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I. ABSTRACT
Simulation Games are an effective tool for enhancing skills, since they allow students to experience real life management environment. This paper  endeavours to evaluate the effectiveness of online Simulation Games for enhancing Cross cultural fashion education. This entails an online simulation where class members are divided into teams and assigned the task of running a business , head-to-head competition against other class members , identical to the real-world where  companies compete in market arena. Furthermore, it provides an opportunity for healthy co-operation and discussion among the team members ,creating ground for idea exchange and fault rectification. In this simulation, theoretical concepts are applied virtually .  
The simulation focuses upon aspects such as business strategy, planning, sourcing, product development, distribution, sales forecasting, finance, marketing, celebrity endorsements, corporate citizenship, human resource and project management. Every player makes decision  at their respective company which is submitted before a due date in which the game "turns" one year. Each year every team has to take decisions relating to:-Business Strategy and Planning, Sourcing and product development ,Human Resource compensation , Retail and Logistics, Marketing, Celebrity Endorsements, Financing of company operations, Forecasting.
The challenge is to craft and execute a competitive Business strategy that results in a respected brand image, keeps the company in contention for market leadership, and produces good financial performance. 
The key issue is to reach a conclusion where we can validate that simulation can help cross cultural fashion education in a better way.  



II. Introduction
A human being is not attaining his full heights until he is educated. ~ Horace Mann

Education is an indispensible part of life and undoubtfully  a paramount tool of  learning. This paper intends to discuss, research, analyse and present the importance of simulation for enhancing cross cultural education. Our study is to scrutinise the practices that can hone the learning of Adults.   Malcolm Knowles identified a series of characteristics of  adult learners (Knowles, 1970):
“• Adults have a life-centered orientation to learning and problem solving
• Adults have a desire to draw on experience as a resource
• Adults have a need to be self-directing; they enjoy planning and carrying out their own learning exercises
• Adults need an opportunity to apply and try out learning quickly
Knowles also states that adults learn best by active (as opposed to passive) experiences. Working to solve problems facilitates their learning (Knowles, 1996).” 1

Simulations are proven tools for improving wisdom and promoting Adult learning. Role-playing permits an individual to understand motivation and behaviour of different stakeholders in a negotiation. Interactive experiential learning is a powerful tool. Information alone seldom makes people change their mind but personal experience often does. Role-playing transforms the content of education from information into experience. In fact, students recall only 10% of what they read and 20% of what they hear. Astonishingly, they remember 90% of their actions and statements combined.2

“Simulations can help trainees develop specific dexterity by facilitating active trialling in realistic habitat and by creating opportunities for feedback, observation and reflection. It not only can act as role model and  influence behavior but serve as ‘laboratories ‘for developing problem solving alternatives.”(McAteer, 1991). 3


III. Literature Review
Student Simulation  is considered as “a learning approach focused on allowing students to experience  the task or skill being taught. The goal is to imitate ‘learning by experience’.” Instead of a primitive training focus, Gartner sees simulation as a key component of “the collaboration and learning metamorphosis” (J.Lundy, Gartner Symposium, October 2002) 
From a single experience (potentially over the course of weeks or months, or “just-in-time”) to multiple experiences, users can:
• Be exposed to best practices around an issue or an initiative
• Explore new methods, processes and technologies without risk
• Understand how they will work with others to be effective
• Immerse themselves in new behaviours required for initiative success
• Understand the integration of the initiative with other complex operational systems
Business simulations allow students to apply the newly acquired theoretical knowledge in a simulated business world.  They experiment with strategies and compete with other companies. As the students make realistic business decisions and analyze the results of their actions, the important business principles become a part of their natural thinking.
Simulation benefits the student in several ways:
· Studies consistently show that active learning approaches increase student comprehension, enhance student problem solving skills and increase retention rates.
· Simulation games generate or enhance personal interest in a subject and expose students to a variety of viewpoints and a range of outcomes related to particular situations.
· The creative aspect of the exercise makes it seem more like play; active learning techniques enhance students enjoyment of their educational experience. The pressure to solve a problem for their character can motivate students in a way that is far more typical of the pressure they will face in real life. 4

