
A team activity about consensus decision making, teamwork and influencing others. At Extreme
Adventures Ltd, company image, customer satisfaction and profit are all at stake on the
problematic Borneo trip!

This game:
Allows a decision making framework to be set up
Demonstrates that decisions have unforeseen consequences
Looks at the balance of profit versus customer satisfaction
Requires good teamwork skills including managing conflict
Shows the value of everyone’s contribution

Scenario

Teams represent a group of senior managers at head office for
Extreme Adventures Ltd, a travel company.

They currently have a group on a trekking holiday in Borneo
and the survival expert in charge, Dirk Hanson, sends back a
series of problems he encounters. Teams have to decide what to
do.

For each problem teams are given all the information needed -
plus a number of options. But how will they choose? Teams need
to be well organised and to set up a decisions framework to
make the best decisions according to company objectives. This is
even more important later in the exercise when one member of
the team must take decisions on his or her own and later still
they must take decisions as two, separate ‘half’ teams. Will they have a coherent policy in place to adopt
in these situations?

Reaching team consensus isn’t always easy but for each situation teams must complete a Decisions Slip
within a given time frame - to note the team decision. Each member also notes down what he or she would
choose to do had they had to make the decision alone. Can the team talk issues through and come to
common consent or will there be conflict?

Team decisions are linked to the commercial success of the trek. At the start the profit stands at over $12
000 but if teams make unnecessary, costly decisions then this decreases. Customer satisfaction will
probably go up, but it is not guaranteed - pleasing one half may alienate the other! Not spending money
may limit the options and could cause morale to fall – and could have long term effects in terms of people
not returning to holiday again with the company. With a big contract at stake what will teams decide? How
much will they try to hang on to profit – how much will they speculate to accumulate?

Reaching a consensus within a given time.

Users' Comments

“Decisions Decisions was the highlight of our course! It allowed us to listen to so many opinions and
values from delegates towards customer values and expectation. It was extremely useful to assess
the team process - many learning points were extracted about how to make the most successful
decisions.”

“A great task where the team had to pull and work together, often to tight deadlines to come to a
decision.” P. Imrie - Veterinary Business Development

Developing People and Growing Companies



The Problems on the Borneo Tour
In total there are nine problems and teams spend on average about eight minutes per issue.
Each has five possible solutions - involving a cost or an effect on the trek members’ morale.
What the teams must decide is how much they can trust Dirk’s interpretation of events? He is after all the
one on the spot but how much authority should he have?

Problems vary widely. Some of the group have not turned up - should Dirk keep them all waiting or leave
the latecomers to their own devices? One of the forest lodges has not been booked - should those affected
be accommodated in a more expensive lodge? And when a member on the tour breaks the local law what
is the moral position? Care must be taken with each decision as the consequences are often not what
teams anticipate!

Once decisions are made they cannot be changed. Each is fed into the computer that prints the next
problem, gives the current bank balance and the state of morale. Failing to solve a problem properly means
it re-emerges further down the line. Teams must weigh up alternatives and make rational decisions if they
are to come out on top - but above all they must be decisive! At the end the computer provides a final
report for each team.

WHAT TO DO
1 Use the PowerPoint Presentation Slides to introduce

the session.

2 Divide the group into teams of 4-6. Issue each team
with copies of the Team Brief.

3 Allow teams about five minutes to study the briefs, then
issue teams with Problem No1.

4  Teams study the problem and five possible options and
decide on an option.

5 Their decision is entered into the computer using their
unique access code.

6 The computer prints the consequences of the decision
- and the next problem. Teams can see the effect of
their decision on the trek members’ morale and on
profit level.

Decisions! Decisions!
Cheque Book

Trainers are provided with an Extreme Adventures
cheque book. At the half-way point they issue a
cheque to each team – to represent the profit that
teams have left – and competition between teams
hots up as more problems filter back from Dirk!

But how well will they balance the opposing
interests of profit and customer needs? Can they
retain profit and maintain customer satisfaction?

At the end of the trek the cheque could be worth
much less than at the start - but satisfied customers
are the best endorsement and will sow the seeds
for future business!

Decisions! Decisions!
Reviewing Performance
A Questionnaire allows teams to review
performance and to focus on how well they
organised themselves. Did they elect a leader?
What decision-making procedure did they adopt?
Did they have a policy for managing conflict
resolution?

Decisions! Decisions! gets across the fact that a
Decisions Loop is the ideal frame for making
decisions. The stages are:
· problem definition
· seeking alternatives
· evaluation
· implementation
· review
with information being central to each phase.
Armed with this structure people find making
decisions back at work much easier and more
effective.

7 Teams work through nine problems before getting a
final report and final score.

8  Start the Debrief. Give out the Questionnaire for
teams to complete and lead a discussion on teams’
performance. The Trainer’s Notes and PowerPoint
Presentation provide guidance.

To Order please contact:
Elite Training European Ltd,

3 Parkers Place, Martlesham Heath
Ipswich  IP5 3UX

Telephone +44 (0)1473 610320
Email games@elitetraining.co.uk
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The following pages show the briefing sheet to give you a flavour of the activity. Teams get 10 problems to
solve and you just can’t shut them up!  There’s LOADS OF LEARNING!









