Levels of Trust (Mousetraps) Embers

WWW. campaugusta org

Theme Examining our leves of trust with each other through the medium of mild pain aversion (perceived; thereis very, very litile
actud threst).

Age of campers: 11-15

Time allotted/actual: 45 minues

L ocation: Anywherewd| lit sotha you can see what you are doing with careful precision.
Props/Materials/Symbols. Severd old fashioned sngpping mousetraps (1 per person).

Prep done Spend sometime with the trgps in advance and get very comfortabl e with setting and triggering them without getting hurt.
Thisisactudly quite essy. Simply watch the sngp area carefully as you set and keep dl hand parts avay from it by securing the metd
lever with your thumb asyou set. Once s¢t, lay the trgp carefully on your FLAT hand. With the oppodte hand FLAT and facing it,
sandwich the trgp in both hands and press firmly. This will trigger thetrap but not dlow it to spring because of the we ght of your
hands. On the count of three, rd ease your top hand rgpidly up and away from the trap. It will sngp instantly and flip off of your hand
on to thefloor, leaving you uninjured. Dothisseverd times until you get the hang of it and are comfort &bl e teaching someone else.

OpeningMood set: Introduce the topic of the embers and show the campers that you have something for them to experiment with.
Ask them what ther perceved leve of pain might be from getting sngpped. Ask them how safe they fed using the trgps or setting
them. Save those answers for discussion a the end.

Questiong/Activities:

1% activity: Ask the campers if they want to try what you show them. Set, trigger and snap thetrap severa times with ease and
comfort in front of them. Ask them to continuethinking about their perceived leve of pain that might come from getting snapped and
think about whether they think it ispossible to use thetrap and completdy avoid injury of any kind. For those that do want totry, wak
them through the process with you, one a atime and use their hand as the top of the sandwich when sngpping the trap.

2" activity: Try these questions:

e Why didyou decidetotry it/na try it?

e Ifyou tried it, wha made youtrust or be sure that it was safe or not safe?

e |f another person had done this with you, would you have trusted himyher? What about another camper?

e What wasittha made youtrust mein paticular? Isit tha | am your counsd or/parent/guardian and | “ shoud” be trustworthy?
Or is it more the actions | have taken before that made you trust me?

e What other situations are there were you would choose to trust (or not trust) someone dseina potentidly dangerous situation?
(examples: firefighters, military, your parents)

e |sthere someone you know that you trust for other reasons than their position? A person tha you would trust with something
like thisbut others who didn't know the person wouldn't? What characteristics does this person have that make him/her
trustworthy?

e What happens if someone you trust bresks tha trust? For example, what would you have fdt if you did exactly as | told you
and still the mousetrap snapped your hand?

e What takes longer, tobuild or to erase trust?

3 activity: Try rounds of trust snapping where the campers work with each other, and trigger and snagp trgps that one another are
holding. If they excd a this and want to continue, try offering a blindfold and asking if anyoneis willingtotrust listening onlyto
verbd instructions guiding them to your hand with the waiting trap.

Closing: Process and debrief what kinds of trust this exercise asked for, and where everyone stands with it. What, if any, changes has
this prompted to your view of trust and the perception of pain, and how you work to avoidit. How does themetaphor presented by the
traps relae to how we use other seemingly dangerous things---from power tools to high ropes courses---and use them safdy everyday?

Were other peopleinvdved? It isvery hdpful with this embers depending onthe number of campers to have a second par of hands
present that are comfort able with the traps and how to utilize them with this metgphor in mind



Thoudhts on pacing? A lot of time may betaken, depending on the campers, to play with the trgps and gain comfort with them. Same
campers may opt out entirdy and never touch the trgos no mater what the discussion ensues. Allow bah of these things with
empathetic understanding; they are both vitd pointsto consider inthe ending d scussions.

What would you changenexttime/ what did you learn / howwould you enhanceit? Advanced mousetrgp games---house of cards
stacking, instinct games, etc, aredl potentid additionsto this for groups tha get very comfortable, and can present useful metgphors
for skill competence when teaching aout amost any other skill that has a perceived danger or risk dement to it.

Camper feedback: The positive nature of feedback is amost aways directly corrdaed with the degree to which a particular camper
warmed up to the idea and begin totrust the process and use the trgps. That said, it is important to assessyour group when sdecting
this idea