Cross Cultural Education
Culture is comprised of the assumptions, presuppositions, values, norms and tangible signs of organization members and their behaviors. Culture is one of those terms that is difficult to express. However everyone knows it when they sense it. With the advancement of globalization, understanding cross cultural issues plays an important role. Education can play a very important role in enhancing cross cultural linkages. 
“About the relationships between teachers and students in a cross-culture environment, Littlewood (2001) presents his research results that “Asian students are more ready than European students to accept the traditionally dominant role of the teacher. It may be that this tradition is still felt or imposed more strongly in Asia than in Europe.” The classrooms in China and some other Asian countries are different from the ones in western countries. Chinese teachers give lecture with little interaction and students don’t like teachers to ask questions in class.” 5
Use of Simulation in Cross cultural Settings and in multinational organizations:
Simulation has helped the multinational organizations which are operating in multi cultural settings to improve their revenues. This organization had the problem of sluggish sales. It used a sales simulation to model the value selling process.  Another multinational retail company has used simulation to optimize the Supply chain.  “A simulation gives thousands of purchasing specialists and buyers the opportunity to understand the inventory process, test it, see the financial implications of using it correctly or not, and the implications of continuing to use the old system. “ It has resulted in better control on inventory and supply chain management. 
Simulation platform was used to assess the “as-is” state and plan out the “to-be” state, to identify measures for success and points of likely difficulty. As the initiative begins to take shape across the globe, a series of high-level simulations was  deployed that communicated the new vision and its urgency in a way that’s consistent and compelling.  Shared services simulations have been used to educate large number of learners across various cultures. 6
IV. Methodology
Business simulations allow students to apply the newly acquired theoretical knowledge in a simulated business world. They gain hands-on managerial experience by running their own business. For instance, trying to answer the questions - What does it mean to be a Executive President of Nike, Inc., or a worker at the Nike factory in Vietnam, or a Congressman from North Carolina who is besieged by complaints of people who lost their jobs due to outsourcing, or a woman shopping for cheap and convenient running shoes at the Great American Mall? It helps students to understand the complexity of interests involved in the problem of labor outsourcing and the trade-offs all participants encounter in the process of economic globalization.

RESEARCH DESIGN 
The appropriate research design formulated is exploratory research: this kind of research has the primary objective of development of insights into the problem. It studies the main area , where the problem lies and also tries to evaluate some appropriate courses of action. 
The research is proposed to study different type of simulation games and their usage for Enhancing Cross Cultural Fashion Education.  What are the effects on the quality of student learning by using different type of simulation games for their education? 

Teacher context
The research is proposed to explore what influence do simulation have on  learning and teaching 
student under a crosscultural education environment? What are the effects on the quality of student learning and what their expectation on the effects of teacher and other student in study process?



MAIN OBJECTIVES

1. To study different type of simulation game and to find their relevance in cross cultural education
2. To recommend appropriate simulation game
Data Collection Tools
For the effective completion of the project, secondary methods of data collection will be used. The data collected through the secondary methods is known as secondary data. 
Primary Data
Primary data will include both qualitative as well as quantitative information.   Interview technique has been used to gather responses from faculties, students, industry and simulation software providers.  
 Secondary data is the data hand, which has already been collected by someone else and which have already been passed through the statistical process.  It could be internal and external sources of data. Internal source: which originates from the specific field or area, where research is carried out .for e.g. published brochures, official reports, etc. External Sources: this originates outside the field of study like books, periodicals, journals, newspapers and the Internet. 
SCOPE of Research
· This research is going to be useful for those faculties to teach and train the students in a better manner by using simulations. 
· This research is going to be useful for fashion students to enhance their learning.

