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Introduction

How To Work With This Activity Guide

In addition to the video, this CD contains an Activity Guide as an Adobe PDF

document (which you are reading now). To view all aspects of this document you may

need to download the latest version of Adobe Reader (download for FREE at

http://www.adobe.com) You can print this entire activity guide out or just the sections

you need.

To view the video you’ll need the latest version of Apple’s “QuickTime Player”

which is available as a FREE download from the following website:

http://www.apple.com/quicktime/download/

A Leadership Note

Lead all of the activities found in this activity guide in such a manner that the

participants understand they have choice as to whether they participate or not.

Encourage each person to communicate their comfort level with the activity and to join

in at the level they choose (full, partial, none) rather than be coerced into participation.

These activities are wonderful and they can help create a positive shift for your group.

And yet, the most important thing to remember is this:  what you will end up teaching

your group is WHO YOU ARE.  For example, if an un-centered person whose primary

operating emotion is fear (rather than love) leads the coolest most innovative team

building game, it won’t make any difference because the primary message

communicated to the group will be: “I am a fearful person”.

To be truly effective at leading and facilitating teams and coaching individual team

members, you must develop who YOU are because who you are will be the first

http://www.adobe.com
http://www.apple.com/quicktime/download/
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message you send to your group (and there’s no way of avoiding this).  You must

dedicate yourself to personal development.

The path to becoming an effective leader can be accelerated by enrolling in my 3-month

Personal Foundation For Leaders program.  Through my step-by-step program you

will develop who you are from the inside out. You will get clear on who you are and what

you stand for and where you are going with your life.  People will respond to you

differently.  You will learn to attract beneficial people and circumstances into your life.

People all around you will begin to view you in a new light.  You will become a leader of

integrity and strength.

Sound interesting?  Click here to learn more.

The Activity As Metaphor

The activities described here can be done just for fun without going into a

discussion about what was learned.  However, it’s my hope that you will use the

activities to create opportunities for dialogue.  Suggestions for starting a conversation (a

“debrief”) are offered in each description.  The key to learning through experiential

teambuilding exercises is the combination of activity PLUS discussion.

 

Safety

Challenge and adventure activities can present elements of physical and

emotional risk.  The information presented in this activity guide is for your reference,

and you are ultimately responsible for judging the suitability of an activity and safely

supervising the activity.

http://www.teachmeteamwork.com/coaching.html
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The publisher of this document assumes no responsibility or liability for the use of the

information presented in this guide.  This includes errors due to misprinting or omission

of detail.

No single source of adventure based experiential education can substitute for practical

experience and education.  While this activity guide serves as an introduction to the use

of adventure based experiential learning, it is only an introduction.  Studying the

material in this activity guide is no substitute for professional training.

Understand this:  I can’t tell you how to run a “safe” program because it’s not possible to

run a safe program.  Safe infers that there is an absence of risk.   It’s impossible to

remove all risk from adventure learning activities  (the type of activities you read about

in this activity guide). 

Adventure learning activities are adventuresome BECAUSE of the presence of risk. 

Eliminating all of the risk from the activities would render the activities useless. 

Your job then is to make safety one of your priorities while managing the risk.

There are many benefits to the individual, the group and the program when safety is

emphasized.  These include:

• Trust is developed

• Learning is enhanced

• Likelihood of full participation increases

The following list provides examples of strategies for the management of risk in

adventure learning programs.

1. Participants are encouraged to participate at the level they are comfortable

with. Coercion is not part of the program.



 Copyright 2005 by Tom Heck.  All rights reserved.
Tom Heck is the Teach Me Teamwork COACH    http://www.teachmeteamwork.com

6

2. Participants are given a safety briefing before the program.

3. All participants sign a  “Participant Agreement,

Release and Acknowledgment of Risk” form  (for adults) or a “Participant

Agreement, Indemnification and Acknowledgment of Risk for Minors” (for

minors).   These documents can be created with the help of a competent

attorney.

4. Participants should be led in stretching and warm up activities at the beginning of

a program.

5. Staff must be trained in risk management, CPR and first aid.

6. Inspect all props prior to and after use.

7. The location/site must be free of dangers or hazards. 

8. When activities call for lifting, participants must be taught proper spotting

techniques (see below).  Staff must always support and protect the head of a

participant who is being lifted or lowered.

9. Programs must develop a safety policy.

10. A first aid kit and telephone must be easily available.
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A Message From the Author

I was thirty minutes into an eight-hour drive, just settling into

the rhythm of a long trip.  Headed to a conference center in

North Carolina, I was to assist in leading a four-day team

building games workshop.

I turned on the radio to listen to music.  Instead of music, I

heard something that would change the course of my life’s

work.

Planes were flying into the World Trade Center.  The towers were crashing to the

ground.  Thousands of people were dead.

The day was September 11, 2001.

After connecting with my wife, I decided to continue with my plans to deliver the

workshop.  There were already 60 people marooned at the conference center as they

had arrived by plane and now the airports were closed.

So on this fated day, I found myself in a position to instruct individuals from all over the

nation to teach team and leadership skills through team building games.  It seemed so

pertinent, so needed, and I had the strong sense that I was making a difference. At the

same time, I realized there was a bigger game to play.  I felt compelled to do more - - to

raise the level of team consciousness worldwide.

I struggled with this because it would mean more time on the road, away from my

family.  I was already traveling too much, missing out on my childrens’ younger years (I

was in Texas when my son took his first steps).

Tom Heck
Team Leader Coach

http://www.teachmeteamwork.com/abouttom.html
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As I drove, the struggle continued . . . how could I reach people worldwide AND be a

great parent and husband?

The first thing that came to me was to write a book. This thought eventually led to a

unique solution:  I’ll build a website where people from all over the world can learn how

to lead team building games.

