Leg Twist

Action

6. LEG TWIST

Equipment: None

Stance and Start: Both opponents lay flat
on floor on their sides facing in opposite
direction. The foot which is resting on the
floor (closest to the floor) is matched with
opponent’s same foot from toe to heel.
The other foot is hooked with opponent’s
foot. Both hands are grabbed under the
knees.

Movement: Using body strength, try to
flip opponent and make him sit up, or
lose ankle grip. Switch legs.

Judging and Scoring: Hands must come
loose from under knees. Best out of three
attempts.

AL e AP

D% 5C 5D NG LP*qo J¥DC

B. =D® o oD 5Nk LP>o JbDC
<AILE: ACShbA<Sb D5t

AN AL IR - DC o LMt N5
ACDNEE KoLt ACDPs_IE ANLE
6% N D (Shome 5t o NS_IC) <IPloe-t
LPLMe ANLYE. ANLDC A%BCoC
AP LN PSTAC JC L NJMoNeE.

QD'—;TQ’PC: _DP_)LCq[__oC qP/\mLo_qu_)J
ASNE AP Na /<8 5J DR e ¢5d3L
bANd P> .

N ADNC: GHLNE MM <ol 7Y o°.
ABLAATDS N NS o,

—5d




-

Parka Rotation
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7. PARKA ROTATION
Equipment: Big parka

Stance and Start: Two people grab
competitor wearing parka by the
shoulders. Feet of competitor can be
placed together or one foot slightly in
front of the other.

Movement: Competitor lifts legs up and
over in backward roll while suspended in
parka at shoulders. If successful, try again.

Judging and Scoring: Person doing the
most rotations wins. Rotations don’t have
to be continuous, but long rest periods are
not allowed. Three attempts are given to
complete the rotation.
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Chair Rotation
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8. CHAIR ROTATION
Equipment: Three chairs

Stance and Start: Competitor lies
horizontal with one chair under feet,
another under head and another under
buttocks.

Movement: With either hand, grab
middle chair under buttocks and rotate
over the body leaving only the chair at
the feet and head. Bring chair back to
starting position without sagging body. If
successful, try again.

Judging and Scoring: The person with the
greatest number of rotations wins.
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Back Bend

9. BACK BEND

Equipment: Broom handle

Stance and Start: Standing, spread feet as
far apart as you can. Feet must be in a
straight line. Measure the distance from
the armpit to the tip of the middle finger

with the broom handle. Grip the broom
handle at this spot with both hands on
top of each other.

- Movement: Bend backwards and touch

| the handle to the floor behind you.
Return to starting position. Feet should
remain on the floor in the same position.
If successful, measure in decreasing
distance from the thumb to the nose,
wrist to nose, elbow to top of head, then
decrease every two inches.

Judging and Scoring: The competitor who
can do the back bend the shortest distance
on the broom handle wins. If the
competitor reaches the floor with no
more length of broom handle left, then
competitor places a quarter on the ground
behind him and has to bend back and pick
it up then place it back again.
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Hand Springs

10. HAND SPRINGS

Movement: A player goes into the
handstand position and flips over
backwards onto his feet. The person who
does the most continuous handsprings is
the winner. A variation of the game is to
do handsprings up a hill.
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Section 9 - Wrestling IAD¢L o-%L 9 - ALJLSHE 556

Leg Wrestle oD dD5,5J AJYSbo-Sb

Arm Position
CeC GPrrlosL

Action
AL o ASDCEDSE

: Equipment: None <DLeE: ACSh*reDse

l

; Stance and Start: Two competitors lie on QD%Lfrqql\": /\LJ<<]‘?C oh-"c_“’{;_éﬂ“
their backs with heads in opposite P>*U NN Nomenlt 5N C®

AJE <N AT 5 AT ot C—<IC

directions. Side by side, the competitors AC <ADNDes AU

link inside arms at elbows and grab their
own wrist across their chest with the ADIHPAS: o3 IEIe 5N PSSP

GEher fome hand. SAAPNSME, AT o bA< NP o
L. &

Movement: Lifting inside legs, lock with J-ot S -

the competitor at the knee. The other leg ANBP=BPC: (L BLSIC T JA oo 5bL S

is bent at the knee resting on the floor.

Pulling down with leg, try to flip

opponent over backwards.

Judging and Scoring: Best out of three.
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Finger Wrestle
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2. FINGER WRESTLE
Equipment: None

Stance and Start: Competitors face each
other with feet at a comfortable distance
apart standing. Lock both hands with
knuckles up and elbows bent at a 45°
angle. Each player has one thumb on the

outside position of grip.

Movement: Using arm, wrist and hand
strength, try to wrestle your opponent
into giving up.