FINDINGS 
There are varieties of Business simulation available for learning for the students and the faculty.  Authors have tried to research prominent business simulations. These are discussed in detail below:
1) Industry Masters business simulations are the product of Tycoon Systems.  These are used globally across all the continents and the company  is a leading provider of serious games for business education. Games are used to provide experience-based learning of fundamental business and finance concepts. Each participant takes the role of an entrepreneur, and then builds and manages a simulated multi-product company over a number of simulated financial years. They then compete with colleagues for market share and profit. Players will see their competitors’ moves in real-time, and can adjust their own strategies accordingly. A simulation plays out dynamically - at any moment the competitive situation of each player depends upon the decisions of the other participants. The participant who achieves the highest overall profitability throughout their product portfolio will generate the highest Economic Profit. This will be reflected in their share price. 7
Some of the benefits to the Faculties and students:
· Gives powerful developmental experience for executives, managers, engineers, students at all levels and individual learners.
· Simulations are equally valuable supporting instructor-led, classroom based group training environments, as well as for individuals who schedule their own learning program.
· It can be used for Multiplayer Simulations in a cross cultural setting. Multi-User Simulations. 
·  It has fashion  domain simulation known as Fashion Retail simulations which gives industry knowledge to fashion students. Variety of topics is covered  and student learn topics ranging from Entrepreneurial Startup, Marketing, Strategy, New Product Introduction, Operations management, Product Lifecycle, Portfolio Management, Competitive Advantages, Inventory Management
· Simulation’s aim is to have collaborative learning as it can be played online and from anywhere. 
· It has used real time markets & benchmarks
Some of the limitations of Industry Masters
· Fashion based simulation is in introductory stage and it’s not fully developed
· There is lack of management support for active learning
II)  SIMVENTURE
This Business simulation is focussing on Education on Entrepreneurship. Participant is an entrepreneur assembling and selling computers, making decisions about all aspects of the company in order to survive and hopefully succeed in business. Decisions are made on a monthly basis, and the objective is to strike the right balance between winning business, using the  time effectively and ensuring enough money is flowing through the company. Each aspect of simulation is interconnected and each decision will have multiple consequences. 8
Benefits of SimVenture:
· Provides Elearning platform to educators
It provides comprehensive Elearning platform encouraging learning amongst faculties globally from other faculties.
· Forum for enhancing and sharing knowledge across all cultures
· Different levels of Simulation from Easy to difficult to suit the needs of all kind of participants.
· Good Management support to the Educators and students
· Good Visuals and User Interface

Limitations of SimVenture:
· Simulation lacks online version which is a constraint for the participants to play anywhere and anytime. This can be bottleneck for enhancing cross cultural education.
· There is a lack of Fashion Industry Domain Simulation.


III) BSG- Online
The "Business Strategy Game " by McGraw-Hill Irwin is a Business simulation game.It  is an online exercise where class members are divided into teams and assigned the task of running an athletic footwear company in head-to-head competition against companies managed by other class members. Company operations parallel those of actual athletic footwear companies. Just as in the real-world, companies compete in a global market arena, selling branded and private-label athletic footwear in four geographic regions — Europe-Africa, North America , Asia-Pacific, and Latin America.
It was first developed in 1990 to help educate students in the field of Business Strategy. The Strategy Game focuses upon aspects such as production, distribution, sales forecasting, finance, marketing, celebrity endorsements, private label operations, corporate citizenship and lastly internet marketing.
Every player makes decisions in their respective companies which is submitted before a due date in which the game "turns" one year. The next financial year shows who has met investor expectations or who is clearly the most profitable in the industry. 10
Each year every team has to take decisions relating to :-
1. Production of branded and private-label athletic footwear (up to 10 decisions each plant, with a maximum of four plants)
2. Plant capacity additions/sales/upgrades (up to six decisions per plant)
3. Worker compensation and training (three decisions per plant)
4. Shipping (up to eight decisions each plant)
5. Pricing and Marketing (up to 10 decisions in four geographic regions)
6. Celebrity Endorsements: Bids to sign celebrities to endorse your company’s footwear (two decision entries per bid)
7. Financing of company operations (up to eight decisions)
8. Forecasting: There is a screen for making annual sales forecasts and deciding whether to have inventory clearance sales.
The challenge is to craft and execute a competitive strategy that results in a respected brand image, keeps the company in contention for global market leadership, and produces good financial performance. The five criteria which companies are ranked on are:-
1. Earnings Per Share
2. Credit Rating
3. Stock Price
4. Return On Equity
5. Image Rating
Benefits of BSG-Online:
· Focus on Global Marketing and hence its covering cross cultural and international issues
· Can be played online 
· Different levels of Simulation from Easy to difficult to suit the needs of all kind of participants.