I launched teachmeteamwork.com in December 2002.  As of January 2005, I have

members to the site from 69 countries and have over 12,000 subscribers to my free

team building games e-newsletter (averaging 50 new subscribers per day).

You can find the site here: http://www.teachmeteamwork.com

Teachmeteamwork.com is the next best thing to attending a live team building games

workshop.  There are, at present, over 100 activities which are fully described; each one

includes video clips so you can see the team building game in action.  You’ll also find

over 30 audio interviews with leaders in the field of teamwork and leadership, color

photos, pdf downloads, live teleclasses, one-on-one coaching and more.  The site

continues to expand and we publish a free e-newsletters several times each month,

which highlight new activities, team theory, interviews with experts in the field and more.

I now help trainers, educators and teachers of all types learn how to lead transformative

team building activities and become stronger, more effective leaders themselves.  And I

do this from my home!

I still deliver live workshops (I love to work with groups); the difference now is that live

workshops are not my only channel for delivering my message.  Through my website, I

reach thousands of people worldwide on a daily basis.

http://www.teachmeteamwork.com
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As interest and enthusiasm for teamwork has grown, I’ve expanded my services.  I now

offer an intensive 12-month program that helps the team and the team leader learn and

develop specific strategies, tactics and tools that accelerate the performance of the

team.  I’m very excited by this work as it takes the concept of team to a new level – a

much higher-functioning and effective level.

Through this program, I train, coach and mentor teams and team leaders in 10 key

areas to successfully make the shift into a high performance team.  What happens

when they take the steps to this level? Team members report that they complete tasks

with less work, have more fun, make more money, experience less stress, are more

creative and produce superior results.

Would you like to know more?  I’d love to talk with you.  Call me for a free 17-minute

consultation.

Tom Heck

Team Leader Coach

Founder and Chief Creative Officer

www.teachmeteamwork.com

Phone (828) 665-0303

January 16, 2005

http://www.teachmeteamwork.com
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Activity # 1

Big Question & Mrs. Wright

Group Size 20 – 100+
Age Range: middle school – adult
Intensity:  Mental=1, Physical=1
Time: 5 - 10 minutes
Space: Minimal – Medium -- Lots
Set Up Time:  5 minutes
Props: One 3”x5” index card per person

Objective
• Big Question - - a great ice breaker / get-to-know-you
• Mrs. Wright - - Following the verbal directions pass your card left and right

Big Question Mrs. Wright
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Big Question

Set Up / Preparation

1. Pass out one 3”x5” index card to each person and have them write a

question on it.  The question can be open-ended - - the “deeper” the

question the better, the more interesting the question the better.  Consider

having people create questions that are “G Rated” to avoid any awkward

situations.

2. Next, have participants partner up (i.e. get in groups of 2).  Person A

reads their question to person B, who then gives their best answer to the

question.  Person B then reads their question to person A, who then

answers the question to the best of their ability.

3. On your signal, have all partners exchange cards and then find a new

partner.  Once everyone is with their new partners, person A reads their

question to person B, who gives their best answer to the question.  Person

B then reads their question to person A, who answers the question to the

best of their ability.

4. Upon your signal, partners exchange cards (questions) and then find new

partners.

5. The process is repeated several times - - at least 5 exchanges but no

more than 10 exchanges (it can get boring if you go too long).

Rules

(see above)

Safety Warning

Follow general safety procedures found earlier in this activity guide.
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Comments

1. This is a great icebreaker activity and can be used with a small group (20) or

a large group (I’ve used it with a group as large as 250 people).  It does

require lots of room for people to mingle about and if the group is large it can

take some effort to get the group’s attention after a couple of rounds (people

will likely want to talk longer).

2. Due to the nature of this activity, participants end up asking people questions

that came from the minds of others.  This can be an awkward situation for

some especially if the question is something they would never in a million

years ask someone - - at the same time this can be somewhat freeing

because they will find out information about someone in a creative way.

People can always say “This isn’t my question, it’s someone else’s.”

Debriefing Suggestions

I rarely do an “official” debrief of The Big Question activity.  I usually use it as a

way to initially engage people and have fun (i.e. break the ice).  With that said, if I

were to debrief this I would tend to head down the road of “What makes a good

question?” or “What questions should we be asking ourselves right now that

could take us deeper (to go beyond the “fluff”)?”  I love a good question and you’ll

find there are some in your group who are masters at crafting a question that

gets to the heart of a situation.

Variations

If you’re teaching a particular subject to your students (ex. the civil rights

movement in the US) you can have your students create questions on the

subject and then have your students use the method described above to ask

each other questions as a way to review the topic.
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Related Activities

I like to do this activity as a lead into the “Mrs. Wright” activity, which follows.

History

I learned this activity from Jim Cain author of “Teamwork & Teamplay”.

_  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _  _

Mrs. Wright

Group Size 20 – 200+
Age Range: high school – adult
Intensity:  Mental=2, Physical=1
Time: 5-10 minutes
Space: Minimal
Set Up Time: 60 seconds
Props: 3” x 5” index cards - - one for each person (people use the same card used in
The Big Question)

Objective
Pass the index cards around the circle, following the “right – left” directions of the
“Mrs. Wright” story.

Set Up / Preparation

1. NOTE:  I strongly recommend doing this activity directly after you do the “Big

Question” activity.

2. After completing “The Big Question” activity, ask the group to form a big

circle.  If the group is really large (50+) you can have them form 2 (or more)

smaller circles.  Actual numbers of people in each group is not important.

3. Before starting the “Mrs. Wright” activity make sure everyone has only ONE

card (this is very important).

4. Ask everyone to memorize the question on the card they have in their

possession.
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5. Inform everyone that you are about to read a story.  Tell the group that during

the story, if they hear the word “right”, they are to pass the card they have in

their hands to the Right.  If they hear the word “left” they are to pass the card

they have in their hands to the Left.

