor istorice se poate organiza si pe echipe.
Prima echipad formuleaza definitiile notiunilor istorice, iar a doua trebuie sd indice denumirea notiunilor
istorice (Prima echipa formuleazd definitia urmatoare “suspendare temporara a actiunilor militare in
urma unui acord intre patile beligerante,,, in timp ce cea de-a doau echipd trebuie sd indice raspunsul
corect “armistitiul”’). A doua echipd primeste un puncte pentru fiecare radspuns correct, iar in cazul in care
echipa a doau indica un raspuns gresit punctul trece la prima echipa. Echipa cu cel mai mare punctaj este
declarati cistigitoare. In cazul jocului notiunilor istorice pe echipe se formeazi diverse competente
sociale: de intrajutorare intragrupald, de sprijin reciproc, de comunicare dar si de competivitate
intergrupala. Jocul de tip Robingo sau ”Cine stie, cdstiga!”se desfasoara sub forma unor concursuri pe
baza unor intrebdri care reprezinta ca raspuns un singur cuvant, un timp istoric sau o sintagma. Enunturile
sunt adresate intregii clase de elevi, elevii care stiu ridica primii mana si sunt pusi si raspunda. In cazul in
care gresesc raspunsul, un alt elev va da raspunsul correct (Cum se numea conducatorul Egiptului antic?
Raspuns: faraon, Care este anul fondarii Romei antice? Raspuns: 753 i. Hr.; Cum se numeste trecerea de

la productia manufacturiera la productia de fabrica? Raspuns: revolutia industriala).
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Avand 1n vedere cd elevii din zilele noastre sunt atrasi tot mai mult de internet, tabletd si
smartphone  (generatia Touchsreen) se pot utiliza jocuri didactice: "Tanarul istoric"

(https://learningapps.org/display?v=prleybe7k16) sau Aplicatia Kahoot (https://kahoot.it/). Aceste

aplicatii permit elevilor sa fie mai active si autonomi in procesul de invétare sau de recapitulare si fixare a
cunostintelor istorice, in etapa de predare, ca evaluare formativa sau chiar ca evaluare sumativa (6).
Utilizarea acestor jocuri didactice cu ajutorul aplicatiilor informatice prezintd numeroase avantaje:
obiectivitate in evaluarea rezultatelor, feed-back imediat pentru profesor si elev, reducerea factorului de
stress, centralizarea si stocarea rezultatelor, diversificarea modalitdtilor de evaluare, interactivitate,
dezvoltarea perspicacitatii, atentiei, distributivitatii si creativitatii, la nivelul cadrelor didactice este
observabila imbunatatirea calitatii activitatii instructive-educative iar la nivelul elevilor sunt observabile
dezvoltarea competentelor sociale legate de dezvoltarea autocontrolului, a intelegerii reciproce si a
increderii in sine, bininteles pe langa dezvoltarea competentelor digitale. Evocarea prin joc a unor
itinerarii istorice se desfasoara sub forma tragerii la sorti sau la indicatiile profesorului, primesc un

traseu. Fiecare elev prezinta localitatile istorice, evenimentele legate de acestea care sunt notate pe harta.

Jocul de rol sau/ si invafarea dramatizata este o metoda de simulare a realitdtii, un exercitiu
intelectual, a carui semnificatie se apropie de sensul expresiilor games for learning sau education games.
dar mai ales, ceea ce pot sa facd ducand la formarea de priceperi si deprinderi. Jocul de rol consta in
simularea unei situatii in care elevul este pus sd indeplineasca anumite operatii, sa ia anumite atitudini si
sd-si asume raspunderi, sd rezolve probleme. Aplicarea acestei metode didactice presupune o buna
cunoastere a particularitatilor de varsta ale elevilor si presupune stabilirea pasilor necesari n exercitarea
rolurilor asumate (7). Prin punerea in scena a unor secvente din realitatea istorica existd avantajul
constientizarii de cdtre elev a unor trairi, ganduri si cautarea unor solutii in rezolvarea problemelor,
dezvoltarea comunicarii si a cooperdrii, a participdrii la lucru in echipd, a creativitatii, empatiei si
initiativei si nu in ultimul rand a formarii competentelor sociale. In realizarea jocului de rol elevii
apeleaza la alte metode, precum: problematizarea, studiul de caz, dezbaterea, comparatia, etc. Jocurile de
rol sunt de doua tipuri: jocuri cu caracter general (a. jocul de competitie; b. jocul de arbitraj; c. jocul de
decizie; d. jocul de reprezentare a structurilor) si jocuri cu caracter specific. Jocul de competitie
presupune valorificarea de catre profesor a potentialului mai multor elevi din cadrul unei echipe,
participarea tututor membrilor acesteia, diversificarea sarcinilor didactice, a materialelor didactice
folosite: fragmente de melodii, secvente din filme artistice, simple intrebari de cunoastere, portrete,
Iimagini etc. Clasa este impartita in doua sau in mai multe grupuri, se anunta regulile jocului (obligatorii
pentru toti) si timpul alocat. In acdrul unei activititi didactice elevii audiazi doud strofe din cantecul
“Treceti batalioane romane, Carpatii/

La arme cu frunze si flori/ V-asteapta izbanda, v-asteapta si fratii/ Cu inima la trecatori.
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Ardealul, Ardealul, Ardealul ne cheama/ Nadejdea e numai la noi
Saruta-ti copile parintii si fratii/ Si-apoi sa mergem la razboi” si primesc ca sarcind de lucru: Unde, cand
si cu ce ocazie a fost interpretat acest cantec? Sau se afiseaza cu ajutorul videoproiectorului tabloul lui
Nicolae Grigorescu “Atacul de la Smdrdan” si elevii primescdrept sarcind de lucru: Identificati
evenimentul istoric ilustrat in tabloul lui Grigorescu. Jocul de arbitraj urmareste solutionarea unui
conflict dintre doud persoane sau grupuri si angajeaza: partile aflate in conflict, arbitri, experti. Utilizat in
cadrul lectiilor de istorie, jocul de arbitraj necesitd folosirea de surse istorice, documente, analiza critic a
unor evenimente (cine a scris, cu ce intentie, ce atitudine are fatd de evenimentele descrise), de a-si forma
atitudini, de a a-si sustine punctul de vedere in “instanta”. De exemplu: Sala de judecata a istoriei: se
analizeazd Actul de la 23 august 1944- mai multi elevi interpreteaza diverse roluri: regele Mihai I,
maresalul Ion Antonescu, ministrul de externe Mihai Antonescu, lideri ai partidelor politice: luliu Maniu,
Constantin 1. C. Bratianu, Titel Petrescu, Lucretiu Patrascanu, Emil Bodndras. Clasa de elevi este
impartitd in doua grupe: o grupa a acuzdrii, reprezentatd de procurori §i o grupa a apdararii reprezentata de
avocatii apararii. Fiecare echipd aduce argumente sau contraargumente in analizarea atitudinilor fiecarui
personaj interpretat de elevi implicat in Actul de la 23 august 1944. Dupa repartizarea rolurilor sunt
anuntate regulile jocului, profesorul modereaza activitatea, iar ceilalti elevi formeaza curtea de jurati.
Fiecare echipa 1isi sustin pledoariile lor folosind documentele istorice, iar juratii vor discuta public si vor
“da dreptate” celui care a fost mai convingatoare, motivandu-si decizia. Jocul necesita o pregatire
prealabila a spatiului, a materialelor etc. Jocul de decizie simuleaza o confruntare cu o situatie decizionalad
de maximd importantd. Elevii trebuie sd “intre in pielea” personajului distribuit si sd ia deciziile
corespunzitoare. In acest caz, elevii trebuie si triiasci evenimentele petrecute in timpul personajelor
Jucate, sa ia decizii uneori contradictorii. sa le schimbe, sd se indoiasca de ele, ca si personajele lor reale
din trecut. De exemplu: Profesorul va juca rolul regelui Carol | care a trebuit sa accepte adoptarea
neutralitdtii Romanei fatd de conflictul mondial declansat Intre Germania si Austro-Ungaria, pe o parte si
Antanta (Franta, Marea Britanie si Rusia), pe de alta parte, in ciuda existentei unui tratat de aliantd semnat
de Romania cu Tripla Alianta (Germania, Austro-Ungaria si Italia) Tn 1883 si a originii germane a
suveranului romén. Elevii impartiti in doud echipe: antantofilii in frunte cu Ionel Bratianu sui Take
Ionescu si germanofilii in frunte cu Petre P. Carp, care au analizat in Consiliul de Coroana pozitia
Romania fata de conflictul declansat. Fiecare echipa isi va sustine decizia adoptata pe baza documentelor
istorice motivand sustinerea neutralitatii sau participarea la rdzboi in virtutea respectarii tratatului
incheiat. Jocul de reprezentare a structurilor se aseamana cu jocul decizional prin faptul ca surprinde
ierarhia sociald. In cazul acestuia, se prezintd modalitatea de functionare a unei institutii. De exemplu Se
vizioneaza secvente din filmul “Burebista”, apoi elevii aleg regele, marele preot Deceneu, aristocratia

(,,tarabostes”), populatia de rand (”comati), sclavi, etc., 1isi pregatesc discursul (in mod individual) si
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improvizeaza dezbaterile purtate de marele rege Burebista si sfatuitotii sdi cu privire conflictul civil de la
Roma dintre Pompei si Cezar.

Folosirea metodei jocului in cadrul lectiilor de istorie contribuie la formarea de competente
sociale, la dezvoltarea initiativei, a lucrului in echipa, la activizarea elevilor si a motivatiei intrinseci fata
de studiul istoriei.
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DEVELOPMENT OF SOCIAL CHILDREN 'S COMPETENCES

Primary school teacher Colgiu Florentina - Cindesti Gymnasium School - Buzau -
Romania

Socio-emotional education has often been viewed with skepticism, being considered beyond the

major objectives of schooling. The arguments behind this skeptical attitude highlight the need for teachers
to focus their efforts on academic performance, as time is limited and insufficient to address other issues,
such as social skills, despite their merit.
The social behaviors of children are mostly acquired through their modeling and explicit learning, with
the support of parents and teachers. What is modeling? The child observes adult behavior and imitates it.
Which means that when we propose to teach children the social and emotional abilities that represent the
autonomous and balanced life skills, it is necessary to offer them as our model our own behavior as our
parents and ourselves as educators, teachers . Children learn from what we do, adults, and what we teach
them to do.

Our behavior as parents, as teachers or educators, will be reflected in the social behaviors of

children, how they solve social problems and manage their own emotions. The message is simple: when
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we want to support children to develop their social and emotional skills, we start by paying attention to
our own behavior. What are the social behaviors that we encourage, how do we manage our own
emotions? What are our beliefs about emotions and basic social behaviors such as empathy, cooperation,
problem solving, negotiation? How do we react when we are angry or sad? What does the children learn
from our own reactions?

Social and emotional skills are important resources that we aim to develop in children to ensure
their adaptation to life. Skills are exercised within the relationships the child establishes with the
significant person in his or her life. The behaviors of adults, parents and educators are the main context in
which to learn social and emotional skills. Our cognitive responses (what we think), emotional (what we
feel) and behavioral (how we react) shape children's attitudes and behaviors.

Let's take, for example, the study of one of the basic social skills, namely empathy. Recent studies
indicate that empathy, as the essential social ability of children, is a skill influenced by the behavior of
parents and educators. Empathy can be defined as follows:

- The ability to manage your own emotions;
- The ability to become aware of one's own emotions and of others;
- The ability to look at a situation from the perspective of the other.

The way in which parents and educators behave, explains the child's social behavior that he
follows.

Socializing pupils through the game

In the generally accepted assertion, socialization means the assimilation of social experience
(knowledge, norms, roles, ideals), the formation of productive, organizational capacities, conceptions,
opinions, personality traits, social intelligence, development of values, needs , motives and personal or
collective aspirations.

Socialization includes both motoring and enrichment of cognitive content, affective modeling and, in
general, the broad acceptance of human experience. The language, the logical-formal operations, the
knowledge and the practical ways of acting, the rules of behavior are all within its sphere.

Socialization is not limited to social learning, which is one of its basic mechanisms, alongside
social influence, social control, social pressure and social creativity. However, social learning is, to a
large extent, responsible for the formation of the psychosocial level of social conscience

In psychology, the socialization process is seen as an essential aspect of personality development.
Within her, the issue of socialization has been highlighted in particular since the twentieth century, the
research being driven by Freud's theories. Significant personalities, such as Mead, Wallon, Vitgotski,
Piaget, have been involved in their work on aspects of socializing the child. Mead's research has

highlighted the role of human interactions, language and attitudes, in the formation of the "ego". He

34



considers that role-learning, when the child identifies itself with a certain social status, with its goals and
norms, attitudes and expectations, is the most important condition for the formation of the "ego".

Vitgotski (1971) points out that socialization is a permanent confrontation of the child with his
social environment, in which he teaches his language, thus reaching out to socializing his thoughts and
ideas. He introduced into psychology the concept of "social development situation”, including in its
sphere the combined effects of internal and external agents of development. This "situation™ is
characteristic of each stage, defining the special dynamics of mental development in a given period.
Piaget (1970) emphasizes the role of knowing the psycho-hereditary heritage in evaluating the results
obtained and the expected ones in the process of socializing the individual, because, due to the hereditary
characteristics of the child, "the process of socialization does not reduce itself to fixing certain
fingerprints on a rag tabula .

Social psychology, as an interdisciplinary science, refers to socialization in the dynamics of the
two factors: the social environment and the individual, showing that social learning takes place under the
influence of the social environment, but that this environment is part of the individual himself, who is so
socialized, and socializing agent. As a result, both social learning and its content, such as imitation,
identification, role-learning, the formation of internal control processes, self-image, the modeling of
interpersonal relationships-aggression, sympathy, addiction, as well as the social structures in which these
phenomena occur.

The mechanisms of the social learning process, such as imitation, identification, role-learning,
self-image formation, self-control processes, sympathetic conditions, addiction, were studied by
psychologists and sociopsychologists such as Logan, Olmsted, Schwartz, Stevens, Maccoby and D.
Cambell. The investigations to date on the socialization process have drawn attention to the priority of
interpersonal relationships among ways of influencing the child's psychological development.

The first interpersonal contacts of the children were closely followed. In this sense, Chateau
(1970) shows that, immediately after birth, the child becomes "a personality” in social existence, has a
name and a role, a civic existence. The period up to 2-3 years, when the child himself can become aware
of his existence and position in the immediate social environment, is defined by the author by the term
"humanization" as opposed to later socialization. The study of a large number of pre-school and small
school pupils led Nastasescu-Cruceru (1980) to the detachment of three kinds of interpersonal
relationships at this age: strictly personal relations (based on sympathy-antipathy), appreciative working
relationships and interpersonal relations . The installation and branching of such links between children is
the most social aspect of the small school period. They often leave a mark on the success of social
integration of the individual. From this point of view, pre-school and school education must provide all
means and ways to facilitate the integration of children into groups of congregants, to develop their
sociability, creating favorable conditions for the construction of a network of inter-children links.
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Research to date has highlighted the importance of the group of conquerors, which, at a certain stage,
becomes indispensable to the child for his social apprenticeship. Only in a group is the child able to
compare, assess his / her capacities and limits, form his / her own more objective image, important
prerequisites for his / her subsequent placement in new groups and, in general, in society.

Underlining the importance of social development of the child, psychopedagogy studies also
mention some ambiguities that persist in the notional field itself, as well as insufficient deepening through
concrete research into the social development of the child. Simplifying, one can say that in childhood,
social development is equivalent to socialization. This interpretation does not fit the unanimous views of
psychologists. Thus, Wallon (1959, according to Gugiuman and Curcan, 1999) considers that the whole
way to relate to others, even the forms of emotional communication, is a social behavior, and Chateau
(1970) considers socialization to be inappropriate because childhood does not correspond to integration in
the society of a "pre-social beings"”. On the other hand, Piaget does not consider social behavior of the
child in relation to another, unless the relationship reaches a degree of reciprocity, which implies a
distance between one child and another. However, regardless of psychological school, the voices of
specialists constantly claim that in all motric, cognitive, affective areas, the progressive purchases of the
child are mediated through relationship with one another.

Hurtig (1974, after Gugiuman and Curcan, 1999), deepening Piaget's ideas, underlines the role of
verbal communication in the social development of the child, moving from monologue to collective
monologue, then dialogue or true multidirectional communication mediated by game. Even the play
activity is initially solitary, and only after the children have been able to overcome the "parallel games"
phase, starting to communicate and associate, realizing genuine social relationships.

This dynamics is illustrated by Piaget through the steps taken by the child's moral judgment. Thus,
the child proceeds from a moral realism, in which the adult's judgment represents the absolute (but
external) value, progressively enters the values and builds a personal system that signifies access to moral
autonomy, being an aspect of autonomy, supports social development. The progress of autonomy is a
solid measure of adaptation to the social environment. Autonomy and social adaptation are
complementary. Autonomy means differentiation, and adaptation means compliance to the social
environment. Interpreted in correlation, it follows that integration goes through adaptation to reality, an
adaptation that can not be achieved beyond the autonomy that the child gains during the learning of the
roles and statuses that mark at each age both the initiatives and the limits . This form of learning is
identified with what Paul Muresan (1980) calls the "social learning process” by which individual and
collective behaviors of a cognitive, affective, moral, professional and social nature are acquired and
developed and which is not confused with socialization, being one of its mechanisms.

Studying the stages of development has outlined the arguments that all children are going through

a normal social development process that is not entirely dependent on the living environment in which
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they grow. Thus, the anxiety of unknown people in the first year of life is not the result of a wrong
education, but the natural consequence of the child's awareness of his relationship with the known adults
around him.

The small school institution marks an important change, requiring the child new relationships with
adults and other children of near age. Every child has to learn "life in common", learn the "equality" of
how he is treated by the adult, learn to co-operate, acquire a relative autonomy, and relate to another.

Through the variety and nature of the activities proposed to the child, the school institution
contributes to the child's adaptation and socialization. In order to stimulate the social development of the
child, namely the skills of association and cooperation, dramatic games play a special role. These games
intensify the maturation of children even more so they are closer to real life. Real-life real-life games
announce the adult roles of the future. Thus, games such as "Family," "Doctor," "Shop," help children to
clarify their images of the world they belong to. The roles interpreted suggest their social skills, introduce
them into the real social atmosphere. In order to achieve its purpose, the teacher must help the children
organize the class so as to suggest the environment of each activity.

Children's fantasy can be encouraged by promoting imaginative games. Thus, through miniatures,

children can imagine real figures. In the "Soldiers™ game, the use of plastic soldiers allows imagination of
various game strategies, as miniaturization allows them to play "Farm".
By offering the possibility to improvise, dramatic games develop the child both socially and emotionally.
In stimulating the child's social development, together with dramatic games, imaginative games or
spontaneous play, particularly useful are stories and stories read and discussed with children, books with
social life images, picture stories, and albums of children's work. Regardless of the central focus of an
activity, the school setting is an environment of excellence, social. The organization of expressive
activities for the development of social behavior essentially aims at accelerating its formation. However,
this training is conditioned by how the teacher will know how to control the behavior, and that control:
focusing children's attention on desirable behaviors, redirecting negative behaviors - such as hostility,
aggression, irritation - towards positive behavior, the warmth of the voice and the form addressing,
diminishing the child's negative feelings, as jealousy or frustration, through his positive programming,
through approval, encouragement, stimulation, and collective emulation.

Speaking of the aspirations of post-modernity education, Gough (2001) specifies that it is
necessary to recognize and stimulate the development of cognitive constructs whose origin is in the social
sphere, interested in their socio-genetic process. She argues that a (post) modern science education is
needed, one that is democratic and recognizes the social constructs and the multicultural nature of science
in its global context, and that it also needs a pedagogy that draws attention to the direct process in which
knowledge is produced and recognized, in which the agents of knowledge are concrete, visible and

socially placed.
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Given the fact that an optimal education is not one that cultivates its qualities, how can the
didactic framework achieve in its class an increase in social development in the students it guides?
Considering its role as facilitator of knowledge, the goal of the teacher is to teach students how to think.
He must undo their thoughts, awaken their curiosity, ignite their minds, because man does not become, he
Is perfect.

Second, because the social marking of tasks and situations has proved effective, it is good to recommend
using it. For this, it is indispensable to propose tasks and situations whose presentation refers to social
needs or social knowledge familiar to the learner.

The tasks proposed to students should have a playful color, be attractive and stimulate creativity.
In support of this goal, Negret-Dobridor (2001) points out that play and creation are our deepest sense.
Playful learning and creative learning seem to be the real human forms of learning and work, and learning
to learn has effects that seem incredible only because learning through the law of minimal effort has

become the most common, most common learning.
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DEZVOLTAREA COMPETENTELOR SOCIALE ALE COPIILOR

Prof. Inv.primar Colgiu Florentina - Scoala Gimnaziala Cindesti, Buzau - Romania

Educatia socio-emotionald a fost adesea privita cu scepticism, fiind considerata in afara
obiectivelor majore ale activitatii scolare. Argumentele pe care se sprijina aceasta atitudine sceptica scot
in evidenta nevoia cadrelor didactice de a-si concentra efortul pe performantele academice, deoarece
timpul este limitat §i insuficient pentru a se adresa altor probleme, cum ar fi competentele sociale, in
pofida meritului lor.

Comportamentele sociale ale copiilor se dobandesc, in cea mai mare masurd, prin modelare si
invatare explicitd a acestora, cu sprijinul parintilor si al profesorilor. Ce inseamnd modelare? Copilul
observa comportamentul adultilor si il imitd. Ceea ce inseamna ca, atunci cand ne propunem sa ii invatam
pe copii abilitatile sociale si emotionale, care reprezintd abilitatile de viatd autonoma si echilibrata, este
necesar sa le oferim ca model propriul nostru comportament, al nostru ca parinti si al nostru ca educatori,
profesori. Copiii invata din ceea ce facem noi, adultii, sidin ceea ce ii invatam sa faca.

Comportamentul nostru ca si paringi, ca si profesori sau educatori se va reflecta in
comportamentele sociale ale copiilor, modul in care acestia rezolva problemele sociale si isi gestioneaza
propriile emotii. Mesajul este simplu: cdnd ne propunem sa ii sprijinim pe copii sa isi dezvolte
competentele sociale si emotionale, incepem prin a fi atenti la propriul nostru comportament. Care sunt
comportamentele sociale pe care le incurajam, cum ne gestionam propriile noastre emotii? Care sunt
convingerile noastre despre emotii si comportamentele sociale de baza, cum ar fi empatia, cooperarea,
rezolvarea de probleme, negocierea? Cum reactiondm atunci cand suntem furiosi sau tristi? Ce invata
copiii din propriile noastre reactii?

Abilitatile sociale si emotionale reprezintad resurse importante pe care urmarim sa le dezvoltam la
copii, pentru a le asigura adaptarea la viatd. Abilitatile se exerseaza in cadrul relatiilor pe care copilul le
stabileste cu persoanele semnificative din viata sa. Comportamentele adultilor, parinti si educatori,
reprezintd principalul context de invatare a abilitatilor sociale si emotionale. Reactiile noastre cognitive
(ce gandim), emotionale (ce simtim) si comportamentale (cum reactiondm) modeleaza atitudinile si
comportamentele copiilor.

Sa luam, de exemplu, studiul uneia dintre abilitatile sociale de baza, si anume empatia. Studii recente
ne indica faptul cd empatia, ca abilitate sociald esentiald a copiilor, este o abilitate influentata de
comportamentul parintilor si al educatorilor. Empatia poate fi definitd astfel:

- abilitatea de a-ti gestiona propriile emotii;

- abilitatea de a constientiza propriile emotii si ale celorlalti;

- abilitatea de a privi o situatie din perspectiva celuilalt.
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Felul in care se comporta parintii si educatorii, explicd comportamentul social al copilului, pe care
acesta 1l urmeaza.

Socializarea elevilor prin joc

In asertiunea general acceptati, socializarea inseamna asimilarea experientei sociale (cunostinte,

norme, roluri, idealuri), formarea capacitatilor actionale (productive, organizatorice, etc.), a conceptiilor,
opiniilor, a trasaturilor de personalitate, a inteligentei sociale, dezvoltarea valorilor, trebuintelor,
motivelor si a aspiratiilor personale sau colective.
Socializarea include atat organizarea motrica, cat si imbogatirea continuturilor cognitive, modelarea
afectiva si, in general, insusirea largd a experientei umane. Limbajul, operatiile logico-formale,
cunostintele si modalitatile practice de actionare, normele de comportament sunt toate cuprinse in sfera
acesteia.

Socializarea nu se reduce la invatarea sociald, care reprezinta unul din mecanismele de baza ale
acesteia, alituri de influenta sociald, controlul social, presiunea sociald si creativitatea sociala. Invitarea
sociala insa, este, Tn cea mai mare masurd, responsabild de formarea nivelului psihosocial al constiintei
sociale.

In psihologie, procesul de socializare este privit ca un aspect esential al dezvoltirii personalitatii.
In cadrul ei, problema socializarii s-a evidentiat, in special, incepand cu anii doudzeci, cercetarile fiind
impulsionate de teoriile lui Freud. Personalitati marcante, ca Mead, Wallon, Vigotski, Piaget, s-au ocupat,
in lucrarile lor, de aspectele socializarii copilului. Cercetérile lui Mead au scos in evidentd rolul
interactiunilor umane, al limbajului si al ludrilor de atitudini, In formarea ,.eului”. El considerd ca
insusirea de roluri, atunci cand copilul se identifica cu un anumit status social, cu teluri si norme, atitudini
si asteptari aferente acestuia, constituie condifia cea mai importantd pentru formarea ,,eului”.

Vigotski (1971) scoate in evidenta faptul ca socializarea este o permanenta confruntare a copilului
cu mediul sdu social, in care el invatd limba, ajungand astfel la socializarea gandurilor si ideilor sale. El a
introdus in psihologie conceptul de ,situatie sociald a dezvoltarii”, incluzand in sfera acesteia efectele
conjugate ale agentilor interni si externi ai dezvoltarii. ,,Situatia” respectiva este caracteristicd fiecarei
etape, definind dinamica speciald a dezvoltarii psihice intr-o anumita perioada. Piaget (1970) accentueaza
rolul cunoasterii patrimoniului psiho-ereditar in evaluarea rezultatelor obtinute si a celor scontate, 1n
procesul de socializare a individului, deoarece, datoritd caracteristicilor ereditare ale copilului, ,,procesul
socializarii nu se reduce la a fixa anumite amprente pe o tabula rasa.

Psihologia sociala, ca stiinta interdisciplinara, priveste socializarea in dinamica celor doi factori:
mediu social si individ, aratand ca invatarea sociala se petrece sub influenta ambiantei sociale, dar ca din
aceastd ambiantd face parte insusi individul, care este in acest fel atat socializat, cat si agent socializant.
Drept urmare, sunt studiate in acest cadru, atat invatarea sociald si confinutul ei, ca imitatia, identificarea,

invatare de roluri, formarea unor procese de control interior, a imaginii de sine, modelarea unor relatii
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interpersonale-agresivitate, simpatie, dependenta, cat si structurile sociale in care se petrec aceste
fenomene.

Mecanismele procesului de ,,invatare sociala”, ca imitatia, identificarea, invatarea de roluri,
formarea imaginii de sine, a proceselor de autocontrol, conditiile de aparitic a simpatiei, a dependentei, au
fost studiate de psihologi si sociopsihologi ca Logan, Olmsted, Rosner, Schwartz, Stevens, Maccoby si D.
Cambell. Investigatiile de pana in prezent, privind procesul de socializare, au atras atentia asupra
prioritdtii raporturilor interpersonale printre modalitatile de influentare a dezvoltarii psihice a copilului.

S-a urmirit indeaproape instaurarea primelor contacte interpersonale ale copiilor. In acest sens,
Chateau (1970) arata ca, imediat dupa nastere, copilul devine ,,0 personalitate” in existenta sociala, are
un nume $i un rol, o existenta civica. Perioada pana la 2-3 ani, cand copilul nsusi poate lua cunostinta de
existenta si pozitia sa in mediul social imediat, este definitd de catre autor prin termenul de ,,umanizare”,
spre deosebire de ,,socializarea” de mai tarziu. Studierea unui numar mare de prescolari si scolari mici a
condus-o pe Nastasescu-Cruceru (1980) la desprinderea a trei feluri de raporturi interpersonale la aceasta
varsta: relatii strict personale (bazate pe simpatie-antipatie), relatii de lucru si relatii interpersonale
apreciative. Instalarea si ramificarea unor astfel de legdturi intre copii constituie aspectul cel mai
pregnant, din punct de vedere social, al perioadei scolare mici. Acestea isi lasd deseori amprenta asupra
reusitei integrarii sociale a individului. Din acest considerent, educatia prescolara si scolara trebuie sa
asigure toate mijloacele si cdile de a facilita integrarea copiilor in grupuri de covarstnici, sa le dezvolte
sociabilitatea, creand conditii favorabile contruirii unei retele de legaturi inter-copii. Cercetarile de pana
in prezent au evidentiat importanta grupului de covarstnici, care la o anumita treapta, devine indispensabil
copilului, pentru ucenicia sa sociald. Numai in grup, copilul are posibilitatea sd se compare, sa isi
evalueze capacitatile si limitele, sd is1 formeze imaginea de sine, mai obiectivd, premize importante in
incadrarea sa ulterioara in noi grupuri si, in general, Tn societate.

Subliniind importanta dezvoltarii sociale a copilului, studiile de psihopedagogie mentioneaza, in
acelasi timp, unele ambiguitati care persista in insusi domeniul notional, cat si insuficienta aprofundarii
prin cercetdri concrete a dezvoltarii sociale a copilului. Simplificand, se poate spune ca, in copilarie,
dezvoltarea sociald este echivalentd cu socializarea. Aceastd interpretare nu intruneste parerile unanime
ale psihologilor. Astfel, Wallon (1959; dupa Gugiuman si Curcan, 1999) considera ca intregul mod de a
relationa cu ceilalti, chiar si formele comunicarii emotionale, reprezintd un comportament social, iar
Chateau (1970) considera impropriu termenul de socializare, deoarece copildria nu corespunde integrarii
in societate a unei ,,fiinte dinainte asociale”. Pe de altd parte, Piaget nu considera social comportamentul
copilului in relatie cu altul, decat atunci cand relatia atinge un grad de reciprocitate, ceea ce implica o
distanta intre un copil si altul. Insi, indiferent de scoala psihologica, vocile specialistilor sustin constant
ca, in toate domeniile-motric, cognitiv, afectiv- achizitiile progresive ale copilului sunt mediate prin

raportul relational cu altul.
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Hurtig (1974; dupa Gugiuman si Curcan, 1999), aprofundand ideile lui Piaget, subliniaza rolul
comunicdrii verbale in dezvoltarea sociald a copilului, care trece de la faza de monolog la monolog
colectiv, apoi la dialog sau la o veritabild comunicare multidirectionala, mediata de joc. Chiar si
activitatea ludica este, la inceput, solitara si numai dupa ce copiii au putut depasi faza ,,jocurilor paralele”,
incepand sa comunice si sd se asocieze, realizeaza veritabilele raporturi sociale. Aceastd dinamica este
ilustratd de Piaget prin etapele parcurse de judecata morala a copilului. Astfel, copilul pleacd de la un
realism moral, in care judecata adultului reprezintd valoarea absolutd (dar exterioard), interiorizeaza
progresiv valorile si si construieste un sistem personal care semnifica accesul la autonomia morala, care
fiind un aspect al autonomiei, sustine dezvoltarea sociala. Progresele autonomiei sunt masuri solidare de
adaptare la mediul social. Autonomia si adaptarea sociala sunt complementare. Autonomia semnifica
diferentieri, iar adaptarea semnificd conformarea la mediul social. Interpretate in corelatie, rezultd ca
integrarea trece prin adaptarea la realitate, adaptare ce nu se poate realiza in afara unei autonomii pe care
copilul o castigd pe parcursul Tnvatarii rolurilor si status-urilor care i marcheaza, la fiecare varsta, atat
initiativele, cat si limitele. Aceastd forma de invatare se identificd cu ceea ce Pavel Muresan (1980)
numeste ,,procesul invatarii sociale”, prin care sunt achizitionate si dezvoltate comportamentele
individuale si colective de naturd cognitiva, afectiva, morald, profesionala si socialda si care nu se
confunda cu socializarea, fiind unul din mecanismele acesteia.

Studierea etapelor dezvoltarii a conturat argumente conform carora toti copiii trec printr-un proces
normal de dezvoltare sociala, care nu este in totalitate dependent de mediul de viata in care acestia cresc.
Astfel, anxietatea fatd de persoanele necunoscute, in primul an de viata, nu este rezultatul unei educatii
gresite, ci consecinta fireascd a constientizarii de catre copil a relatiei sale cu adultii cunoscuti din
preajma sa
Institutia scolard micd marcheaza o schimbare importanta, impunand copilului relatii noi cu adultii si cu
alti copii de varsta apropiatd. Fiecare copil trebuie sd invete ,,viata In comun”, sd invete ,.egalitatea”
modului 1n care este tratat de adult, sa invete sd coopereze, sd dobandeasca o relativa autonomie si sa se
raporteze la altul.

Prin varietatea si natura activitatilor propuse copilului, institutia scolara contribuie la adaptarea si
socializarea copilului. Pentru stimularea dezvoltdrii sociale a copilului, mai precis abilitatilor de
relationare §i cooperare, un aport deosebit il au jocurile dramatice. Aceste jocuri intensificd maturizarea
copiilor cu atdt mai mult cu cat ele sunt mai apropiate de viata reald. Jocurile cu roluri reale din viata
anuntd rolurile viitoare ale adultilor. Astfel, jocurile de tipul ,,De-a familia”, ,,De-a doctorul”, ,,.De-a
magazinul”, ii ajutd pe copii sa isi clarifice imagini despre lumea céreia 1i apartin. Rolurile interpretate le
Sugereaza abilitatile sociale, 1i introduc in atmosfera sociald reald. Pentru a-si atinge menirea, profesorul

trebuie sa 1i ajute pe copii sa organizeze clasa astfel incat sa sugereze mediul propriu fiecarei activitagi.
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Fantezia copiilor poate fi incurajata prin promovarea jocurilor imaginative. Astfel, prin
intermediul miniaturilor, copiii pot si isi imagineze figuri reale. In jocul ,De-a soldatii”, folosirea
soldateilor din plastic permite imaginarea diverselor strategii de joc, dupa cum realizarea animalelor in
miniaturd le permite sa se joace ,,De-a ferma”.
social, cat si emotional. In stimularea dezvoltarii sociale a copilului, alituri de jocurile dramatice, jocurile
imaginative sau jocul spontan, deosebit de utile sunt povestile si povestirile citite si discutate cu copiii,
cartile cu imagini din viata sociald, povestirile dupa tablouri si albume cu fotografii din activitatea
copiilor. Indiferent de obiectivul central al unei activitati, cadrul scolar este un mediu, prin excelenta,
social. Organizarea unor activitifi expresive pentru dezvoltarea comportamentului social vizeaza, in
esentd, accelerarea formarii acestuia. Aceastd formare este insa conditionatd de modul in care profesorul
va sti sa controleze comportamentul, acest control urmarind:focalizarea atentiei copiilor spre
comportamentele dezirabile,redirectionarea unor conduite negative-cum ar fi ostilitatea, agresivitatea,
iritarea- spre conduite pozitive, prin caldura vocii si forma de adresare,diminuarea sentimentelor negative
ale copilului, ca gelozia sau frustrarea, prin programarea sa pozitiva, realizatd de aprobare, incurajare,
stimulare si emulatie colectiva.

Vorbind despre dezideratele educatiei post-moderniste, Gough (2001) specifica faptul ca este
necesara recunoasterea si stimularea dezvoltarii constructelor cognitive, a caror origine se afla in social,
interesandu-ne de procesul lor socio-genetic. Ea sustine ca este nevoie de o (post) moderna stiintd a
educatiei, una care este democratica si recunoaste constructele sociale si natura multiculturala a stiintei in
contextul sau global si cd, de asemenea, este nevoie de o pedagogie care atrage atentia asupra procesului
direct in care cunoasterea este produsa si recunoscutd, In care agentii cunoasterii sunt concreti, vizibili si
amplasati social.

Dat fiind faptul cd o educatie optimd nu este una care ii cultiva calitdtile, cum poate cadrul
didactic sd realizeze, in clasa lui, o sporire a dezvoltdrii sociale la elevii pe care ii indruma?
Considerandu-si rolul sau de facilitator al cunoasterii, scopul profesorului este sa-si invete elevii cum sa
gandeascd. El trebuie sa le descatuseze gandurile, sa le trezeasca curiozitatea, sd le aprinda mintile,
deoarece omul nu devine, el se desavarseste.

In al doilea rand, pentru ci marcajul social al sarcinilor si al situatiilor s-a dovedit eficace, este
bine sd recomandam folosirea lui. Pentru aceasta, este indispensabil sd propunem sarcini i situagii a caror
prezentare trimite la necesitati sociale sau la cunostinte sociale familiare celui care Tnvata.

Sarcinile propuse elevilor ar trebui sa aiba o coloratura ludica, sa fie atractive si sa stimuleze creativitatea.
In sustinerea acestui deziderat, Negret-Dobridor (2001) precizeaza ca jocul si creatia tin de rostul nostru

adanc. Invatarea ludica si invatarea creativa par sa fie adevaratele forme umane de invatare si de munca,
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iar ludicizarea invatarii are efecte ce par incredibile, numai pentru ca invatarea prin legea efortului minim
a devenit invatarea cea mai frecventa, cea mai obisnuita.
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THE TEACHER’S ROLE IN THE DEVELOPMENT OF THE STUDENT’S SOCIAL
SKILLS

Teacher Dobrea Gabriela-Geanina, "Mihai Eminescu” Highschool, Barlad, Vaslui -
Romania

As a social organization, the school is defined both as a formal system and as an environment of
informal interpersonal relationships, the informal psychosociological substructures being dependent on
the formal structure (norms and standards that sanction individual behaviours related to rules, control
procedures) and also being the ones that respond to the real needs of individuals.

The positive relating to others in school and extracurricular contexts, by exerting rights and
assuming responsabilities, showing the disponibility for social participation in the conditions of

respecting the rules of the group and valuing diversity (ethnic, cultural, linguistic, religious etc.), adopting
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a positive attitude towards himself and towards others, concerning his own cultural identity and the
identity of those who belong to different cultures, taking responsability for the consequences of the
choices made in school, extracurricular and professional situations, being open to empathy, diversity,
otherness and intercultural issues, expressing the option for a set of values that structure attitudes and
behaviours in different life situations, having an active and responsible attitude which encourages social
integration, taking part in social life by exerting active citizenship and by promoting cutural dialogue —
here are the social competences that a student needs to obtain at the end of highschool period.

The analysis of the problems of education should aim, as a priority, psychosocial phenomena,
from the act of learning to leadership and group interaction, from the role and personality to the
motivation and level of aspiration. Incidentally, there are two distinct areas which have as their object of
study social interaction between students and between students or teacher,the analysis of psychic
dynamics raised by the instructive interaction, and group psychology. It's the social school psychology,
studying the way in which thoughts, feelings, and behaviors of individuals are influenced by the real or
imaginary presence of others and the sociology of education. An important area of social psychology is
inter-group behaviour, which is related to the concept of social identity and which refers to any behavior
which involves the interaction of two or more representatives of two or more groups. In the field of inter-
group relations, there are, thus, two fundamental concepts: social categorization and social identity, the
latter being particularly relevant for the analysis of interactions in school. At the same time, it is known
that education is a social process, based on interaction, even in the context in which the purpose of the
training is individual progress, and school success and performance are directly dependent on mastering
the rules governing accepted behaviors in students groups and at school.

Firstly, we consider that it is necessary to build the social identity of pupils, a concept which aims,
in fact, the acquisition of skills and abilities. Social skills, assume capacities, dependability, prowess,
skills to initiate and maintain positive, functional, personal relations, to be accepted and to integrate the
various group formations, to act effectively as members of a team, to influence attitudes, to outline
opinions or even to influence the behaviours of our fellows. Those competences involve achieving a
comfortable level of functional communication, tolerance, empathy, openness to understand different
points of view, to manage conflict situations, resistance to stress and frustration. Teachers and parents, are
playing a decisive role in this direction. The classes of Counselling and guidance, as well as those in the
specialty that you are teaching should have exactly this primary objective, and the methods to be applied
are different: students must be taught to approach other people in a positive way, to express their wishes,
trends, preferences freely, to express their feelings, both positive and negative, in a clear manner, but
without direction to someone, to cultivate the ability to make decisions for themselves and present these
choices to other people, with the possibility of a change in a situation where others offer very good

suggestions. Also, encouraging students to show interest in obtaining information in order to know more,
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to learn new aspects in areas as varied as possible and putting them in a position to work and accomplish
tasks-projects, case studies, role-play games, debates, literary processes - in non-homogeneous groups in
terms of ethnic, religious, intellectual issues, and even in terms of age could constitute methods of
cultivation and development of social powers. Students learn, when working as a team, to assume an
active role in carrying out their duties, to concede in front of some plausible reasons, to call on the help of
their partners, to assume responsibilities, pay support to team members for the completion of projects, to
solve tasks in a team, to practice cooperative behaviour, to be empathetic. Professionally, where there is
empathy, conflicts are reduced and productivity increases. Empathy leads to the creation of a climate of
collaboration. A sympathetic person is helpful to others in resolving conflicts. In a world full of
challenges, where negotiation is important, we need all the empathy that we are able of. Any advice will
be easier accepted. Empathy also helps the person possessing this ability to calm others when they are
angry, to cheer up when they're sad and give them courage when they fear. As a result, their company will
be searched and preferred - both personally and professionally.

Secondly, as teachers, it is better to learn the kids to fall off of us, to be spiritually independent,
to encourage freedom of expression, to facilitate communication and interaction with both people of their
age, within the institutional, school, as well as in informal education contexts - themed excursions,
competition, to enrol pupils in various school clubs, ludic activities, to teach students the humor and
prepare them to tackle a difficult situations in a relaxed manner - as well as with adults belonging to
various socio-professional categories, who could become models for our students. Of course that's always
the personal example which will have the greatest influence and the discussion here is about the roles that
should be satisfied by a teacher. In this issue, Geissler summarizes the contradictions that the roles of a
teacher involve: the informer transmits, keeping the cold distance required by science; the partner advises,
calls, scolds, guides, brakes; the model establishes and provides moral requirements; the examiner tries to
be objective and impartial; the educator is especially concerned with the human nature of the "educated",
as a partner in the relationship, by passing on values and orientations of life; the specialist focuses on the
teaching and training. So we have to deal here with an intra-roles tension which concerns: partner versus
examiner; informer against distributor opportunities; model counter specialist. When the teacher manages
to get into all these roles at the same time, one can talk about a model for students and a professional able
to form the students’ social competences. Moreover, the new educational context puts the teacher in an
open educational space, which operates with previous experiences of learning; he becomes a mediator, a
facilitator whotrains, mediates, advises and helps students to develop and assess understanding, providing
models of interpersonal communication.

Therefore, an education of quality, provided by a system that offers stability and continuity,

instead of a permanent state of reform and sustained by professionals effectively interested in forming,
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not only in informing students cannot but contribute to the development of the social skills of the young
generation.
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ROLUL PROFESORULUI IN DEZVOLTAREA COMPETENTELOR SOCIALE ALE
ELEVULUI

Prof. Dobrea Gabriela-Geanina, Liceul Teoretic ,Mihai Eminescu”, Barlad, Vaslui -
Romania

Ca organizatie sociala, scoala se defineste, in egald masura, ca sistem formal si ca mediu de relatii
interpersonale informale, substructurile psihosociologice informale fiind tributare structurii formale
(reguli si norme care sanctioneazad conduitele individuale prin raportare la un regulament, proceduri de
control) si fiind si cele ce raspund nevoilor reale ale indivizilor.

Relationarea pozitiva cu ceilalti in contexte scolare i extrascolare, prin exercitarea unor drepturi
respectarii regulilor grupului si valorizarii diversitatii (etno-culturale, lingvistice, religioase etc.),
adoptarea unei atitudini pozitive fatd de sine si fata de ceilalti, fatd de identitatea culturald proprie si fata
de identitatea celor care apartin unor culturi diferite, asumarea responsabilitafii pentru consecintele
alegerilor facute in contexte scolare, extrascolare si profesionale, manifestarea deschiderii fatd de
empatie, diversitate, alteritate si interculturalitate, exprimarea optiunii pentru un set de valori care
structureazd atitudinile si comportamentele proprii in situatii variate de viatd, manifestarea unui
comportament pro-activ si responsabil care Iincurajeazd integrarea sociald si interculturalitatea,
participarea la viata civica prin exercitarea cetateniei active si prin promovarea dialogului intercultural
reprezintd competentele sociale pe care elevul trebuie sa le dobandeascd la finalul ciclului liceal de
invatamant.

Analiza problemelor educatiei trebuie sa vizeze, ca prioritate, fenomenele psihosociale, de la actul
de invatare la leadership si interactiune de grup, de la rol si personalitate la motivatie si nivel de aspiratie.
De altfel, existd doua domenii distincte care au ca obiect de studiu interactiunea sociald intre elevi si
profesor sau intre elevi, analiza dinamicilor psihice suscitate de interactiunea educativa, precum si
psihologia grupurilor. Este vorba despre psihologia sociala scolara, care studiaza stiintific felul in care
gandurile, sentimentele si comportamentele indivizilor sunt influentate de prezenta reala sau imaginara a
altora si de sociologia educatiei. Un domeniu important al psihologiei sociale este comportamentul

intergrupuri, care are legaturd cu conceptul de identitate sociala si care se referd la orice comportament ce
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presupune interactiunea a doi sau mai multi reprezentanti din doud sau mai multe grupuri. In domeniul
relatiilor intergrupuri, exista, astfel, doud concepte fundamentale: categorizarea sociald si identitatea
sociald, acesta din urmd fiind deosebit de relevant pentru analiza interactiunilor din clasa scolara.
Totodatd, este stiut faptul cd educatia este un proces social, bazat pe interactiune, chiar in contextul in
care scopul scolarizdrii este progresul individual, iar succesul scolar si performantele sunt direct
dependente de insusirea normelor ce guverneaza comportamentele acceptate in grupurile de elevi si in
organizatia care este scoala.

In primul rand, considerim ci este necesari construirea identititii sociale a elevilor, concept care
vizeaza, de fapt, dobandirea de competente si abilitati. Abilitatile sociale presupun capacitati, indemanari,
destoinicie, dibacie, priceperi de a inifia si Intretine relatii pozitive, functionale, personale, de a fi
acceptati si de a se integra in cele mai diferite formatiuni grupale, de a actiona eficient ca membri ai unei
echipe, de a influenta atitudini, de a contura pareri sau chiar de a influenta comportamentele semenilor
nostri. Aceste competente presupun atingerea unui nivel confortabil de comunicare functionald, toleranta,
empatie, deschidere pentru a intelege puncte de vedere diferite, de a administra situatii conflictuale,
rezistenta la stres si frustrare. Profesorii, ca si parintii, joaca un rol decisiv in aceasta directie. Orele de
Consiliere si orientare si cele de specialitate pe care le desfasurdm ar trebui sa aiba exact acest obiectiv
principal, iar metodele de aplicat sunt diverse: elevii trebuie Invatati sd se apropie de alte persoane in mod
pozitiv, sd-si exprime liber dorintele, preferintele, tendintele de actiune, sa-si exprime sentimentele, atat
pozitive, cat si pe cele negative Intr-o maniera clara, insa fara a le directiona cétre cineva, sa-si cultive
capacitatea de a lua decizii singuri si de a prezenta alegerea altor oameni, cu posibilitatea de a 0 modifica
in situatia In care ceilalti ofera sugestii foarte bune. De asemenea, incurajarea elevilor sa manifeste interes
pentru obtinerea de informatii pentru a sti mai multe, pentru a afla aspecte cat mai noi, din domenii cat
mai variate si punerea lor in situatia de a lucra si de a realiza activitati — proiecte, studii de caz, jocuri de
rol, dezbateri, procese literare — in grupuri neomogene din punct de vedere etnic, religios, intelectual si
chiar din punctul de vedere al varstei ar putea constitui modalitati de cultivare si dezvoltare a
competentelor sociale. Elevii invatd, in cadrul activitatilor de echipd, sd-si asume un rol activ in
indeplinirea sarcinilor, sd cedeze in fata unor contraargumente plauzibile, sa facad apel la ajutorul
partenerilor, sa-si asume responsabilitdti, sd acorde sustinere membrilor echipei pentru finalizarea unor
proiecte, sa rezolve sarcini in echipa, sa practice comportamente de cooperare, sa fie empatici. Pe plan
profesional, acolo unde exista empatie, conflictele sunt reduse si productivitatea creste. Empatia conduce
la crearea unui climat de colaborare. O persoand empatica este de ajutor altora in rezolvarea conflictelor.
Intr-o lume plina de provociri, unde negocierea este importanti, avem nevoie de toati empatia de care
suntem in stare. Orice sfat va fi mai usor acceptat. De asemenea, empatia ajutd persoana care poseda

aceasta abilitate sa-i calmeze pe ceilalti cand sunt furiosi, sa-i inveseleasca atunci cand sunt tristi si sa le
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dea curaj atunci cand se tem. Ca urmare, compania lor va fi cautata si preferata — atat pe plan personal cat
si profesional.

