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5 following scenarios of workshops were created by participants of the 
course. Scenarios were tested in the high school of Lodi in Italy during the 
follow up meeting. 
 
 
 
 
 
 
 
 
 
 
Organizations and participants do not hold any credits for the activities and 
methods gathered in this book and are not responsible of incorrect use.  
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Concept of workshop 
Provide a fun and engaging activities for students or a school group which requires 
collaboration and communication. 
 
What do you want to do in general? 
We want to create a fun, engaging experience for the group that would challenge and 
improve their ability to work together and reach the goal. We’ll start with fun, 
energizing activities that will break the ice, after which we’ll go into a more 
challenging activity and reflection part. 
 
Goals for a whole workshop 
Develop group’s ability to communicate, cooperate and work together as a team.  
 
Course of the workshop (plan) 
1. Welcome talk and introduction,  the goal of the workshop (2 min) - introduce 

yourselves and tell shortly about what’s the plan for the workshop & what skills can 
they develop during the games 

2. Name game and getting to know each other (3 min) - ask everyone to tell their name 
& do a simple activity, then others repeat it 

3. Games with gumizella: lean back & the bull game (20 min) -  Start with making sure 
that everyone takes off their accessories and anything that can damage the 
gumizella or hurt others. Check group’s trust within each other by getting inside of 
the gumizella and then leaning back all together on a count of three. If successful, 
give them a challenge to do the same with their eyes closed. After that introduce 
the “bull game” where one person stands in the middle and tries to get out of the 
circle by either touching someone’s hand or pulling gumizella down and getting out. 
Other participants are standing outside of gumizella and pulling it away. 

4. Team building game “Cross the lava field” (10 min for the introduction of the rules 
and strategy + 40 minutes for the game itself) - instructions are described further 

5. Optional game: magic stick (20 min) - give participants a “magical” stick (it can be a 
bamboo stick or something similar) and give them a task to lift it up without anyone 
letting go of the stick. They are only allowed to place the stick on the tips of their 
fingers without holding it or grabbing with pressure. 

6. Reflection and feedback (15 min) - check the description underneath as a part of 
“Crossing the lava field game” 



 

 

7. Closing of the workshop in gumizella (10 min) - Ask everyone to get back in the 
gumizella and ask participants by themselves to try out leaning back all together, 
seeing if there’s any improvement compared to the first time when they did it in 
the beginning of the workshop. Ask them if they feel that their communication and 
cooperation have improved during the workshop and what have they learned. 

 
Name of activity 

“Cross the lava field” 
 

● Goals 
Develop team’s ability to work together, communicate and cooperate with 
each other 
 

● Size of the group 
8 - 16 participants  
 

● Materials 
Wooden planks, cones (to mark start and finish point), blindfolds, hula-hoops (for the 
safety islands) 
Obstacle course: ropes, trees or something stable like bamboo sticks to tie the ropes 
to in order to create the obstacles 

 
● Instructions 

Participants have to cross the lava field all together as a group to get to the safety area 
before lava destroys everything on its way.  Participants have to cross the field avoiding 
different obstacles on the way (ropes tied in different directions) and going through 3 
safety islands (marked with hula-hoops).  
Participants are only allowed to stand on wooden platforms that they get in the 
beginning of the game (depending on the amount of participants; 8 participants - 3 
platforms, 16 participants - 5 platforms etc.) and safety islands. If someone touches the 
floor - the team has to go back to the beginning and start again. Participants have to be 
all time connected with the platforms either by standing on them or holding them. If 
the platform is left unattended - the lava can take it, so the group will be left with one 
platform less.  
During the game there might be some unexpected “volcano eruptions” leaving one or 
more participants without their senses, such as blindfolding them, not allowing to 
speak, tying together their hands etc., depending on the groups abilities and the level 
of challenge. 
In the beginning of the game, the team gets time to create a strategy and decide on 
how long will it take for them to cross the field. When they are ready - trainer can start 
the timer, informing the team about the maximum amount of time that can be spent for 
the activity - 40 minutes. 
 



 

 

● Variations (differentiation)  
The game can be done both outdoors and indoors, creating the obstacles tying ropes 
to chairs, tables etc. During the game team can receive extra challenges such as 
blindfolded participant, no talking etc. to make it more challenging. 
 

● Debriefing 
At the end of the activity, participants are asked to get in a  circle and discuss how did 
the activity go following a structure: what happened, what was challenging, what 
helped/didn’t in succeeding, rating the communication/team-work/cooperation of the 
team etc. and sharing learning insights with others. In the end participants are 
encouraged to see the connection with daily life and their time together in school. 
 
After the discussion, participants are asked to think about one person from the team 
who showed the most support/leadership/encouragement/positive attitude etc. and 
then go up to the person and put a hand on their shoulder, encouraging participants to 
appreciate each other and different roles of the team. 
 

● Safety note or risk assessment  
In the beginning of the game, mention that the participants should be careful during the 
activity and support each other, taking care of everyone’s safety,  especially if someone 
is blindfolded etc. Check if someone has any disabilities, joint problems etc. that could 
affect their ability to participate. In case of someone not being able to participate - give 
them a “special” role of how they can support team members - being able to walk on 
the lava etc. 
Evaluate also how comfortable participants are with touching each other during the 
game - add extra wooden platform if needed, if you see that the participants don’t feel 
confident being too close to each other etc. If you put a blindfold on somebody, make 
sure to check with them before if they are alright with it. 
 

● Include illustration/visualisation of floor plan 
 
 
 

 
 
 
  


