
CLIMBING MOUNT EVEREST:
AN ONLINE LEADERSHIP SIMULATION



1. The Mount Everest Expedition is a 
simulation designed to be used with teams 
of students to reinforce student learning in 
group dynamics and leadership. 

2. Students play one of 5 roles on a team of 
hikers attempting to summit the 
mountain. 

3. During each round of play,  they must 
collectively discuss whether to attempt the 
next camp en route to the summit. 

4. Ultimately, teams must climb through 5 
camps in 6 simulated days totaling 
approximately 1.5 actual hours of seat 
time.

ABOUT THE SIMULATION



1. Team members analyze information on weather, 
health conditions, supplies, goals, or hiking 
speed, and determine how much of that 
information to communicate to their 
teammates. 

2. Along the journey, the team must also decide 
how to effectively distribute supplies and 
oxygen bottles needed for the ascent--decisions 
which affect hiking speed, health, and ultimately 
the team's success in summiting the mountain. 

3. Failure to accurately communicate and analyze 
information as a team has negative 
consequences on team performance.

HOW DOES IT WORK?



1. At the conclusion of each day the team members 
must analyze all of their available data and 
determine whether to press on or rest. 

2. Depending on the role of the participant there is 
different data and information to consider while 
making their decisions.

3. The simulation end with one, all, or none of the 
players reaching the summit of Mount Everest. 

4. Once the simulation is over, the instructor of the 
class has access to aggregate class data, 
individual user and team performance results, 
and simulation configuration options.

HOW DOES IT WORK?



• During the simulation, participants with different 
roles participate in order to increase chance of 
success. 

• The team roles are:

1. Team Leader

2. Physician

3. Environmentalist

4. Marathoner

5. Photographer

6. And if there is one, an Observer

PARTICIPANT ROLES



LEADERSHIP

1. Everest simulation focuses on how teams 
make critical decisions and solve complex 
problems through sharing information among 
members to achieve common goals. 

2. When asymmetrical information and interests 
become an obstacle, it is the leader's role to 
enhance the teams’ chances to share 
information successfully and manage their 
progress and identify areas of mutual gain.  



PARTICIPANT BENEFITS

1. Collaboration, setting team goals, and critical 
decision making abilities are just some of the 
valuable real life skills that are experienced in 
this simulation.  

2. Participants develop insight as to how 
communication, reporting, evaluation, and team 
suggestions must be delivered accurately and in 
a timely manner. 

3. Leaders make decisions based on this 
information that result in team and individual 
consequences or rewards. Participants get to 
reflect on their actions and decisions in a 
post-simulation analysis promoting discourse 
within the group. 



ADDITIONAL SKILL DEVELOPMENT
This simulation enables participants to 
develop their skills in the following 
areas:

1. Active Intervention 

2. Encourage information sharing

3. Active listening

4. Time management

5. Requesting alternative ideas

6. Active communication

7. Productive Dialogue

8. Playback techniques

9. Constructive and rigorous debate  

10. Identify substantial risks

11. Identify common interests 



APPLICABILITY ACROSS LEARNING 
ENVIRONMENTS

K-12

Teachers in the 
Elementary grades can 
adapt this simulation to 
a social studies lesson, 
a science lesson, a 
computer lesson or 
even a mathematics 
lesson.  Papers/journals 
can be written on their 
experiences in the 
simulation.

Higher Ed

In HE, the simulation 
can be adapted to a 
statistics or a science 
class where groups of 
students can compare 
and analyze different 
behaviors or climb 
statistics, oxygen 
depletion or even 
weather conditions. 

Corporate

The simulation can be 
used as a motivational 
tool to bring together 
different departments 
and encourage a more 
amicable working 
environments.  

The Mount Everest Expedition Simulation is a great way to encourage student 
participation from kindergarten to higher education.  This expedition simulation is also 
a great way to encourage co-workers in the corporate environment to work cohesively 
towards one goal.



SECTIONS OF THE SIMULATION

Main 
Dashboard 

for 
Simulation 

Participants



INTRODUCTION

Introduction 
videos help to 

anchor learners 
into the 

instruction via key 
details and 

requirements.



KEY FACTS AT EACH LEVEL/CAMP

Key data is provided to each 
participant to help them make 

recommendations to the 
expedition leader.



SUPPLY AVAILABILITY AND USE

Team Leader 
sees what is 

happening to his 
team mates and 
data informs the 
decision making 

process.



COMMUNICATION

Chat helps 
team 

communicate 
with each 
other on 

whether to 
move forward 

to the next 
camp.



SUMMARY AND REFLECTION

Summary Reporting post the 
expedition enables further 

dialog and reflection among 
the participants.


