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Games have shaped my being so completely that it wasn’t even a question 
as to what the core of my teaching philosophy would be. As a Métis teacher, 
working in Canada’s North for the past 8 years, playing and engaging children 
in play has been my chosen method to connect with my students. It was 
through play that I learned my culture. 
 
In my youth, I was a Métis Youth Leader for Métis BC and promoted Métis 
games in my local community. During this time, I fostered a connection with 
my own Indigenous community. At this time, it was through working with our 
Elders and leading our youth in activities that I started to feel how important 
it is to have a place where your cultural-self is embraced, celebrated, and for 
many, like me, taught. I grew up with the knowledge of my ancestry, but 
without the teachings. It was through these activities and games (with 
embedded teachings) that I developed a curiosity for my ancestry and what 
that means for my cultural identity.  
 
Learning my traditional games started me on a journey of self-discovery. It is 
my hope that this handbook may provide that same start to a journey for 
someone else.  

 
 

About Me 

Although we are in 
different boats, you in 
your boat and we in 
our canoe, we share 
the same river of life. 
 
~ Chief Oren Lyons 
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Introduction 
 
ant to know how playing Indigenous games could help  
build connections in your classroom? Then you picked up 

the right handbook! This resource is intended for teachers and 
educational professionals as a collection of traditional Indigenous 
games and activities to help introduce or reconnect Indigenous 
learners to recreation, sport, and cooperative activities that reflect 
their own unique cultural heritage. Through consultation with Kaska 
Indigenous community members, a thorough reading of the cultural 
inclusion standards in the Yukon and an evaluation of current 
publications, this resource aims to be a very useful collection of 
activities for leaders working with our Indigenous children who are 
passionate about connecting culturally through play. 

  
So, what makes Indigenous games the picture-perfect vessel for 
connecting students to their educational content, personal culture, 
and classmates? Historically, many of these games were introduced 
by Elders to help children learn and develop the skills necessary for 
their personal and social survival. It is well known that traditional 
games focus on building skills like, agility and strength, that would 
be useful in hunting and gathering food. With simple skills, 
straightforward rules, and familial connection, the buy-in for 
students is quick and the payoff is exponential.  
  
Also, with the recent increase in the Yukon Educational 
Departmental support for cultural inclusion, the opportunity has 
arisen for educators to use traditional games in the classroom. 
Doing this, educators would help increase a child’s physical activity 
level, as well as strengthen their sense of culture, tradition and 
classroom community.  

W 
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Why Play? 
Play. The most understated aspect of childhood, but the  
fondest in our collective memories. It was through play that we practiced 
our societal norms, developed our own person and interacted with the 
world. Play as a learning tool is mandatory for classrooms, and using 
Indigenous games to create a deeper bond for our Indigenous learners is 
a great way to transfer generational knowledge while having fun. 
Historically, “play was a very important tool for the children’s social, 
physical, and mental development” (Miller, 2002, p 21).  
 
Play is also a catalyst for growth: not only growth in the physical sense, 
but spiritually, emotionally, cognitively and cultural growth. It is through 
play that we connect, learn, reflect and grow. More importantly, it is 
through play that we as educators can engage and then connect with our 
learners. Roberts, Arth & Bush (1959) state that historically “games 
occur[ed] so widely that it is an easy inference that they meet general 
human needs. They… [were] integrated into tribal cultures in many 
ways” (p. 598). By choosing culturally relevant games and sharing the 
imbedded historical knowledge within that game out on the land, we 
allow for an opportunity to connect with our children in a culturally 
responsive way.  
 
Play is so important in fact, that it has been “recognized by the United 
Nations High Commission for Human Rights as a right of every child” 
(Ginsburg, 2007, p. 182). Further, it is imperative to healthy brain 
development and is an essential aspect to learning, regardless of age. In 
fact, it is play that encourages a myriad of skills including: exploration, 
creativity, innovation, teamwork and social development. Hirsh-Pasek, 
K. and Golinkoff (2008) discussed Play and Learning and state that “play 
is a central ingredient in learning, allowing children to imitate adult 
behaviors, practice motor skills, process emotional events, and learn 
much about their world” (p. 1).  
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Play is not solely limited to skill development as many would assume, it 
is ideal for classroom settings. Students engage so easily when they enjoy 
the activity and through play, “an ideal opportunity for parents [and 
teachers] to engage fully with their children” is provided (Ginsburg, 2007, 
p. 183). 
 
