Strategic Partnership “Developing Key Competences through Drama”
STUDENTS QUESTIONNAIRE
SUMMARY

The ques(onnaire was ﬁlled by 128 students from the 8th
and the 9th grade of Escola Secundária de Rocha
Peixoto, Póvoa de Varzim, Portugal. All the students
are in the range of 14 years old. The sample
consisted of 54 girls (42%) and 74 boys (58%).
There’s a reason why we have chosen a sample of
14 -year- old students .
Our school, in its Educa(ve Project, focuses the
transversal competences of our students which
began to be worked since the 7th grade. In the 10th
11th and 12th grade (high school) and in voca(onal
courses students are supposed to have already
internalized this school’s culture.
In the evalua(on of the diﬀerent subjects 90% is for academic behavior and 10% for a
component called “Par(cipa(on, Interest, AZtudes and Values”, according to a chart approved
by the School’s Pedagogical Council.
That’s why we think this project is important for the younger ones.

DRAMA TECHNIQUES
1. Have you ever role-played anything in class?
More than a half of the students have had a very li^le contact or experienced role-play in class
or even nothing at all.
About 20% had already got in touch with role-play in class many (mes and other 20% a few
(mes.
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2. Role-play helps you understand the topic of the
lessons beNer.
Apparently, contrary to what happened in the ﬁrst
ques(on, 47% of students think role-play helps
very much to understand and acquire
competences and 32% par(ally agree with this
statement. Only 21% see no advantage in using
role-play techniques.
Only two reﬂec(ons trying to understand these
results: on the one hand the students come to
the 7th grade from other four diﬀerent schools in
the municipality with diﬀerent experiences and
methods and on the other hand many of them have
already a^ended performances of our Drama’s clubs.

3. When you think of role-play (drama techniques) in class which 3 ideas come to
your mind?
About 24% of the students are unable to express any idea linked with drama techniques. There
are also 6% with a nega(ve idea about using these techniques. However, almost 60% of the
students were able to express posi(ve ideas about role-play ac(ng, such as: ac(on, actors,
anima(on, aZtude, audience, be^er teaching, characters, commitment, communica(on,
comedy, comprehension, concentra(on, conﬁdent, cool, crea(ve, cry, culture, dance, diﬀerent,
drama(sa(on, educa(ve, emo(ons, enjoyable, enthusiasm, euphemism, evolu(on,
excitement, experience, funny, group work, happy, hate, helpful, history, improvisa(on,
innova(on, interac(on, interes(ng, joy, knowledge, laugh, learning, liberty, linguis(c skills,
love, mind, mo(va(on, new techniques, nice, opportunity, originality, performance, pretend,
reading, roles, sadness, sarcasm, scenery, show, simplicity, stage, story, theatre, understanding,
wisdom, writers.
It’s really amazing the thick bunch of ideas the young students were able to express when
thinking about drama techniques.

KEY COMPETENCIES

1. Team work is beNer than individual work when
it comes to learning new things.
About 76% of the students recognize the main role
of team work in the learning process, while 10%
think team work is not important. 14% of the
students don’t favor any of the processes.

2. While doing group or team work which
role/roles do you generally assume/like?
About 30% of the students did not understand the
ques(on or don’t have an idea about their role in a
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team work. It’s possible this problem exists because they are very young and s(ll building their
personality.
About the other 70% they have chosen eight diﬀerent roles, being the more representa(ve the
role of peer:
Crea(ve
8,9%
ICT Expert
6,7%
Informa(on Searcher
3,3%
Leader
17,8%
Peer
50,0%
Secretary
6,7%
Spokesman
3,3%
Work Dynamizer
3,3%

3. When you think of your gadgets (digital competences) which do you consider most
helpful to learn new things: Xck and explain why brieﬂy:
The smart-phone is considered the most helpful gadget, followed by the PC and the tablet.
Only 22,7% of the students consider that the diﬀerent gadgets referred (2 or 3) are equally
helpful.
With the portable digital gadgets the students have easy access and search, fast informa(on,
simplicity of means and be^er work organiza(on.

4. Have you ever been involved in your city life
(volunteer work, social work)?
Only 23% of the students have been already involved
in volunteer and social work in the city and school
life (religious communi(es, nursing homes for oldage people, scouts, helping ﬁre department, food
collec(ng, accompanying colleagues with special
needs and so on).
Perhaps our students are too young and families’
dependents to have a bigger involvement in city life.

5. Have you belonged/Do you belong to a club/
associaXon/arXsXc endeavor?
The par(cipa(on of our students in clubs,
associa(ons and sports and ar(s(c ac(vi(es is
be^er than in volunteer and social work, being
around 31%.

6. If yes, please name it/them and your role
there. (Cultural competences)

drama

Most of these students par(cipate in sport ac(vi(es
being players in diﬀerent modali(es. There are also
some of them dancing, playing music and belonging to the
club.
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