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T0 STRRT....
L PRISCIO KIT

LOOKING FOR OUR
POWERS. ..

To create an invention, you need all
that blends in the head, but alse
many materials to mess up, experi-
ment, and build.

What shall we do? We make Il Priscio
kit: a box with materials and tools
that you will need to find inspiration
and complete the activities along the
way.

Each of you has unique and special
powers that you can use for change
and improve what you surround:
what are yours?

What shall we do? We realize our
avatars to discover all the powers
that we have and can use to

change the world.

)

‘1
)

How do we make it?

Search and gather around creative
and reuse material: interesting
forms, fanciful decorations, ub{e:h
of dl'fférén_f colors and materials,
natural elements, and components
of broken games. Think of all that
you can fransform: build, cut, glue,
paint, color, roll, wrml:le;‘rub and
make you want to create,

Put all these abjects in one box (or
if you don't have one, what are you
waiting for? Build it yourself!)

4

Il Priscio Kit is
ready! Keep it

How do we make it?
Team vp/ pair up with a friend (this
friend can be both a boy or a girl).

Think of all his/her powers in
everyday life, and that can use to
change the world: think what he/she
likes ta do for others, to his/her
passions, to the things he/she knows
to do very well, quite well, well

If you really don't know them, talk
to her or h|1'n and ask h|rnfhEr fo
tell you!

Take Il Priscio Kitt

Build an avatar that represents your
friend with all his/her powers.

han.dy, and every time you see this
icon on the ca
the activity.

, use it to complete

When you finished creating, place
f} f-au_r avatar along the starfing
ine.

AR



AVATAR ON THE STAR-
TING LINE

| DONT LIKE IT) 1T'S NoT
RIGHT) 1 DON'T STAND FOK IT

What shall we do? We tell avatar
powers and collect them on
power cards.

What shall we do? We draw the

moment you saw, heard or felt
something negative that you
wanted to change around you.

How do we make it?

Once on the starting line, in turn,
tell what powers has your friend
through the avatar you created.

Do you think the avatar looks like
him/her? Do you believe there are
other powers that he/she has? Ask
and speak yourselves after each
presentation.

Now, take the
POWER CARDS and
write down all the
F:wars you have
und, one for a

How do we make it?

Close your eyes and think that
fime you saw or experienced a
situation that did not like, that
seemed unfair to you and in which
you wanted to say: "That's
enough! I don't want it; I want fo
change it!"

Now take pencils and colors and
draw everything you remember of
that moment... where you were,
what happened, who was there,
what you did...

give voice to your drawings and
j,ru-ur thoughts n'r change, j ]ump to
the next box to organize a real
debate/discussion

—

card!

After telling, discus- || .
sing, and writing on 1o Wain
t:anrlg;ls all the powers i
of all the avatars, you

must keep the cards in i

box 11. |
They will be used to \
create many ideas that
start just from your- /
selves! . /
"'h.i -_— - o
it /
N
/

i



THE WHEEL OF DRAWING!
AND THE DEBAT

What shall we do? We organize
the debate, and we take all the
tools needed: the wheel of
drawings and the debate-cube

What shall we do? The debate:
let’s talk together about negative
stuff that you have noticed, your
point of view, the reason why they
make you worried and the reason
why they interest you, to get a list
of all the things you want to
change.

How do we make it?
To realize the wheel of drawings...

Collect the drawings you have just
made and put them in a circle on the
table (or on the ground). Warning: if
you nofice similar drawings that tell
the same problem, put them close.

Now we need an object to make
rotate in the center of the circle to
indicate to whom it is up to feel the
own voice. Search in the Priscio kit
something that can work (like a
bottle) or build one yourself

Please place it in the center of the
circle: the carousel of the drawings
is ready to be used!

How do we make it?

Take your place

around the wheel of
drawings and spin the
object in the center @ &

of the wheel to

choose the drawing %%é
_ ol o

have a history related

to the same fopic?

with which start the
debate.

Come forward and tell -
it.

At this point which
has realized the

drawing chosen, tells
his story and decides

the topic you will
speak. Do you also

q build the cube

To realize the debate-cube...

Cut out the shape and

Glue the stickers on each
face: your debate-cube is
ready!

Who told the history

launches the .@
debate-cube towards
one person of the
people in the circle.

The person closest to
the cube reads the
uestion on the top ® ..

ace and responds with

a story. Then throws ; @
the cube to the next

person in the circle

When everyone has
expressed its opinion,
circulate by new the @ &

wheel to choose a new
topic and start over! %g




THE LIST OF THINGS |

NANT TO CHANGE

ot
BINOCULA

What shall we do? Create a list
of the things you want to
change, starting from the one
more important and from the one
you feel closer to you.

Te start changing things that you
wrote on that list, you have to
explore and discover the wrong
things around you, in your neigh-
borhood, in your city, where you
see them in everyday life.

What shall we do? We prepare
the tools needed to explore with
the senses where you see, try,
listen to the things you want to
change:

How do we make it?

What are the things

which you want to

change that you

have discovered

during the debate?

Write or draw them

all on CHANGE

CARDS. '

Now, put them on
the LIST OF THINGS
1 WANT TO CHANGE
and reorder them
according to those
that you make you
want to change and
feel closer to you

How do we make it?
Recover Il Priscio kit:
the kit of creative

materials that makes
you want to change
things around you.