6. Do a “test run” with the group.  Tell the group: “I’d like to do a test run with

you.  Ready?  Right (pause to let everyone pass their card to the Right).  Left

(pause to let everyone pass their card to the Left).  Very good.  Everyone

should now have the card they started out with.  Now lets begin the story.”

7. This is where you start reading the “Mrs. Wright” story (see the story below).

Start off slow so people can get a chance to feel successful.  Then slowly

speed up.

8. If everyone does their job, they will end up with the SAME card they started

the Mrs. Wright activity with.

“Once upon a time, Mrs. Wright took her three left handed children

(Wendy Wright, Larry Wright, and Billy Wright) on a vacation.  They

left on a Monday and planned to return just before the Thanksgiving

holiday.  Billy Wright left school for the Wright vacation.  Wendy left

a whole plate of leftovers for her cat to eat during the Wright

vacation.  But Billy, who is the president of a local leftist

organization, was the saddest of all.  He left behind all the addresses

of friends that he wanted to write to while on vacation.  This mistake

left Billy’s friends in the dark.  By the end of the week, all the Wrights

wished they had never left.  They still had the weekend left, but Mrs.

Wright decided that the right thing to do would be to return home

right away.  They arrived back at their house, which is located to the

left of Yankee Stadium, in time for Thanksgiving leftovers.”
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Rules

See description above.

Safety Warning

Follow general safety procedures.

Comments

People will quickly discover (experience) through this activity that everyone

needs to pay attention.  If one person isn’t doing his or her job, it has a big effect

on everyone else.

Debriefing

I like to use this activity to discuss the impact our individual efforts have on the

whole.  For example, if one person (“Bob”) does his job well (listens to the

directions and passes the cards in the correct directions) and another person

(“Sally”) located 4 positions to Bob’s left doesn’t pay attention and doesn’t do her

job well, this can effect the outcome for Bob (he may not end up with his card).

With groups I’ve worked with in the past, this activity has successfully opened the

doors to great conversations about the importance of full commitment from those

involved in a project.

Variations

If you work with young people, have them write a story of their own that works

out like the “Mrs. Wright” story (it’s tricky!).

History

I learned this activity from Jim Cain, author of the book “Teamwork & Teamplay”.
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Activity # 2

Team Spelling
(a.k.a. Team Build-a-Word)

Group Size 20 – 200+
Age Range: Elementary – adult
Intensity:  Mental=3, Physical=1
Time: 15-45 minutes
Space Minimal – Medium – Lots
Set Up Time: 60 seconds
Props: One 3x5 index card per person

Objective
Create words using letters on index cards.



 Copyright 2005 by Tom Heck.  All rights reserved.
Tom Heck is the Teach Me Teamwork COACH    http://www.teachmeteamwork.com

17

Set Up / Preparation

1. First you must create at least one 3x5 index card for each person.  Using a

black marker, write one letter of the alphabet on each card using BIG block

letters.  One set of cards = 26 letters (all letters of the alphabet). 

2. If you have less than 26 people playing, give some people two cards.  If you

have more than 26 playing, have a second set of index cards (26 letters)

ready to hand out.  If you have a really large group (say...200) you'll need lots

of sets of the alphabet so everyone can play.  Consider printing additional

cards for those letters used most often in word creation (example:  a, e, i, o,

u).

 

Rules:

1. Each person is supplied with one card.  You must stay with your card

throughout the activity (no trading cards or handing them off).

2. When I give the signal, form a 3-letter word.  Once you've formed your word,

stay with your word (group) until the next set of directions.  Give the group

about 60 seconds to form their words.  Ask all non-utilized letters to come to

the "lost and found" area (so they can help each other).

3. After the words are formed, take a moment to see what all the words are (let

everyone see each other's words).  Most likely all the letters won’t get used in

each round (but look in the variations section below).

4. Round 2:  Now form 4-letter words (but not the bad kind of 4-letter word.  You

know what I'm talking about.)  Everyone plays, even the lost and found letters.

5. Round 3:  Now form 5 letter words, etc.

6. Six and seven letter words starts to be a little over the top but if you have

fanatical group, give it a try.
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Safety Warning

Follow general safety procedures.

Comments

A wonderful activity to lead with large numbers of people.  Usually lots of laughter

is involved.

Debriefing

1. I like to use this activity when discussing inclusion vs. exclusion.  Consider

giving a vowel to someone who is normally treated as an "outsider".  Because

vowels are so useful, the owner of the vowel will usually feel included when

the group invariably needs their help on a consistent basis when forming

words.  On the flip side, consider giving a “tough” letter (Z for example) to

someone who is popular or with the “in” crowd.   It can be enlightening to hear

how these two people were treated.

2. I like to lead this activity at the beginning of a personal mission statement

workshop I offer.  After we play, I usually ask the group if there are there any

wrong letters (out of 26 letters in the alphabet)?  The response is usually –

no.  I continue…If there are no wrong letters, then how is it possible to have a

misspelled word?  The group response with - - 1) right letter in the wrong

place and/or 2) missing letter.  I then share with the group my belief that our

mission in life is unique, just like the letters of the alphabet.  There is no other

person on the planet like you.  I believe there are many people who are

unhappy with their job/life because they are, like the wrong letter in a

misspelled word, in the wrong place.  We are all unique and it’s our job to

awaken to our divine purpose.  Until we awaken, frustration abounds.
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Variations:

1. The group must utilize ALL the letters in the group.  Words can be any

length.  Give the group plenty of time to complete this (5 minutes).  Allow the

group to use other letters in a crossword fashion.

2. If you’re teaching Spanish, ask the group to form Spanish words.  If you’re

teaching Pig Latin have the group form Pig Latin words.

3. Instead of index cards with letters, create cards with math symbols (x, - , <, >,

{, }, +, =, etc.) and numbers (1, 2, 3, 4, 5, 6, 7, 8, 9, 0).  Supply the group with

a number (52) and then have the group work to make the answer (52) as

many ways as they can.  Example 51 + 1 = 52  (they must make the entire

equation), or 40 + 12 = 52.

