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Executive Summary 
 
This Deliverable 1.1 reflects the activities performed in Workpackage 1 (WP1) of the 
Engage4BIO project. It compiles the outputs of four main fields of work and aims at 
guiding and supporting hubs in organising their work for WP2 and WP3.  
To this end, chapter 1 describes the conceptual and theoretical framework that underlies 
the approach of Engage4Bio. The framework addresses four perspectives, Technology, 
Regional Innovation, Arts and Design and Learning that form the basis of Engage4Bio. 
It ensures that the co-creation processes and implementation materials as well as the 
activities will comply with the objectives of the project. 
Chapter 2 outlines the practical approach that guides the five Engage4BIO hubs in 
implementing their Map and Gap analysis in Workpackage 2. Chapter 2 presents four 
canvases for the four perspectives. The canvases will be filled in by each hub with a broad 
set of stakeholders. Based on this Map and Gap analysis concrete activities that comply 
with the goals of the project will be co-created in Workpackage 2 and executed in 
Workpackage 3. 
To support the co-creation activities in Workpackage 2, Chapter 3 of this Deliverable 
provides an overview of example activities for knowledge gain and learning processes, 
since knowledge gain and learning processes form an important pillar of the 
Engage4Bio activities. Furthermore example-activities that support policy loop 
processes are presented. 
Chapter 4 provides a hands-on despription on how to effectively perform co-creation 
processes in order to support the organisation of these processes by the hubs in 
Workpackage 2.  
Finally, Chapter 5 presents a large overview of innovative training examples from various 
other projects and practices to support the hubs in shaping the right activities to reach 
the goals of Engage4Bio. 
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General Introduction  
 

Work package 1 (WP1) offers process and content support to the five Engage4Bio 
regional hubs. Specific guidelines and supporting tools were developed within WP1 to 
help hubs in their preparation and organisation of activities implemented within WP2 
and WP3. The theoretical framework and mapping guidelines developed in this WP 
were key for the steering the hub development. Furthermore, guidelines on setting up 
regional co-creation processes were developed. The guidelines support hubs in 
organising and planning their co-creation workshops. Additionally, a collection of 
innovative outreach and training formats was assembled, that could be used to 
stimulate ideas in the co-creation processes implemented within WP2. This approach 
ensured that the hubs have a knowledge-based set-up. The analytical framework 
allowed the five hubs to identify gaps, improve their development potential and plan 
their co-creation and implementation activities to their best advantage. The co-creation 
guidelines and activity examples helped hubs to plan and organise successful co-
creation processes.  

Deliverable 1.1 provides an overview of the theoretical and practical background of the 
Engage4Bio project.  

In Chapter 1 the conceptual and theoretical framework is described. It is crucial that co-
creation processes, implementation materials and planned activities comply with the 
project objectives as layed out in the theoretical framework. Furthermore, the 
framework outlines overarching concepts used in the Engage4BIO project and ensures 
that all hubs share a common understanding of technological concepts of the 
bioeconomy and the important factors in regional development. Additionally, it provides 
the basis how arts and design approaches are integrated and what education and 
learning mean within the Engage4BIO framework. All activities in WP2 and WP3 are 
organised and implemented based on this conceptual framework.  

In Chapter 2 four canvases are introduced, based on the four perspectives that underly 
the Engage4Bio project: Technology, Regional Innovation, Arts and Design and 
Learning. The canvases are the tools used by the hubs to perform the map and gap 
analysis within WP2. To further support the co-creation processes performed in WP2, 
this Deliverable also provides an overview of example activities for knowledge gain and 
learning processes and processes that support policy loop (Chapter 3) and a hands-on 
description on how to effectively perform co-creation processes (Chapter 4) including a 
large overview of innovative training examples from various other projects and practices 
(Chapter 5). 

This Deliverable thus provides the support for the hubs throughout the activities and 
processes that are taken up in WP 2 and WP 3. Measures and results created in the 
processes based on these guidelines will be available in D2.1 and D2.2.  
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1 Introduction: Conceptual framework and perspectives 
 

Background 
In this chapter the conceptual and theoretical framework is described. It is crucial that co-creation 
processes, implementation materials and planned activities comply with the project objectives as 
layed out in the theoretical framework. The framework outlines overarching concepts used in the 
Engage4BIO project and ensures that all hubs share a common understanding of technological 
concepts of the bioeconomy and the important factors in regional development. The framework 
includes four approaches that are the conceptual basis for all activities undertaken in WP2 and 
WP3; (1) the technological approach of bioeconomy covering the biobased value chain (resources 
biomass crop (components) or waste, extraction / refineries, and applications (materials and 
products)) paying attention to economic, ecological as social aspects; (2) the concept of regional 
development; activities will take place within the smart specialization of every region and built on 
Quadruple Helix interplay involving public, private, knowledge and societal partners; and (3) bring 
in the citizens perspective through art and design from the very beginning through the use of 2d 
and 3d visualizations and materials and to go beyond by approaching domains/networks/facilities 
with high outreach (ie. Arts and Design); (4) education and learning; skill and capabilities 
development; human capital and collaboration.  

Problem 
The transition towards a circular bioeconomy is complex and enhances many different aspects, 
domains and perspectives. The framework will help the project partners to understand and 
overcome complexity of societal transformation and the various underlying challenges:  

- How to manage transformative change within European regions?  
- Creating a new economy with sustainable value adding activities and new products; from 

fossil based to nature based.  
- To understand regional potentials, needs, barriers and facilitators, and to enable pathways 

towards socially and environmentally responsible behaviour of consumers, industries and 
public bodies. 

- To define needs and long-term approaches by primary producers, citizens, innovators, 
educators, SMEs, industry, national authorities and other actors  

- To align and engage all domains of society: public, private, knowledge and societal 
- Steering from policy frameworks and theoretical concepts to operationalization and 

implementation  
- Steering from innovative ideas to full scale investments and implementation 
- Providing education and skills development for new and emerging bioeconomy 

approaches and new value chains. 

- Ensuring optimal utilization of means for productivity and innovation for better informed 
decision making and for changing behaviours: knowledge, finance and human capital, the 
up-take of creativity (arts and design) as a means.  
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1.1 Conceptual Framework 
1.1.1 Working with concepts 
As there is no integrated framework available for the transition towards the bio-economy and for 
taking into account the Engage4Bio objectives and perspectives, we will develop a newly suitable 
framework, consisting of various concepts, which are all relevant and useful for understanding the 
challenges and for operationalizing and managing the regional transitions and the Engage4Bio 
project. So, a framework of concepts underlies the approach taken in Engage4Bio. This 
framework of concepts has been developed in order to be able to deal with European Green Deal, 
the Mission driven innovation and with the (grand) challenges on circular bioeconomies on 
regional level. We choose to work with a variety of relevant concepts for the following reasons:  

- Knowing the concepts helps the formulation and the implementation of Missions 
- Different concepts are relevant at the same time, interlinked and integrated approaches 

are needed 
- Working with concepts helps with designing the processes, defining next steps; creation 

of conditions and incentives for initiatives, implementation, investments and changing 
behaviours; developing support infrastructure and services 

- Governance of regional development and creating regional circular bio-economies should 
take into account and need to be aware of the different overarching and underlying 
concepts. Which is relevant to organizations and networks playing a role within the 
transformational approaches: quadruple helix networks, boundary organizations, and/or 
intermediate organizations.   

1.1.2 Overarching Frameworks 
The core challenge in Engage4Bio is to cope with grand challenges in regional development and 
specifically in direct relation to the bioeconomy. 

- European Green Deal 
- Mission driven innovation  
- Transformative change 

European Green Deal 
The European Green Deal (EC, 2020) is an integral part of this Commission’s strategy to 
implement the United Nation’s 2030 Agenda and the sustainable development goals. (Climate, 
biodiversity loss) The European Green Deal is a response to climate and environmental-
related challenges. It is a new growth strategy that aims to transform the EU into a fair and 
prosperous society, with a modern, resource-efficient and competitive economy where there are 
no net emissions of greenhouse gases in 2050 and where economic growth is decoupled from 
resource use. The European Green Deal will be a driver of new economic opportunities. Many 
European firms are cutting their carbon footprint and discovering the clean technologies. They 
understand that there are planetary boundaries. They also know that if they discover the 
sustainable solutions of tomorrow, this will give them first mover advantage.  

The European Commission has adopted a Circular Economy Action Plan (EC, 2020) - one of the 
main blocks of the European Green Deal, Europe’s new agenda for sustainable growth. The new 
Action Plan announces initiatives along the entire life cycle of products, targeting for example 
their design, promoting circular economy processes, fostering sustainable consumption, and 
aiming to ensure that the resources used are kept in the EU economy for as long as possible.   
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Achieving a climate neutral and circular economy requires the full mobilization of industry. It 
takes 25 years – a generation – to transform an industrial sector and all the value chains. The 
circular economy action plan will include a ‘sustainable products’ policy to support the circular 
design of all products based, on a common methodology and principles. It will prioritise reducing 
and reusing materials before recycling them. It will foster new business models and set minimum 
requirements to prevent environmentally harmful products from being placed on the EU market. 
The circular economy action plan will focus in particular on resource-intensive sectors such as 
textiles, construction, electronics and plastics. Promoting new forms of collaboration with 
industry and investments in strategic value chains are essential.  

The 2018 update of the Bioeconomy Strategy (EC, 2018) aims to accelerate the deployment of a 
sustainable European bioeconomy with 14 concrete measures based on three key priorities:  

1. Strengthen and scale up the bio-based sectors, unlock investments and markets  

2. Deploy local bio-economies rapidly across the whole of Europe  

3. Understand the ecological boundaries of the bioeconomy  

Regarding the regional bio economies, EU favours a systemic approach, which will address Bio-
based innovations including in farming, to develop new chemicals, products, processes and 
value chains for bio-based-markets in rural areas, with involvement and increased benefits for 
primary producers. And, new opportunities arising for the forestry sector in view of replacing non-
sustainable raw materials in construction, packaging with bio-based materials and for providing 
more sustainable innovations in sectors such as forestry-based textiles, furniture and chemicals, 
and new business models based on the valuation of forestry ecosystem services.  

Mission Driven Innovation 

The European Green Deal is based on Mission Driven Innovation concepts. From a regional 
development perspective, a shift is occurring from sector-based approaches to challenge-based 
ones, or mission driven regional development in which public values are no longer seen as 
peripheral, but as central (Kattel & Mazzucato, 2018). In this perspective, the bioeconomy and the 
applications of biomass and waste in new materials and uses in different sectors, are part of a mix 
of solutions for missions around the European Green Deal, the New European Bauhaus and the 
Sustainable Development Goals. Innovation is a central process, which focuses on “market-
shaping and creating” (Kattel & Mazzucato, 2018). In line with smart specialization thinking this 
innovation process has an element of entrepreneurial discovery (Foray, 2015; Virkkala & Mariussen, 
2018; Mazzucato et al, 2021), which takes place in a quadruple helix setting, in which especially 
public policies are influential in exploring new directions and aligning with business (Kattel & 
Mazzucato, 2018). By specific learning environments, such as Living Labs, clusters or Communities 
of Practice new directions are discussed and new activities are initiated (Gerritsen et al, 2019). 
These are knowledge intensive processes of collaboration, experimentation, exploring and 
learning. 

Transformative Change 
The European Green Deal (EGD, EC 2020) identifies two main sets of methods to generate 
transformational change. These can be considered as pillars of the EGD, and have major 
implications for its implementation at the local and regional levels (Committee of the Regions, 
2022): 



 

13 
 

(1) Profoundly renewed modes of public action. The EGD helps to overcome the challenges of 
environmental transition. It encourages public authorities to work across sectors, as part of 
partnerships involving public, private and ‘third sector’ organizations, with the active 
participation of the broadest possible range of stakeholders susceptible of contributing to the 
transition processes or affected by them. 

(2) Fairness when it comes to sharing the economic and social burden of this transition process. 
This presupposes a strengthening of dialogues, cooperation and collaboration between e.g., 
actors at different institutional levels, regional and local authorities governing territories with 
higher or lower levels of resilience in the face of green transition, social groups, public and private 
actors. 

1.2 Four Perpectives  
In this chapter the underlying concepts of the Framework of concepts are described in more 
detail for each of of the four perspectives that underly Engage4Bio: technology, regional 
development, arts and design and learning. The concepts are generalised ideas or guiding 
principles for the different perspectives, based on insights from scientific research and practice. 

1.2.1 Perspectives: Technological concepts of the bioeconomy 
This chapter gives an overview of the resources, processes and products that are produced in the 
bioeconomy. It aims to be generic and fully inclusive in terms of possible technologies underlying 
the bioeconomy. For each European region, and the regional hubs as defined in the Engage4Bio 
project, different aspects of this overview will be relevant. In the Engage4Bio project, the 
bioeconomy overview for each hub will be defined in further detail, to facilitate tailor-made 
dissemination per hub. This gives Engage4Bio a tool to show where the hubs strength lies, what 
and how to communicate to stakeholders, and where they may develop their bioeconomy further. 

In Figure 1 ‘Carbon Based Products’ the carbon flows through the bioeconomy are described. The 
full explanation of the processes is presented in the table at the bottom of the graph. Reading of 
the graph starts in the centre with photosynthesis. Then follow the first and follow up processing 
steps after harvest (in the yellow blocks), either biorefineries, where incoming streams are 
separated into multiple other streams, or mechanical processing, where incoming streams are 
processed into smaller parts. After that follow the next factories where incoming streams are 
converted to (intermediate) products (purple blocks). In the grey blocks, intermediate and end 
products are presented (see also the table). The arrows describe streams of feedstocks, 
intermediate products, products and residues. The figure is an abstracted representation of the 
complete value chain and each block and arrow can be made specific to the activities in each 
Engage4Bio hub. 
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Figure 1: The flows in the carbon based product system, adapted from Bloom Deliverable 1.1. Bioeconomy 
Mapping Report 

Description of processes 
In next table the streams between the processing steps that occur in the biobased value chains 
(shown as the arrows between the yellow, purple and grey blocks in the figure above). ‘Carbon 
Based Products’ are presented. Descriptions are short and general, to include the entire 
bioeconomy, and need to be made specific for each hub in the hub analysis phase. Each hub will 
presumably only cover part of these streams. 

Table 1: Explanation of streams in Figure 1 Carbon Based Products, describing the bioeconomy 

Arrow 
nr.  

Description 

1  Feedstock transported to ‘Biorefinery (1) raw material’ for further processing.  

2  Harvested crops for food, ready to eat such as vegetables or fruit.  

3  Harvested crops for feed (e.g., maize).  

4  
Harvested biomass, side streams and recycled feedstock for chemical & physical conversion as 
feedstock for non-food factory.  

5  Biomass components (e.g., starch, oil, cellulose (pulp), lignin, sugars) from ‘Biorefinery (1) raw material’ 
to be converted to intermediates for non-food products (chemicals and materials).  

6  Biomass components (e.g., flours, starch, oil, sugars) for food from ‘Biorefinery (1) raw material’ to Food 
Factory. 

7  Residual streams coming from the food industry for feed applications (e.g., brewer’s spent grain, beet 
pulp). 

8  Processed food products for human consumption.  

9 Animal products (e.g., milk, meat, bones, skins, manure) as input for Biorefinery (3) animal.  

10 Animal based products (milk, meat, eggs, fats) for food-to-food Factory. 

11  Animal-based feedstocks (tallow, skins, bone meal) to Non-food Factory 

13  Oils and fats left over from human consumption after Biorefinery (2) to Non-food factory. 
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14 Residual streams from ‘Biorefinery (1) raw material’ going back to the land as soil improver or 
fertilizer.   

15 Residual streams from Biorefinery (2) going back to the land as soil improver or fertilizer.   

16 Intermediates from chemical/physical conversion (chemicals and materials) to the non-food factory. 

17 Biomass (e.g., wood from forestry, fibres from crops) to Mechanical processing. 

18 Intermediates from Mechanical processing (e.g., beams, particleboards and planks, textile yarns).  

19 Materials to non-food factory intermediary products (building materials, textiles).   

20 Intermediates produced in non-food factory for product production (furniture, houses, textiles). 

21 Green chemicals and polymeric materials produced in Non-food Factory for consumer product 
production (packaging, textiles). 

22 Used materials to End-of life collection.  

23 Side stream from non-food factory back to recycled feedstock. 

24 Material from end-of-life collection to recycled feedstock. 
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1.2.2 Perspectives: regional development 
Many European regions are in search for the most optimal valorization routes for their regional 
resources and biomass, and try to discover which incentives and support are needed for the 
uptake, and which kind of processing facilities investments should take place. In the execution of 
new strategies and policies, gaps between current practices and biobased solutions are being 
identified which hamper the uptake of the bioeconomy in Europe. The main gap is between the 
technological development and the awareness of the potential value thereof, from the value chain 
partners to the general public. The current situation is characterized by small-scale pilots and 
demonstrations. Transitions face lock-in problems such as resistance, current business practices, 
conflicting interests, (institutional) learning effects, economies of scale, network externalities, 
technological interrelatedness, collective action and the differentiation of power (Unruh, 2000).  

To bridge these gaps and to deal with such lock-in situations, Wageningen Research’s vision – 
based on the bioeconomy approach – is built upon the so-called framework of concepts. This 
framework identifies six relevant interacting concepts that need to be addressed during the 
implementation of the bioeconomy and offer instruments to support the transition to well 
performing regional innovation systems. These concepts offer information about patterns of and 
phases in the transitional process and offer organizational basics about conditions for innovation. 
They have to be made operational in order to bridge and manage the complex organizational, 
economic and societal challenges that come with this transition. The following concepts are being 
described.  

 

 

 

                              

 

 

 

 

 

 

 

 

Figure 2: Regonal Governance - transition management 

Smart Specialization Strategies RIS3 

Each region or locality has a unique combination of assets and challenges when it comes to 
implementing the EGD (European Green Deal, EC 2020). From European regional policies and 
funds (EFRO), European regions are challenged to make strategic choices to invest in specific 
sectors or challenges that fit with the characteristics, qualities and advantages of their economies 
and environment – also compared to other regions. The concept of RIS3 emerged due to insights 
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from mission-driven innovation moving towards RIS4, with cross-sectoral challenges around 
public values / public purpose. Mission formulation and implementation is a collective and 
iterative process. Gerritsen et al (2019), consisting of (CoR, 2022) preparation, elaboration, strategy 
renewal and implementation. 

Many European regions have mentioned the bioeconomy as one of the main drivers for regional 
innovation and growth. Within the bioeconomy different routes are possible, depending on the 
combination of availability and components of the regional biomass and the existing industries 
for valorization. Quadruple helix partners are challenged to discover the unique regional profile 
and collaboratively come to smart strategic specializations as well as make these operational in 
developing pathways. Quadruple helix partners commit themselves to these strategies and align 
their own objectives and resources with these strategies. By doing so, they create broadly 
supported conditions for innovation and regional growth.  

Quadruple helix interplay 
The idea behind transitioning towards a regional bioeconomy is the necessity of interplay 
between the domains of the private sector, knowledge and research, government and the civil 
society. The perspectives and resources from all domains are relevant to arrive to implementation, 
alignment and acceptance that is needed in order for an innovation to be successful. The triple 
helix model of innovation was firstly suggested by Etzkowitz and Leydesdorff (2000) and 
emphasizes networks and hybrid organizations of university-industry-government relations to 
provide the necessary infrastructure for innovation and economic development. The quadruple 
helix adds as a fourth helix the general public and civil society emphasizing societal and 
sociological concepts (Cavallini et al, 2016). 

Innovation pipeline  
The innovation pipeline (Myers and Marquis, 1969) represents a logical order in which innovations 
usually evolve from fundamental knowledge to applied knowledge, piloting and demonstrations 
as well as investments, business case development and upscaling. Transitions from one phase to 
the next do not always run smoothly. The innovation process can be supported by management, 
facilities and instruments. Innovations start with (1) ideation. Promising ideas need to be (2) 
explored and (3) tested or demonstrated. The so-called valley of death often occurs when 
innovations have successfully reached the demonstration phase. Then, the most difficult part is 
for an innovation to reach maturity (4) by implementation and full investment in a new business 
case. It is important to recognize these phases, characteristics and potential hurdles in advance 
and be prepared in order to create optimal conditions, support services, resources, incentives and 
facilities for the innovation process. 

Readiness 
Connected with the 4 phases of the Innovation pipeline are the Technological Readiness Levels 
(TRL) (Nasa). Nine TRL’s are recognized and adapted by the European Commission in the Horizon 
2020 program: 

TRL 1. Basic principles observed; 

TRL 2. Technology concept formulated; 

TRL 3. Experimental proof of concept; 

TRL 4. Technology validated in lab; 

TRL 5. Technology validated in relevant environment 
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TRL 6. Technology demonstrated in relevant environment 

TRL 7. System prototype demonstration in operational environment; 

TRL 8. System complete and qualified; 

TRL 9. Actual system proven in operational environment 

These nine levels primarily focus on the development of technological aspects – or artifacts – 
within one innovation and on the status regarding implementation. The uptake of new 
technology in society, however, also depends on social aspects and acceptance, i.e., social 
readiness. Often there are innovations hampering due to lack of social conditions or acceptance. 
Smooth uptake involves topics and issues such as awareness raising, knowledge transfer, coalition 
building, addressing and coping with resistance – by compensating for real losses instead of just 
enforcing new realities, trust building and institutionalizing new practices. 

Integrated Value Chains - Circular Economy 
All regions have specific biomass from their natural resources, from their specific agricultural 
production, from arable farming or from biowaste streams. From this regional biomass, specific 
components such as sugars, fibers and proteins can be extracted or be processed by refineries in 
order to produce the building blocks for industries. Within regions the bio-chemical building 
blocks can be processed into regional specific applications that can subsequently be found in 
textiles, packaging, paper, bioplastics, construction and different other sectors. Another option is 
to connect regions with biomass availability to regions with processing facilities, industries, 
knowledge centres, capacities and investments. In other words, the primary sector – covering 
biomass producers – can be linked with industries. The value chain can thus be formed across 
regions. A circular economy is based on the principles of designing out waste and pollution, 
keeping products and materials in use and regenerating natural systems. The principles behind 
circular economy and the routes to (re-)use and valorize waste streams. 

Regional governance - Transition management 
To overcome the complexity of different partners, cultures, perspectives, disciplines, domains and 
phases in the development processes, suitable management concepts and techniques are 
needed. Transition management is a responsibility of the partners from different domains. This 
transition cannot only be steered or managed from a specific domain or actor, but needs 
alignment between all domains, and contributions with their resources as budgets, capacities, 
knowledge, networks and initiatives  

Transition management should take into account strategy development (definition of a common 
Mission, with cross-sectoral challenges around public values / public purpose), collaboration 
among quadruple helix partners, innovation processes, strengthening the regional profiling of 
smart specialization, bringing together and attracting resources such as knowledge, human 
capital (capacities and capabilities), financial means (subsidies, funding and investments) and 
creativity. The services which are needed should be based on different aspects of change 
(economic, technological, environmental and social), on the phases of innovation (ideation, 
exploration, demonstration and implementation), and on the means for action (financial, 
knowledge, capacities and capabilities, creativity). 

Clusters 
Often, an intermediate organization is being shaped, by the quadruple helix partners, as a regional 
service organization to support the integrated approach leading to transformative change. 
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Relevant players in regional innovation ecosystems are so-called boundary organizations: 
organizations which are set up to connect different domains with each other, which are able to 
overcome differences (cultural, content, task orientations, competences). Boundary organizations 
can function as change agents. A cluster organization is an example of such an intermediate 
organization, which can support the implementation of new policies, strategies and innovations 
in circular bio economy, carbon neutrality, regional innovations and specializations. A cluster 
organization is a common form for strengthening the regional economies and innovations, and is 
part of the European Union policies (EU Cluster Policy, Eu Cluster Collaboration). “Cluster 
initiatives are organized efforts to support the increase and competitiveness of the regional 
economy, involving cluster firms, government, the research community.” Certain cluster 
organizations are to be promoted – in terms of their forms, strategies and activities or services. 
Clusters play a critical role in innovation processes among firms and in regions (Lindqvist, Ketels 
& Sölvell, 2013). Among clusters, there is a growing attention for sustainability and green growth. 

1.2.3 Perspectives: Art & Design Approaches for Bioeconomy 
Next to the importance of mobilizing and involving financial means, different forms of knowledge 
and capacities, there has been growing insight within European Union that also creativity is an 
important mean for change and transitions, which can also be applied and used within the 
domain of circular bioeconomies and within European regions. Therefor the involvement of Arts 
and Design sector, instruments, skills and capabilities becomes increasingly relevant.   

Looking at various reports of the EU about knowledge and skills related to the Green Deal 
(including the New European Bauhaus-program) and the bioeconomy, there are some important 
concepts to address in the framework. (EC, 2022; Punis & Bacigalup, 2022; EC, 2021) The most 
prominent and urgent concepts are: 

- Embodying sustainable values (valuing sustainability, supporting fairness, promoting for 
an connecting with nature, concepts like climate change, biodiversity, circularity and zero 
harmful emissions), related to ethical aspects of using biological resources = Values & 
ethics for the bioeconomy. 

