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1 Introduction

This document provides a summary of two training activities carried out by the
Engage4BIO Hungarian HUB: one hosted at Karolina School in Szeged and the other at
the Educators Centre Association in Pécs. Although both sessions followed the same
structure and thematic focus, they addressed different audiences. The training in
Szeged engaged high school students, while the training in Pécs brought together
members and leaders of civil society organisations interested in green competences
and participatory approaches to sustainability-related practices. The document
outlines the content, methodology, objectives, target groups, and key outcomes of the
training activities. It highlights how the programme was developed and delivered
within the framework of the Engage4BIO T3.2 — Training and Mentoring Programmes,
and how it contributed to raising awareness of sustainability and bioeconomy,
particularly among secondary school students.

2 Whatis this course about?

2.1 Overview of the training activity

As part of the Engage4BIO T3.2 —Training and Mentoring Prograrmmes, BZN and MOME
organized two training activities in Hungary: one at Karolina School in Szeged and the
other at the Educators Centre Association in Pécs. Both sessions combined a
presentation, interactive exercises, and a board game to introduce key aspects of
piomass, bioeconomy, value chains, and sustainability in everyday life. The training with
students emphasized how simple choices—such as selecting between two similar
products—can influence broader sustainability outcomes. The session with civil society
leaders, in turn, also highlighted participatory design methods that can be applied in
their ongoing work to strengthen green competences and community-based
sustainability practices. As part of the training activity for NGO leaders, an optional site
visit was offered in the afternoon to the Veolia Green Zone Visitor Centre, where
participants could experience first-hand how bioenergy is produced.

2.2 Focus of the activity

The training activity aimed to explain the complexity of bioeconomy and value chains in
a participatory and engaging way. Following a presentation on bioeconomy and value
chains, participants took part in a workshop where they compared products from
multiple perspectives, explored the impact of consumer decisions through a hands-on
mandala-colouring exercise, and played a board game designed to reinforce knowledge
about bioeconomy.

5 Whois the target audience for this course?

In Szeged, the target group consisted of 10th grade students, around 16 years old, at
Karolina School. At this age, students are already more independent in their decision-
making compared to younger children, which made them a suitable audience for
reflecting on the impacts of everyday choices.
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In Pécs, the training was hosted at the Educators’ Centre Association and involved
representatives of civil society and educational organisations. While the primary aim was
to engage NGOs focusing on sustainability or related issues, the programme was also
open to other types of organisations.

A key strength of this format is its flexibility: with only minor adjustments, the content

can be adapted to different target groups. It can, for example, be tailored for teachers

seeking tools to introduce sustainability and bioeconomy concepts in class, for schools
aiming to strengthen environmental education through participatory programmes, or
for other civil society groups.

4 What are the expected learning outcomes?
- Understand how everyday decisions connect to sustainability.

- Gain basic knowledge about biomass, bioeconomy, and value chains.
- Experience interactive and team-based learning.
- Reflect on consumer behaviour and its environmental consequences.

- To become familiar with participatory methods that help translate complex topics into
accessible forms and enable playful, experiential learning.
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5 How can this course contribute to the awareness raising

on circular bioeconomy?

- Sustainable choices: Highlighting how everyday product choices contribute to
sustainability.

- Understanding value chains: Explaining the complexity of bio-based value chains to
teenagers.

- Practical awareness: Demonstrating connections between theory and practice via
interactive activities.

- Youth empowerment: Encouraging students to reflect on their own consumer
behaviour and see themselves as actors in the value chain.

- Amplifying impact through NCOs: Raising awareness among civil society leaders can
generate broader outcomes, as these practices and mindsets are carried forward within
their organisations and communities.

6 Activity outlines

Course title Farm to fork — decisions and
resources workshop

Type of activity Presentation, wWorkshop and
moderated board game. offline

Date & duration Karolina Shcool:

5 February 2025, 12:00-15:00 (3 hours)
Educators’ Centre Association:

11 March 2025, 9:00 - 12:00 (3 hours)

It was combined with the volunteraliy
site visit at the local biomass factory

Location Szeged, Hungary (Karolina School)

Péecs, Hungary (Educators’ Centre

Association)
Event language Hungarian
Education providers / partners Bay Zoltan Nonprofit Ltd. (BZN)

Moholy — Nagy University of Art and
Design Budapest (MOME)

Participants 10th grade students (16 years old)
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'/ Learning cutcomes & competences

The activity provided students with foundational knowledge of biceconomy and
sustainability. They learned to think critically about consumer choices, understood basic
elements of biomass utilization, and gained skills in team-based problem solving. The
training emphasised interactive and experiential learning, including presentation,
product comparison, hands-on mandala-colouring, and a board game. In addition to
these outcomes, the NGO leaders had the opportunity to discuss and become familiar
with participatory methods that can help translate complex topics and support playful,
experience-based learning within their organisations.