Limitations of BSG-Online:
· Simulation lacks online version which is a constraint for the participants to play anywhere and anytime. This can be bottleneck for enhancing cross cultural education.
· There is a lack of Fashion Industry Domain Simulation.
· Lacks Visual – It can have a feature where individuals can have certain design of models by   default in game but their size and colors should be kept open for the teams and of course everything comes at a cost. This way it will be easy to differentiate the product and liking of different countries. Options like advertisement can have more sub options like commercial, hoarding board, store display etc. It gets easy for the company to develop their strategy as the game lacks communication (marketing) aspects. It’s hard to develop positioning of a brand just by deciding the advertisement budget or bid for celebrity. 
Conclusion and Recommendations
Teaching and learning in a cross-culture environment remain a great challenge in our current educational systems. But Simulations can help in enhancing the fashion education in the above environment as it can be played online , anywhere with anybody. In present business scenario most of the critical decisions take on behalf of the company are a movement of team work and not an individual performance.  Simulation helps and makes participant  to work in a group and taking decision. Simulation helps build the team work ability and teamwork culture that permeates industry. Simulation also helps to  analyze all global market which creates a clear understanding about global market and various component of a market.  It forces to think like a proper business person act like a professional. It improves the strategic thinking and gives an insight of a modern business, learn completive environment and force the participants to act like a business person. But there are certain limitations of each of the simulation game discussed above. Hence the Author has developed a new simulation game to enhance the cross cultural fashion education.

New Simulation Game for Enhancing the Cross cultural Fashion education
This game is named as Bizgame. This will help the players to develop the insight on different domains of business. This game will help schools and management institutions offering fashion management education to the students.  Institutions wishing to provide the students with practical knowledge have to invest in carrying out live projects and practical classes heavily to replicate the effective learning of the business trivia.  With the help of simulation games the institutions can find a quality assistance which is complimentary to their proven ways of instilling management knowledge. 
Simulation is a medium through which one can portray real life situations.  In terms of games it refers to the tool which can replicate the real life business competition in a virtual platform. Such tools are now available which help the budding managers, entrepreneurs to get an idea of actual business without risking monetary or material resources.  With the help of simulation games played online the learners as well as serious business people can get a clearer idea of where to start, what are the sources to refer to for certain assistance.  Bizgame intends to offer right assistance to such learners and aspirants. In BizGame, students deal with decisions and situations that are commonly encountered in real-life business. This strategic and deeply tactical exercise challenges the students to collaborate, communicate and adapt to the unexpected. It also helps them grasp the key business concepts and better understand the results of their actions.
· Bizgame is  a simulation game to introduce students to the world of real life business strategy
· Create the ultimate learning experience in business management and marketing.
· Focus is on real world issues faced in functioning of value chain and in cross cultural settings.
In this player starts with an existing fashion company and all fashion companies presently have the same market share and the same market shares in each of the four geographic market regions having different tastes and preferences Biz game score can be divided in two:
IA. The Shareholder expectations standard. 
The degree to which a company meets or beats the annual targets for each performance measure drives investor confidence in management's ability to deliver good results. Meeting or beating expectations of investors on each of the two performance
measures inspires “investor confidence” while failure to meet investor expectations weakens investor confidence in the company’s management team. 

There are specific performance targets for all 2 performance measures for each year from Year 8 through Year 18.  Meeting a performance target earns the instructor assigned number of points; beating a target carries a bonus award for each 10% over the target, up to a maximum of a 20% bonus. Failure to achieve a target results in a percentage of the instructor assigned  point total equal to the percentage of the target achieved. 

I B. The best-in-industry standard. 
How well your company performs relative to the “best-in industry”
performer on the same 2 measures—Brand Image and stock price. The
best-in-industry scoring standard is based on how your company’s performance compares to the industry’s best performer on each of the performance parameters. 
After each decision, Bizgame ranks each company’s performance on stock price, brand image . The best-performing company a perfect score (the full number of points for that measure) and then assigning each remaining company a lesser number of points according to what percentage of the leader’s performance they were able to achieve. 

Summary- 
	BizGame Scores
	Scores are calculated based on multiple parameters. They are     

	
	
	
	

	Parameters
	Dependencies
	Sub Dependencies

	Stock Price
	EPS
	PAT, No. of Shares

	
	PE
	Changeof ROE

	
	
	Change of Dividends

	
	
	Change of Credit Ratings

	
	
	
	

	Brand Image
	Change of Price Quality Ratio

	
	Change of Mkt Share
	
	

	
	CSR Efforts
	
	

	
	Celebrities

	
	



· Focus Given to merchandising with new styling, SKU’s in the product Portfolio
· Further Nuances are taken care of such as – Retail Formats, Fashion, advertising, Discounts, Finance, Sourcing, Dealing with different regions.
Some of the Print screens of the newly developed game are as follows:
[image: ]

[image: ]
Entering sales forecasting decisions falls in the league of one of the major corporate decisions. It is best to start each year’s decision-making process by doing a forecast of how many products you can expect to sell in each of the geographic locations in the upcoming year. Sales forecasting is dependent on multiple parameters and requires making decision entries for the following twelve entries:

1. Selling price for casual wear
Other competitive factors being equal (style rating, quality rating, product-line breadth, advertising, discounts, and so on), the more company's retail price to consumers exceeds the industry average, the more that consumers in that region will be inclined to shift their purchases to lower-priced brands.
[bookmark: _GoBack]Similarly, charging a price that is below the industry average raises a company’s potential for above-average unit sales and market share unless the impact of a lower price is negated by a sub-par style and quality rating, comparatively few models/styles for buyers to choose among, low advertising, lesser discounts, and  other factors that matter to casual wear consumers. 
However, above-average prices to consumers can be partially or wholly offset with a higher style and quality rating, increased advertising, higher discounts, and so on. The further the Price is above the industry average in a geographic market, the harder it is for a company to use non-price enticements to overcome consumer resistance to higher prices.  
Therefore, the demand for your products by the consumers is inversely related to the products’ selling price offered to the consumers.

2. Style and Quality ratings
Other competitive factors being equal (price, discounts, product line breadth,
Advertising, and so on), companies with higher style and quality ratings will outsell companies with lower ratings. 

3. Product line breadth
Product line breadth, as measured by the number of SKUs, comprises each company’s items offering. The competitive value of a broader product line is that the company can participate in more end-use segments and give customers a wider selection of types of merchandize and styles to choose from. In effect, the more SKUs a company has in its product line, the more reasons consumers have to consider buying one or more of the company’s garments. Company should have optimal level of SKUs depending on the store area and stock required. Excess SKUs can lead to overstocking or high obsolescence. Less number of SKUs can lead to customer dissatisfaction.


4. Advertising expenditures 
Media advertising is used to inform the public of newly introduced models and styling features and about the company’s brand. Even though retail stores act as an important information source for customers and actively push the brands they carry, advertising on the part of companies strengthens brand awareness, helps pull buyers into retail stores carrying the company’s brand, and informs people about the features and prices of their latest styles and models. Advertising is a means to communicate to the public the brand image that your company wants to convey.

5. Holding period
Holding period is time taken to convert the stock into sales. Your company should try to achieve optimal holding period as excess holding period can lead to additional stock holding cost. Under stocking can lead to drop in sales. There is a tradeoff between inventory holding costs and transportation costs.

6. Discounts
Other things being equal (selling price, style rating, SKUs, and so on), companies offering bigger-than-average discounts will outsell companies offering smaller-than-average discounts (or no rebates).

7. Style rating
Style ratings are determined by determining the fashion rating of the inventory. The style rating falls into three broad fashion categories, namely Basics, Fashion basics, Fashion. Style rating will estimate the sales as per matching the consistency between style of merchandize and brand image. 

8. Brand Image
The companies can choose from one of the image options: Bold, Contemporary and Conservative. Players have to decide the merchandize mix on the basis of fashion styling. Comparisons are made between merchandize mix and image rating. 

9. Quality rating
The companies have to decide upon what the quality rating are they willing to offer to their customers. Keeping other factor constant, superior quality will lead to higher sales. 

10. Retailer Support (EBO, LFR, MBO)
There may be many times when your retailers need one-on-one advice to boost their business or to manage the fast-changing environment you work in. Your company can provide your retailers with retail support and consultancy focusing on independent assessments and recommendations on ways to improve their business, such as merchandise buy planning, store layout and visual presentation, financial management, brand building and so on. Higher support will lead to higher sales, keeping other factor constant Spending an above-average amount for retailer support compared to rivals not only helps enhance apparel sales per retail outlet but also has a positive effect on the number of retail outlets willing to merchandise your company’s products.

11. Retailer Efficiency
EBO Efficiency is a function of retailer support and type of Employees. The type of employees includes rating of management staff, sales staff and support staff, as well as, number of these staff per unit of area. Higher efficiency will lead to higher sales, keeping other factor constant.
LFR Efficiency is a function of VM support, Employee training, Employee provided
Higher Efficiency will lead to higher sales, keeping other factor constant.

12. Retailer Margins
There is a positive correlation between retailer margins that your company offers and the sales your company incurs. 