In al doilea rand, ca pedagogi, este bine si-i inviatim pe copii si se desprinda de noi, sa fie
independenti din punct de vedere spiritual, sd incurajdm libertatea de exprimare, sd le facilitam
comunicarea si interactiunea cu cei de varsta lor, in cadrul institutional al scolii, dar si in contexte
educationale informale — excursii tematice, competitii, inscrierea elevilor in diverse cluburi scolare,
activitati ludice care sid-i Invete pe elevi umorul si sa-i pregiateascd sd abordeze situatiile existentiale
dificile intr-o maniera relaxatd — dar si cu adulti din diverse categorii socio-profesionale, care le-ar putea
deveni modele. Desigur cd intotdeauna exemplul personal va avea cea mai mare influenta si aici discutia
este despre rolurile pe care ar trebui si le indeplineasca un profesor modern. in aceastd problema, Geissler
sintetizeaza astfel contradictiile indeplinirii rolului de profesor: informatorul transmite, pastrand distanta
rece impusd de stiintd; partenerul sfatuieste, apeleazd, admonesteazd, indruma, franeaza; modelul
stabileste si oferd cerinte morale; examinatorul se straduieste sd fie obiectiv si impartial; educatorul e
preocupat indeosebi de om, de ,,educat”, ca partener in relatia comuna, transmitand valori si orientdri de
viatd; specialistul se axeaza pe predare si instruire unitard. Avem de-a face deci cu o tensiune intra-roluri,
care se rezuma la: partener contra examinator; informator contra distribuitor de sanse; model contra
specialist. Cand profesorul reuseste sa intre in toate aceste roluri simultan, se poate vorbi despre un model
pentru elevi si despre un profesionist capabil sa formeze competente sociale educabililor. De altfel, noul
context educational pozitioneaza profesorul intr-un spatiu educational deschis, in care sunt exploatate
experientele anterioare de invatare; acesta devine si un mediator, un facilitator care antreneaza, mediaza,
consiliaza si-1 ajutd pe elevi sa-si dezvolte si sa-si evalueze intelegerea, furnizand modele de comunicare
interpersonala.

Asadar, o educatie de calitate, furnizatd de un sistem care sa ofere stabilitate si continuitate, in
locul starii continue de provizorat, si sustinuta de profesionisti interesati efectiv si de formarea, nu doar de
informarea elevilor, nu are cum sa nu contribuie la dezvoltarea competentelor sociale ale tinerilor.
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TIC INFLUENCE ON OUR LIVES

Primary school teacher Dobrea Monica - ,,Emil Racovita” Gymnasium School, Onesti -
Bacau - Romania
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Technology has so advanced that it is present everywhere in our lives, and there is almost no place
in the world where this important "fashion” of the last two centuries has not entered. Even if this
technological novelty was used only in the production process at the beginning, it has now reached our
homes, so life has changed radically. No one imagines that the world will be as it is today, and no one can
imagine what will be in the next ten years because things are evolving more and more rapidly in this
industry.

The use of information and communication technology (ICT) involves taking into account some
of the following issues:

- technical (hardware and software, vulnerability of computer systems),

- Managerial (of great utility in establishing business policy),

- legal (new regulations and laws, imposition of effective enforcement of legal provisions, punishment of
criminal acts, etc.),

- Educational (ICT users need to become aware of the potential functions and effects generated by the
technical means used and learn how and when to use them safely),

- ethics (ethics of IT),

- market (the competition and demand of users of technical means can generate many technical
improvements, both hard and soft).

Positive effects of ICT use

The socio-economic positive impact of ICT use can be structured on the following directions of

transformation of human society:

1. Transforming the way we communicate.
. Transforming the way we have information.
. Change the way we learn.
. Transforming the nature and the way we trade.
. Changing the way we work.
. Transforming healthcare practice.
. Transforming the way we design and manufacture goods.

. Transforming the way research is done.
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. Transforming the human-environment relationship.

. Modificarea modului de lucru al conducerii administrative.
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At present, in Romania as well as in the developed world, the use of ICT to support some very
important activities has been widely developed: administration of technological processes, administrative
activities of state institutions or private companies, educational, cultural and .a. Romania ranks among the
countries with the highest speed of the Internet and has a strong rate of growth in the use of modern means

of communication.
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INFLUENTA TIC ASUPRA VIETII NOASTRE

Prof. inv. primar Dobrea Monica - Scoala Gimnaziala , Emil Racovita”, Onesti- Bacau -
Romania

Minunile ultimelor generatii, calculatorul, telefonul, radioul, automobilul, avionul, au fost
inventate in ultimile doud secole. Ele au schimbat modul in care muncim si trdim si in care obtinem
informatia, modul in care interactionam cu vecinii, cu cunoscutii, modul in care ne organizam viata de
familie.

Tehnologia a avansat atat de mult Incat este prezentd peste tot in viata noastra si nu exista aproape
niciun loc de pe glob unde sa nu fi patruns acestd “moda” importanta a ultimelor doud veacuri. Chiar daca
la inceput, aceasta noutate tehnologica era folositd numai in procesul de productie, acum a ajuns si in
casele noastre, astfel cd viata ni s-a schimbat intr-un mod radical. Nu isi imagina nimeni cd lumea va
ajunge asa cum este astdzi si de asemenea nimeni nu isi poate imagina ce va fi In urmatorii zece ani,
pentru ca lucrurile evolueaza din ce in ce mai rapid in aceasta industrie.

Tehnologia informatiei si comunicatiile de noud generatie au un rol esential in toate procesele
economice si sociale si au totodata un impact pozitiv in aproape toate domeniile vietii.

Utilizarea tehnologiei informatiei si comunicatiilor (TIC) presupune luarea in consideratie a unor
probleme de ordin:

- tehnic (hardware si software, vulnerabilitatea sistemelor informatice),

- managerial (de mare utilitate in stabilirea politicii afacerilor),

- legal (noi reglementari si legi, impunerea aplicdrii eficiente a prevederilor legale, sanctionarea actelor
criminale etc),

- educational (utilizatorii TIC trebuie sd devina constienti de functiile si efectele potentiale generate de
mijloacele tehnice utilizate si sa Tnvete cum si cand le pot folosi in siguranta),

- etic (etica informaticienilor),

- de piatd (competitia si cererea utilizatorilor de mijloace tehnice pot genera multe perfectionari tehnice,
atat ca hard cat si ca soft).

in utilizarea TIC trebuie si ne adaptim la schimbrile care vor apirea in structura functiilor
sociale, sd devenim constienti c¢a va trebui sa Tnvatdm noi meserii, s capatam noi abilitdfi, sa devenim

mai buni, mai constiinciosi, perfectionand continuu relatiile sociale.
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Avantajele tehnologiei sunt multiple pentru omenirea, dar fiecare avantaj poate deveni in acelasi
timp si un dezavantaj. Fireste cd majoritatea indivizilor se gindesc numai la efectele positive, Insé totul
trebuie vazut din cel putin doud perspective pentru a avea o imagine de ansamblu.

Tehnologia ne ajuta sd fim mai rapizi atat in procesul de comunicare cat si in orice am face, de la
durata timpului de calatorie pana la rapiditatea de a gati mancare, insa aceasta are si efecte negative. Cei
mai multi dintre noi se bazeaza excesiv pe tehnologie devenind practic dependenti de ea. Nu mai putem
face nici macar niste lucruri elementare, fara a utiliza aparatura electrocasnicd, de exemplu. Daca am
ramane fara energie electrica pe o perioadd mai lunga de o zi, cel mai probabil ar fi cd multi dintre noi ar
suferi destul de mult.

Toate sferele vietii noastre s-au tehnologizat. Din pacate, tehnologia ne face si devenim mai
impersonali, si comunicdm din ce in ce mai mult prin intermediul diferitelor site-uri sau cu ajutorul
telefonului si astfel ne pierdem capacitétile de a vorbi fata in fatd cu o persoand, multi copii nu mai ies
afard sa se joace fiindca fac acest lucru pe computerul sau telefonul personal si devin astfel Incd de mici
sedentari si cu posibile probleme de adaptare la societate.

Dupa cum spuneam tehnologia ne face viata mai usoara, insa nu ar trebui sa depindem 1in totalitate
de ea. Trebuie sa vedem clar care sunt dezavantajele si care sunt avantajele astfel incat sa putem alege o
variantd care sa nu ne afecteze extrem de mult pe viitor. Omul trebuie sd controleze tehnologia si nu
tehnologia pe om.

Efectele pozitive ale utilizarii TIC

Impactul pozitiv social-economic al utilizarii TIC poate fi structurat pe urmatoarele directii de
transformare a societatii umane:

1. Transformarea modului in care comunicam. Mai mult de un miliard de oameni pot accesa
simultan reteaua Internet, pot sd organizeze intalniri electronice in timp real, sd gestioneze tranzactii
financiare, sd vorbeasca cu prietenii sau rudele, indiferent de locul in care sunt situati.

2. Transformarea modului in care dispunem de informatie. O persoand poate accesa, interoga sau
imprima textul oricarei carti, reviste, ziar etc., introdus intr-o bazd de date, orice informatie video etc.,
prin simpla atingere a mouse-ului sau a ecranului, prin adresare verbala catre calculator. Un individ poate
opta pentru un anumit mod in care sa i se comunice datele solicitate: text, imagine, semnal audio etc.

3. Schimbarea modului in care invatam. Orice persoana poate participa la programe educationale
on-line, independent de situarea sa geografica, de varsta, de limite fizice, de programul personal. Oricine
poate accesa materialele educationale stocate Tn memoria calculatorului, reapeland lectiile anterioare,
actualizand abilitati sau selectand diferite metode de invatare, cu scopul de a identifica cel mai eficient stil
de munca

4. Transformarea naturii 1 a modului in care facem comert. Orice companie comerciald va putea

fi usor abordata de clientii sai, independent de situarea lor geografica.
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5. Schimbarea modului in care muncim. Locul de munca nu mai este legat de o anumita localitate
geografica, astfel ca un angajat poate sa-| acceseze, indiferent unde s-ar afla sau in timp ce se deplaseaza.
Angajatii pot accede la anumite functii fara a fi obligati sa locuiasca in zone metropolitane importante.

6. Transformarea practicii asistentei medicale. Aplicatiile de telemedicind au devenit un fapt
comun. Specialistii folosesc videoconferinte si metode de consultare de la distanta pentru a trata pacienti
situati la citeva sute de kilometri de medic. Chirurgia asistatd de calculator poate fi demonstratd prin
Internet, pentru a face cunoscute in lumea intreaga procedurile folosite.

7. Transformarea modului in care proiectam si fabricam bunuri. Produse si structuri complexe pot
fi proiectate prin simulare pe calculator. Proiectantii produsului, furnizorii de materii si materiale,
producdtorii si utilizatorii participd la procesul de proiectare, influentdndu-l prin reactiile lor. Procese
multiple de fabricatie si proiectare pot fi explorate rapid, pentru a se stabili care sunt cele optime, ceea ce
se concretizeaza in produse sigure, de inalta calitate si la preturi reduse.

8. Transformarea modului in care se face cercetarea. Cercetarile se pot desfasura in laboratoare
virtuale, in care oamenii de stiin{d si inginerii pot sd-si realizeze sarcinile stabilite, independent de
situarea lor geografica. Cercetatorii interactioneaza cu colegii, au acces la instrumentatie si aparatura, isi
impart si schimba resurse computationale si acceseazad informatia in biblioteci digitale.

9. Transformarea relatiei om — mediu. Modele sofisticate prevad cu precizie raspunsul
ecosistemului pamant la schimbarile climatice (temperatura, umiditate, compozitia atmosferei etc.). Alte
modele complet integrate permit oamenilor de stiintd si politicienilor si ia act de informatiile privind
tendintele de evolutie a numarului populatiei, tendintele de evolutie climatica, utilizarea resurselor,
valoarea resurselor economice si naturale, atunci cand se adopta decizii privind optiunile de costuri si
tehnici eficiente pentru a reduce sau a adapta schimbadrile climatice.

10. Modificarea modului de lucru al conducerii administrative. Serviciile administratiei centrale
pot fi accesate liber de cetateni, independent de situarea lor geograficd, de nivelul lor de instruire in
domeniul calculatoarelor sau de capacitdtile lor fizice de a se deplasa. Sisteme inteligente ghideaza
cetdtenii, furnizandu-le modalitatea de a obfine informatia cautatd. Documentele si formularele vor putea
fi accesate, completate si supuse aprobarii automat, electronic.

La momentul actual, si in Romania ca si in intreaga lume dezvoltata, a luat o ampla dezvoltare
folosirea mijloacelor TIC pentru sustinerea unor activitati foarte importante: administrarea unor procese
tehnologice, activitati administrative ale institutiilor de stat sau ale companiilor private, activitdti
educationale , culturale s.a. Romania se situeaza printre tarile cu cea mai mare vitezd a Internetului si

cunoaste o ratd puternica de crestere a folosirii mijloacelor moderne de comunicare.
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TOUCH-SCREEN GENERATION AND SOCIAL LIFE

Teacher Dobrica Cristina, Gymnazium School, Sat Cindesti - Buzau, Romania

Technology is invading our lives more and more. But what do we do, but if this happens to our
children? In modern society, children and adolescents are addicted to mobile devices and grow online
with tablets, console games and the latest generation phones. Free time is monopolized by iPads or
smartphones, and instead of getting out of the air and socializing with the elderly, many are the prisoners
of the virtual world.

What are the effects of technology on child development?

Psychologists often encounter situations where parents offer children gadgets to keep them quiet,
and they have a busier schedule to take care of them. Thus, the young ones no longer enjoy the view of
these devices, but only enter some kind of trance and try to take their time. These things have harmful
effects on their emotional development, children feeling an acute need for attention and affection.

What behaviors can adopt children who spend a lot of time playing on different gadgets?

When their only fun is their phone or laptop, the little ones tend to adopt two types of behavior.
1. He will do everything in his power to get the attention of his parents

Conscious of the fact that parents are very busy, the little one will adopt different behavior,
everything to attract their attention. Thus, he will be noisy, will scream and try to feel his presence. Often,
a naughty or very agitated child is the result of lack of attention, the little one trying to convey to his
parents that he has certain unfulfilled needs.

2. He will enter and avoid talking with others

Feeling rejected, a child will cease to attract the attention of others, and will escape in his comfort
zone. Thus, he will no longer want to take the parent's attention, but will seek support outside the family.
The child can group into different groups or choose to be part of an entourage that does not promote a
good behavior.

What solutions can be found for small children to develop harmoniously?

Psychologists are of the opinion that young people should not be definitively removed from
technology, but that a balance must be found. It is important for them to have a well-established program,
to be integrated into different entertainment activities, quite different from those promoted in the online
environment.

Neuroscientists draw attention to the dangers to which young people are exposed through electronic

abuse and prolonged online activity. Several recommendations have been made to expose children to
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technology - babies should not have any contact, children aged 3 to 5 are allowed one hour a day, and
those aged between 6 and 18 should be given a maximum of two hours per day.

Despite these recommendations, on average, young people spend 4 times more time in the virtual
environment. They have become online addicted because this activity offers them a real retreat from their
troubled lives. The alertness of Internet activity does not only change the way we perceive reality, but
also the way the brain reacts. Abuse reconfigures the children's brains and forces the educational system
to respond and adjust to the new requirements.

Many doctors urge parents not to give them access to technology. Research in the field has
shown that exposure to internet-connected devices, tablets or phones can lead to the development of
attention-related problems. These occur because of changes in the brain in the frontal lobe, which is
responsible for emotions. Children with unrestricted access to technology tend to be more insensitive to
others and can not control nerve outcomes, which are more common in this case.

These technology dependent children react in an uncontrollable way when they are forbidden to use
the electronics, experiencing symptoms like depression or bipolar disorder when they reach maturity.

The rapid evolution of technology has allowed us, in less than 30 years since the emergence of the
Internet and the personal computer, to have everyone access to quick information, anywhere in the world,
with a portable device, what allows us to be closer to people and things that are not at our fingertips. But
the same evolution simultaneously created, paradoxically, a great deal of distance in direct human
interaction, directly from the screen.

In other words, in terms of technology, we are closer to people who are not near us, although it is
increasingly difficult for us to see those who are next to us, and our relationship with the latter has a great
deal to suffer. Technoference is a term that was first described in psychological studies that evaluated the
impact of technology on the couple's relationship and refers to the distress caused by the frequent
interruptions of technology in our relational lives - families, couple, friends and so on. As "relational
beings™" we are here to sleep with the phone, eat by the phone, take a bath with the phone, read it online,
use it for work, boredom or emotional regulation. And | can not think of any field of our life where we
have not allowed technology to invade us. In the first studies conducted by her and her team, she analyzed
the model of parent-child interaction during meals taken in the city, when there are media present. What
was observed in these purely observational studies was that the interaction in the parent-child was
modeled by the degree of "digital absorption™ (English absorption) experienced by the child, but
especially by the parent.

In other words, during the meals, the attention and interaction of the parent were mostly directed
to the media device and too little to the child. The longer the time spent, the frequency and the way the
parent was using the phone (for example, a phone call versus typed or played) were more present, the

more parent-child interaction was of inferior quality. Conversations were poorer, both in verbal and
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nonverbal, and the affective availability of the parent was marked either by lack of attention to the child
or by increased emotional reactivity in response to the child's behavior. The phenomenon of digital
capture, observed by the researchers, leads to a predominantly negative escalation in the interaction
between the two participants at the table, manifested by increasingly distracting attention behaviors on the
part of the child, followed by the disproportionate emotional reactivity of the parent towards the intensity
of the child's initial behavior. The next stage of research into the interference of technology in the parent-
child relationship - based on the hypotheses raised by the first study - was the assessment of the causal
relationship between the phenomenon of “technoference” and the increased frequency of behavioral
disorders among children raised in this manner. For this, 183 families with at least one child aged 0-5
years were included in the study. They were evaluated longitudinally: first time on enrollment, then after
1, 3 and 6 months. The quality of parent-child interaction was analyzed and highlighted in a controlled
environment and during precise tasks. What they found was the existence of a bidirectional causal
relationship where parents (stressed by the existence of difficult child behaviors) withdraw from
interacting with the child with the help of technology.

In other words, adults call technology as an emotional coping mechanism. But, at the same time,
this mechanism of using the technology by the parent leads in time to child behavioral disturbances (often
externalization), manifested by screams, tantrum, hyperkinetism or even aggression (more rarely,
defending internalization disorders).  Moreover, in an attempt to quantify the positive effect of media in
educating children, studies have also been carried out to compare the development of language - through
virtual stories read by the parent, which mediates and explains the story, versus the same story, the same
parent-child diadem, but with papyrus support, that is, while they both read from a printed book. It is
already known that, from an evolutionary point of view, the children's brain is from the very beginning
very well developed in the occipital area - the area with a role in the visual processing. In this context, it
was no wonder that the child's response to the story on the tablet, in the presence of a wealth of visual
stimuli, but also tactile or auditive, was a positive one, the child being very careful about all those details,
but unable integrate the content of the story or words, not even in the presence of the parent - because of
too many stimuli. It is virtually observable how the child tends to take control, wishing to hold the tablet,
push the buttons, turn the page on the screen ... thus engaging in a solitary interaction, just him and the
tablet, closing the circle and not allowing the parent to intervene, even becoming slightly irritable when
the adult tried to take control. Instead, during the parent-child interactions that read the same story in a
printed book, there was much more shared attention between the two; more touch, as well as the existence
of a non-verbal language, eye-to-eye, observing the child's tendency to repeat the words spoken by the
parent; there was a curiosity expressed by questions about the meaning of the words, and as a whole it
was a qualitative child-parent interaction with beneficial effects on the development of the child.

So what is it to do when it comes to technology and parent-child interaction?
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1. Do not rush to put the technology into the life of small children. There is a multitude of studies
showing that technology does not have an educational role in children less than 3 years of age, at least not
in the same way as human interaction can do.
2. Be curious about the technology with the kids. Do not ignore the use of technology when it is already
in your home, but be an example of responsibility for it. Make family unrest that will target when and
how, and what media content can be accessed within the family.
3. Make sure that technology does not interfere with family activities (mass, sleep, play, lessons, etc.) and
any other activity involving parent-child interaction, so that you can enjoy each other.

If we are to be honest, we (as adults), although we have the ability to discern, when it comes to
media addictive applications (including social networks), we are not much more developed than an 8-
year-old . And the sooner we recognize this reality, the more clearly we understand why it is so difficult

for our children.

GENERATIA TOUCH-SCREEN SI VIATA SOCIALA
Prof. Dobrica Cristina, Scoala Gimnaziala, Sat Cindesti - Buzau, Romania

Tehnologia ne invadeaza vietile din ce In ce mai mult. Dar ce facem, insa, dacd acest lucru se
intAmpla si cu copiii nostri? In societatea moderna, copiii si adolescentii sunt dependenti de dispozitive
mobile si cresc online alaturi de tablete, console de jocuri si telefoane de ultima generatie. Timpul liber
este monopolizat de iPad-uri sau smartphone-uri si in loc sa iasa la aer si sa socializeze cu cei de varsta
lor, multi sunt prizonierii lumii virtuale.

Care sunt efectele tehnologiei asupra dezvoltarii copilului?

Psihologii se Intalnesc frecvent cu situatia In care parintii le ofera copiilor gadgeturi pentru a-i tine
linistiti, ei avand un program tot mai incarcat pentru a se ocupa de Ingrijirea acestora. Astfel, cei mici nu
se mai bucura la vederea acestor aparaturi, ci doar intrd intr-un fel de transd si Incearca sa isi ocupe
timpul. Aceste lucruri au efecte nocive asupra dezvoltarii lor emotionale, copiii simtind o nevoie acuta de
atentie si de afectiune

Ce comportamente pot adopta copiii care petrec mult timp jucandu-se pe diferite gadgeturi?

Atunci cand singura lor distractie este telefonul sau laptopul, cei mici au tendinta sa adopte doua
tipuri de comportament.

1. Va face tot ce tine de el pentru a obtine atentia parintilor
Constient de faptul ca parintii sunt foarte ocupati, cel mic va adopta un comportament diferit, totul

pentru a le atrage atentia. Astfel, el se va manifesta zgomotos, va tipa si va incerca sd isi faca simtita

57



prezenta. De cele mai multe ori, un copil obraznic sau foarte agitat este rezultatul lipsei de atentie, cel mic
incercand sd le transmitd parintilor ca are anumite nevoi neimplinite.
2. Se va interioriza si va evita sa discute cu cei din jur

Simtindu-se respins, un copil va inceta sa atraga atentia celor din jur si se va refugia in zona lui de
confort. Astfel, el nu va mai vrea sa aiba parte de atentia parintilor, ci va cauta sprijin in exteriorul
familiei. Copilul se poate intregra in diferite grupuri sau poate alege sa faca parte dintr-un anturaj care nu
promoveaza un comportament tocmai bun.

Ce solutii pot fi gasite pentru ca cei mici sa se dezvolte armonios?

Psihologii sunt de parere ca cei mici nu trebuie indepartati defintiv de tehnologie, ci ca trebuie gasit
un echilibru. Este important ca ei sd aiba un program bine stabilit, sa fie intregati in diferite activitati de
divertisment, cu totul altele fata de cele promovate in mediul online.

Neurologii atrag atentia asupra pericolelor la care sunt expusi cei mici, prin abuzul de electronice si
activitatea online prelungita. S-au impus cateva recomandari pentru expunerea copiilor la tehnologie —
bebelusii nu ar trebui sa aiba niciun contact, copiii intre 3 si 5 ani au voie o ora pe zi, iar celor intre 6 si 18
ani ar trebui si le fie alocate maxim doua ore pe zi.

In ciuda acestor recomandari, in medie, tinerii petrec de 4 ori mai mult timp in mediul virtual. Au
devenit astfel dependenti de online deoarece aceasta activitate le ofera un refugiu din real, din viata plina
de probleme. Ritmul alert al activitatii pe internet nu schimba doar modul in care percepem realitatea, dar
si modul In care creierul reactioneazd. Abuzul reconfigureaza creierul copiilor si forteaza sistemul
educational sa raspunda si s se ajusteze la noile cerinte.

Foarte multi doctori indeamna parintii sd nu le ofere celor mici acces la tehnologie. Cercetarile in
domeniu au demonstrat ca expunerea la dispozitive conectate la internet, tablete sau telefoane, pot duce
la dezvoltarea unor probleme legate de atentie. Acestea apar din cauza schimbarilor ce au loc in creier la
nivelul lobului frontal, ce este responsabil pentru emotii. Copiii ce au acces nerestrictionat la
tehnologie tind sa fie mai insensibili la cei din jur si sd nu-si poatd controla iesirile nervoase, ce sunt mai
dese, 1n acest caz.

Acesti copii dependenti de tehnologie reactioneaza intr-un mod incontrolabil atunci cand 1i se
interzice sd foloseasca electronicele, experimentand simptome ca depresia sau tulburarea bipolard, cand
ajung la maturitate.

Evolutia rapida a tehnologiei a permis ca, in mai putin de 30 de ani de la aparitia internetului si a
calculatorului personal, sa putem avea cu totii acces la informatii rapide, in orice colt al lumii ne-am afla,
cu ajutorul unui dispozitiv portabil, ce ne permite sa fim mai aproape de oameni si lucruri ce nu sunt la
indemana noastrd. Dar aceeasi evolutie simultan a creat, paradoxal, foarte multd distantare in
interactiunea umana directd, nemijlocita de ecran. Cu alte cuvinte, prin prisma tehnologiei suntem mai

aproape de oameni care nu sunt langd noi, desi ne este din ce in ce mai greu sa ii vedem pe cei ce ne sunt
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alaturi, iar relatia noastrd cu acestia din urma are foarte mult de suferit. ,,Technoference* (interferenta
tehnologiei) este un termen care a fost descris pentru prima datd in studiile psihologice ce evaluau
impactul tehnologiei asupra relatiei de cuplu si se referd la distresul cauzat de intreruperile frecvente
generate de tehnologie in vietile noastre relationale — indiferent ca ne referim la familii, cuplu, prieteni si
asa mai departe. Ca ,.fiinte relationale” ce suntem, am ajuns sd dormim cu telefonul, mancam langa
telefon, facem baie cu telefonul alaturi, citim online, il folosim la munca, atunci cand ne plictisim sau ca
mijloc de reglare emotionala. Si nu ma pot gandi la vreun domeniu al vietii noastre in care sa nu-i fi
permis tehnologiei si ne invadeze. In cadrul primelor studii efectuate de aceasta si echipa ei, s-a analizat
care este modelul de interactiune parinte-copil in timpul meselor luate in oras, atunci cand exista si
dispozitive media prezente. Ceea ce s-a observat in cadrul acestor studii pur observationale a fost ca
interactiunea In diada parinte-copil era modelatd de gradul de ,,acaparare digitala“ (media absorbtion, in
engleza) experimentat de copil, dar mai ales de parinte. Cu alte cuvinte, in timpul meselor, atentia si
interactiunea parintelui erau directionate mai ales catre dispozitivul media si prea putin catre copil. Cu cat
timpul petrecut, frecventa si modul in care parintele folosea telefonul (de exemplu, apel telefonic versus
tastat sau jucat) erau mai prezente, cu atdt interactiunea parinte-copil era de mai proasta calitate.
Conversatiile erau mai sdrace, atat in limbaj verbal, cat si nonverbal, iar disponibilitatea afectiva a
parintelui era marcatd fie de lipsd de atentie fatd de copil, fie de reactivitate emotionald crescutd ca
raspuns la comportamentul copilului. Fenomenul de acaparare digitala, au observat cercetatorii, duce la o
escaladare predominant negativa in interactiunea dintre cei doi participanti la masd, manifestatd prin
comportamente de atragere a atentiei din ce in ce mai disruptive din partea copilului, urmate de
reactivitate emotionala disproportionatd a pdarintelui fatd de intensitatea comportamentului initial al
copilului.

Urmatoarea etapa de cercetare a interferentei tehnologiei in relatia parinte-copil — bazata pe
ipotezele ridicate de primul studiu — a fost evaluarea relatiei de cauzalitate dintre fenomenul de
»technoference® si frecventa crescuta a tulburdrilor de comportament in randul copiilor crescuti in aceasta
maniera. Pentru aceasta, au fost incluse in studiu 183 de familii care aveau cel putin un copil cu varsta
cuprinsa intre 0-5 ani. Ei au fost evaluati longitudinal: prima data la inscrierea in studiu, apoi dupa 1, 3 si
6 luni. S-a analizat si s-a punctat calitatea interactiunii parinte-copil, intr-un mediu controlat si in timpul
unor sarcini precise. Ceea ce au descoperit a fost existenta unei relatii bidirectionale de cauzalitate, in care
parintii (stresati de existenta unor comportamente dificile ale copiilor) se retrag din interactiunea cu
copilul, cu ajutorul tehnologiei. Cu alte cuvinte, adultii apeleaza la tehnologie ca la un mecanism de
coping emotional. Dar, simultan, acest mecanism de folosire a tehnologiei de catre parinte duce in timp la
tulburari de comportament ale copilului (frecvent, de externalizare), manifestate prin tipete, tantrum,
hiperkinetism sau chiar agresiune (mult mai rar, aparand tulburéarile de internalizare). Mai mult decat atat,

in incercarea de a cuantifica efectul pozitiv al mijloacelor media in educarea copiilor, s-au efectuat
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inclusiv studii de comparare a dezvoltarii limbajului — prin intermediul povestilor virtuale citite de
parinte, care mediaza si explicd povestea, versus aceeasi poveste, aceeasi diada parinte-copil, dar cu
suport de papirus, adica in timp ce ei doi citesc dintr-o carte tiparitad. Este cunoscut deja faptul ca, din
punct de vedere evolutiv, creierul copiilor este de la inceput foarte bine dezvoltat in aria occipitala — zona
cu rol in procesarea vizuala. In acest context, nu a fost deloc de mirare faptul ci raspunsul copilului la
povestea expusa pe tabletd, in prezenta unei bogatii de stimuli vizuali, dar si tactili ori auditivi, a fost unul
pozitiv, copilul fiind foarte atent la toate acele detalii, dar neputdnd integra continutul povestii sau al
cuvintelor, nici macar in prezenta parintelui — din cauza prea multor stimuli. Se observa, practic, cum
copilul avea tendinta de a prelua controlul, vrand sa tina el tableta, sa apese el pe butoane, sa intoarca
pagina pe ecran... astfel angajandu-se intr-o interactiune solitard, doar el si tableta, inchizand cercul si
nepermitandu-i parintelui sa intervina, ba chiar devenind usor iritabil cand adultul incerca sa preia
controlul. In schimb, in timpul interactiunilor parinte-copil care citeau aceeasi poveste dintr-0 carte
tiparita, exista mult mai multd atentie Impartasita intre cei doi; s-a remarcat mai multd atingere, precum si
existenta unui limbaj nonverbal, cu priviri ochi in ochi, observandu-se tendinta copilului de a repeta
cuvintele rostite de parinte; se vedea o curiozitate exprimatd prin Intrebari referitoare la sensul cuvintelor
si, Tn ansamblu, era o interactiune copil-parinte calitativa, cu efecte benefice asupra dezvoltarii copilului.
Asadar, ce-i de facut, cand vine vorba de tehnologie si interactiunea parinti-copii?

1. Nu va grabiti sa introduceti tehnologia 1n viata copiilor mici. Existd o multitudine de studii ce arata ca
mijloacele tehnologice nu au rol educational la copiii mai mici de 3 ani, cel putin nu in acelasi mod in
care o poate face interactiunea umana.
2. Fiti curiosi impreunad cu copiii, in privinta tehnologiei. Nu ignorati folosirea tehnologiei atunci cand ea
se afla deja in casa voastra, dar fiti un exemplu de responsabilitate in privinta ei. Realizati unregulament
familial ce va viza cand si cat, precum si ce continut media se poate accesa in cadrul familiei.
3. Impuneti ca tehnologia sa nu interfereze cu activitatile de familie (masa, somn, joc, lectii etc.) si orice
alta activitate ce presupune interactiune parinte-copil, pentru a va putea bucura unii de altii.

Daca e sa fim sincert, nici noi (ca adulti), desi avem dezvoltata capacitatea de a discerne, cand vine
vorba de aplicatii adictive via media (includ aici si retelele de socializare), nu suntem cu mult mai
dezvoltati decat un copil de 8 ani. Si, cu cat recunoastem mai repede aceasta realitate, cu atat mai clar

intelegem de ce le este atét de dificil copiilor nostri.

THE TOUCH-SCREEN GENERATION OF OUR DAYS

Teacher Draghici Mihaela-Oana Grebanu Gymnasium School, Buzau - Romania

Teacher Draghici Marian, Grebanu Gymnasium School, Buzau - Romania
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Most adults are analogous parents in a digital world. Their children are already born alphabetized
with what we call the information technology and develop from the very early age skills that we have
acquired much later. Just look at how quickly a small child learns to handle a smart phone, how quickly it
discovers its functions and "button™ it to figure out what this "digitization” of our children really means.
We, over the past 30 years, are still the generation of paper and buttons. Our kids are the touchscreen
generation. They play with the same passion as ours when we were children, but they play differently, not
only because they are different, but because the environment, the context in which they live is different.
Technology shifts society through its impact on the economy, communications, transport, education, and
even recreational activities. Playing in front of the block has become, at least in the big cities, a child
safety problem. In the little free time they have at hand, parents have to deal with a lot of activities, so
accompanying the child at the playground is sometimes done with great effort, even at the expense of
other things that can not be still neglected (cleanliness, food, purchases, etc.). At the time of our
childhood with the neck-chest in front of the block, our mother-in-law quietly knowing us safely and
screaming out of the window when it's time to enter the house. Now, this is impossible for a very large
number of families, so parents prefer to give their children a tablet or TV remote control to know them
playing safely while they work.

Of course, we also have the traditional toy version, but it's not a good idea to play with them,
instead, the video games can be | am exerting it on the children. This is the world of their childhood, and
it is difficult to keep them away from them, integrating them at the same time in the society they belong
to and protecting them from the risk of being perceived as strange individuals by their congeners.

There are some serious health issues that we should be thinking about.

Most games involve movement, and play becomes the main physical activity of the child. The
movement strengthens the heart muscle, develops the striated muscles, joints, stimulates the development
of the bone system, increases immunity, promotes healthy metabolism and good affective disposition,
coordination of movements and balance, in a word stimulates the child's physical and mental
development. Obviously, sedentaryism is an unhealthy lifestyle, favoring the emergence and installation
of very serious conditions, including obesity, diabetes, cardiovascular disease, anxiety. Video games,
computer, tablet and phone switching and TV viewing are static and indoor activities, with very little
movement, therefore children who play excessively with their gadgets are more likely to get sick than
those who have a longer life active, moving and playing outdoors.

Spinal disorders. It is due to the incorrect posture of the body during the game with any of these
gadgets, but also to the lack of movement. The more hours spent in a chair / armchair / bed in front of a
screen, the higher the time the spine is in an unhealthy position affecting the intervertebral discs and
vertebrae. The back and abdominal muscles being underdeveloped (due to sedentary) do not allow to
maintain a correct posture of the spine even when the body is moving, the back is soft, in the form of a
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coat, with "dropped" shoulders and pushed stomach forward. Chifos, discopathy, scoliosis are the main
disorders of the spine due to a defective posture and lack of adequate movement. Make sure that when
you sit on the knee, the knees are at the same level as the hips, so the feet of the feet rest on a stand /
bench and get used to interrupting your activity for a few minutes. Teach the children to do the same.

Joints of hands. They must be straight on the keyboard, not bent. Otherwise, there is a risk of carpal
tunnel syndrome manifested by pain in the fingers, palms and even the forearm, tingling, weakness of the
fingers and sometimes numbness. Pauses for relaxing the hand are very welcome.

Eye health. And the eyes suffer from prolonged viewing of a shining screen at a more or less suitable
distance. Work and play on your computer / tablet prompts your eyes constantly to adjust to the ever
changing images on the screen. The request is much more intense than other activities like reading a
newspaper or a book due to factors such as screen brightness, contrast, intermittentity. Obviously, in the
case of eyes already affected by myopia and astigmatism, the screen only aggravates these problems,
especially in the absence of adequate glasses. Another common condition is dry eye syndrome that favors
other ocular conditions such as conjunctivitis. We're talking about computer viewing syndrome now. It
can be manifested by various symptoms: blurred vision, eye irritation, redness and dryness of the eyes,
double vision, headache and throat, doctors also talk about two other eye diseases commonly associated
with long-term computer vision: acomodative astenopia. The first condition is manifested by an
exaggerated contraction of the ciliary muscle that causes a change in the curvature of the lens and a false
myopia. There is a disturbed sight disorder. The second aforementioned condition occurs when the ocular
power of the eyes weakens in a short time (we read it slightly at first, but we get tired and we have to stop
for a few minutes). It is important, therefore, that we and our children make a 20-second break every 20
minutes of using the screen to look at an object in the room or on the window to straighten the column
and even lift us standing, taking a few steps. It is also important not to look at a screen in a dark room, but
to make sure that there is another source of light, not just the light of the screen. The ideal distance to the
monitor should be 50-70 cm from the eye, just below the eye line so that we do not force our eyes to snare
to follow the screen images. It is also useful to blink more often to prevent eye dryness while looking at
your computer. If necessary, it is good to use artificial tears. Adjusting factory settings can be very useful
for our eyes and our children (adjusting screen brightness, contrast, fonts, etc.). Attention, the settings
with which our eyes feel comfortable can be uncomfortable for children! Check them as often as possible.
Last but not least, regular checks, at least two per year, can prevent serious eye damage.

Psychic disorders. Computer dependence is already a well-researched condition. A child who does
not give up touching the tablet, phone or computer even when it eats, a child who becomes disinterested
in any other activity that gives up even to sleep in favor of video games or the internet, is a dependent
child. He gets to isolate himself from the family, the world, refuse to communicate with others, or
communicates extremely little and badly. He does not wash himself, does not care, does not do his
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homework, he does not learn, he has no other preoccupation. He is very irritated when he is interrupted by
this activity and can make real cries of anger and even extreme gestures (to hurt his parents, to destroy
things, to be self-inflicted) if he is prevented from playing at the computer or surfing the Internet.
Gradually, it weakens, tired, depresses, isolates, withdraws itself. The intervention of the psychologist
and even the psychiatrist is absolutely necessary. In some countries in the world, even "detox" clinics
have appeared for computer / game / internet addicts, but it is best to prevent such situations, with the role
of parents being essential. Studies in Australia, for example, clearly show that a child who grows ugly
with a computer / tablet / telephone will continue to spend most of his leisure time and adult as a

detriment to any other recreational and leisure activities.
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GENERATIA TOUCH-SCREEN DIN ZILELE NOASTRE

Prof. Draghici Mihaela-Oana- Scoala Gimnaziala Grebanu, Buzau - Romania

Prof. Draghici Marian- Scoala Gimnaziala Grebanu, Buzau - Romania

Cei mai multi dintre adulti sunt parinti analogi intr-o lume digitald. Copiii lor se nasc deja
alfabetizati cu ceea ce noi numim tehnologia informatiei si dezvolta de la varste fragede abilitati pe care
noi le-am dobandit cu mult mai tarziu. Este suficient sa privesti cat de rapid invatd un copil chiar si mic sa
manevreze un telefon inteligent, cat de repede 1i descopera functiile si il ,,butoneaza” ca sa iti dai
seama ce Inseamnd de fapt aceasta ,,digitalizare” a copiilor nostri. Noi, cei trecuti de 30 de ani suntem
incd generatia hartiei si a butoanelor. Copiii nostri sunt generafia  touchscreen.
Ei se joacd cu aceeasi pasiune ca a noastra pe vremea cand eram copii, doar ca se joaca diferit si aceasta
nu numai pentru ca sunt diferiti, ci si pentru ca mediul, contextul, In care ei traiesc este diferit. Tehnologia
schimba societatea prin impactul sau asupra economiei, comunicatiilor, transporturilor, educatiei si chiar
si asupra activitatilor de recreere.

Joaca in fata blocului a devenit, cel putin in marile orase, o problemi de securitate pentru copii. In

putinul timp liber pe care il au la Indemana, parintii trebuie sa se ocupe de o multime de activitati, asa
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incat a-si 1nsoti copilul la locul de joacd se face uneori cu mari eforturi, chiar in detrimentul altor treburi
care nu pot fi totusi neglijate (curatenie, mancare, cumpdraturi etc). In vremea copiliriei noastre cu cheia
de gat in fata blocului, mamele noastre gospodareau linistite stiindu-ne in siguranta si putandu-ne striga
de la fereastra cand este timpul sa intrdm in casa. Acum, acest lucru este imposibil pentru un foarte mare
numdr de familii, asa Incat parintii preferd sa le dea copiilor o tabletd sau telecomanda televizorului
pentru ca sa ii stie jucandu-se in sigurantd in timp ce ei trebaluiesc.

Desigur, avem si varianta jucariilor traditionale, Insd nu prea are haz sa te joci singur cu ele, in
schimb, jocurile video pot fi jucate usor si placut fara sa resimti acut lipsa unui partener de joc.
Exista si varianta cartilor, insa cititorul nu poate modifica nici cu o iota textul, povestea, in schimb, in
jocurile video, copilul este si regizor, si scenarist, si interpret. El nu doar trdieste povestea, ci o
poate schimba dupd cum vrea, cand vrea. De aici, fascinatia pe care jocurile video ajung sa o exercite
asupra copiilor. Aceasta este lumea copilariei lor si ne este greu sa ii tinem departe de toate acestea,
integrand-i in acelasi timp in societatea careia ii apartin si protejandu-i de riscul de fi perceputi ca niste
indivizi ciudati de catre congenerii lor.

Existd cateva aspecte serioase legate de sandtate pe care este bine sia le avem in vedere.
Majoritatea jocurilor presupun miscare, iar joaca devine principala activitate fizica a copilului. Miscarea
intareste muschiul cardiac, dezvolta musculatura striata, articulatiile, stimuleaza dezvoltarea sistemului
0s0s, creste imunitatea, favorizeaza un metabolism sdndtos si o dispozitie buna afectiva, coordonarea
miscarilor si echilibrul, intr-un cuvant, stimuleaza buna dezvoltare fizica si psihica a copilului. Evident,
sedentarismul este un stil de viatd nesdnatos, favorizand aparitia si instalarea unor afectiuni foarte grave,
intre care obezitatea, diabetul, bolile cardio-vasculare, anxietatea. Jocurile video, butonarea
calculatorului, tabletei si telefonului si privitul la televizor sunt activitati statice si de interior, acestea
presupunand foarte pufind miscare, prin urmare, copiii care se joaca excesiv cu gadgeturile lor sunt mai
predispusi sa se Tmbolndveasca decat cei care au o viatd mai activa, cu miscare si joc in aer liber.

Afectiunile coloanei vertebrale. Se datoreaza posturii incorecte a corpului in timpul jocului cu
oricare din aceste gadgeturi, dar si lipsei de miscare. Cu cat mai multe ore petrecute Intr-un
scaun/fotoliu/pat in fata unui ecran, cu atat mai mare este timpul in care coloana vertebrala se afla intr-o0
pozitie nesdnatoasd ce ii afecteaza discurile intervertebrale si vertebrele. Musculatura spatelui si a
abdomenului fiind slab dezvoltata (din cauza sedentarismului), nu permite mentinerea unei posturi corecte
a coloanei vertebrale nici macar atunci cand corpul este in miscare, spatele fiind moale, sub forma de
covatd, cu umerii ,,cazufi” si burta flasca impinsa spre Tnainte. Cifozele, discopatiile, scoliozele sunt
principalele afectiuni ale coloanei datorate unei posturi defectuoase si lipsei de miscare adecvata.
Asigurati-va cd, atunci cand stati pe scaun, genunchii sunt la acelasi nivel cu soldurile, prin urmare, labele
picioarelor se odihnesc pe un suport/scaunel si obisnuiti-va sa va intrerupeti activitatea pentru o portie de

miscare de citeva minute. Invitati-i si pe copii sa procedeze la fel.
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Articulatiile mainilor. Acestea trebuie sd fie drepte pe tastaturd, nu indoite. Altfel, exista riscul
aparitiei sindromului de tunel carpian care se manifestd prin dureri in degete, palma si chiar antebrat,
furnicaturi, slabiciune a degetelor si uneori amortirea lor. Pauzele pentru relaxarea mainii sunt foarte bine
venite.

Séanatatea ochilor. Si ochii au de suferit de pe urma vizionarii prelungite a unui ecran stralucitor, la
o distantd mai mult sau mai putin potrivitd. Lucrul si joaca la computer/tableta solicitd ochii in continuu
pentru a se ajusta la imaginile mereu in schimbare de pe ecran. Solicitarea este cu mult mai intensa decat
in cazul altor activitati precum cititul unui ziar sau al unei car{i din cauza unor factori precum stralucirea
ecranului, contrastul, intermitenta. Evident, in cazul ochilor afectati deja de miopie si astigmatism,
ecranul nu face decat sa agraveze aceste probleme, mai ales in lipsa ochelarilor adecvati. O altd afectiune
des intalnita este sindromul ochilor uscati care favorizeaza alte afectiuni oculare precum conjunctivitele.
Se vorbeste acum despre sindromul privitului la computer. Acesta se poate manifesta prin diverse
simptoame: vedere incetosata, iritare a ochilor, Inrosirea i uscaciunea ochilor, vedere dubla, dureri de cap
si de gat, doctorii ne vorbesc si despre alte doud afectiuni oftalmologice frecvent asociate cu privitul
indelungat la computer: spasmul acomodativ si astenopia acomodativa. Prima afectiune se manifesta
printr-o contractie exageratd a muschiului cilial ce produce o modificare a curburii cristalinului si o falsa
miopie. Apare o tulburare a vederii la distantd. Cea de a doua afectiune mentionatd apare atunci cand
puterea acomodativa a ochilor slabeste In scurt timp (citim usor la Inceput, dar obosim si trebuie sa ne
oprim pentru cateva minute). Este, deci, important sa ne obisnuim si noi, §i copiii nostri s facem o pauza
de 20 secunde la fiecare 20 minute de utilizare a ecranului pentru a privi un obiect din camera sau pe
geam, pentru a ne indrepta coloana si chiar a ne ridica in picioare, facand cativa pasi. De asemenea, este
important s nu privim un ecran intr-o camera intunecatd, ci sa ne asiguram ca exista si o altd sursa de
lumina, nu doar lumina ecranului. Distanta ideala la care ar trebui sa se afle monitorul este de 50-70 cm
fatd de ochi, putin sub linia ochilor, astfel incat sa nu obligdm ochii sa se sforfeze pentru a urmari
imaginile de pe ecran. Este, de asemena, util sa clipim mai des pentru a preveni uscaciunea ochilor in
timpul privitului la computer. La nevoie, este bine sd folosim lacrimi artificiale. Ajustarea setarilor din
fabrica se poate dovedi foarte utila pentru ochii nostri si ai copiilor nostri (ajustarea stralucirii ecranului, a
contrastului, a fonturilor etc). Atentie, setarile cu care ochii nostri se simt confortabil se pot dovedi
incomode pentru copii! Verificati-le cat mai des. Nu in ultimul rdnd, controalele periodice, cel putin doua
pe an pot preveni afectiunile serioase ale ochilor.

Afectiunile psihice. Dependenta de calculator este deja o afectiune bine investigata. Un copil care nu
renunta la butonarea tabletei, telefonului sau a computerului nici macar cdnd manancd, un copil care
devine dezinteresat de orice alta activitate, care renuntd pana si la somn in favoarea jocurilor video sau a
internetului, este un copil dependent. El ajunge sa se izoleze de familie, de lume, sa refuze sa mai

comunice cu ceilalfi sau comunicd extrem de putin si de prost. Nu se spala, nu se ingrijeste, nu isi face

65



temele, nu Invatd, nu mai are nicio altd preocupare. Este foarte iritat cand este interupt din aceastd
activitate si poate face adevarate crize de furie si chiar gesturi extreme (sa 1si loveasca parintii, sa distruga
lucruri, sa se automutileze) daca este impiedicat sa se joace la calculator sau sd navigheze pe internet.
Incetul cu incetul slabeste, oboseste, se deprima, se izoleaza, se retrage in sine. Interventia psihologului si
chiar a psihiatrului este absolut necesard. In unele tiri din lume au aparut chiar si clinici de
“dezintoxicare” pentru dependentii de calculator/jocuri/internet, insd cel mai bine este sd prevenim astfel
de situatii, rolul parintilor fiind esential. Studii facute in Australia, de pilda, aratd clar cd un copil care
creste tinandu-si de urat cu un calculator/tabletd/telefon va continua sa isi petreaca astfel majoritatea

timpului liber si ca adult in detrimentul oricaror alte activitagi de recreere si relaxare.
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GAMES IDEAS FOR THE ENGLISH LESSONS

Teacher Enache Beatrice Ionela, Secondary school "Al. Piru", Margineni- Bacau,
Romania

"The game is the most elevated type of research.” Albert Einstein

One of the efficient interactive methods for learning a modern language is the game. Pedagogy
teaches that the game reaches the highest degree in the desire for child's activities, generated by needs,
hopes, child s specific progress.
Taking the shape of the game, the activity is as useful as the mental and physical development of the
child, as well as the sunlight.
Here are some examples of games and activities that can be helpful within English classes, both as a way

of making and consolidating knowledge, as well as a way of developing pupils ' creativity and
imagination.

1. Oral activity-"What can you do with...?". This game requires pupils to think and enumerate as
many uses as possible for various objects in everyday life. Example: What can you do with an egg?, what
can you do with a shoe?, what can you do with a scarf?. Pupils put their imagination on the move and find
solutions for each proposed object.

2. Oral activity-"air balloon" ("The Hot Air balloon™). Each pupil chooses a character that he will

imitate within the game. They are told that they are in the basket of an air balloon that loses altitude and
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that, in turn, they have to jump into the void to save the lives of travellers. Student voting decides which
character has to jump and stays in the basket. In the end it will only survive the one who has brought the
most persuasive reasoning in his favor.

3. Oral activity-"Ten things". This game emphasizes the creative spirit of each student. Thus,
students are asked to record a number of things... they like/... they want/... that scare them. They have this
opportunity to express their views and get to know each other better.

4. Written activity-"1/2 crossword". Pupils interact in pairs. The teacher will propose a partially
completed crossword puzzle. One of the students will have half a crossword puzzle and the other half.
There will be no indications for finding the word. Pupils will, in turn, formulate their own opinions and
definitions so that each of them can finish the crossword puzzle. This game stimulates the development of
vocabulary and free expression, but can also be used for the revision of the vocabulary at the end of a
lesson/learning unit. This game is very suitable for students of advanced level, because they can formulate
broader arguments, helping themselves with the accumulated vocabulary.

5. Written activity-"My Diary" ("Dear Diary"). This activity involves keeping an unedited journal.
Pupils can claim to be various personalities: a writer, a manager, a princess, a movie star. They can record
the remarkable events that mark their existence and can share their colleagues ' creations.