Judging and Scoring: Best out of three.
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Chair Wrestle

3. CHAIR WRESTLE
Equipment: Two chairs, broom handle

Stance and Start: Competitors sit on chairs
about two feet apart facing each other.
Feet are suspended off the floor and
crossed. Competitors grab broom handle
alternating hands and grip of each hand
so that one hand is overhand grip and the
other is underhand.

Movement: Try to twist broom handle
any direction in order to get opponent off
balance.

Judging and Scoring: Best out of three
attempts. Feet cannot touch the ground.
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Nikivittug

4. NIKIVITTUQ

Equipment: None

Stance and Start: Competitor lies on
stomach with another competitor lying

on his back. The top man lays rigid.

Movement: The bottom man must try to
get up without using his hands.

Judging and Scoring: Three tries.
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Section 10 - Quiet Games <4AtD5¢|_o-%L 10 - o=/A\SdDrn 5b*rDC SPNJNC

Ajaga Qb5

1. AJAGAAK 1. QyLse

Equipment: A string about 5-6 inches long AINDRIPNE QD Q&€ <P 5o DY ALSH

is attached to a bone from a bearded seal CPo®L AL"a A s 5-6" CPNM<_d DU

or any bone with one or more holes in it. aMP>5%6C \Dolo ICDIT Aot 3~ o-C

At the other end of the string is a small LS d, 2% 5. < oa ¢ A/C

bone tip about 2-3 inches long_ ABCot o> tD 2-3” PN P /Al .

Movement: The object of the game is to Wrea it Al " AclPhl e Spet

hold the bone tip in one hand and swing ;°;°> CL’ .;D Aq oo e LT UML) ADe

the b ke This alie b + th b CC L, b¥CCotd* N> >D%renye
e bone into the air trying to spear the AP o) U5 JC ooshig sls |

hole in the bone with the bone tip.
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Sometimes this game is played to a story.
With two or more players each having
their own ajagaak, the players continue to
flip the bone until it is speared 5 times.
This represents the first five days of the
hunt. On the 6th spear, a caribou is killed.
Continue until 10 caribou are killed.
When the hunter gets 10 caribou, he must
now bury (cache) them. This means that
he spears the bone 10 more times, each
time represents a cache. Once all the
caribou are buried, they have to be dug up
again (10 more times). When all the
caribou are dug up, the first player to get
his all dug up can then begin to steal the
other hunters’ caribou who haven’t got
theirs yet.

Judging and Scoring: The player that has
the most caribou is the winner.

Variation: Sometimes people would sit in
a circle and the ajagaak is passed from
person to person each trying to spear the
bone. When a plaver failed to spear the
bone, it was passed onto the next person.
If the player was successful, however, he
cortinued to do it until he missed.
Whoever flipped the bone successfully to
the count of all fingers and toes, was the
winner.
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Ayarak (String Games)

2. AYARAK (STRING GAMES)

String is wound throughout the fingers in
such a way as to form pictures in the
shapes of the string. This takes great skill
and practice and can only really be taught
first hand.

3. IGLUKITA (JUGGLING)

Small rocks are thrown into the air and
passed from hand to hand so that the
rocks circulate. There are many different
variations in this game.
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Bag of Bones
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4. BAG OF BONES

A bag is made out of caribou skin or other
hide. Small bones found from the
vertebrae and other parts of the caribou
are cleaned and polished. These bones are
placed in the bag and each bone shape
represents a certain member of the family
such as grandfather, dog, mother, child,
etc. A small string lasoo is made and
lowered into the bag. The bag opening is
closed and shaken around. Carefully, pull
the string out and hopefullv vou would
have lasooed a bone. If so, continue until
you miss a turn. The object of the game is
to get a complete family unit before your
competitor does.

5. BONE TOSS

This game is played with a number of
caribou bones. Players form a circle and
throw their bones down on the ground at
the same time. The bone which stands on
end the highest wins.

6. ANUTUJUAK
A group of people get together and face a

partner. No one can smile. The last
person to smile is the winner.
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Nalautsaanguak (Blind Guessing Game)

7. NALAUTSAANGUAK (BLIND
GUESSING GAME)

This game was often played during the
long winter evenings inside the igloo. A
person, standing in the middle of the
igloo, is blindfolded. They are spun
around until they are dizzy, while
everyone else stays off the floor and
remains quiet. Starting with the back of
the igloo, the blindfolded person tries to
guess the objects in the igloo. Once they
have guessed correctly, they have to guess
where the door is by walking boldly
toward it. If the guess is wrong, the person
will receive a bang on the head. They
continue until successful, while everyone
remains quiet unable to give advice and
only giving the blindfolded person
agreement of correctly guessed objects.
The person who guesses the quickest, is
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Open Hand Ball Pass
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8. OPEN HAND BALL PASS

A ball is made out of sealskin or caribou
hide and filled with sand. This ball is
passed from person to person with only
an open hand. The passing can get faster
and faster.