Terms and Conditions
Booking your trek
The pre-payable deposit of $350 should be sent together
with the booking form when you have chosen the trek you
wish to join and confirmed that there is an adequate
number of places available. Please make cheques
payable to Overseas Extreme Adventures Ltd (from now
on referred to as OEA Ltd), the remaining amount of the
cost of the holiday should be paid at least 8 weeks before
the start of the holiday. If this money is not received then
you may lose your place on the trip. In case of default the
deposit is non-returnable.

Changes of customer
If you wish to change any arrangements this can be done
up to 45 days before the start of the holiday as long as the
changes are in writing and do not materially affect the
holiday for others in the group. Amendments may be
charged at a nominal fee.

Changes of company
For a major change such as change to accommodation
level or flight we will inform customers as soon as is
reasonably possible. You then have the opportunity to
accept the change, take an alternative holiday or withdraw
and accept a full refund. Compensation will be payable to
you in the latter case - $40 if changes made more than 35
days before the start of the holiday; $70 if 15-35 days
before the holiday and $120 if less than 14 days before the
start.

Cancellations
These can be made at any time in writing and cost you a
percentage of the booking price as follows:

More than 45 days before holiday start 50%
15-44 days before 80%
less than 14 days before 100%

Pricing Policy
OEA Ltd reserves the right to change any of the prices
shown in the brochure at any time before you make the
booking. Once booked no surcharges are payable by you
within eight weeks of the holiday start date so long as the
balance of your invoice has been paid before this time.

Liabilities
So long as you do not suffer death or personal injury then
the company accepts liability should any part of your
holiday arrangements booked with us not be as described
in the brochure and not be of a reasonable standard and
will pay you compensation of an amount which could be
reasonably and properly be expected taking into account
the relevant circumstances.

OEA Ltd accepts liability if you suffer death or personal
injury as a result of an activity forming part of your holiday
arrangement with OEA Ltd before departure EXCEPT
where the cause of failure is not due to any fault on our part
or our staff, agents or suppliers, and which is your own fault
or the actions of someone unconnected with your holiday
arrangements through us, or due to unusual or
unforeseeable circumstances or events which could not
have been anticipated. Extra work or travel by our staff
resulting from your fault will be refunded by you to us from

Travel
Please note that all departure times are estimates only
and may be affected by operational difficulties,
weather conditions or failure of passengers to check in
on time. Conditions of carriage will apply to you which
limit or exclude the supplier's liability. We do not make
any arrangements if there is a delay at the outbound
or inbound point of departure. Most airlines make
provision in this case.

You are responsible for checking-in for flights at the
correct time and for taking up all pre-booked
components of your holiday. OEA Ltd cannot accept
any responsibility for clients missing flights as a result
of late check-ins and no refunds will be given if you fail
to take up any component of your holiday.

OEA Ltd guides and couriers are not medically
qualified. In the absence of qualified medical
assistance our guides will provide such first aid
support as they can but clients must appreciate they
will do so in the light of their own experience and not
through medical training.

By signing the agreement form on the booking leaflet
you agree to accept the authority and decisions of our
tour leaders and guides while on tour. If in the opinion
of any of these your health or conduct is detrimental,
to the safety welfare and well being of the group as a
whole or if your general well being will be put at risk by
the continuance of the tour you may be excluded from
the whole or a part of the tour without the right to
refund. In the case of ill-health or accident we reserve
the right to make provision for you as necessary and
then claim any expenses back from you. If you commit
an illegal act we shall cease to have responsibility for
you.

OEA Ltd's representatives and agents other than the
senior management teams are not entitled to promise
refunds for any reason and OEA Ltd will not be bound
by any such undertakings.

Problems
If you are unhappy with any aspect of the tour you
must address your complaint immediately to our local
representatives and to the management of the hotel or
other supplier whose services are involved. If the
problem cannot be resolved locally and you wish to
complain full details must be given in writing to arrive
within 14 days of your scheduled return. Failure to do
this will curtail your right to any compensation.



What it does

The training material tests group decision-making. Can the team reach decisions amicably and
without conflict? Can they manage the competing needs of making a profit and keeping the
customer happy!

How well do teams reach consensus? They are asked to make individual decisions as well as
the all-important group decisions. How will one team member react when he or she is taken out
of the group to make an important decision on behalf of the company? Will the team have
defined a set of core values against which they can make their decision? And how will the team
react if they have made the wrong choice?

Timing: This business game runs from 1 to 2 hours + debrief.

Numbers: 4 to 24 participants (up to 4 teams of 4 to 6) for each business game.

Who: Staff at any level.

PC required: One computer (or laptop) and printer required.

Licence Free: When you buy this training material, there are no restrictions on the number of
times you can use it.

Cost to buy: You can buy this business game (which includes a trainer's manual) and use it
yourself for £395 + delivery and VAT (if applicable).

 We will also run this game for you, please contact us for details.

Decisions! Decisions!

Email: games@elitetraining.co.uk
Website: www.elitetraining.co.uk

For further information please contact:

Liz Garrard
Training Co-ordinator

Elite Training European Ltd
3 Parkers Place

Martlesham Heath
Ipswich
IP5 3UX

Telephone +44 (0)1473 610320


