ENERGIZER: AH SO CO!

GOAL

· To create chaos and confusion, making for big laughs and smiles!

· To eliminate each member playing until there is only one (or two) champions.

SET-UP

· Create a circle with a group of at least 6, and no more than 15, (no shadows).
STORY & RULES

· You are a group of powerful mystics that have and know great magic.  This is a competition of your great powers.  This competition will go until there is one champion.  (You may want to revise this “one champion rule” later in the game if there are two champions who are relentless).  So we’re going to use our spirit hands in this competition.  There are three commands that we use with our spirit hands.  They are AH, SO, and CO.  At this point show the hand motion with the command:

· AH- Raise your hand to your ear, and then throw your arm out to point to a specific person with your hand.

· SO- Raise your hand above your head and point directly to the person next to you (it doesn’t matter which way).

· CO- Raise your arm across your chest, again pointing with your hand to the person directly next to you on either side.

· The command AH always begins the competition.  SO always follows second, and CO is always the ending command.  

· The trick is that this competition is one of speed and preciseness. The commands must be pronounced correctly with the right gesture in the correct order right after one another.  This is the only way to block the power of the other mystics who are trying to eliminate you.  

· At this point do one practice demonstration, with yourself and two others.  If you feel it is needed, let the entire group have one practice trial to get the hang of it.

· There is one last catch to this competition!  When a mystic is eliminated, it is their job, duty, and vengeance to try and mess up the remaining mystics who are still in the competition.  These mystics must circle around the competition shouting anything they want (G-rated).  It makes it especially difficult if they yell out the commands AH SO CO in a random order.

SAFETY

· Being cautious and aware to not hit the people around you with your pointing hands.

VARIATIONS

· The story is not necessary, if instead you would like to just explain the basics, or even change the story.
· A much simpler version is Zip Zap Boing. Zip the energy to your left or right, Zap it across the circle, Boing it to return it to the sender. Can be in any order. Make up your own hand motions!
PROCESSING/DEBRIEF

· Game is intended as a filler or an energizer, but it could be debriefed by facilitating a discussion regarding the individualism and competitive nature of the game.

