


The Caravanisa tra|n|ng pIatform deslgned for buslnesspeople to acquire and expenence
'fundamental busmess skills. The platform s core is a game that provides space to try out

% business tactics and acqulrlng feedback, supported by the fundamental theoretical framework.
| We emphaS|ze practlcal output and factual tra|n|ngrather than theoretical knowledge

The programme allows busmesspeople 1o traln and exercrse four areas cruual for busmess

& aII that under guldance of an experlenced facrlltator and game guide: )

2 @ Busmess negotlatlon anaIyS|s —vIn|t|at|ng a negotiation, understandlng the customers needs
| ' / empathlc approach - g

' @ Negotuatlon styles — Recognlzmg the other party’s style settlng your own style and conductlng
- ‘ ' the negotlatlon - s

@ ObjeCtIOI’l handllng Recogmzmg objectlons approprlate responses deallng W|th objectlons

@ Customer typology Work|ng wnth seIf—reerctlon recognlzmg customer types and establlshlng
A L ' a swtable commun|cat|on framework | |
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' The core of the programme is a roIe play'ing'game in which the employees take up roles -

of merchants on a journey to China in the 14th century. Their goal is to make the deal

of their lives with a Mongohan conqueror and revered ruler Kublai Khan.

The game allows the players to exercise negotlatlons both from the perspectlve
of merchants and clients — characters the merchants encounter on their expedition.

_Thrilling Negotiations take place at the merchants’ table and map of the journey.

The key to success is to be able to respond immediately and appropriately to unexpected
5|tuat|ons that WI|| prove business habits of the participants. The fictitious obstacles

on the map are complex business cases the players encounter on thelrJourney

and have to solve them before movmg any more forward.
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' Partlcrpants go through the programme under the guidance of experienced facrlrtators

We adapt the game to real needs

‘We are able to adapt the game to t'heneeds of'yo_ur businesspeople. If the businesspeople

need training in all four key areas, the game is going to lead them to encounter business
cases focused on all of them in a balanced ‘way. However, the game can also prowde
mtensrve trarnrng focused on one, two or three areas selected.

X

We offer practicar training ‘

W|th us your employees erI certalnly not sit through hours of boring theory lectures
and impractical tralnlngs We focus on exercrsmg practical skills and outputs useful in real
life. Your busmesspeople will get a safe space to practice their newly acquired skrlls

they. W|II also get feedback and suggestlons for further self-development

s .

Itis an experlence
ik

and game guides who are able to malntarn a great gaming atmosphere as well as keep

e -an eye on the tra|n|ng goals. The gaming experience is also enhanced by. attractive
. props the players get their hands on, the story and the twists that engage
e -even the most stubborn grouches -
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Beginning sales representatives

‘The Caravan is an excellent stepping stone to further seIf—deveIopment for juniors

because they discover and name their own I|m|ts and areas for improvement
by themselves in it. At the same time, it prowdes W|th a space for practical tra|n|ng
inlive srtuatlons R L - _ \

MOre experi_enced 'businesspeople_ &

Expenenced busmesspeople use the Caravan as an opportunity to get some feedback
on thelr own style and a space for deeper reflection of their negotiation approach

" The Carayan may help _.them. uncover some bad habits they carry in their profes5|onal life. _
- Senior bUsineSsp"eopIe . e S s e

_ - For sen|or busmesspeople the Caravan is rather a functional team spirit and a pIeasant
team experlence It can be used asa reward for a team or an individual.

- In.general, the Caravan is suitable for businesspeople who form long-term relationships
s wrth their cllents The game works with an emphatic approach to customers. It does entail
o .-_tralnlng for sales of fast-movmg consumer goods. -




“For me, it was a very interesting perSonal experience. I realised
that preparation and strategy are very lmportant parts of negotiations.
A priceless experience.” -

. Jirf Dvorak, Aconte

“Train and play? | prefer playing before training because at the first sight,
a game entalls somethlng mysteriously entertaining. It has never occured
to me that the two can be combined in such a great way that allowed

me to learn about myself and my skills in a very accessible form.

A hearty thanks from me to the organlzers

¢ _ - _ Jifi Baxa, Sales Manager

“l finally overcame my shyness at a business training.”

- Pavel §um'p|'k, Sales Manager
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We can prepare the Caravan for you as a haIf—day, one day or two-day programme
accordlng to your needs | : .

You can put the programme together of two types of packages:

GAME (tra|n|ng) | | _
Bhodirs s | - 7%
";The actual Iarp the Caravan dur|ng which the partlcrpants embark upon
~ ajourney on the Silk: Road Includes intensive training situations.

'REFLECTION AND THEORY
3 hours ] e
| '_In the part foIIowrng the game, the facilitator takes t|me to drscuss situations

L they have done better and where is the lesson in their behavrour what they
¢ ---'take to the reaI I|fe wrth them what knowledge is related. " '

The programme must |nclude at Ieast one game The game must precede the reflection.
AII else |s as you arrange it W|th us. The foIIowrng page mcludes typical examples of sets.

' -,‘f':.'_'-expenenced in the game what were the merchants successes, what could =~ %
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Number of players ............ 648 : | | , S ‘% b

Facilitators. ... . .. D (busmessskllls facilitator and a game guide)
"Pro'g_ra'rfnm.e pac-'kagje-sﬁ -' :
One day programme: @ R

GAME + REFLECTION AND THEORY

Total: 6 hours

A classic variant that provides your businesspeople with a fundamental training and
transfers the experience into comprehensible outputs.

Two-day pfddfamrﬁe: @ m = T .
GAME + REFLECTION AND THEORY & GAME + REFLECTION AND DEEPER THEORY =
Totla: 12 hours '

More intensive programme provides more space for training and self-improvement.
The next day serves to assert the knowledge gained in further rounds of the game.

| Half-day programm@

GAME
Total: 4 hours

The actual game the Caravan may work as a climax of a long-term training
or as a reward for a team.

- Are you more interested in another variant, tailor-made for you?
- Write or call us and we can discuss about how can we help you.






http://www.restartup.global