In my experience, when we use play to guise knowledge and skill 
attainment, skills seem easier to learn. Involvement in play stimulates a 
child’s drive for exploration and discovery. Robertson, Morrissey, and 
Rouse (2018) write in their article, “Play-Based Learning can set your 
Child up for Success at School and Beyond”, that this motivates the child 
to gain mastery over their environment, promoting focus and 
concentration. It also enables the child to engage in flexible and higher-
level thinking processes deemed essential for the 21st century learner. 
These processes include inquiry, problem solving, analyzing, evaluating, 
applying knowledge and creativity (Robertson, Morrissey & Rouse, 
2018).  
 
For those interested in utilizing Indigenous Educational pedagogy, 
including traditional games in your curriculum will provide the same vital 
learning opportunities as other forms of play, but also provide a 
fundamental cultural component. The “potential connections between 
traditional Indigenous knowledge and contemporary curricula is 
particularly strong in Physical Education” (Kalyn, 2014). Indigenous 
educational pedagogy primarily identifies how knowledge can be 
transferred in Indigenous learning and cultural activities. Some key 
commonalities include: personal and holistic, experiential, land-based 
and intergenerational (Antoine et al., 2018).  
 
The personal and holistic quality of Indigenous education pedagogy 
focuses on the four interrelated dimensions of human development. 
Cindy Blackstock (2007), the executive director of the First Nations Child 
and Family Caring Society of Canada, identifies some interconnected 
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dimensions of knowledge that are common in Indigenous 
epistemologies: “emotional, spiritual, cognitive, and physical,” which are 
“informed by ancestral knowledge which is to be passed to future 
generations” (p. 4). Playing traditional games is a great way to internalize 
these traditional holistic teachings. The other experiential, place-based 
and intergenerational components that cumulate to make up Indigenous 
educational pedagogy are all visible in our traditional games.  
 

Holistic  
In the personal and holistic realm, 
Indigenous pedagogy focuses on helping 
to develop the person as a whole. This 
approach can be brought to life by 
providing opportunities for students to 
reflect on the four dimensions of 
knowledge (emotional, spiritual, 
cognitive and physical) when 
participating in traditional games. A 
“common goal has been to attain a 
mutual balance and harmony among 
animals, people, elements of nature, and the Spirit World” (Archibald, 2008, 
p.11) 
[Indigenous Cultural Competence]. (n.d.). Retrieved from http://empoweringthespirit.ca/instructional-design/ 

 

Experiential 
Indigenous pedagogies are experiential in nature 
because they emphasize learning by doing. 
Historically, young learners practiced skills and 
tasks needed for adulthood. Nowadays, this 
resembles learning through observation, action, 
and reflection. The games presented in this 
resource are experiential in nature.  

[First Nations Experiential Learning Cycle]. (n.d.). Retrieved from 
https://firstnationspedagogy.com/experiential.html 
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Place-based Education 

Indigenous pedagogies connect learning to a specific place. This 
learning can be about a place or in a place. I personally learned at a 
very young age that my 
connection to my land 
should be stronger then my 
connection to the people in 
my life. When playing 
Indigenous games, land and 
location are key for many 
activities. Finally, 
“experiential learning 
provides the Indigenous student with the task of being conscious about 
and taking responsibility for the reality of his/her own political and 
cultural awareness” (O’Connor, 2005, p.418).  
[Placed-Based Education]. (2017/02). Retrieved from https://www.gettingsmart.com/2017/02/what-is-
place-based-education/ 
 

Intergenerational 
The most respected educators in Indigenous 
communities have and will always be our Elders. 
These knowledge holders continue to pass our 
languages and teachings down to our youth. This 
knowledge is imbedded in our traditional games 
and through playing, we can connect with each 
other and the embedded wisdom and knowledge 
can be transposed to the next generation. Rogoff 
(2003) writes that children actively participate in their cultural 
communities, and therefore their development is influenced by cultural 
activities and traditions of their environment (Rogoff, p.218).  
 

