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From March 20th to 21st, 2026, the
GreenComp School project
concluded with its Final Conference at
the University of Thessaly, highlighting
the school's role as a vital hub for
sustainability. The first day was
dedicated to presenting the project's
strategic outcomes and new tools
that bridge the gap between
sustainability theory and educational
practice. The second day focused on
practical application, featuring
interactive workshops that equipped
educators with innovative methods—
such as gamification and participatory
activities—to strengthen the green
competences of the entire school
community.

FINAL CONFERENCE IN VOLOS,
GREECE

On Day 1, the Final Conference
focused on the project's strategic
outcomes, featuring addresses from
the University of Thessaly and
regional educational authorities.
Partners including TUCEP, MMC, and
DIMITRA presented validated green
competence frameworks and
specialized training tools for students
and parents, illustrating how
digitalization and modern
management can bridge the gap
between sustainability theory and
daily school operations.

DAY 1 - THE FINAL CONFERENCE
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On Day 2, the focus shifted to hands-
on implementation through intensive
interactive workshops designed to
equip educators with practical
classroom methods. Following a
keynote on the 17 Global Goals by
Harokopio University, participants
engaged in sessions led by the
University of Perugia, Frederick
University, and Direzione Didattica
Secondo Circolo PG. These workshops
explored innovative pedagogical
approaches, including SDG-based
board games, gamification strategies,
and participatory activities, providing a
robust toolkit to foster environmental
leadership within the next generation
of students.

DAY 2 - THE WORKSHOPS
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