- Embracing complexity in sustainability (systems thinking, critical thinking, problem 
framing, global versus local) = Understanding complexity of the bioeconomy. 

- Envision sustainable futures (futures literacy, adaptability, exploratory thinking), related to 
technological, digital, social, cultural and economic opportunities (holistic, 
transdisciplinary approaches) = Exploring holistic future scenarios for the bioeconomy. 

- Acting for sustainability (political agency, collective action, individual initiative) related to 
transdisciplinary collaboration (between quadruple helix actors) = Multi-stakeholder co-
creation and co-development. 

- Developing skills to act according to concepts, mentioned above, for understanding values 
& ethics, complexity, future scenarios and multi-stakeholder collaboration = Skills 
development and learning activities for the bioeconomy. 

- Aesthetic values (the aesthetical experiences by all human senses to create positive 
emotions and cultural benefits) = Aesthetics. 

- Inclusive values (diversity of people, accessible and affordable for all with a priority to 
minority groups) = Inclusivity. 

- Regaining a sense of belonging (with the community, history, culture and nature), related 
to participatory and empowering approaches = Belonging & Empowering. 
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Art and design is a wide field of expertise with approaches which touch upon concepts, 
mentioned above. Artistic and design research contribute to (critical) (re)framing, potential future 
alternatives and concrete solution for social, ecological and economic sustainable and bio-based 
design (Ehrenfeld 2008; Walker & Giard 2013; Bakker et. al. 2015, Dunne & Raby 2013, Benyus 1997, 
Myers 2014). Within the wide concept of sustainable design, there is a number of different design 
disciplines, methods and tools that are useful (circular design, ecodesign, participatory and co-
design, UX-design, etc.). A design approach can support in development processes especially in 
interdisciplinary collaborations not only by exploring applications for new technologies, materials 
or consumer behavior, but also by contributing the creation of new knowledge from a more 
holistic point of view and can contribute to ensure the integration of circularity and environmental 
sustainability requirements. 

CLICKNL, the Dutch knowledge and innovation network of the top sector creative industry, has 
developed a framework for methods used by creative professionals for research and innovation 
processes. Key methodologies, also known as Key Enabling Methodologies (KEMs), are important 
groups of methods and tools with which the creative professional can tackle transition issues. 
They are the tools of the 'change professional', such as the consultant, designer or architect who 
works to bring about change. KEMs tell us how we can formulate a common goal, how we can 
achieve that goal and how we can develop impact for change and transitions. CLICKNL 
distinguishes eight groups of KEMs: 

1. Vision & Imagination (methods for mapping the current world, imagining new worlds, and 
seeing problems differently. In this way they give direction to the change). 

2. Participation & Co-creation (Methods to involve players with different interests in the 
change process. In this way involvement and support is achieved). 

3. Behaviour & Empowerment (Methods to direct behavioural change and to offer people a 
perspective for action when making choices). 

4. Experimental Environments (Methods for experimenting with innovation directions and 
for testing and adjusting interventions in real-life contexts). 

5. Value Creation & Upscaling (Methods for issues related to the creation of new value for 
society, upscaling, ownership and management). 

6. Institutional Change (Methods to organize the behaviour of institutions through structures 
and procedures). 

7. System Change (Methods to work forward-looking and system-oriented when shaping 
transformations). 

8. Monitoring & Impact Measurement (Methods for monitoring, evaluation and adjustment 
of the effects of interventions). 
 

The role of art(ists) and design(ers) in the transition towards a bioeconomy 
Engage4BIO is strongly focused on to bring in the citizens perspective and to use creativity as a 
mean for productivity and innovation for better informed decision-making and for changing 
behaviours. Based on the various mentioned concepts and expertise of the creative and cultural 
sector we’ve distinguished 4 categories in which art(ists) and design(ers) could play a main role in 
the Engage4BIO project, especially to engage civil society:  

1. Best practices of artists and designers related to the bioeconomy (vision & imagination, 
creating awareness) 

Artists and designers are most of the time frontrunners in new and urgent social, cultural and 
technological developments. Many of them are experimenting with new materials, production 
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technologies and alternative ways of (re)use and ownership for the bioeconomy and address 
critically the pro’s and con’s, for instance in more utopian or dystopian future scenarios. Despite 
the low TRLs of these concepts, they offer different stakeholders, involved in the bioeconomy, new 
perspectives and future scenarios and create understanding and awareness for the challenges 
which they stand for. Most of the time they showcase these experiments at design weeks, art 
events, exhibitions at museums and galleries. Often little connection is made to all the relevant 
stakeholders within the ecosystems for the bioeconomy. 

2. Understanding of complex (scientific) data and systems (participation & co-development, 
creating understanding and awareness) 

Collaboration between different stakeholders means also sharing different kind of knowledge, 
from scientific data, complex systems and specialist (academic) language to practical experiences 
and a common understanding of main concepts for the bioeconomy. A special knowledge 
domain within the art and design disciplines is (data) visualisation and prototyping to understand 
abstract data and complex systems in a more sensorial way. Design artefacts (for debate) will 
support public understanding as well. 

3. Awareness campaigns and interventions by artistic and design events (participation & co-
creating/co-developing, creating awareness) 

Beside exploring existing best practices, artists and designers could be involved actively in 
developing awareness campaigns and events for stakeholders in very different forms of online 
and offline campaigns, in specific (social) art and design events or critical fashion shows and art 
performances. Especially campaigns for governments, business organisations and educational 
settings to inform consumers and users seems to be relevant as a honest, transparent and more 
interactive way of communication about the necessity of a bioeconomy. 

4. Multi-stakeholder collaboration by art and design methods (Participation & Co-creating) 
Many designers are trained to work with different stakeholders within design processes and to 
balance their many and various requirements and conditions for a common goal. Based on these 
skills, the role of design(ers) could be placed at the core in transdisciplinary collaboration. Specific 
skills to visualize and materialize concepts (prototyping in the broadest sense of this concept) will 
support the common understanding in multi-stakeholder collaboration (Houde & Hill 1997; Lim 
et. al. 2008). 

1.2.4 Perspectives: education and learning  
This section aims at providing an overview of the key concepts related to education systems and 
lifelong learning. For the present exercise (map analysis), we consider all type of learning activities 
(formal and non-formal) and also the links with existing competences frameworks of relevance 
(Greencomp, Lifecomp, Entrecomp for example).  

A more extensive overview of the key concepts related to education and learning systems are 
available in this presentation: Engage4Bio Lifelong Learning Concepts 

In terms of describing education activities, we can consider four main education types:  

- Formal education (for example secondary school or VET (Vocational and Educational Training) 
programmes leading to a recognised qualification) 

- Non formal education (for example short professional development courses offered by a 
professional association, literacy courses offered by the Municipality etc.) 

- Informal education (for example, experiential learning or peer learning during a job or leisure 
activity) 
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- Awareness raising activities (activities aiming at providing general understanding of a matter 
and encourage learners to further their learning). 

Within formal education, we can also distinguish the level, such primary and secondary education, 
higher education and VET  

Learning activities can be delivered in a variety of formats (for example online, face to face, 
blended) and be short courses (few hours, days) or long educational activities (developed over 
weeks, months or years). 

An important aspect for this exercise is also to analyse and describe a skills/competence mapping 
that are needed to support the uptake of bioeconomics practices. We would organise these 
skills/competence mapping as following: 

- Transversal/systemic skills for example, system thinking and critical thinking 

- Transversal/technical skills (while not specific to the sectors): economics, business 
management, policy, ethics, biology, technology 

- Skills related to a specific sector and/or specific bioeconomics applications, for example waste 
disposal, recycling and storage processes, use of biomass in various industries, reconversion of 
industrial plants etc. 

Finally, we apply a very broad concept of learners. Learners can be for example: employees, 
trainers, industry, SME’s, business owners, training institutes and educational organisations, EU 
bioeconomy partner projects (in specific those ones connected to training and skill development), 
citizens at large, civil servants, local/regional authorities and policy makers. 

1.3  Conclusions 
This deliverable gives an overview of the theoretical concepts that will be used within Engage4Bio, 
which will be made operational for mapping the state of the art within the regional hubs and for 
finding gaps within current regional innovation ecosystems and current strategies and 
approaches. This gap analysis will be used for defining the pathways and next steps for the 
transition towards the regional bioeconomies .  

The canvases that will serve as the basis for the Map and Gap analysis are presented in section 2 
of this deliverable. 
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2 Introduction: Collaborative map analysis 
2.1 Methodology  
The Map & Gap analyses Identify and analyse the potential for regional bioeconomy 
developments and the knowledge and innovation gaps, by developing formats for the regional 
Hubs and will support the hubs to understand different concepts and the needed actors for the 
transition to the bioeconomy. By this mapping process, hubs will identify what they currently 
have, the level of involvement and maturity of what they currently have, but also what they need 
in the nearby future. The map will be a framework to think and act for future development 
scenarios towards a regional bioeconomy. 

- Method: interviews or workshop/s (based on the canvas),  
- In case of workshop: Engage4Bio Hub coordinator, Engage4Bio research partner, small group 

of local partners (public, private, knowledge, society, intermediate), who are able to describe 
the current situation from the different perspectives.  

- In case of workshop: prepare well the exercises to fill in the 4 canvas templates. Form different 
groups of people who are able to contribute to multiple canvases. The exercise can also be 
organized with Miro-board, to collect input for the canvas. 

- In case of workshop, a moderator is needed, preferably an Engage4Bio partner.   
- Based on the inputs from interviews of the results of a workshop, a report of the mapping of 

the current situation should be made (based on report template) 
- Timeline: delivery of canvas and report by 30/03/2023
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2.2 Canvas Bioeconomy 
Actors 

How many and which 
companies are involved? 

Are these SMEs/large 
companies/mixed? What is 
the share between large 
companies/SMEs?  

What different sectors are 
involved?  

Who are the Value Chain 
partners? 

How are the companies 
organised? Do the 
companies have other 
industry platforms / 
associations / federations 
representing and influencing 
their joint goals? 

 

Technology and activities 

What kind of technologies are 
applied in your hub? 

What is the TRL level of the 
activities in your hub? 

Value proposition and products 

What kind of (consumer) 
products are produced in your 
hub? 

 

Where would you position your 
hub in the bioeconomy graph? 

Do you have circular activities in 
your hub? 

Customers and citizens 

What kind of customers 
does your hub produce for? 
(businesses or consumers?) 

Are these customers 
locally/nationally/ 
internationally located? 

What kind of citizens are 
involved in your hub 
activities? 

External influences 

What kind of external 
influences will impact your 
near and more distant 
future? (EU policy, EPR, 
market forces, etc) 

Resources and feedstock 

What are the main (material) 
resources for the production in 
your hub? 

Are they sourced 
locally/nationally/internationally? 

Are they new or recycled or 
otherwise? 

What kind of side streams do 
you have and how do you 
handle them? 

How do circular activities 
provide value and to whom, in 
your hub? 

 

Channels 

Are your hub activities in 
general visible to citizens? 

Does your hub advertise 
locally? How do companies 
sell the products?  
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Threats 

What are the main threats you see in the (further) transition towards a circular 
bioeconomy? 

What are the main threats that could impact the viability of your hub? 

Opportunities 

How do you see your hub in 15 years’ time (what are your ambitions in 
terms of circularity, bioeconomy, growth or expansion, size)?  

What opportunities do you identify in terms of increasing sustainability or 
circularity and bioeconomy activities in your hub? 

How are opportunities identified in your hub and how are development 
activities organized? 

Do you have connections with R&D parties, education parties, or others, to 
develop the opportunities you see? 
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2.3 Canvas regional development  
Playing field 
 
Who are the key actors in 
advancing the bioeconomy in 
your hub? 
 
What actor domains are 
present? Public, private, 
knowledge, education, 
society 
 
Who are missing? 
 
What are the formal 
competences of involved 
partners?  
 
How is action between 
different actors coordinated? 
Is there a network or cluster 
organisation? 
 

Capacities 
 
What capacities are available for 
developing the regional 
bioeconomy, in terms of human 
capital, knowledge and skills.. 
 
Is there an established ongoing 
dialogue and cooperation between 
sectors, between public and private 
sectors, involving NGOs and 
representatives of the civil society? 
 
 
 
 

Mission 
 
What is the current state of 
the bioeconomy in your 
hub?  
 
What are its impacts on the 
region?  
 
What objectives for the 
bioeconomy do regional 
actors share and what are 
the differences? 
 
Is there a regional 
bioeconomy strategy and 
what does it aim for? 
 
Is there a clear mission? 
[tactical strategy] 
 
 

Specialisation 
 
What are the regional 
strengths, opportunities 
and comparative 
advantages for your 
bioeconomy hub and 
region? 
 
What strategic choices 
have been made 
regarding a specialization 
within the bioeconomy? 

Innovation pipeline 
 
What activities are initiated 
to foster the bioeconomy in 
your hub? 
 
How mature is the regional 
bioeconomy in its 
development? 
 
What facilities and/or other 
supporting infrastructure are 
present? 
 
How well is the bioeconomy 
hub anchored in civil society 
and within the strategies and 
activities of other quadruple 
helix actors? Please, mention 
3 or more examples.  

Finance 
 
How are these activities financed? 
 
Is funding available for initiatives and 
investments in the bioeconomy? 
 

Learning 
 
Is there a network of 
regional actors for joint 
learning -how is this 
organised? 
Does this learning process 
lead to adjusted and new 
activities? What are strong 
and weak points? 
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Existing conditions – challenges and obstacles 
 
What are the current challenges and obstacles for bioeconomy activities described 
above? 
 
Please list at least 3 challenges/obstacles providing some contextualization. 
Please provide relevant example at different level, such as policy, strategic 
planning, funding, participation, community support, etc. 
 
 

Requirements – opportunities and enablers 
 
What are the main enabling factors of the current bioeconomy hub, its 
mission and supporting activities? 
 
What opportunities there are to develop further the bioeconomy hub, its 
mission and supporting activities? 
What outputs and outcomes are needed for the short term? 
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2.4 Canvas Arts and Design 
Key Partners 

Who are already involved in the 
mentioned Key activities or 
providing Key resources? 
Individuals, companies, 
organisations, or other entities? 

 

Key Activities 

Which key activities are already 
running in your hub to support 
your intended role for art & 
design? 

Role of Art & Design 

Choose here one of the 4 
described roles for art & 
design approaches. Relate 
all the other building 
blocks of the canvas to the 
chosen role. 

Partner Relationships 

What type of relationship do you 
have with your mentioned key 
partners and citizens & learners?  

Citizens & Learners 

Which citizens and (non-) formal 
learners are you already 
addressing by your key art & 
design activities? 

 

 

Key Resources 

Which key resources (finance & 
facilities) do already support the 
mentioned key activities 

Channels 

Which means do you have to 
communicate, continue, and 
strengthen the relationships 
with your mentioned key 
partners and citizens & learners?  

Weaknesses & Threats 

Describe the weakness and treads of the existing key partners, activities, 
resources, partner relationships, channels and addressed citizens and learners. 
Think about the level and maturity of involvement, interest, impact, etc. 

Strength & Opportunities 

Describe the strength and opportunities of the existing key partners, activities and 
resources, partner relationships, channels and addressed citizens and learners.  
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Questions to explain and inspire input for canvas Arts and Design 

Key activities: 

- Do you have any activities to showcase best practices for art & design in the context of 
the bioeconomy (exhibitions, presentations, design weeks, business events, regional 
festivals, art events, etc.)? 

- Do you have any activities in the field of research, innovation, policy making etc. In which 
artists and designers are involved to create a common space for understanding and 
knowledge sharing (brainstorm, pressure cooker and co-creation sessions, research and 
innovation projects, events for citizens participation, educational and public 
presentations, etc.)? 

- Do you have any initiatives or activities in which artists and designers are asked to create 
events or campaigns to create awareness for citizens and learners (poster and social 
media campaigns, arts and design events, etc.)? 

- Do you have any activities which support and strengthen skills and experience of artists 
and designers for playing their intended role in the best way? 

 

Key partners: 

- Do you have educational institutes which have the needed art & design expertise (art 
school, creative departments of universities, universities of applied sciences, vocational 
schools, etc.)? 

- Do you have creative agencies, studios and professional artists and designers in your hub 
which have the expertise for the described roles? 

- Do you have creative network organizations, platforms or interest groups within the 
creative industry which can support the described role for art & design? 

- Do you have public or private funders for individuals, profit and non-profit organizations 
in the field of the creative industry to support the described roles? 

- Do you have institutes and organizations which can showcase best practices from art & 
design (museums, galleries, cultural foundations, foundations for innovation, etc.)? 

 

Key Resources 

- Do have spatial facilities and equipment to showcase best practices, to do research and 
innovation projects (public and private labs, community spaces, studios for artists and 
designers, makerspaces, etc.)  

- Do you have public or private funders for research and innovation which are open for 
creative professionals? 

 

Partner relationships 

- What kind of relationships do you have with your key partners (formal/non-formal, 
professional/private, institutional/network, etc.)? 

 

Channels 

- What are the communication tools with your key partners, citizens learners (off-
line/online communication tools, network events, regular formal/non-formal meetings, 
etc.) 
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Citizens & Learners 

- Are there specific groups of citizens & learners who you would like to address for the 
transition to the bioeconomy (for instance related to age, gender, social-economic 
and/or cultural background, specific groups within the quadruple helix, etc.) 
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2.5 Canvas Lifelong learning for Bioeconomy 
Actors 

Who are the key actors 
currently providing 
educational and training 
programmes of relevance for 
the purpose of bioeconomy 
practice uptake in the 
area/region? 

What different sectors are 
involved?  

What different kind of 
education providers are 
involved? 

 

Technology and activities 

What kind of learning activities and 
programmes are offered? 

Please, provide an overview in terms 
of type (formal, non formal, 
awareness raising etc.), level 
(secondary school, higher education 
etc.) and formats (online, face to 
face, duration etc.), for various 
topics (skills) that are relevant for 
bioeconomy. 

Please mention also the learning 
methods, if known, and what kind 
of innovation level they have. 

Value proposition and 
activities 

What is the impact of the 
current educational offer for 
the various learners groups? 

What is the impact for the 
bioeconomy practices 
uptake?  

 

 

Audience/learners 

Who are the main 
audiences/learners of the 
learning activities? 

Please, provide an overviews 
and link to the type of learning 
activities mapped. 

External influences 

Which kind of enablers or 
challenges not directly 
related to the regional 
context or sector have an 
impact on the current 
educational provisions? 

Please, list a few enablers 
and a few 
challenges/obstacles. 

Resources  

How these mapped learning 
activities are funded and 
supported? 

Please, provide an overview of the 
sources of funding, other forms of 
support and the impact on the 
activities relevance for the current 
bioeconomics practices. 

Channels 

How are the relevant learning 
activities you have described 
promoted to relevant potential 
learners? 

Which channels are used and 
how efficient and impactful 
are they? 
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Challenges and obstacles 

What are the current challenges and obstacles for the provision of the education 
and learning activities described above? 

Please list at least 3 challenges/obstacles providing some contextualization. 

Please provide relevant example at different level, such as policy, strategic 
planning, funding, participation, community support, etc, including also reference 
to the core dimensions of regional development for bioeconomic. 

Opportunities and enablers 

What are the main enabling factors of the current educational provision of 
educational activities linked/relevant to bioeconomics? 

What are the opportunities to develop further the current for the provision of 
the education and learning activities described above? 

Please list at least 3 enablers and 3 opportunities and provide some context. 

Please provide relevant example at different level, such as policy, strategic 
planning, funding, participation, community support, etc, including also 
reference to the core dimensions of regional development for bioeconomic. 
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Learning activities scenarios 

To complete the gap analysis exercise around learning activites, we would kindly ask you to 
provide also a short concept for 3 learning scenarios for the implementation of potential new 
learning activities addressing the needs identified above and that the Hub assesses could have 
a positive impact in terms of the challenges. 

Scenario  Title Description Actors Learning 
purpose 

Learners 

1      

2      

3      
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2.6 Reporting template 
Once the analysis above are concluded and validated with the participants, we kindly ask each 
Hub coordinator to prepare a written report using the template here below (to be delivered 
together with the filled in canvas for Practice 1 and 2 and the Scenario table). We would expect a 
report of about 6-10 pages in total, providing the highlights of the analysis from the canvas and 
more detailed/in-depth information on the aspects mentioned there, in particular related to 
challenges, obstacles, opprtunities and enablers. 

Executive summary 

 Key highlights from mapping and gap analysis results (1 page) 

Introduction  

 Explanation of the methods and processes for the analysis (Please, describe all the activities 
carried out for the mapping and gap analysis, with time, methods, tools etc.) 

 Description of participants and their role in the process (Please, describe the participants, 
how the groups were organised, contacted and selected, their general level of engagement 
and participation. Please, also add the full list of participants in Annex 1) 

 Feedback on the analysis and process from the hubs coordinator/organiser and from the 
participants (Please, ensure to collect feedback on the process from participants, in each 
activity you organise). 

Mapping 

 Description of identified activities, initiatives etc., including actors and their role and 
engagement 

 Resources (funding/support/capacity) for current activities 
 Challenges and obstacles 
 Enablers and opportunities 
 Lesson learnt and conclusions 

Gap analysis 

 Description of identified needs, including actors and their role and engagement 
 Potential resources (funding/support/capacity) to develop new/ehanced activities 
 Value proposition and expected impact of new/proposed activities 
 Challenges and obstacles 
 Enablers and opportunities 
 Needs analysis conclusions 

Learning activities scenarios 

 Description of the proposed learning activities 
 Rational and links with needs (Please, provide details on the rationale and how these 

activities would respond to the needs analysis) 

Conclusions and next steps 

 Main overall conclusions from the analysis 
 Key guidelines and recommendations for the coming activities of the hub 

Annex 1 – List of participants (name, organisation, role) 

Annex 2 – Canvas filled (at leats one for each perspective for each phase) 
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3 Introduction: Activity catalogue for education, 
knowledge gain and policy loop 

The Activity Catalogue aims to capture the most interesting activities related to training, 
knowledge gain and policy loops already existing in the Engage4BIO partnership. Curated in WP1 
of the Engage4BIO project, the catalogue serves both the purpose of knowledge sharing, as well 
as a basis for WP2, where these activities will be adapted and tailored to regional specificities with 
the integration of art and design dimensions, and for WP3 which will provide the framework for 
implementing these activities.  In addition, this is the first attempt at a short know-how sharing 
and “how we are doing a specific activity.” including tips for the partnership on “how others might 
implement something similar”.  

Activities in this collection include outreach activities targeting the public and wide audiences or 
specific target groups; training and education, including co-creation methods; as well as activities 
for creating policy loop - all serving the purpose of knowledge gain. 

This rich collection of innovative practices covers a great variety of formats, approaches, methods 
and scale. They range from a more informal brown bag lunch involving policymakers in a dialogue 
to a tightly structured hackathon event aiming to create innovative solutions to issues related to 
circular bioeconomy or related topics. Some use cutting-edge technology like robotics, others 
rely on the simplest tools like pen and paper. There is diversity with regard to the target groups 
as well, with a summer university addressing graduate and post-graduate students and others 
bringing together stakeholders from different walks of life. Some of the examples describe 
concrete activities and events in great detail, which have taken place before; while others 
describe formats rather, which can be adapted to different contexts and goals. In every case, it is 
a good idea to reach out to the partner hosting the activity for more details and practical tips. 

Although the approaches may differ, hopefully each example will contain aspects that may 
inspire partners or give an idea, a practical tip for planning and implementing activities, as the 
catalogue seeks to serve the purposes of transferability and adaptation of internal good practices.  

In this catalogue, Section 1 includes the template that the activity descriptions follow and Section 
2 details the activities of the consortium partners.  
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3.1 Activity catalogue structure 
The activity descriptions follow the template below, covering the following questions: 

OVERALL INFORMATION 

Activity name The name/title of the selected (most relevant / successful / 
creative / innovative / interesting) activity 

Activity organiser Which institution is responsible for the activity? EAEA, CLIC, 
MOME, APRE, Wageningen, ZSI, Bay, ArtEZ,Metropolia, 
Unipa, Business Upper Austria 

Type of the activity What type of activity is it? Training, event, 
communicational, educational, seminar, camp, expo, 
workshop, policy loop creation etc.)  

Format How could the activity be described? Interactive or 
plenary? Online, offline, hybrid?  

Theme / Challenges What is the core theme of the activity or the challenge the 
activity is trying to act upon?  

Aim of the activity What is the activity trying to reach / solve / react upon? 

Short description of 
the activity 

Max. 800-character general summary of the chosen 
activity - You can copy a paragraph from your website, 
from a press release, social media post / event, programme 
brochure etc.)  

Organizer team / 
Partners 

What is the composition and number of required organizer 
team members (e.g facilitators /moderators/technical 
support) For how long are they engaged, how many hours? 
Project based or permanent staff? etc.  

Target Group Who is addressed by the activity (direct or indirect target, 
such as audience, participants, etc.)  

Critical number of 
participants 

What is the minimum and maximum number of 
participants involved in the activity? 

Duration What is the duration of the activity? (How many minutes, 
hours, days, weeks, etc.?)  

Preparation period How much time is needed to prepare the activity? (How 
many days, weeks, months etc.?)   

Location Where does the activity take place? Urban vs rural? Both? 
Public place vs classroom? Etc. 