[Leaving home]. (n.d.). Retrieved from https://ca.ctrinstitute.com/blog/intergenerational-trauma/ 
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Cultural Inclusion Standards - YUKON 
The Yukon Cultural Inclusion Standards were developed in 2016 as a way 
to help bridge the education gap between First Nations and non-first 
Nations students.  With approximately 1/3 of the student body across 
the Yukon Territory being of First Nation decent, with much higher 
concentrations out in rural communities, a plan was imperative. These 
Standards or “The Action Plan itself was born out of the Memorandum 
of Understanding on Education Partnerships, signed off by Canada, 
Yukon Government, Council of Yukon First Nations and now all 14 Yukon 
First Nations” (Cultural Inclusion Standards in all Schools, 2016, p. 1) 
  
The Yukon Cultural Inclusion minimum Standards are focused around: 

 

 
These four pillars are easily interwoven into our daily teachings when 
we integrate Indigenous games.  
 
  
  

 
 
 
 
 
 
 

Cultural Awareness Access to Knowledge 

Relationships  Languages  

Games and Indigenous Knowledge 
 

Games inherently contain knowledge and teachings from our 

ancestors. Games are passed down with the societal rules ingrained in 

them. In the article, “…it is not just a game…” by DinanThompson, 

Meldrum & Sellwood, Traditional Indigenous Games are “played in 

communities today reinforcing their focus of enjoyment, strengthening 

social bonds, sharing and sustaining cultures, and passing on 

traditional knowledge.”  
 

(DinanThompson, Meldum &Sellwood, 2014, p 1015) 
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Games  

Indigenous games are cultural wells. Through the active playing of these 
games in our communities today, we are reinforcing a “focus of 
enjoyment, strengthening social bonds, sharing and sustaining cultures, 
and passing on traditional knowledge” and having fun (DinanThompson, 
Meldrum & Sellwood, 2014, p 1015). Making these games and activities 
available to children and adults allows the transmission of a distinct 
worldview.  

This transmitted worldview teaches people not only physical skills 
(dexterity, eye-hand coordination, stretching and agility) but also 
teaches how to relate to one and other, how to have fun, how to test 
oneself, good sportsmanship and fair play (Dene Games, 2005). These 
skills are invaluable to teaching our children how to live in our world.  

If you were STILL looking for a motive to try Indigenous games with your 
students, here are some vital reasons:  

o Embracing elements of the local Indigenous culture communicates that the 
culture is valuable and worthy of inclusion.  

o A lot of Indigenous games are played outdoors and can be easily integrated 
into our outdoor classrooms.  

o Indigenous games present opportunities for leadership development and peer 
cooperation.  

o Seeing success in non-western sports creates positive mental health.  
o Indigenous games demand a variety of skills and abilities  
o Indigenous games promote community relationships within the school.  
o Indigenous games promote lifelong physical activity. Most of these games 

don’t need a lot of equipment or space and they can be played inside or 
outside.  

o Indigenous games allow us to test ability, strength, agility, endurance, and 
patience.  

o Indigenous games reinforce the power of Indigenous culture and the 
importance of traditional ways of having fun on the land (Dene Games, 2005) 
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Traditional Games: 
 
Dene Hand Games      pg.13 
Arctic Sports: Seal Crawl     pg.16 
Arctic Sports: Kneel Jump    pg.17 
Arctic Sports: Caribou Hop    pg.18 
Arctic Sports: Two-Foot High Kick  pg.19 
Arctic Sports: One-Foot High Kick  pg.20 
Arctic Sports: Stick Pull     pg.21 
Arctic Sports: Leg Wrestle    pg.22 
Back Slapping Race      pg.23 
Snow-snake         pg.24 
Make the Stick Jump     pg.25 
Rattler              pg.26 
Sticks in the Fist        pg.27 
Lacrosse          pg.28 
The Spear Game       pg.30 
The Rock Throw       pg.31 
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People & Groupings: Dene  
This is a popular Dene social game.  
People all over North America travel 
long distances to play and socialize.   
 