History

I learned this activity from the book “Cowstails and Cobras II” by Karl Rohnke.
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Activity # 3

Bandana Cup Marble

Group Size 4 to 10 people per bandana
Age Range: Elementary – adult
Intensity:  Mental=1, Physical=1
Time: 5 – 15  minutes
Space: Minimal – Medium – Lots
Set Up Time: 60 seconds
Props: One plastic cup, one bandana, one marble

Objective
Transport a marble balanced on a cup from one point to another.
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Set Up / Preparation

Create groups of about 8 people and supply each group with one bandana, one

marble and one plastic cup (the plastic cup should have some kind of lip on the

bottom of it).  The group surrounds the bandana and holds on to it with both

hands along the edges creating a tabletop effect.  The cup is now placed upside

down on the bandana, the marble is placed on top of / balanced on the cup.  The

group is now asked to transport the bandana-cup-marble from one point to

another.

Rules

1. If the marble falls off, the group must start again.

2. Everyone must hold onto the edge of the bandana with both hands.

3. The bandana must be kept tight and flat.

4. The supplied equipment (props) may not be altered.

5. No other supplies may be used.

Safety Warning

Follow general safety procedures.

Comments

This is another one of my favorite activities because I can easily lead it with a

large group (200+) and it’s small and inexpensive.

Debriefing

I once led this activity at a retreat for a group of school system volunteers

(adults).  There were about 30 people so I had them form into 3 groups in one of

the meeting rooms.  After everyone was set to go with the activity, I asked them

to place their bandana-cup-marble assembly on a small table in an adjacent

room SIMULTANEOUSLY.  There was only one doorway and to the other room
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so the teams were forced to wait on each other.  The table was small which

forced the groups to communicate and create a plan.  I had everyone circle up in

their small groups and answer the following questions:  What metaphorically is

the bandana, cup, marble, and table relative to your job in this organization?  I

gave the groups 15 minutes to create a presentation, which they would be giving

to the other groups.  The group loved the activity and loved the discussion as

well as the presentations from the other small groups.

Variations

1. Place obstacles in the path of the group such as a tables or chairs.  Consider

having the group go up a flight of stairs.

2. Use a taller cup and a larger, denser ball (like a baseball) to make this lots

harder.

3. Fill a cup of water and balance it on the bandana.  If you want to get folks really

wet, have them transport the cup by holding the bandana above their heads.

History

I learned this activity from Sam Sikes, author of “Executive Marbles” and

“Feeding the Zircon Gorilla”.
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Activity # 4

Mousetrap Trust

Group Size: People work in pairs
Age Range: Adult
Intensity:  Mental=3, Physical=1
Time: 20 – 30 minutes
Space: Minimal – Medium -- Lots
Set Up Time: 3 minutes
Props: One wooden “traditional” mousetrap per pair

Objective
Coach your partner (whose eyes are closed) to place their hand on top of a set
mousetrap.
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Set Up / Preparation

1. Prior to leading this activity, you as the leader must accurately assess your

group’s ability to safely participate in this activity.  Don’t do this activity if you

or the group isn’t ready.

2. Make sure your group understands that participation in this activity is purely

voluntary.  If you don’t want to participate, don’t do it.  Find some other way to

add value to the experience (observe and give feedback, etc.).

3. When your group is clear on the rules of engagement tell them there will be

four stages to this activity:

Step #1 Leader demonstrates how to set a mousetrap.
Partner up, each pair gets 1 trap, practice
setting the trap.
Plan on this taking about 4-5 minutes

Step #2 Partners each get a chance to set a trap with
their eyes closed.
Plan on this taking about 4-5 minutes

Step #3 Show the group how to safely un-set a trap by
placing your hand directly on top of the trap and
then taking your hand off the trap (see video).
This step can be shocker for some.  They might
find it hard to believe what you’re doing.
Plan on this taking about 5 minutes to have
pairs try.

Step #4 Person A closes eyes; person B sets trap and
places it on a hard surface.
Person A is coached by person B to un-set
trap.
Switch roles.

4. Pacing is important.  Don’t rush this activity.

5. Speak clearly and confidently.  This is not the time and place for jokes (by you

or anyone else).
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6. Don’t show all 4 steps at one time.  Show one step, then have the group do

that step.

Safety Warning

A high degree of trust is required to successfully accomplish this challenge.  This

challenge is best left for a group that is advanced as far as maturity and their

ability to safely care for one another.   People can get hurt in this activity, but it is

unlikely they will get seriously hurt (that’s one reason we use a mouse trap

instead of a rat trap!).

Comments

1. This is one of the most amazing activities I’ve ever seen.  It’s so portable and

yet so powerful in its ability to create growth possibilities within individuals and

a group.

2. If you are familiar with the trust building activity called the Trust Fall

(described elsewhere at teachmeteamwork.com) you’ll find this activity to be

similar in it’s impact.

3. Expect some people not to participate in this activity at all.  Expect others to

stop participating half way through (like when you tell them to put their hand

on top of the trap).

4. This activity can be powerful with a small group (two or four people) and just

as powerful with a room full of people (500+).  I’d even go so far to say that

this activity will be transformational for many.

Debriefing Suggestions

1. Which did you prefer: to coach or be coached?

2. If this mousetrap represents a fear in your life, what did you like about how

you handled it?  What would you change?

3. What did you observe in the interactions between partnerships around you?
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Variations

Hand out a mousetrap to each person.  Have them write on the trap a fear they

are choosing to face in their life.

