
Welcome to Bonaly!
Please meet at the Barn for your session

Packet Includes:

• Site Map
• Session Plan
• Standard Operating Procedure
• Risk Assessment
• Equipment Check List (On Back)
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Activity Pack:
Escape!
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Session Plan
ESCAPE! – Problem Solving Team Challenges

The leader supervising the activity must read and comply with the Standard Operating Procedure, 
Risk Assessment and instructions. The sign out sheet needs to be signed before using the 
activity; the supervising leader must supervise the activity for its entire duration and not hand 
over responsibility to any other person at any time.

Please meet at the Blair Barn for all self-led activities; a member of the Bonaly team is available to 
offer guidance and answer any questions at this time.

Description: 
ESCAPE is a series of five problem solving team challenges. First, The Vortex must be negotiated 
and there is only one safe route. Next is Shark Island and if you survive, the Spiders’ Web must 
be tackled. Now, the Unexploded Bomb must be defused before you attempt to cross the Acid 
Lake to freedom!

It is recommended to have teams of 4-6 for each activity. This means you could rotate 
multiple teams between activities.

Location: Activity area behind site one.

Equipment provided: Vortex answer sheet, Shark Island plank, Unexploded Bomb, fuses & lifting 
hook and Acid Lake crates and Exit Tokens (beanbags)

Time (2 hrs) Activity Details

0:00 – 0:10 Introduction of Activity 
& Safety Briefing

Introduce the activity and review 
safety rules.

15 - 20 minutes approx. The Vortex See Page 4

15 - 20 minutes approx. Shark Island See Page 5

15 -20 minutes approx. Spider's Web See Page 5

20-30 minutes approx. Unexploded Bomb See Page 6

20-30 minutes approx. Acid Lake See Page 7

10 minutes Debrief
Debrief activities with
the participants



Vortex - Session Plan
The Vortex

 The Challenge:

- You need to find the safe way through The Vortex – and there is only one route! 
One person at a time, the team try to navigate The Vortex by stepping from 
one hoop to another.

- If you step into an incorrect hoop the activity leader makes a buzzing noise and 
you return to the start - then the next team member has a go. When someone 
completes the challenge, they stay at the finish end and wait for the other team 
members.

- The challenge is completed when all the members of the team are safely 
through The Vortex.

The Rules:

- If you step into a wrong hoop, you will be zapped and you go back the start.

Leader Notes:

- This is a trial-and-error memory challenge.

- The activity leader is given the answer sheet.

Please be advised the red hoops are now 
white due to fading 



Shark Island + Spiders Web – Session Plan
Spiders’ Web

The Challenge  

- You must navigate your way through the Spiders’ Web from one end to the other 
without ringing the bells and waking the spiders.

- One person at a time, try and find a safe way through the web. When someone 
completes the challenge, they stay at the finish end and wait for the other team 
members.

- The challenge is completed when all the members of the team are safely 
through Spiders’ Web.

The Rules

- If a bell rings, return to the start.

Leader Notes

- If the challenge is completed quickly, the team can be asked to return to the 
start without ringing the bells; or try two (or more) people in the web at the same 
time.

Shark Island

The Challenge:

- You start with the whole team on the right-hand island and have to get the whole 
team to the furthest island without falling into the shark infested water. You 
must not jump between the islands, but there is a plank to help you.

- The challenge is complete when the whole team are safely on the left-hand 
island.

The Rules

- You must not jump between the islands!

- The plank must only be supported by team members standing on one end to act 
as a counterbalance. You must not hold the plank in any way i.e., using 
hands, sitting on it, supporting from underneath with toes etc.

- If anyone touches the ground, they are eaten by a shark and the whole team 
starts again from the first platform.

- If the plank touches the ground, it is stolen by a shark and the whole team starts 
again from the first platform.

Leader Notes:

- If the challenge is completed quickly, the team can be asked to return to the 
start without touching the ground – same rules apply. 



Defuse the Bomb- Session Plan
Defuse the Bomb

The Challenge

- The Unexploded Bomb needs to be removed from the live chamber and made safe by being placed in the “deactivation unit”. But, before the bomb can be moved, the detonators 
must be removed from their housing and placed in the correct coloured de-fusing pipe.

- The challenge is completed when the detonators are defused and the bomb deactivated.

The Rules

- The bomb and fuses can only be touched by the removal hook.

- Team members not operating a guide rope must be outside the red boundary rope.

- Team members operating the ropes must stand in the designated areas (hoops on the ground).

- The ropes are to be pulled slowly and gently to prevent the lifting hook swinging out of control and hitting anyone.

- Ropes must not be operated while the activity is being reset.

Leader Notes

- If the bomb or fuses are dropped, the activity leader can re-set them in the pipes.

- The fuses are colour coded and must be placed in the corresponding de-fusing pipe.

- Live chamber marked with black & yellow hazard tape.

- Deactivation unit marked with orange tape.

- Detonator housing – brown pipe.

- Detonator de-fusing pipe – black with coloured tape.

- The fuses are colour coded and must be placed in the corresponding de-fusing pipe.



Acid Lake- Session Plan
Acid Lake

The Challenge

- The team must cross the Acid Lake, collecting the Exit Tokens (coloured bean bags) needed to raise the exit barrier and allow their ESCAPE! Exit tokens must be thrown 
into the bucket to raise the exit barrier.

- The challenge is completed when all the members of the team are safely through the exit barrier.

The Rules

- No one can touch the ground (or tree stumps/tyres) in the acid lake area. This includes when the barrier has been raised.