Dene Hand Games 
   

 
 

 
 
 
 

 
 

 

 

 
How to Play: 
Object: Teams win counting sticks by misleading the opposing team 
about the location of a small object hidden in either hand. 
Teams sit across from each other with a drummer/ caller at one end. 
The team who wins all the counting sticks wins the round; the game is 
played best of three.  
 
Starting the Game: 
At the start, 12 sticks will be placed between the opposing teams.  
 
All players kneel on the mat and face the opposing team. The opposing 
captains will play one-on-one to start the game. The winning captain’s 
team will get to hide their objects first. Drumming starts and the 
winning team proceeds to place their hands under their coats. Here 
they must hide the object in one hand. Once everyone is ready, the 
players present their hands to the other team, using facial gestures, 
body movements and sounds they try to outsmart the captain of the 
other team, who is trying to guess. Often upon presenting their closed 
hands, players will have their arms crossed, straight or in a creative 
positioning.   TIP: Once your hands are presented, you cannot move 
your  arm/hand positioning.  

Age Group:    5 to Elder  

Location:  
Small area inside or outside 

Equipment: 

• Mats or blanket, Small objects (pebble size), 12 Counting sticks  
 

Cultural Standard Connection:  
Relationships and Access to Knowledge 
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What are the Captain signals? 
In order for the captain to pick which hand the opponents have their 
object in, they use a variety of signals. Here are three common hand 
signals:   
 
Signal #1: One hand splitting the team 
With the signal hand pointed between the players, it 
splits the group at that location. This means all hands 
closest to the captain’s hand have been selected. This 
means the two inside hands of the players on either side 
of the hand, and the inside hands of all other players 
must open.  
 
Signal #2 Index finger pointing in one direction 
Captain points his fingers with the thumb hidden. 
Meaning, it is all hands to the right or left depending on 
which is being directed.  
 
 
 
Signal #3 Index finger with thumb pointing in one 
direction 
This advanced move splits the team in 3 places. If you 
are on the thumb side of the split you must show you 
inside hand. If you are on the index finger side you show 
either your right/left hand depending on direction.  
 
Playing the game: 
Once a captain has won, their team hides their hands under their 
jackets and scrunches over. Once each player decides which hand to 
hide their item in, they all sit up together and usually wave their arms 
to the drum beat. 
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Before the captain on the opposing team can make a signal, they make 
a loud sound or action, letting everyone know they are ready to guess. 
Once they make their gesture, the players must show their closed first 
if the object is there. If the object is not there, the captain guessed 
wrong and the opposing player must show the other hand containing 
the item. This player gets to keep playing.  
This repeats until the captain has found all the items hidden.  
 
Awarding points (sticks): 
During the game, each time a captain is wrong in their guess, a stick is 
awarded to that team.  
 
For example, there are 4 players on a team. If the captain guesses and 
makes 1 correct guess and 3 incorrect guesses, the opposition receives 
3 sticks. This continues until all players are eliminated, at this point, the 
other team hides their items and attempts to win all 12 sticks.  
 
This will continue until all sticks have been taken away from either 
team. The match is best out of 3.  
 
 
 
 
 

History of Dene Hand Games: 
The handgames were played years ago as a form of gambling 
among friends and different groups. Often the games were 
played to gamble for bullets, furs, dogs, toboggans, or stick 

matches. Today, however, the Handgames is played in cultural 
centers, festivals, potlatch and other community events. 

(Dene Games, 2005) 



 16 

People & Groupings: Arctic  
 

Arctic Sports: Seal Crawl  
 
 

 
 
 
 

 
 

 

 

 
 
 
 
How to Play: 
Object: Drag yourself in a seal like fashion, the farthest.  
 
Playing the game:  
Individual racers lay face down behind a line with their legs crossed. 
When ready, the racers push themselves and their hips off the ground 
and drag their feet, (like a seal) along the floor. They cannot stop or 
drop their hips.  
 