Budget and sources 
of financing 

Approx. budget size? Coming from grants, investors? For-
profit activity or non-profit? 

Setting and 
materials needed 

Are there any special physical materials, equipment, 
settings needed to realize the activity? (Like 3D printer, AI 
glasses, street occupation permission, boat)  



 

43 
 

Informed consent 
and copyright 
issues (if 
applicable) 

Think about copyright, data collection, etc. Provide insight 
on your practice 

Outputs (if 
applicable)  

Are there any tangible outputs of the activity? -(Catalogue, 
magazine, case study, video, prototype, toolbox etc.) - 
Please describe! 

Impact What are the tangible / intangible impacts (long-term), 
short and midterm outcomes of the activity?  

Tools What tools or toolboxes are used to realize or during the 
activity, if any?  

Tools in a sense of methodical tools, intangible, non-
physical tools, even software, digital programmes etc. Any 
tools used to plan / organize the activity? Map and gap 
canvas, BMC, ToC, Trello, etc.  

Communication What kind of communication activities do you carry out 
before and after the activity? Channels? Style? Messages? 
Social Media? Creative communications tools used / 
applied? Is there any specific communication strategy 
applied? What is it? What type of communication 
materials are created (rollup, flyer, video, gif)?  

Method  Are there any methods or methodology applied to 
undertake the activity? Does the activity have its own 
method(ology)? Preliminary training is necessary to 
conduct the activity? Methods can be for example design 
thinking, agile method, artistic research, action-research, 
structured interview, any named co-creation method etc. 
Please give a shorter insight, content can be elaborated 
more during the next work package. If applicable give 
information on the length of a session, group size etc.  

Step-by-step 
instruction 

This is an operational category not methodology related. 
Sum-up the steps of realizing / undertaking the activity 
keeping in mind the understandability for external readers. 
What are the timely action items the organizers must 
execute in order to have the activity implemented? 
Different results are not a problem since editing will be the 
next step. Please read the example!  

Links Copy here the link where more information is available 
about the activity, like photos, videos, agenda, etc. You can 
also copy a website link of an article about the activity, or a 
link to an interview conducted with an organizer, or any 
further links to further reading, reports, case study 
documents, etc.  
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EVALUATION AND REFLECTION 

Lessons learned What are the main takeaways related to the activity on 
different levels? Operational takeaways related to location, 
lengths of preparatory period or group dynamics, team set-
up, materials supply etc.  

Knowledge gain New knowledge coming from the activity. What is the 
knowledge that is realized and gained among participants 
/ target group and organizers? This is a more theoretical 
category. Like knowledge gain would be for example a 
decision maker as a participant heard for the first time 
about the creative solution in creating artificial corals to 
avoid flooding during a panel discussion. Or the initiator of 
the activity gained knowledge about the children invited to 
take part in the interactive activity, that it takes time to 
encourage them to participate so ice breaker games have 
to be inserted for next events) 

Pitfalls / Obstacles Did you encounter any barriers during the implementation 
process? Any risks worth considering? 

Variations (if 
applicable)   

Is there any variation of the activity? Shorter - longer 
version, online or offline variances? Adaption to another 
field or by another organization? 

Tips for future 
implementers / 
Good-to-knows   

What are the aspects a future implementer should keep in-
mind, be considerate about, pay extra attention to?  

Recommendation This activity is for you, future implementer, if...  
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3.2 Activity catalogue 
 

3.2.1 Embassy of sustainable design exhibition at the dutch design week (DDW) 2019 
 

OVERALL INFORMATION 

Activity organiser Wageningen University and Research (WUR), The Netherlands 

Type of the activity Exhibition  

Format DDW is an offline event, the large design event in the 
Netherlands. The exhibition is open for the public for 9 days, from 
1100-1800. Also, there was a business program from 10am to 11am 
and from 18h to 19h.   Wageningen Research hosted a 
Bioeconomy stand with 2 persons every day, to explain and 
discuss the perspectives of bioeconomy to the visitors.   

Theme / Challenges To overarching theme was bioeconomy. A stand with 3 value 
chains of bio-based products was prepared, from crop to 
intermediate building blocks to new applications.   

Aim of the activity The aim was to connect with the general public, to inform them 
about the perspectives of bioeconomy by showing them 3 value 
chains of bio-based products and by explaining and discussing 
bioeconomy.   

Short description of 
the activity 

The DDW is a public event which attracts professionals, as well as 
the general public. It was part of a larger exhibition, the Embassy 
of Sustainable Design, designed by curators, where all materials 
used were circular.  The Embassy attracted 25000 visitors. 
Wageningen Research was in contact with many professionals, 
visiting the stand individually and in groups as well.    

In order to inform the visitors about the potential of the bio-based 
economy, the value chain from plant to bio-based products was 
exhibited. Two crops were chosen and showed the intermediate 
and final products:   

 Maize/Corn ----> PLA----> packaging material, Biofoam, 
bioplastics (Mouse), textiles (T-shirt, bag)   

 Miscanthus-----> Granulate (fibres/starch) -----> bioplastics 
(Lunchbox)    

 Miscanthus -----> fibres--------> construction materials 
(concrete) or papers and packaging   

The storyline was actively explained to the visitors and people 
were able to touch the products and ask questions. Also, the 
related processes were demonstrated in a video and a Prezi 
presentation. The video was about the construction of a wooden 
T-Shirt. A laptop was installed to test the knowledge of the visitors 
in a quiz and different folders and booklets with more detailed 
information were also available for interested visitors. There was 
constant interaction with the visitors.   
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Organizer team / 
Partners 

The organizer team included researchers of bioeconomy, open for 
discussion with visitors, some communication specialists, as well 
as one of the Directors at the opening of the DDW.  Wageningen 
participated with a large team of researchers who were open to 
discussions.   

Wageningen Research took part in the Embassy of Sustainable 
Design which was an integrated exhibition, developed by the 
Embassy partners and two curators. The other Embassy partners 
were multinational companies such as IKEA, Friesland Campina 
and Renewi, all showing their ambitions related to the circular 
economy.  Further knowledge partners included the Universities 
of Delft and Eindhoven, the Design Academy, Artez Arnhem, 
representing designers who work with biomass and with waste 
materials.  

To develop the exhibition, a team of 3 researchers and a 
communication expert worked together, and for hosting the 
stand 10 colleagues were mobilised.   

Target Group The main target group was the public, although professionals 
from companies and local governments were also interested, just 
like international delegations.   

Critical number of 
participants 

For an exhibition format there is no critical number, although 
discussions can be held with a limited number of visitors at the 
same time.   

Duration The Dutch Design Week lasted 9 days from the 10h-18h daily.  

Preparation period Preparing the stand required 1 day a week over 3 months, which 
totalled 15 days.  

Location The stand was in the DDW venue, Brainport Eindhoven.  

The exhibition was organised in the at the Van Berlo Design 
Studio – the Innovation Powerhouse.    

Budget and sources 
of financing 

The total budget was 20.000-25.000 EUR, including the materials 
costs (approximately 5000-10.000 EUR) and the contributors’ fees 
(15.000EUR).   

Setting and materials 
needed 

In addition to the bio-based crops and the materials, a video, a 
screen and a laptop were used.  

Informed consent 
and copyright issues  

- 

Outputs (if 
applicable) 

- 

Impact Enormous outreach was generated: there were 25000 visitors to 
the stand, including different target groups like the general 
public, professionals, as well as local, regional, national and 
international experts.  
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The activity exceeded the expectations. The organisers were 
continuously in interaction with visitors for 9 days. The visitors 
were really interested and wanted to be a part of it. Insightful 
discussions took place about the potential of crops, the 
conversion techniques, bio-based products, climate issues 
(replacement of fossil fuels), the degradability of bio-based 
products, land use, the distribution, where to buy bio-based 
products, the price, the scale of bio-based production, food vs 
non-food applications. New professional contacts were made.   

Tools Quiz, Prezi and a film on bioeconomy   

Communication During the event a film communicated the professional content, 
booklets were used to distribute information and short 
presentations were made to the visiting delegations.  

Method  The main objective was to connect with the public, to present and 
discuss the perspectives of bioeconomy in order to get an idea 
about the general level of knowledge, interest, people’s questions 
and concerns. It was an interactive, participatory and collaborative 
form of research and outreach. 

Step-by-step 
instruction 

1. Find a suitable event for participation – exhibition, 
conference, fair   

2. Design the stand   
3. Develop the storylines   
4. Gather the materials   
5. Develop supportive means to explain the information – 

communication strategy and materials.    
6. Build the exhibition on location   
7. Brief the team   
8. Monitor and evaluate the event   

Links Retrospective 2019: Embassy of Sustainable Design: 
https://www.worlddesignembassies.com/en/topics/retrospective-
2019-embassy-of-sustainable-design/  

EVALUATION AND REFLECTION 

Lessons learned It is important to speak to visitors, otherwise the messages are too 
difficult to process.     

Knowledge gain Exhibition visitors had largely been unaware of the potentials of 
bioeconomy and bio-based products and were amazed once they 
found out more about them. Explanations and discussions can 
facilitate better understanding, therefore it is important to 
enhance outreach.   

The researchers identified the 12 most frequently asked questions, 
and this might inform communication strategies to reach the 
general public with the right messages.   

Pitfalls / obstacles If there are too many visitors, it is impossible to speak with all of 
them. Questions emerged on all different aspects of bioeconomy 
and one expert cannot answer them all.    
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Variations (if 
applicable)   

- 

Tips for future 
implementers / Good-
to-knows   

-   

Recommendation - 
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3.2.2 Showcasing bioeconomy in Wageningen municipality – a local outreach 
activity 

 

OVERALL INFORMATION 

Activity organiser Wageningen University and Research (WUR), The Netherlands 

Type of the activity The activity was developed together with the Municipality of 
Wageningen, involving the following components:   

 A presentation in the local library  

 Exhibition of panels in municipality shop – in shopping street   

 Publishing articles in local newspaper  

Format Outreach activity 

Theme / Challenges The topic of bioeconomy was addressed through discussions and 
presentation, as well as articles published in the local paper that is 
distributed to all inhabitants of Wageningen. The presentation 
and discussion in the local library, which people could attend with 
a ticket, were designed to start a dialogue. An exhibition was 
installed in municipality shop targeting people passing by in the 
main shopping street of the City of Wageningen.   

Aim of the activity The aim was to connect Wageningen University Research (WUR) 
with the inhabitants of the City of Wageningen and to reach out 
to the general public. People are not aware of WUR’s research 
topics and insights. The topic of bioeconomy is also relevant for 
local and regional policies on sustainability, waste and circularity.   

Short description of 
the activity 

The activity was part of a larger program which has been 
developed by the board of WUR and the Municipality of 
Wageningen; the mayor and the department of sustainability and 
public affairs were also involved in conceptualization. Different 
research topics and activities (citizens science, action research, 
local case studies), relevant for the City of Wageningen, are being 
conducted in the city.  The Library of Wageningen hosted a large 
part of WUR’s local activities which aimed to discuss topical issues 
with the citizens of Wageningen. WUR’s exhibition took place in a 

municipality shop, which is used as a meeting point on 
sustainability where people can get advice about sustainable 
living and housing in Wageningen and functions also as an 
exhibition space.  The larger local program hosted WUR’s activities 
was the Library of Wageningen established to discuss actual 
topics with the citizens of Wageningen. The exhibition of WUR 
took place in a Municipality shop, which is used as a meeting 
point on sustainability where people can get advice about 
sustainable living and housing in Wageningen and functions also 
as an exhibition place. 

Organizer team / 
Partners 

The outreach activity was developed collaboratively by civil 
servants, a local politician, and WUR researchers of bioeconomy. 
Some communication specialists were also involved. One of the 
Alderman (the chief officer in a district) took part at the opening of 
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the Exhibition.  To develop the exhibition, a team of 3 researchers 
and a communication expert worked together, and 10 colleagues 
were mobilised for hosting the stand.   

Target group The outreach activity was developed collaboratively by civil 
servants, a local politician, and WUR researchers of bioeconomy. 
Some communication specialists were also involved. One of the 
Alderman (the chief officer in a district) took part at the opening of 
the Exhibition.  To develop the exhibition, a team of 3 researchers 
and a communication expert worked together, and 10 colleagues 
were mobilised for hosting the stand.   

Critical number of 
participants 

For the presentation in the library a minimum of 20 participants 
were targeted. For the exhibition no minimum was set.  

Duration The presentation took place on one occasion (1 hour presentation, 
1 hour discussion and drinks reception afterwards). The exhibition 
lasted for 1 month.  

Preparation period 1 meeting a week for 2 months. 8 days in total.  

Location The event had a central location, in the middle of the city of 
Wageningen of 45000 inhabitants, making use of the accessible 
infrastructure and premises like the library and the city shops. The 
location of the shop had an added value: it is located in the middle 
of the Wageningen shopping street. Although the shop has 
limited opening hours (Wednesdays and in the weekends) but the 
exhibition panels were positioned so that passers-by were able 
to  see them through the windows.   

Budget and sources 
of financing 

8000 EUR for personnel costs and 2000 EUR for materials and 
information brochures. Altogether 10000 EUR. 

Setting and materials 
needed 

Existing exhibition, panels, videos, brochures on bioeconomy.   

Informed consent 
and copyright issues  

- 

Outputs (if 
applicable) 

- 

Impact The activity was organized in close cooperation with the 
municipality, and it contributed to better connections and 
understanding both ways. The activity took place during COVID, 
therefore its outreach was not as wide as it could have been 
otherwise.  

Tools - 

Communication The following communication formats were used:   

 A film shown to the audience   

 Exhibition panels communicating content   

 Short presentations at shop  
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 Presentation in the local library  

 Information brochure for distribution  

 Article published in the local newspaper  
Method  No specific training was needed in this case. Various activities in a 

policy – research – society collaboration can be used as 
inspiration.  

Step-by-step 
instruction 

The most important step was teaming up with the Municipality 
and making the collaboration with the University and the 
Research Centre very operational, exploring different ways of 
working, informing and presenting, and interacting with citizens.   

Links https://www.wur.nl/en/newsarticle/wur-and-the-municipality-of-
wageningen-are-working-on-the-neighbourhoods-of-the-future-
together.htm  

EVALUATION AND REFLECTION 

Lessons learned It is important to enhance outreach and let people know of what’s 
happening on the campus. It is also important to establish 
collaboration with the municipality.  

Knowledge gain Another reason for enhancing outreach is because people are not 
aware of the most recent scientific discoveries but as soon as they 
here about bio-based solution and products they become 
interested and amazed by the possibility.   

Pitfalls / obstacles Covid was an obstacle. Presence at the exhibition was difficult to 
arrange.  

Variations (if 
applicable)   

- 

Tips for future 
implementers / Good-

to-knows   

Consider variance for different target groups: a discussion e.g. at 
the library is suitable for those interested and informed; for people 
with little information about bioeconomy, it is best to reach out to 
them in the shopping street. Good to target both.   

Recommendation - 
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3.2.3 Maker Sprint  
 

OVERALL INFORMATION 

Activity organiser Zentrum für Soziale Innovation (ZSI) and Business Upper Austria, 
Austria  

Type of the activity Maker Sprints in general enable the quick development of ideas 
or products within only a few days. A five-day design thinking on 
speed, seeks to condense the traditional and somewhat lengthy 
design thinking process into a week or under, whilst remaining 
true to its human-centric imperative. As with design thinking, the 
process starts and ends with the customer.    

Format Sprints are highly interactive and face2face. It is important to 
enable an eye-to-eye concept, engaging all participants at the 
same level and excluding any type of judgement of ideas. 

Theme / Challenges Innovation, design and new business ideas.  

Based on a specific problem (e.g. specific side streams from the 
wood sector that are not utilized yet), the sprint seeks to facilitate 
discussions in a heterogeneous group of people to find many 
solutions for a concrete problem.  

Aim of the activity  To collaboratively create solutions for defined problems.  
 To prototype in order to find different solutions/ideas for a 

specific problem.  
 To bring together makers and businesses, stakeholders 

from specific branches, artists and people from other fields 
with innovative ideas, to initiate/launch new business 
ideas.  

Short description of 
the activity 

The format is designed to find solutions very fast, often not more 
than 5 days, with the participation of interested people.    

1) Problem definition.    

2) Individuals or groups draft ideas for solutions. Be open for 
creativity!    

3) Bring back ideas to groups and discuss. Important not to judge! 
Have a factual and clear discussion.   

4) Incorporate input from others.    

5) Decide which solution suggestions will be developed. It is a 
collaborative decision. (Attention: it is delicate step, because here 
it is easy to judge. In this phase the groups decide on one 
solution.)    

6) Groups work on different parts of the prototype. Tasks are 
divided.    

7) When the prototype is ready, it is tested. Gathering of feedback 
from others. Evaluation (e. g. asking people on the street).    
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All this happens in a very short time period.  

Organizer team / 
Partners 

At least one moderator is needed. Collaboration with a maker 
space (such as the Tabaktrafik). Engagement for at least 3-5 
days.    

Target group SMEs, industry and business, designers, maker spaces, 
researchers, students, start-ups, design students, civil society, 
artists, tinkerers – basically anyone can be addressed by using this 
format.  

Critical number of 
participants 

Team size is between 4-20 people. It should be made up of 
professionals with different profiles including a moderator, 
designer, decision maker, product manager, developer, and 
someone familiar with the domain.  

Duration 4-5 days  

Preparation period Differs significantly, depending on the experience of the maker 
space, the moderator, the participants’ experience, etc.    

Invitation and open call for participation should be posted at least 
one month prior to the event. Talk to the maker space organizer 
so as to match their makers with your activity!    

Organizers need to ensure and arrange the facilities, breaks, 
materials to use for prototype.    

Calculation of costs needs to be made ahead.  

Location Maker space, Fablab or Citylab   

Budget and sources 
of financing 

The budget depends on aspects of the collaboration: some 
makerspaces are free, others might charge. Calculate costs with 
the breaks (lunch, coffee, etc.) and materials for prototyping and 
the costs for the moderator, workshop material (paper, pens, post-
its etc.).  

Setting and materials 
needed 

Makerspace providing tools and machines might be needed 
(depending on the topic of the sprint).  A 3D printer might be 
needed.  

Informed consent 
and copyright issues 

Clarify motivation of participation and expectations. Make 
agreements if needed.  

Outputs (if 
applicable) 

Collection of ideas, prototypes, or business plans.  

Impact New business and design ideas can emerge, as well as new 
solutions to support circular, sustainable bioeconomy in the 
region. In the best-case scenario, a new SME is established.  

Tools Depends on the needs of the participants.  

Communication Organize a ‘Introduction event’: present the challenge to the 
makers.    
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Invite publicly makers, tinkerers, stakeholders using different 
channels (i.e.. maker space mailing list, poster at the maker space, 
emails to SMEs)  

Method  Design thinking method is used but internal training on the 
usage of tools could be needed (depending on the 
challenge/solution).  

Step-by-step 
instruction 

Day 1  

Step 1: Clarify motivation, expectations, roles and possible 
compensation for makers.   

Step 2: problem definition and mapping.  

The first day is all about understanding the issues that users are 
facing with the current system and generally discussing and 
defining the problem and challenges. You should also use this day 
to choose a goal for your sprint. You can also recruit users for your 
later tests.   

Day 2   

Step 3: ideation and brainstorming for ideas.   

If you now fully understand the problem, the group generates and 
specifies initial ideas. For this step a canvas can be used.   

Step 4: decision on prototype, storyboard.   

Day 3   

Step 5: building the prototype   

Create your physical prototype by using things that already 
exist.  Use a 3D printer to create prototypes.   

Day 4   

Step 6: test and evaluate!  

You can find out about the fate of your product based on the 
answers of your test users. Give users some time to interact with 
the product, monitor their behaviour, and ask them about their 
experiences. At the end of the day, you should know what 
changes you need to make to design a user-centric product.   

The Sprint is only as useful as its iteration. You have to summarize 
your findings and decide on the further course of action, using the 
insights and data gained in the sprint.   

These sprints can be done iteratively, thus once you have 
feedback, you could start another loop of development.    

 

Links OPEN!NEXT: Social Challenges in Open Hardware Development: 
https://projects.opennext.eu/+fictionfactoryopennext/open-
future-  
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Experience collaborative manufacturing: 
https://wikifactory.com/+fictionfactoryopennext/open-future-
factory  

Towards open business models Build-to-order furniture: 
https://opennext.eu/wp-content/uploads/2021_Vignettes-
stykka.pdf   

https://happylab.at/de_vie/news/dd-vernissage23     

Detailed design sprint guideline: 
https://www.workshopper.com/post/the-ultimate-step-by-step-
guide-for-design-sprint-beginners  

EVALUATION AND REFLECTION 

Lessons learned  Be prepared to clarify the different roles of the participants.   
 Participants do come from different working environment, 

thus foster acceptance and positive attitude. Somebody from 
the maker space will need to foster the ‘open approach’, so 
that knowledge is shared, products are co-created: clarify 
business models with the participants if needed.   

 Good, open-minded spirit and common trust are important, as 
well as the feeling of being included in a team and to have a 
good working atmosphere.   

 A location is necessary which allows for creative work, access 
to tools (e.g. a 3D printer, cutting tools), sufficient amount of 
material for all participants, and provides an atmosphere that 
supports teamwork and team building. Sufficient time should 
be allocated for team building activities and a professional 
facilitator is needed for using group dynamics effectively.  

Knowledge gain At the design sprint all participants exchange ideas and expertise 
and collaboratively gain new knowledge and find/develop 
(technical) solutions for specific problems or challenges.   

The knowledge gain varies a lot and depends greatly on the 
project you are facilitating. It could be, for instance, knowledge on 
the process itself, all way to very concrete things like knowledge 
on how to handle the tools and machines, ideas and processes 
related to bioeconomy, etc.  

Pitfalls / obstacles  Be aware that SMEs might have different motivations than 
makers or stakeholders. Different motivations might lead to 
different understanding of results and output, as well as 
business models and compensation. It is very important to 
clarify the compensation of makers/participants beforehand.    

 There is high communication effort to handle. Do not 
underestimate this aspect!   

 Group dynamics are very important in such a setting, all voices 
need to be heard and facilitators need to support introverted 
participants to speak out.   

 Objectives must be very clear and clear instructions are 
needed for each session to be able to develop a real 
prototype.  
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Variations (if 
applicable)   

Depending on the context, the starting point and the specific 
expected output of the sprint, the concept can be extended or 
shortened.  

Tips for future 
implementers / Good-
to-knows   

This format needs a lot of preparation and a high flexibility on the 
part of the facilitators during the workshop reacting to the needs 
of the participants.    

As the group needs to develop a prototype together, it is very 
important that the group builds a strong and trustful team. Plan 
sufficient sessions and time for group building, including breaks 
in a comfortable and welcoming atmosphere.    

Recommendation This activity is for you if….  

… you would like to do something innovative.  

… you would like to have a result in a very short time.   

… you are looking for an activity involving a heterogeneous group 
of people.    

… you like cooperation.  

… you have/would like to establish good contacts with a maker 
space.   

… you are looking for an activity that works well for 
SMEs/industry.    

… you are looking for product/solution development.   

…. you work with creative people that are interested in developing 
innovative solutions for current challenges society is facing. As the 
format takes a lot of time, it is necessary to work with participants 
that have high motivation to solve the respective challenges.  
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3.2.4 Brown bag meetings for policy exchange  
 

OVERALL INFORMATION 

Activity organiser Zentrum für Soziale Innovation (ZSI), Austria  

Type of the activity Policy loop based on a “brown bag meeting” format.  

Format Brown bag meetings are meetings in a more informal setting, 
where participants bring a light lunch. Thus, participants 
physically participate in such meetings, although a hybrid format 
can also be considered. For the policy loop brown bag meeting a 
light lunch should be prepared by the organisers. Content is 
presented to the participants in an interactive setting and, as a 
next step, interactively discussed and validated.  

Theme / Challenges This is a format that enables exchange and validation of specific 
results relevant for policy makers. It is a format that allows for 
intensive exchange in a comfortable atmosphere in a very tight 
timeframe.    

Aim of the activity A diverse group of policy makers become familiar with new 
insights and results related to a specific topic; they bring in their 
perspectives and together validate the content. Through this 
format, results are disseminated and an uptake of results by policy 
makers can be strengthened.  

Short description of 
the activity 

The brown bag meeting is planned over lunch time (or a break 
time in the afternoon). Snacks and beverages are prepared, such 
as sandwiches, light finger food, juice, coffee, and tea etc. In this 
rather informal setting, where a lunch break and a meeting are 
combined, organisers enable exchange among participants. For a 
policy specific brown bag meeting, the most important results of 
the topic of interest must be well prepared and guiding questions 
help to structure the discussion. A facilitator supports the 
discussion and takes notes of the most important aspects on a flip 
chart or a pin wall. Different colours of post-its or moderation 
cards help to document participants’ consents and dissents. The 
meeting lasts between one and two hours.  

Organizer team / 
Partners 

This format requires a person preparing the room (food, chairs, flip 
charts/pin walls), and one facilitator, who is responsible for 
enabling fruitful discussions and taking notes for the group. 
Project based staff will prepare the presentation of results and 
align with the facilitator the process in the workshop. If any of the 
colleagues in the team is familiar with meeting moderation, no 
external facilitators will be needed.    