6. Written activity-fairy tale ("The fairytale™). Pupils are grouped by three or four. The teacher
proposes a fairy tale with a given start (for example: "There was once a poor little girl who lived with her
sick grandmother in a shabby cottage on the edge of a lake..."). One at a time, every student in each group
is allowed to write a single sentence until the story comes to an end. The variants will be surprising: the
product of an authentic creative process.

The teaching games have various valences: not only achieve the educational objectives with greater
precision; it creates a recreational climate in the classroom, reduces emotional blockages, banishes apathy
and boredom. Play as much as you can with your kids!

Bibliography:

1. Nunan David, Research methods in language learning, Cambridge University Press, 1992
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SCHIMB DE BUNE PRACTICI - IDEI DE JOCURI PENTRU ORA DE LIMBA ENGLEZA

Prof. Enache Beatrice- Ionela, Scoala Gimnaziala , Al. Piru” Margineni - Bacau,
Romania

,,Jocul este cel mai elevat tip de cercetare.” Albert Einstein
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Una dintre metodele interactive eficiente pentru invatarea unei limbi moderne este jocul.
Pedagogia ne invata ca jocul Implineste in cel mai inalt grad dorinta de activitate a copilului, generatd de
trebuinte, ndzuinte, progrese specifice copilului.

Imbricand forma jocului, activitatea este tot atat de utila dezvoltarii psihice si fizice a copilului, ca
si lumina soarelui.

Iata cateva exemple de jocuri si activitati ce pot fi de ajutor in cadrul orelor de limba engleza, atat
ca o cale de efectuare si consolidare a cunostintelor, cat si ca o modalitate de dezvoltare a creativitatii si
imaginatiei elevilor.

1. Activitate orala- ,,Ce poti face cu...?” ("What can you do with...?””). Acest joc le cere elevilor
sd se gandeascd si sd enumere cat mai multe intrebuintari inedite pentru diverse obiecte din viata
cotidiana. Exemplu: Ce poti face cu un ou?, Ce poti face cu un pantof?, Ce poti face cu o esarfa?. Elevii
isi pun imaginatia In miscare si gasesc solutii pentru fiecare obiect propus.

2. Activitate orala- ,,Balonul cu aer” ("The Hot Air Balloon”). Fiecare elev 1si alege un personaj
pe care il va imita in cadrul jocului. Li se spune cd ei se afla in cosul unui balon cu aer care pierde
altitudine si cd, pe rand, trebuie sd sard in gol pentru a salva vietile cdlatorilor. Votul elevilor decide care
personaj trebuie si sard si care riméane in cos. In final va supravietui doar acela care a adus cele mai
persuasive rationamente in favoarea sa.

3. Activitate orald- ,,Zece lucruri” (10 Things”). Acest joc pune accent spritul creativ al
fiecarui elev in parte. Astfel, elevii sunt rugati sa noteze un numar de lucruri... care le plac/... pe care le
doresc/... care 1i sperie. Apoi, in perechi, elevii isi vor clarifica unul altuia motivele pentru care eu facut
alegerile respective. Ei au in acest fel ocazia sa-si exprime punctele de vedere si sa se cunoascd mai bine
unii pe altii.

4. Activitate scrisa- ,,1/2 Rebus”. Elevii interactioneaza in perechi. Profesorul le va propune un
rebus completat partial. Unul dintre elevi va avea o jumatate de rebus, iar celdlalt a doua jumatate. Nu vor
exista indicatii pentru gasirea cuvantului. Elevii vor formula, pe rand, propriile opinii, respectiv definitii
astfel incat fiecare dintre ei sa poatd duce la bun sfarsit rebusul. Acest joc stimuleaza dezvoltarea
vocabularului si exprimarea liberd, dar poate fi folosit si pentru recapitularea vocabularului la sfarsitul
unei lectii/ unitati de invatare. Aceast joc este foarte potrivita in cazul elevilor de nivel avansat, deoarece
ei pot formula argumente mai ample, ajutandu-se si de vocabularul acumulat.

5. Activitate scrisa- ,,JJurnalul meu” (”Dear Diary”). Aceastd activitate presupune tinerea unui
jurnal inedit. Elevii pot pretinde ca sunt diverse personalitati: un scriitor, un manager, o printesa, o vedeta
de cinema. Ei pot consemna intamplarile remarcabile care le marcheaza existenta si-si pot Impartasi
creatiile colegilor.

6. Activitate scrisd- Basmul (" The Fairytale”). Elevii sunt grupati cate trei sau patru. Profesorul

le propune un basm cu inceput dat (de exemplu: ,,Era odata o fetitd sdraca care locuia impreuna cu bunica
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ei bolnava intr-o casutd saracacioasa de la marginea unui lac...”). Pe rand, fiecare elev din fiecare grupa
are voie sd scrie cate o singurd propozitie, pana cand povestea ajunge la final. Variantele vor fi
surprinzatoare: produsul unui autentic proces creativ.

Jocurile didactice au diverse valente: nu doar ating cu mai mare precizie obiectivele educationale;
creeaza un climat recreativ in clasa, reduce blocajele emotionale, alunga apatia si plictiseala. Jucati-va cat

puteti de mult cu copiii!
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THE VOLUNTEER, THE MOST IMPORTANT SOURCE OF WELL

Teacher Filimon Irina Elena, Liceul Tehnologic “Ovid Caledoniu”, Tecuci - Galati,
Romania

1. Brief presentation of the educational project

Waking up and developing the spirit of volunteering in children, cultivating its values could be
one of the teachers' tasks.

Our school wanted to cultivate this form of involvement of students and their families with an
emphasis on universal values: cooperation, communication, tolerance, helpfulness, involvement, respect,
empowerment, team spirit. Based on these considerations, we designed a volunteer educational project,
which we called "It's Time to Be Different!" In which we involved V-XII grade pupils, parents, members
of the local community, willing to bring a radius of joy in the souls of children or adults in difficulty and
not only.

2. The situation / context that led to the emergence of the educational project

The question "How can | become volunteer children in the world we live in?" was the pretext of
starting the project.

It turned out to be a good idea, because it was felt that the pupils were available to deepen the
subject, their interest and involvement being obvious. The conversation carried on from the word
"volunteer”, from its own and figurative meanings, was fruitful, it induced imagination, the analogies
made being remarkable and motivating. It was an open question that reflects a situation that students can
solve through various actions or activities.

3. Tasks / problems / specific issues that we wanted to solve

The purpose of the project
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e Developing the emotional and volitional-acting component of the pupils' personality through

moral actions, carried out in and out of school
Objectives

e Stimulating generosity among students, teachers and other community members through
charitable activities;

e Training of communication skills, active involvement, teamwork;

e Cultivating the imagination, creativity of children by making gifts and artistic works within the
project.

Expected finishes:

e Looking at students: cultivating love for seed; the formation of civic, honest behavior towards
people; engaging in practical activities for the benefit of others;

e Teachers: familiarizing cadres with new methods to stimulate pupils' interest in helping people in
disadvantaged situations;

e Looking at parents and other educational factors in the community: increasing parental
involvement in volunteer activities;

4. Actions taken

Within the program, activities involving direct pupil involvement (short-term activities in which
students present emotionally-charged situations of the day), parents or grandparents (“family engagement
days"), and teachers have been developed and initiated.

Description of activities:

e Activity no. 1: "My Friendship with People with Special Needs" - a visit to the "David Austin"
Home from the town of Tiganesti, Galati County.

e Activity no. 2: "The book, the child's girlfriend" - a collection of children's books for the
enrichment of the high school library.

e Activity no. 3: "Christmas unites the hearts" - a power-point material about the significance of
Christmas was presented in the activity and carols were played. Organized on creative workshops
(volunteer student - beneficiary pupil), the children made ornaments for Christmas tree and winter
collages - snowmen. Parents of volunteer students offered gifts to everyone.

e Activity no. 4: "In March | give you / A marriage in the sign that I love you™ - the pupils made
martyrs, greeting cards, badges and beads for organizing a sales exhibition, and from the money
they donated and sponsors bought sweets, and requisites to be given from "our souls to your soul".

e Activity no. 5: "The Rabbit Loves You!" - Teachers and high school students organized a gift
collection (toys, sweets, clothing) on Easter holidays, which they offered to children in the center

and to the patients in the hospital municipal.
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Activity 6: "A gift of your birthday" - a show offered by the students of the "Ovid Caledoniu”
Technological High School to the "David Austin" (Tiganesti) Children's Home. Charitable action
involving the collection of clothes, food for deprived children at the center.

Activity no. 7: "Volunteers for the environment” - students have been involved in activities whose
causes are related to the environment. There have been many ways in which young people have
carried out "eco" volunteer activities. Local activities can encourage young people to take up and
join volunteer efforts in diverse communities: sanitation and greening of green spaces; depositing
flowers at the graves of the city's historical personalities (Heroes Day); planting by each pupil a
flower, these being displayed in the classroom and cared for by the college of students; planting
some seedlings in the yard of the school.

Activity no. 8: Mentoring Activities - Students have helped their colleagues facing reading,
writing or other disciplinary issues for the school and have provided them with their support.
Activity no. 9: Ten minutes per day, at the end of the day, the students made the "Circle of
Sincerity" - a moment when each child called a situation through which he or she experienced or
grieved, then the students they have encouraged each other and compliments.

Activity no. 10: Young creative volunteers - Creative volunteer students have used their talents to
develop their own ideas about the volunteer project. Young artists have used their talents to make
some children enjoyable in the afternoon by drawing or sculpting activities.

Activity no. 11: The idea of tolerance has been exploited in secondary schools and literary texts.
For example: The Ugly Duchess by Hans Christian Andersen; Bridge to Terabithia by Katherine
Paterson. In gymnasium classes the text of Andersen's story was used to promote social values
related to human fundamental rights: equality, justice, civil rights, or even the idea of social
justice.

All of the eleven experiences and not only made the people involved understand that a beautiful

gesture, a game, attention means a lot to those in risk situations.
5. Obtained results

By engaging in volunteer activities, combining useful with pleasure, most pupils have a positive

attitude towards school activity, become better able to understand the world they live in and transfor-
mitate, get to know each other, receive and transmit messages , expressing their thoughts and feelings,
through oral communication, from the activities they participated in.

6. Lessons Learned

Students and their masters, who have gone through some of the project activities, want to

participate in the future over the school timetable for a longer period of time.

Reflections:

"I want to see my beauty
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Look for what's best in me
It's what I'm really
And all I want to be
It could take you some time
You might find it hard to discover
But | want you to see my beauty.
| want to see my beauty
Everyday
You could do this
You could find a way
To see how | shine
Through everything | do
And to see my beauty? "
(I want to see the beauty me, Red and Kathy Grammer in Teaching Peace, 1986)
7. Human, material, financial resources needed to carry out the project
The specificity of the project does not imply any significant material and financial resources. In
this case, the most important resource is human. In this respect, the open attitude and goodwill of adults -
teachers and parents - is needed by their real desire to change something for the sake of both the attitude
and behavior of students and parents, and why not, even the teachers.
8. References
http://federatiavolum.ro/wp-content/uploads/2016/07/ghid_masurare_efecte voluntariat A4 210x297_mm

VOLUM.pdf
https://ec.europa.eu/epale/sites/epale/files/ghid _competente voluntariat.pdf

http://spitaldeva.ro/spitaldeva/files/ghiduri/GHIDUL VOLUNTARULUI.pdf

VOLUNTARIATATUL, CEA MAI IMPORTANTA SURSA DE BINE

Prof. Filimon Irina Elena - Liceul Tehnologic “Ovid Caledoniu”, Tecuci - Galati,
Romania

1. Prezentare succinta a proiectului educational

A trezi si a dezvolta spiritul voluntariatului la elevi, a cultiva valorile lui ar putea fi una din
sarcinile de seama ale cadrelor didactice.

Scoala noastra a dorit sa cultive aceasta forma de implicare a elevilor si familiilor lor cu accent pe
valorile universale: cooperare, comunicare, toleranta, intrajutorare, implicare, respect, responsabilizare,
spirit de echipd. Pornind de la aceste consideratii, am conceput un proiect educational de voluntariat, pe

A

care l-am intitulat “E timpul sa fim altfel!” in care am implicat elevii claselor V-XII, parinti, membrii ai
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comunitdtii locale, in dorinta de a aduce o raza de bucurie in sufletele unor copii sau adulti aflati in
dificulate si nu numai.
2. Situatia / contextul care a determinat aparitia proiectului educational
Intrebarea “Cum pot deveni copiii voluntari lumii in care triim?” a reprezentat pretextul inceperii
proiectului. S-a dovedit a fi o idee oportuna, fiindca s-a simtit disponobilitatea elevilor spre aprofundarea
subiectului lansat, interesul si implicarea lor fiind evidente. Discutia purtata plecdnd de la cuvantul
“voluntar”, de la sensurile sale proprii si figurate, a fost fructuoasd, a incitat imaginatia, analogiile
realizate fiind remarcabile si motivante. A fost o intrebare deschisa care reflecta o situatiec pe care elevii
sd 0 poata rezolva prin diverse actiuni sau activitagi.
3. Sarcinile / problemele / aspectele specifice pe care am dorit sa le rezolvam
Scopul proiectului
e Dezvoltarea componentei afective si volitiv-actionale a personalitatii elevilor prin actiuni morale,
desfasurate 1n scoala si in afara acesteia
Obiective
e Stimularea generozitatii In randul elevilor, dascélilor si al celorlati membri ai comunitatii, prin
activitati caritabile;
e Formarea competentelor de comunicare, implicare activa, munca in echipa;
e Cultivarea imaginatiei, a creativitatii copiilor prin realizarea cadourilor si a lucrarilor artistice din
cadrul proiectului.
Finalitati asteptate:
e Privind elevii: cultivarea dragostei pentru semei; formarea unui comportament civic, onest fatd de
oameni; antrenarea in activitati practice pentru beneficiile celor din jur;
e Privind cadrele didactice: familiarizarea cadrelor ddiactice cu metode noi de stimulare a
interesului elevilor pentru Intrajutorarea persoanelor aflate in situatii dezavantajate;
e Privind pdrintii si alti factori educationali din comunitate: cresterea implicarii parintilor in
activitatile de voluntariat;
4. Actiuni intreprinse
In cadrul programului au fost realizate si initiate activitati care au presupus implicarea directa a
elevilor (activitati de scurta duratd in care elevii prezintd situatiile cu incarcatura emotionale din ziua
respectiva), a parintilor sau bunicilor (,,ziua implicarii familiei”), a cadrelor didactice.
Descrierea activitatilor:
e Activitatea nr. 1: ,,Prietenia mea cu persoane cu nevoi speciale”- vizita de cunoastere la Caminul
»David Austin”, din localitatea Tiganesti, judetul Galati.
e Activitatea nr. 2: ,,Cartea, prietena copiilor” — actiune de colectare de carti pentru copii in vederea
imbogatirii bibliotecii liceului.
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Activitatea nr. 3: ,,Crdciunul uneste inimile”- in cadrul activitatii s-a prezentat un material power-
point despre semnificatia Craciunului si s-au cantat colinde. Organizati pe ateliere de creatie (elev
voluntar - elev beneficiar), copiii au confectionat ornamente pentru bradul de Craciun si colaje de
iarnd - oameni de zdpada. Parintii elevilor voluntari au oferit cadouri tuturor.

Activitatea nr. 4: ,.In martie iti diruiesc /Un mdrtisor in semn cd te iubesc”- elevii au confectionat
martisoare, felicitdri, ecusoane §i margele pentru organizarea unei expozifii cu vanzare, iar din
banii obtinuti, dar si din donatii si sponsorizari au achizitionat dulciuri, alimente si rechizite pentru
a fi daruite din “sufletul nostru pentru sufletul vostru™.

Activitatea nr. 5: ,.lepurasul te iubeste!” — cadrele didactice si elevii liceului au organizat o
actiune de colectare de cadouri (jucarii, dulciuri, imbracaminte) cu ocazia Sarbatorilor de Pasti, pe
care le-au oferit copiilor din centru, dar si bolnavilor din spitalul municipal.

Activitatea nr.6: ,,Un dar de ziua ta” — spectacol oferit de elevii Liceului Tehnologic “Ovid
Caledoniu” celor de la Caminul de copii “David Austin” (Tiganesti). Actiune caritabild care a
presupus colectarea de haine, alimente pentru copiii defavorizati de la centru.

Activitatea nr. 7: “Voluntari pentru mediu”- elevii s-au implicat in activitati ale caror cauze
relationeaza cu mediul Inconjurator. Au avut loc numeroase moduri prin care tinerii au desfasurat
»activitati eco” de voluntariat. Activitatile locale pot Incuraja tinerii sa ia atitudine si sa se alature
eforturilor de voluntariat in comunitati diverse: igienizarea §i estetizarea spatiilor verzi; depunere
de flori la mormintele personalitatilor istorice ale orasului (Ziua Eroilor); plantarea de catre
fiecare elev a unei flori, acestea fiind expuse in sala de clasad si ingrijite de colectivul de elevi;
plantarea unor puieti in curtea scolii.

Activitatea nr. 8: Activitati de mentorat - elevii i-au ajutat pe colegii lor care se confrunta cu
probleme de citit, scris sau alte subiecte disciplinare pentru scoala si le-au oferit sprijinul lor.
Activitatea nr.9: zece minute zilnic, la sfarsitul orei de dirigentie, elevii au realizat “Cercul
sinceritatii” — un moment In care fiecare copil a numit o situatie prin care a trecut in cursul zilei,
care l-a bucurat sau intristat, apoi elevii si-au adresat unul altuia incurajari si complimente.
Activitatea nr. 10: Tineri voluntari creativi - elevii volunari creativi si-au folosit talentul pentru
a-si dezvolta propriile idei despre proiectul de voluntariat. Tinerii artisti s-au folosit de talentul lor
pentru a face o dupa-amiaza placutd catorva copii prin activitati de desen sau sculptura.
Activitatea nr. 11: Ideea de tolerantd a fost valorificatad la clasele gimnaziale si prin intermediul
textelor literare. De exemplu: Rdatusca cea urdta de Hans Christian Andersen; Punte catre
Terabithia de Katherine Paterson. La clasele gimnaziale textul povestii lui Andersen a fost folosit
pentru a promova valori sociale legate de drepturile fundamentale umane: egalitate, dreptate,
drepturi civile sau chiar ideea de dreptate sociala.
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Toate cele unsprezece experiente si nu numai i-au facut pe cei implicati sd Inteleagd ca un gest
frumos, un joc, o atentie Tnseamna foarte mult pentru cei aflati in situatii de risc.
5. Rezultate obtinute

Prin implicarea in activitatile de voluntariat, imbinand utilul cu placutul, majoritatea elevilor au o
atitudine pozitiva fatd de activitatea scolara, devin capabili sa inteleagd mai usor lumea in care traiesc si
sd o tranforme, sd se cunoascad pe sine, s recepteze si sd transmitd mesaje, exprimandu-si gandurile si
sentimentele, prin comunicarea orald, din cadrul activitatilor la care au participat.
6. Lectii invatate

Elevii si dirigintii lor, care au parcurs o parte din activitatile proiectului, isi doresc sa participe si
in viitor, peste orarul scolar si pe o perioada mai lunga de timp.

Reflectii:

“Vreau sa vezi frumusetea mea

Cauta ce e mai bun in mine

Este ceea ce sunt cu adevarat

Si tot ceea ce vreau sa fiu

Ar putea sa-fi ia ceva timp

Ar putea sa-ti fie greu sa descoperi

Dar vreau sa vezi frumusetea mea.

Vreau sa vezi frumuseatea mea

In fiecare zi

Ai putea sa faci acest lucru

Ai putea sa gasesti o cale

Pentru a vedea cum stralucesc

Prin tot ceea ce fac

Si pentru a vedea frumusetea mea?”

(Vreau sa vezi frumusetea mea, Red si Kathy Grammer, in Teaching Peace, 1986)

7. Resurse umane, materiale, financiare necesare pentru realizarea proiectului

Specificul proiectului nu presupune resurse materiale si financiare deosebite. In cazul acestuia
resursa cea mai importanti este cea umana. In acest sens, este nevoie de atitudinea deschisa si bunavointa
adultilor - cadre didactice si parinti - de dorinta reald din partea acestora de a schimba ceva in bine, atat in
ceea ce priveste atitudinea si comportamentul elevilor, cat si ale parintilor si, de ce nu, chiar ale cadrelor

didactice.

8. Referinte
http://federatiavolum.ro/wp-content/uploads/2016/07/ghid_masurare_efecte voluntariat A4 210x297 mm

VOLUM.pdf
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https://ec.europa.eu/epale/sites/epale/files/ghid_competente voluntariat.pdf
http://spitaldeva.ro/spitaldeva/files/ghiduri/GHIDUL VOLUNTARULUI.pdf

IMPORTANCE OF THE SOCIAL SKILLS- FOR THE DEVELOPMENT OF THE
INDIVIDUAL'S PERSONALITY

Teacher Filiuta Gina "Marcel Guguianu” Technical College, Zorleni - Vaslui, Romania

Pre - school teacher Mardare Cristina - Gymnasium School No.1, Bacani - Vaslui,
Romania

The developing of the social-emotional skills in students reflects the necessity to offer an inspired and
proper response to the contemporary society challenges. the fundamental question that rises when
approaching this subject is the following:"What is the role of the social-emotional skills' development in
an individual's life?"

The pattern of learning the social-emotional skills follows a predetermined line specific to
secondary education.The first level of interest, from the educational life perspective, is connected to the
young people’s training for an active life. A second level aims at the usefulness of the social-emotional
competences , along with the cognitive ones in order to obtain thinking and acting independence that all
the adults should exhibit later in their active social life. It is very important as well for them to gain
interpersonal skills to succeed in life.

Daniel Goleman, the one who created the concept of emotional intelligence thinks that the role of
this cognitive human skill as being fundamental for the personal development of every individual. Also,
the concept of multiple intelligences was created by the psychologist Howard Gardener. The author
claims that there are many types of intelligence which form the individual's intellectual skills. These are
represented by the mathematical, linguistic, spatial, intrapersonal, interpersonal, natural and kinesthetic
intelligence.

The intrapersonal intelligence is defined as the individual's ability to adapt to concrete situations in
life according to his own potential of understanding and orientation.

Daniel Goleman thinks that the intrapersonal intelligence is fundamental and it has five components,
everyone being fundamental for every human being both in the private life as in the social one ; self-
awareness, self-control, adaptability, motivation and empathy.

In the same line, the people who develop their social skills feel that they understand better the
general human emotions, which leads to benefits in their social-professional life.

The social-emotional skills have an important role in the integration of young people in social life and and

it is necessary for them to be taught to communicate effectively.
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A self-evident example is the role-play or the team games for children or teenagers, which make them
understand better the interests, values and other types of behavior.

To conclude, the complex themes of the social-emotional skills development in the young people
generation, are becoming a social need which is determined by the scientific and technological progress

of our contemporary society.

IMPORTANTA ABILITATILOR SOCIALE - PENTRU DEZVOLTAREA
PERSONALITATII INDIVIDULUI

Prof. Filiuta Gina, Colegiul Tehnic “Marcel Guguianu”, Zorleni - Vaslui, Romania

Educatoare Mardare Cristina - Scoala Gimnaziala Nr.1, Bacani - Vaslui, Romania

Dezvoltarea abilitatilor socioemotionale in cazul populatiei scolare reflectd necesitatea de a oferi
un raspuns adecvat si inspirit la provocarile societatii contemporane. Directiile fundamentale de actiune,
potrivite cu programele educationale pot fi sintetizate pe o baza multidirectionald caracterizatd, de valori
sociale acceptate in mediul social de apartenenta. Identificim in acest sens urmadtoarele componente
specifice programelor curriculare din scoli si universitdti: modalitati si atitudini dezvoltate de
comportament social, invatarea tiparelor relatiilor interumane, autocontrol, capacitati de natura empatica.
Intrebarea fundamentald care intervine in abordarea acestui subiect este urmitoarea: Care este rolul
dezvoltarii abilitatilor socioemotionale 1n viata unui individ?

Modelul invatarii aptitudinilor socioemotionale urmeaza un traseu prestabilit specific
invatamantului preuniversitar. Primul palier de interes, din perspective vietii educationale este legat de
pregatirea tinerilor pentru viata activa. Un al doilea palier de analizd a formarii educationale vizeaza
utilitatea capacitatilor de natura socioemotionala, alaturi de cele cognitive in dobandirea independentei de
gandire si actiune pe care fiecare adult trebuie s o manifeste in viata sociald activa. In aceesi ordine de
idei, legat de cele prezentate anterior este importanta dezvoltarii abilitdtilor interpersonale pentru a realiza
reusita in viata.

Daniel Goleman, creatorul conceptului de inteligentda emotionala considera ca rolul acestei
sectiuni a ceea ce este definit, drept aptitudine umana cognitiva este fundamental in dezvoltarea personala
a oricarei persoane. Concluzia acestor cercetari vizeaza importanta EQ ( inteligenta emotionald) in viata
sociald, atestarea reusitei in viatd a oamenilor care au dezvoltat acest tip de inteligentd in comparatie cu
IQ sau coeficentul de inteligenta rationald, care in pofida unor capacitati logice dezvoltate nu au obtinut
aceleasi rezultate in viatd. In aceeasi ordine de idei, s-a dezvoltat conceptul de inteligente multiple, o
creatie a psihologului Howard Gardener. Autorul sustine existenta mai multor tipuri de inteligenta, de a

forma capacitatea intelectuala a omului. Acestea sunt reprezentate de: inteligenta matematica, lingvistica,
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spatiala, intrapersonald, interpersonald, naturala si kinestetica. De altfel, Gardner a introdus inca un tip de
inteligenta si anume cea spirituald. Definim inteligenta interpersonald drept capacitatea de adaptare a
individului la situatii concrete de viatd, in functie de potentialul de intelegere si orientare al acestuia.
Inteligenta interpersonald, respectiv forma specializata inteligenta de tip social reprezintd o componenta
de baza a dezvoltarii in mediul de viata si activitate a fiecarei fiinte umane. Daniel Goleman considera ca
inteligenta de tip interpersonal este fundamentatd pe cinci piloni sau componente, reprezentative pentru
fiecare om, atat in ceea ce priveste viata individula, dar, mai ales cea sociald, In care se manifesta in mod
direct si nemijlocit. Cele cinci componente caracteristice inteligentei interpersonale sunt: constiinta de
sine, autocontrolul, adaptabilitatea, motivatia si empatia.

Perspectivele formarii educationale la populatia de varstd tanara ne conduc la dezvoltarea unui
rationament, acceptabil din punct de vedere stiintific prin intermediul céaruia intelegem dezvoltarea
comportamentelor sociale ale acestei categorii de varstd in baza unor variabile de lucru caracteristice unui
model psihologic integrativ. In conformitate cu rezultatele acestui model de cercetare, se constatd ci o
capacitate socioemotionald dezvoltatd determind un nivel ridicat de performanta scolara in randul elevilor.
In al doilea rand, nivelul ridicat de inteligenti emotionald genereaza capacitate de interactiune sociald
crescutd, potrivita cu cerintele si nevoile vietii de zi cu zi. Pe un al treilea plan de analiza in cazul loturilor
supuse cercetarii, se constatd ca abilitatile socioemotionale dezvoltate creeaza un sistem de autocontrol
personal, valorificabil in planul vietii sociale. In aceeasi ordine de idei persoanele care isi vor dezvolta
abilitatile sociale resimt imbunatdfirea capacitatii de intelegere a emotiilor general umane, ceea ce
conduce la beneficii in planul perfectionarii socioprofesionale.
Rolul abilitdtilor socioemotionale in integrarea tinerilor in viata sociala necesitd Invatarea si dezvoltarea
capacitatii de comunicare eficenta prin organizarea de discipline scolare in scopul dezvoltarii abilitatilor
sociale. Acest model educational 1si are obarsia in teoriile si modelele dezvoltate in psihologia umanista.
Fundamentarea conceptului de educatie afectivd promoveaza dezvoltarea abilitatilor personale prin
stimularea autocunoasterii $i autocontrolului §i promovarea comportamentului si imaginei de sine
pozitiva. In esentd, educatia inceputd la varste fragede determini o bunid coordonare a intereselor,
atitudinilor si valorilor personale, fructificind comportamentul si stilul de viata ulterior. Modelarea
educationald se realizeazd in functie de personalitatea umana si cerintele vietii sociale. Conceptul de
educatie afectovd se dezvoltd prin fundamentarea unor modele de psihologie educationald, prinm
intermediul carora personalitatea umana poate fi modelata in sensul adaptarii si responsabilizarii sociale.
Conceptul de inteligentd emotionala nu are o istorie stiintificd indelungata. Goleman a susfinut aceasta
teorie a competentelor si abilitatilor interrelationale dezvoltate la sfarsitul anilor 80, dupa o serie de
cercetdri stiintifice internationale determinante pentru intelegerea rolului valorilor sociale interumane.
Autorul a avut ca premiza de analizd o latura sau dimensiune a inteligentei umane. Nu trebuie sd omitem

din analiza importanta diverselor categorii de aptitudini mentale, evaluabile prin testari specializate care
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contureaza profilul psihologic al unui individ. Interferenta diverselor categorii de aptitudini umane, fie
generale, fie specializate este esentiald in procesul de cunoastere al omului, cu atat mai importantad este
valorizarea evaluarilor de tip aptitudinal in educatia preuniversitara si universitara contemporana.

Procesul educational presupune invatare si asimilare, intr-0o multitudine de dimensiuni proiective
specifice. Cu alte cuvinte, procesul educational genereaza un camp al cunoasterii definibil prin prisma
interactiunilor sociale. Ne regasim, din aceasta perspectiva de abordare in prezenta conceptului de capital
social dezvoltat de Pierre Bourdieu, o autentica esenta a principiilor de organizare a vietii sociale.

Dezvoltarea inteligentei socioemotionale devine o necessitate a formarii educationale
contemporane. In aceastd directie de analizi avem in vedere dezvoltarea disciplinelor educationale de
naturd a forma abilitdti sociale in randul tinerilor. Managementul emotiilor poate diferentia si structura
capacitatea oamenilor ajunsi la maturitate, de a optimiza viata personald si socioprofesionald, eliminand
esecul ca efect al nepotrivirilor si diferentelor socioumane. Educatia afectiva devine social-empatica si
presupune abordarea nevoilor individuale in raport cu cerintele grupului social de apartenentd. Adaugam,
in acest sens si apartenenta la o categorie socioprofesionald sau la o comunitate umana. Una din
modalitatile de actiune pentru realizarea dezvoltarii abilitatilor socioemotionale este introducerea in
programele scolare a orelor de formare a abilitatilor sociale. Un exemplu edificator este jocul de rol sau
jocul de echipa pentru copii si adolescenti, ceea ce determind dezvoltarea capacitatii de adaptare si
interactiune a tinerilor pentru a intelege mai bine interesele, valorile si comportamentul celorlalti. Jocul de
echipa dezolta spiritual de fair-play, capacitatea de cooperare si comunicare, precum si starea de empatie
sociald. Abilitatile sociale pot fi inserate si ordonate in cadrul unor materii scolare in functie de profilul
asezamantului educational. Nevoile de formare ale copiilor si tinerilor se pot dezvolta si prin activitifi
extrascolare: dans, muzica, sport. Educatia de tip extrascolar este directionata pe responsabilizarea sociala
a tanarului, aceasta este o formuld formativa complementara, nicidecum antagonica. Aportul educatiei
extragcolare alternative la dezvoltarea cu caracter complementar a tinerii generatii devine o practica
inclusiv in programele educationale din tara noastra.

In concluzie, problematica complexa a dezvoltirii abilitatilor socioemotionale in educatia tinerii
generatii devine o necesitate sociala generatd de progresul stiintific si tehnologic din societatea
contemporand. Introducerea in cadrul programelor educationale a disciplinelor de natura a stimula si
promova acest tip de abilitati la populatia tanard reflectd importanta pregatirii pentru viatd a noilor

generatii, in conformitate cu valori $i modele educationale contemporane.
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CHILDREN’S AND TEENAGERS’ MEDIA LITERACY AND DIGITAL IQ

Dace Gaigala - Teacher Strenci Secondary School, Strencu- Latvia

Half of inhabitants of Latvia think that — if information is published / broadcasted by any media then
it is true. Media is a mirror of the world.
Research was carried out Oct-Nov, 2017
Responders - 1203 children and teenagers aged 9 to16 in Latvia.

How many % of young people (age 15-24) believe in information in social media portals? — 54%

How many procent of young people (age 15-24) share information on social media without checking if it is
true? — 40%
What of the mentioned gadgets do you have or would like to have for personal use? (%)

Age of respondents 9-16 years

WHAT DO YOU USE GADGETS FQR?

@
USE INTERNET USE INTERNET ON USE INTERNET ON
ON NOTEBROOK SMARTPHONE TABLET

Q , m@ -©
\ mm NE
26% o

WHAT

GADGETS DO o
YOU HAVE '
AND USE?

'”b SMARTPHONE
NOTEBOOK

TABLET

GAME CONSOLE
SMARTWATCH
E-BOOK READER

Found out risks

Very huge internet consumption: 57% of respondents use internet
not less than 3 hours a day.

A great part of internet activities is just for fun, aimless:

Only some respondents read books or look form information for learning or hobbies.
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TAKE P HOTOS AND IMPROVE

READ DIFFERENT 8LOGS

DOWNLOAD WUsIC
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Every day DOWNLOAD

72% of girls and 60% of boys
use social portals

READ INTERNET VERSIONS OF PRINTE

use Instagram

/6 use Instagram
every day
147 use Instagram
more than 3 hours a day

“ use Facebook

34% use vk.com

The most popular sitefor Russian speaking

respondents

WHAT
INTERNET
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DO YOUNG
PEOPLE USE?

Y
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79% of boys and 60% of girls
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Every day:
60% of girls and 47% of boys use
Instagrom

46% of girls and 28% of boys use
es le

) s Snapchat
if by nd 10% of girls
£y 2nd 100 of gir 22% of girls and 9% of boysuse
use e-mail

Musical.ly

e

Skype

why do respondents aged 13-16 use f FaGEhnUk

use Snapchat TO GETTO KNOW NEWS (3262

/o use Snapchat every TO COMMUNICATE WITH FRIENDS
TO GETTO KNOW VIEWFOINTS OF OTHER PEOPLE (9804
29%
28%
28%

L% use Snapchat more

than 3 hours a day TO GETTO KNOW WHAT THEIR FRIENDS DO
-

TO SHARE THEIR OWN PHOTOS

-~ . TO TELLABOUT THEIR VIEWPOINTS
417 use draugiem.lv

and TO GIVE INFORMAT ION/ABOUT THEMSELVES
only /& use draugiem.lv -

& .
every day Py
-

- Facebook has set age limit for users — one can use only from agg13

36% children aged 9-12 have saidthey use Facebook
-

Necessary skills for using Internet are acquired by self - learning.

Teens think they are more skilled in using Internet than their parents and teachers. Teachers have more
important role in using Internet for respondents aged 13 -16, especially by giving advice.

Younger respondents aged 9-12 have got more support from their parents.

Media literacy is very important in the modern changing world where there is a battle going on not only
for where people will spend their money but also for their minds, viewpoints, thoughts and values.

Profile of a young persc
aged 14-17in Latvia

54,7%

Use Intemet>3 ha day

81%

Have smartphone with WiFi

Think their practical skills are of highgs
level, butthey also weuld like to have -
some additionalskills O knowledge

Greatest part tse a safe password,
protect their smartphones by password
and know how to use settings of social
portals to proteé?their privacy

“

Greatest part of young people think the time they
spent on the internet is interesting and funny,
but only more than % think that this time

73% was meaningful and usefully spent.

Have more friends in
social portals than in
real life
83%
The most popular tool
WhatSApp

&

78%

Solves online prohlem
situations by oneself without
involving parents

81

oys and 725 of girlsuse
boys and 56% of girlsuse

18% of boys and 10% of girlsuse



SELF-EVALUATION

BUT PRACTICALLY...

97% 89% 86% 85% 80% 81% 73% 70%

SHOCKING NEWS! 78% OF 5 48%
STUDENTS DEPEND ON - IT SEEMS TRUE, MY
THEIR SMARTPHONES! FRIENDS USE
SHARE THIS! SMARTPHONES

-

THIS IS THE MOST STYLISH 43%
SMARTPHONE! ITISA RATIONAL
STATEMENT!

- —

@ 4G%
IF THE NEWS ARE BASED YES, ALL DATA ARE
ON A RESEARCH THEN THE RATIONAL. IFTHERE IS A
INFORMATION IS TRUE REFERENCE OR THE NAME OF
THE RESEARCHER
- MENTIONED, THEN IT IS OK

CONCLUSIONS
- Use of internet has “encapsulated” in spending free time and fun, solving practical everyday or

educational tasks is not a priority

- Watching everyday photos can cause a risk of loosing interpersonal communication

- Users are confident about recognising possible security threats on Internet, but understanding of it
is limited

- Users have got ICT skills, but need more additional knowledge and skills

- Activities very often are used intuitively by using mistakes and tries method.

VALORIZAREA SI VALORIFICAREA EXPERIENTEI iN IMPLEMENTAREA
PROIECTELOR EDUCATIONALE - EXEMPLE DE BUNE PRACTICI

Prof. Ganceanu Mihaela, Liceul Teoretic “Mihai Eminescu” Barlad- Vaslui, Romania

In anul scolar 2017-2018, la Liceul Teoretic “Mihai Eminescu” Barlad s-a desfasurat proiectul
educational judetean “MICUL INTREPRINZATOR”.

Prin implementarea proiectului educational judetean, "Micul intreprinzator” se urmareste formarea
la elevi a capacitdtilor de analizd, de comunicare,de gandire independenta , formarea unor atitudini
responsabile fatd de mediu sau de actiuni personale, valorificarea eficientd a propriului potential si in
perspectiva gestionarea eficienta a propriei afaceri.

Prin implementarea proiectului educational judetean, ”Micul intreprinzator” se urmareste ridicarea
gradului de participare a familiei si a comunitatii locale la activitatile scolare, realizdndu-se o relatie mai
stransd intre scoald, familie, comunitatea locald si intre generatii, ridicarea calitafii procesului educativ
pentru pregatirea optima a viitorilor consumatori, angajati si antreprenori. De altfel proiectul educational
judetean, “Micul intreprinzator” constituie 0 oportunitate de promovare a imaginii scolii in comunitatea

locala si nu numai, prin incheierea de noi parteneriate de colaborare, cunoasterea reciproca a elevilor
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participanti din scolile partenere, dezvoltarea competentelor de comunicare, de lucru individual si in grup,
dezvoltarea comportamentului adecvat unui mediu economico-social in schimbare .
Obiectivul general al proiectului:
Formarea la elevi a capacitdtilor de analiza, de comunicare,de gandire independentd , formarea unor
atitudini responsabile fata de mediu  sau de actiuni personale, valorificarea eficientd a propriului
potential si in perspectiva gestionarea eficientd a propriei afaceri; formularea unor opinii referitoare la
rezolvarea problemelor comunitatii, privind initierea si derularea afacerilor
Obiectivele specifice ale proiectului:
#+ Dezvoltarea in randul elevilor ce apartin grupului tinta (100 elevi) a unor atitudini favorabile luarii
deciziilor si exprimarii opiniilor in ceea ce priveste mediul antreprenorial , pana in iunie 2018;
<+ Stimularea in proportie de 85 % (85 elevi) a grupului tinta pentru activitatile extracurirulare ce implica
libera comunicare, dezvoltarea creativitatii, formarea abilitatilor de lucru in echipd, cultivarea simtului
antreprenorial pana in iunie 2018
+ Crearea de noi comportamente adecvate unui mediu economico-social in schimbare in proportie de 90%
(90 elevi) a grupului tinta si participarea sa la un numar de 4 activitati specifice mediului antreprenorial
pana in iunie 2018.
#+ Cresterea cu 25% a numarului de activitati specifice mediului antreprenorial proiectate si desfasurate la
Liceul Teoretic Mihai Eminescu Barlad, pana la sfarsitul anului scolar 2017-2018
Durata proiectului - 5 luni (februarie - iunie2018)
Activitatile din cadrul proiectului au fost:
Stabilirea echipei de proiect
Lansarea proiectului
Alegerea grupului tinta
General si particular in realizarea unei afaceri
Risc si reusita in afaceri
Elevii de azi, antreprenorii de maine
Antreprenori de succes
Monitorizare si evaluare

Diseminarea proiectului

- & & = & & F & = &

Incheierea proiectului




Scolile partenere: Liceul Pedagogic ,Jloan Popescu” Barlad, Colegiul National Gheorghe Rosca
Codreanu Barlad,Colegiul Tehnic Alexandru loan Cuza Barlad, , Liceul Tehnologic Petru Rares Barlad,
Colegiul Tehnic ,,Marcel Guguianu” Zorleni, Liceul Tehnologic sat Puiesti, Liceul Tehnologic Ghenuta
Coman Murgeni

Situatia economica actualda impune cunoasterea de catre elevi a conceptelor de intreprinzator,
antreprenor, spirit antreprenorial, deasemenea formarea de noi competente in sfera  educatiei
antreprenoriale.

A fi intreprinzator, antreprenor reprezinta o experientd unicd, chiar provocatoare, care poate aduce
satisfactii deosebite, dar presupune si riscuri, iar de aici si posibilitatea esecului. A fi intreprinzator
inseamnd initiativa, capacitate decizionald si responsabilitate. Prin implicarea elevilor in cadrul acestui
proiect educational se urmareste dezvoltarea capacitdtii decizionale, a capacitatii de a-si asuma
responsabilitatea.Elevii vor avea oportunitatea de a-si clarifica anumite aspecte legate de lumea afacerilor,
de a intelege mai bine semnificatia anumitor concepte cum ar fi: intreprinzator, spirit antreprenorial, risc

in afaceri, reusita in afaceri,economie de piata, initiativa, decizie,responsabilitate.

RIVER PRUT -THE AXIS OF HISTORY, CULTURE AND CIVILIZATION
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Teacher Gogoase Mihaela, School no 1, Stanilesti - Vaslui- Romania

Teacher Branici Crina Ioana, School no 1, Stanilesti - Vaslui- Romania

At the initiative of the distinguished principal, Teacher Branici Crina loana, History Teacher
Stefan Plugaru and a group of teachers (Teacher Gogoase Mihacla, Teacher Artene Aurica, Teacher
Armanuta Constanta) from School Number 1 Stanilesti, the first edition of the symposium " River Prut -
the axis of history, culture and civilization" took place on 23rd of March at ,,Sala Polivalenta” Stanilesti.

The symposium "River Prut - axis of history, culture and civilization" aims to be an open path
to history, culture and civilization for teachers and pupils, being designed to promote the authentic values
of the human communities on the two banks of Prut . Over time, the river did not separate but bound the
present human groups through history, historical and cultural personalities, traditions and common
customs. Thus, the role of this activity is to pique interest and promote the history, personalities,
traditions and authentic customs present in Romania, the Republic of Moldova and Ukraine, through
which we recognize our true identity.

At the activity guests from Republica Moldova, 1.S.J. Vaslui and the local community
participated. Mr. conf. univ. dr. Valentin Constantiniv, the head of the social science department of
"TIRASPOL University" REPUBLICA MOLDOVA, teacher Eufrosina Gretu, local councilor LEOVA ,
REPUBLICA MOLDOVA, teacher Lidia Dutca, principal of FILIPENI School, LEOVA, REPUBLICA
MOLDOVA, teacher Dan Ravaru, priest Marius Antohi, from ,,Episcopia Husilor", teacher Costin Clit,
C.N.C.V. Husi, col. (rz) Mihai Stefan Focsa, president of ,,Ligii Culturale
pentru Unitatea Romanilor de Pretutindeni’’, teacher Stefan Plugaru, member

of ,Ligii Culturale pentru Unitatea Romanilor de Pretutindeni’’, filiala

)
I i

VASLUI sustained scientific communications.
The activity ended with a show sustained by:
-actor DAN AILINCATI and folk music singer IOAN CHIRIAC;

-a group of students from School Number 1 Stanilesti;
-groups of singer and dancers(,FLOAREA DIN COSITA”, BEREZENI, ,MLADITELE PRUTULUI", LUNCA
BANULUL ,PLAIURILE PRUTULUI’, DRANCEN]L, ,FLORICICA DE PE PRUT”, VETRISOAIA, ,SALCIOARA
PRUTULUI”, STANILESTI).

,,» This event awakened in us the patriotic sense, that pure Romanian experience, which only us,

the people across the Prut, know their meaning’’.
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,PRUTUL - AXA DE ISTORIE, CULTURA SI CIVILIZATIE”

Prof. inv. primar Gogoase Mihaela, Prof. Branici Crina Ioana - Scoala Gimnaziala Nr.1,
Sat Stanilesti, Vaslui, Romania

La initiativa inimoasei directoare, prof. Branici Crina loana, prof. de istorie Stefan Plugaru si a unui grup
de cadre didactice (prof. inv. pr. Gogoase Mihaela, prof. inv. pr. Artene Aurica, prof. inv. pr. Armanutd Constanta)
de la Scoala Gimnaziala nr.1 Stanilesti, a luat fiintd prima editie a simpozionului ,,Prutul — axa de istorie, culturi
si civilizatie’’, ce s-a desfasurat in data de 23 martie 2018, la Sala Polivalenta Stanilesti.

Simpozionul ,,PRUTUL - axd de istorie, cultura si civilizatie’’ se doreste a fi o cale deschisa spre
istorie, culturd si civilizatie pentru cadre didactice si elevi, fiind gandit cu scopul promovarii valorilor
autentice ale comunitatilor omenesti de pe cele doud maluri de Prut. In cursul timpului, raul nu a
despartit, ci a unit grupurile umane prezente printr-o istorie, personalitati istorice si culturale, traditii si
obiceiuri comune. Astfel, rolul acestei activitifi este de a trezi interesul si de a promova istoria,
personalitatile, traditiile si obiceiurile autentice prezente In Romania, Republica Moldova si Ucraina, prin
care ne recunoastem adevarata identitate.

La activitate au participat invitati din Republica Moldova, de la 1.S.J. Vaslui, comunitatea locala.
Au sustinut comunicari stiintifice: dl. conf. univ. dr. Valentin Constantiniv, seful catedrei de stiinte
sociale a "Universitatii de Stat din Tiraspol", Republica Moldova, d-na prof. Eufrosina Gretu, consilier
local raionul Leova, Republica Moldova, d-na. prof. Lidia Dutca, director al Gimnaziului Filipeni, raionul
Leova, Republica Moldova, dl. prof. Dan Ravaru, parintele protopop Marius Antohi, din cadrul
Episcopiei Husilor", dl. prof. dr. Costin Clit, Colegiul National ,,CUZA-VODA”* Husi, col. (rz) Mihai
Stefan Focsa, presedintele filialei judetene Vaslui a ,,Ligii Culturale pentru Unitatea Romanilor de
Pretutindeni’’, prof. Stefan Plugaru, membru al ,Ligii Culturale pentru Unitatea Romanilor de
Pretutindeni’’, filiala VASLUI.

Activitatea s-a incheiat cu un program sustinut de:
- dl. Dan Ailincai, actor si cantaretul de muzica folk Ioan Chiriac;
- un grup de elevi de la Scoala Gimnaziala nr.1 Stanilesti;
- formatii de cantece si dansuri populare("FLOAREA DIN COSITA', com.:Berezeni, "MLADITELE
PRUTULUI'", com.Lunca Banului, "PLAIURILE PRUTULUI", com. Dranceni, '‘FLORICICA DE PE
PRUT ", com. Vetrisoaia, "“SALCIOARA PRUTULUI'"", com. Stanilesti).

,Acest eveniment a trezit Tn noi simful patriotic, acea traire romaneasca purd, pe care doar noi, cei

de dincolo si de dincoace de Prut, le stim rostul’’.

EDUCATION BASED ON EMOTIONAL INTELLIGENCE
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Teacher Laic Daniela - County Center for Resource and Educational Assistance,
Vaslui, Romania

Documentary Teacher Grama Liliana - County Center for Resource and Educational
Assistance, Vaslui, Romania

Emotional intelligence means the capacity of control and selfcontrol of stress and negative
emotions, a meta-ability which determines and influences the manner and efficiency with which we can
use other capabilities and abilities that we possess, including educational intelligence. Education based
on emotional intelligence isn’t an approach in terms of calculation. Methods detailed step by step can
look good on paper and sound good, when we hear authors and experts speaking about them. But these
mehods work rarely in school, in practice. Like most things that give meaning to our life bring us
satisfaction, education and child protection are processes extremely complex and deep, that can achieve
their noble goal just only through a relationship of friendship and empathy with children, pupils,
teenagers.Education based on emotional intelligence starts from the fact that the totality of our actions
allows us to create a better balance healthy in school and in relationships with students . Lately this type
of education has gained more and more ground. Because children with special needs do not have
emotional issues in the future, an educational system healthy and quality is meant to always find new
possibilities, new methods and resources to develop their capabilities /abilities, in particular emotional

intelligence, which represents the most valuable acquisition they can rely on anytime in the future.

EDUCATIA BAZATA PE INTELIGENTA EMOTIONALA

Prof. Laic Daniela, Centrul Judetean de Resurse si Asistenta Educationala Vaslui
Prof. documentarist Grama Liliana, Centrul Judetean de Resurse si Asistenta
Educationala Vaslui

Inteligenta emotionald se refera la abilitatile Tn baza cdrora un individ poate diferentia si
monitoriza emotiile proprii si ale celorlalti, precum si la capacitatea acestuia de a utiliza informatiile
detinute pentru a-si ghida propria gandire si actiune (Salovey & Mayer, 1990). O altd definitie a
inteligentei emotionale apartine lui Daniel Goleman (1995). Potrivit acestuia, ,,inteligenta emotionala
desemneazd o capacitate de control si autocontrol al stresului si emotiilor negative, o meta-abilitate care
determina i influenteaza modul i eficienta cu care ne putem folosi celelalte capacitati i abilitati pe care
le posedam, inclusiv inteligenta educationala.”