The participant who travels the farthest distance wins.  

 
 
 
 
 

[Seal Crawl]. (n.d.). Retrieved from 
https://www.jenshaven.k12.nf.ca/IGgrassroots/Page_8x.html 

Age Group:    3 to Elder  

Location:  
Flat, smooth location for easy 

sliding  

Equipment:  Socked feet 

Cultural Standard Connection:  
Cultural Awareness 
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This activity was used to practice 

jumping out to the caribou who 

were on the river during breakup 

People & Groupings: Arctic  
 

Arctic Sports: Caribou Hop 
   

 
 

 
 
 
 

 
 

 

 

 
 
How to Play: 
Object: Hop in coordinated, rhythmic fashion 
 
Playing the game:  
Individual racers start with feet together. They hop landing on right 
foot, then tuck their left foot behind, landing on it next. Then hopping 
back onto their right foot and finally hopping and landing on two feet.  
 
Winner is determined by the person who has completed the correct 
sequence of steps and has the farthest distance.  
 
Historical Connection: This game was used by youth to practice 
jumping from ice drift to ice drift (like the caribou) as the spring-
breakup occurred. 

 
 
 

Age Group:    6 to Elder  

Location:  
Flat, smooth location, inside or 

outside  

Equipment: 
 Measuring devices 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Arctic 
 

Arctic Sports: Kneel Jump 
   

 
 

 
 
 
 

 
 

 

 

 
 
 
 
 
 
 

[The Kneel Jump]. (n.d.). Retrieved from https://www.athropolis.com/news-upload/11-
data/kneeljump.htm 

 

How to Play: 
Object: Hop from your knees, landing on your feet.  
 
Playing the game:  
Individual participants take turns. Start by kneeling down and sitting 
with the tops of your feet on the ground. You can now rock back and 
forth but your butt must always touch your feet. Swinging your arms 
for momentum, hop forward as far as you can and land on two feet.  
 
Historical Connection: This game was explained to me from an Elder at 
a Fish camp once. When sitting around the fishing hole in the ice, you 
need to be able to hop up and jig your line quickly, snagging a fish.  

Age Group:    3 to Elder  

Location:  
Flat, smooth location  

Equipment: Bare feet, measuring tape, clipboard  

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Arctic  
 

Arctic Sports: Two-Foot-High-Kick 
   

 
 

 
 
 
 

 
 

 

 

 
 
 
How to Play: 
Object: Kick the target with two feet at the same time.  
 
Playing the game: Walk or run toward the target. Jump from both feet 
and keeping feet together, kick target. Land on two feet and maintain 
balance.  
 
Scoring: The starting height is determined by the competitors and the 
judges, depending on skill levels. Three tries are given each competitor 
at each height. The target is moved up slowly. Competitors must hit the 
target clearly with two feet. The competitor who has recorded the 
greatest height wins.  
 
 

 
[Two foot high kick]. (n.d.). 
Retrieved from: 
https://ascnwt.ca/community-
programming/northern-dene-games 

Age Group:    6 and up  

Location:  
Flat, smooth location  

Equipment: 
 Kickstand or rope and basketball net 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Arctic 
 

 

Arctic Sports: One Foot High-Kick 
   

 
 

 
 
 
 

 
 
 
 

 

 
 
 
How to Play: 
Object: To kick the target with 
one foot 
 
Playing the game: A target 
(usually a seal skin ball) is set at a pre-determined height. The athlete 
takes a running start or take off on both feet. While in the air, the 
athlete must attempt to kick or touch the target with one foot. The key 
is to land on the foot that touched the target. The athlete is allowed to 
hop on that foot until they have regained their balance. The height of 
the ball increases until only one athlete is left.  