Target group Policy makers; multi-stakeholder groups; project teams.  

Critical number of 
participants 

Depending on the specific goal of the brown bag meeting, 
between 5 and 15 participants are appropriate in this format.    

Duration A brown bag meeting lasts between one and two hours.  

Preparation period This easy format does not require too much preparation. However, 
the following should be considered: 3 hours may be necessary for 
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the invitation process (start the invitation process at least 2 
months prior to the event), 2 hours for preparing the room and 
food; 2 hours for team preparation with facilitator (agree on clear 
goal for the meeting, guiding questions, and a way of 
documentation). 2 hours may be necessary for documenting the 
results.   

Location This activity is a face-to-face activity and is most suitable in urban 
areas, where participants do not have to travel long distances. It 
takes place in a sunny, light, and comfortable room, providing 
enough space for the number of participants. This room must be 
equipped with at least one table and chairs around. In case small 
group work is planned, e.g. due to a larger number of participants, 
bar tables are well suited to enable informal group discussions 
there.    

Budget and sources 
of financing 

This format allows for saving budget. The easy to apply design 
does not require external facilitation and meeting rooms are often 
available in-house. However, the food and beverages must be 
provided.    

Setting and materials 
needed 

Beamer for presentation, flip chart or pin wall, post-its or 
moderation cards (+ pins), light meeting room.   

Informed consent 
and copyright issues 
(if applicable) 

Clarify motivation of participation and expectations. Make 
agreements if needed.   

Outputs (if 
applicable) 

E.g. list of validated policy recommendations.    

 

Impact The activity leads to awareness raising of specific issues and might 
support a potential uptake of results by policy makers. Through 
bringing in their perspectives and discussing the results based on 
their needs, this uptake is strengthened.    

Tools - 

Communication For this activity potential participants are directly contacted and 
invited via email or phone. The results of the discussion can be 
disseminated via social media channels. Moreover, the final 
results, with discussion points integrated, will lead into policy 
recommendations and/or policy briefs.   

Method  The activity is adapted to the brown bag meeting methodology, 
where participants bring their lunch bags themselves. However, 
the advantage of this method is the informal setting allowing for 
quick and easy exchange and valuable results, the short time 
schedule and the low costs. Results must be harvested using 
traditional workshop methodologies and documentation formats 
on flip charts and pin walls.    

Step-by-step 
instruction 

1. Identify policy stakeholders who are most relevant for the 
exchange and validation process.   

2. Book room.   
3. Send invitations and agenda to policy stakeholders.   
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4. Prepare the location (Important: comfortable, welcoming 
atmosphere, finger food and beverages on the table, flip 
charts, pin walls, workshop materials)   

5. Run the event   
5.1. Introduction and welcome   

5.2. Short introduction round   

5.3. Short information of the process   

5.4. Presentation of the topic to be discussed (keep it brief)   

5.5. Informal stimulation of discussion   

5.6. Structured discussion and validation based on prepared 
questions   

5.7. Documentation on prepared flip chart / pin wall   

5.8. Summary and closing    

6. Documentation   

7. Email to participants with photo documentation        and further 
steps   

8. Integrate results in policy briefs and policy recommendations   

9. Publish result  

Links What Is a Brown Bag Meeting? Definition, Types, and Key 
Benefits: https://www.investopedia.com/terms/b/brown-bag-
meeting.asp  

EVALUATION AND REFLECTION 

Lessons learned The format is easy to apply and not limited to a specific target 
group. A welcoming atmosphere, nice food and a lively exchange 
stimulate fruitful exchange and help participants to overcome 
hierarchical barriers and support a positive group dynamic. It is 
very good if there are already specific results to be discussed, 
agreed, or validated. Consents and dissents can easily be 
documented. However, discussion questions have to be well 
prepared to get the results needed.  

Knowledge gain In the case of working with policy makers, the participants might 
be familiar with the general topic discussed but gain new 
knowledge about the new insights presented and reflected here. 
Moreover, the format aims at strengthening the uptake of policy 
relevant results by persons with decision making power.    

Pitfalls / obstacles This might be a format some participants might not be used to. It 
is therefore important to briefly introduce the format already in 
the invitation (e.g. emphasize that participants have the 
opportunity to exchange and that organisers provide lunch and 
beverages, etc.). It is important to ensure a comfortable 
atmosphere starting from the welcoming of participants 
throughout the end. In case organisers decide to work with 
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smaller groups, it is important to make sure that the discussions 
at each table stay focussed.    

Variations (if 
applicable)   

Brown bag meetings come from the US and are usually applied in 
internal company teams. However, adapting the concept e.g. for 
policy exchange, as suggested here, is a good way to stimulate 
new thoughts and lively discussions.    

Usually, the meeting takes place around one table. However, the 
format can be adapted by, for instance, providing several smaller 
tables and letting small groups of participants discuss different 
questions at different tables. This is recommended for larger 
groups.    

Tips for future 
implementers / Good-
to-knows   

Be well prepared, be open minded and trust the power of creative 
exchange formats.    

Recommendation This activity is for you if….  

… you have important results for policy makers you would like to 
disseminate but also reflect on, bringing in different perspectives. 
This format helps you to reach your target group and engage with 
them on a very high level, and thus improve your policy 
recommendations before the final dissemination.   

 

 

 

  



 

61 
 

3.2.5 Simulation days with robotics – Robotics meets carpentry 
 

OVERALL INFORMATION 

Activity organiser Business Upper Austria in cooperation with Tischlerei 
Weissengruber, Universal Robotics und Fa. Schmachtl - Austria  

Type of the activity Workshop 

Format The activity is interactive, and it needs to be carried out in person, 
since participants operate and program robots themselves.    

Theme / Challenges The main challenge of the activity is to show participants how to 
apply robots in a practical way and through this to support 
carpenters with digital transition. 

Aim of the activity The aim is to mitigate the uncertainties around the use of robots 
for several applications in carpentry production.   

Short description of 
the activity 

Ready to automate your carpentry production?  

Universal Robots has revolutionized the setup of “Cobots”, 
reducing setup times previously measured in oodles of time to 
just a few hours. Universal Robots customers report an average 
implementation time of only half a day. An untrained user needs 
unusually little time to support the first simple tasks with the 
“Cobots”.  Attending to the Simulation Day the participants can 
practice the implementation of the robots by operating them in 
order to simulate the various possible applications of the “Cobots” 
in the carpentry industry.   

Organizer team / 
Partners 

It is necessary to have one facilitator from the organization (in this 
case Business Upper Austria), who explains ad introduces the 
workshop.   

It is also necessary to have one or more people from the robotics 
organization (in this case Universal Robotics), who will 
demonstrate the “Cobots”, help participants to program it and 
also be available for answering technical questions.   

Additionally, it is necessary to have one person from the host 
organisation (in this case, furniture producer Weissengruber) to 
welcome everyone and to assess the organization of the 
workshop.  

Target group The direct target group is carpenters.   

Critical number of 
participants 

20 people   

Duration The workshop is four hours long.    

Preparation period 3 weeks are needed to prepare the event.   

Location The location depends on the target group. In the case of the 
specific activity described, the workshop needs to take place in a 
carpentry, but it can vary, depending on the addressed industry. 
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Budget and sources 
of financing 

Financing comes from the participation fees: 90 EUR for Business 
Upper Austria members and 165 EUR for non-members.  

Setting and materials 
needed 

“Cobots” – cooperative robots designed for human-robot 
interactions – are essential equipment for the activity.  

A screen or projector is needed for a presentation at the 
beginning of the workshop.   

Informed consent 
and copyright issues 
(if applicable) 

-   

Outputs (if 
applicable) 

Participants can program the “cobots” themselves and see the 
immediate results and a coding itself. Additionally, the Business 
Upper Austria team always takes photos and videos of such 
workshops to share the results in social media and newsletter.  

Impact In the short- and medium-term, the carpenters might become 
more interested in and willing to implement robotics in their 
production as well. In the best-case scenario, they might 
implement them in the long term.   

Tools Programming software installed to code and to operate the 
robots.  

Communication Before the workshop, direct company visits take place to 
understand the carpenters’ needs and expectations. Advertise the 
event on social media and in newsletters. The videos as outputs of 
the process and photos taken are used in the post-
communication.   

Method  - 

Step-by-step 
instruction 

1. Create detailed specifications of the events (cooperation 
between organisations, workshop locations, potential 
participants, target group).   

2. Create the concept of the event together with the cooperating 
organisations (ask what is possible – can participants really 
program and tests the “Cobots” in a few hours of the 
workshop? What is the right location for doing it?)  

3. Create event webpage in the organisation website.   
4. Advertise the event, recruit participants.   
5. Prepare the location.   
6. Order catering.   
7. Run the event 

 

7.1. Introductions (meet-and-greet)   

7.2. Overview of the event (organizers explain the agenda and 
introduce the importance of digitalisation)    

7.3. Three “Cobots” are installed and put into operation at three 
production stations.   

7.4. Participants can operate the robots themselves.   

7.5. Participants can install an add-on themselves.   
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7.6. Participants can program their first program.   

7.7. Participants can discuss the practical applications with 
experts.   

7.8. Organizers conclude the workshop and thank all.  

  

8. Through the informal networking part, organizers can get 
feedback on the workshop.   

9. After the workshop, make sure to have follow-up 
communication (publish podcasts, articles, social media posts, 
follow-up emails etc.) with the success-story of the workshop. 

 

Links Event website with more information: https://www.b-i-
c.at/veranstaltungen/detail/robotik-erlebnisworkshop-im-
tischlereibetrieb-03-11-2022   

 

EVALUATION AND REFLECTION 

Lessons learned - 

Knowledge gain Participants learned how easy it can be to program a “Cobot” and 
how useful it can be for their carpentries. This could be a first 
important step for the digitalization of this sector.   

Pitfalls / obstacles - 

Variations (if 
applicable)   

Variation of target group affects the location of workshop.  

Tips for future 
implementers / Good-
to-knows   

Plan extra time for the programming and test part.    

 

Recommendation - 
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3.2.6 Solve³ conference the price of building – affordable construction with 
ecological, economic and social focus 

 

OVERALL INFORMATION 

Activity organiser Business Upper Austria in cooperation with AFO Architekturforum 
Oberösterreich  

Type of the activity Educational series of short seminars and presentations  

Format The conference was carried out offline, participants had the 
possibility to interact by answering questions at the end of each 
presentation and to participate in the networking part.  

Theme / Challenges The conference is organised annually, focusing on a new topic 
every year. The topics are also explored in 3 different dimensions. 
The last topic of the current conference was: The Price of Building 
- Affordable Building in Ecological, Economic and Social Focus. 
Some examples of the talks given: “Parametrically planned timber 
construction: regional, demountable and ecological”; “reduce, 
re:use, re:cycle”; “Ideas for the half empty family home”; “From 
building group project to rental house - metamorphosis of an 
idea”.   

Aim of the activity The goal of the event is to bring different positions and 
approaches closer together by showing alternatives to the current 
system.  

Short description of 
the activity 

“How much can we afford? We examine this question from 
different angles. Lack of resources, price pressure, climate 
protection - the construction and real estate industry as well as 
cities and municipalities have to tackle many challenges, but they 
can also achieve a lot. The "SOLVE³ 2022" event will focus on how 
we can manage to build responsibly despite all the hurdles. 
Affordable doesn't just mean financially viable. It is also about 
social and ecological factors and their quality. The aim of the 
event is to reveal the different positions to define sustainable 
solutions. The question is not only what you - the architects, 
planners, building contractors and housing developers - can 
contribute, but also what framework conditions politics should 
create.” (From the conference website)  

The half-day-long event tackles different challenges represented 
by the invited speakers and experts in a form of various short 
seminars and plenary lectures. An important part of the event is 
the open networking part, where the audience can discuss 
informally the issues and approaches that emerged during the 
seminars.   

Organizer team / 
Partners 

Main organisers: 1 person per organisation (1 from Business Upper 
Austria and 1 from AFO)  

Technical support: 1 person to check sound, screen and change 
presentations  

Moderator: 1  



 

65 
 

Number of speakers: 6 but not more than 8 to have enough 
dedicated time for each speaker.  

Target group The target group varies based on the central theme of the 
conference but a professional audience is the most suitable for 
the format. In the current case professionals and industry actors 
like housing developers, policy makers, architects and planners 
and executors were addressed.   

Critical number of 
participants 

The minimum number of the audience is about 20 people (not a 
strict requirement). There is no maximum number of participants, 
it depends on the location where the conference takes place.  

Duration Three and a half hours and an open-ended networking part  

Preparation period 3 months is needed to prepare the event.   

 

Location An urban space is recommended to provide easy access for all. In 
the current case, as Business Upper Austria carried out the 
conference in cooperation with AFO, it took place at the 
Architecture Forum Upper Austria since it was a good fit to the 
topic. 

Budget and sources 
of financing 

Financing through sponsors and participation fees (90 EUR per 
participant).   

Approximate budget size: 7000 EUR 

 

Setting and materials 
needed 

Screen and sound system for presentation, enough space for a lot 
of participants and the networking; catering.  

 

Informed consent 
and copyright issues 
(if applicable) 

Data protection issues need to be addressed for sharing photos of 
participants.  

Outputs (if 
applicable) 

Photos and summary of the event that is sent afterwards to all 
participants and made available on the website.   

Impact The impact of a conference like this is intangible. Knowledge gain 
is due to the informative presentations containing new 
knowledge and discoveries. Otherwise conversations between 
sector and industry players can be boosted during the networking 
event but the direct impact is hard to assess.   

Tools -  

Communication Before the conference:  

 The event was promoted in social media (mostly LinkedIn) 
and in newsletters for 2 months prior to the event.  
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 An e-mail reminder was sent a few days before the event 
with the description of the location, parking possibilities, 
etc.   

After the conference:  

  A follow-up report with photos was sent via email to all 
participants of the event.  

 This report was also made available on the organisation’s 
website.   

Method  The activity does not have a specific methodology although 
organising a seminar or conference can have specific guidelines 
linked to different sectors.   

Step-by-step 
instruction 

1. Brainstorm in the team about the topic of the event (and in 
this case, the three dimensions that the topic covers: 
ecological, economic and social focus).  

2. Develop the concept, location and agenda with cooperating 
partners.  

3. Find sponsors and speakers.  
4. Create a webpage/sub-page for the event on the 

organisation’s website.  
5. Start advertising the event, recruit participants.  
6. Send a reminder to the participants.  
7. Prepare the location.  
8. Order catering.  
9. Run the event (during the whole time there is a person taking 

photos).  
 

9.1.  Introductions from both organisations (Business 
Upper Austria and AFO) – meet-and-greet session.  

9.2. Presentation of 6 speakers with short breaks 
between them and with the possibility for the 
participants to ask questions.  

9.3.  Organizers thank all (especially sponsors) and invite 
participants and speakers to the buffet and 
networking session.   
 

10. Implement post event communication by follow-up email 
with photos.  

 

Links Conference summary: https://www.b-i-c.at/news-
presse/detail/news/ideen-damit-bauen-und-wohnen-leistbar-
bleiben  

EVALUATION AND REFLECTION 

Lessons learned The location has to have good parking possibilities and easy 
access.   

A technology check is necessary to see if all equipment is working 
properly.  

Knowledge gain Examples of knowledge gain related to the specific industry:   

 

 The construction industry is responsible for 38 % of CO2 
emissions - the savings potential is correspondingly high if, for 
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example, buildings are not demolished at the end of their 
service life, but are instead deconstructed.  
 

 With parametric planning, a software used to create an 
equation with many unknowns, that delivers the solution of 
the equation in an optimal result. In this way, savings can be 
made already in the planning process, but also in the 
execution. "The price of building is related to know-how. 
Optimized construction saves working time and material."  

 

Seminars are suitable for gaining insightful new knowledge and 
information, this is the most classical and well-established format 
to gain concrete knowledge and discoveries.   

Pitfalls / obstacles Find enough speakers to present for free or for a small fee due to 
relatively tight budget.   

Last minute cancellations might present risks 

Variations (if 
applicable)   

The variation relates more or less to speakers on different topics.  

Tips for future 
implementers / Good-
to-knows   

- 

 

Recommendation - 
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3.2.7 Summer school on sustainable agrofood productions 
 

OVERALL INFORMATION 

Activity organiser University of Palermo (UNIPA), Italy  

Type of the activity Summer school belonging to educational events within the 
alliance of the universities FORTHEM 

Format Plenary sessions and training, visits to enterprises, simulated 
activities related to quality assessment of agri-food productions.  

Theme / Challenges Fostering multidisciplinary approaches in the frame of sustainable 
development goals (SDG) 2030 agenda, spanning research in the 
social sciences, agri-food sciences, food processing and 
technology, health etc.  

Aim of the activity The current activity is in line with the FORTHEM alliance 
objectives, as it belongs to the Collective Short-term Mobility 
Activities, aimed to stimulate new teaching approaches focusing 
on:  

 innovation of the teaching program (focusing on 
sustainability in the agri-food system, according to the 
agenda 2020),  

 feasibility, contents, structure, planned organization,  
 coherency with overall objectives of the FORTHEM alliance 

(mobility, research and innovation, regional and civic 
outreach),  

 provisions by organizers to cover organizational costs.  
Short description of 
the activity 

The main topic of the summer school was linked to the necessity 
to increase sustainability in the food value-chain, focusing on all 
steps, from production to processing and consumption, reducing 
food loss and waste.  Students were involved in meetings with 
SMEs, food bloggers, focusing on the utilization of the 
Mediterranean primary food resources, fruits, vegetables, dairy 
and fishery products. The Mediterranean diet and gastronomy 
were discussed and experienced in terms of food management, 
cooking and communication, including food & beverages (wine 
and beer). The summer school included a guided visit to the 
botanical garden, to salt works and to a wine company. 
Furthermore a “Biodiversity Art Exhibition” by Fondazione 
Sant’Elia was organised alongside with a performance of the 
international artist Rafael Yossef Herman.  

 

Organizer team / 
Partners 

The organizing team included the participants of the FORTHEM 
Food Science Lab: 4 professors as staff members (including the 
project leader), 4 members of the administrative/supporting staff, 
4 students from the hosting institution.  

The organizational tasks were managed by 5 staff members and 4 
students. The workshop was moderated by 2 moderators and the 
number of invited speakers was 8.  
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Target group The summer school targets Master or PhD students in the field of 
food sciences and technology or biology. Basic English level was 
required.  

Critical number of 
participants 

The number of participating students from the FORTHEM 
universities alliance was 36. It is possible to increase the number of 
students, but the programme, location, the budget and the 
operative effort will also increase significantly.   

Duration 5 days during the early summer.  

Preparation period The workshop was organized in 6 months.   

 public recruitment of FORTHEM Alliance students,  
 interviews and selection of candidates from hosting 

institution members,  
 drafting of authorisations for foreign student’s 

participation,  
 invitation letters to invited speakers,  
 e-mail for the dissemination of the event including the 

draft of the event 
Location The plenary sessions of the summer school took place in Palermo, 

at the Department of Agri-food Sciences and Forestry (SAAF) 
(University of Palermo) and included visits to a winery, an 
experimental cellar, a visual art exhibition on biodiversity, a visit to 
saltpans and salt harvesting in Trapani.  

The locations should be suitable to host the desired number of 
participants, provide place for lectures and seminars and should 
be located close to the industry for site visits.   

Budget and sources 
of financing 

Organizational costs incurred (on top of mobility and living costs) 
and sources of funding for general costs (related to the use of 
onsite infrastructures & resources) was overseen by FORTHEM and 
provided by local private and public sponsors. 

Setting and materials 
needed 

Some of the needed materials for the realization of the workshop 
were: internet connection, laptops, audio and video system, 
projector and projection screen, conference supplies (notebooks 
and pens) and brochures.  

Informed consent 
and copyright issues 
(if applicable) 

-  

Outputs (if 
applicable) 

The outputs of the summer school were a final report created by 
each participant, a photo catalogue, the creation of a website and 
social media advertising and creation of a satisfaction survey. 
Students were awarded credits recognition by an open badge 
system that lets them  use it all around Europe.  

Impact The desired impact of the FORTHEM program is to promote 
sustainable development through mobility actions that aim to 
have impact on the protections of all human rights, freedom of 
movement within the European Union, individual freedoms, 
democracy, allowing citizens to enjoy their political, human and 
individual rights to live without discrimination.  
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Tools The tools used during the activity were PowerPoint (used by the 
invited speakers and moderators), as well as tools necessary for 
wine and food tasting (wine-tasting receptacle, plates, etc.)  

Communication Before the start of the activity, the workshop was promoted 
through social media, as well as the websites of UNIPA and 
FORTHEM.  

Method  The summer school was organized by a trained organizing 
committee responsible for speakers’ invitations, contacting the 
wine company and the botanical garden manager. The 
committee was also responsible for student’s selection and 
training.  

Specific content related methods were not implemented.   

Step-by-step 
instruction 

1. Create detailed specifications of the event (theme, set up rules 
and regulations of the event, pick moderators and invite speakers, 
decide the location, date, crew, decide of the offline, online or 
hybrid format etc.).  

2. Find sponsors, press contacts and companies related to the 
topic.  

3. Design the image of the event and dissemination platforms.  

4. Advertise the event, recruit participants.  

5. Prepare the location.  

6. Run the event.  

 

6.1. Welcoming (meet-and-greet)  

6.2. Overview of the event (organizers explain the summer 
school agenda)  

6.3. Hacking (collaboration on the project in a team 
format)  

6.4. The crew facilitates the life of participants and mentors 
during the summer school  

6.5. The crew creates video and photo documentation, 
podcast, interviews  

6.6. The participants take part to the summer school by 
active participation to the plenary section (lectures and 
guided visits)  

 

7. The participants present a finished or unfinished works  

8. Create a satisfaction survey for the stakeholders and evaluate it  

 

Links UNIPA’s webstie: www.unipa.it; FORTHEM - Summer school 
“SUSTAINABLE AGROFOOD PRODUCTIONS”: 
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https://www.unipa.it/progetti/forthem/.content/documenti/20220
603_food_science_summer_school.pdf  

UniPa FORTHEM Summer School 2021-2022: A Positive Balance: 
https://www.forthem-alliance.eu/news-detail/t/46961  

EVALUATION AND REFLECTION 

Lessons learned Participation in the summer school represented an important 
chance to increase the knowledge of the principal value-chains of 
the balanced economic growth and price stability, a highly 
competitive market economy with full employment and social 
progress, the environmental protection, according to the goal of 
the agenda 2030.   

Knowledge gain The summer school provided a great overview of the status of 
sustainable agri-food production.   

During the summer school students were welcomed by the 
project leader, who presented the staff involved and the program. 
The main topics discussed were linked to sustainable productions 
and value-chains, according to the SDGs, particularly: case studies 
on Mediterranean value-chains and the effects of the COVID-19 on 
the food value-chains were presented, followed by a guided visit 
to the botanical garden. Marketing strategies were discussed, 
linking sustainability with innovation, linking the theoretical 
information with enterprise’s needs. The Mediterranean diet, 
gastronomy, and communication were reviewed with the 
participation of representative of enterprises, food bloggers and 
chefs. The sustainable food processing technology was 
approached from bottleneck to opportunities for innovation by 
visit with demonstrative actions, at the laboratory for the sensorial 
analysis (SAAF). In addition, with the aim to strengthening 
microbiome across food value-chain to increase health and 
welfare, blue-based production topic was highlighted since it 
represents an important sector able to increase aquatic resources 
sustainability and to meet the SDGs. The plenary session was 
followed by a visit with demonstrative actions, at the laboratory of 
microbiology applied to agri-food production. Furthermore, were 
organized the Biodiversity Art Exhibition by Fondazione Sant’Elia 
and the performance of the international artist Rafael Yossef 
Herman, to attest the valuable link between biodiversity 
preservation, sustainability and art.  

The summer school format provides the opportunity to gain in-
depth understanding of the topics addressed and helps students, 
participants to engage and start conversations around the central 
topics.  

Pitfalls / obstacles - 

Variations (if 
applicable)   

-  
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Tips for future 
implementers / Good-
to-knows   

Additional support from the central organisation in terms of 
human resources for secretarial work, registration, mail 
management, etc. might be needed.  

 

Recommendation Additional support for professional staff dedicated to built-in 
conference management.  
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3.2.8 Forthem food science lab  
 

OVERALL INFORMATION 

Activity organiser University of Palermo (UNIPA), Italy  

Type of the activity Workshop on research topics related to the link between the 
European Green Deal and healthy food system, combined with a 
match-making event with food industry representatives at 
European Level.  

Format Hybrid sessions  

Theme / Challenges To identify the main topics related to the Green Deal objectives 
which focus on “a healthy food system for people and the planet”, 
and which follow the EU’s main goals in these areas:   

1) ensure food security in the face of climate change and 
biodiversity loss,  

2) reduce the environmental and climate footprint of the EU food 
system,  

3) strengthen the EU food system’s resilience,  

4) lead a global transition towards competitive sustainability from 
farm to fork.  

Aim of the activity The aim of the workshop is to set state-of-the-art research topics 
carried out in the different research teams within the Alliance 
corresponding to the Green Deal objectives and calls.  