Educatia bazata pe inteligenta emotionala nu este o abordare in termeni de calcul. Metodele
detaliate pas cu pas pot arata bine pe hartie si suna atragator, atunci cand 1i auzim pe autori si pe experti

vorbind despre ele. Dar aceste metode functioneaza rareori in scoald. Asa cum majoritatea lucrurilor care
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dau un sens vietii noastre ne aduc satisfactie, educatia este un proces extrem de complex si profund, care

isi poate atinge scopul sdu nobil doar printr-o relatie de prietenie si empatie cu elevii, copiii, adolescentii.

Exista o reguld de aur de 14 carate care spune: ,, Poarta-te cu altii asa cum ai vrea sa se poarte cu
tine.” Dar existd o reguld mai buna, o regula de aur de 24 carate, care reflecta asa numita educatie bazata

pe inteligenta emotionala: ,,Poartd-te cu copiii tai asa cum ti-ai dori sa se poarte altii cu ei.”

Educatia bazata pe inteligenta emotionald porneste de la faptul ca totalitatea actiunilor
noastre ne permite sa creim un echilibru mai sinitos in scoala si in relatiile cu elevii. Acest tip de
educatie a castigat tot mai mult teren in ultima vreme. Actiunile cadrelor didactice, ale consilierilor
scolari, ale asistentilor sociali din domeniul educatiei incluzive sau educatiei special - integrate au
menirea de a pune accent pe importanta sentimentelor. De asemenea, educatia bazatd pe inteligenta
emotionald are rolul de ane ajuta sa ne {inem sub control emotiile, sd privim lucrurile din perspectiva
copiilor nostri, s nu actionam impulsiv sau sd ne lasdm coplesiti de sentimente. Copiii, mai ales cei cu
cerinte educative speciale, au nevoie de un mediu pozitiv, care sd le ofere numeroase oportunitdti de
dezvoltare si afirmare in cadrul unui grup, in clasd, in scoald. Educatia bazata pe inteligenta emotionala
porneste de la faptul cd totalitatea actiunilor personalului cu rol educational permite crearea unui
echilibru mai sanatos in relatiile cu copiii, prin accentuarea importantei sentimentelor si prin controlul

emotiilor.

Inteligenta emotionald tine de constientizarea propriilor emotii, stdpanirea acestor emotii (prin
controlarea cauzelor generatoare), motivatia interioard de a evolua, dublatd de inifiativa, optimism si
daruire, empatie (capacitatea de a Intelege emotiile si sentimentele altora) si, nu in ultimul rand, de

aptitudinile sociale.

Capacitatea de a recunoaste si de a face fatd emotiilor duce la succes scolar, performante mai

mari Tn munca si in relatiile interumane.
Ce inseamna de fapt inteligenta emotionala?

Inteligenta emotionald este un alt mod de a fi inteligent: inteligenta inimii. A avea inteligenta

emotionald inseamna:
e sd cunosti emotiile, sa le recunosti,
e sd poti sd empatizezi cu celalalt;
e s stii sd iei decizii;
e sd-ti asumi responsabilitatea pentru ceea ce faci;
e si fil motivat;

e sd stil sd comunici cu ceilalti, pentru a avea relatii armonioase;
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Dezvoltarea inteligentei emotionale a copiilor este esentiald pentru a-i ajuta sd le creasca
increderea 1n ei insisi, in abilitatile lor, pentru a-si gestiona si transforma emotiile negative, pentru a sti
sa se manifeste in sigurantd, atunci cand se simt furiosi, suparati, ingrijorati, obositi, tristi, pentru a-i ajuta

sa reuseasca in viata, cand vor deveni adulti.
Aptitudinile cheie ale inteligentei emotionale sunt:

v’ cunoasterea emotiilor - capacitatea de a recunoaste sentimentele atunci cand apar si de a nu le
elimina, dacd nu ne convin: "Sunt furios/ furioasd!" in loc sd-mi "inghit" furia sau si iau un

calmant.

v gestionarea emotiilor - capacitatea de a aborda emotiile neplacute, dupa ce am acceptat ca le

simtim. "Imi ocup timpul cu o activitate care ma face s ma simt bine ".

v/ automotivarea - emotiile ne fac mai puternici sau mai neputinciosi. "Sa-mi dezvolt o forma de

autocontrol emotional"

v’ recunoasterea emotiilor - sa-mi detectez cu mai multd precizie emotiile si sa-mi construiesc

propriul "sistem de lucru” cu ele.
De cind se poate incepe educatia inteligentei emotionale?

Unii copii sunt mai inteligenti emotional decat altii. Inteligenta emotionala se poate invata, exersa
de timpuriu, chiar din primul an de viatad. Parintii si cadrele didactice au un rol esential in perioada
prescolaritatii, deoarece atunci invata copiii vocabularul emotiilor, asocierea dintre emotii §i contextele de
viatd, exprimarea faciald a emotiilor, modalitd{i de reactie la emotiile celor din jur. La varsta de 6 ani
termenii utilizati pentru descrierea emotiilor cresc in diversitate si cantitate. Copiii devin capabili sa

poarte discutii cu altii despre emotiile lor interne sau pot s asculte ce spun ceilalti despre emotiile lor.

Din pacate unele cadre didactice nu sunt familiarizate cu noile metode interactive, pe care
invatarea comportamentelor pozitive socio-emotionale le cer. Ele se tem cd aceste metode vor duce la

dezordine sau chiar la pierderea controlului clasei.

In unitatile de invatimant unde s-au demarat programe de dezvoltare a inteligentei emotionale,
elevii au avut posibilitatea sd preia, participaind an de an la nivelele propuse de program, aspecte
educationale specifice caracteristicilor individuale: varsta, sex, Q.I. De asemenea, elevii au interactionat
regulat cu adultii, care i-au inteles si au imbunatatit programul in functie de cerintele specifice fiecarei
clase. Copiii beneficiaza cel mai mult de acest program, cand sunt implicate atat cadrele scolii la care
merg, cat §i parintii.

Educatia si primii ani de scoald reprezintd esenta vietii de familie, in anii in care copiii nostri
traverseaza o perioada critica, cu influente majore in evolutia lor ulterioard. Pot fi perioade de tensiuni si

dispute, sau de fericire, dezvoltare si afectiune. In realitate, e sigur ca toti copiii trec prin diverse
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incercari. Provocarea cadrelor didactice si a parintilor este de a-i sustine in permanentad. Aceasta depinde
de cat suntem noi de dispusi sa vorbim cu copiii intr-un mod care-i ajutd sa-si exerseze aptitudinile
inteligentei emotionale. In acest fel, vom avea parte de mai putine cazuri de ,,suprastimulare emotionald”

si de o mult mai mare intelegere a sentimentelor copiilor.

Invatand s comunicim empatic cu prescolarii/elevii, ne vom bucura impreund cu familiile
acestora de o inteligentd emotionald armonios dezvoltata. ,,Devenind mai echilibrati emotional, va creste
si siguranta lor si increderea in sine; curiozitatea lor 1si va gasi cai firesti de exteriorizare, vor invata cum
sd-si castige independenta si autenticitatea in gandire si comportament, isi vor dezvolta capacitatea de a

face alegeri responsabile. ”’( Daniel Goleman).

Cateva metode pentru dezvoltarea abilitatilor emotionale:

- Asigura-i unui mediu sigur si echilibrat;

- Zambeste-i;

- Invata-1 sa-si constientizeze si sa-si exprime emotiile; - Explica-i de ce spui ,,nu”, in loc de doar ,,nu”;
- Lauda-1 pentru un comportament pozitiv si incurajeaza efortul;
- Explica-i cand si cum actiunile sale 1i afecteaza pe altii.
Copilul inteligent din punct de vedere emotional:

e cste constient de emotiile sale si vorbeste liber despre ele;

e recunoaste emotiile celor din jurul sau;

e comunica ugor despre ceea ce il intereseaza sau il preocupa;

e stie sa spuna NU fara sa 1i rdneasca pe ceilalfi;

e are un bun management al emotiilor negative;

e are comportamente rezonabile, chiar si atunci cand lucrurile nu merg asa cum si-ar dori i nu

abandoneaza o activitate, nici atunci cand devine dificila;

e are bine dezvoltat sistemul motivational — nu face unele activitati doar pentru ca i-au fost cerute sa le
faca sau doar cat este supravegheat, ci le face pentru ca a inteles ca sunt utile pentru propria sa dezvoltare

si 11 ofera beneficii;
e este sigur pe el in majoritatea situatiilor, iar, atunci cand simte c¢a nu se descurca, cere ajutorul;
e se adapteaza rapid la situatii/ persoane noi;

e nu i1 este teama sa puna intrebari sau sa 1si afirme preferingele;

90



e are prieteni cu care se relaxeaza, dar de la care invatd si modele noi de comportament.

Interesant este faptul cd, pe masurd ce un copil/un tandr invatd sa-si cunoascd mai bine propriile

sentimente, el va reusi sd cunoasca, sd inteleagd mai bine si sentimentele celor cu care interactioneaza.

Sistemul educational punea, in urma cu 20-25 ani, accentul in mod traditional pe cele trei
activitati fundamentale: scris, Ccitit, socotit - toate caracteristice emisferei stangi (dominatd de
rationalitate), excluzand aproape educarea facultatilor emisferei drepte, care este sediul imaginatiei,
orientarii spatiale, decodarii muzicii, culorii, ritmului, creativitatii (dominanta sa fiind intuitia). Astazi
vorbim de o educatie moderna, centrata pe elev, pe dezvoltarea personald a acestuia, a libertatii in gandire
si creativitatii .

In ultimul timp se pune tot mai mult accentul pe educatia sinitoasa a copiilor/tinerilor pentru
viitor, pe dezvoltarea lor personald, si anume dezvoltarea imaginii de sine pozitive, a sentimentului de
incredere in sine, de autodisciplind, a aptitudinilor sociale si emotionale, precum si a simtului
responsabilitatii.

Pentru ca acesti copii sa nu aiba probleme emotionale in viitor, un sistem educational sanatos si
calitativ are menirea sa gaseascd mereu noi posibilitafi, noi metode si resurse de a le dezvolta
capacitatile/abilitatile, In special inteligenta emotionald, care reprezintd cea mai valoroasa achizitie pe

care se pot baza oricand in viitor.
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CONFLICT MANAGEMENT AND TROUBLESHOOTING

Teacher Lungu Mihaelia, Secondary School "George Tutoveanu", Barlad - Vaslui,
Romania

Social competences refer to the ability of children to form functional social relationships with

other children and adults in their lives. They facilitate positive interactions, according to cultural norms,
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so that they can achieve their own goals while respecting the needs of others. Any social behavior is the
result of a process of learning what is valued by society, which leads to the achievement of goals.
The pupils' social competences are classified as follows:

-personal and interpersonal skills for relationship and problem solving

-intra-personal skills.
Interpersonal problem solving skills

Conflict is a dispute or competition between two or more people who have needs, ideas, beliefs,
convictions, a system of values, very different or even opposite purposes.There is a relationship of
interdependence between socially related skills and problem-solving skills. Students with well-developed
relationship skills are better able to solve conflicting situations. They resort less to aggressive reactions,
being inclined to find solutions to the problems they face.

Conflicts are common in interpersonal relationships. Children learn constructive ways to resolve
conflicts through the experience they gain in cooperative games and the help they receive from adults in
identifying positive strategies. There is a gender difference in the form of aggression. Boys tend to be
more involved in forms of physical aggression, while girls are more often involved in relational
aggression. However, physical aggression is most often associated with relational aggression.

The types of conflict approach are: avoid, compromise, accommodation, competition, collaboration.
Conflict management refers to acquiring skills that:

- facilitates solving the conflict itself

-optimize effective communication skills.
1. Avoidance - in this case, the person has a low level of assertiveness and cooperation. The person does
not even approach the conflict or cooperate in solving it. This situation is determined by the lack of
problem solving skills and / or a low level of self-efficacy.
2.Satisfaction - is characterized by a low level of assertiveness but increased cooperation. Many people
approach this style if the cause of the conflict or solving the problem is not too important to them. It is the
situation in which one gives in favor of the other.
3. Compromise - is a style of conflict approach that is moderate in both assertiveness and co-operation.
Compromise is perceived by some as a process by which one party quits more than the other party, while
others regard it as a situation in which both parties gain.
4. Competition
The competitive approach has a high level of assertiveness and a low level of cooperation. This assumes
that each of the parties to the conflict is doing what it can to solve the conflict in its own use.
For this top-level approach, the following skills are needed:

- correct argumentation and debate

-protecting your own point of view
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-to clearly and concisely express the point of view, goals, needs and emotions
5. Collaboration - has a high level of assertiveness and collaboration. Each party expresses its position
and is ready to work with the other in such a way that both parties gain from the resolution of the conflict.
Collaboration involves inventing ideas that can lead to solving the problem and choosing the most
appropriate idea (solution) that will lead to the best solution / resolution of the conflict. Because of these
positive aspects, many people believe that this approach is the best way to resolve the conflict. Because it
takes a lot of time, it is not applicable in all situations. This style should be adopted when the parties
involved in the conflict have the time, energy and conditions necessary and sufficient to solve it.

Communication and management of conflict are extremely important aspects of human
functioning. Acquiring or enhancing the skills required for effective communication not only ensures that
we can adapt to the environment, meet immediate goals, but also helps us develop interpersonal
relationships, establish a social network that works best and contributes to the comfort our emotional,

physical and social.
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MANAGEMENTUL CONFLICTELOR SI REZOLVAREA DE PROBLEME

~ u

Prof. Lungu Mihaelia, Scoala Gimnaziala “George Tutoveanu”, Barlad - Vaslui,
Romania

Competentele sociale se referd la abilitatea copiilor de a forma relatii sociale functionale cu
ceilalti copii si adulti din viata lor. Acestea faciliteaza interactiunile pozitive, corespunzatoare normelor
culturale, in asa fel incat sa permita atingerea propriilor scopuri si in acelasi timp respectarea nevoilor
celorlalti. Orice comportament social este rezultatul unui proces de invatare a ceea ce este valorizat de
catre societate, care duce la atingerea unor scopuri. Competentele sociale ale elevilor sunt clasificate

astfel:

e eyt

e eyt

Abilitati interpersonale de rezolvare de probleme
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Conflictul este o disputd sau competitie intre doud sau mai multe persoane care au nevoi,
idei,credinte, convingeri, sistem de valori, scopuri foarte diferite sau chiar opuse

Intre abilititile de relationare sociald si abilitatile de rezolvare de probleme existd o relatie de
interdependentd. Elevii care au abilitati de relationare bine dezvoltate reusesc mai usor sa rezolve
situatiile conflictuale. Acestia recurg mai putin la reactii agresive, fiind inclinati sd gaseasca solutii la
problemele cu care se confrunta.

Conflictele sunt obisnuite in relatiile interpersonale.Copiii Invatd modalitdti constructive de
rezolvare a conflictelor prin experienta pe care o dobandesc 1n jocurile de cooperare si prin ajutorul primit
din partea adultilor in identificarea strategiilor pozitive. S-a constatat o diferentd de gen in ceea ce
priveste forma in care se manifestd agresivitatea. Baietii tind sd fie implicati mai des in forme de
agresivitate fizica, In timp ce fetele sunt mai des implicate in situatii de agresivitate relationala. Cu toate
acestea, agresivitatea fizica este cel mai adesea asociata si cu agresivitatea relationala.

Tipurile de abordare a conflictului sunt: evitarea, compromisul, acomodarea, competitia,
colaborarea.

Managementul conflictului se refera la insusirea unor abilitati care:

-faciliteaza rezolvarea conflictului in sine

-optimizeaza abilitatile de comunicare eficienta.

1. Evitarea — in cazul acesteia, persoana are un nivel scazut de asertivitate, cat si de cooperare. Persoana
nici nu abordeaza conflictul, nici nu coopereaza in rezolvarea lui.Aceasta situatie este determinatd de
lipsa abilitatilor de rezolvare a problemei si/sau de un nivel scazut al autoeficacitatii.
2.Acomodarea- este caracterizata de un nivel scazut de asertivitate, dar crescut de cooperare. Multe
persoane abordeaza acest stil daca cauza conflictului sau rezolvarea problemei nu are importan{d prea
mare pentru ele. Este situatia in care unul cedeaza in favoarea celuilalt.
3.Compromisul — este un stil de abordare a conflictului care este moderat atat in asertivitate, cat si in
cooperare. Compromisul este perceput de unii ca un proces prin care una dintre parti renuntd mai mult
decat cealalta parte , in timp ce altii 1l considera ca o situatie In care ambele parti au de castigat.
4. Competitia
Abordarea de tip competitiv are un nivel inalt de asertivitate si un nivel scadzut de cooperare. Aceasta
presupune cd fiecare dintre partile aflate in conflict face ce poate pentru a rezolva conflictul in folos
propriu.
Pentru acest top de abordare sunt necesare urmatoarele abilitati:

» de argumentare corecta si dezbatere

» de protejare al propriului punct de vedere

» de a exprima clar si concis punctul de vedere, scopurile, nevoile si emotiile
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5. Colaborarea — are un nivel de asertivitate si colaborare ridicata. Fiecare parte isi exprima pozitia si este
gata sd colaboreze cu cealaltd, in asa fel incat ambele parti sd castige din solutionarea conflictului.
Colaborarea presupune inventarierca ideilor care pot conduce la rezolvarea problemei si alegerea ideii
(rezolvarii) celei mai potrivite, care va duce la cea mai buna solutie/rezolvare a conflictului. Datorita
acestor aspecte pozitive, multe persoane considera ca acest mod de abordare este cel bun pentru a rezolva
conflictul. Din cauza ca este energofag nu este aplicabil in toate situatiile. Astfel, acest stil trebuie adoptat
cand partile implicate In conflict au timpul, energia si conditiile necesare si suficiente rezolvarii acestuia.
Comunicarea si managementul conflictului sunt aspecte extrem de importante ale functionarii
umane. Insusirea sau imbunititirea abilitatilor necesare unei comunicari eficiente ne asigurd nu doar
posibilitatea unei adaptari cat mai bune la cerintele mediului, la realizarea scopurilor imediate, dar ne
ajuta si la dezvoltarea unor legaturi interpersonale, la stabilirea unei retele sociale care functioneaza optim
si care contribuie la confortul nostru emotional, fizic si social .
Bibliografie
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DEVELOPING CHILDREN SOCIAL SKILLS

Teacher Moraru Carmen- "Marcel Guguianu" Technical College, Zorleni- Vaslui,
Romania

Social skills involve the capacity of a person to relate in an appropriate manner with other persons,
to have the capacity to cooperate and to collaborate within a group and to integrate. So, a child from
kindergarten or primary school, if succeed to relate with other person, to cooperate within the games at
their group or class, will do much better at similar activities that are organized at school, high school, in
their group of friends, at the place of work and in society.

Social skill is assured by the necessity to optimize relationship between human such as:

-the capacity to adopt a different character,

-the capacity to easily influence a group like isolated students,

-the capacity to adapt easily to different style of leadership

Gheorghe Dumitru presents the profile of the group that he distinguishes essential:
-the need for knowledge, affection and social valorization,

-reason for relationship, development, acceptance and integration into group's work,
-interpersonal skills and abilities,

-attitude of self-confidence and in other,
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-the need for knowledge, affection and social valorization

Communication is at the center of social performance and competence. Luminita lacob defines
human communication as being the relation based on co-sharing a meaning.

Verbal communication is the most studied form of human communication although its appearance
is far ahead of other forms of communication. In the case of verbal communication, the information is
encoded and transmitted by word. Today, research is increasingly focusing on oral communication.

Non-verbal communication is done through non-verbal signs, some intentional others
spontaneous, such us: the smile, the head inclination, frowning, and high eyebrows.

The empathy is a complex phenomenon that sets its mark on the entire life of the human.
Assertiveness has been compared by some specialists even with social competence. Cornelius Helena and
Faire Shoshana consider assertiveness as a communicator that opens the feelings in connection with an
event.

Self-presentation is a special objective of social competition, not only for self-respect but also to

be a model of behavior for others.

DEZVOLTAREA COMPETENTELOR SOCIALE ALE ELEVILOR

Prof. Moraru Carmen - Liceul Tehnologic ,Marcel Guguianu”, Zorleni - Vaslui,
Romania

Competenta sociala se refera la capacitatea unei persoane de a relationa intr-un mod adecvat cu
alte persoane, a avea capacitatea de a coopera si colabora in cadrul unui grup, precum si de a se face
placut de ceilalti. Cercetarile realizate de-a lungul timpului au aratat ca sansele de a deveni un adult
competent social, cresc daca varsta la care se incepe educatia din acest punct de vedere este mai mica.
Astfel, un copil de gradinita sau de nivel primar, cu cat a reusit sd relagioneze cu alte persoane, sa
coopereze si sd colaboreze in cadrul jocului, a unor activitati la grupa sau la clasa, se va descurca mai bine
la activitati similare, desfasurate in timpul scolii, la liceu, in grupul de prieteni, la locul de munca si in
societate.

Mare parte din imaginea pe care o avem despre sine, se creeaza pe baza reactiilor celorlalti fata de
noi, reactii care sunt foarte mult influentate de performanta noastra sociala.

Progresul in viata, atat in scoald cat si in cadrul unei profesii, depinde In mare masura de
competenta noastrd de a conduce si utiliza abilitatile sociale necesare. De aceasta depinde si o parte
semnificativa a succesului nostru 1n relatiile familiale si in relatiile cu prietenii si colegii.

Pe langa competenta profesionald, ce reprezintd un imperativ pentru progres si performanta, in
prezent, se formuleaza cerinta ca fiecare tanar sa fie pregatit in asa fel incat sa poata interveni competent

in solutionarea prompta a problemelor ridicate de realitatea economico-sociala, avand efecte pozitive in
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planul profesiei si ajungand la performanta sociald. Aceste comportamente de succes au ca fundament

insusirea si dezvoltarea competentei sociale.

Competenta sociala este asiguratd de ansamblul de abilitati necesare optimizarii si relationarii

interumane cum ar fi:

capacitatea de a adopta un rol diferit;

capacitatea de a influenta usor grupul (de elevi) precum si indivizi izolati,
capacitatea de a stabili usor si adecvat relatii cu ceilalfi;

capacitatea de a comunica usor si eficient cu grupul si cu fiecare individ separat;
capacitatea de a utiliza adecvat puterea si autoritatea;

capacitatea de adopta usor diferite stiluri de conducere (Marcus S., 1999, p. 20);

Venind in sprijinul aceleiasi idei, Gheorghe Dumitru (1998, p. 226) acorda un rol major profilului

interpersonal de grup in cadrul caruia el distinge anumiti factori esentiali:

experientd cognitivd, comunicativitate, putere de judecata si intelegere a mesajului
transmis;

capacitate rezolutiva, creativitate in gandire si actiune;

disponibilitate spre cunoastere, cooperare si comunicare interpersonald in grup;
atitudine de incredere 1n sine si 1n altul;

atitudine de Tnvingere a obstacolelor in calea atingerii scopului;

stil flexibil de abordare a sarcinii si de interactiune cu partenerii grupului;
sinceritate , responsabilitate si empatie in relatiile interpersonale;

nevoia de cunoastere, afectiune si valorizare sociala;

motive de relationare, dezvoltare, acceptare si integrare in activitatea grupului;

satisfactia participarii si reusitei individuale sau de grup;

.....

Aceastd succesiune de factori reprezintd de fapt reteaua de abilitdfi a cdror interactiune si

interconectare contureazd sfera competentei sociale. Astfel, principalele abilitati, componente ale

competentei sociale, care prin dezvoltare pot atinge si ele statutul de competenta sunt, dupa S. Moscovici

(1998, p. 80), comunicarea, empatia, asertivitatea, gratificatia, prezentarea de sine, rezolvarea de

probleme. Extinzand aceasta sfera adaugam si abilitatile de rezolvare a conflictelor, precum si abilitatile

de relationare si de selfmanagement.

Modelarea personalitatii, a conduitei si performantei subiectului se realizeaza prin dezvoltarea

corelatd a tuturor acestor componente, care exista si deriva unele din altele, Intr-o sustinere mutuala.

Comunicarea se afla in centrul performantei si al competentei sociale. Dupa cum scrie Luminita

Tacob (1998, p. 181), comunicarea umana, in acceptiunea sa cea mai larga, poate fi definita ca fiind relatia

bazatd pe co-impdrtirea unei semnificatii. Daca informatia este premisa absolut necesard unui act de
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comunicare, ea nu este nsa si suficientd. Absenta intelegerii acelei informatii si a contextului relational
care sd-i confere semnificatia, anuleaza "starea de comunicare".

Comunicarea verbala este cea mai studiatd forma a comunicarii umane, desi, ontogenetic, aparifia
el este cu mult devansata de celelalte doua forme de comunicare (paraverbald si nonverbald) (Stela
Teodorescu, 1997).

In cazul comunicirii verbale, informatia este codificata si transmisa prin cuvant si prin tot ceea ce
tine de acesta sub aspect fonetic, lexical, morfo-sintactic. Se disting in cadrul comunicarii verbale forma
orala si forma scrisa, iar in functie de aceasta se utilizeaza canalul auditiv sau vizual. Astazi cercetarile se
orienteaza din ce in ce mai mult asupra comunicarii orale, asupra "gramaticii oralului", sublinia Luminita
lacob (1998, p. 184).

Comunicarea non-verbald se realizeaza prin semnale nonverbale, unele intentionate, altele
spontane, cum ar fi: zdmbetul, Inclinari ale capului, privire incruntata, sprancene ridicate, grimase. Aceste
semnale nonverbale sunt numite sincronizare comunicativd si joacd un rol nsemnat 1n exprimarea
sensurilor in orice interactiune diadica (Fontana D., 1988, p. 259). Sincronizarea comunicativa indica
faptul ca persoana cu care vorbesti asculta, raspunde si ofera indicii asupra a ceea ce se petrece in mintea
Sa.

Empatia este un fenomen complex care isi pune amprenta pe parcursul intregii vieti a omului, pe
comportamentul sau, fard de care ar fi dificil de explicat relatia persoanei cu cei din jur, comunicarea
interpersonald, intelegerea celorlalti si construirea propriei strategii de actiune in societate. Aprecierea
apartine lui S. Marcus (1997, p. 11) fondatorul scolii romanesti de cercetare a empatiei si defineste
aceastd abilitate specific umana plasatd in inima competentei sociale. De aceasta abilitate de transpunere
biologicd a eu-lui in psihologia celuilalt, depinde profunzimea intelegerii mesajelor celorlalti si calitatea
relatiilor interumane.

Asertivitatea a fost comparata de unii specialisti chiar cu competenta sociala datorita multiplelor
interferente dintre aceasta si celelalte componente ale competentei sociale. Lazarus (1973) este unul
dintre cei care oferd o deschidere asupra domeniului asertivitatii, definind-o ca fiind capacitatea de a-i
influenta pe altii (Chelcea S. , 1998, p. 125). Intr-o abordare mai recenta a aceluiasi fenomen, Cornelius
Helena si Faire Shoshana (1996, p.p. 93-104) considera asertivitatea ca un deschizator al comunicarii ce
permite exprimarea sentimentelor in legaturd cu un eveniment, fara a blama si fard a-1 evalua pe celalalt
ca adversar.

Gratificatia, sprijinul reprezinta un puternic teren de susfinere pentru relatiile familiale, relatiile
de cuplu, pentru raporturile comunicationale stabilite la locul de munca cat si pentru rezidentii din
caminele de pensionari sau case de copii. Cheia prieteniei §i a atractiei interpersonale este reprezentatd de
gratificatie si sprijin dupa cum afirma Serge Moscovici (1998, p. 79). Sprijinul poate lua diverse forme.

Sprijinul verbal include elogiul, aprobarea, acceptarea, consimtdmantul, incurajarea, simpatia.
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Recompensele nonverbale se exprima prin surds, inclinarea capului, atingere, ton. Recompensa poate lua
si forma ajutorului, cadoului, invitatiei, sfatului sau informatiei.

Prezentarea sinelui reprezintad un obiectiv special al competentei sociale, important nu numai
pentru respectul de sine al interactorilor ,dar si pentru a constitui un model de comportament pentru
ceilalti (Mocovici, S, 1998, p. 83). Lipsa competentei sociale este evidentiatd de anxietatea sociala,
deficiente din sfera Eului sau a imaginii de sine etc. Prezentarea de sine este comportamentul care vizeaza
influentarea manierei in care suntem perceputi de ceilalti. Identitatea, rolul si statusul fiecarui individ sunt
negociate si acceptate intr-o anumita masura de catre ceilalti. Dezvaluirea informatiilor personale este, in
general, progresiva, reciproca si indispensabila oricarei relatii, fiind un semn de incredere.

Structura complexa a competentei sociale cuprinde si abilititi de cunoastere si rezolvare a
problemelor, procesul de rezolvare a problemelor fiind apreciat si ca metoda de antrenare a competentei
sociale. Rezolvarea problemelor si a unor situatii ce transpun evenimente reale de viata este o metoda ce
poate fi utilizata in cunoasterea si intelegerea relatiilor sociale.

Dintre metodele utilizate pentru antrenarea competentei sociale amintim:

Metoda clasica presupune trei sau patru faze:

a) explicarea si prezentarea de modele in direct sau prin intermediul unui video;

b)  jocul de roluri cu ceilalti participanti sau complici;

C) comentariile formatorului si prezentarea casetei video

d) repetarea sedintei.

Aceastd metoda este aplicatd in general in grupe de cate 6 timp de o ord sau o ora si jumatate, o
datd sau de doud ori pe sdptdmana.

Metodele educationale

Practica a ardtat ca prin cursuri si discutii nu se realizeaza antrenarea competentelor sociale.

Invitarea directd poate fi cea mai buni metoda, este important si se invete regulile neformale ale
situatiilor si relatiilor. Totusi este necesara si o conduitd practica comportamentala.

invitarea pe teren

Jocul de rol foarte utilizat in antrenarea competentelor sociale nu poate fi activat in toate situatiile.
Pentru unele meserii nu se pot crea situatii compatibile cu jocul de roluri, astfel incat se utilizeaza
formarea pe teren, cand individul este insotit de un formator care il sfatuieste si il indruma in permanenta.

Un model de antrenament pentru dezvoltarea competentei sociale este propus de Gazda G. (1994,
pp. 92-95) sub forma unei piramide de antrenare:

Etapa 1. - Antrenarea abilitatilor

Pas 1. Prezentarea didactica a abilitatilor ce urmeaza sa fie antrenate - a Spune;

Pas 2. Demonstrarea comportamentelor i raspunsurilor posibile - a arata;

Pas 3. Practicarea abilitatilor de catre subiecti - a face;
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Pas4. Aplicarea noii abilitati la viata practica - transfer;

Pas 5. Autoevaluarea si evaluarea din partea colegilor si a antrenorului, al nivelului

obtinut al abilitatii - feed-back;

Pas 6.  Participantii se sprijind reciproc in dezvoltarea abilitatilor.

Etapa 2 - Co-antrenarea cu antrenorul "maestru", faza in care poate fi implicat un fost subiect
care a absolvit pasul patru.

Etapa 3 Antrenament sub supravegherea antrenorului "maestru”.

Etapa 4 Antrenament individual

Etapele 2,3.4 cuprind cei 6 pasi de la etapa 1, dar in fiecare caz antrenatul progreseaza la statutul
de co-antrenor pana va fi capabil sa antreneze fara supervizare.

In concluzie, trebuie si se tind cont de faptul ci comportamentele sociale ale copiilor se
dobandesc, in cea mai mare masura, prin modelare si invatare explicitd a acestora, cu sprijinul parintilor si
al profesorilor. Copilul observa comportamentul adultilor si il imitd. Ceea ce inseamna ca, atunci cand ne
propunem sa ii invatdm pe copii abilitdtile sociale si emotionale, care reprezinta abilitatile de viata
autonoma si echilibrata, este necesar sa le oferim ca model propriul nostru comportament, al nostru ca
parinti si al nostru ca educatori, profesori. Copiii invata din ceea ce facem noi, adultii, si din ceea ce i

invatam sa faca.
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EUROPEAN PROJECTS AND THEIR ROLE IN IMPROVING THE TEACHER-
STUDENT RELATIONSHIP

Teacher Muntenasu Mariana - Gymnasium School “Vaslie Parvan” Barlad - Vaslui,
Romania

From October 1 2017 to September 30 2019 in the Secondary School “Vasile Parvan™ is
developing the Erasmus+ project ,, OUR SCHOOL, OUR PLAYGROUND! ". This project is managed
by Greece and the partners are:

- Secondary School “Vasile Parvan” Barlad
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- -11th Primary School of Chalandri, Grecia — project’s coordinator

- Engin Can Giire Secondary School, Istanbul- Turkey;

- Szkola Podstawowa SPSK w Winownia, Winowno, Poland;

- Dimotiko Sxoleio Apesias (Perifereiako, Eniaio,Oloimero), Limassol, Cyprus;

- NTRA SRA DE LOS DOLORES, Cartagena, Spain;

- SOU “Hristo Botev”, Kubrat, Bulgaria
Project’s goal:

Building of an international teacher’s community, which are implementing learning activities,
based on the didactic play method.

73 students form the target group of our unity.
Project’s activities are structured to take place in 3 stages:
Stage | — Teachers that are responsible of project activities choose and plan didactic games local or
traditional, electronic games and on the computer that can be played in the school class or outside and
which will be applied during the classes of mathematic and sciences.
Stage Il — The project’s team work from every school will download all the games from the online
library, will translate and present them to the colleagues from school that will aplly them at the classes.
Stage 1l — In that stage all the games that were implemented will compose a Handbook of didactic
games, that will be used in the future in every school — partner or not.

The project is a good occasion for the teachers to cultivate at students key competencies such as:

initiative, cooperation, problem solving, etc by using the didactic game method.

PROIECTELE EUROPENE SI ROLUL LOR IN IMBUNATATIREA RELATIEI
PROFESOR- ELEV

Prof. Muntenasu Mariana - Scoala Gimnaziala “Vaslie Parvan” Barlad - Vaslui,
Romania

In perioada 1 octombrie 2017- 30 septembrie 2019 1in Scoala gimnaziali Vasile Parvan se
deruleaza proiectul Erasmus + ,, OUR SCHOOL, OUR PLAYGROUND! ". Coordonatorul acestui
proiect este Grecia -

Scolile partenere sunt :

Scoala Gimnaziala ,,Vasile Parvan" Barlad

11th Primary School of Chalandri, Grecia- coordonator de proiect

Engin Can Giire Secondary School, Istanbul- Turcia;

Szkola Podstawowa SPSK w Winownia, Winowno, Polonia;
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Dimotiko Sxoleio Apesias (Perifereiako, Eniaio,Oloimero), Limassol, Cipru;

NTRA SRA DE LOS DOLORES, Cartagena, Spania;

SOU “Hristo Botev”, Kubrat, Bulgaria
Scopul proiectului:

Formarea unei comunitati internationale de profesori care sa implementeze activitati de invatare
bazate pe metoda jocului didactic.

Principalele obiective ale proiectului sunt:
OL1. Implicarea activa a elevilor in procesul educational;
02. Cultivarea competentelor cheie la copii precum initiativa, cooperarea, rezolvarea problemelor, etc
prin metoda jocului didactic;
O3. Crearea comunitatii internationale de profesori care sa gandeasca si sa aplice noi metode de predare
bazate pe jocul didactic;
O4. Transformarea scolii intr-un mediu mai atractiv si mai incluziv pentru elevi;
05. Incurajarea comunicirii intre elevi din diferite scoli, prin care ei si-si impartaseasca experientele
dobandite 1n cadrul activitatilor de proiect ; elevii isi vor imbunanati abilitatile de comunicare in limba
engleza;
O6. Schimbarea climatului scolar prin imbunatatirea relatiei profesor- elevi.
Grupul tinta al unitatii noastre este alcatuit din 73 elevi : 30 elevi, clasaa IV-a A ; 28 elevi clasaa IV-a
B ; 15 elevi, clasaa Vl-a.
Activitatile proiectului sunt structurate a se desfasura in 3 etape :
Etapa |

Profesorii responsabili de activitati de proiect aleg si planifica jocurile didactice care vor fi
aplicate 1n cadrul lectiilor de matematica si stiinte. In selectarea jocurilor, ei pot cere ajutorul elevilor, in
special, daca vor sa aplice jocuri pe calculator. Jocurile pot face parte din urmatoarele categorii:
jocuri locale sau traditionale care pot fi jucate in clasa sau afara. Aceste jocuri vor fi adaptate astfel incat
prin implementarea lor sa se atinga obiectivele lectiilor predate.
-jocuri electronice si pe calculator. Acestea pot fi jucate in laboratorul de informatica al scolii sau pe orice
alt dispozitiv electronic cum ar fi tablete sau telefoane mobile detinute de cétre scoala sau aduse la scoald
de catre copii.

Exista mai multe optiuni in aceasta categorie: jocuri educative specifice disciplinei de studiu, jocuri de

simulare, jocuri din lumea virtuala, jocuri de constructii, jocuri de aventura si actiune.
jocuri noi care vor fi concepute de profesori cu ajutorul elevilor. In acest caz, regulile si obiectivele
jocului trebui sa fie mentionate in mod clar si explicate intr-un scenariu educational. Pentru fiecare dintre
jocurile propuse, trebuie scris un scenariu care sa contina obiectivele si modul in care se foloseaste jocul

in clasa.
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Toate scenariile vor fi traduse in limba engleza si vor fi stocate intr-un depozit online pe platforma
eTwinning. Ele vor putea fi accesate de catre toti partenerii de proiect dar si de alte cadre didactice
membre ale comunitatii eTwinning.
Etapa Il

Echipa de proiect din fiecare scoala va descarca toate jocurile din depozitul online, le va traduce si
le va prezenta colegilor din scoala. In cazul in care vor fi profesori care doresc sa aplice jocurile la clasi
echipa de proiect 1i va sprijini. Profesorii care vor aplica jocurile la clasd in cea de-a doua etapa vor scrie
scurte rapoarte cu comentarii pozitive sau negative, cu alternative pentru acel joc, sau sfaturi pentru o
mai buna implementare. Rapoartele vor fi incarcate in spatiul eTwinning pentru a fi citite si de parteneri.

Etapa Il

In aceasta etapa toate jocurile care au fost implementate in etapa II sunt adunate, sunt structurate
pe clase si pe discipline sau arii curriculare. Ele vor alcatui un manual de jocuri didactice care va fi folosit
pe viitor in fiecare scoala partenera si nu numai.

Rezultate ale parteneriatului sunt:
- Un manual cu jocuri didactice pentru diferite discipline si categorii de varsta.
-platforma Etwinning -deschisa si intretinuta de echipa din Italia;
-web-site-ul proiectului - responsabil Turcia
-blogul elevilor din echipele de proiect — responsabil Bulgaria
-un biblioraft cu toate proiectele activitatilor —responsabil Cipru
-un biblioraft cu evenimentele de diseminare- responsabil Spania
-un biblioraft cu sondaje, chestionare , interviuri structurate,etc pentru participantii la proiect —
responsabil Romania

Concluzii :

Proiectul constituie un bun prilej pentru cadrele didactice de a cultiva la elevi competentele
cheie precum : initiativa, cooperarea, rezolvarea problemelor, etc prin metoda jocului didactic .

Intalnirile din cadrul proiectului pot facilita cunoasterea sistemului educational din diferite tiri ale
UE 1in scopul aplicdrii la clasa a metodelor didactice utilizate de colegii nostri din alte tari.

Consider ca prin implementarea acestui proiect in unitatea noastrd, prin implicarea activd a
elevilor in procesul educational putem sd construim o relationare mai bund cu elevii nostri si putem sa le

dezvoltam motivatia pentru invatare si placerea de a studia disciplinele tehnice, biologia, informatica,etc.

IMPACT OF EDUCATIONAL PLATFORMS IN TEACHING OF TECHNICAL DISCIPLES

Teacher Muntenasu Mariana - Gymnasium School “Vaslie Parvan” Barlad - Vaslui,
Romania
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The educational system from our country has the purpose to make an continous adaptation at the
students’needs, a wider spread of the TIC tools and their use in facilitating of the instructive-educational
process and in the stimulation of the student’s interest for didactic activities.

The Technological Education Teacher concerned about his professional development and about
an easier and deeper student’s asimilation of the specific knowledges, must build a didactic path starting
from the improving of the student’s learning experiences, regarding their active implication and practical
approach in the learning process and not least by using informational tools.

We found out about the learning platform KAHOOT by participating at the formation
programme provided by Institute for Training, Employability and Mobile learning,Bologna, Italia,
inside the project ,,Integration of the nonformal learning in the adult’s education- INFOED” 2016-2018,
by Erasmus + Programme runned by Didactic Corp House Vaslui and other schools from the county.

We accesed that platform, in this school year, the the discipline Technological Education and for
the Biology classes from the reduced frequency form of study (FR). We made tests for the students from
V-VIII years of study and FR, we applied the test at the end of the classes and in the the knowledge-
building phase or at the end of a chapter.

To use the platform you have to access the KAHOOT platform and log in. You can make tests
which can be appliable to the students from your class and they will respond at the test questions after
the platform entrance and typing an access code from the mobile phone.

The plaftorm make automat the recording of the student’s fast and correct anwers and the ranking
after each question and at the end of the test.

In conclusion, | can say that by using that platform | managed to wake up the interest of my
students, no matter of year of study or of age.

Also, by accesing Kahoot! In my activity with the students during the classes, | noted the fast
impact it had in the learning and evaluation and in students’ motivation to permanently grow their

learning means.

IMPACTUL PLATFORMELOR EDUCATIONALE IN PREDAREA DISCIPINELOR
TEHNICE

Prof. Muntenasu Mariana - Scoala Gimnaziala , Vasile Parvan” Barlad - Vaslui,
Romania

Societatea actuald este marcatd de un ritm alert de viatd si de nevoia cunoasterii rapide a
realitdtii inconjuratoare. Parintii, profesorii si elevii acceseazd din ce In ce mai mult internetul, iar

telefonul, tableta, calculatorul creeaza chiar dependentd pentru unele persoane.
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Sistemul educational din tara noastra isi propune o adaptare permanentd la nevoile elevilor,
utilizare cat mai largd a instrumentelor TIC si folosirea acestora pentru a facilita procesul instructiv —
educativ si pentru a stimula interesul elevilor pentru activitatile didactice.

Calculatorul este foarte util atat elevului cat si profesorului insa folosirea acestuia trebuie
realizata astfel incat sa imbunatateasca calitativ procesul instructiv-educativ, nu sa il ingreuneze.
Calculatorul trebuie folosit astfel incat sa urmareasca achizitionarea unor cunostinte si formarea
unor deprinderi care sa permita elevului sa se adapteze cerintelor unei societati aflata intr-o
permanenta evolutie.

Profesorul de Educatie tehnologica preocupat de dezvoltarea sa profesionald si de asimilarea
usoard si in profunzime a cunostintelor specifice disciplinei de catre elevii sdi, trebuie sa-si construiasca
demersul didactic pornind de la imbunatatirea experientelor de invatare ale elevilor, vizand implicarea
activd si practice-aplicativd a acestora n procesul de invatare si nu in ultimul rand pe utilizarea
mijloacelor informatice .

Pentru aceasta este necesar ca profesorul sd parcurgd programe de formare in tard sau in
strainatate i sd dobandeasca noi cunostinte si abilitti de lucru cu instrumente IT.

Astfel, dupa participarea la programul de formare furnizat Institute for Training, Employability
and Mobile learning,Bologna, Italia, din cadrul proiectului - Integrarea invatarii nonformale in educatia
adultilor — INFOED” 2016- 2018, prin Programul Erasmus+ derulat de Casa Corpului Didactic Vaslui
si mai multe unitdti scolare din judet, am aflat despre platforma de invatare KAHOOT.

Lansata in august 2013 in Norvegia, in prezent platforma Kahoot! este folositda de peste 50

miloane de oameni din 180 de tari. Aceasta platforma a fost proiectatd pentru a fi accesibila la clasa si in
alte medii de invatdmant din intreaga lume. Este o platforma care faciliteaza invatarea prin intermediul
teefonului mobil, a calculatorului si a internetului.
Aplicatiile / Jocurile de invatare Kahoot! pot fi create de oricine (profesor sau elev), pe orice subiect al
unei discipline de studiu, si pentru elevi de toate varstele. A castigat rapid popularitate datorita faptului ca
se poate accesa folosind orice dispozitiv, calculator sau laptop, tableta, telefon mobil, care dispune de un
browser Web.

Am accesat aceastd platforma, in acest an scolar, pentru disciplina educatie tehnologica si pentru
orele de biologie de la cursurile cu frecventa redusa. Am realizat teste pentru elevii din clasele V-VIII si
cei de la FR, am aplicat testele la sfarsitul lectiilor, in etapa de fixare a cunostintelor sau la sfarsitul unui
capitol.

Pentru utilizarea platformei trebuie respectati urmatorii pasi:

1. Accesarea platformei KAHOOT si logarea pe platforma
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2. Realizarea unui test cu New K! sau accesarea celor create cu My Kahoots

3. Derularea pe video proiector a testului simultan cu accesarea de catre elevi pe telefon a
platformei Kahoot

4, Accesarea pe telefon, de catre elevi, a platformei Kahoot si introducerea numele si codul
aparut pe ecran, aferent testului prezentat.

5. Derularea testului pe calculator dupa aparitia pe ecran a numelui tuturor elevilor Inscrisi .
Intrebarile din test apar pe ecranul de proiectie al videoproiectorului iar ei apasi pe unuldin cele 4
chenare colorate de pe ecranul telefonului , corespunzatoare celor 4 variante de raspuns de la intrebarea
din chestionar. Se puncteaza rapiditatea si corectitudinea raspunsului.

Inregistrarea raspunsurilor rapide si corecte ale elevilor precum si
clasamentul dupa fiecare Intrebare si la sfarsitiul testului — se realizeaza in
mod automat de catre platforma.

In concluzie pot spune ci prin utilizarea acestei platforme am reusit
sa trezesc interesul atat al elevilor de la frecventa redusa cat si al elevilor
din gimnaziu, indiferent de varsta.

De asemenea prin accesarea Kahoot! in activitatea cu elevii, la
clasa, am remarcat impactul rapid avut in procesul invatarii si evaluarii,
cat si in motivarea elevilor pentru a-si imbogati permanent
modalitdtile de Invatare.

Prin utilizarea Kahoot! am vazut elevi fericiti si dornici de a

raspunde 1ar si iar intrebarilor formulate de cadrul didactic.

EDUCATION FOR COMMUNICATION AND MASS-MEDIA AT A PRESCHOOL AGE

Teacher Negru Paraschiva, Kindergarten No. 11 - Barlad - Vaslui, Romania
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The audio-visual means used in preschool contribute to the child’s development, which acquires at

this age gestural autonomy, discovers its physical identity as well as the increase in cognitive system.

The children’s cognitive system develops alongside the exosomatic. We are currently witnessing

the most spectacular way in which the development of the cognitive system is influenced, by creating the

means of development of its performance. The “post-evolutionary” generations of children are, from an

external benefit point of view, totally different from any other generation. The exponents for these

children is the “internet and computer” generation, which by using cognitive tools, amazes its teachers,

starting as early as kindergarten, by having access to plenty of information which they know to efficiently

process, utilizing a specific vocabulary, different from adults, more pragmatic and concise, more direct

and less emotionally impregnated.
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The advantages of the computer, as well as the TVs used rationally are the following:

Each child studies in its own way;

Provides the possibility of knowing their weaknesses and strengths;

The children develop self-esteem and self-confidence;

Progress is tailored individually;

Opportunities are accessible to all interested;

Gifted children can accede necessary information and are encouraged to participate in programs
according to their inclination.

The goals and scope is set by each child;

Corroboration in teaching each other is made easy by developing friendships and by using
forums, e-mail and similar tools;

Unlimited and easy access information;

Learning a new language is made easy by watching cartoons;

Positive behavior imitation of favorite characters or on-screen role models;

Learning appropriate and adequate language from beloved characters or personage resembling
their nature;

Influence their clothing style;

Children may be encouraged to start and participate to different thematic conversations on diverse

scientific themes;

To avoid the negative effects of child personality development due to computer and TV, parents

should know their children and respect the 5 leading activities, necessary in the bio-psycho-social

development of children:

1.

2.

Emotional and affectionate communication especially with their mother, unmediated by those
surrounding (essential in their first year);

Concrete sensory exploration of nearby objects and their active manipulation (from 1 to 3 years);
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3. Game diversification from 3 to 7 years, it being the child’s work and activity;
4. Learning, creative involvement, acquiring initiative and responsibility (starting from 7 years);

5. Social communication amongst children of same age as base skill for adult life;

Sources:
1. Gheoghe, Vigiliu, (2007) The effects of TV screen on the mind, The Prodromos Publishing House,
Bucharest.

EDUCATIA PENTRU COMUNICARE SI MASS-MEDIA LA VARSTA PRESCOLARA

Prof. Negru Paraschiva, Gradinita Cu Program Prelungit Nr.11 - Structura Gradinita
Cu Program Normal Nr. 12 - Barlad - Vaslui, Romania

Educatia pentru comunicare si mass-media poate fi privita ca atitudine receptiva corelata cu
preocuparea prezervarii identitatii culturale si a respingerii violentei, agresivitatii si pornografiei, astfel
spus, a respingerii ofertelor non-artistice izvorate din interese pur comerciale.

Mijloacele audio-vizuale reprezinta o generatie relativ tanard in sistemul mijloacelor de
invatdmant. Ele s-au desprins din comunicatiile moderne de masa, fiind adaptate si transformate de-a
lungul timpului 1n veritabile instrumente pedagogice de substituire a realitdtii (Inlocuirea originalului),
pentru a reprezenta si dezvalui caracteristicile obiectelor si fenomenelor supuse studierii lor de catre copii.
Prin intermediul mijloacelor audiovizuale se desfiinteaza practic distantele, se inlatura barierele spatiale,
se strabat spatii geografice pe care copiii nu le-ar putea cunoaste pe alte cdi. Existd numeroase obiecte,
fenomene, procese, evenimente, actiuni etc., care nu pot fi aduse in clasd pentru a fi prezentate copiilor
din mai multe motive: sunt prea mari ori prea mici, se afla la mari distante, intimitatea unor obiecte si
fenomene nu poate fi observatd direct, zgomotele naturale si cantecele pasarilor nu pot fi ascultate etc.
aceste realitati risca sa ramana incomunicabile daca nu ar exista mijloacele audio-vizuale care sa le aduca
la scara perceptibild a copiilor.