9. AKSERK (CHANTING GAME)

Everyone sits in a circle or group and
chants a song. On a signal, the chant stops
and no one can make a noise. The first
person to make a noise breaks the silence
and the game starts over.

10. SCARE

Usually played at night, older children go
outside the igloo or tent and make animal
noises. The smaller children inside get
scared.
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Iglagunerk (Laughing Contest)

11. IGLAGUNERK (LAUGHING
CONTEST)

A group of people get together and face a
partner. Partners can hold hands. On
signal, everyone begins to laugh. The
couple who laughs the hardest and
longest is declared the winner.

12. TOSS THE BALL

Everyone picks a partner and kneels in a
circle so that their partner is not next to
them. A person passes the ball only to
their partner in the circle. Everyone else
tries to intercept it so that they, in turn,
can pass it to their partner. Everyone
must stay in the circle kneeling. The
couple who passes it the most to each
other is declared the winner.
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Napartaq
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13. NAPARTAQ

A nail is imbedded in a 4-6 inch long
piece of wood so that the point is out. The
napartaq looks similar to a dart. The
object of the game is to stand the napartaq
up in a piece of wood. A sequence of
many different ways of doing this is
followed. After each success, the player
moves onto the next sequence. Once the
player has reached the end, the sequence
is repeated going backwards. The player
who reaches the beginning first is the
winner.

1. From an open hand, palm up, the
napartaq lies flat with the tip at the fingers
and the other end at the wrist. Throw the
napartaq upward and try to stick in the
wood. If successful, move on to the next
sequence. (See Diagram)

2. Place the napartaq on open hand, palm
facing down. The point will be between
the two middle fingers. (See Diagram)

3. With palm facing upward, curl fingers
into a fist. Napartaq balances across curled
fingers with the point facing the direction
of the thumb. Flip first inward directing
napartaq to wood. (See Diagram)
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4. Balancing napartaq on thumb nail, flip
it with other free hand.

5. Balance napartaq on each finger nail
from index to little finger repeating as for
thumb. (See Diagram)

6. Bend elbow bringing wrist to chest.
Place the tip of the napartaq on elbow and
flip with other free hand. (See Diagram)

7. Place tip on shoulder and flip.

8. Holding the tip between the fingers,
throw the napartaq at the wood five
times.

9. Hold right ear with left hand. Place
right hand behind arm and close to chest.
Flip napartaq from right hand. Switch
arms. (See Diagram)

10. Balance tip off head and flip.

Please Note: If any part of the napartaq
touches the wooden block, counts as loss.
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Ipluktaq PRI

14. IPLUKTAQ

A small piece of wood measuring about 8-
9 inches long is whittled into the shape of
a knife. Little notches are cut into the
outer edge of the ipluktaq. A string about
15 inches long is attached to the
unnotched edge with a small loop for the
finger. The ipluktaq is swung around in a
circle, either forward or back, until a
whirring sound is made.
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Imiglugtaq
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15. IMIGLUGTAQ

A small piece of caribou antler or bone
has two holes drilled through it in the
middle. Two pieces of thong or string are
threaded through each hole and joined
together at the ends. The bone is first
spun around either forward or backward
and the ends are pulled outward making
the string tight. The bone makes a
whirring sound as it spins around.
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Atayak (Sand Ball)

1. ATAYAK (SAND BALL)

A pouch measuring about 4-5 inches in
diameter is made out of sealskin or
caribou skin and filled with sand.
Everyone picks a partner. The ball is
tossed into the group and whoever
catches it must then pass it to their
partner, trying to keep it away from
everyone else. When the bag is taken
away, that person then tries to throw it to
his/her partner. Boundaries are set
within an undetermined area.
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Arksanik (Soccer)

2. ARKSANIK (SOCCER)

A small hard, but light, ball is kicked by
opposing teams. Players cannot use their
hands. A field is marked off and players
from each team run from one end of the
field to the other kicking the ball to their
team-mates. Opposing players would try
to steal the ball away and take it in the
opposite direction. A team wins when
they get the ball to the other end of the
field. The losing team gets the ball and
tries to kick it to the other end of the field.

