ENERGIZER: CAPTAIN’S COMING

GOAL

· To have some silly fun and get the group energized. Also works to split into groups, if you don’t use exclusion as a factor.
SET-UP
· Cones or rope to mark off boundaries. You need a large space, not necessarily outside.

STORY & RULES


The group starts on one side (the ship) and must reach the island.  From there, they must then return back to the ship.  As the participants run from one side to the other, the facilitator will call out a command and the participants must group up into smaller groups and perform a specific action based on the command given.  The 5 commands are as follows. 

1 - Swab the Deck: participants pretend to mop the floor while whistling.

2 - Seasick: participants must get in pairs, one of the two bends over and the other leans over them from the side and pretends they are puking off a small boat. 

3 - Rowboat: participants get in groups of three; they are to form a line and begin acting like they are rowing a boat. 

4 - Crows nest: participants get in groups of four; three of them are to form a circle around the fourth person and kneel down so the person in the middle acts as a lookout. 

5 - Lighthouse: participants get in groups of five; one player stands as the tower, turning in a slow circle with their arms straight out like a beam of light.  The other four sit at that players feet facing out in four different directions.

6 - Dance the Jig: participants get in groups of six.  They get in a circle facing inward and do a jig, singing “Yo, ho ho and a Bottle of Rum!”
7 - Captains Coming: participants must stand at attention until the command “AT EASE” is given.  If the participant moves at all (including laughing) they are out.

You are ‘OUT’ if:
1. If participants are unable to find the correct number of people to perform the command.  
2. If the participants move at all during the captains coming command.  Other calls can be made during captain’s coming and if anyone moves, they are out unless “at ease” is called first.
3. When the participants get out they become hecklers who can try to make the others laugh when the captain’s coming.  (they are not allowed to touch those who are still in.)
4. The game is over when all participants are out.
SAFETY

· Grass may be slippery careful with having them run. 

· Running is not necessary, they could walk, hop, skip, etc…  

VARIATIONS
PROCESSING/DEBRIEF

· Listening   