History

I learned this activity from Sam Sykes who is a master games player and the

author of several great team building books including “Feeding the Zircon

Guerilla”.
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Bonus Activity
(not shown in the video)

Penny Challenge

Group Size: Individuals
Age Range: elementary – adult
Intensity:  Mental=2, Physical=1
Time: 5-30  minutes
Space: Minimal – Medium -- Lots
Set Up Time: seconds
Props: Eyedropper, penny, small water container, paper towel

Objective
Using a regular eyedropper, place as many drops of water on the head of a
penny as you can.  Keep track of the number of drops.
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Set Up / Preparation

Provide one eyedropper, one penny, one paper towel, and one small container of

water (half a cup) per person.  Have everyone place his or her penny heads up

on the paper towel.  Before the group starts placing drops of water on their

penny, ask them to FIRST determine how many drops of water they think they

can get on the head of their penny (and write this number down).  Then begin.

Remember to count drops.

Rules

The game is over when you place so many drops of water on the head of the

penny that the water leaks off the penny and on to the paper towel.

Safety Warning

Follow general safety procedures.

Comments

The first time I did this activity I was asked to set a goal as to how many drops I

thought I could fit on the head of a penny.  I figured I could get 20 drops on.  The

reality?  I was able to get over 50.  I was totally amazed.

Debriefing Suggestions

This is an awesome activity to show the effect of setting goals.  The first time I

did this, I way underestimated the number of drops I could fit on the head of my

penny.  I learned a great lesson - - or should I say, I EXPERIENCED a great

lesson:  I must be careful when setting goals because I may be greatly

underestimating my real potential.

Variations

1. Have people work in teams of two.
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2. Contaminate the water supply of one or two groups by placing a small amount

of dishwashing soap in their water cup.  The soap will reduce the water’s

ability to maintain normal surface tension with the result being fewer drops of

water will be able to be placed on the penny (water will spill off the penny

much sooner).  Ask the group to identify contaminants within their

organization and to identify their effect.

History

I learned this from my friend Dev Pathik who is a master trainer and owner of the

Challenge Course Advisory.

Learn how to be a powerful and effective leader
and facilitator of team building games at

www.teachmeteamwork.com  CLICK HERE

http://www.teachmeteamwork.com
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Special Bonus
e-Book Special

Introduction to Leading
Adventure-Based

Experiential
Team Building Games

teachmeteamwork.com

Tom Heck
Team Leader Coach

http://www.teachmeteamwork.com
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Key Concepts of Experiential Learning

“Traditional”
Model of
Teaching

In more traditional models of teaching and leading, the teacher is
seen as the definitive source of all pertinent information.  The
teacher passes knowledge on, and the participants learn it.  The
participants are usually passive and are generally viewed as
receivers rather than learners.

Experiential
Learning
Model of
Teaching

A holistic educational philosophy where carefully chosen
experiences supported by reflection, critical analysis, and
synthesis, are structured to require the learner to take initiative,
make decisions, and be accountable for the results, through
actively posing questions, investigating, experimenting, being
curious, solving problems, assuming responsibility, being creative
constructing meaning, and integrating previously developed
knowledge.

The Learner Learners are engaged intellectually, emotionally, socially,
politically, spiritually, and physically in an uncertain environment
where the learner is free to experience success, “failure”,
adventure and risk taking.  Learning usually involves interaction
between learners, learner and educator, and learner and
environment.  The learner is challenged to explore issues of
values, relationship, diversity, inclusion, and community.

The Teacher The primary difference between experiential learning and the
traditional model of teaching is the teacher doesn’t provide all the
answers to the group - - the participants learn primarily from each
other and through the experience or activity.

The teachers primary roles include selecting suitable experiences,
posing problems, setting boundaries, supporting learners, insuring
physical and emotional safety, facilitating the learning process,
guiding reflection, and providing the necessary information.

The Primary Goal The need for connection and love is the primary goal of all human
beings (see “The Six Human Needs” below) and because of this,
the primary goal of experiential learning must be to help students
connect at an ever-deeper level.
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Dewey’s Model of Experiential Learning

As you prepare to lead experiential team building activities, it’s critical to understand the
importance of Dewey’s Model of Experiential Learning (see diagram below).  The
sequence starts with the Concrete Experience - - this is the activity.

Concrete  
Experience 

Abstract 
Conceptualization 

Reflection  Application 

Concrete
Experience

An action or interaction between the student and
either the environment, subject or teacher.

Reflection The action is considered either through
observation, reflection, discussion (debrief) or
some combination of these.

Abstract
Conceptualization

Deriving some meaning or knowing from the
experience.  Integrating previously generated
knowledge (wisdom) with this new experience.

Application Testing the deductions made or applying what
has been learned from the experience to new
experiences.
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The 3 Key Components of a Successful
Team Building Activity

Fun
A great teambuilding activity is fun.  It can still be fun if people are struggling and
sweating and working hard.  Fun means it engages the imagination.

Movement
Every great experiential teambuilding activity/program I’ve ever seen gets people
moving, up and out of their seat, interacting with the space around them in a new
or different way.

Risk/Challenge
There must be a degree of risk or challenge involved in the activity.  This could
mean falling backwards into the arms of the group or it could mean sharing a
thought or feeling with the group.  You want to set things up so people have
opportunities to step outside their “Comfort Zones”.  A skillful leader is able to
create a supportive and nurturing environment that encourages risk taking.

Focus Emotion 

Creativity 

Teambuilding 
Activity 

Movement 

Risk/Challenge 

Fun  
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Stages of Group Development

Helping a team move through the stages of group development is one of the primary
goals of the Adventure facilitator.

# 1
FORM

The GROUP is: Polite,
Impersonal, Watchful,
Guarded, Testing
Rules.

Tips for the LEADER:
Focus on providing
information and skills,
help break the ice and
share (information,
ideas, and
experiences), share
your vision of what you
want the group to
achieve, share rules
and expectations.

