%,

¢offarde + Childrert

~
a

Leonardo 4 Children Academy 2024-25
Project nr. 23PCE0003 — Erasmus+

Case study

* X %
* *
* *
* *

* 4k

Co-funded by the
European Union

Disclaimer:

«Financed by the Enropean Union. The views and opinions expressed do not commit other than
the anthors and do not reflect necessarily those of the European Union or of the Agency
AEF-Europe (Belginm).

Neither the European Union nor the authority in charge of the Erasmus grant can be held
responsible.»

Authors of the example

School: American Academy Prague in collaboration with Square and Beehive School
Teachers: Victoria Emciuc, Mufioz Conreras, Antonio Manuel, Dan Penton, Wesley Vinay, Maria Martin,
Karolina Vyskocilova, Eliska Sustova, Jei Terrones

Contact details (optional): victoria.emciuc@americanacademy.com

Title

BAS

Target participants

Students aged 6-12
Teenagers aged 13-18




Discipline

Disciplines involved: Environmental Science, ICT, Art, Social Studies

Expected role of Art & Science: Art was used in the design and promotion of the BAS app, including
logo design and user interface.

Science guided the environmental content and sustainability practices embedded in the app features.

Link with Climate and/or Equality topic

The BAS app promotes climate awareness and sustainability by encouraging small, daily changes in
behavior that contribute to protecting nature. Students were empowered to take responsibility, share
knowledge, and influence their peers, promoting environmental equality and inclusion.

Teaching resources

Information: Environmental facts, sustainability data, local climate issues
Material: Laptops, tablets, printed materials for workshops, whiteboards, app design tools.
Tools:App development software (e.g., Thunkable, Scratch, or similar), video editing tools, Canva

Time required

Preparation: 810 hours (planning, research, app design basics, coordination with schools)
Execution: 10-15 hours (app creation, peer workshops, filming presentations, implementation in local
schools)

Description of the activity

Students collaborated to create an environmental sustainability app called BAS (Big Action through Small
Steps). The idea originated in elementary school classrooms and expanded to high school, promoting a
vertical learning experience. Students researched environmental problems, designed an app that helps users
track and improve eco-friendly behaviors, and hosted workshops in local schools to engage younger
children. They created a visual identity, educational materials, and two promotional videos: a presentation
and an app demonstration. The project emphasized digital creativity, ecological responsibility, and peer
education.




Impact of the activity on the competences of participating students

Competence Description of the expected Expected impact
impact (high-medium-low)
Knowledge: Students developed a deep High

understanding of environmental
challenges and sustainable living,

Art & Science skills: They applied app development High
(science/tech) and design/branding
(art) to create an educational
product.

Social skills: Collaboration across age groups, High
leading peer workshops, and
community engagement enhanced
teamwork.

Emotional skills: Students developed confidence, High
empathy, and a sense of
responsibility toward the planet.

Communication skills: | Public speaking, presenting to High
younger students, and creating
educational content built strong
communication.

Attitudes: Shift toward eco-conscious High
behavior and motivation to act as
change-makers in their community.

Conclusions and recommendations for future application

This project proved that student-led, cross-age collaboration can produce meaningful, community-wide
impact. Starting in primary school and extending to high school encouraged long-term engagement with
the topic. We recommend replicating this model in other schools, encouraging app-based solutions tied to
real-world problems. Combining art, science, and technology allowed students to explore their potential as
innovators and leaders. Sustainability and digital literacy can go hand-in-hand with meaningful educational
outcomes.




Audio-visual material

Please develop audio-visual material and a 1°-5 tutorial to be shared on Internet and social media (eg
YouTube videos, reels etc).

The video is in the doc.