 
 

[One foot high kick]. (n.d.). Retrieved from: https://ascnwt.ca/community-
programming/northern-dene-game 

 

Age Group:    6 and up 

Location:  
Flat, smooth location 

Equipment: Kick stand 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Dene  
 

Arctic Sports: Stick Pull 
   

 
 

 
 
 
 

 
 

 

 

 
How to Play: 
Object: to pull the stick out of the opponent’s hand 
 
Playing the game:  
Standing shoulder to shoulder. Opponents right 
feet must touch each other. Arms must be 
straight and hands must be open, waiting for the 
stick to be placed properly by the judge. 
Opponents are asked to grip the stick and equal 
distance from the middle. When the judge says, “ready, pull”, the 
opponents must try to pull the stick out of each other’s hand.  
 
Historical Connection: The Stick Pull was used to help strengthen the 
hands and wrists of the Dene and prepare them for the fishing season. 
Often large fish would swim along the shoreline, the Dene would reach 
down and grab the fish near the middle and throw it onshore. This skill 
required quickness, eye-hand coordination, and great wrist/finger 
strength. To practice for this, Dene men would challenge each-other to 
the stick pull.  
 

[Stick Pull]. (n.d.). Retrieved from: https://ascnwt.ca/community-programming/northern-dene-games 

Age Group:    3 to Elder  

Location: inside or outside 
 
Equipment:  

- Stick (about a foot long) 
- Crisco oil if playing ‘greased” 

  

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Arctic 
• First recorded in the 1500s 

 

Arctic Sports: Leg Wrestle 
   

 
 

 
 
 
 

 
 

 

 

 
How to Play: 
Object: To flip the other player 
Playing the game:  

1. First, both contestants must lie down side-by-side, touching each other, 
with their backs on the ground in such a way, that their heads are in 
opposite directions, and their hips are at the same level. 

2. The contestants now simultaneously lift their legs which are adjacent to 
each other, three times, perpendicular to the floor. 

3. Each time their legs are raised perpendicular to the ground, the players 
must shout 1, 2, 3, Go! 

4. On the third attempt, instead of taking their leg back down, the players 
must lock their leg with the others at the knee or ankle, and attempt to 
push the opponent's leg forwards, forcing the opponent to do a 
backward flip, without moving any other part of their bodies. 

5. Once a player flips his opponent completely over, the match ends, and 
the winner is declared. If it's a tournament, the process will continue 
until only one victor remains. 

6. During the game, no other body part may be used for leverage, and the 
leg which is not in use is to be kept completely flat on the ground till the 

end of the match. 

Age Group:    3 to Elder  

Location:  
Flat indoors or outdoors  

Equipment: None 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Dene 
 
Historically: markers were placed at 
further distances to challenge runners  
 

Back-Slapping Race 
   

 
 

 
 
 
 

 
 

 

 
 
 
How to Play: 
Object: Gently slap the back of their opponent  
 
Playing the game:  

1. Mark out a square perimeter.  
2. Runners position themselves on opposite corners outside the 

marked course.  
3. Once signalled, the runners run around the marked course. They 

must catch and slap their opponents back. The first runner to slap 
their opponent is declared the leader.  

 
 
 
 
 
 

Age Group:    Intermediate and up  

Location:  
Large outdoor or indoor area 

Equipment: 
 Cone markers  

Cultural Standard Connection:  
Cultural Awareness 

So when they got there,  

Raven said that they would start running 

To find out who traveled the fastest 

And that was a race. 

Now all the people began running 

And there was a wolverine 

That started outdistancing the rest…  

Now he had also established a custom of racing,  

They play all kinds of games now.  

- Catherine Attla, Huslia   
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People & Groupings: 
Haudenosaunee and Anishinaabe 

Snowsnake 
   

 
 

 
 
 
 

 
 

 

  

 
 
How to Play: 
Object: to throw a spear-like object over a flat surface of snow (Anish.) 
  or to throw a spear-like object on a built-up snow-snake track (Haude.) 
 
Playing the game:  
 

1. Each player takes three to five smooth sticks.  
2. Shovel a space that is at least 12-feet long.  
3. Hold the stick in a palm-up grip and when throwing, rest the stick 

on your palm at waist height with knuckles facing down.  
4. At the throwing line, be sure to get low, thus preventing the spear 

from sticking into the snow.  
5. No part of the throwers body may cross the throwing line.  