# 2
STORM

The GROUP:
Experiences Difficulties,
Conflicts,
Confrontations, Feeling
Stuck, Opting Out

Tips for the LEADER:
This is a testing time
when the group may
see you as less
dynamic and skillful
than at first thought.
You may find yourself
being challenged.  This
is a difficult
stage—anticipate it
coming and invite
questions or opinions
sooner rather than
later.  Lead by
directing, supporting,
telling and listening.

# 3
NORM

The GROUP: Standards
and ground rules start to
emerge that influence
acceptable/unacceptable
behavior; the language
people use; how secret or
open they are.  Getting
Organized, Developing
Skills, Giving Feedback,
Confronting Issues

Tips for the LEADER:
Allow the group members
to get organized.  Don’t
allow members to go their
own way.  Keep an open
mind and look for new
ideas.  Help members
identify with each other.
Act as a mediator between
opposing sides.  Offer to
listen to their problems or
views.  Help the group
identify with an overall
mission or purpose.

# 4
PERFORM

The GROUP is:
Effective, Supportive,
Flexible, Synergistic.
Problems get solved
and work gets done.
Greater tolerance and
flexibility.  More humor
energy and openness.

Tips for the LEADER:
Your team is
empowered so stand
aside, let the group
work with minimal
interference.  Note that
the team could slip
back into any of the
earlier stages which
can be caused by
members leaving or
new people joining.

References:  Tuckman, B. (1965). Developmental sequence in small groups. Psychological bulletin, 63, 384-389
      Blanchard, Carew, Parisi-Carew (1990). The One-Minute Manager Builds High Performing Teams
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Key Understandings of the 4 Stages of Group Development

• The stages are predictable.

• Each stage requires different skills from the group leader.  If the group leader
attempts to use the same style of leadership through the stages of group
development, the group will evolve slower and it will be harder for the group
members to become empowered.

• No stage is better than any other.  All are necessary and all are healthy.

• The job of the group leader is to:

o Help the group move through the stages of group development in a
healthy (Class I*) way.

o Help team members develop the skills and knowledge so they become
self-directed.

o Provide/create an environment where team members feel willing to risk,
grow, take responsibility, and be creative.

o Empower team members by helping them develop their skills and
knowledge and supporting them to use their talents.

• Groups can regress (example: go from “performing” to “storming).  Causes
include:

o Group membership changes (someone is added or someone leaves).
o Task changes
o Major event occurs which disrupts group functioning.

When groups regress leadership style must change to match the needs of the
group.

• It’s useful for groups to understand the 4 Stages of Group Development model
when the group is in the forming stage.  When group members have this
knowledge early on, the group is likely to evolve faster.

* A “Class I Experience”  feels good, isgood for you, isgood for others, and serves the
greater good.
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The Comfort Zone

When I would ask the most unfit and unhealthy people how they came to be so unfit and
unhealthy, many would respond with “I allowed myself to get too comfortable” (or a
variation on that theme).

In nature things are either growing or dieing.  There is no in-between.  People (and
teams) are the same way and growth requires stretching and stretching is not always
comfortable.

When I work with a team I share with them this model (depicted above), which shows
graphically the Comfort Zone, Stretch Zone and Panic Zone.

My job as a team coach is to provide opportunities for individuals and the team as a
whole to step outside of their Comfort Zone and “play” in the Stretch Zone.

The Comfort Zone is a person’s standard form of reference.  This is the place where
there is a complete absence of fear and anxiety.  A person operating in the Comfort
Zone feels 100% confident of their ability to perform a given task.  There is a degree of
boredom associated with this zone.

The team coach who leads adventure-learning activities does so to get the group to
move into the Stretch Zone because this is the zone where a majority of growth and
learning happens.  A skilled facilitator will present activities in a sequence that promotes

Comfort 
Zone 

Panic Zone 

Stretch Zone 

While working for the YMCA in the mid
90’s, I had the opportunity to see many
people (especially in early January) join
the Y with the intention of improving their
health and wellness.  Most had a desire to
increase their strength and stamina and
improve flexibility.

These new members would take a fitness
evaluation to help them determine their
current level of health and then they were
encouraged to create a new goal for the
level of healthy they now wanted to enjoy.
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a building effect - - starting off with “easier” activities and building to more “difficult”
activities.

A great program design (and a great team coach) manages the energy of the group and
guides them throughout the day in such a way as to keep the majority of people in the
Stretch Zone as much as possible.

To reduce the effects of negative anxiety, the participants must never be coerced or
pressured into participation in an activity.  Participation in an activity must always be by
choice.

Adventure leaders take people out of their standard form of reference (out of the
“Comfort Zone”) and ask them to engage in things new and different.

If the individual or group is asked to stretch too far, they will end up in the Panic Zone
where little learning takes place due to overwhelming anxiety and fear.  In the Panic
Zone the brain “down shifts” and higher order thinking is not possible.  Ideally,
participants should spend no time in the Panic Zone.  In the event that someone does
end up in the Panic Zone, their recovery may be quick or prolonged.  Often times their
trust will be diminished in the program and the facilitator.

These zones are not stagnant.  The more time invested in the Stretch Zone will result in
either growth of the Comfort Zone (i.e. what was once a stretch is now easy and
comfortable) and/or growth of the Stretch Zone.

To present this idea to a group, create three big circles on the ground and identify the
circles as a Comfort Zone, Stretch Zone and Panic Zone.  Then read out some events
(see list below) and ask people to walk to the ring that represents how they would be
feeling if they had to do that event.

1. handling venomous snakes
2. Swimming 100 yards across a lake
3. Talking to 100 people
4. Saying I love you to a total stranger
5. Relaxing at the beach
6. Singing in the shower
7. Cooking a meal for four
8. Solving word puzzles
9. Climbing a rock wall
10.  Composing a song for a loved one

What you’ll find (and the group will discover) is that people respond differently to a given
event.  For example, if asked to give a presentation to 100 people, some will feel
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comfortable doing it, while others will feel stretched doing it, and it will cause others to
panic.  If you should present an event to the group that gets them to evenly distribute
themselves, ask them to volunteer what it feels like to be in that zone - - this sharing can
help people to better understand the group members.
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Teambuilding & The 6 Human Needs

Highly effective team facilitators and team coaches understand what drives human
behavior.