Mijloacele audio-vizuale folosite in perioada prescolaritatii, contribuie la dezvoltarea copilului
care la aceastd varstd este extrem de spectaculoasa atat in ce priveste dobandirea unor abilitafi fizice
evidente, a autonomiei gestuale, a descoperirii identitatii fizice, cat si din perspectiva dezvoltarii
sistemului cognitiv.

Sistemul cognitiv al copiilor se dezvolta aldtuiri de cel exosomatic. Asistim in prezent la cel mai
spectaculos mod in care este influentatd dezvoltarea sistemului cognitiv, prin crearea unor mijloace de
dezvoltare a performantelor acestuia. Generatiile ,,postevolutiei” de copii sunt, din punct de vedere al
acestui beneficiu extern, diferite total de oricare altd generatie. Exponentii lor sunt generatia
calculatoarelor si a internetului, generatia care, prin utilizarea unor unelte cognitive, starneste uimirea
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propriilor dascéli, detindnd o multitudine de informatii, pe care stiu s le prelucreze eficient, precum si
prin aceea cd utilizeaza un limbaj specific, diferit de al adultilor, mult mai pragmatic si concis, mult mai
direct si mai putin impregnat emotional, inca de la gradinita.

Trebuie Tnsa remarcat si altceva, ce psihologii, prin studii concertate au remarcat: utilizarea unor
instrumente de acest tip conduce la ,,formarea” mentala a utilizatorului. Copiii acestia isi vor ,,programa”
mintea sa le functioneze doar intr-un anumit fel. Prin inferente proactive, retroactive sau cauzale se
creeaza anumite modele mentale, comportamentale. Se creeaza anumite abilitdti cognitive, de cautare si
selestare a datelor, de prelucrare rapida a lor, de utilizare a unor coduri, motoare de cautare, a unui limbaj
specific etc., dar apar si anumite debilitagi, precum preferinta pentru relationarea in plan virtual,
sedentarismul, determinarea unui tip nou de alexitimie, generata de comportamente in alt plan decat cel al
realitatii imediate, reducerea capacitatilor creative din cauza faptului ca efortul creativ este inutil la
conditiile obtinerii ,,de-a gata” a informatiei.

In cadrul gradinitei aceste mijloace audio-vizuale sunt folosite sub stricta indrumarea a cadrului
didactic in cadrul diferitelor activitati, dar in familiile ,,demisionare” de copii, aceste mijloace sunt
intrebuintate in mod excesiv de catre copii, iar in familiile medii, cu un venit modest sau in familiile 1n
care educatia copiilor ocupa un loc principal, In care copiii au un program pentru timpul liber folosirea
mijloacelor este direct proportionald cu timpul folosit in alte activitati in aer liber sau de joaca in familie.

Mai mult decat pericolul hiperactivitatii, marea majoritate a copiilor incd de la varsta
prescolaritatii risca sa manifeste sindromul televizorului: petrec o mare parte din timpul lor liber agezati in
fata televizorului sau a ecranului jocurilor video, rontdind continuu chipsuri si gustari. Unii copii
nesupravegheati se trezesc cu muzica de la radio, iau micul dejun cu televizorul deschis, merg la scoala
acompaniati de ritmul ametitor din castile CD player-ului, a telefoanelor ultramoderne, a tabletelor
android si a multor altor ustensile mass media si, odata reintorsi acasd, arunca ghiozdanul pe jos si se
lanseaza in universul exploziilor, al fulgerelor si bubuiturilor jocurilor video. Pana seara, hipnotizati de
nesfarsitele si atractivele efecte speciale de pe ecran se joacd, dupa care se prabusesc epuizati si ametiti.
Pauza, liniste, timpi morti. Minuscule spatii care delimiteaza o zond de alta, intervale care ritmeaza
trecerea timpului. Nu mai exista asteptare, repaos, o duminica linistita dedicata lecturii si contemplarii, o
noapte pentru observarea stelelor a astrelor, o dupa-amiaza petrecutd intingi pe o banca in parc sau
rezemati de un perete privind jocul norilor pe cer.

Avantajele calculatorului, dar si ale televizorului folosite 1n mod rational sunt urmatoarele:
fiecare copil studiaza in mod propriu;
da posibilitatea copiilor sa-si cunoasca partile forte si partile slabe;
copiii fac progrese in ritmul personal;

oportunitatile sunt accesibile tuturor celor interesati;
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copiii supradotati pot accede la informatiile care le sunt necesare si sunt incurajati sa parcurgd programe
imbogatite conform dotarii lor;

copiii insisi 1si stabilesc obiectivele si scopul de urmat;

pot sa stabileasca si prietenii pe forumuri sau prin e-mail si sa invete unii de la ceilalti;

pot accesa resurse fara limite;

pot invata o limba stradind numai prin urmarirea unui serial de desene animate;

pot imita comportamentele pozitive ale eroilor indragiti;

pot folosi un limbaj adecvat asemanator personajelor cu care se aseamana;

pot aborda un nou stil de vestimentatie;

pot realiza si participa la diferite conversatii tematice pe diferite teme stiintifice;

Pentru a nu ajunge la efectele negative ale dezvoltarii personalitatii copiilor, din cauza
televizorului si-al calculatorului, parintii trebuie sd cunoascd si sa respecte cele cinci activitati
conducitoare, necesare in dezvoltarea bio-psiho-sociala a copiilor:
comunicarea emoftionald, afectiva nemijlocita cu cei din jur, in special cu mama (esential pana la varsta de
1 an);
explorarea prin simturi, concreta, a obiectelor din jurul sdu, manipularea lor activa (de la 1 la 3 ani);
diversificarea jocurilor de la 3 la 7 ani, jocul fiind munca si activitatea copilului;
invatatura, implicarea creativa, dobandirea initiativei, a responsabilitatii incepand cu 7 ani;
comunicarea sociald in grupul celor de aceeasi varsta ca deprindere de baza pentru viata maturd de mai
tarziu.

Pentru micii telespectatori e bine de stiut de catre parinti acestora ce emisiuni sunt recomandate,
care este durata de vizionare a emisiunii respective §i consecintele negative ale viziondrii prelungite la
televizor, (J.Healy nota ca 3-4 ore petrecute zilnic de un copil de 5-6 ani in fata televizorului determina o
subdezvoltare a emisferei stangi, ceea ce afecteazd: gandirea logica si analitica de exprimare corectd,
gramaticala, exprimarea cursiva a ideilor, scrierea, desenatul, pictura, modelatul, cititul, rationamentul
matematic si stiintific, apetenta pentru lecturd si invatare, randamentul scolar, deci scade nivelul de
inteligenta si performantele intelectuale).

Calculatorul, acest util instrument aduce cu sine o cantitate de informatii (pentru care greu ne
gasim cuvinte sa le exprimam) de ce sa nu acordam o atentie sporita pentru a ne instrui copiii in utilizarea
resurselor puse la dispozitie de internet si sa facem acest lucru cu atentie si in asa maniera incat, acestia,
sd regaseasca mereu raspunsuri utile pentru interesul si setea lor de informatii in ce priveste lumea ce ne
inconjoard. Cu sigurantd copiii vor utiliza cu sau fard vointa noastra aceasta infinita sursd de informatie,
internetul, si de ce sd nu ne asiguram ca fac primul pas asa cum trebuie?

Cu siguranta nimeni nu cunoaste mai bine interesele copiilor ca si paringii si indrumatorii lor,

atunci de ce nu le-am face o placuta surpriza sa le aratam site-uri ce se ocupa cu obiectul pasiunii lor?
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Astfel de site-uri sunt cele cu povesti clasice si povesti moderne, cu desene animate, cu filme stiintifice
adecvate copiilor, cu filme de animatie si filme de comedie, site-uri cu povesti create de diferifi copii si
adulti etc. Copiii vor fi astfel incurajati sa faca acest prim pas cu dreptul si sa foloseasca de bunavoie
internetul cu scopul de a-si largi bagajul de cunostinte. Trebuie sa retinem faptul cad internetul este o
moneda cu doua fete: pericolele pe care le reprezintd, daca durata este depasita, daca site-ul este
neadecvat varstei lui, dacd este un site cu efecte negative etc., Insa trebuie sa infelegem ca limitarea
accesului copiilor la acest mijloc de informare nu va face altceva decat sa le trezeasca curiozitatea si sa 1i

faca pe acestia sa se intrebe ce doream sa le ascundem, ce se afla acolo, de ce le-a fost interzis.

Bibliografie:
1. Gheorghe, Virgiliu, (2007) Efectele micului ecran asupra mintii, Editura Prodromos, Bucuresti.
2. Gheorghe, Virgiliu, (2006) Efectele televiziunii asupra mintii umane, Editura Prodromos,
Bucuresti.
3. Laniado Nessia, (2007) In loc de televizor, Editura House of Guides, Bucuresti.

COMPUTER GAMES AND AGGRESSIVENESS

Teacher Olariu-Nitu Daniela-Lorela, ,Marcel Guguianu” Technical College, Zorleni -
Vaslui, Romania

If a child plays violent games, this may raise the possibility that he consequently behaves more
aggressively during a school year?

This is the question Craig Anderson, a distinguished Psychology teacher from the lowa University
wanted to find answers for, in 2008. The study that he and his associates worked on in 2008 examined
"the long-term effects of computer games in Japan and USA". They published their research in
"Pediatrics”, the official magazine of the Pediatrics American Academy. Their aim was to discover if, on
long-term, violent games had a negative impact on children or teenagers. They were right.

Using three different target groups (364 American students from third grade to fifth grade, 1050
Japanese students aged between 13 and 18 years old, and a third group formed of 180 Japanese students
aged between 12 and 15), the researchers found out that the frequent use of violent games at the
beginning of a school year is very much connected to the subsequent violent outbursts (between three or
six months later).

The results of every target group indicated a "significant statistical correlation” between the
exposure to violent games and the violent outbursts only a few months later “from average to high™.
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The research showed that the American children used to play (in 2008 when the research was
made) four times more often in a week than the children in the 1980's (16-18 hours versus 4 hours) and
that previous research had identified a connection between violent games and aggressive behavior.

Researchers defined "aggressiveness"” as a behavior through which someone hurts someone else,
and not only an emotion, a thought or an intention.

Also, the researchers discovered that this transcultural conformity of this negative violence-
intensifying effect produced by the violent computer games "illustrates their damaging power that affects
children's normal development". These studies also contradict a common assumption, that is only the very
aggressive children (either by nature, culture or other social factors) become even more aggressive whilst
exposed repeatedly to such violent games. Actually, all those ones who merely use these kind of games
started acting violently. The researchers also assumed that the underlying psychological mechanism of
this development of the violent level was due to the "exposure either to family role-models or
entertainment media”, a fact that "makes children take over many attitudes, convictions and behavioral
reactions which intensify aggressiveness:

Doctor Anderson, who spent most of his research career studying the effects of these games on
aggressiveness thinks now that any debate on this topic should be ended :"From a public policy
perspective, it's time for us to stop asking ourselves <Are there any real or bad effects?>. This question
has the same simple answer. It's time for us to ask ourselves a more constructive question such as <How
would it make it easier for the parents- to the culture, society and legislation extent- to offer their children

a healthier childhood?>".

JOCURILE PE CALCULATOR SI AGRESIVITATEA

Prof. Olariu-Nitu Daniela-Lorela, Liceul Tehnologic ,Marcel Guguianu”, Zorleni -
Vaslui, Romania

Dacad un copil se uita la jocuri violente, se poate ca asta sd creasca probabilitatea ca el sa se
comporte mai agresiv fizic pe parcursul unui an scolar?

Aceasta este intrebarea la care, in 2008, dorea sa raspunda Craig Anderson, distins profesor de
psihologie la Universitatea lowa. Studiul pe care el si asociatii lui 1-au desfasurat in 2008 a examinat
»efectele longitudinale ale jocurilor pe calculator in Japonia si SUA”. Publicand lucrarea lor in Pediatria,
revista oficiald a Academiei Americane de Pediatrie, Anderson si echipa lui si-au propus sa descopere
daca, in timp, expunerea la jocuri violente are un efect negativ asupra copiilor si tinerilor, pornind de la
ipoteza cd expunerea la jocuri violente la inceputul anului scolar indicd manifestiri agresive fizice

ulterioare in timpul anului scolar. Aveau dreptate.
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Folosind trei esantioane diferite (364 de elevi americani de clasa a treia pana la a cincea; 1050 de
elevi japonezi cu varste intre 13 si 18 ani; si un al treilea esantion, format din 180 de elevi japonezi cu
varste intre 12 si 15 ani), cercetatorii au descoperit ca utilizarea frecventa a jocurilor violente la inceputul
anului indica agresivitatea evaluatd mai tarziu in timpul anului scolar (intre trei si sase luni mai tarziu),
chiar dupa eliminarea din calculul statistic a genului i a manifestarilor interioare de agresivitate fizica.

Rezultatele fiecarui esantion au indicat o ,,corelatie statisticd semnificativd” Intre expunerea
frecventd la jocuri violente §i acte agresive cateva luni mai tarziu ,,intr-un grad mediu spre mare in
privinta prevederii pe termen lung a agresivitatii fizice si violentei”. In limbaj stiintific, asta inseamna un
efect ,,puternic” - nu e ceva ce are loc intamplator.

Studiul a aratat ca pustii americanise jucau (in 2008, in perioada realizarii studiului) cu de peste
patru ori mai mult saptamanal decat in 1980 (16-18 ore vs. 4 ore) si ca cercetarile anterioare au identificat
o legatura intre jocurile violente §i comportamentul agresiv.

Cecetatorii au definit ,,agresivitatea” ca fiind un comportament prin care se intentioneaza ranirea
altei persoane si nu doar o emotie, un gand sau o intentie; pentru scopul studiului, ,,agresivitatea” trebuie
s fie mai degraba un fapt vatamator, ca lovituri cu pumnii sau picioarele. Elevii japonezi participanti la
studiu isi auto-evaluau aceste comportamente; pentru elevii americani, comportamentul agresiv a fost
auto-evaluat si evaluat de profesori si colegi printr-o lista de itemi.

Nu numai ca cercetatorii au concluzionat ca ,utilizarea frecventd de jocuri violente duce la
cresterea nivelului de agresivitate fizica (...) In raport cu cei care nu utilizeaza jocuri violente”, dar au
descoperit si ca aceste efecte erau aproximativ la fel la elevii americani si la cei japonezi, chiar daca se
considera ca in Statele Unite exista o cultura individualistd cu niveluri ridicate de agresivitate si violenta
sociald, Tn timp ce Japonia este consideratd o societate colectivistd cu niveluri mici de agresivitate si
violenta. Totusi, efectul ,,jocuri pe calculator si nivel ridicat de agresivitate” era acelasi in ambele tari,
desi mai pronuntat la copiii mai mici deopotriva in SUA si Japonia.

Cercetatorii au concluzionat ca aceasta concordanta transculturala a efectului de intensificare a
violentei provocat de jocurile pe calculator ,,ilustreaza puterea jocurilor violente de a afecta traiectoria de
dezvoltare a copiilor intr-un mod daundtor”. Faptul ca aceste descoperiri ale unei legaturi jucat-
agresivitate sunt atat de constante i-a facut sd concluzioneze: ,,Aceste descoperiri contrazic $i o alta
ipotezd comuna: cd numai copiii foarte agresivi (prin naturd, cultura sau alti factori de socializare) devin
mai agresivi dacad sunt expusi repetat la jocuri violente™.

Cu alte cuvinte, nu numai copiii deja agresivi erau cei afectati - toti copiii expusi la jocuri violente
erau mai agresivi. Cercetatorii au emis ipoteza cd mecanismul psihologic subiacent acestei cresteri a
nivelului de agresivitate era ,expunerea la modele violente, fie in lumea reald, fie in media de
divertisment”, ceea ce ,,ii face pe copii sd adopte multe atitudini, convingeri si reactii comportamentale

care intensifica agresivitatea”.
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Faptul ca oamenii - si mai ales copiii - invatda comportamente noi prin observarea ,,modelelor”
este, dupa cum subliniaza cercetatorii, ,,fie din lumea reald, fie din media de divertisment”, un principiu
esential in teoria invatarii esentiale. Dar cercetatorii emit ipoteza ca acest fenomen de tipul
»comportament de maimuta” este intensificat de ,,natura interactiva a jocurilor (...) si de calitatile lor de
imersiune, de faptul ca utilizatorul este deopotriva actor si observator al agresivitatii”.

In sfarsit, intr-o prezentare magistrala a ani de cercetare, dr. Craig Anderson, de la Universitatea
de Stat Iowa, a analizat exhaustiv 130 de studii cu peste 130.000 de participanti din intreaga lume, in cel
mai cuprinzator meta-studiu realizat vreodata in acest domeniu. Rezultatul, a descoperit el, ,,aduce dovezi
clare ca expunerea la jocuri violente 1i face pe copii mai agresivi, mai putin empatici, indiferent de varsta,
sex sau cultura”. Publicat in 2010 in Psychological Bulletin, studiul a ajuns la concluzia cad jocurile
violente sunt un factor de risc care nu tine de corelatie, ci de cauzalitate in privinta amplificarii gandurilor
si comportamentelor agresive.

Doctorul Anderson, care si-a petrecut cea mai mare parte a carierei sale de cercetare studiind
jocurile pe calculator sa amplifice sau nu comportamentul agresiv: ,,Din perspectiva unei politici publice,
e timpul sd renuntam la Intrebarea «Existd efecte reale si grave?». La asta s-a raspuns in repetate randuri.
Esta acum timpul sd trecem la o intrebare mai constructivd, cum ar fi: «Cum sa face sa fie mai simplu
pentru parinti — In limitele culturii, societatii si legislatiei - sd le ofere copiilor o copildrie mai
sandtoasa?»”

Dar nu toatd lumea e de acord cu asta. Dr. Ferguson contestd ideea cd jocurile violente sunt
problematice si a fost foarte critic in privinta cercetarii agresivitatii. Singura problemad e ca toate criticile

sale la enorma cercetare supra agresivitatii sunt, in cel mai bun caz, argumente gresite.
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IMPORTANCE OF DEVELOPING SOCIAL SKILLS FOR CHILDREN

Teacher Paduraru Loredana, Gymnasium School "Stefan cel Mare” Vaslui, Romania
Teacher Burlacu Loredana, Gymnasium School "Constantin Motas” Vaslui, Romania
Social skills are an integral part of functioning in society. Displaying good manners,

communicating effectively with others, being considerate of the feelings of others and expressing

personal needs are all important components of solid social skills. It seems like some children, like many
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adults, are more naturally socially adept than others. Like any other skill, social skills can be learned. The
children are able to form meaningful bonds with others, can empathize and interact with others
appropriately, and have the skills to adapt in uncomfortable situations.

As they grow older, it is important to discuss feelings with your toddler, so they are able to
understand and interpret feelings, of others and their own. Through your discussion of how they feel, they
begin to learn words associated with those feelings and can later use those words to talk out their feelings.
This will help them transition to talking about feelings instead of acting out their frustrations.

Many research has shown that social-emotional skills are crucial for children to become successful
both socially and academically. The ability to delay gratification and regulate our emotions and behavior
Is a key component of a set of skills often referred to as social-emotional skills. Five core skills have been
identified that are widely recognized as critical social-emotional skills:

o Self-awareness is the ability to recognize your emotions and understand the links between
emotions, thoughts and behaviors.

e Self-management is the ability to regulate emotions, thoughts and behaviors.

e Social awareness is the ability to take other’s perspectives and demonstrate empathy.

o Relationship skills are the ability to build and maintain healthy relationships.

e Responsible decision making is the ability to make good choices about your behavior and
interactions with others.

Importantly, social-emotional skills can be taught. Five strategies for promoting social-emotional
learning in children:

1. Be a good emotional role model. When caregivers model a variety of emotions and coping strategies to
manage their emotions, children learn appropriate ways to react in similar circumstances.

2. Be an “emotion coach.” Accept and talk about children’s emotions. It is also useful to teach children
how to label emotions, cope with and problem-solve emotions, and appropriately express emotions.

3. Read books with social-emotional plots. Reading books can provide opportunities to learn and discuss
social-emotional topics, such as turn-taking and cooperation.

4. Give choices. Providing children with choices and the independence to make them are linked to higher
levels of social-emotional learning. A parent-child relationship that involves working together to solve
problems teaches children how to negotiate and solve problems with parents, which later leads to
improved social skills and higher acceptance in relationships with peers.

5. Use positive discipline strategies. Setting rules and expectations for behavior, giving warnings of
potential consequences, offering praise and incentives for positive behaviors and ignoring unwanted
behavior are associated with higher levels of social-emotional skills.

Examples of strategies to form social skills:
1.Group games of dramatic
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To get along with others, kids need to be able to calm themselves down when something upsetting
happens. They need to learn to keep their cool. And surprisingly, one promising way for kids to hone
these skills is to engage in dramatic make-believe with others.

To try this approach, lead young children in games of joint make-believe, like
pretending to be a family of non-human animals,
dressing up as chefs and pretending to bake a cake together, or
taking turns pretending to be statues (and having peers pose the statues in various ways).

2. Drills that help kids read facial expressions

People who are good at interpreting facial expressions can better anticipate what others will do.
They are also more "prosocial,” or helpful towards others.

3. Checker stack: A game for keeping up a two-way conversation

The game begins when Player One sets down a token and says something to initiate a
conversation. Next, Player Two responds with an appropriate utterance, and places another checker on top
of the first one. When a player says something irrelevant or off-topic, the conversational flow is broken
and the game is over.

4. Cooperative board games and decision-making tasks

Children may worke in pairs on a task that required them to match different animal species with
an appropriate habitat. Compared with kids who played a competitive version of the game, the
cooperating children offered more justification for their ideas.

5. Cooperative construction

Another form of play that promotes cooperation is team construction. When kids create something
together with blocks, they must communicate, negotiate, and coordinate.
6. Community gardening

Cooperative gardening could help kids hone social skills, and there is some research in support of
the idea. To turn gardening tasks into effective social skills activities, encourage kids to team up on tasks.
7. Story-based discussions about emotion

When kids participate in group conversations about emotion, they reflect on their own
experiences, and learn about individual differences in the way people react to the world. And that
understanding helps kids develop their "mind-reading" abilities.

8. Classic charades for older kids and teens

In the traditional game of charades, a player draws a slip of paper from a container and silently
reads what is written there -- a phrase describing a situation (like "walking the dog") or naming a famous
book, film, song, or television show. It seems that charades encourages kids to think about other
perspectives, and fine-tune their nonverbal communication skills.

9. Team athletics that feature training in good sportsmanship
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Research suggests that team athletics can function as effective social skills activities -- if use the
opportunity to we teach kids how to be good sports. During a game, give kids the chance to put these
principles into action before you intervene in conflicts:

Being a good winner (not bragging; showing respect for the losing team)

Being a good loser (congratulating the winner; not blaming others for a loss)

Showing respect to other players and to the referee

Showing encouragement and offering help to less skillful players

Resolving conflicts without running to the teacher

10. Social skills activities for older kids and teens: Playing devil's advocate, and learning how to engage
in productive, disciplined debate

Social skills activities for boosting teamwork, self-control, and emotional savvy are important.
These become increasingly important as kids get older, and they require more than empathy and good
manners. They also require more than native "smarts."

It seems likely that kids will benefit if we expose them to diverse viewpoints, debate, and the tools
of critical thinking.

11. Party games that encourage perspective-taking and reduce social biases

Children need to be taught and to have opportunities to practice social-emotional skills, in much
the same way that they learn how to read and solve math problems.

Older kids, in middle school and high school, have more complex social skills to learn, thanks to
growing peer pressure and that simply awkward period called adolescence. It's a time when they're
becoming more independent, but everyone's forming cliques; when they're making big decisions about
who they are and what they want to be, but also might start to care a bit too much about what others think.
Adolescents can learn to be more emotionally intelligent if they learn to:

Set personal goals

Identify and change self-defeating behaviors
Be assertive about his or her needs

Have feelings for others

Handle anger constructively

Resolve conflicts peacefully

It's easy to say a toddler should learn how to follow directions or a young adult should know how
to be assertive; it's another to know how to best help them do that.

To get along with others, kids need to be able to calm themselves down when something upsetting
happens. They need to learn to keep their cool. And surprisingly, one promising way for kids to hone
these skills is to engage in dramatic make-believe with others.

To try this approach, lead young children in games of joint make-believe, like
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pretending to be a family of non-human animals,
dressing up as chefs and pretending to bake a cake together, or
taking turns pretending to be statues (and having peers pose the statues in various ways).
2. Drills that help kids read facial expressions

People who are good at interpreting facial expressions can better anticipate what others will do.
They are also more "prosocial,” or helpful towards others.
3. Checker stack: A game for keeping up a two-way conversation

The game begins when Player One sets down a token and says something to initiate a
conversation. Next, Player Two responds with an appropriate utterance, and places another checker on top
of the first one. When a player says something irrelevant or off-topic, the conversational flow is broken
and the game is over.
4. Cooperative board games and decision-making tasks

Children may worke in pairs on a task that required them to match different animal species with
an appropriate habitat. Compared with kids who played a competitive version of the game, the
cooperating children offered more justification for their ideas.
5. Cooperative construction

Another form of play that promotes cooperation is team construction. When kids create something
together with blocks, they must communicate, negotiate, and coordinate.
6. Community gardening

Cooperative gardening could help kids hone social skills, and there is some research in support of
the idea. To turn gardening tasks into effective social skills activities, encourage kids to team up on tasks.
7. Story-based discussions about emotion

When kids participate in group conversations about emotion, they reflect on their own
experiences, and learn about individual differences in the way people react to the world. And that
understanding helps kids develop their "mind-reading" abilities.
8. Classic charades for older kids and teens

In the traditional game of charades, a player draws a slip of paper from a container and silently
reads what is written there -- a phrase describing a situation (like "walking the dog™) or naming a famous
book, film, song, or television show. It seems that charades encourages kids to think about other
perspectives, and fine-tune their nonverbal communication skills.
9. Team athletics that feature training in good sportsmanship

Research suggests that team athletics can function as effective social skills activities -- if use the
opportunity to we teach kids how to be good sports. During a game, give kids the chance to put these
principles into action before you intervene in conflicts:

Being a good winner (not bragging; showing respect for the losing team)
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Being a good loser (congratulating the winner; not blaming others for a loss)

Showing respect to other players and to the referee

Showing encouragement and offering help to less skillful players

Resolving conflicts without running to the teacher

10. Social skills activities for older kids and teens: Playing devil's advocate, and learning how to engage
in productive, disciplined debate

Social skills activities for boosting teamwork, self-control, and emotional savvy are important.
These become increasingly important as kids get older, and they require more than empathy and good
manners. They also require more than native "smarts."

It seems likely that kids will benefit if we expose them to diverse viewpoints, debate, and the tools
of critical thinking.

11. Party games that encourage perspective-taking and reduce social biases

Children need to be taught and to have opportunities to practice social-emotional skills, in much
the same way that they learn how to read and solve math problems.

Older kids, in middle school and high school, have more complex social skills to learn, thanks to
growing peer pressure and that simply awkward period called adolescence. It's a time when they're
becoming more independent, but everyone's forming cliques; when they're making big decisions about
who they are and what they want to be, but also might start to care a bit too much about what others think.
Adolescents can learn to be more emotionally intelligent if they learn to:

Set personal goals

Identify and change self-defeating behaviors
Be assertive about his or her needs

Have feelings for others

Handle anger constructively

Resolve conflicts peacefully

It's easy to say a toddler should learn how to follow directions or a young adult should know how

to be assertive; it's another to know how to best help them do that.
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IMPORTANTA DEZVOLTARII ABILITATILOR SOCIALE LA COPII

Prof. Paduraru Loredana, Scoala Gimnaziala "Stefan cel Mare” Vaslui, Romania

Prof. Burlacu Loredana, Scoala Gimnaziala "Constantin Motas” Vaslui, Romania

Abilitatile sociale sunt parte integrantd a functiondrii In societate. Afisarea bunelor maniere,
comunicarea eficientd cu ceilalti, constientizarea sentimentelor altora si exprimarea nevoilor personale
toate sunt componente importante ale aptitudinilor sociale solide. Se pare ca unii copii, la fel ca multi
adulti, sunt mai natural adepti sociali decat altii. Ca orice alta abilitate, abilitatile sociale pot fi invatate.
Copiii sunt capabili sa formeze legaturi semnificative cu ceilalti, pot empatiza si interactiona cu ceilalti in
mod corespunzator si au abilitatile de a se adapta 1n situatii incomode.

Pe masura ce cresc, este important sa discutam sentimentele cu copiii nostri, astfel incat acestia sa
poatd intelege si interpreta sentimentele, ale altora si ale lor. Discutdnd despre modul in care se simt,
incep sa Invete cuvinte asociate cu aceste sentimente si pot folosi ulterior acele cuvinte pentru a-si
exprima sentimentele. Acest lucru ii va ajuta sa-si exprime sentimentele in loc de frustrari.

Multe cercetari au aratat ca abilitdtile sociale si emotionale sunt esentiale astfel incat copiii sd aiba
succes atat din punct de vedere social, cat si din punct de vedere academic. Abilitatea de a Intarzia
satisfacerea unei nevoi si de a ne controla emotiile si comportamentul este 0 componenta cheie a unui set
de aptitudini denumit abilitati socio-emotionale. Au fost identificate cinci competente de baza,
recunoscute pe scara larga ca abilitati sociale si emotionale critice:

» Constiinta de sine este abilitatea de a iti recunoaste emotiile si de a intelege legaturile dintre

emotii, ganduri si comportamente.

 Auto-controlul este capacitatea de a regla emotiile, gdndurile si comportamentele.

» Constientizarea sociald este capacitatea de a intelege perspectivele altora si de a demonstra

empatie.

* Abilitatea de relationare este abilitatea de a construi si mentine relatii sdnatoase.

* Luarea unei decizii responsabile este abilitatea de a face alegeri bune cu privire la

comportamentul si interactiunile cu ceilalti.

Este important de stiut cd abilitatile sociale-emotionale pot fi Invatate. latd cinci strategii pentru
promovarea invatarii social-emotionale la copii:

1. Fii un bun model de control emotional. Atunci cand ingrijitorii demonstreaza o varietate de emotii si
strategii de coping pentru a-si gestiona emotiile, copiii invata si ei modalitati adecvate de a reactiona in

circumstante similare.
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2. Fii un antrenor de emotii. Accepta si vorbeste despre emotiile copiilor. Este, de asemenea, util sa-i
invatam pe copii cum sa eticheteze emotiile, sa faca fata emotiilor, sa rezolve problemele si sa-si exprime
emotiile in mod corespunzator.
3. Cititi carti cu continuturi social-emotionale. Citirea cartilor poate oferi oportunitati de a invata si de a
discuta subiecte social-emotionale, cum ar fi reluarea si cooperarea.
4. Oferiti alegeri. Oferirea copiilor de alegeri, precum si independenta de a le face, sunt legate de niveluri
mai nalte de invatare social-emotionald. Relatia parinte-copil presupune si colaborarea pentru rezolvarea
problemelor, 1i invata pe copii cum sa negocieze si sa rezolve problemele cu parintii, ceea ce mai tarziu
va duce la Tmbunatatirea competentelor sociale si la acceptarea mai puternica in relatiile cu colegii.
5. Utilizati strategii pozitive de disciplind. Stabilirea de reguli si asteptari privind comportamentul,
avertizarea cu privire la posibilele consecinte, oferirea de lauda si stimulente pentru comportamente
pozitive si ignorarea comportamentului nedorit sunt asociate cu niveluri mai ridicate de abilitati social-
emotionale.

Copiii trebuie sa fie Invatati si sa aiba oportunitati de a practica abilitati sociale-emotionale, in
acelasi mod in care invata sa citeasca si sa rezolve problemele de matematica.
Exemple de strategii pentru a forma competente sociale:
1. Jocuri de grup de joc dramatic

Pentru a fi impreuna cu ceilalti, copiii trebuie sa se poatd calma cand se intAmpla ceva suparator.
Trebuie sa invete sa-si pastreze calmul. Si, in mod surprinzator, o modalitate eficientd pentru copii de a-si
imbunatati aceste abilitati este sa se angajeze in a face joc dramatic cu altii.

Pentru a Incerca aceastd abordare, copiii vor juca jocuri de credibilitate comune, cum ar fi:
* sa pretinda ca ar fi o familie de animale non-umane,
* sa se imbrdce ca bucatari si sa se prefacd cum ca ar coace impreuna un tort, sau
* in mod repetat, sa se prefacd cum ca sunt statui (colegii prezentand statuile in diferite moduri).
2. Trucuri care ajuta copiii sa citeasca expresii faciale

Oamenii care sunt buni la interpretarea expresiilor faciale pot anticipa mai bine ce vor face altii. Ei
sunt, de asemenea, mai "prosocial", sau indreptati sa ajute pe altii.
3. Simbolul suprapus: Un joc pentru a tine o conversatie in doud sensuri

Jocul incepe cand Jucdtorul 1 aseazd un simbol si spune ceva pentru initierea unei conversatii.
Apoi, Jucatorul 2 raspunde cu un enunt adecvat si plaseaza un alt simbol peste primul. Cand un jucator
spune ceva irelevant sau in afara subiectului, fluxul de conversatie este intrerupt si jocul s-a terminat.
4. Jocuri de cooperare si de sarcini de luare a deciziilor

Copiii pot lucra 1n perechi la o sarcina de a potrivi un habitat adecvat diferitelor specii de animale.
In comparatie cu copiii care au jucat o versiune competitivd a jocului, copiii care au cooperat au oferit

mai multe justificari pentru ideile lor.
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5. Joc de constructii prin cooperare

O alta forma de joc care promoveaza cooperarea este jocul de constructii in echipe. Cand copiii
creeaza ceva impreuna cu blocuri, trebuie sa comunice, sa negocieze si sa se coordoneze.
6. Gradinarit comunitar

Activitdtile de gradindrit prin cooperare ar putea ajuta copiii sd-si Tmbunatiteasca abilitatile
sociale si existd unele cercetari in sprijinul ideii. Pentru a transforma sarcinile de gradindrit in activitati de
competente sociale eficiente, copiii trebuie incurajati sa se alature echipei in functie de sarcini.
7. Povesti bazate pe discutii despre emotie

Cand copiii participa la conversatii de grup despre emotie, ei reflectd asupra propriilor experiente
si Invatd despre diferentele individuale prin modul in care oamenii reactioneaza la lume. lar aceastd
intelegere 1i ajuta pe copii sd-si dezvolte abilitatile de "citire-mentala".
8. Ghicitori clasice pentru copiii si adolescenti mai mari

In jocul traditional de ghicitori, un jucator trage o bucati de hartie dintr-un recipient si citeste in
minte ceea ce este scris acolo - o fraza care descrie o situatie (cum ar fi "mersul cainelui") sau numele
unei carti, a unui film, a unui cantec sau emisiune TV. Se pare ca ghicitorile 1i incurajeaza pe copii sa se
gandeasca la alte perspective si sa 1si formeze abilitatile de comunicare nonverbala.
9. Echipe de atletism care duc la o buna formare in cadrul sportivitétii

Cercetarile sugereaza ca echipele de atletism pot functiona ca suporturi eficiente de formare de
competente sociale - daca folosim ocazia de a invita copiii cum si fie sportvi buni. In timpul unui joc,
trebuie s dam copiilor sansa de a pune aceste principii in actiune inainte de a interveni conflicte:
* Fiind un bun castigator (nu se lauda, respectip echipa care pierde)
* Fiind o persoand buna care pierde (felicitandu-1 pe castigator, nu da vina pe altii pentru o pierdere)
* Respectarea celorlalti jucdtori si a arbitrului
* Manifestarea de Tncurajari si oferirea de ajutor jucdtorilor mai putin priceputi
* Rezolvarea conflictelor fara a alerga imediat la profesor
10.Activitati de aptitudini sociale pentru copii si adolescenti mai mari: jucarea rolului de avocat al
diavolului si invatarea cum sa se angajeze intr-o dezbatere productiva si disciplinatd

Activitdtile de deprindere sociald pentru stimularea muncii in echipd, a autocontrolului si a
intelegerii emotionale sunt importante. Acestea devin din ce in ce mai importante pe masura ce copiii
devin mai mari si doresc mai mult decat empatie si bune maniere. De asemenea, acestea necesitd mai mult
decat "inteligente" native. Se pare ca acestia vor progresa daca ii vom expune la diverse puncte de vedere,
dezbateri si la gandire critica.
11. Jocurile de petrecere care incurajeaza adoptarea perspectivelor si reduc deviatiile sociale

Copiii mai mari, in gimnaziu si liceu, au abilitati sociale mai complexe de invatat, datoritd

presiunii din ce in ce mai mari a colegilor si pentru cd urmeaza pur si simplu o perioada ciudatd numita
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adolescenta. Este un moment in care acestia devin tot mai independenti, dar fiecare ajunge sa si greseasca,
cand iau decizii importante despre cine sunt si ce doresc, dar au prea multd grija de ceea ce cred altii.
Adolescentii pot invata sa fie mai inteligenti din punct de vedere emotional daca invata sa:
* is1 stabileasca obiective personale
« identifice si sa schimbe comportamentele auto-distructive
« fie atent la nevoile lui
* aibd sentimente pentru altii
* gestioneze furia in mod constructiv
* rezolvele conflictele in mod pasnic
Este usor de spus ca un copil ar trebui s invete cum sa urmeze instructiunile sau un adult tAnar

trebuie sa stie sa fie asertiv; dar este altceva sa stii cum sa-i ajuti cel mai bine sa faca asta.
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DEVELOPMENT OF SOCIAL CHILDREN 'S COMPETENCES

Teacher Paun Cristina, Cindesti Secondary School, Buzau County, Romania

In the consciousness of many teachers, the major mission of the education system is to develop
academic abilities. Socio-emotional education has often been viewed with skepticism, being considered
beyond the major objectives of schooling. The arguments behind this skeptical attitude highlight the need for
teachers to focus their efforts on academic performance, as time is limited and insufficient to address other
issues, such as social skills, despite their merit.

The social behaviors of children are mostly acquired through their modeling and explicit learning, with
the support of parents and teachers. What is modeling? The child observes adult behavior and imitates it.
Which means that when we propose to teach children the social and emotional abilities that represent the
autonomous and balanced life skills, it is necessary to offer them as our model our own behavior as our
parents and ourselves as educators, teachers . Children learn from what we do, adults, and from what we
teach them to do.

Our behavior as parents, as teachers or educators, will be reflected in the social behaviors of children,
how they solve social problems and manage their own emotions. The message is simple: when we propose
to support children to develop their social and emotional skills, we begin by paying attention to our own
behavior. What are the social behaviors that we encourage, how do we manage our own emotions? What are

our beliefs about emotions and basic social behaviors such as empathy, cooperation, problem solving,
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negotiation? How do we react when we are angry or sad? What does the children learn from our own
reactions?

Social and emotional skills are important resources that we aim to develop in children to ensure their
adaptation to life. Skills are exercised within the relationships the child establishes with the significant
person in his or her life. The behaviors of adults, parents and educators are the main context in which to
learn social and emotional skills. Our cognitive responses (what we think), emotional (what we feel) and
behavioral (how we react) shape children's attitudes and behaviors. Let's take, for example, the study of one
of the basic social skills, namely empathy. Recent studies indicate that empathy, as the essential social
ability of children, is a skill influenced by the behavior of parents and educators. Empathy can be defined as
follows:

« the ability to manage your own emotions;
« the ability to become aware of one's own emotions and of others;
« the ability to look at a situation from the perspective of the other.

The way parents and educators behave explains the child's social behavior that follows. It has been
found that using external rewards as a motivation to develop empathy behavior has negative effects. Over time,
external rewarding of empathy behavior decreases the likelihood of this behavior occurring. For example,
according to a study carried out on this topic, children who have received toys for their volunteer work over
time have worked less and their motivation has declined significantly. Socializing pupils through the game In
the generally accepted assertion, socialization means the assimilation of social experience (knowledge, norms,
roles, ideals), the formation of productive, organizational capacities, conceptions, opinions, personality traits,
social intelligence, the development of values, motives and personal or collective aspirations. Socialization
includes both motoring and enrichment of cognitive content, affective modeling and, in general, the broad
acceptance of human experience. The language, the logical-formal operations, the knowledge and the practical
ways of acting, the rules of behavior are all within its sphere. Socialization is not limited to social learning,
which is one of its basic mechanisms, alongside social influence, social control, social pressure and social
creativity. But social learning is, to a large extent, responsible for the formation of the psychosocial level of
social consciousness. Sometimes it is considered that the distinction between "learning™ and "social learning™ is
useless and their delimitation is justified only "for operational reasons".

In psychology, the socialization process is seen as an essential aspect of personality development.
Within her, the issue of socialization has been highlighted in particular since the twentieth century, the research
being driven by Freud's theories. Significant personalities such as Mead, Wallon, Viggsky, Piaget have dealt
with the aspects of socializing the child in their works. Mead's research has highlighted the role of human
interactions, language and attitudes, in the formation of the "ego". He considers that the role of roles when the
child identifies itself with a certain social status, with goals and norms, attitudes and expectations related to it,

is the most important condition for the formation of the "ego". Viigotski (1971) points out that socialization is a
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permanent confrontation of the child with his social environment in which he teaches his language, thus
reaching out to his thoughts and ideas. He introduced into psychology the concept of "social development
situation”, including in its sphere the combined effects of internal and external agents of development. This
"situation” is characteristic of each stage, defining the special dynamics of mental development in a given
period. Piaget (1970) emphasizes the role of knowing the psycho-hereditary heritage in evaluating the results
obtained and the expected ones in the process of socializing the individual, because, due to the hereditary
characteristics of the child, "the process of socialization does not reduce itself to fixing certain fingerprints on a
rag tabula.

Social psychology, as an interdisciplinary science, refers to socialization in the dynamics of the two
factors: the social environment and the individual, showing that social learning takes place under the influence
of the social environment, but that this environment is part of the individual himself, who is so socialized, and
socializing agent. As a result, both social learning and its content, such as imitation, identification, role-
learning, the formation of internal control processes, self-image, the modeling of interpersonal relationships-
aggression, sympathy, addiction, as well as the social structures in which these phenomena occur.

The mechanisms of the "social learning™ process such as imitation, identification, role-learning, self-
image formation, self-control processes, sympathy, addiction conditions were studied by psychologists and
sociopsychologists such as Logan, Olmsted, Rosner, Schwartz , Stevens, Maccoby and D. Cambell. The
investigations to date on the socialization process have drawn attention to the priority of interpersonal
relationships among ways of influencing the child's mental development.

The first interpersonal contacts of the children were closely followed. In this sense, Chateau (1970)
shows that, immediately after birth, the child becomes "a personality” in social existence, has a name and a role,
a civic existence. The period up to 2-3 years, when the child himself can become aware of his existence and
position in the immediate social environment, is defined by the author by the term "humanization™ as opposed
to later socialization. The study of a large number of pre-school and small school pupils led Nastasescu-Cruceru
(1980) to the detachment of three kinds of interpersonal relationships at this age: strictly personal relations
(based on sympathy-antipathy), appreciative working relationships and interpersonal relations. The installation
and branching of such links between children is the most social aspect of the small school period. They often
leave a mark on the success of social integration of the individual. From this point of view, pre-school and
school education must provide all means and ways to facilitate the integration of children into groups of
congregants, to develop their sociability, creating favorable conditions for the construction of a network of
inter-children links. Research to date has highlighted the importance of the group of conquerors, which, at a
certain stage, becomes indispensable to the child for his social apprenticeship. Only in a group is the child able
to compare, assess his / her capacities and limits, form his / her own more objective image, important

prerequisites for his / her subsequent placement in new groups and, in general, in society.
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Underlining the importance of social development of the child, psychopedagogy studies also mention
some ambiguities that persist in the notional field itself, as well as insufficient deepening through concrete
research into the social development of the child. Simplifying, one can say that in childhood, social
development is equivalent to socialization. This interpretation does not fit the unanimous views of
psychologists. Thus, Wallon (1959, according to Gugiuman and Curcan, 1999) considers that the whole way to
relate to others, even the forms of emotional communication, is a social behavior, and Chateau (1970) considers
socialization to be inappropriate because childhood does not correspond to integration in the society of a "pre-
social beings"”. On the other hand, Piaget does not consider social behavior of the child in relation to another
than when the relationship reaches a degree of reciprocity, which implies a distance between one child and
another. However, regardless of psychological school, the voices of specialists constantly claim that in all
motric, cognitive, affective areas, the progressive purchases of the child are mediated through relationship with
one another.

Hurtig (1974, after Gugiuman and Curcan, 1999), deepening Piaget's ideas, emphasizes the role of
verbal communication in the social development of the child that moves from monologue to collective
monologue, then to dialogue or to true multidirectional, game-mediated communication. Even the play activity
is initially solitary, and only after the children have been able to overcome the "parallel games" phase, starting
to communicate and associate, realizing genuine social relationships. This dynamics is illustrated by Piaget
through the steps taken by the child's moral judgment. Thus, the child proceeds from a moral realism, in which
the adult's judgment represents the absolute (but external) value, progressively enters the values and builds a
personal system that signifies access to moral autonomy, being an aspect of autonomy, supports social
development. The progress of autonomy is a solid measure of adaptation to the social environment. Autonomy
and social adaptation are complementary. Autonomy means differentiation, and adaptation means compliance
to the social environment. Interpreted in correlation, it follows that integration goes through adaptation to
reality, an adaptation that can not be achieved beyond the autonomy that the child gains during the learning of
the roles and statuses that mark at each age both the initiatives and the limits . This form of learning is
identified with what Paul Muresan (1980) calls the "social learning process" by which individual and collective
behaviors of a cognitive, affective, moral, professional and social nature are acquired and developed and which
is not confused with socialization, being one of its mechanisms.

Studying the stages of development has outlined the arguments that all children are going through a
normal social development process that is not entirely dependent on the living environment in which they grow.
Thus, anxiety about unknown people in the first year of life is not the result of a wrong education, but the
natural consequence of the child's awareness of his relationship with the known adults around him. The small
school institution marks an important change, requiring the child new relationships with adults and other
children of near age. Every child has to learn "life in common®, learn the "equality” of how he is treated by the
adult, learn to co-operate, acquire a relative autonomy, and relate to another. Through the variety and nature of
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the activities proposed to the child, the school institution contributes to the child's adaptation and socialization.
In order to stimulate the social development of the child, namely the skills of association and cooperation,
dramatic games play a special role. These games intensify the maturation of children even more so they are
closer to real life. Real-life real-life games announce the adult roles of the future. Thus, games such as
"Family,” "Doctor," "Store,"” help children to clarify their images of the world they belong to. The roles
interpreted suggest their social skills, introduce them into the real social atmosphere. In order to achieve its
purpose, the teacher must help the children organize the class so as to suggest the environment of each activity.

Children's fantasy can be encouraged by promoting imaginative games. Thus, through miniatures,
children can imagine real figures. In the "Soldiers" game, the use of plastic soldiers allows imagination of
various game strategies, as miniaturization allows them to play "Farm". By offering the possibility to
improvise, dramatic games develop the child both socially and emotionally. In stimulating the child's social
development, together with dramatic games, imaginative games or spontaneous play, particularly useful are
stories and stories read and discussed with children, books with social life images, picture stories, and albums
of children's work. Regardless of the central focus of an activity, the school setting is an environment of
excellence, social. The organization of expressive activities for the development of social behavior essentially
aims at accelerating its formation. This training is conditioned by the way the teacher will know how to control
the behavior, this control following:

» focusing children's attention on desirable behaviors;

« redirect negative behaviors - such as hostility, aggression, irritation - to positive conduct, by the heat
of the voice and the form of addressing;

* decreasing the child's negative feelings, such as jealousy or frustration, through his positive

programming, through approval, encouragement, stimulation, and collective emulation.
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DEZVOLTAREA COMPETENTELOR SOCIALE ALE COPIILOR

Prof. inv. primar Paun Cristina, Scoala Gimnaziala Cindesti - Buzau, Romania

In constiinta multor profesori, misiunea majora a sistemului de invatimant este aceea de a dezvolta
abilitatile academice. Educatia socio-emotionald a fost adesea privita cu scepticism, fiind considerata in afara
obiectivelor majore ale activitatii scolare. Argumentele pe care se sprijind aceastd atitudine scepticd scot 1n
evidenta nevoia cadrelor didactice de a-si concentra efortul pe performantele academice, deoarece timpul este
limitat si insuficient pentru a se adresa altor probleme, cum ar fi competentele sociale, in pofida meritului lor.

Comportamentele sociale ale copiilor se dobandesc, In cea mai mare masurd, prin modelare si invatare
explicitda a acestora, cu sprijinul parintilor si al profesorilor. Ce inseamnd modelare? Copilul observa
comportamentul adultilor si 1l imitd. Ceea ce inseamna ca, atunci cand ne propunem sa ii invatdm pe copii
abilitatile sociale si emotionale, care reprezinta abilitatile de viatd autonoma si echilibrata, este necesar sa le
oferim ca model propriul nostru comportament, al nostru ca parinti si al nostru ca educatori, profesori. Copiii
invata din ceea ce facem noi, adultii, si din ceea ce 1i invatam sa faca.

Comportamentul nostru ca si paringi, ca si profesori sau educatori se va reflecta In comportamentele
sociale ale copiilor, modul in care acestia rezolva problemele sociale si isi gestioneaza propriile emotii. Mesajul
este simplu: cand ne propunem sa 1i sprijinim pe copii sa 1si dezvolte competentele sociale si emotionale
incepem prin a fi atenti la propriul nostru comportament. Care sunt comportamentele sociale pe care le
incurajam, cum ne gestiondm propriile noastre emotii? Care sunt convingerile noastre despre emotii si
comportamentele sociale de baza, cum ar fi empatia, cooperarea, rezolvarea de probleme, negocierea? Cum
reactionam atunci cand suntem furiosi sau tristi? Ce invatd copiii din propriile noastre reactii?

