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Discuss the key features of an "adventurous" activity

In this essay, I will discuss the different key features needed for an adventurous activity. Many people have different ideas as to what an adventurous activity is and so there are many key features for an activity to be adventurous, many of which depend on the person that is taking part in the activity. Adventure can be defined as ‘an unusual, exciting and possibly dangerous activity, trip or experience, or the excitement produced by such activities’ (Cambridge Dictionary 2018).  

Colin Mortlock (2001) developed a 4-stage model for adventure which lays down the four levels of an adventure which consist of: 

Stage 1: Play:  Characterised by little emotion through relatively easy participation in activities which are below the person’s skill level, which moves on to
Stage 2: Adventure: Characterised by enjoyment and excitement, where a person is using his/her capabilities more fully, but the person maintains control over the situation and his/her self, this then moves on to 
Stage 3: Frontier Adventure: Characterised by peak experience, which emerges from a person experiencing adventurous challenges very close to his/her limits. If the person succeeds, then generally a peak experience is had, but there is a real risk of pushing too far and falling/failing, leading to 
Stage 4: Misadventure: Characterised by a person choosing or being forced to participate in challenges beyond his/her capabilities resulting in negative emotions (fear, hurt, etc.), possibly injury and even ultimately death
 (Mortlock, 1984). 

These stages show that there are varying levels of adventure and following these stages, a key feature of an adventurous activity would be for the person to be pushed out of their comfort zone but still maintain control, this is a key feature because it can fit any activity as it is dependent on the person participating and his/ her skill level, this is also because what one person considers play may be adventure or even frontier adventure to someone else. In group activities, which most adventurous activities are, there will be several stages happening all at once because different participants will experience the same experience differently.  Mortlock’s stages show us that adventure can be progressive, however they may not happen in that particular order and could jump around as the activity continues depending on variables that cannot be controlled and the people that are participating in the activity, someone can jump from being in play to frontier adventure if an unexpected incident happens such as a change in weather or an unforeseen circumstance which can send even the most experienced of people from adventure to misadventure without warning. 

Mortlock’s (1984) stages are backed up by a later model, the adventure experience paradigm developed by Simon Priest and Peter Martin (1986) which is similar but has an extra stage, Stage 5: Devastation and disaster: this breaks down the mortlock’s stages further, establishing that misadventure the event going wrong but only causing the feeling of fear or hurt without injury or even death and that in fact death and injury would all into a separate stage when the incident continues to go wrong or the problem cannot be solved. Priest and Martin developed their model of the bases of research done by Mortock, Ellis (1973) and Csikszentmihalyi (1975), they also say that there are ‘two critical underlying dimensions of adventure experience.’ (Neil 2007) These being competence and risk, this shows that for an activity to be adventurous there needs to be an element of risk that goes with it which can come from the activity itself or the environment / setting the activity is taking place in. There is also a need for a level of competence or skill for the participant, depending on an individual’s capability would depend on whether the activity for them was adventurous or not. 

Many people believe to have an adventure you need to travel somewhere, traditionally this would be going out for the day or traveling within the country to somewhere new, however, more recently it has evolved into international travel. This may be because travel is more accessible both financially and physically and so it is easier to travel to new places especially within the same country, therefore traveling to abroad can be seen as more exciting and adventurous than going somewhere within the same country. ‘Traveling to a new place creates a certain uncertainty as to whether the journey will be successful or not and can create new challenges physically, emotionally or psychological’ (Bowler, 2018), an adventure can be more than just a physical activity, it can also have an emotional impact on the person taking part and so can be related back to Mortlock’s (1984) stages of adventure as not only will the physical challenge be different but so will the emotional challenge that the activity will have on the participants and it will be different for every participant taking part in the activity as everyone reacts differently to the same situations. 

Adventurous activities can be used to build bonds between people whether this is on purpose or accidental. Everest (2015) shows that bonds can be formed between participants in an adventurous activity when thing go wrong, and it slips into misadventure (Mortlock 1984). Everest (2015) is based on a true story that shows how one participant saved another’s life twice even after being left for dead, this shows the kinds of bond that can form between participants when situations turn bad. However, bonds can be formed whilst the activity is still in a controlled environment, for example when work colleagues go to a resort to work on teamwork skills. This can be a key feature because it is essential for adventurous activities that are done in groups that there is some sense of a bond between the participants for the activity to work successfully.  Adventurous activities can help to create a unique bond between participants, however, the bond is normally found or realised at the end of the activity and so may not be classed as a key feature as such but more of an outcome of the activity. 

Another key feature could be that the activity is usually planned, participants in adventurous activities have normally signed up for the activity and are prepared to be pushed out of their comfort zones and are willing to try something new. Participants have normally decided they want to participate in the activities such as kayaking, climbing or sailing with a group of friends or colleagues etc. at an outdoor centre or out somewhere, however adventure can happen when it is least expected on a normal day for example if a person went to cross a road whilst looking at their mobile phone and they almost get hit that could be considered an adventure because it would cause an adrenaline rush and it would possibly be something new, it would have also sent that person from play to misadventure in less than a minute. 

In conclusion, there are no definite key features to adventure as they change with the participants and the activity, however, I believe that for an activity to be adventurous is must be an activity that pushes the participant out of their comfort zone whilst still maintain control over the situation whilst challenging and improving their skills. I believe that for an activity to be an adventurous activity can solely be decided by the person taking part in that activity as they alone know what their limits are and what how far they are willing to challenge those limits.

[bookmark: _GoBack]Word count: 1244 

Reference List

Bowler, H. (2018) [Facebook] 31 October (accessed 31 October 2018)

Cambridge Dictionary (2018) Adventure definition
Available at: https://dictionary.cambridge.org/dictionary/english/adventure (Accessed on: 31 October 2018)

Everest (2015) Directed by Baltasar Kormakur [DVD].  California: Universal Pictures.

Mortlock, C. (1984) The adventure Alternative. Cicerone Press: Cumbria, UK. 
Cited http://www.wilderdom.com/philosphy/MortlockAdventureAlternative.html
(Accessed on: 31 October 2018) 

Mortlock, C. (2001) Beyond Adventure. Reflections from the wilderness: an inner journey, Milnthorpe: Cicerone Press. 
Available on: http://www.arasite.org/mortlock.html  (Accessed on: 31 October 2018) 

Neil, J. (2007) The Adventure Experience Paradigm: Simon Priest 
Available on: http://www.wilderdom.com/philosophy/PriestAdventureExperienceParadigm.html
(Accessed on: 1 November 2018) 
2

