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This section of the map is dedicated to the first lesson and is used as a 
background on Scratch.
With Robbie, an aspiring guide inside the Junky Park museum, in the first les-
son students will identify key principles of the 7Rs of sustainable consump-
tion, understanding the importance of reducing superfluous purchases.

Section of the map
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The screenshot n. 0 shows
the “Backdrops” code blocks of
the four lessons loaded in the 
Stage section 

The screenshot n. 1 refers to
the code blocks related to
the “Bowtie” sprite

The screenshot n. 2 refers to
the code blocks related to
the “Glasses” sprite

The screenshot n. 3 refers to
the code blocks related to
the “Microphone” sprite

The screenshots n. 4 refers to 
the code blocks related to
the “Robot” sprite

The screenshot n. 5 refers to
the code blocks related to
the “Shoes” sprite

The screenshot n. 6 refers to
the code blocks related to
the “Sin titulo-1” sprite
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Refuse and Reduce1

Activities description

DISCLAIMER:
The screenshots refer to the code 
for each sprite, in alphabetical 
order, and not to the individual 
activities. These sprites can inter-
act with each other within the 
lesson.
The division of the codes into the 
four lessons is only explanatory. 
The Mat coding file is unique and 
contains all the code blocks of 
the four lessons necessary for the 
operation of the program, always 
associated with the single Sprite.
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This section of the map is dedicated to the third lesson and is used as a 
background on Scratch.
In the second lesson children will learn the importance of Reuse as a key 
principle of the 7Rs, recognizing how giving new life to items extends their 
usefulness and reduces waste.

Section of the map
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The screenshot n. 1 refers to
the code blocks related to
the “Bowtie” sprite

The screenshot n. 2 refers to
the code blocks related to
the “Glasses” sprite

The screenshot n. 3 refers to
the code blocks related to 
the “Microphone” sprite

The screenshots n. 4a, 4b and 
4c refer to the code blocks
related to the “Robot” sprite

The screenshot n. 5 refers to
the code blocks related to
the “Shoes” sprite

The screenshot n. 6  refers to
the code blocks related to
the “Sin titulo-1” sprite

Activities description

Reuse2
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4aDISCLAIMER:
The screenshots refer to the code 
for each sprite, in alphabetical 
order, and not to the individual 
activities. These sprites can inter-
act with each other within the 
lesson.
The division of the codes into the 
four lessons is only explanatory. 
The Mat coding file is unique and 
contains all the code blocks of 
the four lessons necessary for the 
operation of the program, always 
associated with the single Sprite.
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This section of the map is dedicated to the third lesson and is used as a 
background on Scratch.
In the third lesson Children will learn that Repurpose means transforming 
items or waste that cannot be refused, reduced, or reused into some-
thing new and useful, helping to minimize their environmental impact. 

Section of the map
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The screenshot n. 1 refers to
the code blocks related to
the “Bowtie” sprite

The screenshot n. 2 refers to
the code blocks related to
the “Glasses” sprite

The screenshot n. 3 refers to 
the code blocks related to
the “Microphone” sprite

The screenshots n. 4a and 4b 
refer to the code blocks related 
to the “Robot” sprite

The screenshot n. 5 refers to
the code blocks related to
the “Shoes” sprite

The screenshot n. 6 refers to
the code blocks related to
the “Sin titulo-1” sprite

Activities description

Repurpose3
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DISCLAIMER:
The screenshots refer to the code 
for each sprite, in alphabetical 
order, and not to the individual 
activities. These sprites can inter-
act with each other within the 
lesson.
The division of the codes into the 
four lessons is only explanatory. 
The Mat coding file is unique and 
contains all the code blocks of 
the four lessons necessary for the 
operation of the program, always 
associated with the single Sprite.
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RECYCLING
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This section of the map is dedicated to the fourth lesson and is used as 
a background on Scratch.
In the final lesson students will understand how recycling helps reduce 
landfill waste, save energy, and minimize pollution, making it a critical 
part of protecting the environment.

Section of the map
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The screenshot n. 1 refers to
the code blocks related to
the “Bowtie” sprite

The screenshot n. 2 refers to
the code blocks related to
the “Glasses” sprite

The screenshot n. 3 refers to
the code blocks related to
the “Microphone” sprite

The screenshots n. 4a and 4b
refer to the code blocks
related to the “Robot” sprite

The screenshot n. 5 refers to
the code blocks related to
the “Shoes” sprite

The screenshot n. 6 refers to
the code blocks related to
the “Sin titulo-1” sprite

Activities description

4 Recycling
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DISCLAIMER:
The screenshots refer to the code 
for each sprite, in alphabetical 
order, and not to the individual 
activities. These sprites can inter-
act with each other within the 
lesson.
The division of the codes into the 
four lessons is only explanatory. 
The Mat coding file is unique and 
contains all the code blocks of 
the four lessons necessary for the 
operation of the program, always 
associated with the single Sprite.
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ITALY
The CISL Scuola (Confederazio-
ne Italiana Sindacati Lavoratori 
- Scuola) is the union of the staff 
of primary and nursery schools, 
secondary schools and voca-
tional training of the CISL. It was 
founded in 1997 by the union of 
SINASCEL (National Union Ele-
mentary School) and SISM (Ita-
lian Union of Middle School).

ITALY
Sapienza University of Rome, 
(Department of Planning, Desi-
gn, Technology of Architecture).
Sapienza was founded by Pope 
Boniface VIII in 1303. It’s one of 
the oldest universities in the 
world and the second largest 
University in EU, with 11 faculties, 
63 departments, 111.000 students 
and more than 4.700 professors.

ITALY
Pixel is an education and trai-
ning institution based in Floren-
ce (Italy). Pixel was founded in 
1999. Pixel’s mission is to promo-
te an innovative approach to 
education, training and culture, 
this is done mostly by trying to 
exploit the best potential of ICT 
for education and training.

PORTUGAL
The Agrupamento de Escolas 
Miguel Torga is a school located 
in Bragança, Portugal, an inland 
city of the country. The school 
consists of three buildings, two 
for preschool and elementary 
school and one for secondary 
and high school. There are 88 
teachers, 2 psychologists and 
also a speech therapist.

Main partners

All partners

BULGARIA
Zinev Art Technologies Ltd. is 
a company developing, imple-
menting and managing Euro-
pean projects and providing 
consultations in the spheres 
of culture, art, Internet-based 
activities and education, VET, 
e-learning and school educa-
tion development, as well as 
regional development.

SPAIN
Esciencia is an SME based in 
Zaragoza established in 2006 
as a spin-off of the University 
of Zaragoza. Esciencia Eventos 
Científicos S.L. is dedicated to 
the management and organi-
zation of science dissemination 
projects. The company offers 
both consulting services and the 
design of educational programs.

ROMANIA
EuroEd Primary School includes 
a Kindergarten and a primary 
school. Both are accredited by 
the Romanian Ministry of Educa-
tion. It promotes the EU dimen-
sion of education and it also 
encourages multiculturalism 
and multilingualism by providing 
education to children of different 
nationalities or ethnic groups.
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