Short description of 
the activity 

The main topic of the workshop addressed the major societal 
challenges relating to food, food production, feeding and health, 
reflecting the current and future trends in human activity and 
their relationship to the environment and the links between well-
being, health, food habits and education.  

 

Organizer team / 
Partners 

The organizing team included the FORTHEM Food Science Lab 
(University of Palermo) and FIT FORTHEM.  

The workshop was organized by UNIPA teams with Université de 
Bourgogne (France). The workshop was moderated by 10 
moderators and the number of invited speakers was 25.  

Target Group The workshop targets PhDs and Postdocs, academics and 
students of the FORTHEM Alliance, as well as representatives from 
the food industry and non-academic stakeholders.  

Critical number of 
participants 

The total number of participants as audience at the plenary 
session was over 50.  

Duration 3 days during springtime.  

Preparation period The workshop was organized in 3 months. Invitation letters were 
sent out to stakeholders, project participants and potential 
speakers and the workshop was advertised on the project and the 



 

74 
 

university website, as well as on social media. The draft of the 
event agenda, flyers, brochures were created in advance, 
collaboratively by the staff of the involved universities.  

Location The workshop took place at Orto Botanico - Università degli Studi 
di Palermo in Palermo. It is important to choose a location which 
has multiple features and can host presentations, roundtable 
discussion and informal gatherings as well, and fits the style of the 
event (industrial setting, more classical representative locations). 

Budget and sources 
of financing 

The registration to the workshop was free of charge.  

Organizational costs incurred (on top of mobility and living costs) 
and sources of funding for general costs (related to the use of 
onsite infrastructures & resources) was overseen by FORTHEM and 
provided by local private and public sponsors.  

Setting and materials 
needed 

The materials needed for the realization of the workshop were: 
internet connection, laptops, audio and video system, video 
projector and projection screen, conferences supplies (notebooks 
and pens) flyers and brochures.  

Informed consent 
and copyright issues  

-  

Outputs (if 
applicable) 

The output of the workshop was a book of abstracts containing 31 
scientific abstracts related to quality assessment of agri-food 
productions, drafted by PhDs, Postdocs, academics and students 
who took part in the event.  

Furthermore, academic participants (professors, researchers, 
students) were awarded by credits recognition by an open badge 
system that let them to use it all around Europe.  

Impact The impact of the workshop was to identify the main topics able 
to suit with the EU calls within the Food Science Lab, and to 
identify new partnerships and consortia to be created.  

Tools The tools used during the activity were PowerPoint (used by the 
invited speakers and moderators), as well as tools necessary for 
wine and food tasting (wine-tasting receptacle, plates, etc.)  

Communication Before the start of the activity, the workshop was promoted 
through social media, UNIPA’s and FORTHEM’s websites. At the 
end of the event, a photo catalogue was published on UNIPA’s 
website and on project social media.  

Method  The workshop was organized by a trained organising committee 
responsible for speaker’s invitations, selecting students’ abstracts, 
keeping contacts with the manager of the botanical garden and 
all the staff involved.  

Specific content related methods were not implemented.   

Step-by-step 
instruction 

1. Create detailed specifications of the event (theme, set up rules 
and regulations of the event, pick moderators and speakers, set 
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the location, date, crew, decide on the format (offline, online or 
hybrid).  

2. Find sponsors, press contacts and companies related to the 
topic.  

4. Design the image of the event and identify the dissemination 
platforms.  

5. Advertise the event, recruit participants.  

6. Prepare the location.  

7. Run the event.  

 

7.1. Welcoming (meet-and-greet)  

7.2. Overview of the event (organizers explain the summer 
school agenda)  

7.3. Hacking (collaboration on the project in a team 
format)  

7.4. The crew facilitates the life of participants and mentors 
during the event  

7.5. The crew creates video and photo documentation  

7.6. The participants take part to the workshop by active 
participation to the plenary section (lectures and guided 
visits)  

 

Agenda of the activity  

 

DAY1 was dedicated to the following scientific sessions:  

 SESSION A “Food quality”  
 SESSION B “Biotechnology and Biochemistry for food and 

agriculture”  
 SESSION C “Biochemistry and consumer health”  
 SESSION D “Biopackaging – Consumer behaviour”  

 

DAY2 was dedicated to the meetings with productive clusters and 
enterprises of the agri-food sectors. New calls for projects were 
presented.   

 

DAY3: the FORTHEM Food Science progress meeting took place, 
followed by a roundtable discussion with all representatives of the 
Food Labs. An open discussion on the future of the FOOD 
SCIENCES LAB, based on Research-Innovation-transfer Missions 
was carried out.  

Links UNIPA’s Website: www.unipa.it;   
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Presentation of research topics related to a healthy food system 
within the FORTHEM Alliance: 
www.unipa.it/redazioneweb/.content/documenti/Programma_Be
yond-the-Horizon-Europe-and-Green-Deal.pdf  

FORTHEM University Alliance website: www.forthem-
alliance.eu/get-involved/labs/food-science-lab  

EVALUATION AND REFLECTION 

Lessons learned The event represented an important chance to underline the 
progress of the Food Science Lab and to increase the possible 
new developments in the next edition of FORTHEM, taking into 
account the EU food system, looking at the European Green Deal 
and the EU’s sustainable and inclusive growth strategy.  

Lesson learned related to the operative aspects can be that a 
classical scientific activity like the current one should include a 
variety of formats (roundtables, plenaries, seminars) and 
entertaining elements to be attractive to the wide range of the 
target group.   

Knowledge gain The Botanical Garden of the University of Palermo hosted the 
FORTHEM Food Science Lab meetings, as well as the lecturers by 
UNIPA and FORTHEM Alliance partner universities.   

Traditional information and knowledge gain can happen during 
an activity like this, when international actors and multi-sectoral 
agents can discuss practices in light of future planning and 
potential collaborations.   

Pitfalls / obstacles The workshop occurred in a period of COVID and some 
participants could not be present.  

Variations (if 
applicable)   

-  

Tips for future 
implementers / Good-
to-knows   

Additional support from the central organisation in terms of 
human resources for secretarial work, registration, mail 
management, etc. might be needed.  

Recommendation Additional support for professional staff dedicated to different 
formats like conference management.  
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3.2.9 “Minofest” innovation festival 
 

OVERALL INFORMATION 

Activity organiser Metropolia University of Applied Sciences, Finland 

Type of the activity Outreach event  

Format Interactive, offline 

Theme / Challenges The central challenge of the activity responded to the lack of 
dissemination opportunities for students’ MINNO innovation 
project course work.  

Aim of the activity To disseminate students’ MINNO innovation project course work 
to the public which can enhance collaboration, students’ 
employment, and networking.  

Short description of 
the activity 

Students solve client cases during the ‘MINNO Innovation project 
course’ which means a collaborative team project that solves 
authentic problems by innovating a novel, practical and concrete 
solution. Every undergraduate takes part in a 10 ECTS innovation 
project. One project consists of 270 hours of development work 
and learning per student, normally 4–7 students/team. The 
challenges arise from labor market needs and the surrounding 
society. Students, lecturers and tutors from various fields of study 
cooperate with organizations to create new solutions. The 
outcome will not be determined in advance: new solutions will be 
found during the process for the benefit of businesses and 
customers. The outcome is presented at the MinnoFest.  

Organizer team / 
Partners 

MINNO innovation project course teachers and students.   

Target Group Students participating in the MINNO innovation project course 
present their results to the company which provided them a 
challenge. Teachers and students who did not participate in the 
course can also come to listen to the outcome and interact with 
MINNO students.   

The target group of the activity is, on one hand, the university 
students and, on the other hand, labor market actors and the 
wider academic sector.   

Critical number of 
participants 

15-20 students attending the course plus the audience (at least 10-
20 people).   

Duration 4 hours  

Preparation period The course runs for 2-4 months. The MinnoFest needs a couple of 
days prep time to send ad out to possibly interested audience 
(teachers, students, companies, cities, etc.). The physical location 
needs to be prepared a day before.   

Location The location is the school campus lobby in order to ensure 
visibility and to engage as many academic citizens as possible.   
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Budget and sources 
of financing 

Non-profit activity. Additional resources might be required for 
professional innovation teachers to facilitate the MINNO 
innovation project course and MinnoFest.  

Setting and materials 
needed 

Students prepare the materials that are needed to efficiently 
present their outcome. Each student team needs a table, chairs, 
and electricity power sockets.   

A big screen is placed at the entrance of the lobby indicating the 
‘MinnoFest’.   

Informed consent 
and copyright issues 
(if applicable) 

Some MINNO innovation project course challenges might be 
under the disclosure agreement. In these cases, the MINNO team 
cannot present their outcome at the MinnoFest.  

Outputs (if 
applicable) 

PowerPoint presentation and, in some cases, product or service 
prototypes may be produced. 

Impact ”Metropolia’s students brought new ideas and viewpoints to the 
challenge we gave them. We would have never ourselves come 
up with such fresh solutions and interpretations. I warmly 
recommend companies to give their challenges to be solved by 
Metropolia’s students. This kind of cooperation is very useful, and 
we learned a lot.”  

– Innovation Manager Juha Lappalainen, AbbVie Oy  

  

” Innovation projects can, at their best, lead to very useful and 
practical results. We experienced that with students who created 
a concept for us for our first blood donor mobile app. The idea 
was then developed with our professional partner to launch a 
real product.”  

– Director, Communications and Human Resources, Willy 
Toiviainen Finnish Red Cross Blood Service  

 

Tools -  

Communication Emails to notify the event participants and to encourage 
participation. 

Method  Students will get education and training on innovation processes 
and methods (lectures), which are necessary for them to conduct 
the activity in student groups.  

Step-by-step 
instruction 

1. Find labor market or society collaborators to design the 
syllabus and the core topic of the course.  

2. Announce the course using the academic system.  
3. Announce the MinnoFest day to potential audience.   
4. MINNO innovation project course teachers discuss the final 

outcome and the presentation method with each student 
team prior to the MinnoFest.  
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5. Send out reminders to the potential audience near the 
MinnoFest day.  

6. Prepare the premises a day before the MinnoFest  
7. Run the event  
8. Implement post event communication   
  

Links Information on MINNO® Innovation projects: 
https://www.metropolia.fi/en/rdi/innovation-projects   

EVALUATION AND REFLECTION 

Lessons learned The school campus lobby is an ideal place for the MinnoFest, since 
it is the most accessible point for the potential audience: students 
and teachers who do not participate in the MINNO innovation 
project course.  

Knowledge gain ” The multidisciplinary groups had great ideas, I was impressed 
that people specialising in culture, wellbeing and technology 
were able to come up with solutions together efficiently although 
they had never met before. The teachers really knew how to 
facilitate innovation.” 

 – Technical Evangelist Mikko Kasanen, Microsoft.  

 

“The innovation project was extremely rewarding, with good 
team spirit playing an important role. The innovation project 
provided us with concrete results, which may well lead into a real 
game. Will Rehaboo! by the Helsinki Hooligans eventually be 
seen at the new Children’s Hospital? Did we inadvertently enter 
the gaming business? Who knows?”  

 

– Cultural Management Student Sonja Linkoneva, Metropolia 
UAS  

“The structured collaboration can boost the collaboration 
between the different sectors and help students to gain 
knowledge on real life issues and challenges and help labour 
market actors to seek for multidisciplinary creative ideas.”  

Pitfalls / obstacles Audience number could be low.  

Variations (if 
applicable)   

-  

Tips for future 
implementers / Good-
to-knows   

Extra effort is needed to attract a high number of audiences 
outside of the scope of the course.  

Recommendation Make sure to have enough innovation projects (presenters) and 
interested audience. 
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3.2.10 Continuing education: indoor air quality specialists training 
 

OVERALL INFORMATION 

Activity organiser Metropolia University of Applied Sciences, Finland 

Type of the activity Educational activity  

 

Format Hybrid, interactive  

Theme / Challenges To educate skilled workforce for the needs of the industry and the 
society. For example, in the given case, there is currently lack of 
indoor air quality specialists.  

Aim of the activity Educate certified indoor air quality specialists.  

Short description of 
the activity 

The indoor air expert personal certification and the preparatory 
training for it is designed to produce special experts in indoor air 
issues and in healthy indoor air environment.  

Organizer team / 
Partners 

Experts (lecturers) in construction, chemistry, genetics, 
microbiology and admin staff.   

Target group People who want to be indoor air quality specialists.  

Requirement for applicants:  

 

 A higher or lower university degree completed in the field 
of natural sciences, environmental sciences and 
environmental health, a previous professional higher 
education degree or an equivalent degree, or a previous 
technician's or an equivalent degree.   

 A degree completed in the field of construction does not 
meet the basic training requirements of the indoor air 
specialist regulation.  

 At least three (3) years of work experience in research tasks 
related to the condition of buildings and health hazards  

Critical number of 
participants 

10-15 people attending the course  

Duration 4 hours  

Preparation period 6-12 months  

 

Location Classroom, laboratories, and online learning platforms.  

Budget and sources 
of financing 

It can be a profit generating activity.   

Setting and materials 
needed 

Training contents, laboratory equipment and experiment 
materials  
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Informed consent 
and copyright issues 
(if applicable) 

- 

Outputs (if 
applicable) 

- 

Impact Certified indoor air quality specialists.  Specialists can act as 
external experts when examining the health conditions of 
buildings and premises.  

Tools Digital teaching tools, online learning platform, lab equipment 
software, and data analysis software  

Communication Metropolia’s website is used to promote the training.  

Method  The coordination effort is required to combine necessary courses 
into a two-week, intensive training package. Lab experiments are 
performed in small groups to enhance learning outcome.  

Step-by-step 
instruction 

1. Map and Gap analysis to find the area of lacking specialists  
2. Calculate the cost of running the intensive training  
3. Set an admission fee  
4. Coordinate courses and resources  
5. Open an application webpage  
6. Advertise the intensive training  
7. Select students  
8. Run the intensive training  
9. Satisfaction survey  
10. Issue certificates  
  

Links Information on Metropolia’s indoor air specialist (SISA) training (in 
Finnish): https://www.metropolia.fi/fi/opiskelu-
metropoliassa/osaamisen-
taydentaminen/taydennyskoulutus/sisailma-asiantuntija-sisa  

EVALUATION AND REFLECTION 

Lessons learned If the training includes experiments, the training venue should 
include laboratories.   

Knowledge gain Training participants learn how to access indoor air quality via 
chemical, genetical and microbiological experiments.  

Pitfalls / obstacles Audience number could be low.  

Variations (if 
applicable)   

-  

Tips for future 
implementers / Good-
to-knows   

It is important to have enough eligible applicants to cover the 
costs, so try to find a niche field for your training, maybe linked to 
bioeconomy, where additional expertise is needed, and training 
can be developed to educate adults.   
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Recommendation Conduct Map and Gap analysis to identify the lack of specialists in 
a certain field and develop an intensive training to train such 
specialists.    
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3.2.11 Lego serious play session 
 

OVERALL INFORMATION 

Activity organiser CLIC Innovation, Finland  

 

Type of the activity Vision creation workshop 

 

Format Online session for 3-4 hours  

Theme / Challenges Creating a common vision for the bioeconomy ecosystem.  

Aim of the activity Facilitating the creation of vision building.   

Short description of 
the activity 

The Lego Serious Play workshop is based on a well-elaborated and 
common method. Hiring a Lego Serious Play licenced instructor 
to facilitate the workshop is recommended for undertaking this 
activity.   

 

LEGO® SERIOUS PLAY® began as an experiential process 
designed for guided workshops with adults to prompt dialogue 
and encourage reflection, as well as develop problem-solving skills 
and use imagination. However, SERIOUS PLAY® sets like the 
Starter Kit are also suitable for building critical thinking skills in 
kids 6+. Each set is designed to enhance different skills, such as 
reflection and dialogue, which will enhance the workshop 
experience. This innovative approach to interaction is a valuable 
asset in both business and education, and it helps participants 
open up through the approachable medium of play.1  

Organizer team / 
Partners 

Lego Serious Play Facilitator, support team from staff for event 
prep. 3-4 hours face-to-face workshop.  

Target Group Target group can be anyone involved in the ecosystem vision 
building. Companies, public institutions, regulators, research 
institutions, universities, etc.  

Critical number of 
participants 

Can be up to 100 people if managed in several teams. The 
recommended participant number for one team is 5-10 people.   

Duration 3-4 hours  

 

Preparation period 1-2 days, depending on the experience of the facilitator. Although 
gathering the participants might require a month of prep work 
prior notice, depending on the industry.   

 
1 Source: lego.com 
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Location Facilities where there is enough room to build Legos. More 
“creative” inspirational environments are recommended. There 
needs to be enough room to move and also several tables.   

Budget and sources 
of financing 

Depending on the location, on average 5.000 € with a licenced 
instructor. The budget depends on the specific case.    

Setting and materials 
needed 

Lego blocks and sets are needed. Tables are needed for the 
building. It is recommended to have reflective questions on the 
wall in the location as reminders (whiteboard, flips, note it posts). 

Informed consent 
and copyright issues 
(if applicable) 

No copyright issues are involved. The facilitator should be aware of 
how to use Lego licenced methods & bricks.   

Outputs (if 
applicable) 

Video of the vision story and a written vision statement.  

Impact An inclusive and creative way to develop a common vision that is 
easy to remember in the long run.  

Tools Lego Serious Play methods & bricks  

Communication Before the workshop, activation messages should be sent out on 
how to prepare for the workshop, along with calendar invites & e-
mails. The messaging depends on the target group. In case of an 
open workshop, social media can be used for engagement. After 
the workshop, sharing of the results and the video can also be 
done on social media.   

Method  -  

Step-by-step 
instruction 

The following instructions are referring to the method, and not to 
the organisation of the activity / event itself.  

 

1. Welcome and introduction of the day’s target  
(5 min)  

2. Icebreaker task: Participants will build individually (1 min) a 
small model using max 5-8 bricks that shows their hopes 
and/or fears for the day.   

3. Tap & tell round to share. The facilitator to engage participants 
in a discussion about how to tackle together the fears during 
the day (Reflection question).   

4. Vision building: the first task is to build the vision model 
(individual task): build a model of desired target stage for a 
bioeconomy ecosystem (10 min). Put your model on the base 
plate. Place the ready model on the table.    

 

      Three build rounds:  

 

 Round 1 (individual): building time 5 min + share 5min 
(share your own vision build with tap &tell)  
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 Round 2 (together): 5 min + 5 min: place one common 
board to table. Each participant takes the “agents or 
elements” from their board to the common board that 
they think are necessary for the vision to realize. Tap&tell 
and sharing.  

 Round 3 (together): 1min + 6 min, reflection round. Take 
away or add to boards the elements that are missing from 
the vision story. Tap&tell and share  

 Round 4 (together): tap & tell story shared by several 
participants so the story becomes common & shared to all; 
facilitator can ask different questions to clarify the story  

 Round 5: 2-3 people share the story by tap&tell method 
and the story is recorded (video).   
 

5. The vision story is translated into a written format by the 
team.   

  

Links Information on LEGO® SERIOUS PLAY®: 
https://www.lego.com/en-fi/themes/serious-play   

EVALUATION AND REFLECTION 

Lessons learned More inspirational environments work better for the workshop. 
Some people might be suspicious of this method, so winning 
them over is important – there are different ways to tackle that. 
More heterogenous groups are better to get different viewpoints.   

Knowledge gain This is a creative, collaborative, and inclusive way of developing a 
common vision and sharing views along the way.   

Pitfalls / obstacles Some participants might be biased or suspicious of the play 
element of the method (“children’s play”). This method is a proven 
method to achieve great results. The method has been developed 
and researched over 20 years in highly respected universities like 
INSEAD.  

Variations (if 
applicable)   

The workshop can be online too if participants have Lego blocks 
and a computer with camera.   

Tips for future 
implementers / Good-
to-knows   

Understanding about the facilitation method is required, so take 
the course from a licenced facilitator. Keep it simple, do not 
overcomplicate things.   

Recommendation -    
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3.2.12 Purpose creation tool  
 

OVERALL INFORMATION 

Activity organiser CLIC Innovation, Finland  

Type of the activity Workshop 

Format Online or face to face   

Theme / Challenges The organising force this activity and tool addresses is to define 
the aims and the purpose behind the action regardless the 
specific theme or challenge.   

Aim of the activity Co-create and plan a common future vision and support strategy 
development. Outcomes: Purpose/vision, goals, values and 
themes.  

Short description of 
the activity 

Work in one big group to identify common challenges / 
opportunities. Ask each participant to write their pre-defined 
challenges/opportunities on post-it notes and to place their 
stickies on the canvas on the wall. Discuss through the identified 
challenges/ opportunities. Vote or grade the most important ones 
and select the opportunities that you want to seize together. 

Organizer team / 
Partners 

In a face-to-face situation one facilitator  

Online one facilitator and one technical support   

Target Group Key members of the targeted bioeconomy sector/value chain  

Critical number of 
participants 

10-15 people  

Duration Workshop duration 2,5-3 hours  

 

Preparation period The event should be scheduled approximately 1,5 months 
beforehand.   

A week before the event, send a calendar invitation to all 
participants with a pre-assignment. Ask participants to be 
prepared to present their pre-work outcomes at the event.  

Preparing the canvases, printouts and collect materials takes 
about 30 minutes for face-to-face event and about 60 minutes for 
online.   

Location Can be arranged online or face to face. Location itself isn’t 
relevant.  

Budget and sources 
of financing 

All materials are open access, without fees. The budget depends 
on the final format of the workshop (online/offline).  

Setting and materials 
needed 

For the face-to-face workshop (30 min): canvases, worksheets for 
all participants, other workshop materials   
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For an online workshop (60 min): prepared online boards 
needed    

Informed consent 
and copyright issues 
(if applicable) 

No copyright issues. Creative Commons licence should be 
mentioned when this method is used. 

Outputs (if 
applicable) 

The ecosystem purpose and it’s goals, values and themes on 
canvases.  

Impact Inclusive and visual way to develop a common purpose 
collectively. Likely to increase stakeholders’ commitment.  

Tools Face to face: Printouts of the Ecosystem creation canvas (A1 or A0 
for the walls), and A4 for individual work (worksheets).  

Online setting: online boards using e.g. Miro or 4 sectional boards 
using e.g. Padlet (one board for each segment of the Purpose 
Creation Canvas) + on full ppt canvas for the use of the workshop 
assistant  

Communication The event should be scheduled approximately 1,5 months before 
the event.   

A week before the event send a calendar invitation to all 
participants with a pre-assignment. Ask participants to be 
prepared to present their pre-work outcomes at the event.  

Document the defined common purpose and themes of common 
interest and share the summary document with the participants.  

Method  Check out the website with the open-source toolbox:  

https://www.ecosystemplaybook.com/toolbox/tools/creating-a-
purpose-for-an-ecosystem 

Step-by-step 
instruction 

The following instructions are referring to the method and 
workshop process not to the organisation of the activity / event 
itself.  

1. Define common values (what are the values we 
stand for?)  

2. Discuss and define themes of common interest 
(what topics are we interested in solving together?)  

3. Agree on common goals (what do we want to 
achieve together?)  

4. Summarize the common purpose (why we are here 
working together?)  

5. Document the defined common purpose and 
themes of common interest and share the 
summary document with the participants.  

 

Links https://www.ecosystemplaybook.com  

EVALUATION AND REFLECTION 
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Lessons learned -   

Knowledge gain -   

Pitfalls / obstacles -  

Variations (if 
applicable)   

- 

Tips for future 
implementers / Good-
to-knows   

-   

Recommendation -    
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3.2.13 Lifelong learning festivial  
 

OVERALL INFORMATION 

Activity organiser This activity is organised by various organisations, in different 
countries and at European level like the organisations EAEA is a 
member in:   

LLL Week – LifeLong Learning Week, Brussels, European level by 
Lifelong Lifelong Learning Platform  

or   

Adult Learners’ Festival, Ireland by AONTAS – National Adult 
Learning Organization  

Type of the activity A learning festival is composed of various activities: awards, 
workshops, demos, boot camps, expo and fair-like activities, 
information sessions, lectures, social theatre, performances.  

Format  Interactive and plenary sessions  
 Hybrid, with activities spanning across days or weeks  

Theme / Challenges  The global theme of the learning festivals is adult learning, 
lifelong learning and adults’ participation in learning, and 
their promotion and celebration.  

 A specific theme or focus can be chosen for each edition 
(yearly), including transversal topics (for example funding, 
quality of learning, sustainability of the education system, 
attractiveness of LLL etc.) or specific subject topics (for 
example, literacy, life skills, well-being, digital skills, green 
skills etc.).  

Aim of the activity  To raise awareness, and promote the value, of lifelong 
learning, which is the first condition to improve access to 
education for all.  

 To celebrate and champion adult learners and training 
providers.  

 To promote opportunities, initiatives and projects for 
lifelong learning.  

 To support sharing ideas and exchanging between 
policymakers, providers and learners.  

 To reinforce existing partnerships in the ALE/LLL system.  
 

Short description of 
the activity 

A learning festival aims to raise awareness on learning and 
education capacity in modern society, as tool of social inclusion, 
citizenship and personal and professional development, for all 
citizens.  Learning festivals are community-based activities that 
connect actors at local, national or even international level.  The 
core purpose is to bring together all the actors of the learning and 
education community (learners, educators, provides, practitioners, 
policy makers, research etc.) in shared activities, to learn and 
discuss together about a specific topic or about learning itself.  

