ENERGIZER: FINGER TAG

GOAL

· To have fun and get the participants involved  

SET-UP

· Get the group into a circle.

STORY & RULES


Tell the participants to do EXACTLY as you do. Yell something really loud (“AHHH!”) and raise your right hand, pointing into the air.  Once everyone has his or her correct hand in the air, yell another noise (“YOOO!”) and place your left hand palm up in front of you.  Then with a third noise (“BLOOOOP!”) place your right pointer finger into the palm of the person on the right.

1. On the count of three everyone must try to catch the person’s finger to their left and have their finger escape from the person on their right.  (Try to get them listening on the count and mix up the count i.e.… 1,2,4…. 3 – this is a teachable moment about listening carefully).
2. On the second attempt, switch hands so your left hand is now your pointer hand.
3. On the third attempt, use your right hand as the pointer, but this time put your pointer finger in the palm of the person on your left.
4. On the last try use either hand to point, the other palm out directly in front of you and on the (BLOOOOP) place your pointer finger into your own palm. This last action is a visual, experiential example of individual success.
SAFETY

· Advise participants to be careful of stabbing their neighbor in the palm if they have long nails.

· Advise participants to be careful not to claw their neighbor’s finger when trying to catch it.

· Advise participants to be careful not to hit their neighbor or themselves when trying to escape.

VARIATIONS

· Different sounds, group facing out, cross your arms, under the leg… Get creative! 
PROCESSING/DEBRIEF

· The more you play this game, the more you will get out of it. No need to debrief, but there are some opportunities to discuss safety, personal achievement, choices and consequences, and much more. 

