
C A T A L Y S T
C O N S U L T I N G

CREATINGLARGESCALEMIND-SETSHIFTAND BUY- IN TO A
STRATEGYAND CHANGEJOURNEY

2 0 1 9

HIGH

ENGAGEMENT

CONFERENCE

OVERVIEW



High engagement conferences

Á Catalyst has designed and facilitated many high engagement conferences over the 
years to align people and build capacity in strategies, leadership, culture, collaboration 
and change

Á Our approach is to design with business outcomes, behaviouralscience, engagement, 
neuroscience of change and learning and gamification in mind

Á We design and facilitate experiences that are interesting, fun, engaging, interactive, 
social and fun and build lasting relationships across teams, functions, businesses and 
levels

Á We have an extensive track record in 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 
partnering

committed,  friendly, 
flexible team, co-design 
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 

group dynamics and clear 
resistance or baggage

Engagement & 
Gamification 

tools
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 sustainability



Accelerated learning and engagement

neuro-learning: 
gather, reflect, create, test, 

Collaborative-learning:
Share, teach, ask, explore

Energisers and gamification:
fun activities for brain and body

rewards, prizes

Instant engagement:
ask, share, rate, respond

Digital & social learning:
Social media posting, sharing, 

learning, connecting 

Gamification: 
Leaderboards, badges, points, rewards: 

Challenges:
Amazing race, team problem 

solving, creativity

Aiding memory & Learning
visual reminders, writing and sharing  

to engage  memory and retrieval

Fast engagement
World café and other large group 

techniques for fast inputs



Gamification

GamificationŀǇǇƭƛŜǎ ǘƘŜ άǎǘǳŦŦέ ǘƘŀǘ 
makes games fun and irresistible and 

applies this measurably into non-game 
contextsΦ 9ƴƎŀƎƛƴƎ άǇƭŀȅŜǊǎέ ǘƘǊƻǳƎƘ 

Feedback, FUN and Friends. DarrynVan 
den Berg

e.g. avatars, points, badges, levels 
(status), leader-boards, challenges, 

rewards

Game-based learning = a type of game
play that has defined learning

outcomes, is designed to balance 
subject matter with gameplay and the 

ability of the player to retain, and apply 
subject matter to the real world e.g. board 

games, simulations, experiential learning challenges, 
amazing races etc

HIGH TECH VS LOW TECH 



Game design

Licenced distributors of SimTalent- Gamified 
talent simulation through interactive board 
games. Other learning simulations include: 

banking, retail, 

We are thought leaders in accelerated learning and designing with the neuroscience of learning and behavioural 
change principles in mind.  We are designers and licenced distributors of a number of gamification tools and games 

to enhance engagement, learning and change.

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

Developers of Adapt4Change change 
mind-set shift interactive board game 

Developers of Future Design Possibilities 
Immersion inspired by SingualrityU

experience

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

engagement - interactive board game 



Our engagement and learning techniques and tools

Journey 
Theme/
Analogy

High Energy 
& 

Engagement

Gamificatio
n

Leader-
board 

Rewards

Themed 
room, 

survival kits, 
resource 
guides

Personal 
reflection, 
feedback & 

insight

Team 
challenges/ 

Amazing race 

Social media 
& photos

Meaningful 
input and  
dialogue

Personal & 
team 

commitment
s

Accelerated 
Learning in 

action

Mobile survey 
tool

Ideas 
captured 
visually
(charts / 
graphic 
artist)



Realtime audience feedback and participation



Catalyst tools and activities

Board Games, Tools & Gamification
Themed conferences
Survival kits
Umumobile engagement, survey, game and 
micro-learning app
Social meidapage and engagement
SimTalentgamified board game
Values Journey to the Stars Quiz Board Game 
Adapt4Change Board Game
Learning journey maps
Leaderboards
Dopamine Rewards
Visual artist

Energisers
3 statements - weird, whacky and wonderful
Rhythm to music activity - cups , sticks, shakers 
(Happy Song, UptwonFunk, 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 awareness - few poses
Dancing - music video with moves
Paper-clip brainstorming
Toy story
Human snake
Bat and ball with elastic competition

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

Learning Activities - reflective
Check-in posters
Voices in my head
EQ failure moments
Personal caricature/T shirt of self
Team flag
Vision boarding - magazines and stationery
SCARF continuums - physical movement
MBTI continuums  - physical movement
Gratitude round 
Team sharing circle
Team vision and challenges chart
Visioning poster
Card sort activity ςbehaviours, values
Team archetype cards 
Left hand/right hand column
Cycle of change
Transformational leadership 
Feedback post-boxes
Future fit fast feedback
Appreciation/Recognition Board
Building rapport - matching and mirroring
Building the tallest/most interesting shape with 
spaghetti and marshmallows
Start-stop-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
Ennea: team stages descriptor cards

Diagnostic Tools
HPO - high performance organisation
HPT high performance team
Enneateam personality and profile
Realise2 team strengths profile
Talent diagnostic interviews against framework
HR diagnostics against framework
Accelerated Learning diagnostics against 
framework
Culture dip-stick
Engagement survey
Team commitment survey



Design principles

Á Accelerated learning, neuroscience, the science of human behaviour, motivation and 

change

Á An integrated journey, not an event

Á HC & business processes support and enable

Á Leaders co-designing, leading and facilitating

Á Clarity of expectations at behavioural level

Á Interaction and involvement of everyone ςgive a voice

Á Accountability for progress and involvement with leaders as champions

Á Learning at individual, team and organisation levels 

Á Both global and local focus

Á Use of engagement technology, social media, 

feedback, fun, recognition, games and gamification



Integration of latest thinking

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, publications, 
articles, blogs and conferences talks. We collaborate widely with innovative thinkers and solution 

providers.



Our partners

Bringing innovative, engaging, gamified and digital learning options.

Creating Value With Integrity



Highly interactive engagement conferences
Shift mind-setsand gain buy-in and action planningon a large scale. We use the principlesof accelerated

learning and gamification to ensure participants remain engagedthroughout. We use teams, healthy

competitionwith leaderboards,challenges,rewards,etc. Wealsohavea digital / mobileengagementtool for

immediateideasharing,comparing,voting,feedback,etc.



Conference Objective





Yr1 exceeded targets Yr1 
recruit 300 new people, on-
board 300 BH people, align 
300 brewery staff
10% revenue growth in 2016
30% revenue growth for ½ 
year 2017

Strongbow Cider - # 2 
in Heineken Global 
in 6 months
Highest Heineken 
brand growth in 2017 
globally 
Perfect Customer 
Order (PCO) ςfrom 
score of 46 ς75
Job creation
LS & Skills
Building teams
Performance & talent



Conference Pictures
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China 

The COP for 2010 is USD11M
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 is USD7.038M
45% over and above the BHAG target by USD2.182M 

Results


