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High engagement conferences

A%

Catalyst

A Catalyst has designed and facilitated mainyh engagement conferencesver the
years to align people and build capacity in strategies, leadership, culture, collaborati

and change
A Our approach is tdesign with business outcomegbehaviouralscience, engagement,

neuroscience of change and learning and gamification in mind

A Wedesign and facilitate experiencdhbat are interesting, fun, engaging, interactive,

social and fun and build lasting relationships across teams, functions, businesses at

levels

A We have arextensive track recordn Southern Africa and internationally ensuring our

designs and interventions are world class and add real sustainable value

Strategic Design

for Impact
purposeful, systemic,

collaborative, innovative,

courageous, relevant,
thought leadership,
business impact

Collaborative

pannenng
committed, friendly,
flexible team, cedesign
approach, source, tweak|
or develop best fit
solutions or partners to
achieve outcomes

Exceptional

Facilitation
Balance business
outcomes with personal
and team engagement
and learning. Manage

resistance or baggage

group dynamics and clea

Engagement &
Gamification

(]6]S
variety of tech,
techniques and tools to
engage and accelerate
learning & tangible
results

Change &
capacity journey

partners
Plan and manage the
project & change
journey, share
generously, build
capacity for sustainabilit



Accelerated learning and engagement

neuro-learning:

gather, reflect, create, test, Instant engagement: Energisers and g.amlflcatlon: Digital & social | o
fun activities for brain and body Igital & soclal learning:
ask, share, rate, respond i . : . .
ON-BOARDING LEADER-BOARD rewards, prizes Social media posting, sharing,

learning, connecting
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Gamification: Challenges:

Leaderboardsbadges, points, rewards: Amazing race, team problem
solving, creativity

——t A Aiding memory & Learning Fast engagement
Collaborativelearning: visual reminders, writing and-sharing World café and other large group
Share, teach, ask, explore to engage memory and retrieval techniques for fast inputs



I THE ELUSINESS OF © © 6 ©
samification GAMIFICATION

Gamificationl LILJX A Sa (KS o I X 2’
makes games fun and irresistible and GAMIFICATION? o rtiesabiostsoeesor i st
applies this measurably intcon-game

contextsp 9y Il AAY I aLXd |

Feedback, FUN and Frien@garrynVan HOW GAMIFICATION WORKS:
den Berg o COMMON MECHANICS 4 MAIN WAYS TO
e.g. avatars, points, badges, levels DRIVE ENGAGEMENT
(status), leadeboards, challenges, * Pmms ACCELERATED
rewards b FEEDBACK CYCLES
Gamebased learning a type ofgame | —
play that has definetearning
outcomes, is designed to balance @ BM]GES :::::: CLEAR GOALS
subject matter with gameplay and the | AND RULES OF PLAY
ability of the player to retain, and apply 2 |EVELS ’ D '
subject matter to the real world.g. board a'f > & A COMPELLING
games, simulations, experiential learning challenges, ke E I NARRATIVE
amazing racestc b

Organise players by rank

) CHALLENGING BUT
@  ACHIEVABLE TASKS
HIGH TECH VS LOW TECH e cHALLENIiES
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Game design Catalyst

We are thought leaders in accelerated learning and designing with the neuroscience of learning and behaviour:
change principles in mind. We are designers and licenced distributors of a number of gamification tools and gan
to enhance engagement, learning and change.

TALENT DEVELOPMENT “SIM a simdustry’
-y 4 STIMILATE Yous BasTRESS

Licenced distributors ddimTalent Gamified
talent simulation through interactive board Developers of Adapt4Change change
games. Other learning simulations include: mind-set shift interactive board game
banking, retail,

Developers of Journey to the Stars Quiz
Game for workshop or conference
engagement interactive boardgame

Building fture readiness by imagining
ential es

PRESENT

Catalyst

Developers of Future Design Possibilities
Immersion inspired bgingualrityU
experience

Developers of Licence to Lead learning
mind-set shift interactive board game



Our engagement and learning techniques and tools

Journey
Theme/
Analogy

High Energy
&

Engagement

Gamificatio
n
Leader
board
RENES

Team
challenges/
Amazing race

Personal
reflection,
feedback &
insight

Themed
room,
survival kits,
resource
guides

Social media
& photos

Meaningful

input and
dialogue

Personal &
team
commitment
S

A

Catalyst

Ideas
captured
visually
(charts /
graphic

artist)

Mobile survey
(e]0]

Accelerated
Learning in
action
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Realtime audience feedback and participation

Catalyst

Real-time Microlearning Word Clouds Custom Multi-language No
Polls Branding Support Installation
Gamification Cloud Device Exportable Single Collaboration