Integrating a site visit into a training programme strengthens several learning
opportunities. It allows participants to connect theoretical knowledge with practice by
gaining first-hand insight into how bioenergy production functions in reality. Such
experiences foster systems thinking, helping participants to see how biomass-based
energy production is embedded in local energy systems and contributes to the circular
economy. A site visit also reinforces environmental awareness by demonstrating the
importance of renewable energy sources and the benefits of reducing dependence on
fossil fuels. Through direct observation and interactive elements, participants engage in
experiential learning that makes knowledge more memorable and impactful. For civil
society leaders in particular, the visit offers inspiration on how to translate good practices
iNto their own community work, supporting awareness-raising and sustainability
education.
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8 Detailed outline of the activity

8.1 Objectives of the course

The main objective was to raise awareness among secondary school students and the
leaders of NGOs about bioeconomy and sustainability, and to demonstrate how
everyday decisions influence the value chain.

8.2 Methodology
The activity combined short expert presentations with an interactive workshop and a
moderated board game with special focus on biomass valorization.

- Presentation:

Researchers from the Bay Zoltan Research Centre delivered a one-hour presentation on
biceconomy and value chains, introducing what bioceconomy entails, the key actors
Involved in the value chain, and the main aspects to be considered.

- Workshop Concept:

The aim of the workshop was to encourage students to critically analyze and
compare two identical products from different brands from a sustainability
perspective. Working in groups of five, participants examined the packaging and
labels of the products placed on their tables and searched for additional
Information using laptops. They assessed the products by four key criteria: type

- packaging

- water consumption in production
- transport distance

- price

For each aspect the participants assigned a score from 1-5, where one indicated
lower environmental impact and five indicated higher impact.

To visualize their findings, participants filled in a mandala using coloured pieces
of household waste. Each segment of the mandala corresponded to one
sustainability criterion, and the number of rows filled in reflected the score given.
Colours were assigned to each category:

- white for water use

- brown for transport distance
- orange for packaging

- green for price

This way the final mandala provided a clear, comparative picture of the two
oroducts’ environmental footprints. The activity was supported by guiding
guestions, such as how much water was required to produce the food, what type
of packaging was used and how recyclable it was, and what factors might

7
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Influence price. Background information was also provided: for example, Spanish
greenhouse tomatoes use around 100 litres of water per kilogram, plastic
packaging can take up to 450 years to decompose while releasing microplastics,
and imported products often travel thousands of kilometres, producing far
nigher carbon emissions than local goods.

Through discussion, scoring, and creative visualization,participants not only
learned to assess sustainability in a tangible way but also experienced how
individual and collective choices shape broader ecological impacts.

™
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- Board game:

The activity was based on a traditional “race-to-the-finish” style board game, adapted
for group play with the support of a moderator. Unlike the classic version, players could
only move forward after rolling the dice if they correctly answered a question related to
pioeconomy, biomass, or sustainability. This playful format allowed participants to
revisit and reinforce the knowledge they had acquired earlier, while engaging both in
teams and individually.

- Sitevisit at local biomass factory: Veolia Green Zone Visitor Centre

The Creen Zone Visitor Centre, located in Pécs and operated by Veolia Hungary, offers a
nands-on exhibition to showcase bioenergy production and sustainability in practice.
Visitors step into the world of biomass fuels, explore interactive displays including a
model of a biomass-fired power plant and district heating system, and can even
generate energy using an exercise bike. Beyond the exhibition, guided tours led by
experts allow visitors to observe core operations—from straw storage to combustion—
providing an immersive view of how energy is generated from renewable local resources

85 Timing

The total duration of the training was 180 minutes, with a balanced mix of presentation
and interactive elements to maintain participant engagement. In addition, the site visit
required approximately two hours plus commuting, which extended the programme
into a full-day learning event.

8.3.1 Indicative Structure
- Presentation on bioeconomy and sustainability.45 min

- Break 15 min

- Product comparison activity (interactive) 45 min

- Mandala-colouring exercise to visualise differences.
- Break 15 min

- Board game on bioeconomy aspects 45 min

- Wrap-up and reflection. 5-15 min

For the training activity at the Educators’ Centre Association, participants were offered
an optional site visit from 2 PM to 4 PM to the Veolia Green Zone Visitor Centre, where
they could observe bioenergy production in practice.

9 Creative practices and innovative elements

The activity used interactive tools such as mandala-colouring and a custom-designed
poard game to convey knowledge. This creative, game-based approach made complex
issues tangible and engaging for participants. Such participatory design methods are
particularly effective when working with younger audiences, but adults often enjoy
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these workshop formats as well. Playful tasks not only enhance the overall experience
but also help anchor the knowledge gained, fostering a sense of ownership and
emotional connection to the topic. Combining these experiential methods—and even
site visits—with theoretical input significantly strengthens the overall impact of the
training.

10 Assessment & monitoring

Assessment was carried out at multiple levels. Within the Hub, BZN and MOME
collaborated in designing the training through online meetings and brainstorming
sessions. Feedback from students was collected via post-its, which proved more effective
than traditional feedback forms. Lessons learnt included the importance of balancing
presentation with interactive parts and tailoring activities to the students’ background
knowledge. Students emphasized that even more games and interactive elements
could be included, underlining that these methods work best for their age group.

The adult participants who were given more traditional feedback questionnaires also
nighlighted that they particularly enjoyed the interactive mandala workshop and found
the board game to be a highly effective tool for engaging with complex topics. In
addition, they valued the discussions with fellow participants, which they described as
thought-provoking and enriching.
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