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team building e interpersonal skills
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JONATHON STRANGEWAYS

Are you looking for a stimulating alternative to the usual ‘round robin’
introductions at the start of a course or conference? Do you need to break
the ice to get your participants to perform at their best, even if they
already know each other? Dip into this package to accelerate the ‘getting
to know you’ process.

The number of people involved varies with each of these 10 exercises, as does the time
required, which may be anything from 15 minutes to 1 hour.

communication e interpersonal skills e problem solving e team building
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LAWN TRIMMERS

Jonathon Strangeways is dead! Your project team holds the vital clues
which will solve this murder mystery, but can they work together to
discover the facts? Do they take the time to evaluate each other’s ideas?
Will their standards relax when the going gets tough, and just how well do
they really communicate?

A card-based problem solving exercise for groups of 6-12 members. Materials are provided
for up to 2 groups. Requires 45 to 90 minutes.

decision making e business finance e business strategy
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LIQUIDITY

For your business to succeed, you need to make money, but can you
determine which market is the most profitable? What size factory will you
need, and what type of product will you offer? Your sales and marketing
policies need to correspond with your production decisions, and you will
only win if you can achieve the best return on capital.

A computer simulation for teams of 3-6 members. Facilitators can manage up to 6 teams
each. Requires between 3 and 5 hours. We also offer facilitation for this game.

business finance e cash management e decision making
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Cash is the oxygen that enables your business to survive and grow, but

do all of your employees grasp its importance, or understand the role
they play in cash management? Can you weigh up the risks and rewards
associated with the different ways of saving and raising cash, and will you
succeed in achieving the largest cash reserves?

A card-based activity for competing teams of 3-4 members. Facilitators can manage up to
4 teams. Requires between 60 and 90 minutes.



negotiation e problem solving e creativity

MULTIMARKET

Two parties are pitched against each other in a situation where it appears
only one can win. Creative thinking and a willingness to search for a
solution will pay dividends, but can the parties break out of the traditional
adversarial approach to problem solving and obtain an outcome which is
mutually beneficial?

A card-based exercise for a single group of 5-12 members. Materials for up to 3 groups are
provided. Requires about 1 hour.

business strategy e international business e risk management

ON STREAM

You have a secure home market but need access to new territories to
satisfy your expansion plans. There are three immediate possibilities, each
with different political and economic conditions. Will you be able to trade
and/or manufacture in them? If you do, will you be able to repatriate the
profits, or will currency restrictions or despotic rulers prevent you?

A computer simulation for up to 6 competing teams of 3-6 members each. Requires 4-8

hours, and can be interspersed with other activities. We also offer facilitation for this
game.

project management e business finance

ORGANISATION GAME

How quickly can you get the new factory extension up and running? Every
week you spend planning and building costs you money. You need to get
the project on stream and generating revenue, so what should you do first?
Which actions can be delayed until next month, and have you considered
all the knock-on effects of your decisions?

A computer simulation and discussion exercise for groups of 1-6 members. Facilitators can
manage up to 3 groups. Requires 2-3 hours.

team building e team maintenance e motivation
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All too often a team fails to reach its full potential because it ignores

the basics: plan the work, allocate the tasks logically, monitor progress
and revise the plan. How will your teams perform in a competitive
environment? Will each individual’s skills be fully utilised, and can they
draw lessons from their mistakes?

A collection of fun and varied tasks for groups of 5-12 members. Materials for up to 3 groups

are provided. Requires 90 minutes - 3 hours, depending on the tasks selected, and how you
structure the exercise.



OSBORN'’S ITINERARY

time management e market research e planning (sales) e selling

PIECEPARTS

Time is precious, and you urgently need more sales. You have 40 hours

in which to generate as much business as possible during scheduled sales
visits. Can you keep cool under pressure and plan your itinerary sensibly?
Which customers should you target to maximise your chances of a high
value order, and what will you learn from your experiences?

A computer simulation and discussion exercise for groups of 1-5 members. Facilitators can
manage up to 4 groups. Requires between 1 and 2 hours.

planning (production) e production and manufacturing

PLANNING GAME

You manufacture eight different products which you can allocate to any of
the three machines in your factory, but how do you decide what to produce
and when? Which customer order should you fulfil first, and how do you
plan your production for maximum efficiency whilst keeping your clients
happy?

