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1. The facilitator invites the participants to sit down in the chairs comfortably
but without moving/adjusting the position of them in any way

2. Then he/she tells them that there is a person called “Lazy Ludwig” who,
for some, specific reasons (up to the facilitator) needs to walk as much as
possible. The participants are then a supporting

group for "Lazy Ludwig” and are left with the

challenge to make him/her walk & not letting him/

her sit down - for at least 2 minutes. Since there

is always 1 chair extra, your participants have to

find a way to make sure that “Lazy Ludwig” does

not find an empty chair along his/her walk path to

sit down, while following the rules of the game: «

they cannot touch “Lazy Ludwig” they cannot hinder or block

the way of “Lazy Ludwig” to sit down * when any of the participants
removes their bottom from their chair (even for1 centimeter), then

they have to leave that chair immediately, and they have to find a
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indoors | outdoors new one, they cannot sit back to their old chair «+ When they break
any of the rules, they start the 2 minutes all over again.
PU RPOS[ MAI[RIA[S 3. (30 min) The activity starts. Lazy Ludwig the walker can start from any direction
from the edge of the area. When participants break a rule or the walker sits down
GROUP BUILDING + chairs without handrails ( the number . before the 2 minutes are up, he/she goes out to the edge and starts from there again
« decision making chairs equals the number of participar until they succeed.
+ chaos and order +1-2 walker(s)) 4. The group has accomplished their task when they reach the 2 minutes.
+ trial and error - learning by doing + timepiece (stopwatch/ mobile phone ) 5. The facilitator gathers the group in a circle to share and reflect on the activity.

PREPARATION

« A large space in a room or outside on a flat and even grassy courtyard « This activity
needs two facilitators, one to facilitate the group and one to be the “Lazy Ludwig” He/
she will have the tasks to walk slowly (1 step per second) during the activity. The facilitators
create a story behind that justifies why “Lazy Ludwig” needs to keep walking for a long
time. + Place the chairs randomly, facing all possible directions, having from 1.5 up to 3

meters distance in between. « For sofefy, the facilitator has to make sure that participants

REFLECTION

+ What is your overall feeling about this activity?
+ What kind of resources did you discover in your team and also individually?
+ How can this activity contribute to resilience?

do not run too fast and end up knocking over the chairs or bumping into others + Some EOM M [N‘IS

groups might get frustrated by “chaos’, the facilitator can help them by giving them time to plan

or reflect whilst the activity time is on, or you can give positive feedback on what went well. Variation: If the group solves this level fast, you can go for a higher challenge,

IN'\'RO that is to introduce a 2nd walker “Lazy Luisa” and an additional chair. The same 2
minutes can be applied.

This activity is a group cha“enge that uses trial-error and |eorning by cloing as fhe]'
\*y to try to reach the goal.



