Blindfold Maze Embers

WWW.campaugusta.org

Theme Exploring life struggles through the medium of a maze game.
Age of campers: 14-16
Time allotted/actual: 60-75 minutes

L ocation: Any outdoor location where there is safe room to move around on afla surface, but aso gructures to wrgp twine around
and create suspended lines.

Props/Materials/Symbols. Enough twine to make a sma| maze to wander around in. 200-300 ft will do.

Prep done Set up amaze by tying chest-high (for campers) lines of twine between various trees and other structures. Thetrick hereis
to make it large enough to wander around in, but smal enoughthat it istheoreticdly possible to redize the truth: there is noway out!

OpeningMood set: Instruct participants: You will be entering amaze. Thereisonly one way out. If you are struggling, go ahead and
raise your hand to ask for hep, and | will point youinthe right direction. Youmay not urtie/cut anything, nor go over/under the
twine, and you may not tak.

Questiong/Activities:

1% activity: Lead participants blindfolded into the space (creat e an opening in the twinetha you cose as soon as everyone enters). If a
participant raises their hand, remove them from the maze and take off the r blindfold. End activity when everyone has asked for hep,
or eglier.

2n activity: Have partidipants describe experience with atention to ther thought process—How did you decide when to ask for hdp?
Wha fedings accompanied this experience?

3 activity: Did this activity demonstrate a strength or weskness in your ability to ask for he p? What did you learn about yoursd {?
Why do people avoid asking for hd p?

Closing: Ask the campers to reflect on their experiencein silence as you return.

Were other peopleinvdved? It isvery hdpful here to have hdp setting up the maze. If donein advance, it will save you time and
focus to engage more fully in themetaphor and facilitate.

Thoudhts on pacing? The part toredly press hereis the ritua of preparing for doing, and unpacking the maze experience. Each part
reved s another piece of the big picture that is oné s pahway through emotions like confusion, he plessness, a sense of lostness, asking
for help and the fedings about onesdf that go with it. Letting thosemoments hgppen slowly is supportive of the ultimate message.

What would you changenexttime/ what did you learn / howwould you enhanceit? It would be interesting to see what eff ects
the campers fdt each other’ s presence in the maze had and how that influenced ther behavior or strategy. Were there temptations to
follow someone dse? Did you wait to see if others gave up before you? Why?

Camper feedback: Significantly high ratings.