- The crates provided are acid-proof.

- If anyone touches the ground, one Exit Token has to be given to the activity leader.

- If anyone touches the ground after the barrier has been raises, one Exit Token is removed from the bucket by the activity leader.

- Every team member must throw (at least) one Exit Token into the bucket.

- Crates must be passed between participants; they must not be thrown.

- Crates must not be moved in any way while participants are standing on them – no holding crates and jumping them.

- Participants must not jump between crates.

Leader Notes

- The team are given one less crate than the total number of people in the team. E.g., a team of 12 people will get 11 crates.

- For additional challenge, some crates can be scattered in the lake that the team must then go and collect

- Exit Tokens given back to the activity leader are to be placed back in the Acid Lake, so the team can re-collect them. It’s down to the discretion of the leader where they 
are put.

Sean Crossan



Standard Operating Procedure
Standard Operating Procedure – All Activities

Supervisors will be given copies of Standard Operating Procedures and Risk 
Assessments for the activity.

The safety of participants is at all times the responsibility of the supervisor.

The supervisor must:

• Read and comply with the Standard operating procedure, Risk Assessment and 
activity instructions.

• Complete the sign out sheet before using the activity.

• Must supervise the activity for its entire duration and not hand over 
responsibility to any other person at any time.

• Ensure there is adequate first aid provision.

• Maintain adequate group control at all times.

• Ensure participants are suitably attired for the prevailing weather conditions 
and activity.

• Be aware of any participant medical conditions that may affect the activity.

• Make participants aware of conditions underfoot.

• Fully brief participants on the activity, paying particular attention to risks 
highlighted in the Risk Assessments and Standard Operating Procedures.

• Report any loss or damage to the equipment/activity.

Standard Operating Procedure – Escape!

Activity leaders must be particularly vigilant for the below risks

Shark Island

• Participants must not jump between the platforms

• The plank must only be supported by team members standing on one end to act as a 
counterbalance. Participants must not hold the plank in any way i.e., using hands, 
sitting on it, supporting from underneath with toes etc.

Unexploded Bomb

• Participants not operating a guide rope must be outside the red boundary rope.

• Participants operating the ropes must stand in the designated areas (hoops on the 
ground).

• The ropes are to be pulled slowly and gently to prevent the lifting hook swinging out 
of controls and hitting a anyone.

• Ropes must not be operated while the activity is being reset.

Acid Lake

• Crates must be passed between participants; they must not be thrown.

• Crates must not be moved in any way while participants are standing on them – no 
holding crates and jumping them.

• Participants must not jump between crates.



Risk Assessment
Risk Assessment - Problem Solving Team Challenges – ESCAPE! 

No Hazard Who it effects Unmanaged 
risk 

Control measures Managed risk 

1 Insufficient 
Instruction/Supervision 

Participants, 
activity leader/s & 
other site users 

Medium ESCAPE! sessions to be run by suitably qualified / experienced person. 
Adequate group control to be maintained at all times or session should be 
stopped. 

Low 

2 Faulty equipment Participants Medium All equipment to be checked prior to each use. 
 

Low 

3 Injuries from: 
Falls, Slips, Ropes, 
Equipment and lifting. 

Participants 
 

Medium Clear instructions given before undertaking each task. 
Instructors to assess conditions and not use activities that are too slippery. 
Appropriate activities matched to groups abilities. 
Participants must not run in the activity area. 

Low 

4 Hypo/Hyperthermia and 
exposure 

Participants Medium Instructors to ensure participants have appropriate clothing for the 
prevailing conditions and to monitor participants during the session.  

Low 

5 Medical conditions that 
could affect the activity  

Participants Medium Instructors to check with group if there are any medical conditions/Injuries 
which may affect their participation. 

Low 

6 Slippery/uneven surfaces 
and trip hazards 

Instructors & 
activity leader/s 

Medium Instructors to make participants aware of conditions underfoot. 
Extra care to be taken in wet weather. 
Participants must not run in the activity area. 

Low 

7 Shark Island – crush injuries 
& falls 

Participants High The plank must only be supported by participants standing on one end to 
act as a counterbalance. They must not hold the plank in any way i.e. using 
hands, sitting on it, supporting from underneath with toes etc.  
Participants must not jump between platforms. 

Low 

8 Spider Web – entanglement 
and strangulation 

Participants Medium The activity leader must by vigilant and pay particular attention elastic 
wrapping round participant’s neck. 

Low 

9 Unexploded bomb – injury 
from lifting hook 

Participants & 
activity leader/s 

High The ropes are to be pulled slowly and gently to prevent the lifting hook 
swinging out of controls and hitting a participant. Participants not 
operating a guide rope must be outside the red rope boundary. Participants 
operating the ropes must stand in the designated areas. Ropes must not be 
operated while the activity is being reset. 

Low 

10 Acid Lake – falling from 
crates 

Participants & 
activity leader/s 

Medium  Crates must be passed between participants; they must not be thrown. 
Crates must not be moved in any way while participants are standing on 
them – no holding crates and jumping them. 
Participants must not jump between crates. 

Low 

Assessor Date Review Date 

Sean Crossan 21/01/26 21/01/27 

 



Equipment Check List

☐ Vortex Answer Sheet (see page 4)
☐ Shark Island Plank
☐ Unexploded Bomb (Blue Barrel)
☐ Exit Tokens (bean bags)
☐ Fuses 
☐ Acid Lake Crates (On Site)
☐ Lifting Hook (On Site)
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