Abilitatile sociale si emotionale reprezinta resurse importante pe care urmarim sa le dezvoltam la copii,
pentru a le asigura adaptarea la viata. Abilitdtile se exerseazd in cadrul relatiilor pe care copilul le stabileste cu
persoanele semnificative din viata sa. Comportamentele adultilor, parinti si educatori, reprezintd principalul
context de invatare a abilitatilor sociale si emotionale. Reactiile noastre cognitive (ce gindim), emotionale (ce
simtim) si comportamentale (cum reactionam) modeleaza atitudinile si comportamentele copiilor. Sa luam, de
exemplu, studiul uneia dintre abilitatile sociale de baza, si anume empatia. Studii recente ne indicd faptul ca
empatia, ca abilitate sociald esentiald a copiilor, este o abilitate influentata de comportamentul paringilor si al
educatorilor. Empatia poate fi definita astfel:

e abilitatea de a-ti gestiona propriile emotii;
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e abilitatea de a constientiza propriile emotii si ale celorlalti;

e abilitatea de a privi o situatie din perspectiva celuilalt.

Felul in care se comportd parintii si educatorii explicd comportamentul social al copilului pe care acesta il
urmeaza. S-a constatat ca folosirea recompenselor externe ca motivatie pentru a dezvolta comportamentul de
empatie are efecte negative. In timp, recompensarea externi a comportamentului de empatie scade
probabilitatea aparitiei acestui comportament. De exemplu, conform unui studiu realizat pe aceastd tema, copiii
care au primit jucarii pentru munca lor de voluntariat in timp au muncit mai putin si le-a scazut motivatia
semnificativ.

Socializarea elevilor prin joc

In asertiunea general acceptata, socializarea inseamna asimilarea experientei sociale (cunostinte, norme,
roluri, idealuri), formarea capacitatilor actionale (productive, organizatorice etc.), a conceptiilor, opiniilor, a
trasaturilor de personalitate, a inteligentei sociale, dezvoltarea valorilor, trebuintelor, motivelor si a aspiratiilor
personale sau colective.

Socializarea include atat organizarea motricd, cat si imbogatirea continuturilor cognitive, modelarea
afectiva si, in general, insusirea largd a experientei umane. Limbajul, operatiile logico-formale, cunostintele si
modalitatile practice de actionare, normele de comportament sunt toate cuprinse in sfera acesteia.

Socializarea nu se reduce la invatarea sociald, care reprezinta unul din mecanismele de baza ale acesteia,
alaturi de influenta sociala, controlul social, presiunea sociala si creativitatea sociald. Invitarea sociald insa este,
in cea mai mare masurd, responsabilda de formarea nivelului psihosocial al constiintei sociale. Uneori, se
considera ca diferentierea notiunii de ,,invatare” de cea de ,,invatare sociala” este inutila si ca delimitarea lor
este indreptatita doar ,,din motive operationale”.

In psihologie, procesul de socializare este privit ca un aspect esential al dezvoltirii personalititii. In
cadrul ei, problema socializarii s-a evidentiat, In special, incepand cu anii doudzeci, cercetarile fiind
impulsionate de teoriile lui Freud. Personalitati marcante ca Mead, Wallon, Vigotski, Piaget s-au ocupat, in
lucrarile lor, de aspectele socializarii copilului. Cercetdrile lui Mead au scos in evidenta rolul interactiunilor
umane, al limbajului si al luarilor de atitudini, in formarea ,,eului”. El considerd ca insusirea de roluri atunci
cand copilul se identificd cu un anumit status social, cu teluri si norme, atitudini si asteptari aferente acestuia,
constituie condifia cea mai importanta pentru formarea ,,eului”.

Vigotski (1971) scoate in evidenta faptul ca socializarea este o permanenta confruntare a copilului cu
mediul sdu social in care el invata limba, ajungand astfel la socializarea gandurilor si ideilor sale. El a introdus
in psihologie conceptul de ,,situatie sociala a dezvoltarii”, incluzand in sfera acesteia efectele conjugate ale
agentilor interni §i externi ai dezvoltarii. ,,Situatia” respectiva este caracteristica fiecarei etape, definind
dinamica speciald a dezvoltarii psihice intr-o anumita perioada. Piaget (1970) accentueaza rolul cunoasterii

patrimoniului psiho-ereditar in evaluarea rezultatelor obtinute si a celor scontate, in procesul de socializare a
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individului, deoarece, datoritd caracteristicilor ereditare ale copilului, ,,procesul socializarii nu se reduce la a
fixa anumite amprente pe o tabula rasa.

Psihologia sociala, ca stiintd interdisciplinara, priveste socializarea in dinamica celor doi factori: mediu
social si individ, aratand ca invatarea sociala se petrece sub influenta ambiantei sociale, dar cd din aceasta
ambianta face parte insusi individul, care este in acest fel atat socializat, cat si agent socializant. Drept urmare,
sunt studiate in acest cadru, atat invatarea sociald si continutul ei, ca imitatia, identificarea, invatare de roluri,
formarea unor procese de control interior, a imaginii de sine, modelarea unor relatii interpersonale-agresivitate,
simpatie, dependenta, cat si structurile sociale in care se petrec aceste fenomene.

X9

Mecanismele procesului de ,,invatare socialda” ca imitatia, identificarea, invatarea de roluri, formarea
imaginii de sine, a proceselor de autocontrol, conditiile de aparitie a simpatiei, a dependentei, au fost studiate de
psihologi si sociopsihologi ca Logan, Olmsted, Rosner, Schwartz, Stevens, Maccoby si D. Cambell.
Investigatiile de pand in prezent privind procesul de socializare au atras atentia asupra prioritatii raporturilor
interpersonale printre modalitatile de influentare a dezvoltarii psihice a copilului.

S-a urmirit indeaproape instaurarea primelor contacte interpersonale ale copiilor. In acest sens,
Chateau (1970) arata ca, imediat dupa nastere, copilul devine ,,0 personalitate” in existenta sociald, are un
nume §i un rol, o existenta civica. Perioada pana la 2-3 ani, cand copilul insusi poate lua cunostinta de existenta
si pozitia sa Tn mediul social imediat, este definita de catre autor prin termenul de ,,umanizare”, spre deosebire
de ,socializarea” de mai tarziu. Studierea unui numar mare de prescolari si scolari mici a condus-0 pe
Nastasescu-Cruceru (1980) la desprinderea a trei feluri de raporturi interpersonale la aceasta varsta: relatii strict
personale (bazate pe simpatie-antipatie), relatii de lucru si relatii interpersonale apreciative. Instalarea si
ramificarea unor astfel de legdturi intre copii constituie aspectul cel mai pregnant, din punct de vedere social, al
perioadei scolare mici. Acestea 1si lasd deseori amprenta asupra reusitei integrarii sociale a individului. Din
acest considerent, educatia prescolard si scolard trebuie sd asigure toate mijloacele si caile de a facilita
integrarea copiilor in grupuri de covarstnici, sa le dezvolte sociabilitatea, creand conditii favorabile contruirii
unei retele de legaturi inter-copii. Cercetdrile de pana in prezent au evidentiat importanta grupului de
covarstnici, care la o anumita treaptd, devine indispensabil copilului, pentru ucenicia sa sociald. Numai in grup,
copilul are posibilitatea sd se compare, sa isi evalueze capacitatile si limitele, sd isi formeze imaginea de sine,
mai obiectiva, premize importante in incadrarea sa ulterioard in noi grupuri si, in general, in societate.

Subliniind importanta dezvoltarii sociale a copilului, studiile de psihopedagogie mentioneaza, in acelasi
timp, unele ambiguitati care persistd in insusi domeniul notional, cat si insuficienta aprofundarii prin cercetari
concrete a dezvoltarii sociale a copilului. Simplificand, se poate spune ca, in copilarie, dezvoltarea sociala este
echivalentd cu socializarea. Aceasta interpretare nu intruneste parerile unanime ale psihologilor. Astfel, Wallon
(1959; dupa Gugiuman si Curcan, 1999) considera ca intregul mod de a relationa cu ceilalti, chiar si formele
comunicdrii emotionale, reprezintd un comportament social, iar Chateau (1970) considerd impropriu termenul

de socializare, deoarece copilaria nu corespunde integrarii n societate a unei ,fiinte dinainte asociale”. Pe de
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alta parte, Piaget nu considera social comportamentul copilului in relatie cu altul decat atunci cand relatia atinge
un grad de reciprocitate, ceea ce implica o distanta intre un copil si altul. Insa, indiferent de scoala psihologic,
vocile specialistilor sustin constant ca, in toate domeniile-motric, cognitiv, afectiv- achizitiile progresive ale
copilului sunt mediate prin raportul relational cu altul.

Hurtig (1974; dupa Gugiuman si Curcan, 1999), aprofundand ideile lui Piaget, subliniaza rolul
comunicarii verbale in dezvoltarea sociala a copilului care trece de la faza de monolog la monolog colectiv,
apoi la dialog sau la o veritabild comunicare multidirectionald, mediata de joc. Chiar si activitatea ludica este, la
inceput, solitard si numai dupa ce copiii au putut depasi faza ,,jocurilor paralele”, incepand sd comunice si sa se
asocieze, realizeaza veritabilele raporturi sociale. Aceasta dinamica este ilustrata de Piaget prin etapele parcurse
de judecata morald a copilului. Astfel, copilul pleacad de la un realism moral, in care judecata adultului
reprezintd valoarea absolutd (dar exterioard), interiorizeaza progresiv valorile si isi construieste un sistem
personal care semnificd accesul la autonomia morald, care fiind un aspect al autonomiei, sustine dezvoltarea
sociald. Progresele autonomiei sunt masuri solidare de adaptare la mediul social. Autonomia si adaptarea
sociala sunt complementare. Autonomia semnifica diferentieri, iar adaptarea semnificd conformarea la mediul
social. Interpretate in corelatie, rezultd ca integrarea trece prin adaptarea la realitate, adaptare ce nu se poate
realiza 1n afara unei autonomii pe care copilul o castigd pe parcursul invatarii rolurilor si status-urilor care i
marcheaza, la fiecare varstd, atat initiativele, cat si limitele. Aceastd forma de invatare se identifica cu ceea ce
Pavel Muresan (1980) numeste ,,procesul Invatarii sociale”, prin care sunt achizitionate si dezvoltate
comportamentele individuale si colective de natura cognitiva, afectiva, morala, profesionald si sociala si care nu
se confunda cu socializarea, fiind unul din mecanismele acesteia.

Studierea etapelor dezvoltarii a conturat argumente conform cérora toti copiii trec printr-un proces
normal de dezvoltare sociala, care nu este in totalitate dependent de mediul de viata in care acestia cresc. Astfel,
anxietatea fatd de persoanele necunoscute, in primul an de viata, nu este rezultatul unei educatii gresite, ci
consecinta fireasca a constientizarii de catre copil a relatiei sale cu adultii cunoscuti din preajma sa.

Institutia scolara mica marcheaza o schimbare importanta, impunand copilului relatii noi cu adultii i cu
alti copii de varsta apropiata. Fiecare copil trebuie sa invete ,,viata In comun”, sa invete ,,egalitatea” modului in
care este tratat de adult, sd invete sa coopereze, sa dobandeasca o relativa autonomie si sa se raporteze la altul.

Prin varietatea si natura activitdtilor propuse copilului, institutia scolara contribuie la adaptarea si
socializarea copilului. Pentru stimularea dezvoltarii sociale a copilului, mai precis abilitatilor de relationare si
cooperare, un aport deosebit 1l au jocurile dramatice. Aceste jocuri intensifica maturizarea copiilor cu atat mai
mult cu cat ele sunt mai apropiate de viata reald. Jocurile cu roluri reale din viatd anunta rolurile viitoare ale
adultilor. Astfel, jocurile de tipul ,,De-a familia”, ,,De-a doctorul”, ,,De-a magazinul” ii ajutd pe copii sa isi
clarifice imagini despre lumea careia 1i apartin. Rolurile interpretate le sugereaza abilitatile sociale, ii introduc
in atmosfera sociald reala. Pentru a-si atinge menirea, profesorul trebuie sa ii ajute pe copii sd organizeze clasa

astfel incat sd sugereze mediul propriu fiecarei activitati.
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Fantezia copiilor poate fi incurajatd prin promovarea jocurilor imaginative. Astfel, prin intermediul
miniaturilor, copiii pot sa isi imagineze figuri reale. In jocul ,,De-a soldatii”, folosirea soldateilor din plastic
permite imaginarea diverselor strategii de joc, dupa cum realizarea animalelor in miniatura le permite sa se
joace ,,De-a ferma”.
social, cat si emotional. In stimularea dezvoltarii sociale a copilului, alituri de jocurile dramatice, jocurile
imaginative sau jocul spontan, deosebit de utile sunt povestile si povestirile citite si discutate cu copiii, cartile
cu imagini din viata sociald, povestirile dupa tablouri si albume cu fotografii din activitatea copiilor. Indiferent
de obiectivul central al unei activitati, cadrul scolar este un mediu, prin excelentd, social. Organizarea unor
activitagi expresive pentru dezvoltarea comportamentului social vizeaza, in esentd, accelerarea formarii
acestuia. Aceastd formare este Insd conditionatd de modul in care profesorul va sti sd controleze
comportamentul, acest control urmarind:

e focalizarea atentiei copiilor spre comportamentele dezirabile;

e redirectionarea unor conduite negative - cum ar fi ostilitatea, agresivitatea, iritarea - spre conduite pozitive,

prin caldura vocii si forma de adresare;
e diminuarea sentimentelor negative ale copilului, ca gelozia sau frustrarea, prin programarea sa pozitiva,
realizata de aprobare, incurajare, stimulare si emulatie colectiva.
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SOCIAL SKILLS DEVELOPMENT OF STUDENT IN PROFESSIONAL EDUCATION BY
PARTICIPATING IN EDUCATIONAL PROJECTS

Teacher Petrescu Tincuta - - Professional Education School “Sf Ecaterina” Husi -
Vaslui, Romania

Teacher Giugaru Beatrice-Henriette - Professional Education School “Sf Ecaterina”
Husi - Vaslui, Romania

“To make a child trust himself is the biggest challenge to parents and teachers.” (Duclos.G)

The intercounty educational project “Meseria, bratara de aur” is a fashion creation contest for
children in special high school education and in professional high school education. The scope of the
project is to motivate students to learn how to auto-evaluate themselves, but also to evaluate themselves
in relation to others, and to be better at what they are doing in order to reach the highest levels of
recognition.

The project was more successful than expected. Although initially the target for this project were
only children in special education, children from normal professional schools have also participated in its
second edition. The number of participating students, schools and counties has increased significantly at
its current edition, the 3rd.

Organizing this contest represents a challenge for us, teachers. We have discovered together with
the children that school can be a fun place where you can learn things at your own pace and in your own
style, if the teacher is flexible and open-minded. We mentioned before that school is the place where
children can learn to trust themselves and to be independent, but the teachers are the enablers. A teacher
who is balanced and responsible is able to offer a balanced development to the children and have a long
career full of professional satisfaction. By using specific methods and procedures, we can stimulate the
development of emotional intelligence in general, and of independence and confidence in particular.

Socio-emotional skills is one of the factors towards success, both in the professional and personal
lives. Different studies have shown that having a deficit in social-emotional skills has a negative impact in
your life as a child, teenager and adult. Missing positive interactions with other people during childhood
can generate difficulties to adapt, lack of empathy, failure, anxiety, depression and isolation, being a
predictor in behavioral disorders. Social skills imply deftness, competence, the ability of initiating and
maintaining positive and functional relationships on the long term, to be accepted and integrated in large
groups, to be able to work in a team and express an opinion, to influence other persons. These skills imply
being comfortable to communicate openly with other people, empathy, openness to new ideas,
understanding other points of view, conflict management, to be able to manage stressful situations and

frustrations.
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The present society is in a continuous change, a dynamism which puts a lot of pressure on people
to be successful, no matter of his social or financial background. For children with CES this kind of
pressure led to demotivation and distrust in the education system. The fact that the educational system
emphasized the logical-mathematical and verbal persuasion skills led to a lack of self confidence, making
the child forget his own dreams and aspirations, generating a mass education failure, confusion and
demotivation. The professional education focuses on practical skills training in order to offer the child a
chance of getting a job after he finishes school.

An important factor in the successful education of children is the teacher’s personality. The
teacher shouldn’t outshine his students. His personality it should be strong enough to maintain order in
the classroom and set the path, but open enough so that children can discover their own abilities and
methods to learn. We need social skills in order to communicate, listen, influence people, collaborate and
cooperate with other people, working in teams. In a competitive society, success is based on self
confidence, independence and the ability of making and maintaining relationships. Socio-emotional skills
are acquired through a complex process in which the behavioural model is the most important factor. The
teacher influences his students through his intellectual pursuits and his ability to discern what’s right and
wrong.

This is also the scope of the project “Meseria, bratara de aur”, to influence children through
objective evaluation and motivation to achieve their maximum potential. The project requires the
children’s ability to do practical things, but it also encourages their creativity and taste for beauty.

The project was carried out between 5th of March and 26th of May 2018. There were 19 schools
which have participated from 9 counties (Vaslui, Buzau, Bistrita, Neamt, Galati, Vrancea, Mures, Timis,
Suceava, Mehedinti, lasi, Bucuresti si Sibiu) from all over the country. The number of participating
students were 355 for the first phase and 137 students for the second one, from 9th to 12th grade.

The budget for holding this contest was from our own funds and it was used in proportion of 70%
to buy materials (paper, cartridge and other). For the practical work there have been used reusable
materials and materials donated by economic agents.

Of the 355 participating students, there were awarded 82 prizes, as follows:

o lstplace-43

e 2nd place - 19

o 3rd place - 12

e 4th place - 8

« Diploma of participation - 55

Taking into consideration the variety of the practical products we received, we decided to offer more
prizes than usual in order to motivate the future participations and creativity. Therefore 23% of the
participating students have received a prize. The products have been showed at the event exposition.
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At the end of the event, we encouraged the students to give feedback for the school paper. The
students showed enthusiasm towards this kind of events where creativity is encouraged and said they had
fun participating. Of course there were some disappointments regarding the prizes and the evaluation, but
the overall feedback was a positive one towards the organizers.

The teachers that organized this event appreciated the students involvement, their originality and
sensitivity. The facilitator role has offered the teachers the opportunity to find out how the young
population thinks and feels these days.

Even though the participating children didn’t have specialized knowledge and the theme was a
challenge for everyone, they proved in the end they have PSYCHO-SOCIAL COMPETENCE.
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DEZVOLTAREA ABILITATILOR SOCIALE ALE ELEVILOR DIN INVATAMANTUL
PROFESIONAL PRIN PARTICIPAREA LA PROIECTE EDUCATIONALE

Prof. Petrescu Tincuta - Scoala Profesionala Speciala "Sfanta Ecaterina” Husi, Vaslui

Prof. Giugaru Beatrice-Henriette- Scoala Profesionala Speciala "Sfanta Ecaterina”
Husi, Vaslui

Motto:

” A determina un copil sd aibd incredere in el reprezintd prima mare provocare a parintilor si a
educatorilor”. (Duclos, G.)

Proiectul educational interjudetean “Meseria, bratara de aur’este un concurs de -creatie
vestimentard pentru invatamantul special liceal si invatamantul liceal si profesional de masa. Proiectul
”Meseria, bratard de aur”, desfasurat in doua sectiuni, are in vedere competitia, nevoia individului de a
se cunoaste pe sine prin autoevaluare, evaluare si in special evaluare prin comparatie cu alti elevi,
motivatia de a fi mai bun, stimularea individului de a-si depdsi propriile limite, modalitatea de a
promova cele mai inalte aspiratii, de afirmare si remarcare. Proiectul a avut un impact mult peste
asteptarile propundtorilor datorita faptului ca desi a fost lansat ca proiect educational pentru Tnvatdmantul
profesional special, el a atras participanti si din cadrul elevilor din invatamantul liceal de masa, la editia
I, iar la editia actuala, a IlI-a, a crescut numarul de elevi participanti, de scoli si de judete inscrise in

concurs.
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Pentru noi ca profesori, desfasurarea activitatii in cadrul proiectul educational Meseria, bratara de
aur”, constituie o mare provocare. Pas cu pas am descoperit odata cu elevii cd scoala poate fi un loc unde
se petrec lucruri minunate daca profesorul este deschis sa Incurajeze initiativa si autonomia elevilor, sa
observe cum invata copiii §i sa respecte stilul propriu de invatare, sa le asculte parerea si sa tind cont de
ea, sa ofere un mediu de lucru constructiv si relaxant.. Am pornit de la ideea ca scoala ofera modalitati
eficiente de facilitare a autonomiei si increderii sine a elevilor. Cadrul didactic care dovedeste atitudini
responsabile si gandite in perspectiva unei dezvoltari echilibrate a copiilor are toate sansele sa obfina
satisfactii profesionale de lungd duratd. Putem afirma ca utilizand metode si procedee specifice
contribuim la stimularea inteligentei emotionale in general si la stimularea autonomiei si increderii in
sine, in particular.

Abilitatile socio-emotionale conditioneaza reusita la nivel personal si profesional. Viata a
demonstrat faptul ca, abilitatile socio-emotionale sunt unele dintre cele mai importante aptitudini,
deficitele in dezvoltarea acestor competente, generand probleme in copilarie, adolescentd sau viata de
adult. Absenta interactiunilor pozitive, in decursul existentei, genereaza relatii interpersonale deficitare,
dificultati in adaptare, esec, anxietate, depresie sau izolare, fiind un predictor in aparitia tulburarilor
comportamentale. Abilitatile sociale presupun capacitati, indemanari, destoinicie, dibacie, priceperi de a
initia si intretine relatii pozitive, functionale, personale, de a fi acceptati si de a se integra in cele mai
diferite formatiuni grupale, de a actiona eficient ca membrii ai unei echipe, de a influenta atitudini, de a
contura pareri sau chiar de a influenta comportamentele semenilor nostri. Aceste competente presupun
atingerea unui nivel confortabil de comunicare functionald, toleranta, empatie, deschidere pentru a
intelege puncte de vedere diferite, de a administra situatii conflictuale, rezistentd la stres si frustrare.
Pentru copiii cu CES in societatea actuala aflata in permanentd schimbare, intr-o dinamica care exercita
presiuni evidente asupra tuturor indivizilor, indiferent de pozitia pe care o ocupa pe scara sociald, in care
efectele crizei economice i morale au contribuit la exercitiul permanent de adaptare si supravietuire, a
dus la scaderea interesului si motivatiei pentru invatare. Accentul pus pe dezvoltarea cognitiva, pe
exersarea inteligentei verbale, logico-matematice si mai putin pe dezvoltarea abilitatilor relationale,
intuitive, empatice sau afectiv-emotionale a contribuit la scaderea increderii in sine, indepartand elevul de
propriile sale aspiratii, generdnd esec scolar, confuzie sau demotivare. In invatamantul profesional se
vizeaza Invatarea prin formarea competentelor si deprinderilor practic-aplicative menite sd asigure
individului pregatirea pentru viata.

O mare insemnatate pentru reusita scolara o are personalitatea profesorului care ar trebui sa stea
oarecum in umbra, iar elevii sa poata sa descopere singuri adevarurile stiintei. Pe tot parcursul vietii,
avem nevoie de abilitdtile sociale pentru a : comunica, cunoaste, asculta, exercita influente asupra altor
persoane , colabora si coopera cu ceilalti, lucra in echipi, mentine relatii.intr-0 societate competitiva,

succesul se bazeaza pe incredere in sine, autonomie personald, abilitatea de a stabili relatii. Abilitatile
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socio-emotionale sunt abilitati dobandite, printr-un proces extrem de complex in care modelul
comportamental are un rol determinant. Profesorul influenteaza copiii prin exemplul preocuparilor
intelectuale si al aptitudinilor sale intransigente in privinta respectarii adevarului si dreptatii. Influenta sa
se exercita si cu prilejul evaluarii obiective a progreselor inregistrate, cat si a recompensarii rezultatelor
obtinute

Proiectul presupune realizarea de lucrari practice in care elevii demonstreaza ca Si- au insusit
deprinderi si abilitati practice, dar in acelasi timp isi dezvolta creativitatea si gustul pentru frumos.

Activitatea s- a desfasurat in perioada:05 martie-26mai 2018 . La proiect a participat un numar de
19 scoli, din 9 judete (Vaslui. Buzau, Bistrita, Neamt, Galati, Vrancea, Mures, Timis, Suceava,
Mehedinti, lasi, Bucuresti si Sibiu), din diverse zone ale tarii, cu un numar de 355 elevi participanti la
sectiunea I si 137 elevi Inscrisi la sectiunea a II-a a concursului, castigatori ai locurilor I, II si III, din
clasa a IX-a pana la clasa a XII.

Bugetul necesar desfasurarii proiectului s-a constituit din fonduri proprii si a fost folosit in
proportie de 70% pentru materiale consumabile ( hartie, cartus pentru imprimantd, alte materiale pentru
realizarea lucrdrilor). Pentru lucrdrile practice s-au folosit materiale recuperabile si materiale oferite de
agentii economici.

Din numarul de 355 elevi participanti s-au acordat 82 premii, dupd cum urmeaza:

e premiul I —43

e premiul I1-19

e premiul I11-12

e mentiune - 8

e diploma de participare — 55

Avand 1n vedere cd lucrarile trimise au fost variate si au indeplinit criteriile de evaluare am acordat
un numar mare de premii care sd stimuleze participarea la urmatoarea editie. Au fost premiati 23% elevi
din totalul de 355 elevi inscrisi in concurs..

Expunerea lucrarilor s-a realizat in expozitia dedicata evenimentului.

La finalul activitatii, elevii au fost invitati sd redacteze, pentru revista scolii impresii in

urma participarii la aceasta activitate. Acest ultim demers are ca scop atat evaluarea activitatii din partea
elevilor participanti cat si formarea unei atitudini reflexive, oferirea unui feed- back fatd de activitatea
desfasurata.Prin textele lor, elevii si-au aratat entuziasmul de a mai lua parte la astfel de activitati, in
unele cazuri, dezamagirea fata de locul ocupat, aprecierea fatd de munca echipei de profesori organizatori,
curiozitatea de a afla mai multe informatii despre ceilalti participanti la concurs..
Cadrele didactice organizatoare au apreciat pozitiv implicarea elevilor, originalitatea si sensibilitatea
aparte doveditd de elevi in realizarea produselor confectionate, dar si-au exprimat increderea ca
participarea la concurs este un castig important pentru fiecare. Rolul de profesor facilitator a oferit si
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cadrelor didactice sansa reald de a afla ce si cum gandesc tinerii de azi. Chiar dacd nu au cunostinte

temeinice din literatura de specialitate si tema aleasd a fost o adevarata provocare, copiii participanti au

dovedit ca sunt COMPETENTI PSIHO-SOCIAL.
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GENERATION 3.0. AND ITS IMPACT ON TEACHING

Patrycja Pipska - Teacher at Liceum Ogolnoksztalcace im. Stefana Czarnieckiego in
Nisko, Poland

All the generations differ as change is inevitable. They have different viewpoints and habits.
Different values are important to them. They approach the world differently. They also learn in different
ways, which means that we, as teachers, should teach them differently. However, the generation of our
students (the so called generation 3.0. or generation Z - the most numerous generation in Poland at the
moment) is more different than all the others before. It is claimed that this generation leads two lives at
the same time: the real-world one and the virtual one, with the latter starting to take more than half of our
students' time. This generation includes all those born after the year 1995, used to the Internet and all the
modern technological devices, often having been able to use them before learning to read or write. They
are also characterised by using multiple technological devices, using apps, blogs and social media for
learning, finding information quickly, having a rich social life (but mostly in the virtual world), preferring
image and sound to text, being almost always online, preferring smartphones to computers and not
needing television at all. Research carried out in Poland shows that 90% of 10-year-old children are
Internet users. This number only grows the older the students are, reaching almost 100% among teenagers
aged 16-19. Another vital point is the change in the media hierarchy for generation 3.0. Whereas in the
past people relied on books and TV while acquiring knowledge and looking for information, today young

learners will choose all sorts of technological devices, with books being virtually absent, especially while
138



learning on their own. All these changes have a huge impact on learning as well as teaching and should be
taken into account in educational contexts.

First of all, it is the role of schools to make students aware of the dangers of using the Internet,
especially social media. In 2017 Research and Academic Computer Network in Poland carried out a study
into the usage of the Internet by Polish teenagers and some of the results are, to say the least, disturbing.
58,1% of teenagers who took part in the survey witnessed bullying of their friends on the Internet, 33,3%
saw dissemination of discrediting materials about people they knew, 34,2% witnessed threatening others
and 24,4% - blackmailing. However, what is really worrying is that students do not inform adults, parents
or teachers, about witnessing such forms of violence. As many as 39% of teenagers in the survey declared
that they would not do anything if they experienced violence on the Internet. An answer to this problem is
to introduce to schools projects and campaigns raising awareness of the threats of the Internet but also
emphasizing for the students the need to react when you witness any form of cyberbullying and making
them aware that such behaviour is not standard. Furthermore, teachers and educators in general need to
point out that what is once posted online, remains there forever and may affect your whole future life.

Analysing the aforementioned research what comes to mind as a solution is decreasing the time
spent with modern technologies or even banning it altogether for the youngest users. Nothing more
incorrect, though. Modern world is based on technology so modern citizens need to use it but what is
crucial they need to use it wisely and responsibly. We, as teachers, are used to teach values and attitudes
but now that students live in two parallel worlds, they need to be taught how to behave appropriately in
both of them. And it is the role of teachers to equip students with knowledge and skills to become
responsible citizens of the virtual as well as the real world. Here are some ideas how to accomplish that:

1. Make students critical recipients of online content.

This should be connected with everyday use as well as educational contexts. Teachers need to
make students aware that there are the so called "fake news" - not everything is true. A very helpful
method of doing this is a lesson designed by the BBC Academy (available here:
https://www.bbc.co.uk/academy/en/articles/art20180307163518942). The lesson teaches students now
only how to think more critically but to consider the source of the information before believing or sharing
it.

Another issue, though, is using the Internet for educational purposes. Students often look for
answers and information on the Internet quoting the first source they encounter without checking other
sites or sources. They need to be taught to check multiple sources to confirm information they
encountered. A way to achieve this is to give students a requirement to quote at least three different
sources while preparing essays or presentations.

2. Be creative, not passive.

139



Typical usage of modern technology during lessons are teachers using the devices and students
being passive recipients of videos, images etc. A way to reverse this trend is incorporating small-scale
projects into lessons. An example of those may be an exercise which may accompany a foreign language
lesson on sport:

Work in groups. Find out about an unusual sport or game. Find some photos of people playing the
sport and make a fact file about it. Include the following:

* a short history of the sport

» where people play the sport

* the rules of the sport

» a description of what is happening in the photos.

3. Teach cooperation and teamwork.

Although Polish students typically achieve high results in international tests, one of the areas they
always underperform is cooperation and teamwork. Using modern technology may be a way to help
students gain those skills which are undeniably essential in today's world. An example of a tool suitable
for this are G Suite for Education by Google which includes all sorts of educational tools like Google
Docs, Google Slides or Google Drawings, etc. Another tool which enhances collaboration is Twiddla
where students are able to work on graphics, photos, webpages or documents. Students might also
brainstorm on a white canvas or create mind maps.

4. Make studying fun (at least a little bit).

Studying may be enhanced by a wide variety of apps and websites which help students memorise
information. These are especially language learning apps like Memrise, Duolingo, Quizlet. Apart from
that, websites providing games and fun exercises are available. Additionally, teachers may use a wide
variety of resources available online to explain grammar while teaching languages or some phenomena
while teaching content subjects. Pinterest and YouTube provide plenty of resources for teaching or
learning. This might be especially adequate for students from generation 3.0. as they learn from images
and videos rather than texts.

In conclusion, the generation of our students requires different forms of educational activity than
previous generations. Their constant presence in the virtual world should be used by teachers to achieve
educational goals at the same time bearing in mind the dangers posed by overusing modern technology
and the threats present online. However, equipping young learners with knowledge and skills necessary to
use technological advances will transform them into responsible and wise "netizens”, which should

become one of the goals of modern education.
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MODERN TECHNIQUES AND METHODS IN PARALLEL WITH THE DEVELOPMENT
OF PUPILS' SOCIAL SKILLS

Teacher Popica Camelia - Informatics and ICT- "Emil Racovita" Theoretical High
School, Vaslui - Romania

Teacher Ursu Gabriela - Informatics and ICT - "Emil Racovita" Theoretical High
School, Vaslui - Romania

Currently, the use of "screen” in different forms: computer, phone, video projector or smartwatch is
not a fashion, a "gaselnity" of teachers or students to make an exciting time but a necessity in the training
process. The role of the teacher is no longer to be the majority of the "information™ passed on to the
student, he being the main actor who directs the whole didactic process, but to coordinate the student to
collect the qualitative information, to use it himself and to use it, we can say in this context that the
teacher becomes a coordinator, consultant and a verifier of the teaching process. The educational process
is no longer just the scene of two actors: the teacher and the pupil, but also the computer in order to
ensure the success of the didactic approach. Student-centered learning becomes the basis of computer-

assisted training.

Computer-assisted training has become one of the teaching methods that underlie the modern and
contemporary didactic process. Using computers in the process of learning involves: teaching lessons of
communication of new knowledge, consolidation lessons, systematization lessons of new knowledge,
tests - automatic checking of a lesson or group of lessons, automatic checking of a school discipline or of
a particular school curriculum. Effective learning with computer use is conditioned by:

e Existence of hardware resources

e Existence of software resources, search, installation or creation of educational software
(hence the importance of projects, teacher training courses in computer use, educational
platforms for designing lessons)

e The strict school curriculum does not allocate enough time for content so that the computer

can be used very often (time is lost for opening applications, explaining them, etc.)
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e Students' communication has to suffer: losing the habit of discussion, the ability to argue a
subject, the ability to express verbal expression, to inhibit emotions;

e There is a student's isolation from the teacher and his colleagues-the student becomes
accustomed to learning by self-discovery a positive thing on the one hand but totally
negative because the social and human relationships are diminished, the long use of the
computer leads to addiction.

In conclusion, the advantages of using modern cyber-teaching and teaching methods can become as
many as disadvantages, for those who do not understand "learning is more than a smart reminder of items;
the educator can feel secure - especially if he is a beginner, making his work more efficient until
deprofessionalization, and the pupils are captured in the interactive trance of the monor. Although
theoretically the computer remains a pedagogical means, practically he is the main actor of the didactic
process, the teacher being a shadow counselor ready to give technical assistance and to intervene when
this process is undermining. The child learns quickly how to say the cow in 10 languages, or how to
quickly solve the equations using the figurative method. One of the surprising disadvantages is that in
these situations the educator becomes a computer assistant who follows his program with a constant, not a
real pedagogue, and the child, although the "multilingual™ being does not always transfer the concepts
learned to the e-board, creatively operating. Thus, the child does not understand why, when the
grandchild's cow is "moo" in English, it does not actually signal any system error, nor why only the
animated fish on the tuchscreen can be re-animated, not and those in the aquarium spilled on the carpet, at

least for the time being." (http://psihologie-constanta.ro/blog/?tag=effects-depadaptative-ale-calculator).

I can not conclude this exposition without exemplifying the above-mentioned ones, that the
information presented / processed by the computer must be implemented and practical in everyday life or
at least with elements of real life, otherwise the student will not know how to use this, as an example, the
unforgettable and horrible "game-Blue Balena" that has entered so forcefully into children's

consciousness and life that some have come or were very close to suicide.

To teach students that the virtual environment does not merge with real life.
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TEHNICI SI METODE MODERNE IN PARALEL CU DEZVOLTAREA
COMPETENTELOR SOCIALE ALE ELEVILOR

Prof. Popica Camelia- Informatica si TIC- Liceul Teoretic “Emil Racovita” Vaslui,
Romania

Prof. Ursu Gabriela - Informatica si TIC - Liceul Teoretic “Emil Racovita” Vaslui,
Romania

in prezent utilizarea “ecranului” in diferite forme: calculator, telefon, videoproiector sau
smartwatch nu reprezinta o moda, o “gaselnitd” a cadrelor didactice sau a elevilor pentru a face o ora mai
interesanta, ci o necesitate in procesul de instruire. Rolul profesorului nu mai este de a fi ,,informatia”
majoritara transmisa elevului, el nemaifiind actorul principal care dirijeaza intregul proces didactic, ci de
a coordona elevul spre a culege informatia calitativa, de a o Tnsusi si utiliza, putem spune in acest context
ca profesorul devine un un coordonator, consultant si un verificator al procesului didactic. Procesul
educational nu mai reprezintd doar scena a doi actori: profesorul si elevul, ci pentru asigurarea succesul
demersului didactic intra in rol si calculatorul. Invitarea centrati pe elev devine baza instruirii asistate
de calculator.

Instruirea asistata de calculator a devenit una dintre metodele de invatamant care sta la baza
procesului didactic modern si contemporan. Utilizarea calculatorului in procesului de invatamant cu
presupune: predarea lectiilor de comunicare de noi cunostinte, lectii de consolidare, lectii de
sistematizare a noilor cunostinte, teste-verificarea automata a unei lectii sau a unui grup de lectii,

verificarea automata a unei discipline scolare sau a unei anumite programe scolare.
Invitarea eficientd cu utilizarea calculatorului este conditionata de:
«  Existenta resurselor hardware

« Existenta resurselor software cdutarea, instalarea sau creearea de softuri educationale (de aici
reiese importanta proiectelor, cursurilor de perfectionare a profesorilor in utilizarea calculatorului, a
platformelor educative la proiectarea lectiilor)

e Programa scolarad destul de strictd nu alocd timp suficient continuturilor astfel incat sa se poata
utiliza calculatorul foarte des(se pierde timp pentru deschiderea aplicatiilor, explicarea
acestora, etc)

o Comunicarea elevilor are de suferit: se pierde obisnuinta discutiilor, capacitatea de a argumenta
un subiect, se reduce capacitatea de exprimare verbala, de inhibare a emaotiilor;

e Apare o izolare a elevului fatd de profesor si colegii sai-elevul se obisnuiete sd invete prin
autodescoperire lucru pozitiv pe de o parte insa intru totul negativ deoarece relatiile sociale si

umane sunt diminuate, utilizarea indelung a calculatorului duce la dependenta.
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In concluzie avantajele utilizarii metodelor moderne de predare-invitare cibernetice pot
deveni oricand la fel de multe ca si dezavantajele, pentru cei care nu inteleg ,,ca invatarea
inseamnd mai mult decat o isteatd reamintire a unor itemi; educatorul se poate simti securizat-
mai ales daca este incepator, fiindu-i eficientizatda munca uneori pana la deprofesionalizare, iar
elevii sunt captivati in transa interactivd a monitorului. Desi teoretic calculatorul rdmane un
mijloc pedagogic, practic el este principalul actor al procesului didactic, profesorul fiind un
consilier din umbra gata sa acorde asistenta tehnica si sa intervind cand acest proces se gripeaza.
Copilul invata repede cum sa spund vaca in 10 limbi, sau cum sa rezolve rapid ecuatii folosind
metoda figurativd. Dintre dezavantajele surprinzatoare se observd cum in aceste situatii
educatorul devine un asistent al calculatorului care-si urmeaza programul cu constanta,
nicidecum un pedagog veritabil, iar copilul, desi “poliglot” in devenire nu transfera intotdeauna
in viata reald conceptele invatate la e-board, operationalizand creativ. Astfel, copilul nu intelege
de ce, atunci cand vaca din curtea bunicii face “moo” in limba engleza, aceasta nu semnalizeaza
in realitate nici o eroare de sistem, si nici de ce doar pestisorii animati de pe touchscreen pot fi
re-animati, nu si cei din acvariul varsat pe covor, cel putin deocamdata.” (http://psihologie-
constanta.ro/blog/?tag=efecte-dezadaptative-ale-calculatorului)

Nu pot incheia acestd expunere fard a exemplifica cele argumentate mai sus, ca
informatia prezentatd/prelucratd cu ajutorul calculatorului trebuie implementatd si practic in
viata de zi cu zi sau macar imbinate cu elemente din viata reala, altfel elevul nu va sti cum sa se
foloseasca de aceasta, drept exemplu neuitatul si oribilul ,,joc- Balena albastra” care a intrat atat
de puternic in constiinta si viata copiilor incat unii au ajuns sau au fost foarte aproape de suicid.

Sa invatam elevii cd mediul virtual nu se contopeste cu viata reala.
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EXTRA - CYCLING ACTIVITIES - EXAMPLES OF GOOD PRACTICE

Teacher Profir Adrian, Secondary School "Episcop Iacov Antonovici" Barlad- Vaslui,
Romania

Teacher Profir Alina, Tehnological High School M. Guguianu Zorleni - Vaslui,

Romania

""The words do not come: people today are full of words.

It takes action. The act must be sought, not the words.
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For the words do not bear. "(Avva lacob)

School is the decisive factor for the formation of a man apt to contribute to the development of
society, to take active part in life, to be ready for work. It is the education process that gives the school
the decisive role in the formation of man. The mission of the school is to contribute to the realization of
the educational ideal imposed by the requirements of social life.

School activity is clearly defined and directed through curricula that contain compulsory
curriculum and school curriculum that allows students to identify and capitalize on their personal skills.

We, teachers, are next to help them to open up, to become "trees with leaves, flowers and fruits".
The pupil receives from school the living flame of adaptability to current and future social conditions.
The class of students is a "laboratory" for the formation and modeling of the most precious good a people
have: the child.

Plutarh's statement, "Consider the pupil a torch to ignite so that later to shine with his own light,"
is a topical urge for every teacher.

The mission of the school is to educate students about their communication skills, aesthetic
abilities and moral principles, along with acquiring knowledge.

"Man can not reach man but through education” (Plato).

However well organized and as rich as the content of the knowledge we communicate to pupils,
all students' resources can not be identified.

A student's life is a bridge between school and extra-curricular activities. Over the years, extra-
curricular activities have taken on varied forms, all aimed at informal learning and spending leisure time.
Through these activities, which encompass areas and large areas, pupils can develop certain skills and
abilities needed for good harmonious development for integration into society. When we talk about
extracurricular activities, we refer to that program where the pupil participates after hours and should do
this with pleasure because the goal is to form the skills necessary for good development, the formation of
the personality of the student who will find through them the inclinations, talent and the field in which
they will perform.

Extracurricular activities have an interdisciplinary character and give children the possibility of
exteriorization that is very handy to them.

These activities contribute to the formation of character and moral and personality traits, develop
attitudes and behaviors, stimulate personal initiative and accountability, as well as the spirit of mutual
assistance, group solidarity, critical spirit, ability to argue and solve some problems with responsibility,
widen the spiritual world of the child, give him strong emotions and the opportunity to get involved
directly in actions and moments special to those that live in school hours

If we ask ourselves what are the alternatives chosen by a student after a course day, we find it
regrettable that there are no other options apart from the personal room where they prepare their
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homework, television, computer, street. The children forgot to read a book, admire nature, enjoy
everything that is beautiful and instructive around them. The content of extra-curricular activities is not
established through a curriculum, but we are left free to choose those content that is perfectly in line with
students' interests and desires. Extra-curricular activities become a component part of education that
stimulates values, skills and vocation, developing talent, encouraging competition, assuming
responsibilities, communicating, imagining and choosing.

Extra-curricular activities are complex, their area is difficult to delimit. There may be excursions
and visits to museums, cinemas, theaters, opera, ballet, excursions and visits to public institutions or other
community interest, visits to other schools, arts, hobby, thematic clubs and teams sports activities may be
activities related to a school newspaper or radio station, environmental protection activities, or even
activities related to student counseling.

Excursions in nature helped me explain to students what to see, how to see, how to see and how
to protect! One of the excursions in the county gave the children the demonstrative framework of
behavior towards nature. Arriving near Bujoreni Monastery Forest, they were careful not to break the
branches of the trees, to raise their names on their trunk, to leave no packing and debris at the place where
they stopped. Ecological knowledge has been put into practice by becoming ecological convictions.

The need to play, always to move, is precisely what enables us to reconcile school with life, so
that in these activities students learn to use diverse information sources, compile collections, systematize
data, learn to learn, assuming all the rules and responsibilities. The creations of the schoolman prove that
his inner life is quite rich, that his intentions far outweigh the possibilities at his disposal. He is able to get
new, unusual, original products, even if they are new and original just for him.

School competitions are a way of raising the student's interest in different curricular areas, while
being of major importance in his professional orientation. School competitions offer students the
opportunity to demonstrate practically what they have learned at school and at home.

Contests like "Cangurul”, "Little mathematician", etc. can provide the best source of motivation,
causing students to study in depth and achieve better school results.

The same effect can be played by contests organized at the class or school level. If they are
organized in a pleasant way, they will stimulate the spirit of competitiveness, giving the child the
opportunity to integrate into different groups in order to complete the work, as well as the opportunity to
learn more easily.

Mathematics is a discipline that, through its very existence, is meant to form an investigative
thought. It is the most operative science that has the most complex and complex connections to life.

Modern mathematics aims at systemic and gradual training of students ‘'thinking in solving
exercises and problems, disciplining students' thinking and forming the ability to think condensed in
maximum tension, which demands the thought of a sustained and gradual effort. Mathematical games are

146



real means of highlighting creative abilities, but they also employ methods to stimulate the creative
potential of the child.

The intellectual processes triggered by the logic-mathematical game, especially those of thought,
lead the students to discover new truths for them, with some ease, amid the mere appearance of a small
effort and especially in the conditions of obvious reward .

Mathematical curiosities, charades, versatile issues provide true mental exercise, stimulate
curiosity, promote boldness, check cleverness, develop intellectual abilities.

We also need to keep the curiosity of childhood, to maintain it, to stimulate it, for it is the "living
fire™ of creativity. Perhaps they will not change the face of the world with their discoveries, but will find
personal solutions to personal problems, will have self-esteem and the courage to believe in solving
problems.

This kind of activities gave me the opportunity to get to know my collections of pupils with math
lessons, | could manage them much easier, | could infuse their development and achieve the main
objectives that are related to the preparation the child for life.

" Work is not the pursuit of such goals, but indirectly favors them by gradually acquiring the child
or adolescent with the physical and mental effort necessary for work, developing the agility of the mind,
the presence of spirit, initiative, self-mastery, the ability to weigh the circumstances and the habit of
carrying things right "AS Makarenko.

"Mathematics is a means of explaining logically natural phenomena in precise and elegant
formulas. That is why it is the "golden key" of all experimental sciences.

" Mathematics we encounter in everyday life through "Stories with characters, Games and
problems of perspicacity, logic and cleverness."

A world without mathematics is a dead, colorless, lifeless world. You meet it in everything you
do: whether you find it written on a sheet of paper or when you think the rest of the store is all
mathematics is called. Get in every step, in any form, in every body, every second of your avieties. ever
thinking that when you put the heel on the ground to trample the foot of your foot, it forms a sharp angle
with the ground? Or that the pencil you're sharpening is made up of a cylinder with a cone in the top?
Every problem is a challenge, it's a throwing arrow to reach the target, but it's not easy at all. It's like a
musical instrument: you betray it, it betrays you. On the other hand, it brings satisfaction to those who
know how to value it, to those who appreciate it for what it is.

"From my point of view, mathematics is not only useful when solving an equation that allows you
to calculate the amount you raised from the bank or solve a system with the parameters used to
characterize global warming, but it is also useful in the development of works of art, more precisely in
creating a drawing, whether it is a simple landscape, a portrait or a home. When drawing the human body,
whether in a static or dynamic posture, without mathematics | could not achieve the proportion of the
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body components (eg: the length of the arms in the extension are how much the human height or the
hairline to the bottom of the chin means a tenths of the human height). On the other hand, if | make a
house plan, | have to access math because I could not draw without a few calculus and little geometry.

Mathematics is present in all the things that surround us, *... it begins, like the Nile in modesty,
and ends in magnificence.” (Calvin Colton).

Mathematics can also be understood as the science of forms, and nature explores almost all forms
that exist. "We live in a universe of forms. Every night, the stars move across the sky through the circular
trajectories. Seasons have annual cycles. No snowflake is exactly the same as any other, but all the flakes
have a hexagonal symmetry. Tigers and zebras are covered with striped drawings, leopards and hyenas
have spots. Intricate trains cross the oceans; (p. 9): is the reflection of a scientist in love with what he sees
around, things he reads not by letters but by numbers (lan Stewart)

Using mathematics to organize and systematize ideas about forms, we discover that nature around
us gives us the vital clues of rules governing natural processes. There are simple forms: triangles, squares,
hexagons, circles, ellipses, cubes, spheres, cones, and.l have d Everything can be found in nature. We can
see circles throwing a pebble on the surface of a lake, in the human eye or on the wings of the butterflies.

The special geometry of nature's landscapes is the most beautiful balance in existence, providing a
sense of tranquility, a sensation that contributes to achieving harmony in the human-nature relationship.
And so these beautiful plants represent a real (geometric) mathematical beauty.

If you got here, take it. It's a little bit behind, under a cherry. It's always blooming, | see it. A
spring wind carries its petals in flight. Raze your eyes with the beauty around you.

Inspire, expire ... TRUE! It's all that matters. Sometimes the words are superfluous, the feelings
prevail.

Thanks for stopping. A dream day!
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ACTIVITATILE EXTRASCOLARE- EXEMPLE DE BUNA PRACTICA
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“Vorbele nu ajung: oamenii de azi sunt plini de vorbe.

E nevoie de fapta. Fapta trebuie cautata, nu vorbele.
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Pentru ca vorbele nu rodesc.”(Avva lacob)

Scoala este factorul decisiv pentru formarea unui om apt sa contribuie la dezvoltarea societatii, sa
ia parte activa la viata, sa fie pregatit pentru munca. Procesul de invatamant este cel care confera scolii
rolul decisiv in formarea omului. Misiunea scolii este aceea de acontribui la realizarea idealului educativ
impus de cerintele vietii sociale.