Theories of human behavior abound (example: Abraham Maslow’s “Hierarchy of
Needs”). The theory I’ve found most useful as a trainer is known as “Human Needs
Psychology (HNP)” developed by Anthony Robbins.

HNP provides an incredibly reliable and effective method from which to design my
teambuilding and training programs.

HNP is based on the belief that all humans have the same six human needs.  All six
needs (drives or “hungers”) are universal.  All behavior is an attempt to meet these six
needs.  This drive to fulfill our Six Human Needs is encoded in our nervous system.

Robbins states:

…the force of life is the drive for fulfillment and all human beings share this need
to experience a life of meaning.  Ultimately, however, fulfillment can only be
achieved through a pattern of living in which we focus our lives on two primary
needs:  the need to continuously grow and the need to contribute beyond
ourselves in a meaningful way.  Unhappiness, emotional distress and all
dysfunctional behavior arises from an individual’s inability to find a consistent
way to meet his/her Six Human Needs.  When our attempts to reach fulfillment
fail, we will settle for comfort – or for meeting our needs on a small scale.  Every
person finds a way to meet his/her needs; the only question is whether they will
act in a way that is destructive or empowering to themselves and others long
term.  The goal of Six Human Needs Psychology is to help people create
additional consistent choices – new patterns that allow them to be fulfilled long
term.  Ideally, they will achieve this is a way that feels good; that is good for
them; that is good for others; and that ultimately serves the greater good.

http://www.tonyrobbins.com
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Defining the Six Human Needs

Need # 1 – Love & Connection
This is the need to experience bonding, sharing, feeling a part of, oneness,
intimacy, at one with, etc.  In his book “Connect – 12 Vital Ties that Open Your
Heart, Lengthen Your Life, and Deepen Your Soul”, Dr. Edward Hallowell refers
to connection as “the other vitamin C”.  Hallowell says connection is as vitally
important to us as Vitamin C.

Need # 2 – Significance
This is the need to experience a sense of being needed, feeling important, sense
of meaning, sense of purpose, uniqueness, etc. Notice how this need is in
paradox to need # 1.

Need # 3 – Certainty
This is the ability to produce, eliminate, or avoid stress; or create, increase, or
intensify pleasure.  It’s also about security and survival.

Need # 4 – Uncertainty / Variety
The need for surprise, difference, diversity, challenge, excitement, etc.  Notice
how this need is in paradox to need # 3.

Need # 5 – Growth
This is the need to continuously fulfill potentials, to “be all that you can be.”  This
need drives you to become the “most complete you” possible.

Need # 6 – Contribution
This is the need to help others to be fulfilled (to help others meet their six human
needs in a constructive way).

It’s possible to meet any or all of these six needs by changing either your:

• Perception (belief or appreciation of)

• Procedure (vehicles or approach to).
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Designing Your Next Workshop With The 6 Human Needs
When you design your training event to meet all 6 human needs, the program
participants are much more likely to evolve their team consciousness with greater ease
and speed.

The Need Examples of How This Need Can Be Met
 in a Training Environment

Connection / Love
One of the key ways I help groups connect is through
“icebreaker” type of activities.  This is absolutely critical
at the beginning of a program or whenever a group first
forms.  Start off by using activities that require little in
the way of risk taking and gradually increase the level of
risk.  A good activity allows people to share basic
information (ex. name, where you’re from, etc.).  More
advanced activities require individuals to share more
closely held information like values and beliefs.

Significance
Each team member brings unique skills to the group.  I
like to lead teambuilding activities that require a variety
of skills because this ideally allows each team member
to shine.  An important skill for a team to develop is
being able to appreciate team members aloud in front of
the rest of the group.

Certainty / Comfort
At the beginning of a program I lay out my expectations
of the group and also ask the group to identify their
expectations of me (the facilitator).  I emphasize their
right to choose the level at which they participate.

Uncertainty / Variety
Prior to working with a group it’s important to know what
they’ve already done in the way of experiential
teambuilding exercises.  Keep learning and leading
fresh activities.  Engage the group’s imagination and
creativity through the exercises.

Growth
You can help a group grow by creating opportunities for
quality discussion and sharing.  The goal being to help
people gain useful insights for themselves and the
group.

Contribution
Help groups connect with the overall purpose of the
team training program.  It helps if the individual sees a
connection between their own life purpose and the
purpose of the training event.
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The 6 Human Needs 

Need #1 
 

Connection / Love 
 
• Bonding                 • Oneness 
• Sharing                  • Intimacy 
• Feeling a Part Of   • At One With 

Need #2 
 

Significance 
 
• Sense of Being Needed 
• Feeling of Importance 
• Sense of Meaning 
• Sense of Purpose 
• Uniqueness (Often seperation is a way  
                                  of doing this) 

Paradox 

Need #3 
 

Certainty / Comfort 
(Ability to avoid pain and gain pleasure) 

 
• Ability to produce, eliminate or 
avoid stress; or create, increase, 
or intensify pleasure. 
• Security / Survival 

Need #4 
 

Uncertainty / Variety 
 
• Surprise                 • Diversity 
• Difference              • Challenge 
• Excitement! 

Paradox 

Primary, Essential, Ultimate Needs!  

 

You can meet any of these needs by  
destructive, neutral or constructive means. 

Copyright by Anthony Robbins.  Used with permission. 

Need #5 
 

Growth 
           • Learning     • Stretching 
           • Expanding  • Improving 

Need #6 
 

Contribution 
           • Giving         • Helping 
           • Serving       • Nurturing 
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The Six Human Needs 

Need # 1:  Love / Connection 

Need # 3:  Certainty 

Need # 5:  Growth 

Need # 2:  Significance 

Need # 4:  Variety 

Need # 6:  Contribution 

Paradox 

Paradox 

You can meet these needs by destructive, neutral, or constructive means. 

