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The Experience:

In this ancient Egypt-theme
become agents representing m
discovered pyramid and propose a
55 a result of the discovery.
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Key Learning Outcome:

* Practice and apply the 4 C’s of
Teamwork

* Optimise Team Performance to
positively Impact Results

* Create 3 cohesive, effective team
with a singular mindset

* Communicate with clarity and
purpose

King Kahufu, participants
bled to assess 4 newly
s that have emerged

d virtual experiential activity,
ajor interest groups assem -
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€nsure Success?”
After every 15 mins

How they are doin
Collaborating 3)

| mins to Reflect on
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