1. LFR Margin: Higher LFR margins will lead to higher sales, keeping other factor constant.

2. MBO Margin: Higher MBO Margin will lead to higher sales, keeping other factor constant.

Sales forecasting is dependent multiple parameters. These are following:
1) Corporate level  Parameters
	
	

	
	

	· Ad Budget
	

	· Holding Time
	

	· Price
	

	· Style Rating 
	

	· Quality Ratings
	

	· BreakUp of Style Rating
	

	· CSR Decisions
	



2)  EBO Related specific parameters
EBO	
· Retailer Support 
· Look n Feel of stores
· Discount 
· No. of Managers	
· No. of Sales Staff	
· No. of Support Staff	



3) LFR Related specific parameters
	LFR Margin 
	Central LFR

	VM Support
	Region

	No. of SKUs
	Central LFR

	Employee Training
	Region

	Discount
	Region

	Employee Provided
	Region


4) MBO Related specific parameters
	MBO Margin 
	Central MBO

	VM Support
	Region

	No. of SKUs
	Central LFR

	Employee Training
	Region

	Discount
	Region

	Employee Provided
	Region




Capital Structure Decisions
Capital structure refers to the combination of debt and equity capital used by a company to finance its long-term fixed assets and net working capital. You will have to take capital structure decisions for your company, thereby determining an ideal debt and equity combination. The following capital structure decisions include:

1. Raising Debt: Whether to borrow additional money to finance operations and if so, then the tenure of term loans. 
Cost of Borrowing will be dependent on the credit rating.
2. Raising Equity: Whether to raise additional equity capital by issuing new shares of common stock. 
New issues of common stock, of course, have the effect of diluting earnings per share and ROE and should be done cautiously and infrequently. Nonetheless, from time to time, you and your co-managers may determine that the company needs to raise additional equity capital to (1) help pay down a portion of the outstanding loans (because of burdensome interest costs or because lowering debt is the best way to improve the company’s credit rating) or (2) help meet shortages of cash. The company’s board of directors has established issue of share not more than 50% existing number of issued shares. The company cannot issue new shares in the same year that it elects to buy back and retire outstanding shares. 
At the end of Year 7 the company had  million shares outstanding. Each time you make an entry in the decision box specifying how many shares are to be issued, there are accompanying on-screen calculations showing the total amount of new equity capital raised (see the cash inflows section) and the price at which investors will agree to buy the newly-issued shares (the price declines as more shares are issued because additional shares dilute earnings per share). In deciding how many shares to issue, you can try several “what if” entries and check out the effects on earnings per share, return on equity, and the amount of money raised


Feedback by some Participants:
Through this Simulation, “I learnt how to make decisions in sync with my team members’ ideas through  effective communication and facing judgment challenges.  It was a dual learning process. We were assigned a project to handle according to the parameters assigned to us regarding sales, production, pricing, sourcing etc which involved strategizing and hence managing the project. When we worked as a team we effectively learnt project management on our personal level as well. Keeping in mind our resource constraints , proper planning and execution was necessary which improved my analytical skills.”
“I have understood how a good moves from the raw material stage to the final product to their distribution to the customers. I have obtained greater understanding of market demand, customer services, transport consideration and pricing constraints. The game has given me a better learning about the tariff structures, considerations for different geographic regions and their influence on business.”
“The game provided a real life situation and stimulating challenges to prepare for life outside of college. Though while playing the game certain difficulties were there and my team was not successful but overall the game proved to be beneficial as it helped me learn.Team work was an important factor while playing the game and all the decisions taken were discussed and applied by the consent of all the team members. As a team we planned,organized and managed this project.”
References:
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18.60%

SKUs in store

2000

2000

2000

2000

2000

2000

2000

2000

2000

2000

2000

PAT

2.593

Look n Feel of stores

2

2

1

2

2

3

2

3

2

3

2

PAT Growth

-76.43%

Advertising Budget

7

5

7

5

7

5

7

5

7

5

7

Stockprice

15.56

Discount

0

10

0

10

0

10

0

10

0

10

0

Brand Image

60.50

Employee Costs

Metro NI

11

Lead Time

T1 NI

7

Metro EI

5

Sales Forecast

T1 EI

1

Units 

(lakhs)

1.057

0.66

0.451

0.142

0.991

0.37

Metro WI

10

Revenue 

(Rs. Crores)

10.57

6.65

4.51

1.42

9.91

3.70

T1 WI

4

Operating Profit 

(Rs. Crores)

6.1

3.8

2.60

0.82

5.70

2.13

4

6

8

10

12

11

7

10

11

Sales
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