A simulation for groups of 1-4 members. Materials for up to 6 groups are provided. Requires
2-3 hours, including discussion time.

planning (production) e business finance e departmental functional relationships

QUALITY GAME

Accurate planning is at the heart of every successful business, but do you
understand its effect on profitability, and can you successfully modify your
plans when external factors change? Whether the process is an office or

a factory, the principles are the same: identify critical areas, estimate
future demand, and monitor the process. The actions you take today have
consequences for tomorrow.

A board game for groups of 1-4 members. Materials for up to 6 groups are provided.
Requires 1-2 hours.

quality management and control
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CLANAMTTE

To be the best in your field, you need to ensure that each stage of your
operation is effective and streamlined. Mistakes made at the beginning
leave no margin for error anywhere else, so a project may be doomed
before it has begun. Can your team see the bigger picture and improve
performance across the whole process?

A role play exercise for groups of 6-8 members. Materials for up to 3 groups are provided.
Requires between 90 minutes and 2 hours.



RECRUIT AND RETAIN

recruitment
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You are struggling to hold on to staff, and there are some critical vacancies
which must be filled. Recruitment is not your core skill, but you need to
take action to improve the situation. How do you go about recruiting the
right people, and what changes will improve the working climate to ensure
staff retention?

A 3 part game comprising a case study, a board game and a discussion activity for groups of
3-6 members. Materials for 2 groups are provided. If run as a standalone activity it will take

half a day. We also offer this as a facilitated one day event which examines recruitment and
retention in greater depth.

SALES INTERVIEW GAME

interpersonal skills e selling e customer care
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SENTENCING GAME

Your job is to sell, but you can’t just rely on sound product knowledge to
bring in the orders. How well do you know your customers, and can you
empathise with them to gain their trust and goodwill? In a competitive
environment your key differentiator could be your listening skills and the
relationship you can offer to your client.

A structured role play for groups of 4-6 members. Materials for up to 6 groups are provided,

and each group needs a role-playing buyer. Requires around 90 minutes. Also available as a
customised facilitated one day event.

communication e delegation
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When you are out of the office you need to be sure that your staff can keep
things running smoothly. You can’t have procedures for every eventuality,
but you can establish some general guidelines. Can you explain why you
want things handled in a certain way? Will your team understand and be
able to apply the principles when the pressure is on?

A structured exercise for groups of 6-12 members. Materials for 2 groups are provided.
Requires between 45 and 90 minutes, including discussion time.

‘hughly innovative, user-friendly,
and 1t produced an excellent result’



SISTER TEAMS

leadership e departmental functional relationships e team management

aé Do the departments in your organisation pull against each other instead
> " of pulling together? When groups forget they are part of a wider team,

duplicated. Can your teams put aside their separatist attitudes and
' / co-operate effectively for the good of everyone?

opportunities pass unseen, time and money are wasted, and effort is

A collection of inter-related tasks for 3 teams of 6-8 members each. Requires 90 minutes to
2 hours.

SUPERTEAM CHALLENGE

leadership e team building e decision making e team management
@

SYMBOL GAME

communication e leadership e problem solving e team management e decision making

Does your team’s morale need a boost? Do your people work side by
side, but not together? The Superteam Challenge aims to build rapport
and re-energise each team member through a series of problem solving
exercises. The fun and diverse tasks will identify the individual skills of
each participant, and foster a greater understanding of what successful
teamwork means.

A collection of varied tasks for teams of up to 10 members each. Materials for up to 3 teams
are provided. Duration is flexible and can be between 2-8 hours, depending on the exercises
selected. We also offer facilitation for this game.

A chain is only as strong as its weakest link. Your team may project an

image of close cooperation, but do you sense that some members are
* 4 privately criticising their colleagues and undermining the effectiveness of
[

()
hﬁ' the group? Every player needs to understand what is being done and why,
N

otherwise their differences will be exposed and their team will fail.

A card based exercise for groups of 5-9 members. Materials for 2 groups are provided.
Requires 60-75 minutes.

‘great for team building and breaking down
barriers between different staff and teams’



TEAM BUILDER’S TOOLKIT

problem solving e team building

TEAMWORK

Does the lack of cooperation between your team members limit their
ability to achieve your organisation’s objectives? How effectively do they
deal with the challenges they are faced with? What steps can you take to
ensure that the working climate is conducive to problem solving?

The Team Builder’s Toolkit is a comprehensive programme designed to

pull your team together and maximise its effectiveness. Based on a
seven-stage decision making process, the package features a series of
games and exercises which will improve your team’s ability to make robust
decisions and reap the benefits associated with great teamwork.