 
 
[Snowsnake]. (n.d.). Retrieved from:  
https://indiancountrytoday.com/archive/learning- 
to-play-snow-snake-is-a-sacred-rite-of-passage- 
bRMOL7WHIkeRkLtm3KtXOQ 

 

Age Group:    8 and up 

Location:  
Winter, open area   

Equipment: 

• Smooth sticks or dowel rods about 2-feet long (3 to 5 for each 
player) • Paint or markers  

 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Blackfoot 
This game practiced aim for hunting 

ground animals 
 

Make the Stick Jump 
   

 
 

 
 
 

 
 

 

 

 
 
How to Play: 
Object: To knock down the sticks before the other team.  
 
Playing the game:  

1. Place sticks in a line in the ground (or in a cone on the floor).  
2. Sticks should be placed 1 metre apart, but 

can be adjusted depending on the age of the 
participants. (Traditionally the sticks are 
spaced 6 feet (about 2 m) apart.)  

3. 3 players stand behind a starting line, facing 
the first stick. The first player has 3 bean 
bags or rocks.  

4. 3 players stand behind a starting line on the 
opposite side of the playing area, facing the 
other players in line opposite to them. The first player in this line 
has 3 bean bags or rocks.  

5. Players take turns trying to knock down each numbered stick with 
a bean bag or rock, beginning with the closest stick.  

6. Each player attempts 3 throws, alternating from each starting line. 

 

Age Group:    8 to Elder  

Location:  
Indoor or outdoor 
Equipment: 
5 marking sticks, 6 bean bags, cones if indoor 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Blackfoot 
In the past, the person with the rattle was the 

snake and the blindfolded person was the hunter. 
This game allowed players to practice their survival 

skills and their ability to hunt small game. 
 

Rattler 
   

 
 

 
 
 
 

 
 

 

 

 
 
 
 
How to Play: 

Object: The ‘hunter’ needs to try and catch the ball.  
 
Playing the game:  

• Participants form a circle, with one participant blindfolded, sitting 
in the middle.  

•  A “rattling ball”, or a ball with small rocks, pebbles, beans, etc. 
contained inside, is tossed around by participants who are 
forming the circle.  

• The blindfolded person tries to catch the ball and once the ball is 
caught, a new participant is blindfolded and takes the spot in the 
middle.  

 
 
 

Age Group:    3 to Elder  

Location:  
Large enough space, to 
make a circle 

Equipment: 
 Rattling ball; or a ball you could put small pebbles in 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Cree, Blackfoot, 

Inuit, Assiniboine and Skowkale 

 

This game was traditionally played by women  

and then later, was a game played between 

communities to exchange certain goods. 

  

Sticks in the Fist 
   

 
 

 
 
 
 

 
 

 

 

 
 
 
 
How to Play: 

Object: Find the marked stick 
 
Playing the game:  

• One participant holds the bundle of sticks in one hand and begins 
drawing sticks from the bundle.   

• The round ends when the participant draws the “marked” stick.  

• Bundle can then be passed to another participant who will begin 
again to draw sticks from the bundle in an attempt to avoid 
marked stick.  

• Game can be repeated in hopes of participants improving their 
score 

 
 
 

Age Group:    5 and up  

Location:  
Quiet area indoor or outdoor  

Equipment: 
10 sticks cut so they fit into a fist 
One stick has a mark on the bottom  

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: Iroquois 

 
           

Lacrosse 
   

 
 

 
 
 
 

 
 

 

 

 
 
How to Play: 

Object:  Toss the ball into the opposing team’s goal.  
 
FUN FACT: Traditionally Lacrosse was played by members of the same Nation the 

Anishinaabe played by the Anishinaabe.  

 
Playing the game:  
 

Historically, Lacrosse was played with racquets made out of wood, 
connected to pouches (traditionally made out of hide), which players 
use to toss a ball (traditionally made with deerskin, back and forth in 
order to score on the opposing team’s goal. 
 