Based Agnostic Results Sign On Tools



Catalyst tools and activities

Learning Activities reflective

Checkin posters

Voices in my head

EQ failure moments

Personal caricature/T shirt of self

Team flag

Vision boarding magazines and stationery
SCARF continuumgphysical movement
MBTI continuums- physical movement
Gratitude round

Team sharing circle

Team vision and challenges chart
Visioning poster

Card sort activitg behaviours values
Team archetype cards

Left hand/right hand column

Cycle of change

Transformational leadership

Feedback posboxes

Future fit fast feedback
Appreciation/Recognition Board
Building rapport matching and mirroring
Building the tallest/most interesting shape with
spaghetti and marshmallows
Startstop-continue

Leaving a legacy / personal or leadership coat of
arms / purpose statement

My definition of success

Team commitment / charter

Building a journey map/roadmap
Ennea positive adjective cards
Enneateam stages descriptor cards

Energisers

3 statements weird, whacky and wonderful
Rhythm to music activitycups , sticks, shakers
(Happy SondJptwon Funk, Juicy Wiggle
Team selfie and post of FB

Team selfie with a difference

Cup bounce

Pass the ball

Speed dating with big Qs i.e. my talent,
strength,derailer, most
embarrassing/courageous/happiest moment
Mindfulness- observation activity

Yoga/Body awarenessew poses

Dancing music video with moves

Paperclip brainstorming

Toy story

Human snake

Bat and ball with elastic competition

Board Games, Tools & Gamification
Themed conferences

Survival kits

Umumobile engagement, survey, game and
micro-learning app

Sociaimeidapage and engagement
SimTalengamified board game

Values Journey to the Stars Quiz Board Game
Adapt4Change Board Game

Learning journey maps

Leaderboards

Dopamine Rewards

Visual artist

Catalyst

Learning Activities active challenges
Bridge building

Egg catcher

Plank walking

Bucket lift

Amazing race with clues and challenges
Orienteering with compass and clues
Baggage carry & let go

Bucket bounce

Newspaper headlines in the future
Team commitment posters
Movie/advert making

Assertiveness balloons

No boundary ball game

Trust fall or circle

Back to back change exercise

Back to back drawing exercise
Fireside leadership stories of courage
Industrial theatre- acting out scenarios

Diagnostic Tools

HPO- high performanceorganisation

HPT high performance team

Enneaeam personality and profile
Realis€ team strengths profile

Talent diagnostic interviews against framework
HR diagnostics against framework
Accelerated Learning diagnostics against
framework

Culture dipstick

Engagement survey

Team commitment survey



Design principles CatalyQO\
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Accelerated learning, neuroscience, the science of human behaviour, motivation and
change

An integrated journey, not an event

HC & business processes support and enable

Leaders calesigning, leading and facilitating

Clarity of expectations at behavioural level

Interaction and involvement of everyorgggive a voice

Accountability for progress and involvement with leaders as champions
Learning at individual, team and organisation levels

Both global and local focus

Use of engagement technology, social media, ﬂ
feedback, fun, recognition, games and gamificati



Integration of latest thinking Cataly::(>\

Catalyst associates stay abreast of latest thinking and trends in leadership, learning, talent,
engagement and performance. We are seen as thought leaders through our books, publicatio
articles, blogs and conferences talks. We collaborate widely with innovative thinkers and solut

providers.
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Our partners

Bringing innovative, engaging, gamified and digital learning options.
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Highly interactive engagement conferences —— ' *Q,ranqlhouse

Shift mind-sets and gain buy-in and action planningon a large scale We use the principlesof accelerate
learning and gamification to ensure participants remain engagedthroughout We use teams, healthy
competitionwith leaderboards,challengesrewards,etc. We alsohavea digital/ mobile engagementool for

immediateideasharing,comparingyoting,feedbacketc.
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i: Paradigm shift to

4: Design Principles
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Accelerated Learning: Activity C
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Whole brain, person and systems approach fo
accelerate learning, engagement, change and growth
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Yrl exceeded target¥rl
recruit 300 new people, on
board 300 BH people, align
300 brewery staff

10% revenue growth in 2016
30% revenue growth for %2
year 2017
Strongbow Cider# 2
in Heineken Global
in 6 months
Highest Heineken
brand growth in 201
globally

Perfect Customer
Order (PCQQ from
score of 4&; 75

Job creation :
LS & Skills
Building teams :
Performance & talen
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Results

China

The COP for 2010 I9SD11M

33% over an above BHAG

Sales US$47M (50% up from 2008)

COP US$11M (163% up from 2008)

SE Asia

The COP for 2010 19SD7.038M

45% over and above the BHAG target by USD2.182N