Activitatea scolard este clar definitd §i directiontd prin programele scolare care contin
curriculum obligatoriu si curriculum la decizia scolii ce permite elevilor identificarea si valorificarea
aptitudinilor personale.

Noi, dascalii, le suntem alaturi sa-i ajutdm sa se deschida, sa devind ,,copaci cu frunze, flori si
fructe”. Elevul primeste de la scoald, flacara vie a adaptabilitatii la conditiile sociale actuale si viitoare.
Clasa de elevi reprezinta un ,,laborator”’de formare si de modelare a celui mai pretios bun pe care il are un
popor: copilul.

Afirmatia lui Plutarh, ,,Considera elevul o faclie pe care sa o aprinzi, astfel incit mai tarziu sa
lumineze cu o lumina proprie” este un indemn de actualitate pentru fiecare dascal.

Misiunea scolii este de a le forma elevilor capacitati de comunicare, abilitati estetice si principii
morale, aldturi de dobandirea de cunostinte.

,Omul nu poate ajunge om decat prin educatie” (Platon).

Oricat de bine ar fi organizatd si oricat de bogat ar fi continutul cunostintelor pe care le
comunicam elevilor, nu pot fi identificate toate resursele elevilor.

Viata unui elev este punte de legatura intre activitatea scolara si cea extrascolara. De-a lungul
anilor, activitatile extrascolare au luat forme variate, toate avand ca scop invdtarea nonformald si
petrecerea in mod placut a timpului liber. Prin aceste activitati, care cuprind domenii si arii foarte mari,
elevii isi pot dezvolta anumite competente si abilitdti necesare unei bune dezvoltari armonioase pentru o
integrare in societate. Cand vorbim de activitati extrascolare, ne referim la acel program la care elevul
participd dupd ore si ar trebui sa faca acest fapt cu placere deoarece scopul este acela de a-i forma
abilitatile necesare unei bune dezvoltari, formarii personalitatii elevului care isi va gdsi prin acestea
inclinatiile, talentul si domeniul in care ei vor fi performanti.

Activitatile extracurriculare au un caracter interdisciplinar si ofera copiilor posibilitatide
exteriorizare care le sunt foarte la indemana.

Aceste activitati contribuie la formareacaracterului si a trasaturilor morale si de personalitate,
dezvolta atitudini si comportamente,stimuleaza initiativa si raspunderea in plan personal, cat si spiritul de
intrajutorare, solidaritatea de grup, spiritul critic, capacitatea de a argumenta si de a rezolva unele
probleme cu responsabilitate, largesc lumea spirituala a copilului, ofera acestuiaemotii puternice si
posibilitatea de a se implica direct in actiuni si momente deosebite de cele pe care le traiesc in orele de

scoala.
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Dacé ne punem intrebarea, care sunt alternativele alese de un elev dupa o zi de curs, constatam cu
regret cd, In afard de camera personald in care-si pregateste temele, televizor, calculator, strada, nu raiman
alte optiuni. Copiii au uitat sa citeasca o carte, sd admire natura, sa se bucure de tot ceea ce este frumos si
instructiv in jurul lor. Continutul activitatilor extrascolare nu este stabilit printr-un curriculum, ci, ni se
lasd libera optiunea de alegere a acelor continuturi care sunt in perfectd concordantd cu interesele si
dorintele elevilor. Activitatile extrascolare devin o parte componenta a educatiei care stimuleaza valori,
aptitudini si formeaza vocatia, dezvoltand talentul, incurajand competitia, asumarea responsabilitatilor,
comunicarea, imaginatia si optiunea.

Activitatile extrascolare, au un caracter complex ,aria lor e dificil de delimitat. Pot fi excursii si
vizite la muzee, cinematografe, teatre, operd, balet, pot fi excursii si vizite la institutii publice sau alte
obiective de interes comunitar, pot fi vizite la alte scoli, pot fi activitati artistice, de hobby, cluburi
tematice si echipe sportive, pot fi activitati legate de un ziar sau post de radio al scolii, activitati legate de
protectia mediului, sau chiar activitati legate de consilii ale elevilor.

Excursiile Tn naturd m-au ajutat sa explic elevilor ce sa vada,cum sa vada, cat sa vada si cum sa
protejeze! Una din excursiile din judet au prilejuit copiilor cadrul demonstrativ al comportamentului fata
de natura. Ajunsi in apropierea padurii Manastirea Bujoreni au avut grija sa nu rupa crengile copacilor, sa
nu-si cresteze numele pe trunchiul acestora, sd nu lase ambalaje si resturi pe locul unde au poposit.
Cunostintele ecologice au fost puse inpractica devenind convingeri ecologice.

Trebuinta de a se juca, de a fi mereu in miscare, este tocmai ceea ce ne permite sa impacam scoala
cu viata, astfel ca, in cazul acestor activitati elevii se deprind sa foloseasca surse informationale diverse,
sa intocmeasca colectii, sa sistematizeze date, sa invete, asumandu-si toate regulile si responsabilitatile.
Creatiile scolarului dovedesc ca viata lui interioara este destul de bogata, ca intentiilelui depasesc cu mult
posibilitatile de care dispune. El este capabil sa obtina produse noi, neobisnuite, originale, chiar daca
acestea sunt noi si originale doar pentru el.

Concursurile scolare sunt o metoda de a starni interesul elevului pentru diferite arii curriculare,
avand 1n acelasi timp o importantd majord si in orientarea profesionald a acestuia. Concursurile scolare
ofera elevilor posibilitatea de a demonstra practic ceea ce au invatat la scoala si acasa.

Concursuri precum ,,Cangurul” , ,,Micul matematician”, etc. pot oferi cea mai bund sursa de
motivatie, determinand elevii sa studieze Tn profunzime si sa obtina rezultate mai bune la scoala.

Acelasi efect 1l pot avea concursurile organizate la nivelul clasei sau al scolii. Daca sunt
organizate intr-o mainera placuta, vor stimula spiritul de competitivitate, oferindu-i copilului prilejul de a
se integra 1n diferite grupuri pentru a duce la bun sfarsit munca, precum si ocazia de a asimila mult mai
usor cunostintele.

Matematica este disciplina care, prin insdsi existenta ei, are menirea de a forma o gandire

investigatoare. Este stiinta cea mai operativa, care are cele mai multe si mai complexe legdturi de viata.
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Matematica modernd urmareste antrenarea sistemica si gradatd a gandirii elevilor in rezolvarea
exercitiilor si problemelor, disciplinarea gandirii elevilor si formarea capacitatii de a gandii condensat, in
tensiune maxima, care solicita gandirea la un efort sustinut si gradat.

Jocurile matematice constituie adevarate mijloace de evidentiere a capacitatilor creatoare, dar
angajeaza si metode de stimulare a potentialului creativ al copilului.

Procesele intelectuale declansate de jocul logico-matematic,in special cele ale gandirii, 1i conduc
pe elevi pentru a descoperi adevaruri noi pentru ei, cu o oarecare usurintd, pe fondul angajarii doar in
aparentad a unui efort mic si mai ales n conditiile unei satisfactii evidente.

Curiozitatile matematice, saradele, problemele versificate asigurd un veritabil exercitiu mintal,
stimuleaza curiozitatea, promoveaza indrazneala, verifica istetimea, dezvolta capacitatile intelectuale.

E nevoie sa pastram si curiozitatea copilariei, sd o intretinem, sa o stimulam, céci ea este ,,focul
viu” al creativitatii. Poate nu vor schimba fata lumii cu descoperirile lor, dar vor gasi solutii personale la
probleme personale, vor avea stima de sine si curajul de a crede in solutionarea problemelor.

Acest gen de activitati mi-a dat posibilitatea saimi cunosc mai bine colectivele de elevicu care am
comunicat la orele de matematica, i-am putut dirija mult mai usor, le-am putut inflenta dezvoltarea
sirealizarea obiectivelor principale ce fac referire la pregatirea copilului pentru viata.

"Munca este participarea omului la productia sociala, la crearea de valori materiale si culturale.
Jocul nu urmareste astfel de scopuri dar le favorizeaza indirect, obisnuind treptat copilul sau adolescentul
cu efortul fizic i psihic necesar pentru munca, dezvoltind agerimea mintii, prezenta de spirit, initiativa,
stapinirea de sine, priceperea de a cantdri imprejurdrile si obisnuinta de a duce lucrurile la bun sfirsit" A.
S. Makarenko.

“Matematica este un mijloc de a ne explica logic fenomenele naturale, in formule precise si
elegante. De aceea ea este “cheia de aur” a tuturor stiintelor experimentale.”

Matematica o intilnim in viata cotidianad prin ” Povestile cu personaje, Jocuri si probleme de
perspicacitate, logica si istetime”.

O lume fara matematica este o lume moarta, fara culoare, fara viata. O intalnesti in tot ce faci: fie
ca o gasesti scrisda pe o foaie de hartie sau cand socotesti restul la magazin tot matematica se
numeste.Apare la orice pas, in orice forma, in orice corp, in fiecare secundd avietii tale.Te-ai gindit
vreodata ca atunci cand pui cdlcdiul pe pamant pentru a célca talpa piciorului tdu formeaza un unghi
ascutit cu pamantul? Sau ca acel creion pe care-1 tot ascufi e format dintr-un cilindru cu un con in varf?
Fiecare problema este o provocare, este o sdgeatd aruncata pentru a ajunge la {inta,insa ca nu e deloc usor.
Este ca un instrument muzical: o tradezi, te tradeaza. Pe de alta parte aduce satisfactii celor care stiu sd o
pretuiasca, celor care o aprecieaza pentru ceea ce este.

,Din punctul meu de vedere, matematica nu este folositoare doar in cazul rezolvarii unei ecuatii

care permite calculul sumei pe care ai ridicat-o de la banca sau rezolvarea unui sistem cu parametrii
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folosit pentru a caracteriza incalzirea globala, ci este folositoare si in dezvoltarea operelor de arta, mai
exact in crearea unui desen, fie cad este vorba despre un simplu peisaj, un portret sau o locuinta. Atunci
cand desenez corpul uman, fie el in postura statica sau dinamica, fara ajutorul matematicii nu as putea
realiza proportionarea componentelor corpului (de exemplu: lungimea bratelor in prelungire sunt cat
indltimea omului sau de la linia parului pana la partea de jos a barbiei inseamna o zecime din indltimea
omului). Pe de altd parte, daca realizez un plan al casei sunt nevoita sa accesez la matematicd, deoarece
nu as putea desena fara cateva calculcule si putind geometrie.

Matematica este prezenta in toate lucrurile ce ne inconjoara, ,,...ea Incepe, ca si Nilul in modestie
si se termind in magnific.” (Calvin Colton).

Matematica poate fi inteleasa si ca stiinta formelor, iar natura exploreaza aproape toate formele
care existd. ,,Traim intr - un univers de forme. In fiecare noapte, stelele se misci pe cer pe traiectorii
circulare. Anotimpurile au cicluri anuale. Niciun fulg de zdpada nu este exact identic cu vreun altul, dar
toti fulgii au o simetrie hexagonala. Tigrii si zebrele sunt acoperiti cu desene dungate, leoparzii si hienele
au pete. Trenuri de unde complicate strabat oceanele; forme asemanatoare de valuri traverseaza desertul
(p. 9): este reflectia unui om de stiintd indragostit de ceea ce vede in jur, lucruri pe care le ,,citeste” nu
prin litere, ci prin numere ( lan Stewart)

Folosind matematica pentru organizarea si sistematizarea ideilor despre forme, descoperim ca
natura ce se afld in jurul nostru ne ofera indiciile vitale ale regulilor care guverneaza procesele naturale.
Exista forme simple: triunghiuri, patrate, hexagoane, cercuri, elipse, cuburi, sfere, conuri s.a.m.d. Toate
pot fi regasite in naturd. Putem vedea cercuri aruncand o pietricica pe suprafata unui lac, in ochiul uman
sau pe aripile fluturilor.

Geometria deosebita a peisajelor naturii reprezinta cel mai frumos echilibru existent oferind
senzatia de liniste, senzatie ce contribuie la realizarea unei armonii in relatia om-naturd. Si astfel, aceste
plante frumoase reprezintd o reala frumusete (geometrica) matematica.

Cel mai important lucru este sd respecti propria ta perspectivd spirituald. Exploreazd cum
modelele si geometria ti-au influentat cresterea si dezvoltarea.

Uita-te la propriul tdu mediu pentru indicii despre modul in care functioneazd Geometria Sacra in
viata ta. Este o cale minunata de a experimenta Divinitatea.

Daca tot ai ajuns aici, ia loc. E o banca ceva mai incolo, sub un cires.E mereu inflorit, asa

il vdd eu. Un vant primavaratic i poarta petalele in zbor. Clateste-ti privirea cu

frumusetea din jur. Inspird, expira... TRAIESTI ! E tot ce conteazi. Uneori cuvintele sunt

de prisos, trairile primeaza.

fti multumesc pentru popas. O zi de vis !
Bibliografie:
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SOCIALIZATION

Teacher Francisca Agnes Purice - Pedagogical High School "loan Popescu”, Barlad-
Vaslui, Romania

Have you ever quantified how much time you spend with your mobile? Me neither! | am afraid to
do so. When | see my students talking to me and at a certain point, without realizing it, they take their
phones and start browsing, | realize that it has become our closest “person”. I say person, because we
personify it. It is more than a close relative. We live through it, we empathize with it and we identify with
it. It’s always in the back of our mind, a part of us.

I am sure that it happened to forget it at home or somewhere else. Do you remember the panic?..
Nothing else mattered then. | think online technology is an addiction that we will have a very difficult
time to escape from. Of course, for now, we do not realize the danger for our mental health, so releasing
ourselves is out of question. But | hope this will happen.

I know, for older generations, who have known life before the Internet, escaping seems more
reachable, they can find in their memory some ways to entertain themselves. But what are we going to do
with this teenage generation or the next one?

Here is the point of this presentation. | want to show you some ways to entice young people
towards some activities which can occupy their mind enough to forget their phone for a while.

I can share with you an experience done by my school- Liceul Pedagogic ”Toan Popescu” from
Barlad and other 4 Europan schools. We thought of doing together a project meant to encourage young
people to do volunteer work in their own community. The project — “A Sense of Community”(2016-
2108) was financed by E.U. through the Erasmus+KA2 programme, so we were able to organize
students’ volunteering work in various needy areas in our communities. The students were also able to do
volunteering in the community of the partner schools, together with the students from those schools. So,
they got new ideas of ways they can help their community, ways to make things move along towards the
ideal society they want.

It was not easy, some students were not capable of following the initiative, they gave up because
of “lack of time” (but they have time for online video streams and hourly posts...) or because of the
difficult conditions (filth, mental/physical illness, remoteness of the
ones helped, etc.). But...others relished the experience and did much
more than was expected from them. They gor the “volunteering bug”,

as the director of one of the NGO’s involved put it.
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As you seen, we are trying to find ways to anchor young people in their community’s reality, to
help them be doers not only watchers, as they do all day on the Internet.

But we are very much aware that nowadays it’s impossible for them to have a career without high
media and technology competences. So, we want to help them find a way to use technology and the
Internet in a healthy balanced way.

For this, presently, our school does activities in another E+ project, ”Digital and Media Literacy
for Sustainable Life Learning”, through which we want to help students acquire new digital skills which
are necessary in order to live, work, learn and participate in the modern society.

Nowadays, youngsters have much more possibilities of acquiring new skills and helping others,
having fun with each other at the same time, than we used to have. Am | wrong? Think only about the
possibilities offered by the Erasmus+ programme. Perhaps you know about the EVS. European Voluntary
Service is an international volunteer programme, funded by the European Commission. It is available for
all young people legally resident in Europe, between 18 and 30 years, who carry out an international
volunteer service in an organization or in a public body in Europe, Africa, Asia or South America for a
period ranging from 2 to 12 months. It provides the reimbursement of travel expenses and complete
coverage of the costs of food and accommodation for the international volunteer.

European Voluntary Service is a unique opportunity to come into contact with different cultures
and to acquire new skills and abilities useful for personal and professional growth, with an intercultural
dimension and non-formal approach.

There are also Erasmus+ Volunteering Activities which help young people travel abroad to
participate in volunteering projects. Volunteering projects can involve many different kinds of activities
in areas such as: youth work, cultural activities, social care or environmental protection. Volunteering
activities last between 2 weeksand 12 months, for 17-30 year-olds. All essential costs related to
volunteering projects are covered. Accommodation, board and any local transport are provided.

But, we can also take advantage of Erasmus+ programme to acquire new skills or enhance the
ones we already have. We can benefit from professional training through a Erasmus+ KA1 action project.
I, for example, participated between 5-16 of February 2018 a course on promoting social inclusion (A
classroom with a door to the world) in Guadeloupe, France, within a project called “A school with a door
to the world” implemented by Colegiul Tehnic “Marcel Guguianu” from Zorleni.

If you are interested in developing your professional knowledge and skills, you may want to try
also the nonformal field. Erasmus+ Youth offers the opportunity of attending courses, doing various
international projects with youth and getting new tools for your activity. I, for example, love to try the

Salto Tools. I dare you to do the same!

154



SOCIALIZARE

Prof. Francisca Agnes Purice - Liceul Pedagogic "loan Popescu”, Barlad - Vaslui,
Romania

V-ati cuantificat vreodata cat timp petreceti cu telefonul mobil? Nici eu! Mi-e teama sa fac asta.
Cand vad elevii vorbind cu mine si intr-un anumit moment, fard sa-si dea seama, isi iau telefoanele si
incep sa navigheze, imi dau seama ca a devenit cea mai apropiatd "persoand" a noastrd. Spun o persoana,
pentru cd il personificdm. Este mai mult decat o rudd apropiatd. Traim prin el, empatizdm cu el si ne
identificam cu el. Este intotdeauna in mintea noastra, o parte din noi.

Sunt sigur ca s-a intdmplat sa-1 uiti acasd sau in altd parte. Va amintiti de panica?... Nimic altceva
nu a avut importantd atunci. Cred cd tehnologia online este o dependentd de care ne va fi foarte dificil sa
scapam. Desigur, pentru moment, nu ne dam seama de pericolul pentru sanatatea noastra mintala, astfel
incat nici nu ne gandim sa scadpam. Dar sper ca se va intampla acest lucru.

Stiu, pentru generatiile mai In varstd, care au cunoscut viata de dinaintea Internetului, scdparea
pare mai accesibild, isi gasesc in memorie cateva modalitdti de a se distra. Dar ce vom face cu aceasta
generatie de adolescenti sau cu urmatoarea generatie?

Iata scopul prezentarii. Vreau sa va arat cateva modalitati de a atrage tinerii spre anumite activitati
care le pot ocupa suficient mintea pentru a-si uita telefonul pentru o vreme.

Iti pot impartasi o experiment ficut de scoala mea - Liceul Pedagogic "Ioan Popescu" din Barlad
si alte 4 scoli europene. Ne-am gandit sa facem impreuna un proiect menit sa incurajeze tinerii sa lucreze
voluntar in comunitatea lor. Proiectul "A Sense of Community" (2016-2108) a fost finantat de E.U. prin
intermediul programului Erasmus +KA2, astfel incat am reusit sa organizdm munca de voluntariat a
elevilor in diferite zone nevoiase din comunitdtile noastre. Elevii au putut, de asemenea, sa faca
voluntariat n comunitatea scolilor partenere, impreund cu elevii din acele scoli. Deci, au primit idei noi
despre modurile in care isi pot ajuta comunitatea, modalitati de a face lucrurile sd se indrepte spre
societatea ideala pe care o doresc.

Nu a fost usor, unii elevi nu au fost capabili sd urmeze initiativa, au renuntat din cauza "lipsei de
timp" (dar au timp pentru fluxuri video online si postari ore de ora...) sau din cauza conditiilor dificile
(murdarie, boald fizicd, departarea celor ajutati, etc.). Dar... altii s-au bucurat de experienta si au facut
mult mai mult decat era de asteptat de la ei. Ei au luat "microbul voluntariatului", dupa cum a spus
directorul unuia dintre ONG-urile implicate.

Dupa cum ati vazut, incercam sa gasim modalitdti de a ancora tinerii in realitatea comunitatii,
pentru a i ajuta sa devind mai mult decat observatori, asa cum fac toata ziua pe Internet.

Dar suntem foarte constienti de faptul ca in zilele noastre este imposibil pentru ei sa aiba o cariera
fara competente mediatice si tehnologice. Deci, vrem sa 1i ajutam sa gaseasca o modalitate de a folosi

tehnologia si Internetul intr-un mod echilibrat si sdnatos.
155



Pentru aceasta, in prezent scoala noastrd desfdsoard activitati in cadrul unui alt proiect E +,
"Digital and Media Literacy for Sustainable Life Learning”, prin care vrem sa ajutam elevii sa
dobandeasca noi abilitati digitale necesare pentru a trdi, a lucra, a Invata si a participa la societatea

moderna.

e vyt

eqge vy

Voluntariat este un program international de voluntariat, finantat de Comisia Europeana. Este disponibil
pentru toti tinerii cu statut legal de resedintd in Europa, intre 18 si 30 de ani, care desfagoard un serviciu
de voluntariat international intr-o organizatie sau intr-un organism public din Europa, Africa, Asia sau
America de Sud pentru o perioada cuprinsa intre 2 si 12 luni. Acesta ofera rambursarea cheltuielilor de
calatorie si acoperirea completa a costurilor de alimentatie si cazare pentru voluntarul international.

Serviciul European de Voluntariat este 0 oportunitate unica de a veni in contact cu culturi diferite
si de a dobandi noi competente si abilitati utile dezvoltarii personale si profesionale, cu o dimensiune
interculturala si o abordare non-formala.

Existd, de asemenea, activititi Erasmus + Voluntariat care ajutd tinerii sd caldtoreascd in
strainatate pentru a participa la proiecte de voluntariat. Proiectele de voluntariat pot implica numeroase
tipuri de activitati in domenii precum: activititi de tineret, activitati culturale, asistentd sociald sau
protectia mediului. Activitatile de voluntariat dureaza intre 2 sdptdmani si 12 luni, pentru persoane intre
17-30 de ani. Sunt acoperite toate costurile esentiale legate de proiectele de voluntariat. Se ofera cazare,
mese si orice transport local.

Dar, si noi putem sd profitdm de programul Erasmus + pentru a dobandi noi abilitati sau a le
imbunatdti pe cele pe care le avem deja. Putem beneficia de formare profesionald printr-un proiect de
formare Erasmus + KA1. Eu, de exemplu, am participat, intre 5-16 februarie 2018, la un cursul privind
promovarea incluziunii sociale (A classroom with a door to the world) in Guadelupa, Franta, in cadrul
unui proiect numit "O scoald cu o usa cdtre lume", implementat de Colegiul Tehnic "Marcel Guguianu"
din Zorleni. Daca sunteti interesat de dezvoltarea cunostintelor si abilitatilor profesionale, puteti incerca si
campul nonformal. Erasmus + Tineret oferd posibilitatea de a participa la cursuri, de a face diferite
proiecte internationale cu tinerii si de a obtine noi instrumente pentru activitatea dvs. De exemplu, imi

place sa incerc instrumentele Salto. Te provoc sa faci la fel!

TEHNOLOGIA DIGITALA, INTRE DEPENDENTA SI...INDEPENDENTA
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Prof.dr. Pusca Balan loana Mihaela, Colegiul National , Mihai Eminescu” Buzau,
Romania

Trdim vremuri in care tehnologia si-a ocupat locul in toate aspectele vietii, copiii sunt expusi la
un nivel de informatie mult mai mare si de la varste extrem de fragede. Ne intrebam care ar fi beneficiile,
dezavantajele pe care le are utilizarea calculatoarelor, tabletelor, jocurilor video, desi, pe baza studiilor,
se cunosc astdzi, toate aspectele.

Tabletele au devenit extrem de populare in randul prescolarilor si copiilor de varstda mica,
adolecentilot, adultilor, astfel ca numarul de detindtori de tablete pe familie s-a dublat de la 20% in 2012,
la 51%. Si procentul de copii pand la 8 ani detinatori de tableta a crescut la 7%, aproape cat cel al
adultilor din urma cu 2 ani; se pare ca fiecare 2 din 5 copii au utilizat o tabletd sau un smartphone pana au
reusit si lege cuvintele, conform unui raport recent. Insa ceea ce ar trebui sa ingrijoreze cu adevarat este
cat de implicati sunt acesti copii cu aceste dispozitive, si astfel apare intrebarea daca parintii trebuie sa
limiteze/refuze accesul la inteligenta tehnologica a copiilor sau sa-i mentina in siguranta fata de efectele
nocive inca neintelese pe deplin.

Jordy Kaufman, director al BabyLab (primul laborator de neurocercetare cognitiva infantila) la
Universitatea Swinburne din Melboune a explorat impactul utilizarii tehnologiei asupra copiilor cu varste
intre 2-5 ani, urmarindu-si propriul copil, deoarece a remarcat cat de usor utilizeaza cel mic dispozitivul
(in mod intuitiv). In acest sens, subliniaza faptul ci toate cercetarile asupra pericolului prezentat de timpul
petrecut in fata unui monitor/ecran implicd toate tipurile de dispozitive si in special televizorul, prin
urmare ar fi o premisa gresita sa presupunem nocivitatea tabletei si ca totul depinde de modul in care este
folosita. Kaufman sustine insa ca tabletele inhiba creativitatea, spre deosebire de cuburi sau de jocuri de
construit; sunt necesare totusi din punctul sau de vedere deoarece invatarea in cadrul generatiei actuale de
copii ajunge pe culmi nebanuite, in acest mod fiind inlesnitd masurarea cresterii/dezvoltarii copiilor si
feedback-ul catre parinti. Copiii de varsta mica sunt capabili prin intermediul tabletei sd gestioneze
propriul mediu Tnainte de a dispune de abilitatile motorii specifice; se pare ca aceastd abilitate le ofera un
avantaj in Invatare. Cercetarile nu au reusit sa identifice ce anume se petrece exact in mintea unui copil n
timp ce utilizeaza o tableta, deoarece este dificil de mdsurat activitatea cerebrala in cazul unei persoane
care se misca si deoarece metalul nu poate fi introdus intr-un aparat de RMN. Se pare 1nsd ca utilizarea
acestui dispozitiv remodeleaza conexiunile din creierele celor mici, fiindu-le mai dificil sa asimileze
informatii oferite lent.

Tabletele sunt menite sd oglindeascd lumea cunoscutd si astfel apare intrebarea daca acestea pot
traduce senzatia de atingere pentru a crea o relatie intensa intre tehnologie si om? in acest sens, Rosie
Flewitt, din cadrul Institutului de Educatie de la Universitatea din Londra a publicat o cercetare cu privire
la modul in care tabletele pot sustine invatarea in educatia din gradinita, primara si speciala, axandu-se pe

modul in care functioneaza neuronii oglinda. Astfel, a observat faptul ca intr-o scoald speciald, copiii care
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nu avusesera acces la acest tip de dispozitiv, au reusit sa deprinda folosirea singuri, cu totii fiind captivati
si intens motivati sa desfasoare diverse activitati; se pare cd neuronii oglindd (nu se cunoaste pe deplin
modul de functionare sau natura lor) - Tnseamna ca atunci cdnd o persoand vede o actiune gandeste o
fractiune de secunda o realizeaza ei insisi, mesaje distincte emise de piele, transmitand creierului daca
este reald sau nu. Aceasta realitate virtuala la care fiinta umand devine conectata, ajunge sd antreneze o
implicare/atasament deosebita (creierul empatizeaza cu ceea ce vede). Acelasi cercetdtor considera ca o
negare a accesului la tablete echivaleaza cu o segmentare a societatii si o privare de evolutie, deoarece
aceste dispozitive fac deja parte din viata copiilor si a noastra, devenind ceva normal pentru generatia
prezenta (la fel cum noi ne-am ndscut cu televizoare, masini pe strada etc.).

Terapeutul ocupational Lindsay Marzoli din cadrul Centrului de Invitare si Terapie a observat ca
care ar trebui, iar muschii se sldbesc. Au fost identificati in acest sens o serie de copii care prezintd
intarziere motrice, forta musculard redusd in anumite zone ale corpului, aspect confirmat si de
psihoterapeutul Lorna Taylor - efecte nocive asupra sanatatii musculo-scheletice. Medicul Rahil Briggs,
psiholog pediatru la Centrul Medical Montefiore din New York considera ca poate aparea si o incetinirea
a dezvoltarii limbajului si cd natura solitard a activitatii poate afecta aptitudinile de socializare.

Copiii se joaca, isi fac temele, vorbesc cu prietenii si navigheazd pe internet cu ajutorul
computerelor, iar parintii se tem ca in lipsa lor ar putea deveni cumva "analfebeti" ai tehnologiei; conform
unui studiu desfasurat in anul 2003, 31% din copiii cu varsta de 3 ani si mai mici utilizau deja computerul
si se naste intrebarea cat de benefice sunt cu adevarat pentru ei?

Cercetarea asupra beneficiilor educationale ale activitdtilor pe baza computerului sunt reduse,
jocurile fiind asociate cu imbunatatiri ale anumitor aptitudini de inteligentd vizuald specifice utilizarii
tehnologiei computerizate (computerele ii ajutd pe copii sa se priceapa la ...computere). insi din punctul
de vedere al performantelor academice, a fost constatatd o ameliorare nesemnificativd. Un beneficiu
incontestabil insa al utilizarii sale este pentru ajutorarea copiilor cu nevoi speciale, care nu pot participa in
programe educationale traditionale din cauza tulburdrilor de invétare, emotionale, deficiente de vorbire si
auz, pierderea vederii si dizabilitati psihice grave. Desi poate parea neobisnuit, chiar si copiii care sufera
de ADHD 1si pot imbundtati concentrarea cu ajutorul acestora.

Un alt studiu realizat la Universitatea Cornell desfasurat in scoli a demonstrat ca postarea la
computer expune copiii la risc ridicat de a dezvolta tulburari musculo-scheletice, iar cercetatorii de la
Oxford acuza computerele amplasate in dormitor pentru o durata a somnului de noapte redusa cu 2-5 ore
(cel mici sunt distrasi de la somn); nu se cunosc insa efectele pe termen lung asupra rutinei de culcare si
somnului, probleme cu vederea si miopie progresiva.

Cercetatorii sud-coreeni au numit-o ,,dementa digitala“. Suna ingrozitor. Prestigioasa publicatie

franceza ,,Philosophie magazine* publica, in octombrie 2013, cifrele din spatele acestui concept: aruncam
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0 privire asupra smartphone-ului la fiecare 6 minute, il utilizim aproximativ 2 ore si 8 minute in fiecare
zi, dintre care doar 12 minute sunt rezervate scopului sau primar: de a da si a primi apeluri de la altii.

Daca privim in orice loc ne-am afla, de-a lungul unei zile, inevitabil, la o scara mai mica sau mai
mare, vom vedea urmatoarea imagine: oameni in toatd firea, cu aparate in maini, trimitdnd mailuri,
verificand profiluri, modificand status-uri pe Facebook, raspunzand la mesaje pe Twitter. ,,Secvente cu
oameni aflati in acelasi loc, insa, chiar i pentru cateva secunde, intr-o perfecta izolare de sine si de lumea
din jur. lar cand tehnologia a intrat atat de puternic in viata oamenilor mari, este o chestiune de timp pana
ce mica generatie va deveni expusa,,.

,Calculatorul este benefic pana la un punct. El dezvolta noi capacitati ale creierului si noi circuite
in munca directd, abstractd, cu computerul. Dar copiii de azi nu putem spune ca sunt mai destepti fiindca
sunt conectati mereu la computer. Poate ca sunt mai priceputi in a face niste lucruri, dar, uneori, partea
emotionald este afectatd si acest lucru va fi pe nota de platd pentru generatiile viitoare: amputarea
afectiva, lucrul si interactiunea scazuta cu semenii, diminuarea vietii reale®, explica profesor doctor Dafin
Muresanu, presedintele Societatii de Neurologie din Romania.

,Totl acesti parinti ar radia de fericire dacd ar avea cunostintd de testele realizate de Philippe
Meirieu, un profesor de stiintele educatiei din Franta. Acesta si-a Indemnat elevii, majoritatea utilizatori
de tablete, sa parcurgd o serie de teste, datind din 1935, bazate pe conceptul de ,,puzzle*. Prima concluzie
a fost ca, spre deosebire de elevii interbelici, cei de astdzi reusesc mult mai greu sa-si mentind treaza
atentia. In schimb, ceea ce elevii din 1935 faceau in 15 minute, cei din zilele noastre rezolva, chiar mai
bine, Tn numai 5 minute. Problema aparea ulterior, in momentul in care elevii erau rugati, la cateva zile
distanta, sa explice metoda de lucru prin care au rezolvat problema.Extrem de putini i mai aminteau.
Cercetatorii pun aceastad piedere a memoriei tocmai pe seama ecranului, a trecerii de la un hypertext la un
altul, spre un loc final care nu mai are nicio legatura cu cercetarea inifiala. Ori, ceea ce da forta memoriei
este tocmai coerenta. lar fard memorie, avem parte de ,,executanti” buni, dar fard metoda, fara logica de
sistem.

In zilele noastre se vorbeste despre o eficientizare a procesului de predare-invitare: vechile
manuale, uzate, scumpe si depasite, vor fi inlocuite cu tematici de lucru noi, banii cheltuiti vor fi, pe
termen lung, mai putini, iar interactivitatea datd de noul proces ii va determina pe cei mici sd fie mai
atenti si mai interesati.

Se vorbeste si despre o aliniere la standardele europene in domeniu. Astfel de sisteme interactive, in
care computerul si tableta joaca un rol fundamental, se practica de ani buni 1n invatamantul de elita din
restul lumii.

in concluzie, cu ce raimanem din astfel de studii? Cu avertismentele tot mai multe ale oamenilor de
stiintd sau cu ideea ca tehnica avanseaza Intr-un ritm caruia nu-i mai putem tine piept si ca va trebui sa ne

pliem pe spiritul vremurilor in care traim? ,,Acesti copii nu isi imagineaza cum arata lumea inainte de
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aparitia internetului, nu au experimentat-0. S-au nascut avand in casd un computer si acces la internet si,
de multe ori, cred cd lumea a fost Intotdeauna asa“, spune Tincuta Apdateanu, fondatoarea Asociatiei
Edusfera, cea care demarat un proiect in cadrul caruia, anunta initiatorii, ,,copiii invatd sa stipaneasca
tehnologia si sa o foloseasca intr-un mod responsabil®.

»Adevarata problema nu este Insd ca acesti copii sunt diferifi, problema este ca noi nu ii intelegem si
avem asteptari nerealiste. Am vrea sa fie ca noi, sd invete ca noi si sa se poarte ca noi, insa acest lucru nu
mai este posibil, ei au crescut intr-un mediu profund diferit de cel in care ne-am dezvoltat noi. Mai
trebuie, de asemenea, s acceptam ca, in viitoarea lor viata profesionald si personald, vor avea nevoie de
alte competente si abilitafi decat cele de care am avut noi nevoie si care au inceput deja sa isi arate
neajunsurile®, crede Tincuta Apdteanu.

Intrebarea este cum putem concepe educatia acestor copii? Citre una revendicati ca fiind ,,sanatoasi®,
sprijinindu-se pe principiile sistemului de invatamant clasic, sau tindnd cont de lumea din jur, intr-0
ipoteza in care tehnologia ar fi preluata si transformata in avantaj si beneficiu?

Deci, dependeta sau...independenta?

SOCIAL SKILLS DEVELOPMENT BY MEANS OF EDUCATIONAL PROJECTS

Pre-school teacher Radu Camelia, Normal-Schedule Kindergarten no. 19 Barlad-
Vaslui, Romania

In the contemporaneous school, education efficiency depends on the degree in which the child is
trained for participation in self-development and insofar as it manages to establish the training of the
children’s personality psychically, physically and socially and emotionally for an easier social integration
as possible.

Educational partnership must be viewed as a positive factor coming to support the development of
the institution, it entails the active participation of all the persons involved and constitutes at the same
time a strong point for the purpose of establishing a constructive interaction between the partners
involved.

The child’s education is an action entailing an exchange of experiences, of values between the
adults that support him/her in his/her development and with which he/she comes in contact, wherefore the
importance due to educational partners must be granted primarily.

The general objective of each partnership action must be the development of a series of categories
of conducts necessary in life: investigative curiosity, originality and independence in thinking and action,
imagination, fantasy, perseverance.

The kindergarten must be in an authentic and permanent dialogue with society, striving to build
bridges between educational needs, the children’s intellectual resources and society’s growth prospects.
Therefore, the partnership is no a spontaneous process but an organized, sustained, conscious activity
directed towards the children’s educational issues.

The inter-county project O lume minunata” (“A Wonderful World”) proposed as a purpose the
development of the interaction capacity between the child and the surrounding world; shaping a tolerant
behaviour that would stimulate respect, understanding and cooperation. By various activities, with themes

160



such as: “This Is My Town”, “Letter to My Friend” or “Visit to the Friends in Iasi”, pre-school students
in partner pre-school units learned to express what they feel, to communicate what they think, to
cooperate and develop positive attitudes towards themselves and towards the other children, from another
locality, respectively from lasi.

The educational partnership “Traditiile si obiceiurile populare in viata prescolarilor” (“Folk
traditions and customs in the life of pre-school students”) was carried out through the collaboration of two
groups of children from different environments (urban and rural). As a consequence, the pre-school
students in the two units had different knowledge and representations, as it is well-known that in the
countryside folk traditions and customs are better preserved, while in the city these have suffered
undesired transformations (the so-called “modernizations”).

By attractive activities - “Sarbatoare la sat” (“Countryside Celebration”) - A visit to the
kindergarten in Badeana Village, “Hai la joc!” (“Let’s folk dance!”) - learning the folk dance “Moldavian
hora”, “Jesus Christ is risen!” - celebrating Easter, “We are Romanians”- a visit to “Vasile Parvan”
museum, section of Folk Arts, the shaping in the children’s hearts of certain feelings and certain
capacities to pick up folk traditions and customs that are a part of daily life was ensured.

DEZVOLTAREA COMPETENTELOR SOCIALE PRIN INTERMEDIUL
PROIECTELOR EDUCATIONALE

Prof.inv.pres Radu Camelia, Gradinita cu Program Normal nr. 19, Barlad - Vaslui,
Romania

Educatia timpurie se realizeaza ca educatie informala in familie, in relatii de vecinatate si in relatii
comunitare, prin mass-media — ca educatie formalda in crese, gradinite si alte institutii de ocrotire si
educatie; si sub forma educatiei nonformale 1n cluburi sportive, cluburi ale copiilor si elevilor, biblioteci,
muzee etc.

Aceasta educatie, ca prima treapta de pregatire pentru educatia formala, asigura intrarea copilului
in sistemul de invatamant obligatoriu, prin formarea capacititii de a invata. Invatarea timpurie favorizeaza
oportunitatile de invatare de mai tarziu. Deprinderile si cunostintele dobandite devreme favorizeaza
dezvoltarea altora ulterior, iar deficientele de cunostinte si deprinderi produc in timp deficiente mai mari,
oportunitati de invatare ratate sau slab valorificate.

In Romania, de reguld, se vorbeste despre educatie timpurie odatd cu intrarea copilului in
gradinitd. In acelasi context, se consideri ci gridinita asigurd mediul care garanteazi siguranta si
sandtatea copiilor si care, tindnd cont de caracteristicile psihologice ale dezvoltarii copilului, implicd atat
familia cat si comunitatea in procesul de Invatare.

Pentru cd varsta timpurie este cea mai importantd perioadd pentru dezvoltarea personalitatii
copilului, si perioada de la nastere pana la intrarea 1n scoald cere stimulare, in dezvoltarea optima a
copilului, este necesard realizarea de parteneriate educationale incheiate intre gradinitd si familie,

comunitate ori institutii care au rol in cresterea, ingrijirea si educarea copilului.
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In scoala contemporani eficienta educatiei depinde de gradul in care se pregiteste copilul pentru
participarea la dezvoltarea de sine §i de masura in care reuseste sd pund bazele formarii personalitatii
copiilor sub aspect psihic, fizic si socioafectiv, pentru o cat mai usoara integrare sociala.

Complexitatea finalitatilor educationale impune imbinarea activitatilor curriculare cu cele
extracurriculare iar parteneriatul educational, ca set de interventie complementara, apare ca o necesitate.

Parteneriatul reprezinta procesul de colaborare dintre doud sau mai multe parti care actioneaza
impreund pentru realizarea unor interese sau scopuri comune 1n conditii de comunicare, coordonare si
cooperare si presupune impartirea responsabilitatilor in derularea unei actiuni cu precizarea obligatorie a
atributiilor si contributiilor acestora, aspect statuat printr-un acord de parteneriat (conventie, protocol,
intelegere, contract).

Parteneriatul educational trebuie privit ca un factor pozitiv care vine 1In sprijinul dezvoltarii
institutiei, presupune participarea activa a tuturor celor implicati si constituie in acelasi timp un punct
forte Tn vederea stabilirii unei interactiuni constructive intre partenerii implicati, motivatia fiind integrarea
gradinitei in mediul comunitar si participarea activa la formarea viitorilor adulti.

Educatia copilului este o actiune care presupune schimb de experiente, de valori intre adultii care
il sustin In dezvoltarea sa si cu care intra in contact, motiv pentru care trebuie acordatd In regim prioritar
importanta cuvenita partenerilor educationali.

Date fiind complexitatea si gradul impactului educatiei asupra intregului sistem social, creste
necesitatea colaborarii in parteneriat cu o categorie foarte larga: intreg personalul angajat in sistemul de
invatdmant, toti copiii cupringi 1n sistemul de Invatdmant, parintii copiilor, organizatii
nonguvernamentale, reprezentantii cultelor religioase, autoritdti locale, institutii de invatdmant din alte
tari.

Obiectivul general al oricarei actiuni de parteneriat trebuie sa fie dezvoltarea unei serii de categorii
de conduite necesare in viatd: curiozitate investigatoare, originalitate si independenta in gandire si
actiune, imaginatie, fantezie, perseverenta.

Toate institutiile partenere promoveaza asigurarea egalitatii sanselor in educatie, revigorarea
spiritului civic §i a mentalitatilor comunitare, promovarea dialogului, transparentei si a comunicarii
deschise, Incurajarea initiativei si a participarii la proiecte educationale, dezvoltarea colabordrii si
cooperdrii, incurajarea autodisciplinei §i a responsabilitatii, dezvoltarea personalitatii copilului si
integrarea lui in societate.

Gradinita trebuie sa se afle in dialog autentic si permanent cu societatea, straduindu-se sa realizeze
punti de legaturd intre nevoile educationale, resursele intelectuale ale copiilor si perspectivele de
dezvoltare ale societatii. De aceea parteneriatul nu este un proces spontan ci este o activitate organizata,

sustinuta, constienta, directionata spre problemele educative ale copiilor.
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Aceste activitati Intregesc activitatea educativd a gradinitei, aducand un surplus informational
copiilor si completandu-l1 cu exemple concrete, intregindu-se, completandu-se si largindu-se astfel
experienta de invatare formala cu experienta de invatare non- formala.

Copiii devin capabili sa inteleaga lumea in care traiesc si sa o transforme, sa se cunoasca pe sine
si sa se transforme, sa se exprime, traiesc experiente reale, sunt pusi in situatii model pentru viata lor
viitoare ca adulti, invata sa reactioneze adecvat la situatii date, sa colaboreze, sia comunice, sa aiba
initiativa, sa devind creativi. Ilustrand realitatile vietii lor cotidiene, activitatile specifice gradinitei,
familiei si comunitatii din care fac parte, variatele forme de exprimare ale copiilor dobandesc atat rol
formator cat si informator. Rezultatul actului lor creator devine astfel cartea lor de vizita, dar si a unitatii
de invatamant si, generalizand, putem avea incredere in puterea viitoarei generatii de adulti de a-si crea
un mod de viatd fundamentat pe principii sanatoase, tolerantd, cooperare, spirit civic, pozitivism.

Pentru a avea o relatie activa si pozitiva cu prescolarii trebuie sa stim sa le descoperim trebuintele
si nevoile pentru ca legéturile intre copil si adult sa se bazeze atat pe incredere dar mai ales pe respectul
reciproc.

Proiectele de parteneriat educational cu Comunitatea Locala - Primarie, Politie — au ca argument
educatia prescolarilor pentru cetatenie democratica in vederea formarii unor cetateni activi si responsabili.
Prin actiunile desfasurate in acest sens copiii isi insusesc concepte cheie — libertate, justitie, egalitate,
solidaritate, cunosc modul de functionare a institutiilor democratice, sunt pusi in diferite situatii de a
respecta pe cei de langa ei, isi formeaza deprinderi de a-si proteja propria persoana si pe ceilalti.

Proiectul interjudetean ”O lume minunatd” si-a propus ca scop dezvoltarea capacitatii de
interactiune dintre copil si lumea inconjuratoare; formarea unui comportament tolerant care sa stimuleze
respectul, intelegerea si cooperarea. Prin activititi variate, cu teme precum: “Acesta este orasul meu”,
”Scrisoare prietenului meu” sau ”Vizitam prietenii din lasi”, prescolarii din unitdtile prescolare partenere
au invatat sd exprime ceea ce simt, sd comunice ceea ce gandesc, sd coopereze si sa-si dezvolte atitudini
pozitive fatd de sine si fata de ceilalti copii, din alta localitate, respectiv din lasi.

Parteneriatul educational ,,Traditiile si obiceiurile populare in viata prescolarilor” s-a realizat prin
colaborarea a doud grupe de copii din medii diferite (urban si rural). Ca urmare, prescolarii din cele doua
unitati au avut cunostinte si reprezentari diferite, pentru ca este stiut ca la sat s-au pdstrat mai bine
traditiile si obiceiurile populare, pe cand la oras acestea au suferit transformari nedorite (asa zisele
»modernizari”’). Pentru a se desfasura acest parteneriat in conditii optime, au fost selectate materialele
informative despre traditiile si obiceiurile populare moldovenesti, apoi s-au conturat continuturile si s-au
stabilit mijloacele de realizare pentru fiecare activitate in parte.

Participantii la parteneriat au fost pescolarii de la grupa mare din Gradinita cu P. P. nr.2 Barlad si

copiii de la grupa mare din Gradinita cu P. N. Badeana, comuna Tutova.
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Scopul parteneriatului a fost familiarizarea prescolarilor cu elemente culturale si artistice din
traditiile si obiceiurile moldovenesti; antrenarea fizica si afectiva prin participarea la diferite sarbatori
laice si religioase din viata familiei si a comunitatii.

Prin activitati atractive - ,,Sarbatoare la sat” — Vizita la gradinita din satul Badeana, ,,Hai la joc!” —
invatarea dansului popular ,,Hora moldoveneasca”, ,Hristos a inviat!” — sarbatorirea Pastelui, ,,Noi
suntem romani” — vizita la muzeul ,,Vasile Parvan”, sectia Arta populard, s-a asigurat formarea in sufletul
copiilor a unor sentimente si a unor capacitati de receptare a traditiilor si obiceiurilor populare care fac
parte din viata cotidiand. Reactualizarea obiceiurilor si traditiilor populare In viata copilului si a familiei
sale, din oras sau din sat, gaseste un cadru favorabil receptarii lor tocmai datorita frumusetii, valorii
estetice si artistice ale acestora dovedite de-a lungul timpului.

Gradinita ocupa un loc central in comunitate. Rolul ei este de a crea viitori cetdteni iar acest lucru
nu este suficient a se invata doar in cadrul activitatilor de educatie pentru societate. De aceea, este nevoie
de implicarea copiilor prescolari in viata comunitatii. Astfel, procesul educational inceput in gradinita se
extinde si asupra comunitatii. Copilul are posibilitatea sa recunoasca problemele acesteia, sa fie mult mai

atent la ce se petrece in jurul lui, sa caute sa rezolve probleme, sa-si dezvolte competentele sociale.
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SOCIAL NETWORKING AND PERSONAL SAFETY

Teacher Sagadin-Butnaru Ramona, CJRAE Vaslui/ “Mihail Sadoveanu” Secondary
School Husi - Vaslui - Romania

Life without computers is unimaginable today and we cannot reject innovation. We are a
generation where the virtual world is increasingly taking the place of the real, one in which "friendships”
have moved to social networks. Studies show that most children in Romania (86%) access the internet
every day, and about 90% of them say they use at least one social network. The influence of social
networks can be positive or negative, depending not so much on the time that they spend online but on the
way how they spend it. As human beings we need to be accepted, we need to socialize and we believe

that networking gives us more chances. Exposure of children and young people to materials involving
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nudity, violent scenes or vulgar language (ex: school fights posted online) may have negative effects on
the emotional development, and can create social issues. Therefore, running information campaigns in
schools about the risks of social networks and how to manage the unpleasant / dangerous situations with
which students can be faced in the online environment are extremely useful.

I'm going to present you an activity project that | have successfully developed with my students.

Lesson plan
The purpose of the activity:
creating a safe and responsible behavior when using social networks;
listing the benefits and the risks associated withsocial networking;
identifying potentially dangerous situations that we are exposed to as a result of social networking;
acquiring management abilities in case of unpleasant situations encountered in the online environment.
Action plan steps

Attention-grabbing exercise: “Magic colors”

Goal:
Creating a relaxing atmosphere which ensures a good teamwork;
Persuasion of affective positive behaviors

Required materials: bowl with different color cards

Working method: The counselor teacher presents pupils participating in the activity a bowl with
different color cards (red, yellow, blue, green). They will be told that those cards are magical because it
will help them make new friends. Students are encouraged to identify ways in which colored cards can
contribute to the establishment of new friendships.
After getting suggestions of game activities (their teaming up will be based on the color of the carhave
extracted, and working in teams will facilitate getting to know each other and communication between
them), students are asked to return in circle according to extracted colors.

Setting the group rules

Goal:
Ensuring the right conditions for the activity

Required materials: flipchart sheet

Working method: The teacher counselor tells the students some rules that should be respected
during the game, these are noted on a flipchart sheet. If pupils think that on the list needs to be other rules
added, they have the freedom to do so.

Proposed activities to achieve the objectives

Activity number 1 —True of False”

Goal:
The participants are getting to know each other better;
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Facilitating interaction between participants;
Introducing the theme and the objectives of the activity;
Shaping the “mask” idea that we sometimes create in our relationships with others.

