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The HUB is a Flemish higher education institution 

situated in Brussels.  HUB is both a college and a 

university, providing both theoretical and practical 

education to more than 5000 students by means of 

1000 staff members.  HUB is part of the 

K.U.Leuven Association.

Within the HUB, the Faculty of Economics and 

Management leads the way in integrating 

sustainability and ESD within the institution.  The 

HUB Sustainability Missions Statement, the HUB 

Sustainability Report 2011, the research entity 

CEDON (focusing on CSR, business ethics, and 

environmental economics), and the two-star AISHE 

certificates for two study programs within the 

Faculty (Business Engineering and Environmental, 

Health and Safety Management) exemplify the 

Faculty’s commitment to SD.
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CSR at the Helm

Each session of CSR at the Helm lasts between 3-4 

hours.  Participants work in groups  to steer their 

cruise ship business  on a sustainable course.  

Participants are presented with scenarios and must 

come a decision as a group how to proceed. 

After each round of scenarios, scores are 

presented by an accompanying software.  

Discussions occur before and after scores are 

shown.  

Groups defend their business strategy, then reflect 

to see if their strategy has helped them achieve a 

sustainable business.  Facilitators help guide 

participants into long-term, interdisciplinary, 

systems thinking.  The game includes three rounds, 

and business decisions in the first round may not 

have consequences until the third round. 

A Student-Activating Approach
CSR at the  Helm was developed by HUB in 

collaboration with  the Center for Informative 

Games (C.I.S.), the employers’ organization VKW, 

Halma Productions, and with financial support 

from the Flemish Government.  This project 

commenced in 2007.  The goal of the game is to 

provide current and future business leaders with 

an introduction to corporate social responsibility 

(CSR).

Drafting and refining the game concept was done 

in consultation with all project partners.  HUB, as 

an educational and research institution, was able 

to provide the expertise in CSR for the 

development of the game.  The Center for 

Informative Games (C.I.S) developed the materials 

used- playing boards, materials, and accompanying 

software.   VKW provided a link to business and 

real-life applications of CSR.  

Test sessions were held with participants from all 

partner groups—secondary education students, 

higher education students, teachers, and 

entrepreneurs.  The game concept and materials 

were adjusted, based on feedback fro; the test 

session.

Within one year of the final game being release, 

more than 1000 students, teachers, and 

entrepreneurs participated in playing CSR at the 

Helm.

Due to the nature of the game, it was agreed by 

the founding organizations that the game should be 

lead by a trained facilitator.  The game is designed 

to be flexible, so as to enable facilitators to 

connect with different audience.  Therefore, 

discussion content can varying.  Maintaining 

control over content is as times a difficult task.  
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Feedback

“The game was a hit! It was interesting to see 

how different students did eventually learn to 

make balanced choices that not only affected 

them in the short term.  They effectively 

learned sustainable business practices.  The 

discussions after each round were especially 

interesting.  The game really tied together what 

I was teaching.  The students succeeded in 

getting better at reasoning in a socially 

responsible way.” 

Johan Lowyck, secondary education teacher 

“I liked the gamed CSR at the Helm because it 

helped us learn about a difficult topic in a 

playful way.  Because our class is very 

competitive, the game became more exciting 

and everyone became more excited about 

playing it.  I also noticed about attentively 

everyone listened to the explanations.”  

Maximiliano, secondary education pupil
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CSR at the Helm is a hands-on game that provides 

participants an introduction to the themes of 

sustainability—social, environmental, and 

economics concerns—through the lenses of a 

business leader. 

CSR at the Helm is intended to be played by 

secondary education pupils, higher education 

pupils, and entrepreneurs.  Included in the fee 

(125 euro for secondary education, 200 euro for 

higher education, and 300 euro for businesses) is a 

facilitator from the HUB or an  affiliate.  CSR at 

the Helm is available in English and Dutch.

After each session of CSR at the Helm, facilitators, 

teachers, and students fill out evaluation forms.  
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