Organizer team / 
Partners 

 For a learning festival production, a core team of at least 3-
4 people, working a few hours per week along the year, for 
the programme preparation and contacts with the 
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organiser of specific activities, with a more intense 
schedule in the days of the festival.   

 The team is usually composed of a coordinator/project 
manager, a director, community manager/business 
developer and a communication specialist/manager.   

 Depending on the size and geographical extension (for 
example for a national learning festival), the team can be 
also supported by other profiles (event assistant/s, 
communication officers, administrator etc.).   

Target Group All the actors of the learning and education community, such as 
learners, educators, provides, practitioners, policy makers, 
research.  

Critical number of 
participants 

As many people as can be reached   

 

Duration The whole festival duration is usually a week. Stand-alone 
activities can be also organised in other periods, for example for 
an award or linking to another relevant event.  

Preparation period The preparation period is a year long, with organisation activities 
concentrated 2-3 months before the festival.  

Location  Public and private space accessible to public, in urban and 
non-urban settings.   

 Locations of the organisers of the festival and of the 
organisers of each specific activities  

 Locations offered by partners and sponsor, both private 
and public entities.  

Budget and sources 
of financing 

 A learning festival is a free of charge activity for 
participants.  

 The organiser needs to foresee at least a basic budget for 
the core team and for communication and promotion 
activities.  

 A crucial factor is the involvement of partners’ and sponsor, 
for example local and national authorities offering their 
support in promotion and locations and private sponsors 
offering services, such as technical support, catering, 
travels, tools and demos etc.  

 Activities of a learning festival are usually offered by their 
specific organiser and they also be part of larger initiatives 
(synergies among the festival and existing projects and 
initiatives is also very important in fact.  

Setting and materials 
needed 

- 

Informed consent 
and copyright issues 
(if applicable) 

- 

Outputs (if 
applicable) 

 A report is also a common output, for which a light and 
summary-like approach is advised  

 Articles and news before and during the activities are 
important as well.  

Impact The learning festivals support the global and shared 
understanding of the intrinsic importance of learning and 
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education in our lives and society, for all and for any purpose, for 
personal and professional development and also just for fun and 
interest. Learning festival have activities that can be of interested 
and accessible to any citizens, in any role and capacity.  

Tools -  

Communication A learning festival would require a communication strategy 
similar to any live activity or event. This varies greatly depending 
on the size and scope of the activities. It is advised to seek 
partnerships and sponsorships to support a wider campaign, 
before, during and after the festival.  

Method  - 

Step-by-step 
instruction 

Develop a coherent core programme around a central strong 
theme/topic and then open the festival to registration of activities 
for stakeholders in the field, either free or by application/selection, 
with a model by levels, for example core events, partners’ events, 
events around the topic in the context/country linked to the 
festival etc. See this example:   

Are you planning to hold an event for the adult learners by 
AONTAS check this out. 

 

Links  LLLWeek – LifeLong Learning Week, Brussels, European 
level https://lllplatform.eu/events/lll-week/  

 Lifelong Learning Weeks, Slovenia - 
https://enovicke.acs.si/en/llw-2022/  

 Adult Learners’ Festival, Ireland - 
https://www.aontas.com/community/adult-learners-
festival  

 Festival of learning, United Kingdom - 
https://www.festivaloflearning.org.uk/about-us/  

EVALUATION AND REFLECTION 

Lessons learned -   

Knowledge gain Knowledge gain is one of the main purposes of a learning festival, 
at least at the general level of learning and knowing more about 
learning and knowledge. A large variety of specific learning 
outcomes are possible, depending on the specific topics of the 
activities composing the festival.  

Pitfalls / obstacles  Maintaining coherence of the overall programme, aligned 
with the main theme, and high quality of all the activities 
may be a challenge.  

 The activity depends heavily on collaboration and external 
support and on the renewal of partnerships and support 
for every edition.  

Variations (if 
applicable)   

 Many variations of the activity are possible, with hybrid 
formats.  

 The length may vary from 1 day to 1 week and longer, with 
activities spread across several weeks.  
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Tips for future 
implementers / Good-
to-knows   

 The core aspect of a learning festival is that it has to be 
organised and developed by the same people that will 
participate.  

 Building a core network of partners, sponsors and possibly 
co-organisers is a fundamental step.  

 It is also important to link the festival and its programme 
to existing initiatives and projects, and also to relevant 
policies and strategic plan, in the context of relevance.  

Recommendation  If you have as main purpose to work on a community-
based activity focusing on awareness raising and you wish 
to involve and address a large part of that community, as 
organiser and participants.  

 If you have an initial capacity to support the core team 
preparatory work.  

 If you have an established network of potential partners, 
sponsors and co-organiser, whose size and potential 
depends on the scope and size of the festival you intend to 
develop. 
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3.2.14 Epale learning podcast  
 

OVERALL INFORMATION 

Activity organiser European Association for the Education of Adults (EAEA) (and 
other organisations) on behalf of the European Commission 
within a service contract for the Electronic Platform for Adult 
Learning in Europe (EPALE)  

Type of the activity Podcast – short, online, interview-like panel conversation  

Format Online  

Theme / Challenges Podcasts can address any topic related to adult learning, for 
example, the role of empathy in education for adults; public 
libraries as learning communities; ALE and skills; adult education 
and human rights.  

Aim of the activity Share general information and testimonial-like perspectives 
around a topic, with a conversational approach (like in a TV 
panel).  

Short description of 
the activity 

A series of podcasts from adult learning experts to broaden 
knowledge and expand understanding of various adult learning 
topics and themes.   

Organizer team / 
Partners 

Content coordinator, moderator/facilitator, sound technician 
(recording and editing), communication/content editor 
(publishing and promoting).  

Target group Any audience interested in getting a general idea of a topic from 
experts and other participants.  

Critical number of 
participants 

- 

 

Duration 20-30 minutes  

Preparation period  Program to be organised over months.  
 Identifying and contacting potential speakers for each 

podcast at least 2 months before the podcast release date.  
 A few hours are needed to prepare each podcast: outline 

and questions; preparatory meeting with speakers; 
moderator preparation.  

 A few hours are needed to record and edit the podcast and 
publish it.  

Location  The podcast is published online, on a sound streaming 
portal or on a website providing an audio player.  

 A studio-like setting is needed to record it.  
Budget and sources 
of financing 

 The podcasts are free of charge for the audience.  
 The costs are covered by the European Commission as part 

of the EPALE service.  
 In general, a podcast is a low-cost activity and speakers are 

not paid.  
Streaming, storage and audio editing and studio cost may 
emerge.   
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Setting and materials 
needed 

 A studio-like setting for recording, to ensure good audio 
quality.  

 Basic recording technology (microphone, digital recorder 
or software).  

Informed consent 
and copyright issues 
(if applicable) 

 Consent is needed from speakers, and it is collected 
through a custom form.  

 Rights of use of the content must be included in the 
consent, for all the intended use and organisations.  

Outputs (if 
applicable) 

- 

Impact The impact is potentially wide, since a podcast is a very easily 
accessible content, from a variety of devices and in any set up and 
with short time at disposal.  

The general impact is to improve awareness around the core 
topics for a large audience of non-experts in the matter.  

Tools Basic audio editing tools (available also as free tools)  

Communication The podcast must be published on a stable location and the series 
must be promoted regularly through the channels the producer 
uses for any other communication. It is advised to have a regular 
publishing schedule and to promote each release through some 
teasers on social media as well.  

Method  It is good for a podcast series to maintain a certain coherence of 
format and structure.  

An outline like a structured interview for a panel discussion is 
usually applied.  

Step-by-step 
instruction 

1. Set up the conceptual background of the podcast series.  
2. Set up the technical background of the podcast series 

(storage, streaming platform etc).  
3. Select the list of topics.   
4. Find a studio and involve technicians.  
5. Engage speakers and plan ahead (invitations letters, 

preparatory meetings, provide list of questions).  
6. Implement the defined communication steps to gather 

the audience.  
7. Schedule the discussion.  
8. Manage the post-production.  
9. Publish the episode.  

Links EPALE podcast episodes: 
https://epale.ec.europa.eu/en/content/podcasts  

EVALUATION AND REFLECTION 

Lessons learned A series of podcast needs to have a regular release schedule and a 
coherent format, to engage and maintain its audience.  

Knowledge gain A podcast is usually oriented to a general knowledge gain on the 
topic of each release.  
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Pitfalls / obstacles It may be challenging to maintain quality and the interest of the 
audience in the long term.  

Variations (if 
applicable)   

 Different lengths are possible, up to 1 hour.  
 The release frequency can vary: it can be once per week or 

once per day, such as the case with talk shows. 
Tips for future 
implementers / Good-
to-knows   

 Plan a medium/long term programme.  
 Select topics linked to actuality.  
 Survey the audiences on new topics for future podcast, for 

example through a quick poll on the website hosting the 
podcast or through your regular audience and 
stakeholders.  

 Engage as diverse speakers as possible, in terms of 
background, role and geographical context.  

Recommendation This activity is for you if….  

 … you wish to reach a large audience, with a low-cost 
budget, while still providing content with an added value.  

 … you wish to focus on sharing the voices and perspectives 
of experts, stakeholders or any other group.  

 … you wish to propose a dynamic format for knowledge 
sharing to your audience.  
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3.2.15 Citizen science action 
 

OVERALL INFORMATION 

Activity organiser Bay Zoltán Nonprofit Ltd. for Applied Research  

Type of the activity Our citizen science action was a campaign which included 
communication and educational elements.   

Format Citizen science is a participatory activity, in which citizens 
participate in various scientific and monitoring activities2. 
Participants usually support scientists in data collection, via online 
applications.    

Theme / Challenges In our previous citizen science action, we measured the water 
quality of the Danube, with families, school groups and 
enthusiastic citizens. Although it was not bioeconomy-related, 
good subjects can be found for the purposes of the Engage4BIO 
project as well.  

Aim of the activity Citizen science activities are suitable for involving citizens in 
different research activities and making them engaged in certain 
issues. It also has training and educational elements, as 
participants are trained on how to make the experiments and 
receive information about a certain subject.   

Short description of 
the activity 

“Research involving citizen science can take many forms, and the 
roles of the participants can include, for example: identifying a 
research question; collecting or analysing data to support or 
refute a hypothesis; monitoring environmental or health 
conditions for management or policy outcomes; and the creation 
of generic data within a domain to support a wide range of 
research questions (such as digitising art collections, observations, 
or mapping). Activities can also include inductive and exploratory 
approaches that are based on qualitative knowledge production. 
In a citizen science project, it can be appropriate to focus 
exclusively on some of these activities (e.g., only hypothesis-
driven) in specific contexts, for example when this is required by 
funding agencies”3.  

Organizer team / 
Partners 

Implementing a good citizen science action requires a complex 
team:  

 A research team: to build the hypothesis, formulate the 
research question, find out how citizens can be involved,  

 IT team: to create a data collection platform (application, 
webpage),  

 A promotion and engagement team: to carry out 
promotion and engagement activity,  

 
2 M.Haklay et al (2021): Contours of citizen science: a vignette study. R. Soc. Open Sci. Volume 8, 
Issue 8., pp 1-24. (doi: https://doi.org/10.1098/rsos.202108 ) 

3 3 Source: ECSA’s characteristics of citizen science. Version 1, April 2020 
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 A data analysis team,  
 Back-up: to answer questions and solve problems.  

The whole team is coordinated by the scientific lead or a project 
manager.    

Target Group The target group of the activity is the general public.  

Critical number of 
participants 

It depends on the available resources. Larger programs can 
attract thousands of citizens.   

Duration It depends on what kind of data is collected. At least a couple 
moNths are needed to gather enough data, but programs can run 
for years.   

Preparation period Preparatory activities are key.  Large-scale activities require 
months of preparation.  

Location The location depends on the discipline and the activity. In the 
project we took part in previously, measurements were taken at 
riverbanks.   

Budget and sources 
of financing 

Good and large-scale projects need resources. The main elements 
to be covered are:  

 costs of the staff involved,  
 costs of the data collection platform,  
 special equipment may be for experiments,  
 promotion costs.  

There are some open calls to cover these costs, such as the 
IMPETUS project.   

Setting and materials 
needed 

It depends on the activity. In our previous project, Drinkable 
Rivers, a complex measurement kit was provided. Additionally, a 
manual and a video guide were prepared on how to use the kit.  

Informed consent 
and copyright issues 
(if applicable) 

Citizen science has its own standards. Please check the 10 
principles of citizen science document.    

Special attention is needed if children take part in the activities.  

Outputs (if 
applicable) 

The tangible output is usually the dataset collected by the 
participants.   

Impact  Contribution to scientific research,  
 Raising awareness of different subjects or disciplines,  
 Engagement through involvement 

Tools The most important tool: data collection platform (application, 
website, etc.)  

Communication Active promotion is needed to attract participants. Social or 
traditional media (such as TV, radio) are the most appropriate 
channels to reach a wide range of people.   

After the data analysis, participants need to be informed about 
the results.   

Method  - 
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Step-by-step 
instruction 

1. Identify the subject and the methodology.  
2. Find resources. 
3. Create data collection platform or get licence for an existing 

one.  
4. Finetune the methodology, buy equipment (if necessary), 

create descriptions, background materials, manuals and/or 
videos. 

5. Start promoting the activity to attract citizens.  
6. Start data collection campaign.  
  

 Make sure that questions are answered – maybe create a 
FAQ page.  

 Support your “citizen researchers” as much as possible.  
 Keep promotion.  
 Create community (social media groups, etc.)  

 

7. Finish data collection.  
8. Start data analysis.    
9. Widely disseminate the results. Although they are scientific 

results, create easily understandable material for the citizen 
scientist.  

10. Keep the community alive.   
 

Links Contours of citizen science: a vignette study 
https://royalsocietypublishing.org/doi/epdf/10.1098/rsos.202108   

Website of the European Citizen Science Association: 
https://www.ecsa.ngo  

EVALUATION AND REFLECTION 

Lessons learned  Do it well or don’t do it! There are so many excellent initiatives, 
the competition is high.  

 Be as precise and detailed as possible regarding the 
experiments/data collection.  

 Allocate enough time for the preparation.   
 Be responsive! 

Knowledge gain - 

Pitfalls / obstacles - 

Variations (if 
applicable)   

- 

 

Tips for future 
implementers / Good-
to-knows   

-  

Recommendation This activity is for you if….   

…. you need large amount of data for your research. Keep in mind, 
however, that it is not enough to just “use” your citizen 
researchers: engagement means a lot more. Keep them involved, 
build a community!   
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3.2.16 The world café method 
 

OVERALL INFORMATION 

Activity organiser Bay Zoltán Nonprofit Ltd. for Applied Research  

Type of the activity The World Café is an interaction method focused on 
conversations. A Café Conversation is a creative process for 
leading collaborative dialogue, sharing knowledge and creating 
possibilities for action in groups.  

Format Although it starts with a short plenary, afterwards it is a very 
interactive method, based on conversations. It can be organised 
online, if necessary, but the best is the offline setup.    

Theme / Challenges It is suitable for brainstorming, sharing opinions, or debating. 
However, it is not the best tool for complex tasks, such as visioning 
or strategy building, although this format can feed into the latter 
or help examine a certain aspect of it.   

Our activity in 2019 was called: Open Innovation World Café - 
Climate Innovation and Bioeconomy. 

Aim of the activity Our previous activity was aimed at brainstorming about how 
Budapest can turn into a liveable city and examining what an 
individual citizen can do for a more circular economy. 

Short description of 
the activity 

The basic model of the work café method consists of 5 steps:  

 

1) Setting: Create a café-like environment.  

2) Welcome and introduction: The host begins with a warm 
welcome and an introduction of the World Café process, setting 
the context, sharing the Café Etiquette, and putting participants 
at ease.  

3) Small-Group Rounds: Conversational rounds last from 20 to 30 
minutes. At the end of each round, one person remains at each 
table as the host, while the other 3-4 travels to separate tables.   

4) Questions: each round is prefaced with a question specially 
crafted for the specific context and desired purpose of the World 
Café.   

 5) Harvest: After the small groups, individuals are invited to share 
insights or other results from their conversations with the rest of 
the large group.4  

 

Organizer team / 
Partners 

 Depending on the number of participants, several organizers 
are needed, who act like table hosts. (According to the 
literature, it is possible that table hosts are volunteers from the 

 
4 Source: https://theworldcafe.com/key-concepts-resources/world-cafe-method/ 
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participants, but we found it better to use our own staff for 
this.)  

 There must be one main host who leads the “Welcome and 
Introduction” session.   

 Engagement required: pre-reading about the method and the 
questions, active participation during the event, sending notes 
if they are not collected during the event.  

Target Group The target group is the public. Enthusiastic citizens can be 
involved in this activity.   

Critical number of 
participants 

At least 3 tables need to be filled, which means 9-15 participants + 
3 table hosts.   

The maximum number of tables is limited by the available 
space.  If there are too many tables, the “Harvest” part will last too 
long.  

Duration Half a day  

Preparation period The preparation period takes a minimum of 3 weeks and involves 
the following steps:  

 Set the theme, find a venue and set a time and date.  
 Invite participants – social media channels can work well.  
 The questions asked are critical: spend enough time to find 

the most appropriate questions. It can be even a single 
question discussed at each table or there can be several, 
related questions.  

 Prepare your table hosts 
Location Easily accessible, where a café-like milieu can be created. It can be 

even a real café. Enough place is needed for the tables. It is 
advisable to have coffee/tea and snacks available.  

Budget and sources 
of financing 

Budget is needed to cover:  

 renting a suitable space,  
 offering coffee/tea and snack,  
 running a social media campaign to attract participants,  
 covering staff costs of hosts and table hosts.  

Setting and materials 
needed 

- 

Informed consent 
and copyright issues 
(if applicable) 

Consent is needed if:  

 

 participants’ personal data is collected (i.e. attendance sheet is 
prepared, or after-event e-mails are foreseen to be sent),  

 photos are taken.  
 

In our practice, seeking informed consent is usually part of the 
registration link and/ or the attendance sheet.  

Outputs (if 
applicable) 

- 

Impact Outcomes may feed into a vision or a strategy document.  
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Tools - 

Communication Social media is a good channel to reach potential participants and 
promote the event. In our case, a Facebook campaign was 
prepared for the event.   

Method  The recommended activity is a method itself.  

Step-by-step 
instruction 

1. Define the subject and set the date.  
2. Find a venue, organise catering.  
3. Promote the event, recruit participants.  
4. Find table hosts.  
5. Define the most appropriate questions. 
6. Prepare the location.  
7. Run the event.  

 

 welcome and introduction: setting the context, describe 
the methodology and the etiquette,  

 discussion rounds at the tables,   
 table hosts take notes or participants write down their 

ideas or opinion,  
 Harvest: table hosts summarize the main points. 

  

8. Collect feedback forms.  
9. Implement post event communication (social media posts, 

articles)  
 

Links More on the World café method: https://theworldcafe.com/key-
concepts-resources/world-cafe-method/   

The World café – Hosting toolkit: https://theworldcafe.com/tools-
store/hosting-tool-kit/   

EVALUATION AND REFLECTION 

Lessons learned  This method can be implemented quite easily.   
 There are good supporting materials available.  
 The key to success is good questions and good table hosts.  
 An event targeting the public should not be organised in the 

morning – after working hours in better.  
 A cosy environment is important.  

Knowledge gain In our previous case, some common points came up in the 
discussions, such as the fact that good practices exist but they are 
fragmented.  

Pitfalls / obstacles Some participants had different expectations from the event and 
did not like the method. In the evaluation form it was written that 
they did not gain anything from the discussion.   

Variations (if 
applicable)   

- 

 

Tips for future 
implementers / Good-
to-knows   

-  
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Recommendation -   
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3.2.17 “Water eden” interactive outreach activity 
 

OVERALL INFORMATION 

Activity organiser Moholy-Nagy University of Art and Design Budapest in 
collaboration with Medence Group   

Type of the activity Interactive outreach activity, as part of an awareness raising art 
campaign   

Format Analogue interactive installation    

 

Theme / Challenges Promoting recycling and the importance of clean and accessible 
water    

Aim of the activity To broaden the concept of upcycling by recycling Henri 
Rousseau’s painting motifs (not paraphrasing but recycling 
motifs).   

To produce a “landmark” and a conversation piece using analogue 
interaction with playful community-building elements. The 
installation also aimed to raise awareness of the dominance of 
virtual reality.    

Short description of 
the activity 

The activity can be described as an unconventional awareness 
raising activity, using a playful, artistic installation as a tool. The 
central theme is organised around recycling as a phenomenon 
and symbolizes it through the reusing act of an art piece for an 
unrelated purpose. Using water as a one of the core elements is 
also a gesture towards awareness raising about the accessibility of 
water sources and about the unquestioned access during 
summertime in light of the climate crisis.  The installation also 
promotes off-grid and offline solutions, the power of tangibility 
and participation in the over-digitalized realm of the 21st century. 
The given activity can serve as an inspiration for a creative, public-
friendly display of bioeconomy underlining the framework of 
outreach which is promoting the cause  through a bigger event 
(in this case, the popular, one-week music festival, SZIGET), using 
the well-established infrastructure of the event. 

Organizer team / 
Partners 

One art director and a concept lead with the involvement of 10-12 
MOME Media Design Students.    

1 person dealt with communication, management, administration 
using the framework of SZIGET Festival.    

Target group Wider audience (in the current case, festival audience), the 
general public 

Critical number of 
participants 

1 person can use the installation but more the merrier    

Duration 1 week (the duration of SZIGET Festival)   

Summertime is ideal for the  implementation   
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Preparation period 2 months, including conceptualization, production and 
implementation    

Location Festival or a bigger hosting event to reach a wider audience    

Budget and sources 
of financing 

The activity was financed by SZIGET Festival Budapest   

2500 EUR for materials   

Voluntary work was also involved, compensated by a ticket to the 
festival.    

 

Setting and materials 
needed 

Installation-specific materials:   

 Water pipes, taps, water pump for recycling water   
 Painted plywood, pine slats and beams, metal fasteners 

and axles.   
Lights and reflectors for evening visibility    

Tent for demonstrators for shading    

The installation is 4x3 square metres and 3 metre high. To install it, 
an outdoor area of 50 square metres is ideal and additional 
space/workshop is needed for the preparatory works.    

Informed consent 
and copyright issues 
(if applicable) 

The name of creators must be displayed on the spot to 
communicate copyright and IP.    

Outputs (if 
applicable) 

The installation itself is an output, which can be dismantled and 
assembled elsewhere.   

Impact  This unique format turned out to be an effective tool to 
start new cooperations and to grab the interest of bigger 
companies to promote their sustainability visions through 
art   

 The target audience could learn about the importance of 
water and recycling in a playful way    

 The message is important, and people reacted to the 
message   

 For the creators, it is a reference for future works   
 Reached approx. 2000 people   

Tools Power tools    

Photoshop and projector for the creation 

Communication The commination was linked to the central communication of 
Sziget Festival. Only a short introduction was created but the 
festival PR and marketing team was responsible for pre- and post- 
communication. At the festival location the installation spoke for 
itself.    

Method  - 

Step-by-step 
instruction 

1. Finetuning the message jointly with the partners   
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2. Finding a hosting event - festivals and bigger events are best 
to have great outreach  

3. Clarifying the target audience    
4. Considering and defining the circumstances of the installation 

– venue and weather conditions (summer is the best season 
for the installation)   

5. Recruiting student groups to take part in the design – creating 
an open call, so any student could apply    

6. Creating the conceptual brief   
7. Brainstorming with students    
8. Creating concept directions and submitting it to the partner 

or host event (event – if applicable) to select one path   
9. Using artistic tools and software to create the plan and a 

structure    
10. Purchasing the materials and creating a 1:1 structure (wooden 

frame) and the water pool   
11. Creating the installation which is an artistic development 

process as well  
12. Assigning demonstrators to operate the installation    
13. Dismantling and assembling at other location (or storage)   
  

Links   - 

EVALUATION AND REFLECTION 

Lessons learned  Define and plan the afterlife / life cycle of an installation in 
advance   

 Use degradable and recyclable materials for reusing 
purposes    

 After-care is an important aspect to be taken into 
consideration during the planning process   

 Documentation is essential and it can be used for promotion 
and help the life cycle of the installation    

Knowledge gain The installation is a conversation starter (the local water 
management company reached out for cooperation) this is also a 
sign that more art-based installation is needed to communicate 
messages to people.   

Analogue interaction is needed and a good tool to engage 
people.    

Pitfalls / obstacles  Never underestimate the power of water (it has an effect on 
materials)   

 Festival crowd can be difficult to handle   
 Outdoor installations are dependent on the weather which is 

hard to predict  
Variations (if 
applicable)   

It is possible to assemble the installation at different location with 
a variable framework.    

Tips for future 
implementers / Good-
to-knows   

 Create a size and weight which is more compact for a 
travelling installation   

 Take time as part of the installation and product development 
to make it easy to fold and focus on deplorability   

Recommendation  Covering also the human resources a tailor-made installation 
is costly, although it can greatly support an experience-based 
knowledge transfer.   
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 A more modular, or more compact installation set-up (think 
about the mobile coffee or newspaper station fixed on a cargo 
bike) can be also realized, which makes it easier to roadshow 
with it, so the investment can pay off.   

