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This section of the map is dedicated to the first lesson and is used as a 
background on Scratch.
Botti encounters a workplace where only men are employed. This first 
lesson encourages discussion on the barriers and biases that exist in 
professional environments and at the same time focuses on the differ-
ent forms of energy.

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 screenshots n. 1, 2a and 2b 
refer to the code blocks related 
to the “Arrow1” sprite

The screenshot n. 3 refers to
the code blocks related to
the “Dali1” sprite

The screenshot n. 4 refers to
the code blocks related to
the “Dali2” sprite

The screenshot n. 5 refers to
the code blocks related to
the “Dali3” sprite

The screenshot n. 6 refers to
the code blocks related to
the “Dali4” sprite

The screenshot n. 7 refers to
the code blocks related to
the “Lisa1” sprite

Activities description

1

Searching for fuel1

2a

0

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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2bThe screenshot n. 8 refers to
the code blocks related to
the “Lisa2” sprite

The screenshot n. 9 refers to
the code blocks related to
the “Lisa3” sprite

The screenshot n. 10 refers to
the code blocks related to
the “Lisa4” sprite

The screenshot n. 11 refers to
the code blocks related to
the “Miguel1” sprite

The screenshot n. 12 refers to
the code blocks related to
the “Miguel2” sprite

The screenshot n. 13 refers to
the code blocks related to
the “Miguel3” sprite

The screenshot n. 14 refers to
the code blocks related to
the “Miguel4” sprite
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LESSON
2

THE WATER MISSED
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This section of the map is dedicated to the second lesson and is used as 
a background on Scratch.
In the second lesson children will understand the composition of wa-
ter and be introduced to the concept of the atom; they will also explore 
societal pressures regarding appearance and the need to foster body 
positivity and acceptance of diverse identities.

Section of the map
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The screenshots n. 1a and 1b  
refer to the code blocks
related to the “Arrow1” sprite

Activities description 1a

The water missed2

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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LESSON

EXTRAORDINARY
MUSEUM
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This section of the map is dedicated to the third lesson and is used as a 
background on Scratch.
While visiting a museum, Botti discovers that artistic expression tran-
scends gender. This third lesson highlights the right of every individual to 
freely express themselves and proposes rearranging pieces of famous 
works of art with a coding activity.

Section of the map
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The screenshot n. 1 refers to
the code blocks related to
the “Arrow1” sprite

The screenshot n. 2 refers to
the code blocks related to
the “Dali1” sprite

The screenshot n. 3 refers to
the code blocks related to
the “Dali2” sprite

The screenshot n. 4 refers to
the code blocks related to
the “Dali3” sprite

The screenshot n. 5 refers to
the code blocks related to
the “Dali4” sprite

The screenshot n. 6 refers to
the code blocks related to
the “Lisa1” sprite

The screenshot n. 7 refers to
the code blocks related to
the “Lisa2” sprite

Activities description 1

Extraordinary museum3

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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The screenshot n. 8 refers to
the code blocks related to
the “Lisa3” sprite

The screenshot n. 9 refers to
the code blocks related to
the “Lisa4” sprite

The screenshot n. 10 refers to
the code blocks related to
the “Miguel1” sprite

The screenshot n. 11 refers to
the code blocks related to
the “Miguel2” sprite

The screenshot n. 12 refers to
the code blocks related to
the “Miguel3” sprite

The screenshot n. 13 refers to
the code blocks related to
the “Miguel4” sprite
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4
LESSON

THE COMEBACK
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This section of the map is dedicated to the fourth lesson and is used as 
a background on Scratch.
This fourth lesson addresses the historical gender stereotypes in science, 
technology, engineering and mathematics (STEM) fields, and emphasiz-
es the progress made towards gender inclusivity in these areas.

Section of the map
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The screenshots n. 1a and 1b 
refer to the code blocks
related to the “Arrow1” sprite

The screenshot n. 2 refers to
the code blocks related to
the “Dali1” sprite

The screenshot n. 3 refers to
the code blocks related to
the “Dali2” sprite

The screenshot n. 4 refers to
the code blocks related to
the “Dali3” sprite

The screenshot n. 5 refers to
the code blocks related to
the “Dali4” sprite

The screenshot n. 6 refers to
the code blocks related to
the “Lisa1” sprite

The screenshot n. 7 refers to
the code blocks related to
the “Lisa2” sprite

Activity description 1a

4 The comeback

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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1bThe screenshot n. 8 refers to
the code blocks related to
the “Lisa3” sprite

The screenshot n. 9 refers to
the code blocks related to
the “Lisa4” sprite

The screenshot n. 10 refers to
the code blocks related to
the “Miguel1” sprite

The screenshot n. 11 refers to
the code blocks related to
the “Miguel2” sprite

The screenshot n. 12 refers to
the code blocks related to
the “Miguel3” sprite

The screenshot n. 13 refers to
the code blocks related to
the “Miguel4” 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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