The Team Builder’s Toolkit includes a portfolio of group exercises and
activities, and the following games:

e Fig Tree e Jonathon Strangeways e Organisation Game

e Sentencing Game e Symbol Game e Value of T

The package can be used as the backbone for a 2 day team building course, or split into
separate events of between 1 and 2 hours each. It is designed for 2 groups of between 3
and 6 members each.

motivation e team management

e

Ls

| -

—
|

VALUE OF T

Does a sure-fire method of motivating your staff elude you? You may be
driven by recognition and responsibility, but maybe your team members
perform best when motivated by clear instruction or financial reward. One
size does not fit all, so can you identify what drives each individual and
build the most effective team?

A board game for groups of 3-6 members. Materials for up to 8 groups are provided.
Requires 1-2 hours, including discussion time.

leadership e problem solving e team management e decision making
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Every member of the team has a role to play in achieving success, but the

information they require is scattered amongst the group. Everybody knows
something, but nobody knows everything. Has the team leader got the skill
to promote a fruitful discussion and identify the objective? Will individuals
be encouraged to share their data openly and honestly?

A card-based exercise for groups of 6-12 members. Materials for 2 groups are provided.
Requires 45-90 minutes, including discussion time.



WAY FORWARD

business strategy e team building (board level)

You are a board member of a company and you have an obligation to your
shareholders to maximise its share price. Can you formulate a successful
financial strategy and a customer policy which is consistent with your
corporate image? Will you handle the many challenges thrown at you
level-headedly and with the interests of your employees, customers and
shareholders at heart? Crucially, will your strategic plan pay dividends?

A computer simulation for groups of 4-6 members. Materials for 3-6 competing groups are

provided. The game is played over a series of ‘half years’ and will last 6-8 hours. Available
as a facilitated one day event.

business strategy e business finance e interpersonal skills e departmental functional relationships
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Demand for your product exists, but have you got sufficient supplies? Can
you keep production and marketing in balance, and how do you identify
which costs to cut? Use your skills to manage the chance element in this
game intelligently and build your company into a successful group, or risk
being swallowed by the competition.

A dice-based simulation for groups of 1-6 members. Materials for up to 10 competing groups
are provided. Requires 1-3 hours.

communication e interpersonal skills e cultural awareness
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Can you reliably judge peoples’ attitudes by the signals they give out? In
order to avoid giving an inappropriate response it is vital to check that
you have read a situation accurately. Perhaps your encouragement will
be misinterpreted as interference: the incorrect reading of signals can
seriously damage your working relationships.

A game using flags which is suitable for 5 teams of between 2 and 5 members. Requires
45-60 minutes, including discussion time.

‘really useful traiming aids for enabling participants to apply new learning’

‘excellent and very enjoyable’

‘a good practical learning experience’



ABOUT ELGOOD EFFECTIVE LEARNING

Elgood Effective Learning are market leaders in the creation and
facilitation of business simulations and packaged business games. Our many

years of experience in meeting the training and development needs of the
business community make us uniquely well-placed to help you improve
your productivity, performance and profitability.

In addition to offering a comprehensive range of packaged games which
are available off the shelf ‘in the box’, we specialise in thinking outside
the box to develop unique training materials and business simulations for
your specific needs. Whatever your requirements, we guarantee to deliver
an effective and creative solution to enliven your corporate learning
process.

The principal designers are the father and daughter team of Christopher
and Christine Elgood. Inspired by the positive impact that management
training had on his business performance and motivation, Chris Elgood
founded Elgood Effective Learning in 1972. A renowned facilitator and an
authority in the field of learning and development, he is the author of The
Handbook of Management Games.

Christine Elgood joined the company as Managing Director in 1996, having
completed her MBA and worked for many years in the financial sector of
both manufacturing and retail industries. She has nurtured Elgood Effective
Learning into a dynamic training provider which specialises in boxed games
and bespoke solutions for the business and education communities. She
regularly facilitates courses in the UK and at client sites around Europe.

“The students clearly like Christine’s dynamac style,
and her motiwational skills definitely generate results’
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elgood
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32 West Street, Tadley
Hants RG26 35X
Tel: +44 (0) 118 982 1115
Fax: +44 (0) 118 982 1416
E-mail: info@chris-elgood.co.uk

www.chris-elgood.co.uk
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