 Try to map events with wide outreach which might be open to 
host a section on sustainability and scientific topics.    

 Start collaboration with different sectors, event organisers 
(festival, picnics, urban gatherings) out of your scope and 
sector to find a hosting event.   

 Involve an installation or media artist or an architect, product 
designer who can help you frame and ideate.   

 It is also possible to create an open call for artists to apply with 
a concept on “art installation to bring closer bioeconomy”.   
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3.2.18 Social Impact hackathon 
 

OVERALL INFORMATION 

Activity organiser MOME Innovation Centre is the main organiser, cooperating 
partners have been the British Council Hungary and Microsoft UK 

Type of the activity The social impact hackathon is a facilitation and co-hosting 
activity from the main organiser’s side; providing mentoring to 
support the ideation and the design thinking process by mentors 
knowledgeable in design thinking, and providing subject matter 
advice from (industry) experts. Training (before the hackathon) 
was also an integral element in MOME’s most recent hackathon; 
during the February event training on the basics of artificial 
intelligence and machine learning was delivered by Microsoft UK 
experts, and hackathon participants were able to deploy that 
learning in a practical way.   

Co-creation takes place in the interdisciplinary teams as they 
further develop their ideas, with the support of mentors, experts 
and tutors through the above processes. 

Format It’s an open, offline event involving higher education students 
with interdisciplinary backgrounds, who work together intensely 
for 24 hours to find workable, well-designed solutions to social 
and environmental challenges of the 21st century. Prior to this 
sprint-like competition, there was interactive training for 1.5 days.  

Theme / Challenges MOME’s Social Impact Hackthons are organised twice a year. The 
focus of these events changes from event to event. However, the 
goal is always to find workable, well-designed solutions to social 
and environmental challenges of the 21st century. Most recently, 
the theme was “Artificial Intelligence for the Common Good”, with 
the two main challenge topics being related to climate change 
and food waste.  

Aim of the activity MOME’s Social Impact Hackathons aim to nurture young talent 
and find practical applications of design competences, address 
the grand challenges of the 21st century, and in the case of the 
most recent event, find practical use cases for artificial intelligence 
for the common good. 

Short description of 
the activity 

There is a great variety of hackathons out there. However, what 
makes MOME’s Social Impact Hackathons special, is that they are 
design-driven, educational, interdisciplinary and international.  

   

As a part of the MOME Innovation Center and its Incubation 
Program's open innovation initiatives, the Social Impact 
Hackathons aim at nurturing young talent and finding practical 
application of design competences. It’s a flagship event series, 
taking place twice a year. The sprint-like competitions engage 
interdisciplinary groups of talented people and facilitate the 
process to find workable, well-designed solutions to social and 
environmental challenges of the 21st century.  
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This open innovation event encourages participants to test and 
expand their skill set in a fun yet competitive environment, while 
also encouraging young adults to network with others outside 
their regular classroom, university and field of study. Teams with 
innovative ideas also have the opportunity to get invited to 
participate in MOME’s Incubation Program, where they get to 
further develop their ideas into more developed business 
concepts.   

Organizer team / 
Partners 

The organising team for MOME’s Social Impact Hackathon has the 
following human resource needs:   

 professional support from mentors, subject matter experts, 
jury members (and technical tutors, if needed)  

 5-6 people working behind the scenes on operations, logistics, 
marketing and communications 

Target group University students from diverse backgrounds, young innovators, 
recent graduates, young professionals, and any young adult 
interested in sustainability and entrepreneurship. There are also 
plans to open up these events to extend beyond young adults (i.e. 
without age limits). 

Critical number of 
participants 

Minimum number: 30  

Ideal number: 50  

Maximum number: 60  

Duration The hackathons usually last 24-48 hours.   

If a training element is included, then 1 or 1,5 days are dedicated to 
this before the hackathon.  

Preparation period The regular preparation time needed is approximately 2-3 
months, which can be extended to 4-5 months if a co-creation 
process is put in place to co-design the hackathon challenge in a 
way that involves different stakeholders who can each provide a 
different perspective to the same challenge.  

Location The activity takes place at the MOME campus. It is important to 
have a large space for the plenary sessions and for participants to 
be able to work comfortably in their teams. The provision of 
smaller meeting rooms can also be useful for teams to have short 
private meetings, and a “chill zone” has also proven to be helpful 
for teams to relax, unwind, and have some fun in-between the 
intense teamwork and ideation processes.  

Budget and sources 
of financing 

Approx. 10,500-13,000EUR, which includes the prize for the 
winning team (which, this year, included the costs of a study trip 
to the UK). The budget was covered by sponsors; in exchange, 
they were provided with brand visibility, participation as jury 
members and mentors, and access to fresh ideas and young 
talent. There is also generally an intention to try to have two 
challenges sponsored by different donors.  
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Setting and materials 
needed 

Microphones, a projector, strong wifi, space for the teams to work 
in, desks, power cables and extension cords, flipchart paper, pens.  

Informed consent 
and copyright issues 
(if applicable) 

No copyright issues, as ideas generated at the hackathon are the 
participants’, MOME has no claim over them. Data collection 
complies with the university’s GDPR rules.  

Outputs (if 
applicable) 

 Pitches delivered to the jury - in the most recent hackathon 
pitches were about AI web-based solutions to social and 
environmental challenges, relating to climate change or food 
waste.  

 Skills development - both as a result of the training and the 
co-creation process  

 Network building among fellow participants, organisers, and 
everyone providing professional support to the teams  

 Innovative ideas that can address burning issues  
 Awareness raising  
 

The most successful teams made it to MOME’s Incubation 
Programme, some of them are related to the circular bioeconomy, 
food waste, and are focusing on the following, for example: 
Deploying AI for waste sorting; Installing a scale in garbage 
collection to measure food waste and raise awareness about it; 
Developing “vegan leather” alternatives from biodegradable 
material.  

Impact  Participants develop new skills  
 Ideas are developed which may go into an incubation process  
 Brand building (for MOME, partners and sponsors)  
 Partnership building with mentors and experts - some of the 

mentors are now becoming mentors in the Incubation 
Program  

Tools Mentoring, coaching  

Award for winning team (1000 EUR)  

Technical tutoring  

MS Teams was used for coordination, uploading content, 
accessing study material  

Canvas - optional  

(AI setup in the case of the February hackathon)  

Communication  Social media, including posts before, during, and after the 
event and paid ads  

 Posters  
 Neptun  
 Newsletters to previous participants  

Method   The methods are mainly linked to prior training to maximise 
the participant’s experience of the hackathon, as well as to 
enhance the overall quality of the pitched ideas.   

 Hackathon challenges could also be shared in advance fo the 
event to enable participants to read up on the challenge area 
prior to the event.  
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 Having subject matter experts present also helps ensure that 
participants do not waste time on creating solutions that 
already exist or which are otherwise not practical/feasible.  

 Design thinking and human-centered design methods are 
applied  

Step-by-step 
instruction 

1. Reserve a date. 
2. Specify the broad topic(s).  
3. (Co-)design the hackathon challenge - a sponsor could bring 

in a challenge that matters to them, or you can co-design it 
with different stakeholders.   

4. Recruit all professional support (mentors, experts, tutors, 
trainers).  

5. Design the agenda of the whole event, make sure to allow for 
engagement periods and also free time for teams to work 
independently. Include icebreakers and networking 
occasions.  

6. Develop a marketing and communications plan, and then 
actively promotion of the event. 

7. Manage the whole application and registration process of 
participants.  

8. Set up the venue.  
9. Host the event and engage with the registered participants.  
10. Post-event communications (social media, sharing photos, 

feedback forms, etc.). 
Links  Information on Social Impact Hackathon: 

https://mome.hu/hu/esemenyek/social-impact-hackathon-
artificial-intelligence-for-the-common-good  

MOME’s youtube, Instagram and facebook accounts.  

  

EVALUATION AND REFLECTION 

Lessons learned  There are many experienced mentors, experts, tutors and jury 
members who are motivated to provide professional support 
for free.  

 Provide more time for team formation and networking.  
 Artificial intelligence is not a popular theme/topic for art and 

design students at MOME.  
 Constantly repeat the agenda and how each activity will work. 

There are many participants (and professionals supporting the 
event) who do not read previous communications, or who 
otherwise forget previous briefings.  

 A consistent or standardised approach may be needed by the 
organisers and mentors to appropriately manage internal 
conflicts among the participating team members (i.e. deciding 
when to split up a team vs. forcing them, with good intent, to 
learn how to manage and overcome their internal 
differences).  

 Unbundling the combination where the winning hackathon 
team automatically participates in the Incubation Program, as 
it may not necessarily be a good fit for the program and its 
established mentor network.  

Knowledge gain Knowledge gain from the participants’ perspective  

 Learning about the subject matter  
 Skills development (canvas, AI)  
 Network building  
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Knowledge gain from the sponsors’ perspective  

 New ideas  
 New talents  

 

Knowledge gain from the organiser’s perspective  

 New ideas  
 New connections - with mentors. young innovators and 

sponsors  
 Experience  

Pitfalls / obstacles  The generated ideas and concept do not meet the 
requirement of the sponsors  

 Results can be superficial regarding social sustainability  
 It is hard to make the market understand that concept draft is 

not a ready-made product and requires further development  
 Follow up incubation is needed but long-term commitment 

from teams are hard to manage  
Variations (if 
applicable)   

 Timeframe: If there is no training element included, then the 
hackathon/idea development phase lasts 48 hours.   

 Challenges can be co-created together with stakeholders, 
instead of/in addition to using ones defined by sponsors  

 The age limit (18 to 35 y.o.) may be lifted for the hackathons as 
there is an interest among older age groups as well.  

Tips for future 
implementers / Good-
to-knows   

 Be content driven but do not expect the impossible 
innovation-wise  

 Find a place which is cosy enough to spend 48 hours  
 Carefully choose the working language to avoid exclusion  
 Take care of the participants learning journey  
 Carefully select the mentors, besides thematic knowledge 

pedagogical skills are expected  
Recommendation Exhibitions, fun quizzes, “chill zones”, and having a music DJ for 

the networking session, all contribute towards creating a nice 
vibe.  





 

115 
 

D1.1 

Part 4 – innovation 
processes and regional co-

creation 

DELIVERABLE TYPE 

Report 

MONTH AND DATE OF DELIVERABLE 

03/31/2023 

WORK PACKAGE 

WP 1 

LEADER 

ZSI/EAEA 

DISSEMINATION LEVEL 

Public 

AUTHORS 

Maria Schrammel, Margit 
Hofer, Judith Feichtinger, Viola 

Pinzi  

Programme 

HORIZON 

EUROPE 

Grant Agreement 

101059565 

Start 

Oct.2022 

Duration 

36 
Months 



 

116 
 

4 Introduction: shaping co-creation processes 
Co-creation is an approach where various stakeholders come together to share knowledge and 
resources and jointly develop innovative solutions. In the co-creation processes, we aim at 
exchanging different perspectives and ideas, and to tailor the outcomes to stakeholder needs 
and expectations in the Engage4BIO regions.  

This chapter helps Engage4BIO hubs to set up their regional innovation and co-creation 
processes. It provides a framework for co-creation processes, including information on 
recruitment processes, organisational questions, art of hosting but also gives information about 
the characteristics of co-creation processes, when they are suitable and what is needed to 
successfully implement them. We will also provide a list for further reading to choose on the most 
suitable session specific methods. This chapter will not give step-to-step guidance for workshop 
methods.  

4.1 Innovation through co-creation: concept and goals 

In Engage4BIO all five hubs will implement co-creation processes by engaging quadruple helix 
stakeholders and regional target groups. In a first step these actors collaboratively develop hub 
specific visions on a strengthened and successful bioeconomy in the region. To reach these 
visions (1) (re-)training, mentoring and skills development formats, (2) awareness raising and 
knowledge gain, outreach and engagement processes and (3) action plans for innovative 
governance models and regional development will be developed.  

Co-creation roots in transformative processes in the entrepreneurial world, where co-creation 
aims at generating new products and services. In these processes, different stakeholders and 
target groups are involved, especially potential users and all of them are considered as experts 
for one or another aspect. But the method did not only prove to be successful when it comes to 
developing new products, it also serves as a tool to address structural changes or to solve 
challenges in internal management (Senabre 2015). Co-creation processes are part of an open 
innovation approach, where an innovation process is opened up to different stakeholders and 
where engagement of users is key (Eurich, Glatz-Schmallegger, and Parpan-Blaser 2018). Usually, 
co-creation is complemented by other concepts, such as design thinking or participative design 
(Senabre 2015) and follows the approach to involve different perspectives and collaboratively 
design innovative tools, material, processes, strategies, activity formats, etc. (Steinhaus et al. 2018). 
Senabre (2015) points out that in co-creation processes “rather than involving experts, 
participation is centred in relevant viewpoints informed by necessity or daily activity”. Such 
processes enable better innovative ideas, by bringing in these different perspectives and have 
the potential to bring insights about new technologies and expertise for different solution option. 
Thus, it  is improving the innovation quality  (Eurich, Glatz-Schmallegger, and Parpan-Blaser 2018). 
In view of that, Engage4BIO co-creation processes involve regional stakeholders and citizens 
affected or interested in the hub specific bioeconomy field. The process will give voice to local 
communities. Hub teams will choose creative methods and materials to support the groups in 
co-creating their ideas with the help of cross-fertilization activities in co-creation and sharing 
different methods between hubs. 

4.2 Stakeholder mapping and recruitment 

In this section, we briefly summarize how to do the stakeholder mapping and what is important 
to consider in the recruitment of participants. 
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4.2.1 Stakeholder mapping 
As above explained diverse perspectives help to create innovative ideas. But who are the people 
to engage? Who are the “right” ones, whose perspectives are necessary in the co-creation 
process? To answer these questions and to finally have a satisfying composition of participants a 
stakeholder mapping is necessary. The stakeholder mapping process helps to identify all people 
or groups that are affected by the aims of the project, who can influence results or have interest 
in the results. In a next step, groups and individuals are prioritised in terms of necessity for 
engagement. The most commonly used approach is to categorise stakeholders in relation to their 
relative level of interest and influence. In a last step, relationships between stakeholders are 
questioned and personal characteristics are identified. This can be extremely useful in the process 
of engagement. There is a range of methods to analyse the role of individuals. The following 
questions can help to know your group better and to identify incentives for participation, which 
will help in the recruitment: 

1. What is the stakeholder’s primary interest/willingness in the co-creation process/results? 
2. To what degree is the stakeholder relevant in the field of interest? 
3. To what degree is the stakeholder involved in the processes in the region? 
4. Does this stakeholder oppose or support the vision we would like to reach? 
5. Will the co-creation activity benefit or harm the stakeholder? 
6. What alliances exist with other stakeholders? 
7. What conflicts exist with other stakeholders? 

4.2.2 Recruitment 
For recruitment, it is recommended to clearly outline the value of participation in the respective 
co-creation workshop or process. For some participants it might be sufficient to raise the 
awareness that their own reflections and ideas might cause an effect in the region or that their 
input is inspiring for other stakeholders. Other appreciate to grow their network and become part 
of a wider network in their region. To inform participants about the big picture, it is vital that a 
clear goal and the wider impact of the process is shared. Here you find a table providing some 
optional arguments to be used in the invitation process (Schrammel and Marschalek 2022). 
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Get to know the regional 
community 

The Engage4BIO co-creation 
process focuses on strengthening 
and pushing forward the regional 
bioeconomy sector and contributes 
to regional development. Taking 
part in the co-creation process 
means getting to know relevant 
actors in the field and their tasks and 
areas of responsibility. Personal 
contacts are improved and new 
option for future collaborations 
enabled.   

 

Get a voice and be listened Your personal views and 
contributions will be integrated in 
the co-created results. Your ideas will 
be discussed and possibly be 
implemented within your region. 

  

Contribute to change The Engage4BIO co-creation 
process aims at bringing together 
different regional stakeholders and 
make their voices heard. As a 
member of this process you 
contribute to develop and evaluate 
appropriate ideas for improving the 
bioeconomy sector in your region.  

 

Sparkle future collaborations The regional co-creation processes 
are a first step in a fruitful 
collaboration. Through this process 
regional actors have the opportunity 
to expand their connections at the 
national and European level.  

 

 

4.2.3 General aspects to consider 
- If possible, a minimum of 2 persons per stakeholder group 
- Gender balance 
- 15 to 20 persons per co-creation workshop 
- Time and commitment to participate in the whole workshop 
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- Clear methods & target setting for the workshop allowing inclusive and just way of 
working 

- Trained and skilled facilitator for the workshop needed 

4.3 Ethics in co-creation processes 

It is important that standard ethics for human research are applied. It is necessary to provide a 
detailed and understandable letter of informed consent including information about 
intellectual property and commercialisation. Participants must be aware how their co-created 
products will be used, and if and how their input will be further recognised or rewarded. 
Organisers must be clear about the open innovation policy and the rules of engagement. Those 
are shared with the attendees and if competition rules apply, those are also shared in the 
workshop. A conscientious statement clearly outlining potential outcomes and rights “may help 
to prevent later claims or legal problems” (Benson et al. 2021).  

4.4 Location and setting – Space and beauty  

Room setting and comfortable atmosphere in a working room are often underestimated or 
forgotten about. But to make a group who might not even know each other successfully 
collaborate and create innovative results, it is important that they feel comfortable and enjoy their 
time at the workshop. Thus, the setting and room plays an important role. Make sure to meet as 
many of the following characteristics when organising the workshops: 

- Choose a bright room (daylight)  

- Take care of flexible furniture  

- The room needs to be big enough for the methods you choose and that people can move 
around  

- Use plants to make the room more welcoming  

- Take care that participants keep their jackets outside the room  

- Give space to move around or have the option to go out in fresh air 
- Allow enough time for breaks and general networking  

 
For creating a good atmosphere, you can consider turning on some music when welcoming the 
participants. We suggest calculating sufficient time to let participants arrive in the room. Provide 
some coffee, cake, or fruits and let people start first conversations to get to know each other a bit. 

4.5 Team building and group dynamics 

Before we dive into the structure of co-creation workshops let us briefly deal with the topic of 
team building and group dynamics.  

In co-creation workshops we face the challenge to support a group of strangers to become a 
team, go through all stages of team building and manage to perform successfully in a rather 
short period of time. The better a group performs together the better are the results. That is the 
reason why it is important to always consider the concept of team building behind the workshop 
plan. Here is a brief overview on the team building concept according to B. W. Tuckman. 
According to this model teams go through 5 phases (Baumann 2015):  
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i) Forming: in this phase, people get to know each other. Most people are very friendly 
and stay superficial. In this phase it is good to search for commonalities, e.g. the 
motivation to be at the co-creation workshop. For supporting this stage, it is important 
to provide a safe room, good visible goals of the workshop, warm up session (ice 
breakers), openers and provide room for the group to get to know each other. In this 
phase it is important to offer guidance and to remove uncertainties.  

ii) Storming: In this phase, the groups aim to get clarity about the hierarchy among 
them. It is recommended that moderators act as mediators in case of conflicts. It is 
important that the group gets beyond this phase.  

iii) Norming: In this phase, roles are made clear, and the group is ready to cooperatively 
work on their goals. It is suggested to collaboratively identify rules with the group. 
These can be made well visible on a flip chart.  

iv) Performing: In this phase the group collaboratively acts. They build up deeper 
relationships and solve group tasks by bringing in their different talents. This is the way 
the group can achieve more than an individual could do. Together they set steps 
direction goal. In this phase the Us-feeling is developed. 

v) Adjourning: This phase starts when the group work finished. After collaboration in a 
workshop, it often happens that a strong sense of togetherness arises and the group 
would like to continue. Here it is important to praise the achieved results. For these 
targeted closers are recommended to pack the achieved.  

Besides the team building the concept of group dynamics plays and important role in co-creation 
processes. Especially the moderator must be aware of that and keep his/her eyes open to help 
the group to successfully collaborate. To do so best it is important to understand the different 
roles according to the rang dynamic model of Raoul Schindler (Baumann 2015).  According to this 
model there are different positions individuals can take over. These positions bring specific 
behaviour with them and influence the wellbeing of individuals and the group.  

- Alpha – the leader, who likes to talk, to be the rapporteur or groups and does not hesitate 
to take accountability. 

- Beta – Expert in a specific field. This person might know more than others. It is important 
to use this expertise in the workshop, give this person a valued role in the discussion to 
make sure that he/she does not become an oppose 

- Gamma – average team member, who collaborates and does the work. 
- Omega – Opposite position to alpha. An omega can be an oppose, brings in critical 

perspectives, might not support all processes. It is important to see omegas and hear 
them and find a way that they get engaged.  

For more details on team building and rang dynamic concepts see Baumann (2015). 

4.6 How to structure the workshop? 

The structure of co-creation workshops should build up on and integrate the before explained 
concepts. Thus, the workshop procedure enables participants to get to know each other and set 
rules, to enter the topic, brainstorm ideas, prioritise them, start the ideation process, develop or 
prototype their ideas, and reflect and evaluate them. The workshop will be closed by giving an 
outlook what happens next and providing the option for feedback. This chapter briefly gives 
insights in the specific aim of each procedure step and provides information about literature and 
guidelines, where to find suitable session methods. All proposed methods can be found in the 
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suggested literature. In each phase, all methods need clear instructions; questions, goals and 
processes must be clear for all participants.  

 Welcome and introduction – the groups starting to get to know each other 

A warm welcome and introduction is important to have a good start in the day. At the beginning 
of the workshop, or even before, participants start to interact with each other. After clearly 
presenting the goals and non-goals, the agenda and the etiquette of the workshop, we suggest 
planning sufficient time for sessions in which participants get to know each other and can find 
commonalities. In this phase, entering the topic can already start and people can be prepared for 
the further creative work process. Among other, these are suitable methods: “systemic 
constellations”, “joint poster”, “dreams and nightmares”, “Lego”, “icebreaker tasks” etc. Some of 
the methods are also suitable in other stages of the workshop, depending on the session goal set 
and questions asked.   

 Inputs and bringing everybody on the same level of necessary knowledge 

Especially in multi-stakeholder processes, or when engaging citizens, it is necessary to plan an 
input session, where the needed background information is presented and discussed and the 
starting point for discussion is set.  

 Entering the topic 

Time and methods need to be planned to help participants to truly dive into the main subject of 
the co-creation workshop. In this phase, workshop topics are collected, prioritised, and processed. 
Useful methods are: “Topic list”, “Brainwalking”, “World Café”, and diverse other brainstorming 
and prioritisation methods. Another way for entering the topic is to provide pre-tasks for 
workshop participants.  

 Ideation 

In this phase the team starts to work on the identified topics. For ideation there are lots of great 
methods out there (please see reading suggestions in section 4.8) Here again, brainstorming 
methods can be chosen, but also future scenarios and visioning methods, such as “Disney 
method” or the “problem reversal technic” are suitable. In this phase ideas are reflected in detail 
and participants are guided from a very open visioning process to a more critical reflection and 
back. The group is guided from “problem talking” to “solution talking” (Baumann 2015).   

 Getting concrete – designing concrete ideas 

In this phase concretising ideas is central. On one side target groups can be specified, e.g. by the 
“avatar method”, “personas”, or the “target group brain storming matrix” or on the other side 
concrete strategies and prototypes can be developed by applying methods, such as 
“prototyping”, “LEGO serious play”, “system board”, “design sprints” etc. These methods using 
creative materials support the group in thinking out of the box, visualizing places, activities, 
stakeholders, and processes which can be translated in concrete products, roadmaps or 
strategies, which are ready to be tested afterwards. For this phase sufficient time must be 
calculated, as participants need to become comfortable with using creative materials and as it 
takes time to move thoughts out of the box and come up with less obvious ideas and details. 
Moreover, designing concrete ideas require feedback loops that need to be planned, e.g. by 
applying the “critical friend” method.  
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 Closing, reflection and feedback 

Time for a reflection round and feedback helps to smoothly close the workshop. Here participants 
can share their experiences, what was specifically interesting for them, or how they wish you 
continue. It is not a must just let people talk one after the next. There are also methods and 
approaches to support this closing and feedback process: e.g., “TV news”, “30 seconds of 
feedback”, “Fishbowl”, “Ball of wool”, etc. At the very end with closing words the workshop ends. 
Here it is important to decide and talk about future steps and potential collaborations after the 
workshop. After a successful workshop, the team will have developed a kind of team-spirit and 
participants might want to continue collaborating (Steinhaus et al. 2018) and understand what 
are the next steps in the process. 

 Breaks and energizers 

A co-creation workshop usually asks a lot from the participants. In many cases, the participants 
do not know each other before the process. It is important to plan sufficient breaks for 
participants to personally exchange, get some coffee and some fresh air. Energizers are also a 
good way to help participants to keep concentration and also support the team building. There 
are comprehensive collections of energizers and warmups for face2face and online workshops.  

4.7 Workshop organisation 

In this paragraph, we outline the core steps to prepare and follow-up on the workshop 
organisation, with the brief description of the processes, roles, and tools to be used. 

