CASE STUDY: ST PAUL’S
SCHOOL, LONDON
One-day principles of management workshop for secondary school learners, hosted by St Paul’s School in London

TABLE OF
CONTENTS
INTRODUCTION ............................................................................................... 1
CONTEXT ............................................................................................................ 2
IMPACT ................................................................................................................ 3
FEEDBACK .......................................................................................................... 4
START................................................................................................................... 5
HFX TRAINING .................................................................................................. 5

1

HFX Technologies Group
www.hfxtechnologies.com

CASE
INTRODUCTION
HFX recently helped St. Paul’s School, United Kingdom to deliver a one-day, interactive workshop using our flagship
simulation game, The Strategy Game, for students from years 12 and 13 (16-18-year-olds). The workshop essentially
served as a one-day “crash course” in business management that was brief enough to not overwhelm learners but
offered a fun and interactive deep-dive into what it’s like to run a company and make strategic decisions that have a real
impact. The success of the workshop demonstrates the benefits of teaching business to young learners, and the power
of simulation-based learning to excite and engage secondary school students.
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IN BRIEF
CONTEXT
•

Class type: Secondary School Levels 12-13

•

Class Size: 65

•

Format: One-Day Instructor Led Workshop

In December 2019, HFX partnered with one of the UK’s top private schools, St. Paul’s School in London, to provide a
one-day, Instructor-Led business simulation workshop for local students from years 12 and 13 (16-18). The students,
from St Paul’s and 5 other local schools, were placed into teams and asked to compete against one another using our
flagship simulation, The Strategy Game. In this game, students had to navigate several rounds of decision-making while
setting and adhering to a commercial strategy in a dynamic, changing environment.
The students and schools that participated all had different reasons for being there. Some were studying Economics or
Business at A-Level, and their teachers saw the benefit of bringing concepts to life through participation in the
workshop. Others came as members of extracurricular business clubs, including the Young Enterprise Scheme (a very
popular program in the UK).
The host school, St Paul’s, is committed to partnering with neighbouring schools on initiatives such as these and saw
the workshop as a good opportunity for shared learning. It also gave the students the chance to get to know each other,
and the teams were each made up of students from different schools.

Overall, it was amazing to see the students so engaged in an event like this, coming
as it did at the end of a long term, and just two days before the Christmas holidays!”
-

Nick Troen, Head of Young Enterprise, St Paul’s School
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THE
IMPACT
Students were placed into teams and asked to compete against one another using our flagship simulation, The Strategy
Game. In this game, learners are challenged to navigate several rounds of decision-making while setting and adhering to
a commercial strategy in a dynamic, changing environment.
Some of the concepts and skills this workshop helped to instil include:
•

Teamwork

•

Excel analysis

•

Coordinating strategy, marketing, operations, HR & finance

•

Decision making in an uncertain environment

Our Flagship Simulation, The Strategy Game, offers a full-immersion experience into the world of business decisionmaking. Designed to train better business leaders of all kinds at any skill level, The Strategy Game is a comprehensive,
scalable teaching tool. Ideal for students involved in Young Enterprise, extra-curricular entrepreneurial activities as well
as those studying the following subjects:
•

Mathematics

•

Economics

•

Geography

•

Business Studies

“The crisis events that occur throughout the game are excellent and
ensure the simulation feels real and remains engaging.”
– Nick Troen, Head of Young Enterprise, St Paul’s
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TEACHER’S
FEEDBACK
“The very clear, logical and structured format was well received by students. The game is
intuitive and easy for students to pick up. The game's complexity doesn't preclude its use by
secondary school students, provided they have a clear interest in business and medium level
of academic ability!

The interface is clear and well-organised and doesn't take too long to familiarise for someone
with some basic business knowledge. The reports and competition insights that are provided
throughout the game are excellent and key for use by students [and] the crisis events that
occur throughout the game are excellent and ensure the simulation feels real and remains
engaging.

Overall, it was amazing to see the students so engaged in an event like this, coming as it did
at the end of a long term, and just two days before the Christmas holidays!”
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HOW TO
START
If you would like more information on simulation-based learning, our solutions and pricing,
contact us today at info@hfxtraining.com.
To request a demo of any of our simulations, please contact us via
www.hfxtraining.com/request-demo.

_________________________________________

ABOUT
HFX TRAINING
We curate, design, and deliver customized simulation-based training solutions for schools,
universities, and businesses around the world. With decades of experience, we know what
works - in the classroom and the boardroom.

Contact us today to find out more: info@hfxtraining.com

www.hfxtraining.com