Growth 

Love 
and 

Connection 

Certainty 

Contribution 

Significance 

Variety 

© Copyright by Anthony Robbins. Used with permission.
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8 Tips to Presenting an Experiential Learning Activity

1. Safety First!  When participants don’t feel safe (physically and emotionally)
learning is inhibited.

2. Create a learning environment free of coercion.  One of the key ways to do this is
to present the activity and allow people to participate at the level that’s
comfortable for them. Present the Team Spots activities as an opportunity for
people to experience fun and growth.  Do not make it a requirement to
participate.

3. Keep the rules simple and clear.  Know when and how to change (bend) the
rules.

4. Have lots of fun and people will learn in spite of themselves.
5. Stay flexible in your approach.
6. Present the activity then step back and allow the group to work (and sometimes

stumble) through the challenge.
7. Allow enough time for the activity and the process.
8. Meet the group where they are— offer appropriate challenges.  Most people in

our culture have participated on (competitive sports) teams that produce win-lose
and/or lose-lose situations.  The goal of adventure based experiential learning is
to produce sustainable and win-win thinking.

How NOT to Present an Experiential Team Building Activity

1. Provide too much information at the beginning of the activity so that participants
have little left to discover for themselves.

2. Talk more than you listen.
3. Lead participants to the “classic solution” instead of allowing them to reach the

goal in their own manner.
4. Process the experience in more detail than required.
5. Stop the activity frequently and tell the group what you think every 5 or 10

minutes.  Don’t wait for the best teachable moment.
6. Encourage the group to be creative and then restrict their creativity by

unnecessary rules or guidelines.
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Debriefing (Processing) the Activity

One of the most important skills that an Adventure facilitator can offer the group is
the ability to help the group learn from and through the activity — this is often done
through a “debriefing” process.

The debriefing process helps the group gain greater self-awareness AND ultimately
move through the stages of development:

                Form _ Storm _ Norm _ Perform

The goal being to empower the group.  Empowerment involves gradually turning
over the responsibility for direction and support to the group.  Empowering means
helping teams develop their skills and knowledge and supporting them to use their
talents.

You will NEVER have an empowered self-directed group unless you are willing to
SHARE control.  Empowerment is all about letting go so that others can get going.
Letting go may cause you to face the fear of losing control which for many traditional
classroom educators is a prominent fear.

Debriefing is an art, not a science and it is often the difference between a good
experiential learning activity and a great one.  Here are some debriefing tips:

1. Encourage the group to review both the task and the process (most groups tend
to focus on the task).

2. Clarify and focus the comments of the group.  Provide helpful information.
3. Assist the group in discovering what they have experienced.  Resist the

temptation to tell them what they have experienced (what they have learned).
4. Allow quiet time between your question and their response.
5. Your ability to become a gifted experiential learning activity teacher will rest on

your ability to ask great questions (not tell the group what they’ve learned).
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Top 10 Practices of High Performing Teams

Prior to working with the group, you must access them to determine their current level of
performance.  In their book “Leading High Impact Teams”, Cynder Niemela and
Rachael Lewis outline 10 practices of high performing teams (outlined below).  Your
program design (choice of activities) must support the team as they move towards
higher levels of performance.

Practice Description

1. Shared purpose
and Vision

• If you asked each of us why we are here as a team
and what we’re working towards, the answer would be
the same and you can see it in our actions.

2. Shared
Leadership

• We take responsibility for the team being successful.
Leadership is propagated throughout the team:  all
members operate with the same purpose and vision
as the leader.

3. Measurable
Performance
Targets and
Definable Goals

• We have agreed to specific, measurable, achievable,
and time bound goals; they include both business and
team development objectives.

• We have established and we track measurable
performance targets that move us towards our goals.

• We regularly evaluate how we are working together
as a high impact team.

4. Clear Roles and
Responsibilities

• We each know not only the activities we are
individually accountable for, but also what we are
collectively responsible to produce.  Each team
member’s role is clear.

• We respect each person’s role and openly discuss our
expectations for the responsibilities of each role.

5. Active
Sponsorship

• Our sponsors are involved and committed to our
success, and support us in clearing away obstacles.

• Our sponsors are proponents of our work and
delegate the appropriate authority.

• We have the resources we need to be successful:
Information, money, time, space, and talent.

http://www.highimpactteaming.com/
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Practice Description

6. Effective Team
Process

• We have a Working Agreement for our approach to
our work and revise it when necessary.

• We have practices for Effective Meetings, Integrating
New Team Members, Decision Making, and Problem
Solving.

• We are competent at giving and receiving constructive
feedback and coaching.

7. Enhanced Team
Competency

• Our team acknowledges conflict and deals with it
when it arises.

• We have the flexibility to integrate change.
• We are able to correct our course when off course,

and adapt to changing conditions.

8. Synergistic
Collaboration
and Innovation

• Trust, accountability, and integrity are strong in our
relationships.  Communication and dialogue fosters
action.

• We collaborate to innovate new products or services
and to solve problems when they arise.

• We use both task, and task-free activities to infuse our
team with creativity, celebration and renewal.

9. Meaningful
Recognition
and Rewards

• We are committed to each other’s and the team’s
success.  We acknowledge both individual and team
achievements and personal development.

• We recognize values-based performance in a
meaningful way.

10. Quality
Relationships
with
Stakeholders
and Other
Teams

• We coordinate our efforts with other stakeholders in a
timely fashion.

• We develop good relationships with other teams.
• Our work is integrated with the company’s overall

business goals.

Learn how to be a powerful and effective leader
and facilitator of team building games at

www.teachmeteamwork.com  CLICK HERE

http://www.teachmeteamwork.com
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