North American Indigenous people began playing a form of lacrosse 
several centuries ago in preparation for battle. It was called 
“Baggataway” and games lasted up to several days. French missionaries 
to North America gave lacrosse its modern name, as the stick the 
Indians played with resembled a bishop’s staff - “crosse” in French. The 
game as it is played today originated around 1840. Canada declared 
lacrosse, not hockey, its national game in 1867 

Age Group:    Youth and up 
Location:  
Large flat area, inside or outside 

Equipment: 
Two nets, lacrosse sticks and a lacrosse ball 

Cultural Standard Connection:  
Cultural Awareness 
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Playing the game today:  
Lacrosse teams use netted sticks to carry, pass, and shoot a ball along a 
field in an effort to score goals. A goal counts as one point and is scored 
when the lacrosse ball completely crosses the opposing goal line 
between the posts and under the crossbar. The team scoring the 
greater number of goals in the allotted time wins the game.  
 
What's Needed? Lacrosse stick, solid rubber ball, helmet with face 
guard and chin strap, lacrosse gloves, shoulder and elbow pads, cleats 
or sneakers, shorts and team jersey, mouth guard, and athletic 
supporter with cup.  
 

Playing the game:  

• Two teams of ten players are on the field at one time. 

• On face-offs, players must remain in their respective playing 
zones until one team gains possession of the ball.  

• Teams must have at least four players in their defending half and 
three players in their attacking half of the field at all times. 

• Midfielders (or Middies) - As the main ball carriers on the team, 
middies cover the entire length of the field playing both offense 
and defense.  

• Attackers - Positioned in the opposing goal area, they are typically 
the best stick handlers and are the primary goal scorers on the 
team.  

• Defenders - Play in the defending goal area around their goal 
crease. These players use longer sticks that enable them to better 
“poke check” the sticks of opposing ball carriers.  

• Goalie - Plays inside the “goal crease” in front of his team’s goal. 
He is the only player allowed to touch the ball with his hands, but 
can only do so when blocking shots inside his goal crease.  
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People & Groupings: All 
Practice hitting a moving target 
for small game hunting  
 

The Spear Game 
   

 
 

 
 
 
 

 
 

 

 

 
 
Object: Throw the spear through the moving hoop hitting a target 
 
Traditional Equipment: 
The Spear: The spear is about 6 ft long and made of willow branch 
because of its’ pliability, and easiness to straighten out. Training spears 
varied in sizes to make them easier for smaller youth to hold. The 
spearhead itself, could be made of flint, quartzite, or jade or the spear 
was simply sharpened to a point.   

The Hoop: Traditionally made of Rye grass and varied anywhere from 6 
inches to 2 ft. in diameter. Inside the hoop were four small rawhide 
targets.  

 
How to Play: 
 The thrower of the spear waits until someone rolls the willow 
hoop a distance in front of them. The object is to thrown the spear 
through the hoop, hopefully hitting one of the targets on the hoop.   
 

Age Group:    8 to Elder  

Location:  
Outside in an open area 

Equipment: 
Spears and willow hoops (small hoops) 
 
 

Cultural Standard Connection:  
Cultural Awareness 
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People & Groupings: All 
Used to train young hunters in small game  
 

The Rock Throw 
   

 
 

 
 
 
 

 
 

 

 

 
 
 
Object: To see how many times you can hit and knock over the target.  
 
How to Play: 
 
Throwing one rock at a time, you have three chances to knock over the 
target.  
  
 
 

 
 
 
 
 
 
 
 

Age Group:    3 to Elder  

Location:  
Inside or outside 
 
Equipment: 
 Rocks (golf balls) and two up-side down T-Shaped targets 
  

Cultural Standard Connection:  
Cultural Awareness 
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Conclusion 
 

Indigenous games provide a unique opportunity for all 
educators to be culturally inclusive in a unique and fun 
way. In my experience, students love engaging in these 

games and it has changed how I interact with my 
students.  

 
It can do the same for you, if you give it a shot.  

 
 
 
 

 
 
 
 
 

[Tiskus, Berl]. (7/3/2013). Retrieved from: http://www.valleyjournal.net/Article/5760/International-Native-Games-
Society-holds-conference 
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