Required materials: none

Working method: placed in a circle, students will be asked to identify two real things about their
own person and a false one, things that they will later reveal to the others (can be personality traits, ways
to behave in certain situations, information about their friends...). The other students will have to identify
the untruth, the trait that is not a characteristic of their colleague.

In this way students will be able to compare the information / impression they have about a
colleague with what they are being told. Attention will be drawn to the fact that the image that others
shape about us depends largely on the information we share about ourselves. We will suggest on this way
the subject of the activity: Social networking and personal safety and the purpose of personal safety.

Debates/support questions:

What are social networks?

How much time we spend using social networks?

What is their role in our lives?

The information we provide from the online environment is real or is there a tendency to create a new
Image that corresponds more to our preferences / interests?

What is on-line personal safety about?

Activity number 2 -“I socialize on-line safely”

Goal:
identifying the types of information required to create an account on social networks;
making the difference between private information and public information in the online environment;
understanding the consequences of publishing certain private information on social networks;
stimulating communication and relationship between participants.

Required materials: post-its, writing tools, flipchart sheets

Working method: In the first part of the activity, the students, grouped in teams, are asked to
identify the information they publish in the online environment (personal information - birthday, address,
sex, preferences, friends, personal photos, events they attend, places they visit) and note them on a post-it.
Students are encouraged to give as many examples as possible. When working time is over, the identified
information will be analyzed and classified into two categories: information that keeps us safe and
information that puts us at risk. Each team will analyze their own examples and then expose them to the
colleagues from the other teams. Attention will be drawn to the fact that each post discloses information
about ourselves but also about the risks to which we are exposed by making personal information public.

Debates/support questions:
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What is the difference between public information and private information?

What are the consequences of exposing personal information in public?

Have you ever been in an unpleasant situation after posting private information on-line?

How can we deal with such undesirable situations in the online environment? Who can we call to help us?

Activity number 3- “The advantages and disadvantages of using social networks”

Goal:
identifying the advantages and disadvantages of using social networking
Identifying the dangers of virtual friendships
stimulating communication and contact between participants
Required materials: movie “Becky” (source www.oradenet.salvaticopiii.ro ), computer, video
projector, flipchart sheets, writing instruments
Working method: Students will watch the movie “Becky”. Then, working in team, they will
have the task of identify the advantages and disadvantages of using social networks. When time is over,
they will share the results with other colleagues. Clarifications, examples will be given where need it.
Debates/support questions:
which are the reasons for the growing use of social networks
which aspects of communication are omitted in online conversations? Can we interpret the messages
online in a wrong way?
what happens to the materials / photos posted on internet?
to whom we give “accept”?
how can we manage the unpleasant situations in the online environment?

Activity number 4- “Social media guide”

Goal:- listing the conditions which makes us using on a safe way social networks.

Required materials: flipchart sheets, writing materials

Working method: The teams will be required to identify some rules that help prevent and, if
necessary, solve unpleasant situations (harassment, threats, blackmail...) encountered in the online
environment. These will be noted on a flipchart sheet, the same for all teams, resulting in a guide of using
social networks responsible and safe. We will expose this guide in the school lobby so that the
conclusions of the study are shared with the other students in the school.

Debates/support questions:
which rules do you think are the most important when surfing on social network?
how can we protect ourselves online?
Lesson closure activity

Goal:-getting feedback from the students

Required materials: the activity evaluation questionnaire
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Working method: Students will have the task of filling in the activity evaluation questionnaire.
They will be asked to mention what they liked and disliked during the process of the activity.

Bibliography: www.oradenet.salvaticopiii.ro

RETELELE DE SOCIALIZARE SI SIGURANTA PERSONALA

Profesor-consilier scolar: Sagadin-Butnaru Ramona - CJRAE Vaslui - Scoala
Gimanziala “Mihail Sadoveanu” Husi, Vaslui

Traim intr-o lume informatizatd §i nu putem respinge inovatia. Crestem generatia n care lumea
virtuald ia tot mai mult locul celei reale, in care "prieteniile s-au mutat pe retelele de socializare. Studiile
aratd cd majoritatea copiilor din Romania (86%) acceseaza internetul zilnic, iar aproximativ 90% dintre ei
afirma ca folosesc cel putin o retea de socializare. Influenta retelelor de socializare poate fi pozitiva sau
negativa, depinzand nu atat de timpul petrecut in mediul virtual cat, mai ales, de modul de petrecere a
acestuia. Cu cat nevoia de acceptare, de socializare, de apartenentd este mai mare cu atat pericolul
instalarii dependentei este mai mare. De asemenea, expunerea copiilor si tinerilor la materiale care
implicd nuditate, scene de violentd sau limbaj vulgar, materiale care instigd la adoptarea unor
comportamente indezirabile (de exemplu, batdi intre elevi in scoald, postate pe Internet) pot avea efecte
negative asupra dezvoltarii emotionale si sociale a acestora. Prin urmare, derularea unor campanii de
informare In scoli despre riscurile retelelor de socializare si despre modul in care pot fi gestionate
situatiile neplacute/periculoase cu care elevii se pot confrunta in mediul on-line sunt extrem de utile.

Va prezint in continuare un proiect de consiliere de grup pe care 1-am utilizat cu succes in lucrul
cueleviideclasaaVasiaVla.

Proiect de activitate

Scopul activitatii:

- crearea unui comportament de utilizare sigura si responsabila a retelelor de socializare;

- enumerarea beneficiilor si riscurilor asociate retelelor de socializare;

- identificarea unor situatii potential periculoase la care ne expunem ca urmare a utilizarii retelelor
de socializare;

- dobandirea unor abilitafi de gestionare(prevenire si interventie) in cazul unor situatii neplacute
intalnite in mediul on-line.

Desfasurarea activitatii

Exercitiu de captare a atentiei: “Culorile magice”

Scop: - crearea unei atmosphere relaxante, benefice lucrului in grup;
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-introducerea unor trdiri afective pozitive.

Materiale necesare: bol cu cartonase de diferite culori

Mod de desfasurare: Profesorul-consilier prezinta elevilor participanti la activitate un bol cu
cartonage de diferite culori (rosu, galben, albastru, verde). Li se va spune ca acele cartonase sunt magice,
deoarece 1i vor ajuta sd 1si facd noi prieteni. Elevii sunt stimulati sd identifice modalitati prin care
cartonasele colorate pot contribui la initierea unor noi relatii de prietenie. Dupd aflarea raspunsului
(gruparea lor pe echipe se va face in functie de culoarea cartonasului pe care l-au extras, iar lucrul in
echipe va facilita intercunoasterea si comunicarea intre ei), elevii sunt solicitati sa se reaseze in cerc dupa
culorile extrase.
Stabilirea regulilor de grup
Scop: asigurarea conditiilor optime desfasurarii activitatii
Materiale necesare: coala de flipchart

Mod de desfasurare: Profesorul consilier precizeaza elevilor cateva reguli care ar fi de preferat sa
fie respectate n cadrul activitatii de grup pentru ca activitatea sa se poatd desfasura In conditii optime;
acestea sunt notate pe o foaie de flipchart si afisate la loc vizibil. Daca elevii participanti condidera ca
trebuie sa completeze lista, au libertatea de a face acest lucru.
Activitati propuse pentru atingerea obiectivelor:

Activitatea nr.1 — “Adevérat sau fals?”

Scop: - favorizarea cunoasterii si intercunoasterii dintre participanti;
-facilitarea interactiunii intre participanti;
-introducerea temei si a obiectivelor activitatii;
-conturarea ideii de “masca” pe care uneori ne-o credm in relatiile cu cei din jur.
Materiale necesare: niciunul
Mod de desfasurare: Asezati in cerc, elevii vor fi solicitati sa identifice cate doua lucruri adevarate
despre propria persond si cate unul fals, pe care le vor comunica ulterior celorlalti (pot fi trasaturi de
personalitate, modalitdti de a se comporta in diferite situatii, informatii despre prietenii lor, relatii de
fratrie, preferinte domenii etc.). Ceilalti elevi vor trebui sa identifice “lucrul fals”, adica acea informatie
care nu este caracteristici pentru colegul respectiv. In felul cesta elevii vor putea confrunta
informatiile/impresiile pe care le au despre colegii lor cu ceea ce acestia le comunicd. Se va sublinia
faptul cd imagine ape care ceilalti si-o formeaza despre noi depinde in mare masurd de informatiile pe
care noi le comunicam despre noi Insine. Se va introduce astfel tema activitatii: Retelele de socializare si
siguranta personala si scopurile acesteia.
Discutii/intrebari de sprijin:
Ce sunt retelele de socializare?

Cat timp petrecem utilizand retelele de socializare?
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Care este rolul lor in viata noastra?
Informatiile pe care le furnizam in mediul on-line sunt reale sau apare o tendintd de creare a unei noi
imagini, care sa corespunda intr-o masura mai mare preferintelor/intereselor noastre?
La ce se refera siguranta personal on-line?
Activitatea nr.2 — “Socializez in siguranta on-line”
Scop: - identificarea tipurilor de informatii solicitate pentru crearea unui cont pe retelele de socializare;
- realizarea distinctiei dintre informatii private si informatii publice in mediul on-ling;

- congstientizarea consecintelor publicarii anumitor informatii private pe retelele de socializare;

- stimularea comunicarii si relationarii intre participanti.

Materiale necesare: postit-uri, instrumente de scris, coli flipchart.

Mod de desfasurare: in prima parte a activitatii elevii, grupati in echipe, sunt solicitati sd identifice
informatiile pe care le public in mediul on-line (informatii personale — zi de nastere, domiciliu, gen,
preferinte, prieteni, fotografii personale, evenimente la care participd, locuri pe care le viziteaza etc.) si sa
le noteze pe un postit. Elevii sunt incurajati sa dea cat mai multe asemenea exemple. Dupa expirarea
timpului de lucru, informatiile identificate vor fi analizate si clasificate n doud categorii: informatii care
ne pastreaza in siguranta si informatii care ne pun in pericol. Fiecare echipa va realize analiza propriilor
exemple, apoi le vor prezenta colegilor din celelalte echipe. Se va insista asupra faptului ca fiecare
postare dezvaluie informatii despre propria persoana dar si asupra riscurilor la care ne expunem facand
publice informatii cu caracter personal.

Discutii/Intrebari de sprijin:

Care este diferenta dintre informatii publice si informatii private?

Care sunt consecintele expunerii informatiilor despre propria persoana in mod public?

Ati ajuns vreodata intr-o situatie neplacuta ca urmare a postarii publice a informatiilor personale?
Cum putem face fata unor astfel de situatii nedorite in mediul on-line? La cine putem apela?

Activitatea nr.3 — “Avantaje si dezavantaje ale utilizarii retelelor de socializare”

Scop:

- identificarea avantajelor si dezavantajelor utilizarii retelelor de socializare;
-congstientizarea specificului retelelor de prietenie in mediul on-line;
-identificarea pericolelor “prieteniilor” virtuale;

- stimularea comunicarii §i relationdrii Intre participanti.

Materiale necesare: film “Becky” preluat de pe site-ul www.oradenet.salvaticopii.ro, calculator,
videoproiector, coli flipchart, instrumente de scris.

Mod de desfagurare: Elevii vor viziona filmul”Becky”. Apoi, organizati pe echipe, vor avea ca

sarcind identificarea avantajelor si a dezavantajelor utilizarii retelelor de socializare . Dupa expirarea
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timpului de lucru vor prezenta rezultatele in fata celorlalti colegi. Se vor face completari, clarificari,
exemplificéri acolo unde este cazul.

Discutii/intrebari de sprijin:
Care sunt motivele pentru care tot mai multi utilizeaza retelele de socializare?
Ce aspect ale comunicdii sunt omise in conversatiile on-line? Pot fi mesajele transmise on-line
distorsionate?
Ce se poate Intdmpla cu materialele/fotografiile pe care le postam pe internet?
Cui dam “accept”?
Cum putem gestiona situatiile neplacute intalnite in mediul on-line?

Activitatea nr.4 — “Ghid de utilizare a retelelor de socializare”

Scop: Enumerarea conditiilor de utilizare 1n siguranta a retelor de socializare.

Materiale necesare: coli flipchart, instrumente de scris

Mod de desfasurare: grupele de elevi vor fi solicitate sd identifice cateva reguli care sa contribuie
la prevenirea si, dupa caz, la solutionarea unor situatii neplacute (harfuire, amenintare, santaj etc.)
intdlnite Tn mediul on-line. Acestea vor fi notate pe o coald de flipchart, aceeasi pentru toate echipele,
rezultdnd astfel un ghid al utilizarii responsabile si sigure a retelor de socializare, care va fi expus la loc
vizibil pe holul scolii astfel incat concluziile si cunostintele pe care elevii participanti si le-au Tnsusit sa
poata fi cunoscute si celorlalti elevi ai scolii noastre.

Discutii/intrebari de sprijin:
Care credeti cd sunt cele mai importante reguli care ne permit sa fim In sigurantd pe retelele de
socializare?
Cum putem sa ne protejam in mediul on-line?

Pe tot parcursul activitatii elevii vor fi incurajati sa adreseze intrebari de clarificare acolo unde
intampina dificultéti, neclaritati etc.
Inchierea activitatii
Scop: obtinerea feet-back-ului din partea elevilor
Materiale necesare: chestionarul de evaluare a activitatii

Mod de desfasurare: elevii vor avea ca sarcind completarea chestionarului de evaluare a activitatii;
vor fi solicitati sa mentioneze aspectele care le-au placut dar si cele care le-au displacut pe parcursul
desfasurarii activitatii.

Bibliografie: www.oradenet.salvaticopiii.ro

ADVOCACY FOR LIBRARIES AS A WAY TO DEVELOP SOCIAL SKILLS -
PROMOTING LIBRARIANSHIP IN THE ROMANIAN INFORMATION
DOCUMENTARY STRUCTURES -
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Zaharia Anamaria-Florina - Documentary teacher, "Eremia Grigorescu” Technological
Highschool, County Vrancea - Romania

Iacob Daniela - Teacher of English language and literature, "Eremia Grigorescu”
Technological Highschool, County Vrancea - Romania

Bibliotherapy is a term that comes from joining two Greek words biblion (book) and therapeia
(healing). In 1916, the term was used by Samuel McChord Crothers, a unitary and essayist American
priest, to describe the literature used to advise people with mental disorders. In Ancient Greece, the
message of Medicine for the Soul was found at the entrance to the libraries, which means that the
beneficial effects of reading have been known since then, and this term is now associated with the
bibliotherapy, which is applied in many foreign libraries.

The purpose of an advocacy action is to influence the policies and decisions of the central
management in the educational system / public administration (not always favorable to the culture and
information structures, whether they are school libraries, public libraries or the Centers for
Documentation and Information) and to determine the necessary changes. An advocacy process is the
result of having successive, clear, interacting steps; advocacy for librarianship involves several steps:

- finding the problem (librarianship is a little lesser known for the personnel serving the Romanian
information structures);

- the motivation / success story (for example, a thematic project "The Pharmacy Thematic Box for the
Soul", "The Discover Reading Club by Reading");

- negotiation with educational and administrative decision-makers (application of the content of an
existing book bibliography on the market of editorial appearances, a methodical guideline whose aim is to
promote librarianship in the information and information structures of their users.

Going back, the main goals of librarianship are: providing the reader with information about the

problems he has to help him get into their essence; discussing values and attitudes that could generate
examples, knowledge about other people who have experienced similar problems.
The purpose of libraries in the context of information-based structures, whether they are school libraries,
public libraries or Documentation and Information Centers, is to guide users to know themselves well
enough to know how to find the books they need, to meet their personal selection criteria books, but also
to be aware of reading as a benefit (to experiment with ideas, to develop emotionally, to develop your
abilities, to get in touch with different people and mentalities, to find solutions to your own concerns /
problems).

Bibliotherapy can be for individuals or for groups. Individual libraries are personality oriented,
which happens in the context of the reading process. The user reads a book that is specifically selected to
stimulate his development, to distract him from unpleasant experiences and to help him cope with his

problems. Group bibliotherapy involves: user / patient involvement in the therapy process; identifying
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personality issues; the disappearance of feelings of isolation from others; diminishing the process of
social isolation; adaptation and integration into society.

The methods of organizing librarians' sessions are diverse and are individually tailored to the
information structures that wish to implement this activity / service:
- Reading Night in the Library / Information and Documentation Center - is organized and carried out in
collaboration with the educational units. A reading night can be dedicated to a specific subject that will be
the framework for all the activities, games and books chosen in the evening. This unusual situation in
which a library is visited at night creates a special atmosphere for young participants.
- Mentoring of reading - consists of training young people, high school students (volunteers) who can
become mentors of reading. They meet once a week, they form teams of two and address groups of six to
eight pupils in the primary school. VVolunteers propose activities based on word games and stories: read
and tell, play, perform plays and play games. The project is unique because it pursues two equally
important goals: it promotes the reading skills of primary school pupils as well as the key social and
cultural competences of young people.
- Thanksgiving in the Library / Documentation and Information Center. Technique Used: The
Thanksgiving Journal - The effectiveness of the technique of keeping a Thanksgiving diary has been
tested in several psychological experiments. As a result, psychologists have been able to make some
recommendations regarding the drafting of such a journal.
- Fairytale Day - a library technique for preschool and small school children (2 to 8 years) that can be
used effectively by librarians. Using this technique, we develop the imagination and creativity of the
children, we help them enrich their vocabulary and establish their language skills. This technique enables
children to find solutions to certain problems in a playful and relaxing setting so that they can
communicate easily.
- Reading therapy - sets out a program of reading and writing activities, possibly combined with other
activities as appropriate: assessment of personality, interests, abilities, after clearly establishing the
objectives of the bibliotherapy. An example would be a 22-year-old woman (or a group of young people
with identical problems) who is weighing more than the recommended weight for her health. She decides
to get rid of extra pounds and so special attention is needed on foods that favor weight gain and the
introduction of a program of motion (either a fitness subscription or a exercise CD that she can do at
home ).
- Reading Olympics - children and adolescents are encouraged to read, being rewarded with small gifts.
The goal of the Olympiad: each user has to read a total of six books of his choice, which are discussed
later and evaluated together with the librarian or documentary teacher.

Traditional bibliotherapy is made through novels and fiction books, the stories being read, make
us actually feel the book. Specialist publications, even when they are written for popularization, lose
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some of the affective side in the process because they focus on the intellectual side. The reading
recommendations in libraries are diverse and largely depend on the user's profile: personality traits,
professional interests, personal passions, native and acquired skills, knowledge in certain areas.
Measuring tools are psychological tests that help us to identify certain problems and to know the user
more deeply.

However, there are forms of bibliotherapy that are done using books of philosophy or
psychology. These readings are recommended for those who have conceptual inclinations or who,
through training, are attracted to intellectual dilemmas. Each book has its readers, it is important that they
meet. This is the role of the librarian - to make people familiar with the right books.

Here is a list of literary genres applied in libraries:

-Special medical literature is applied when the user needs to establish a calming and soothing emotional
balance. The main objective of this type of literature is to provide the necessary information on
eliminating misconceptions about disease and stimulating overall activities;

- Philosophical literature helps a person gain a vision of himself and of the world in general,

- Spiritual literature provides information about various life experiences,it is recommended to believers .1t
promotes love for people, the environment;

- Biographical and autobiographical literature describes the lives of personalities who bring remarkable
examples and models;

- Criticism, journalism offers general ideas about writers and various works;

- Humorous and satirical literature allows readers to express themselves freely in difficult situations;

- Folklore, stories are especially recommended for children;

- Fiction books are recommended to understand extreme situations;

- Adventure books, police books are very popular, developing courage, risk-taking, creativity, innovation;
- Dramaturgy can have a more impressive impact in identifying the reader with the protagonist than in
reading a novel,

- Pedagogical literature develops skills and abilities and offers solutions in overcoming difficulties;

- Legal literature offers the opportunity to solve various causes when certain injustices are made.

In conclusion, the staff serving the information - whether public libraries, school libraries or
Centers for Documentation and Information - can: - provide descriptions of the best books in the
documentary, - create databases or online bookmarks for books in the documentary fund, but also for
those that do not exist in the institution's patrimony such as motivational books, personal development
books, etc. - develop bibliographic lists for different categories of beneficiaries to propose for reading,
thus promoting bibliotherapy; - apply library techniques so that the user breaks out of the computer, frees

himself from his daily work, relaxes himself.
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The ultimate goal of librarianship is to make users apply bibliotherapeutic techniques that help
them in identifying and solving personal problems. In a world in constant movement and change, libraries
need to be promoted in libraries and among users. Reading is and will remain a cure for stress, a cure for
the soul, for retrieval and fulfillment, and the library has its purpose by diversifying services and
satisfying user requirements.

Books can bring immense help, give us some knowledge, deepen us into a bathroom of
imagination, and the slow maturation of our thoughts is propitious to deep emotions. Certain books in us
contain a powerful antidote against the doubts and insecurities inherent in everyday life, others lead us to
an inner peace and calm our emotional disorder. Some books mark us so much that they make us change
our vision of the world in a more altruistic way. Whether it is novels, poems, philosophical or
psychological works, try to take advantage of the moments of devotion and devote ourselves to the subtle
pleasure of taking a book and enjoying it because the reading has repercussions on our state of mind, our
health . Over time and in all cultures, stories have been used as a form of effective communication and
education, conveying from generation to generation the attitudes, values and behaviors needed to survive
and succeed in life. They educate us to deal with situations that we may encounter in life, and teach us
how we can best address the challenges ahead. Stories are an integral part of life. They can fulfill our
dreams and indeed, our dreams are in the form of stories. They accompany us throughout our existence,
from swing to death.

If life and stories are so closely related, then adapting them to therapy and counseling is both a
logical and practical extension of a rooted and effective communication environment.

As one of Salman Rushdie's characters in "The Last Silence of the Moor" said: "When we die,

all that remains are the stories ..."

Bibliography:

1. Bulutd, Gheorghe; Craia, Sultana; Petrescu, Victor — Biblioteca azi: informare si comunicare,
Targoviste, Editura Bibliotheca, 2004.

2. Burns, George W. — 101 povesti vindecatoare pentru copii si adolescenti : folosirea metaforelor in
terapie, Bucuresti: Editura Trei, 2011.

3. Culicovski, Lidia — Biblioterapia, o forma intens folosita in activitatea cu persoanele dezavantajate, in
revista Biblioteca, nr. 5 din 2001.

4. Geldard, Kathryn; Geldard, David; Yin Foo, Rebecca — Consilierea copiilor : o introducere practica,
lasi: Editura Polirom, 2013.

5. Gerard Kaduson, Heidi; Schaefer, Charles E. (coordonatori) — 101 tehnici favorite ale terapiei prin joc,

Bucuresti: Editura Trei, 2015.

175



6. Gheorghe, Virgiliu — Efectele televiziunii asupra mintii umane si despre cresterea copiilor in lumea de

azi, Bucuresti: Institutul de Cercetari Psihosociale si Bioetica, 2013.

Online Resources / Webgraphies:
1.http://www.timtim-timy.ro/sites/all/themes/timtimtimy/pdf/Simpozion_2012-
2013/Grupmare/Articole,referate/ CIUSNEL_ALEXANDRINA_modalitati_de_dezvoltare_
a_abilitatilor_socio-emotionale_la_prescolari.pdf
2. http://psihoterapie-integrativa.eu/wp-content/uploads/2012/04/ModelulMilton.pdf
3. http://www.formula-as.ro/2013/1080/terapii-alternative-58/terapia-prin-lectural6707
4.http://libruniv.usarb.md/confbib/articole/2011_1-2/68-79.pdf
5. http://bibliotecibihorene.blogspot.ro/2013/02/servicii-ale-bibliotecilorpublice.html
6. http://www.agerpres.ro/sanatate/2012/02/09/sibiu-primul-curs-din-tara-deterapie-prin-povesti-pentru-
copiii-autisti-19-35-53
7. http://stroke.ro/?p=3453

ADVOCACY PENTRU BIBLIOTERAPIE CA MODALITATE DE DEZVOLTARE A
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INFODOCUMENTARE ROMANESTI

Zaharia Anamaria-Florina - Profesor documentarist Liceul Tehnologic "Eremia
Grigorescu” Marasesti - Vrancea, Romania

Iacob Daniela - Prof. limba si literatura engleza, Liceul Tehnologic "Eremia
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Biblioterapia este un termen care provine din alaturarea a doua cuvinte grecesti biblion (carte) si
therapeia (vindecare). in 1916, termenul a fost utilizat de Samuel McChord Crothers, un preot american
unitarian si eseist, pentru a descrie literatura folositd pentru consilierea oamenilor cu tulburari mentale. In
Grecia Antica, la intrarea in biblioteci se regasea mesajul Medicament pentru suflet, ceea ce inseamna ca
efectele benefice ale lecturii se cunosteau incd de pe atunci, iar acest termen este asociat astdzi prin
biblioterapie, domeniu ce este aplicat in multe biblioteci din strainatate.

Scopul unei actiuni de advocacy este de a influenta politicile si hotararile conducerii centrale din
sistemul educational / administratiei publice (nu intotdeauna favorabile culturii si structurilor
infodocumentare, fie ele biblioteci scolare, biblioteci publice sau Centre de Documentare si Informare) si
de a determina schimbarile necesare. Un proces de advocacy este rezultatul parcurgerii unor pasi

succesivi, clari, interactionati; advocay pentru biblioterapie presupune cateva etape:
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- depistarea problemei (biblioterapia este o notiune putin cunoscutd pentru personalul care
deserveste structurile infodocumentare din Romania);

- motivatia / povestea de succes (de exemplu un proiect tematic “Casuta tematicd Farmacie pentru
suflet”, ”” Clubul de biblioterapie Descopera-te prin lectura”™);

- negocierea cu factorii de decizie educationali si administrativi (aplicarea continutului unui
indrumar Biblioterapie existent pe piata aparitiilor editoriale, un indrumar metodic al carui scop este
promovarea biblioterapiei in structurile infodocumentare si in randurile utilizatorilor acestora.

Revenind, principalele obiective ale biblioterapiei sunt: oferirea de informatii cititorului cu privire la
problemele pe care le are ca sa-1 ajute sa patrunda in esenta acestora; discutarea valorilor si atitudinilor
care ar putea genera exemple, cunostinte despre alte persoane care s-au confruntat cu probleme similare.

Scopul biblioterapiei desfasurate in ambienta structurilor infodocumentare, fie ele biblioteci
scolare, biblioteci publice sau Centre de Documentare si Informare, este de a ghida utilizatorii sa se
cunoasca indeajuns de bine pentru a sti sa gaseasca cartile necesare lor, de a respecta criteriile personale
de selectare a cartilor, dar si constientizarea lecturii ca beneficiu (de a experimenta idei; de a te dezvolta
emotional; de a-ti cizela abilitatile; de a intra in contact cu persoane si mentalitati diferite; de a gasi solutii
la propriile preocupari / probleme).

Biblioterapia poate fi individuald sau de grup. Biblioterapia individuala este orientatd spre
dezvoltarea personalitatii, lucru care se intampla in contextul procesului de lectura. Utilizatorul citeste o
carte, care este selectatd special pentru stimularea dezvoltarii sale, pentru a i se distrage atentia de la trairi
neplacute si pentru a-1 ajuta sa faca fata problemelor sale. Biblioterapia de grup presupune:implicarea
utilizatorului / pacientului in procesul de terapie; identificarea problemelor personalitatii; disparitia
sentimentelor de izolare fatd de ceilalti; diminuarea procesului de izolare sociala; adaptarea si integrarea
in societate.

Metodele de organizare a sedintelor de biblioterapie sunt diverse si sunt adaptate individual
structurilor infodocumentare care doresc sa implementeze aceasta activitate / serviciu:

» Noaptea de lectura in bibliotecd | Centrul de Documentare si Informare - se organizeaza si se
deruleaza in colaborare cu unitatile de Tnvatdmant. O noapte de lectura poate fi dedicatd unui
subiect anume care va reprezenta cadrul pentru toate activitdtile, jocurile si cartile alese in seara
respectivd. Aceasta situatie neobisnuitd, in care se viziteazad o bibliotecd, noaptea, creeaza pentru
tinerii participanti o atmosfera speciala.

» Mentoratul lecturii - constd in instruirea tinerilor, elevi de liceu (voluntari) care pot sia devina
mentori ai lecturii. Acestia se intdlnesc o datd pe saptamana, formeaza echipe de cate doi si se
adreseazd unor grupe de sase pand la opt elevi din ciclul primar. Voluntarii propun activitati
bazate pe jocuri de cuvinte si povesti. Se citeste si se povesteste, se canta, se joaca piese de teatru

si se fac jocuri de miscare. Proiectul este unic, deoarece urmareste doua obicetive la fel de
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importante: promoveaza abilitatile de citire ale elevilor din ciclul primar, precum si competentele

cheie sociale si culturale ale tinerilor.

» Ziua Recunostintei in biblioteca / Centrul de Documentare si Informare. Tehnica folosita:
jurnalul Recunostingei - eficienta tehnicii de a tine un jurnal al Recunostintei a fost testata in
cadrul mai multor experimente psihologice. In urma acestora, psihologii au putut creiona citeva
recomandari cu privire la redactarea unui astfel de jurnal.

» Ziua Basmului - o tehnica de biblioterapie pentru copiii prescolari si scolari mici (2 - 8 ani), care
poate fi folosita eficient de catre bibliotecari. Utilizand aceasta tehnica, dezvoltam imaginatia si
creativitatea copiilor, ii ajutdm sa-si imbogateasca vocabularul si sa-si fixeze cunostintele de
limbaj. Aceasta tehnica ofera posibilitatea copiilor sa gaseasca solutii la anumite probleme intr-un
cadru jucaus si relaxant pentru ca ei sd poatd comunica cu usurinta.

» Terapie prin lecturad - se stabileste un program de activitati de lectura si scris, combinate eventual
si cu alte activitati dupa caz: evaluarea personalitatii, a intereselor, a abilitatilor, dupa stabilirea
clard a obiectivelor biblioterapiei. Un exemplu ar fi cel al unei tinere de 22 de ani (sau al unui
grup de tineri cu probleme identice) care are o greutate mai mare decat cea recomandata pentru
sandtatea ei. Aceasta decide sd scape de kilogramele in plus si astfel este nevoie de o atentie
deosebita fatd de alimentele care favorizeaza luarea in greutate si de introducerea unui program de
miscare (fie un abonament la fitness, fie un CD cu exercitii pe care aceasta sa le faca acasa).

» Olimpiada lecturii - copiii si adolescentii sunt stimulati sa citeasca, fiind recompensati cu mici
cadouri. Obiectivul olimpiadei: fiecare utilizator trebuie sa citeasca in total sase carti la alegere,
care sunt discutate ulterior si evaluate impreund cu bibliotecara sau profesorul documentarist.
Bibioterapia traditionald se face prin romane si carti de fictiune, povestile citite determinandu- ne

sa traim efectiv cartea. Publicatiile de specialitate, chiar si atunci cand sunt scrise pentru popularizare,
pierd pe drum ceva din Incdrcdtura afectivda deoarece se concentreazd pe latura intelectuald.
Recomandarile de lectura in biblioterapie sunt diverse si depind in mare parte de profilul utilizatorului:
trasaturi de personalitate, interese profesionale, pasiuni personale, abilitati native si dobandite, cunostinte
in anumite domenii. Instrumentele de masura sunt testele psihologice care ne ajutd sd depistam anumite
probleme si sd cunoastem mai profund utilizatorul.

Cu toate acestea, exista forme de biblioterapie care se realizeaza cu ajutorul cartilor de filosofie
sau de psihologie. Aceste lecturi sunt recomandate celor care au inclinatii conceptuale sau care, prin
formare, sunt atrasi spre dileme intelectuale. Fiecare carte isi are cititorii sai, important este ca ei sa se
intalneasca. Acesta este rolul biblioterapeutului - sa faca oamenilor cunostiinta cu cartile potrivite.

Iatd si o listd de genuri literare aplicate in biblioterapie:

- Literatura medicald speciald este aplicatd atunci cind utilizatorul are nevoie in stabilirea unui

echilibru emotional calmant si linistitor. Principalul obiectiv al acestui tip de literatura este de a oferi
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informatia necesard privind eliminarea conceptiilor gresite despre boald si stimularea activitatilor de
ansamblu;

- Literatura filosofica ajuta o persoana sa obtina o viziune asupra lui si asupra lumii in general;

- Literatura spirituala ofera informatii despre diverse experiente de viatd, este recomandata celor
credinciosi. Promoveaza dragostea fata de oameni, de mediul inconjurator;

- Literatura biografica si autobiograficad descrie viata personalitatilor care aduc exemple si modele
remarcabile;

- Critica, publicistica ofera idei generale despre scriitori si diverse lucrari;

- Literatura umoristica si satirica permite cititorilor sa se exprime liber 1n situatii dificile;

- Folclorul, povestile sunt recomandate in special copiilor;

- Cartile de fictiune sunt recomandate pentru a intelege situatiile extreme;

- Cartile de aventura, politiste sunt foarte populare, acestea dezvoltand curajul, asumarea riscului,
creativitatea, inovatia;

- Dramaturgia poate avea un impact mai impunator in identificarea cititorului cu protagonistul, decat
in lecturarea unui roman;

- Literatura pedagogica dezvoltd competente si abilitati si ofera solutii in depasirea unor dificultati;

- Literatura juridica ofera posibilitatea de a rezolva diverse cauze cand se fac anumite nedreptati.

In concluzie, personalul care deserveste structurile infodocumentare — fie ele biblioteci publice,
biblioteci scolare sau Centre de Documentare si Informare - poate:

- sa ofere descrieri ale celor mai bune carti din fondul documentar,

- sa creeze baze de date sau marcaje online pentru cartile aflate in fondul documentar, dar si pentru
cele care nu existd in patrimoniul institutiei, cum ar fi cartile motivationale, cele de dezvoltare personald
etc.

- sa elaboreze liste bibliografice pentru diferite categorii de beneficiari pe care sa le propund spre
lecturd, promovand astfel biblioterapia;

- s aplice tehnicile biblioterapiei, astfel ca utilizatorul sa se desprinda de calculator, sa se elibereze
de munca zilnica, sa se relaxeze.

Scopul final al biblioterapiei este acela de a-i determina pe utilizatori sa aplice tehnicile
biblioterapeutice care ii ajuti in identificarea si rezolvarea problemelor personale. intr-o lume in
permanentd miscare si schimbare este necesar ca biblioterapia sa fie promovatd in biblioteci si in
randurile utilizatorilor. Lectura este si va ramane un remediu impotriva stresului, un leac pentru suflet, de
regasire si implinire, iar biblioteca 1si are rostul sau, prin diversificarea serviciilor si satisfacerea
cerintelor utilizatorilor.

Cartile ne pot aduce un ajutor imens, ne conferd o anumita cunoastere, ne adancesc intr-0 baie de

imaginatie si lenta maturizare a gandurilor noastre este propice unor emotii profunde. Anumite carti
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secreta in noi un puternic antidot impotriva indoielilor i nesigurantelor inerente vietii cotidiene, altele ne
conduc la o pace interioara si ne linistesc dezordinea emotionald. Unele carti ne marcheaza atat de mult
incat ne fac sd ne schimbam viziunea asupra lumii intr-o maniera mai altruista. Fie ca este vorba de
romane, poeme, opere filosofice sau psihologice, sa incercam sa profitim de momentele de destindere si
sa ne consacram placerii subtile de a lua o carte si de a o savura pentru ca lectura are repercusiuni asupra
starii noastre sufletesti, asupra sdnatatii noastre. Pe parcursul timpului si in toate culturile, povestile au fost
folosite ca forma de comunicare si educatie eficientd, transmitand de la o generatie la alta atitudinile, valorile si
comportamentele necesare pentru a supravietui si a avea succes in viatd. Ele ne educa pentru a face fata situatiilor
pe care e posibil sa le Intalnim in viata si ne invatd cum putem sa abordam cel mai bine provocarile care stau in fata
noastrd. Povestile sunt o parte integranta a vietii. Ele ne pot indeplini visurile si Intradevar, visurile noastre au
forma unor povesti. Ele ne Insotesc pe tot parcursul existentei noastre, din leagan si pana la moarte.

Daca viata si povestile sunt asa de strans inrudite, atunci adaptarea lor pentru terapie si consiliere e
o extensie atat logica, cat si practica a unui mediu de comunicare inradacinat si eficient.

Asa cum spunea unul din personajele lui Salman Rushdie in ,,Ultimul suspin al maurului”: «Cdnd

murim, tot ce ramdne sunt povestile»...
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Human progress in various domains of activity, from the simplest to the most complex ones, is
made through the evolution of technology. Technology represents a branch from exact science, and its
evolution makes our lives easier, starting from housework (we’ve become unable to do anything in the
house without using household appliances) until research. Thus, the scientific research led to the
occurrence of new technologies: in medicine — laser surgery and transplants are performed on a daily
basis; in robotics — this branch of technology facilitated the appearance of some new generations of robots
that can be sent on special missions and can perform various risky activities, thus saving people’s lives; in
education, etc.

The Internet is a huge achievement of technology, so that within the virtual space there is
countless information that travels infinitively fast and easy. The internet facilitates us to get easily into
contact with people thousands of kilometres away. It has changed and it is still changing the way people
socialize, work or spend their free time, many of us taking the positive aspects of this resource into
account.

The new generation of children uses the Internet for the resources it makes available to help them
with their homework, projects, essays, to broaden their knowledge, to discover events and happenings
about the entire world, and also to get into contact with plenty of people of various ethnicities, religions,
and cultures, thus offering them the chance of meeting and bounding friendships with different people.
Some researchers, after completing their studies, have concluded that the Internet stimulates the cognitive
and psychosocial development, computer games improve visual-spatial orientation and because of the
daily use of search engines, teenagers become able to orientate themselves, to find information, and not to
memorize it, thus developing their critical thinking and the capacity of solving various problems. From
this perspective, it could be beneficial and it is considered to be useful for the individual, but it also can
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be seen as a double-edged sword, because any advantage can become a disadvantage, and the effects of
the Internet on children can be identified according to the its way, aim, and time of use.

If, so far, we’ve presented a positive side of using the new technologies, there is, though, some
negative aspects. The multitude of information cause children to spend much time in front of their PC,
some of them coming to neglect their homework, no more being interested in school, to be absent or even
to drop out school. Also, through social media, the child can get into contact with various persons with
some hidden intentions, can read messages with sexual, aggressive, threatening or abusive content. They
can be easily manipulated, thus becoming a potential victim of paedophiles, aggressors, human trafficker,
or drug dealers. Taking this aspect into account, we can say that the Internet represents both an important
resource and a danger for the child who has limitless access to the online environment. The increasing use
of the Internet for games and communication influences the capacity of talking face-to-face with a person,
most of children becoming sedentary, prone to obesity, with some fits of aggression and attention
disturbance, with a low self-esteem and possible problems of social adjustment. In this case, the Internet
can have a negative impact on the cognitive, emotional and social development, contributing to stress,
isolation, loneliness, symptoms of inadequacy, thus affecting the behaviour and physical and mental
health. Therefore, the empirical studies show that the regular, excessively use of the Internet can be
harming when technology controls man and not man the technology.

In this context, family and school have a huge responsibility in preventing the risks of the
Internet users not to become jaded, self-centred, intolerant, and addicted to virtual communication.
Teachers and auxiliary staff are in charge with guiding and counselling children and teenagers, with
helping them to develop harmoniously thus keeping them away from the dangers of the world where the
technology and science develop so fast. They build strong relationships based on trust and
communication and provide children and teenagers with options to spend their free time, in order to make
them enjoy the most the best time of their lives: childhood and adolescence. Thus, within schools, the
promotion of creative working techniques has started to take shape. This is a real concern that is dealing
with building a bridge between the instructional educational activities and extracurricular activities, a
complementary between formal and non-formal. There is a concern to combine harmoniously the
classical methods with the modern ones in order to create an educational system to teach the student how
to learn, thus preparing him for lifelong learning.

For the “touch-screen” generation, the education should contribute to the training and
development of communication and networking skills, to the development of critical and logical thinking,
of elementary competencies in science and technology, thus leading to the development of a sense of
initiative and taking responsibility, and to the development of imagination and creation of some positive

states of mind.

182



That is why the extracurricular activities developed at “Marcel Guguianu” Technical College
aim at developing the organisational, self-administration, time-managing, making decision, processing
and contextual usage of information skills. During these activities, students are given the opportunity to
feel that they are important, to act freely, to discover their talents, to satisfy their need of exploration,
investigation and creativity. During the activities we have carried out over the years under some projects
or simply as extracurricular activities, we have offered the students the opportunity to make a choice: to
spend their time combining the pleasant and the useful. In this way their scientific curiosity is incited,
their imagination is stimulated through various contests and workshops. We have created the framework
for collaboration, for learning from each other. As a result, the students got closer to the day-to-day
reality by using the information in new contexts, related to specific situations from the public and the
private spheres.

Also, through the implemented projects or those in the process of being implemented, we aim at
finding the methods which would make students discover or improve their ability to identify and solve
problems, initiate and support personal relationships, be accepted and integrate into groups, act efficiently
as members of a team. It is important to open the way for them to what is new, to changing. The projects
represent a good and necessary way of socializing and communicating, training them for the life in the
community and for community. In order to change the paradigm according to which “the teenagers
perceive the technology as something compulsory, and the smartphone represents a facilitator of a
lifestyle and status indicator” one should value the potential of every single student, and the education
should be an appropriate one so that it can offer answers to the needs of some real students who live a real
life, in a real society. The teachers’ role is to succeed in getting to know, stimulate and coach students in

activities meant to raise their interest, to motivate them and to give them confidence in themselves.
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Activities carried out during the “TURN OFF” project
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PROVOCARILE SOCIETATII BAZATE PE CUNOASTERE SI GENERATIA “TOUCH -
SCREEN”"

Prof. Zuran Luminita Ludmila - Colegiul Tehnic ,Marcel Guguianu”, Zorleni, Jud.
Vaslui, Romania

Prof. Ene Alina - Gabriela - Colegiul Tehnic ,Marcel Guguianu”, Zorleni, Jud. Vaslui,
Romania

Progresul oamenilor in diverse domenii de activitate, de la cele mai simple pana la cele mai
complexe, se realizeaza prin evolutia tehnologiei. Tehnologia reprezinta ramura stiintelor exacte, iar
evolutia acesteia ne face viata mai usoara, incepand de la treburile casnice (nu mai reusim sa facem nimic
fara sa folosim aparatura electrocasnicd ) pana la cercetare. Astfel ca: cercetarea stiintifica a dus la
aparitia de noi tehnologii; iIn domeniul medicinei- zilnic se fac operatii cu laserul si se realizeaza
transplanturi; in robotica — tehnologia 1n aceastd ramura a permis aparifia a noi generatii de roboti care pot
fi trimisi in misiuni special si pot desfasura diverse activitati riscante, protejand vietile oamenilor, in
invatdmant etc. Internetul este o mare realizare a tehnologiei, astfel incat in spatiul virtual se regasesc
nenumarate informatii care circuld foarte rapid si usor, intr-un timp scurt ne permite sd fim conectati cu
persoane aflate la zeci de mii de kilometric distantd Internetul a schimbat si schimbd modul in care
oamenii socializeaza, lucreaza si isi petrec timpul liber, majoritatea dintre noi luand in calcul aspectele
pozitive ale acestei resurse.

Noua generatie de copii utilizeaza Internetul pentru resursele pe care le pune la dispozitie pentru
a-si face teme, proiecte, referate, pentru a-si largi sfera cunostintelor, pentru a afla Intamplari si
evenimente din intreaga lume si de asemenea pentru a intra in contact cu tot mai multe persoane de
diferite etnii, religii, culturi oferindu-le sansa de a cunoaste si a lega prietenii cu oameni diferitilor. Unii
cercetatori, in urma studiilor facute, au ajuns la concluzia ca Internetul stimuleaza dezvoltarea cognitiva si
psihosociald, jocurile pe calculator imbunatatesc orientarea vizual-spatiald, timpul de reactie si atentia si
prin utilizarea frecventd a motoarelor de cautare, copiii devin capabili sd se orienteze sd gaseasca
informatiile, nu sd le memoreze, dezvoltandu-si astfel gandirea critic si capacitatea de a rezolva diverse

probleme. Din aceasta perspectiva poate fi benefic si considerat util individului, dar poate fi privit si ca o
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sabie cu doud tdisuri, pentru cd orice avantaj poate deveni si dezavantaj, iar efectele Internetului asupra
copiilor se identifica in functie de modul, de scopul si de timpul de folosire.

Daca am prezentat o laturd pozitiva a utilizarii noilor tehnologii, exista totusi si aspecte negative,
astfel ca multitudinea informatiilor determind copiii sd-si petreacd un timp mai indelungat in fata
calculatorului, unii dintre ei ajungand sa-si neglijeze temele, s nu mai fie interesati de scoala, sa
absenteze mult sau chiar sa abandoneze scoald. De asemenea, prin intermediul retelelor de socializare
copilul poate intra in contact cu diferite persoane cu intentii ascunse, mesaje cu continut sexual, agresiv,
amenintator, abuziv si pot fi manipulati usor, devenind potentiald victimad ale pedofililor, agresorilor,
traficantilor de carne vie sau de droguri. Avand in vedere aceste aspect putem spune ca Internetul
reprezinta o resursa important dar si un pericol pentru copilul care are acces nelimitat la mediul online,
acesta devenind vulnerabil. Utilizarea din ce Tn ce mai mult a Internetului pentru jocuri §i comunicarea
prin intermediul retelelor de socializare, influenteaza capacitatea de a vorbi fatd in fatd cu o persoana,
multi dintre ei devin sedentari, predispusi la riscuri mari de obezitate, cu accese de agresivitate, si
tulburari de atentie, cu un nivel scazut al stimei de sine si posibile probleme de adaptare sociala. In
acestcaz, Internetul poate avea impact negative asupra dezvoltarii cognitive, emotionale si sociale,
contribuind la stres, izolare, singuratate, simptome de neadaptare, afectind comportamentul si starea de
sanatate fizica si psihicd. Asadar, studiile empirice aratd ca folosirea frecventa, in exces, a Internetului
poate fi daunatoare in conditiile in care tehnologia controleaza omul si nu omul, tehnologia.

In acest context familia si scoala au o mare responsabilitate in prevenirea riscurilor pentru ca
utilizatorii Internetului, atat copiii cat si adolescentii, sd nu devina blazati, individualisti, intoleranti si
dependenti de comunicarea virtuala. Cadrelor didactice si didactice auxiliare le revine rolul de a-i
indruma, orienta, ajutas a se dezvolte armonios, ferindu-i de pericolele lumii in care tehnologia si stiinta
progreseaza rapid, prin stabilirea unor relatii bazate pe comunicare si incredere, oferindu-le alternative de
petrecerea timpului liber, pentru a-I determinasa se bucure din plin de cea mai frumoasa perioada din
viata lor: copildria si adolescenta. Astfelcd, in mediul scolar, se contureazd tot mai mult promovarea
tehnicilor de lucru creative, 0 preocupare reald de realizarea unei punti de legaturd intre activitatea
instructiv-educativa si activitatile extracurriculare, o complementaritate intre formal si nonformal. Exista
0 preocupare pentru imbinarea armonioasa a metodelor clasice cu cele moderne, in vederea crearii unui
invatamant care sd-1 invete pe elev sa invete, pregatindu-l pentru invétarea pe tot parcursul vietii.

Pentru generatia “touch-screen”, educatia trebuie sia contribuie la formarea si dezvoltarea
deprinderilor de comunicare si relationare, la dezvoltarea gandirii critice si logice, a competentelor
elementare 1n stiinte si tehnologie, conducand la dezvoltarea spiritului de initiativd si de asumare a
responsabilitatilor, la dezvoltarea imaginatiei si crearea unor stari si trairi afective pozitive.

De aceea activitatile extracurriculare desfasurate in cadrul Colegiului Tehnic “Marcel Guguianu” au

ca obiectiv dezvoltarea capacitatilor organizatorice, capacitatilor de autogestiune, de management al
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timpului, de luare a deciziilor, de prelucrare si utilizare contextuald a unor informatii. La aceste activitati
elevilor li ofera posibilitatea sd se simtd importanti, sd se manifeste liber, sd-si descopere talentele, sa-si
satisfaca dorintele, curiozitatile si nevoia de explorare, investigare si creativitate.

De asemenea prin proiectele implementate sau in curs de implementare se urmareste gasirea
metodelor prin care elevii sd-si descopere sau sd-si Tmbunatateasca capacitatea de a identifica si de a
rezolva probleme, de a initia si intretine relatii personale, de a fi acceptati si de a se integra in grupuri, de
a actiona eficient ca membri ai unei echipe. Important este sd li se deschida calea spre nou, spre
schimbare, proiectele reprezentind o modalitate benefica si necesara de a socialize si de a comunica,
formandu-i pentru viata in comunitate §i pentru comunitate. Pentru a schimba paradigma conform careia
“adolescentii percep tehnologia ca pe ceva obligatoriu, iar smartphone-ul reprezinta un facilitator al unui
stil de viata si un indicator de status”, trebuie ca potentialul fiecarui elev sa fie valorificat, iar educatia sa
fie adecvata astfel Incat sa poata oferi raspunsuri pentru nevoile unor elevi reali, ce traiesc o viata reala,
intr-o societate reala.

Resurse on-line:
- http://ziarullumina.ro/tinerii-sunt-tot-mai-dependenti-de-comunicarea-virtuala-34290.html
(accesatpe data de 17.07.2018, ora 15,20)
- https://www.hotnews.ro/stiri-esential-20343809-cum-invata-generatia-touch-screen-studiu-
despre-modelele-interesele-elevilor-din-romania-dar-despre-muzica-filmele-care-
prefera.htm(accesat pe data de 17.07.2018, ora 15,40)
- http://www.gds.ro/Actualitate/2015-08-10/studiu-despre-modelele-si-interesele-elevilor-

din-romania-cum-invata-generatia-touchscreen/(accesatpe data de 17.07.2018, ora 16,20)
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