4.7.1 Preparation 
 

Setting up the team and agenda 

In the preparation phase, the coordinator of the activities identifies the core team, the 
programme and format of the event (plenary/parallel sections, main methods, timing, process, 
roles) and the core logistics (place, equipment etc.).  

The core team is composed by an event coordinator, who is ideally also an expert in the subject, 
a facilitator (or group of facilitators), rapporteur/s (multiple ones if parallel sections are foreseen). 
Additionally, we recommend one person to support in receiving participants, coordinating the 
timing of the day and helping with materials across the activities. In case of an online activities, 
we suggest to appoint a colleague to deal with technical support and chat moderation, replacing 
the participants’ reception role. 

A detailed programme of the event:  To ensure full transparency with participants a detailed 
programme of the event must be provided already at the invitation stage. This programme 
outlines information on the scope, purpose, structure, and activities of the event and explains 
clearly participants’ expected roles and contributions. 

An agenda template is useful for this purpose, which includes description of roles, topics 
addressed, purpose and methods for each section.  

As for the format, a co-creation workshop could vary from 3 hours to several full days, depending 
on the scope and purpose, we suggest organising the activities alternating plenary and 
group/parallel sessions, to embed different methods and to make a dynamic flow across the day. 
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Pre-organising the participants in groups, in case relevant for the chosen method, can also help 
with the flow. In case of online activities, we suggest to keep the length of each session/workshop 
to maximum half day. 

The core logistics are set up based on the programme, format, timing and number of 
participants. For workshops with more than 30 participants and various spaces/rooms, we 
suggest providing a location map outlining title and timing of each section, room set up and 
equipment required, and names of facilitators and rapporteurs for each group. This map does not 
only support the organisers’ team but should also be shared with participants at the reception to 
help orienting themselves during the day. A virtual location map can be used for online events, 
with the description  of the online break out rooms and instructions on how to move from the 
plenary to break out and visa versa. 

Invitation and registration 

The invitation stage is very important for the first step of the onboarding process of 
participants, which needs to begin already before the event itself takes place. Participants should 
join the event in full understanding of their expected role and contribution and the event 
organisers should aim to put them in the conditions to participate fully and at the best of their 
will and capability. 

For the invitation, it is useful to have the full programme ready, even if some aspects are still in a 
draft version, and to offer an online registration form, which should include the appropriate data 
protection disclaimers. A set of standard templates emails for main steps of the process should 
also be used, as following: first invite/save the date (with date, place, description of purpose and 
why they are invited; full invite (with programme, registration and consent forms; reminders; 
information on participation and logistics). 

Data protection disclaimers include the relevant information about the legislation (this can be 
also different country by country) and cover all the relevant data collected (including dietary 
requirements). In case video and audio recording during the event is planned, a specific 
disclaimer addressing that is needed.  

A detailed information sheet and consent form (as mentioned in section 1.3) are needed at this 
stage, to be shared and collected back signed from participants before the beginning of the 
workshop. The information sheet should explain in detail the activity, its purpose, the methods, 
the rights of the participants (such as opting out at any time and request withdrawal of his 
data/information) and the kind of information to be collected and how this will be used and by 
whom. The consent form should include explicit consent expression for each core point of the 
information sheets description. 

In case preparation materials is used, it is important to share it during the invitation stage with 
participants to make sure that they have sufficient time to prepare. In case foreseen, invite them 
to register and set up profiles in the tools that may be needed for the preparation phase or for 
the day of the event. 

4.7.2 Conducting the workshop 
Many suggestions on how to conduct the workshop in terms of facilitation and for building 
positive group dynamics have already been provided in Section 1.5 and 1.6..  

In order to efficiently run the workshop, a set of tools should be prepared in advance.  



 

124 
 

To enable a smooth running of the workshop but also make sure to properly harvest, synthesize 
and report results of the workshops, we suggest using the following tools: 

- A moderation sheet and/or an internal version of the programme in the format of event 
script, with more detailed on the purpose of each section, breakdown of the timing, roles and 
flow (see Annex); 

- reporting template for organisers and/or note taking templates for the rapporteurs to 
collect information from each section and being able to report live and after the workshop; 

- cards, canvas and other offline/online co-creation materials/tools to support participants 
in engaging in the activities and sharing information and ideas. 

A few days before the workshop, in particular for large events, it is crucial to organise a short 
rehearsal with the core team, facilitators and rapporteurs in particular. This can also take place 
online in case the core team is located in different places. During the rehearsal, the workshop 
team goes through the programme and the event script and makes sure that everybody is 
confident in the activities purposes and their own roles. 

In some cases and upon assessment of the event organiser, short preparatory webinars or 
online focus groups with and for participants or pre-tasks to get introduced to topic can be 
useful to help  participants that may not be familiar with topics/aspects the workshop aims at 
covering. Involving experts in different fields in this preparation activities can help to make them 
engaged and to act as attractive teasers for the main event. 

At the beginning of the event, the core team welcomes participants. Make sure they fill in and 
sign a registration sheet and check if the consent form has been shared and signed and 
explaining briefly the structure and the targets of the day. In case of online activity, the 
registration sheet can be developed online as well, asking participants to sign in there as they join 
the meeting and posting reminders in the online conference tool chat. 

4.7.3 Follow-up with participants 
Similarly to the invitation, follow-up activities with participants, core team and experts (if any) are 
an important phase of the co-creation process. 

With follow-up activities participants are kept engaged in the topic. Results of the joint work are 
shared. E.g. In short term this happens via simple thank you emails, providing summaries, 
materials and pictures from the workshops. Medium-long term we suggest sharing how the 
results are and will be used, for example though more structured reports, follow-up online 
webinars/focus groups, invitations to related events and activities and any other outputs 
originating from the joint work. For the short-term follow-up, brief summary templates are used. 
These focus on sharing relevant good practices and experiences/testimonials emerged during 
the event. 

In case of series of workshops, , it is key to maintain the engagement and commitment of 
participants. In this case, on top of the short summaries and experiences sharing, offer 
continuation to the work through online tasks between the workshops, in an asynchronous 
way. These activities should be efficient, not requiring a lot of time or complex tools, while 
contributing still effectively to the co-creation process, for example asking participants to provide 
short feedback on the outcomes or part of them, once further elaborated by the workshop 
organiser, or polling participants on the main aspects, ideas or methods to focus on in the 
following workshop. 
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4.8 Further reading – collection of methods 

Here are some method guide books or methods collections, where moderators find inspiration 
and ideas for suitable methods for all phases of their workshops: 

- Baumann, Birgit. 2015. Blossoming Workshops and Seminars Guaranteed to Succeed. 
Wien. Businessmind. 

- Hogan, Christine. 2007. Facilitating Multicultural Groups. A Practical Guide. Kogan Page.  
- Steinhaus, L., Schields, M., Schrammel, M., Feichtinger J. 2018. D3.3 Guidebook on 

engagement and co-creation methodologies. BLOOM project.  
- https://iproduce-project.eu/resources-and-results/co-creation-methods-and-tools/ 
- https://www.ecosystemplaybook.com 
- http://actioncatalogue.eu/search 
- https://dschool.stanford.edu/resources/ideation 
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5 Appendix: Innovative training examples 
5.1 Innovative Training Examples 
The collection of Innovative Training examples presented in the following has been designed with 
the main purpose to create an overview of existing learning and awareness raising initiatives and 
methods to inspire the Engage4BIO Hubs co-creation work, in particular for the development of 
the guidelines for trainings and of the activities related to awareness raising.  

The approach of this selection is based on the following criteria: 1) Availability of materials in 
English and with free online access 2) Focus on non-formal education and blended models 3) 
High level of replicability and adaptability of the models and methods proposed 4) Low to 
medium level of specialization of the contents in terms of subjects 5) Addressing diverse target 
audience (balance among the practices). 

Each example is briefly described in terms of references, topics and characteristics that make the 
initiative a good practice, in consideration of the specific purposes of the Engage4BIO project. 

5.2 Introduction to Sustainable Bioeconomy 

University of Padova, The University of Freiburg 

 https://www.unipd.it/en 
 https://www.futurelearn.com/courses/society-and-bioeconomy 

Non-formal education, Online course. 

Bioeconomy, sustainability, forest sectors, wood-based innovation. 

Why is this a good practice? 

The course has an introductory approach for multi-stakeholders’ groups and it is a good example 
of translating complex and academic knowledge into accessible training and learning content 
for all. It addresses students and professionals at all level, as well as communication specialists 
and policy makers to better understand the emerging bioeconomy discourse and the latest 
policy developments at European level. 

5.3 Bioeconomy: How Renewable Resources Can Help the Future of Our 
Planet 

University of York, BioYorkshire 

 https://www.york.ac.uk 
 https://www.bioyorkshire.co.uk 
 https://www.futurelearn.com/courses/what-could-a-biobased-economy-mean-for-the-

future-health-of-our-planet 

Non-formal education, Online course.Renewable and biological resources, waste management, 
food and agriculture, careers in bioeconomy, regional dimension. 

Why is this a good practice? 

The course aims to support any learner in exploring sustainable technologies, strategies, and 
careers available in these sectors, helping the transition to a biobased economy. The course has 
an introductory approach, and it is also a good example of how we can translate complex and 



 

128 
 

interconnected academic knowledge into accessible learning content. It is also making the link 
between bioeconomy topics and potential careers and with regional development (York and 
North Yorkshire area), also helping young people to consider a learning or professional path in 
this sector. 

5.4 ROSEWOOD4.0 Training Programme 

Wald und Holz NRW, Competence Centre Ltd. for research and development (CEKOM) 

 https://wald-und-holz-nrw.elearning.de 
 https://rosewood-network.eu/resources/training 

Non-formal education, MOOC, Training materials, events. 

Digital transformation of the wood value chain, forestry sector, funding, collaborative projects, 
digitalization, tax law, ecosystem management. 

Why is this a good practice? 

The programme aims at sharing new knowledge to forest owners and support their skills and 
competence in managing their forest. The approach is practice- and future-oriented for 
professional development and it is also strongly linked to regional contexts and needs and 
organised by Hubs. 

5.5 BLOOM - Boosting Bioeconomy Knowledge in Schools MOOC  

BLOOM project, European Schoolnet 

 https://www.europeanschoolnetacademy.eu/courses/course-
v1:BLOOM+BoostBioec+2019/about 

 https://bloom-bioeconomy.eu/ 

Non-formal education, MOOC, peer learning. 

Bioeconomy, STEM teaching. 

Why is this a good practice? 

The MOOC is dedicated and focused on the needs of educators and very practice oriented. It aims 
at supporting educators in the development of learning materials and scenarios to embed 
bioeconomy in the classroom and it includes peer learning activities and lesson plans. The overall 
approach is on teaching with bioeconomy rather than teaching bioeconomy. 

5.6 BLOOM - School Box 

BLOOM project, European Schoolnet 

 https://bloom-bioeconomy.eu/schoolnetwork/schoolbox 
 https://bloom-bioeconomy.eu 

Non-formal education, Self-paced training material. 

Bioeconomy, STEM teaching. 

Why is this a good practice? 
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The Box is a series of lesson plans co-created by 20 pilot teachers in 10 European countries, which 
illustrate how bioeconomy can be introduced in different STEM subjects. The approach is 
supporting the introduction of bioeconomy aspects in any teaching practice. The basis of the 
BLOOM School Box are five innovative learning scenarios, created and tested in classrooms by 
the 20 BLOOM expert teachers from Austria, Belgium, Croatia, Greece, Italy, Israel, Poland, 
Portugal, Spain and Sweden. These Future Classroom Scenarios were developed using the Future 
Classroom Toolkit methodology (http://fcl.eun.org/toolkit), with a co-creation approach. 

5.7 BLOOM webinar series - Bioeconomy in our daily lives 

BLOOM project 

 https://bloom-bioeconomy.eu/bioeconomy-webinar-series 
 https://bloom-bioeconomy.eu 

Non-formal education, awareness raising. 

Why is this a good practice? 

The webinar series focuses on specific application of bioeconomy in context, in the daily lives, for 
citizens and professionals, with a practical approach to present opportunities. 

5.8 Bio-economy courses and programmes for professionals  

Wageningen University & Research 

 https://www.wur.nl/en.htm 
 https://www.wur.nl/en/education-programmes/education-for-professionals/biotechnology-

and-chemistry/bio-economy-1.htm 

Academic, non-formal, MOOC, Micro-masters, Summer schools. 

Bioeconomy, biotechnology, agriculture and food, Business and Operations, Policy. 

Why is this a good practice? 

The initiative offers a variety of topics and type of learning activities specifically dedicated to 
professionals with a strong practical focus and aiming at implementation of practices. The 
approach is to make the findings of the University cutting edge research into actionable 
knowledge and skills, accessible to learners in continuing education. The initiative has an holistic 
approach to topics and content under the umbrella of the knowledge domain of ‘healthy food 
and living environment’. 

5.9 Young Leadership Programme – Mediterranean 

EFI - European Forest Institute 

 https://efi.int 
 https://efi.int/efimed/grants-and-training 

Non formal education, face to face activities. 

Various topics related to forest management and conservation. 

Why is this a good practice? 
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The European Forest Institute’s Young Leadership Programme, Mediterranean is an initiative 
organised in partnership with the Union for the Mediterranean, to support future leaders to get 
an in-depth understanding of the complex interplay between land abandonment, Mediterranean 
forests, and cultural landscapes. The programme focuses on soft skill while oriented to a specific 
sector of application and it includes career orientation aspects. Furthermore, it addresses a multi-
stakeholder’s group: young professionals coming from the Mediterranean area and working in 
academia, policy and public services and in practical services. 

5.10 MOME Education programme: Exercise booklet and Train the 
trainers programme 

MOME - Moholy-Nagy University of Art and Design 

 https://mome.hu/en 
 https://mag.mome.hu/?en#balatorium/modszertan 

Academic, non-formal education, online and offline. 

Ecology, climate change, eco-system of Lake Balaton, land use around Balaton. 

Why is this a good practice? 

The aim of the initiative is to introduce design students to the methodology of design and art-
based pedagogical programmes and to give them the opportunity to try out active participation 
in a real-life situation. The initiative supports them in developing an exercise booklet and toolkit 
for high school teachers, to improve their competencies in relation to green skills with the goal of 
sensitizing high school students of 14-18 about climate change and ecology. The initiative fosters 
cooperation with high school teachers in a given region and it offers university students the 
chance to do fieldwork and try their ideas in the field. 

5.11 With young people for a sustainable future 

Green-Bridge Foundation 

 https://www.zold-hid.hu 
 https://www.zold-hid.hu/wp-content/uploads/2022/12/modszertani-kostolo_zold-

hid_2022.pdf  

Non-formal education, online and offline. 

Sustainable future, equal opportunity sensitization, healthy lifestyle. 

Why is this a good practice? 

The project organised a series of face-to-face and online workshops for young people on the topic 
of sustainability, developing attitude-shaping short film series and an online escape room. The 
programme offers young people the possibility to experiment new and innovative forms of 
learning, while teachers, community coordinators and youth workers have access to creative and 
up to date methodologies to work with young people. 

5.12 Transition2bio Primary teachers training 

Transition2bio project 

 https://www.transition2bio.eu 
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 https://www.transition2bio.eu/teacher-training 

Non-formal education. online, self-paced toolkit. 

Bioeconomy, STEM teaching. 

Why is this a good practice? 

The training is dedicated to teacher working with young children, to support them in introducing 
existing innovative teaching and learning materials on bioeconomy, to raise awareness on 
sensitive environmental issues, sustainability and circularity. The materials are designed to be 
easily adapted to different learning contexts, with many simple practices proposed. 

5.13 Transition2bio - Capacity Building package for regional and national 
stakeholders 

Transition2bio project 

 https://www.transition2bio.eu 
 https://www.transition2bio.eu/capacity-building 

Non-formal education, awareness raising, online, self-paced toolkit.  

Circular and sustainable bioeconomy, policy, strategies, methodology and models for awareness 
raising. 

Why is this a good practice? 

The main aim of this package is to empower public actors at local, regional and national level and 
support them with contents and practices to strengthen their effectiveness in the 
implementation of awareness raising, communication and education activities. The package is 
designed based on identified needs and findings from several projects and initiatives and 
addresses specifically policy makers (EU Member States, EU Regions, National and regional 
stakeholders, National and Regional authorities). The training was deployed with several 
audiences, contexts and target beneficiaries, reaching more than 30 EU regions and Member 
States, and therefore already tested in practice. 

5.14 ELLS - Summer schools and case studies competition 

Euroleague for Life Sciences 

 https://www.euroleague-study.org 
 https://www.euroleague-study.org/en/summer 

Non-formal education linked to academic education, face to face activities. 

Various topics related to bioeconomy specialized sectors and applications (food, water 
management, rural sustainable development). 

Why is this a good practice? 

The Euroleague for Life Sciences (ELLS) is a network of leading universities cooperating in the 
fields of Natural Resource Management, Agricultural and Forestry Sciences, etc. The Summer 
schools and the case study competition are practice-oriented activities that focus on specific 
applications of bioeconomy on the field, while addressing academic students and researchers. 
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5.15 BIOVOICES - Mobilization and mutual learning workshops 

BIOVOICES project 

 https://www.biovoices.eu 
 https://www.biovoices-platform.eu/registeredarea/mmls 

Non-formal education, awareness raising, face to face activities. 

Various topics related to bioeconomy and specific needs by sector and context. 

Why is this a good practice? 

This practice focuses on exchange and learning among a group of stakeholders. The BIOVOICES 
Platform offers detailed information about the workshops implemented, as well as guidelines 
and methodology for organising such activities that are easily adaptable to and for other contexts. 

5.16 BIOVOICES - Educational cards 

BIOVOICES project 

 https://www.biovoices.eu 
 https://www.biovoices.eu/results/educational-cards 

Non-formal education, awareness raising, online, printed materials. 

Various topics related to bioeconomy and its practical applications. 

Why is this a good practice? 

The educational cards are a very simple and effective tool that can be used in any event and 
educational context. Each card is based on a core question around bioeconomy and its 
application, it provides the answer and a reference to a resource. The cards are easily translatable 
in any language and easily expanded and revised or adapted to other audiences and purposes, 
tuning the language and the information. 

5.17 BIOVOICES - Bioart gallery 

BIOVOICES project 

 https://www.biovoices.eu 
 https://www.biovoices.eu/gallery 

Non-formal education, awareness raising, online, media installation. 

Various topics related to bioeconomy and practical applications. 

Why is this a good practice? 

The BioArt Gallery aims at raising awareness and improving citizens knowledge around simple 
and already available bioeconomy applications, for several items from nature and as produced by 
humans. It presents promising feedstock and its related bioeconomy applications in everyday life 
through 60 interactive pictures of high quality. This is an innovative approach of showcasing to 
the public examples of bio-based products and applications currently available in the market for 
many products, such as cosmetics, tissues, toys and sport etc. Each item includes a list of the 
applications and existing products with links. 
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5.18 BIOES - Serious game 

BIOVOICES and BIOWAYS projects 

 https://www.biovoices.eu 
 https://www.biovoices.eu/results/serious-game 

Non-formal education, awareness raising, online, media installation. 

Various topics related to bioeconomy and European strategies.  

Why is this a good practice? 

The game aims at challenging the players in their knowledge of European strategies and 
objectives for a more sustainable circular bioeconomy. It was developed in collaboration by two 
projects (BIOVOICES and BIOWAYS) with the European Commission DG Research & Innovation. 
It is a good example of learning tool  for experts with focus on updating them on the European 
bioeconomy strategy. The approach of the game can be easily reproduced in other tools and with 
new and adapted content. 

5.19 Biobridges - Gamified and interactive co-creation experiences 

BIOBRIDGES project 

 https://www.biobridges-project.eu 
 https://www.biobridges-project.eu/results/biobridges-gamified-and-interactive-co-creation-

experiences 

Non-formal education, awareness raising, toolkit, online and face to face workshops. 

Methods to support co-creation and exchange experiences to support bioeconomy learning and 
awareness raising. 

Why is this a good practice? 

The tools aim at providing inspirational, informal and easy-to-use methods facilitate the 
discussion during workshops, in particular among consumers, bio-based industries and brand 
owners. The kit presents practical examples and ideas on how to use and integrate several 
interactive, engaging and gamified tools for co-creation solutions in workshops or webinars. The 
approach is multi-stakeholders and each method and tool is easily adaptable. 

5.20 BIOWAYS – Factsheet 

BIOWAYS project 

 https://www.bioways.eu 
 https://www.bioways.eu/bio-learn/applications-factsheets 

Non-formal education, awareness raising, toolkit, online. 

Various topics related to bioeconomy and its practical applications. 

Why is this a good practice? 

The package offers an extensive set of factsheets on more than 50 bio-based products, and it is 
specifically design for educational purposes. As per the educational cards describe above, the 
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sheets are easily translatable in any language and easily expanded and revised or adapted to 
other audiences and purposes. 

5.21 Master BIOCIRCE -  Bioeconomy in the Circular Economy  

Jointly offered by 4 Universities (University of Bologna, University of Milano-Bicocca, University of 
Naples Federico II, and University of Turin), by 4 non-academic partners (Intesa Sanpaolo, 
Novamont SpA, GFBiochemicals SpA, and PTP Science Park di Lodi), and 2 Italian Technological 
Cluster (Cluster SPRING and Cluster CLAN agrifood). 

 https://masterbiocirce.com 

Formal, face to face activities. 

Value chain of bio-based products, raw materials in agricultural ecosystems, properties and 
supply logistics of biological resources, bio-technological and industrial processes, marketing and 
consumption of final products. 

Why is this a good practice? 

The programme represents a good example of collaboration between academic institutions and 
industry. It addresses professionals with both social and business and scientific background, 
tackling the core aspects of bioeconomy in an integrated way. The programme has a practice 
oriented approach, with 4 weeks of teaching modules and 6 months of stage activity. Each 
module includes both scientific topics presented by university staff and cases studies presented 
by companies and associations. The course is also flexible and tailored year by year to the 
participants background. 

5.22 BIO-ERKO specialization 

University of Eastern Finland, Karelia University of Applied Sciences and Savonia University of 
Applied Sciences 

 https://www.biotalouskoulutusitasuomi.fi/en 

Non-formal education, blended. 

Bioeconomy in society, services and products, bioeconomy and innovation processes. 

Why is this a good practice? 

The project aims to develop a network-based learning and teaching model. The program 
addresses people who work or will be working in the field of bioeconomy and entrepreneurs 
(current and future ones). It is multidisciplinary education initiative for competence development 
with diverse learning activities: short trainings, courses, study modules and professional support 
for trainers. The initiative leverage expertise provided by both academia and industry and 
learning is based on company-specific development tasks. 

5.23 Civic AI Toolkit: Connected urban forest blueprint 

NESTA 

 https://www.nesta.org.uk 
 https://www.nesta.org.uk/toolkit/civicai-urban-forest 

Non-formal, awareness raising. 
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Urban forest management and conservation, community-based engagement methods. 

Why is this a good practice? 

The scenario aims at providing a model for people and machines to work collaboratively to 
monitor characteristics and condition of urban trees, regularly contributing data to an open tree 
registry. This scenario provides useful ideas and insight on how to design and implement a 
learning and awareness activity involving citizens and a whole community. The model can be 
easily adapted for other topics and purposes and embedded in larger education initiatives, as one 
of the learning practice. 

5.24 All things BIO - Storytelling kits 

All Things BIO project 

 https://www.allthings.bio 
 https://www.allthings.bio/insights-from-biocanndo 

Non-formal education, awareness raising, online, face to face. 

Food packaging, construction, household management. 

Why is this a good practice? 

The kits leverage the efficacy of the storytelling approach using an interactive online tool.  The 
kits serve as support tools to design and develop an open dialogue with any audience, with 
introductory content and more in-depth information, case studies, key messages and 
perspectives from different stakeholders. 

5.25 FIT4FOOD2030 - Co-designing educational modules 

FIT4FOOD2030 project 

 https://fit4food2030.eu 
 https://knowledgehub.fit4food2030.eu/wp-

content/uploads/2020/06/FIT4FOOD2030_Tool_Co-designingEduModules.pdf 

Non formal education, co-creation of learning activities. 

Food industry, food transformation. 

Why is this a good practice? 

The model proposed is a workshop to co-create educational activities with a group of different 
stakeholders, with the purpose of working with a community on transforming the food system. 
This model is at the same time a learning activity, a community building and a co-creation 
process. It is implementable as short event, feasible in a variety of contexts, and yet it can produce 
a concrete output to further support the activities began within the workshop. The kit provides 
canvas and ready-made tools. 

5.26 Green AURA project 

University of Pécs 

 https://projects.pte.hu/en/green-aura 
 https://cleantech.openup.education/welcome 
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Living labs (LL), augmented reality. 

Climate protection, living labs (LL), user-centred and open innovation ecosystems in a territorial 
context, awareness raising on decarbonisation. 

Why is this a good practice? 

The project aims at creating more efficient co-operation between cities, citizens and institutions 
through the adoption of the living labs (LL) approach, offering citizens the possibility to 
experiment new and innovative forms of learning and, at the same time, learn about 
decarbonisation and related technologies.  

  



 

137 
 

 

 

 

 

 

 

 

 

 


