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Session-by-Session structure and meaning: How Each One Works within MINECRAFT


Session 1: Psychological Safety & Group Readiness
Goal: Help people feel safe, oriented, and comfortable in the group.

Example activity in Minecraft:
· Group builds a simple shared space (base, camp, hub).
· No time limit. No “right way.”
Game design / DND-style:
· Group creates shared world rules or group values together.
What you focus on
· Names, turn-taking, respectful tone
· Reinforcing that mistakes are okay
· Encouraging equal participation
What they learn
· The group has structure and boundaries
· It is safe to contribute ideas
· Mistakes are part of learning
· How to settle into a new group environment
Why this session matters
· Before teamwork or challenge can happen, participants must feel psychologically safe.





Session 2: Communication & Active Listening
Goal: Practise clear communication and listening.

Example activity in Minecraft:
· One person describes a structure. Others build it without seeing it.
Game design / DND-style:
· Group must share clues verbally to solve a scenario.
What you focus on
· Clarity of instructions.
· Not interrupting others.
· Asking for clarification when unsure.
· Checking understanding before acting.
What they learn
· Miscommunication happens easily.
· Listening is active, not passive.
· Clear communication improves outcomes.
· Questions prevent mistakes.
Why this session matters
· Strong communication is the foundation of all collaboration.




Session 3: Collaboration & Role Awareness
Goal: Learn how roles support teamwork.

Example activity in Minecraft:
· Assign roles: planner, builder, resource gatherer, timekeeper.
· Group builds something complex together.

Game design:
· One person designs rules, one visuals, one tests ideas.

What you focus on
· Respecting role boundaries.
· Negotiating responsibilities calmly.
· Avoiding dominance or withdrawal.
What is learned (Address core principals document for more)
· Teams function better with clear structure.
· Different strengths contribute in different ways.
· Collaboration requires coordination, not competition.
Why this session matters
· Role clarity reduces confusion and increases group efficiency.







Session 4: Problem Solving & Decision-Making
Goal: Practise analysing problems and choosing strategies.

Example activity in Minecraft:
· Limited resources challenge. Group must decide priorities.

Game design / DND-style:
· Group must choose between multiple risky paths with consequences.

What you focus on
· Slowing decisions down.
· Encouraging everyone’s input.
· Thinking through options before acting.
What is learned (Address core principals document for more)
· Decision-making is a process.
· Trade-offs are normal.
· There is rarely one perfect answer.
· Structured thinking improves results.
Why this session matters
· Strong decision-making builds independence and confidence.







Session 5: Adaptive Thinking & Flexibility
Goal: Learn to adjust when things change.

Example activity in Minecraft:
· Mid-task rule change (loss of tool, new constraint).

Game design:
· Original idea doesn’t work, must redesign quickly.

What you focus on
· Managing frustration.
· Encouraging alternative solutions.
· Staying calm when unexpected changes happen.
What is learned (Address core principals document for more)
· Change is part of progress.
· Flexibility improves performance.
· Setbacks do not equal failure.
· Emotional reactions can be managed.
Why this session matters
· Adaptability is essential in both social and professional environments.






Session 6: Emotional Regulation Under Pressure
Goal: Recognise and manage emotions during challenge.

Example activity in Minecraft:
· Timed group challenge with mild pressure.
Game design / DND-style:
· Scenario designed to provoke tension or urgency.
What you focus on
· Naming emotions.
· Pausing before reacting.
· Maintaining respectful communication under stress.
What is learned (Address core principals document for more)
· Emotions provide useful information.
· Regulation improves teamwork.
· Pressure does not require panic.
· Calm responses improve outcomes.
Why this session matters
· Emotional control strengthens collaboration and leadership.






Session 7: Leadership & Followership
Goal: Practise leading and supporting others.

Example activity in Minecraft:
· Leadership rotates every 10 minutes within the task.

Group planning:
· One person leads strategy, others advise and support.

What you focus on
· Clear leadership without control.
· Respectful support from others.
· Sharing authority appropriately.
What is learned (Address core principals document for more)
· Leadership is a learnable skill.
· Good leaders listen.
· Strong teams need strong supporters.
· Authority works best when shared responsibly.
Why this session matters
· Understanding both leadership and support roles builds balanced team members.







Session 8: Integration & Real-Life Application
Goal: Help skills transfer beyond the game.

Example activity 
· (See 1.2 for more understanding) Final group challenge combining communication, collaboration, adaptability, and regulation.
Reflection focus
· ‘Where else does this show up in your life?’
· ‘What skill surprised you?’
· ‘What would you do differently next time?’
What is learned (Address core principals document for more)
· Skills practised in-game apply outside it.
· Confidence builds through repetition.
· Self-awareness improves future decisions.
· Growth happens gradually over time.
Why this session matters
· Transfer is what turns structured play into meaningful development.



1.1. 
The order of sessions may vary depending on group interests and the natural progression of each session. For example, Session 6 may take place before Session 2 if leads or mentors determine that these better supports group dynamics, individual learning, or overall development.
Any changes to session order or structure will be clearly communicated at the start of new activities, including during initial briefings and reiterated throughout subsequent sessions to ensure clarity and continuity.

1.2. 
Some sessions, such as Session 8, may not include a predefined task or may involve limited initial guidance. In these cases, previous activities may be revisited and adapted to align with the updated session objectives, mentee interests, or developmental needs. Additionally, new or unique activities may be designed specifically for these sessions. By this stage of the programme, mentors will have developed a strong understanding of each mentee’s skills, strengths, and learning needs, enabling them to create tailored, high quality learning experiences. Additionally, task names might change along the way to better fit the understanding, but session plans will always be the same and present on each activity and briefing.

Safety → communication → collaboration → problem-solving → adaptability → regulation → leadership → transfer.
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