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5th A grade, coordinating teacher - Elena Dodiş

Sea Life Carnival mobilized many students, parents and teachers. This activity
emphasized the creativity and ingenuity of costumes made of recyclable
materials and natural sea elements.

2nd B, coordinator, prof. Georgeta Badea

For a more natural note, the children enjoyed a
themed decor suggesting sea waves.

CPB, coordinator, prof. Lidia Volintiru

Students and teachers created educational games entitled “Countries, Towns, Seas”
depending on the age particularities and their skills to be acquired. They may be used
as attractive learning resources for various subjects such as English, Geography, Maths,
History.
4th A grade,
coordinating
teachers
Sorina Eftimi &
Mariana Mocanu

Preparation of a math
collection ”Deep…Math”, a
real challenge for the 4th A
students. The activity
intended to create exercises
and games (maze, riddles,
odd items, logic) in order to
identify sea life aspects.

QUIZ
contest.onceuponatime-thesea.ro

Answer correctly to the all questions to get the hidden image.
1. Enter the player’s name and press the "Name" button
2. The game contains a hidden image under 12 pieces of puzzle.
3. Click on a puzzle piece. A question with 3 answer options will be displayed. Choose
the answer you think is correct.
Repeat the action until the last piece of puzzle.
4. If your answer is correct, the puzzle piece will be colored, if your answer is wrong, the
piece will be blurred.
5. If you have completed all 12 questions, a link to the image obtained will be generated.
6. Comment in this post with the image obtained, by entering the link address.

PLAYING CARDS

A game monitor has a pack of 52 cards, each worth 10 points. Players are invited one at a time to
choose a number, to listen and to answer a question. As they will be required, each player will
tick the numbers on a piece of paper. Participants, who know the answer, will receive the cards.
If a player does not answer correctly, the question will be addressed to the group. The card will
be given to the one whose answer was right. Removing one of the four Jokers is a bonus of
10 points without any questions answered. The winner will be the participant with the highest
number of cards, which means that he has the best thematic knowledge about the 4 European
countries.

Review of the activities and outcomes
in September – December 2018 and
selection of participants to the LTT
activities organized in the partner
school from Igualada, Spain (5-8 March
2019), according to the Selection Rules
approved by the Project Team.

LTT participants (Students) – Igualada, Spain (C1)
Andreea Badea - 7 A, Alexia Ilie - 7 A
Mario Lungu - 7 C, Amalia Mafteiu - 7 B
Ioana Motoc- 8 A, Alexandru Neagu - 7 B
Letiția Panait - 8 A, Sebastian Sbarcea - 7 C
Teachers:
Prof. Emilia Ciocan
Informatician, Paula Andreea Petre

LTT participants (Teachers) – Igualada, Spain (C2)
Mihaela Deli-Iorga
Elena Dodiş
Viorica Ene
Raluca Marcov