3. AMAGOYAK (WOLFMAN)

One person is a wolfman and tries to tag
other players who are caribou. If a caribou
is tagged, they also become a wolfman and
join in the chase. The last person to be
tagged then becomes the new wolfman
and everyone else scatters trying to get
away from the wolfman.
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Anauligak (Inuit Baseball)

4. ANAULIGAK (INUIT BASEBALL)

There are 4 bases equal distance apart
without a home base. The batter stands
between first and fourth base with the
team lining up behind. The pitcher
throws the ball and the batter hits it.
There is a lot of freedom given the
runner as he can run anywhere he can to
avoid being hit by the ball. Players out in
the field must throw the ball at the
runner to tag him out. Once a player
reaches fourth base, he is “home”. If the
ball, once hit, bounces on the ground
more than two times before being picked
up, it is thrown at the runner. If,
however, it is picked up before two
bounces (in air or off ground), the batter is
out. The person who caught the ball must
throw it into the air giving the batting
team a chance to retain their batting
position. The batting team must rush
over and try to get the ball before it
bounces twice. If unsuccessful, they lose
and must go into field position. But, if
successful, the ball is thrown once again
into the air until one of the teams loses.
As soon as one batter is out, the whole
team is out. There are no strikes or balls,
but the ball is pitched until hit. All players
participate, even the back-catcher, in
throwing the ball into the air when
caught before two bounces.

LN

da DL (AsNDE)

X
batter

4. da D5 (A.nanC)

Cla*, Dro*C <P LIS, oo Sbsom
AT o, Do D™D @ ¥ 5o
=< /CLMCS Ado-*Lo-, Ac®C
oD% D oo DCPLNL. AMCNLS
Lo bl AlLeDt da P5D e,

AL SN, Al o DA Deda o
MoNCDCAL e o DeL5,

M oMCDALY s o DA™ PLOAA Dt
AoAC CPLeCIC da DL AMN<a s oNe
DT DI <o-NCDodLE L CDJo.

Lo DLSD% ¢CL* 0P MG <% 50
o DL, daPbDlo, At CO<Po
ANMAAS 50555 QLD a0 CAAINL
DD ¢ AMCD o, <-LCD%, o P eLse
o D7Dl At o LPALe D55 6C
QAo ST AdH™CDH<C, CALe Do D05,
NS5 5o-. CALa. <P dst Sd-_I¢

Al 5D Abadet, CAY] daD—%0C
I Te-<LC DNPL S, DaDerl_I¢
AL ool & DNPL_C. CAY]

N DL JoD5tDC, Ja DL

A= DNad LPA o, I M<n<eC.
Q< C, LNt <=L ASbNre
oDk, PP CAI] Do D—bD<C
7N, CAL o AMeNSheCiLNt

o DL Sd-_I° CA<—<dr*reDe

L D'<C Qo De*D%be—CAeS o, Sd-_I°
AFSEECDS S LJ A 7*reDc N DMk,
AL o D5 Qo DYDMot

AC® D% P da Dl ArCD*a o
D7D =% . PDIACAC AaDra 5o
Ja DL Sde_je APCDCC N, AL e

) R T

LA som At D oLo.




Rope Tag

5. ROPE TAG

Two people hold a long rope looped into
a long oblong shape. Any number of
players go inside the rope and stand in
line one next to the other. There is one
person outside the rope who tries to tag
one of the people holding the rope. The
inside people must try to tag the person
outside the rope. This causes some
interesting push and pull effects. If the
outside person is successful in tagging a
rope-holder, he then takes that position
while the rope holder goes into the rope
circle and the other rope holder becomes
the outside tagger.
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Unark (Harpoon Throw)

Das o AFNJe-5)

6. UNARK (HARPOON THROW)

A harpoon is thrown from a set line as far
as possible. The person throwing the
farthest is the winner. Sometimes the
harpoon is thrown at a target.

7. MILLUNGUANNIK (THROWING
STONES)

Stones are thrown at a target. Sometimes
the target is other stones lined up on a big
boulder or birds. The person who would
knock the most stones off the boulder
would be the winner. Flat stones are also
thrown on the surface of water to see who
can get their stone to skip the most.
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Tuluktutussuq (Caribou Antler Throw)

(shovel)
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8. TULUKTUTISSUQ (CARIBOU
ANTLER THROW)

The shovel or brow tine is taken from the
caribou antler and sharpened. A piece of
rope is attached to the end. The antler is
swung around and swiftly released at a
target. The antler has amazing sharpness
and strength and has been known to go
right through a caribou. This piece of
equipment is more of a hunting tool than
a play thing, but as in other games, the
hunting tools are used in play in order to
practice skills in accuracy and distance.

(See diagram. The Antler shown is half a
rack.)

9. PATTAK PILLITATTUK (BOUNCING
EGG)

Duck eggs are collected in the spring time
and boiled. Taking the shells off, the eggs
would be firm and rubbery, making
excellent bouncing balls. Each player
would try to bounce the egg on a flat
boulder to see whose egg would bounce
the highest.
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