Build your personalized version of
binoculars.

Remember fthat it will help you fo
see the things that are not wor-

king, then it will have a negative
lens. Add all the details that can

give him this function.

Think that while you use the bino-
culars, you will be outside and you
will see so many things that don't

Mow you are ready to explore
them more closely, jump to the
3 next box!

work, so prepare a tablet with
sheets where you can take notes
during the route/way.



THE MAP OF WRONG
THINGS

Now that you have your tools,
you are ready to go for the walk
mission, let’s go!

What shall we do? We observe,
and we experience the reality
that we surround fo find the
things that we want to change,
that we do not like, that annoy
US54as

Welcome back, explorers! With
all the information you have
captured, it's time to map all
things that you noticed.

What shall we do? We realize a
map of problems you have
observed during the walk

How do we make it?

How do we make i+?

s,
Please take a look at {' ‘l
the list of things that |= -
we want o change and i
choose one of those that

you wanf fo explore

during the walk.

Decide together where the
exploration will take place
and don't forget fo bring
with you the
binoculars and other
instruments that you hav
prepared.

Once there, start exploring using
the negative lens of binoculars
ko carefully observe all things

Recover Il Prisci
kit.

Delimit fdefine on the

floor or on a table one quite large
spaca: you can do it with a very
large sheet, with cardboard, or
simply with duct tape/adhesive
tape.

Mow, remember what you saw,
experienced during the walk,
reread the notes, look at what you
have gatherad/collected, and tell

each ofher.

Represent every problem that you
have discovered on the map: you
can represent it with the objects

that den't work, that you don't
like, that annoy you, and you
would like to change.

Remember to take note of all that
l\ you discover and that you would

like to change: you can take
notes, make small drawings or
even collect objects representing
the problem.

r) When you have found enough

things to change, conclude/end
the walk, and preserve all the

material collected. It needs to
jump fo the next box.

"

you have collected,

recreate in 3D what -
you have seen, I r
draw it... :

\‘) When you have finished your

creation and are sure that none
of the elements you saw are
missing, look at the map from
above... do you want to change
something? Jump to the next
box!

I3

S
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| SOLVE IT WITH
MY PONERS)

THE
INVENTION

What shall we do? We create
ideas to solve one or more pro-
blems in the map using your
powers.

What shall we do? We transform
the ideas you had in something
that you can create and touch

1

!

How do we make it?

Take *I solve with my
owers” card and put it
in the center to see it.

Please choose from the
map of problems, what
stimulates more your |
creativity and put it to 4
the right place in question /
on the card.

Recover the power cards, I

choose one and place it in

ﬁ .
LI Y

—~J

the question.

How do we make it?

Choose the ideas that you
make you want to realize
more: for example, you ca
vote for the ideas and
choose the most voted or ’ O
put together more ideas.

Take Il Priscio kit! ﬁ

Think a bit about how you
can make them real and
start turning ideas into
concrete things, in 3D
objects

After completing your
inventions, reflect: "Can

Read the question aloud, "If we
use our power... fo change ..)
what can we invent as children?"

Release/free your imagination,
create as many solutions as
possible and draw them each on
a post-it note

When you have finished your
ideas, try to choose another
power card, replace it, or add it
to what there was already. Do
you have any new ideas? Draw
them!

With all these ideas, you are
ready to build! Go fo the next
box!

you show them to the adults out
there? But Eiﬁ:l:iau}' how do you
feel to have designed sﬂmathmg
which can change the world?"

-~



Now that you've built your ideas,
it's time to capture the adults’
attention and send them a signal
of the change you want to
achieve! But adults pay attention
only to serious stuff so...

What shall we do? Something
serious! We create work in
progress road signs fo show to
adults our ideas and that we are
working to achieve them.

We have the ideas, the inventions,
the signals, we can pull out the
courage. Come on, let's go!

What shall we do? We place the
signals where we want to see
realized our ideas of change.
How do we make it?

1

How do we make it?

Collect all the inventions that
you have created and the ideas
that you came to mind. Which
ideas do you wanf to share with
adults? What message do you
want to send them?

Choose the signal shapes that
reprasent the most the message
you want to send, personalize
your signal, and color it like the
ones you see when you're in the
car with mom and dad.

Then represent on it your idea or
invention (you can paste the one
you have already made or create

Do you remember where you saw
the things that don't work? Take
a look at the map of the wrong
things.

Choose where you want to place
the signals, where you noticed
wrong things, or maybe where
you desire your ideas or inven-
tions are realised.

Take the signs and leave for this
new mission! Fix them and make
Sura H‘tey ara clearlhr visible to

those who pass.

After fixing them, stop observing
the passers-by, explain to them
your ideas, and not be discoura-

a new one)

Add the message you want to send
to adults... don't forget to add
your names, inventors of change!

When the signals are ready, skip fo
the next box.

- 315"!h=_ﬂﬂl.“ |

[ | |

ged if they don't understand
them 1mmediately, the adults
need time to ungers’fand.

When you go away, leave signals
where you put them! They will
continue to give voice to your
ideas!
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CHANGE CARDS

QHRNGE (ARD CHANGE CARD | |
D | )
CHANGE CARD (HI\NGE (ARD

CHANGE CARD CHANGE CARD |
CHANGE CARD
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