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FOREWORD

Dear Reader,

Time and again it is proved that play and sports provides opportunities for social, as well as emotional devel-
opment of a person. In addition to this, play erodes the boundaries of caste, religion, color and gender. Play,
recreation and sports are considered to be cornerstones of children’s health and well-being and researchers
have found its positive impact on the life of children. Through play children use their creativity while developing
their imagination, it leads to healthy brain development, helps them to know their world, and gives them an
opportunity to explore and know their worth, conquer fears and develop new competencies. It not only gives
fun and enjoyment but helps them to grow into a sensible, social, helpful, energetic and healthy adults in future.

But today millions of children are denied opportunities for play and recreation due to reasons like war, natural
calamities, shrinking of open safe spaces for children to play, and lack of recognition of the importance of play
and recreational activities.

Butterflies’ study on sports revealed that children’s participation in sports helps them in personal & social devel-
opment such as being able to manage anger, frustrations & rejections, and the ability to make new friends and
have stable relationships. Children playing in teams mentioned a reduction in social anxiety. Children also learnt
to play fair and accept the result with grace. The study revealed their attention span improved and they gained
better organisational skills. Girls who played football and were the first to do so in their community gained rec-
ognition and respect.

We, at Butterflies feel that play is central to the development of children and it is important for adults to give chil-
dren the encouragement and space to play. It is a life skill education as it teaches children fair play, teamwork,
cooperation, and respect for rules, opponents and inclusion. Sports is also used as a therapy and many NGOs
have used sports as a tool to prevent substance abuse among adolescents.

Keeping all the above thoughts in mind and acknowledging the benefits of play and sports in children’s lives, this
book was conceived with the twin objectives of encouraging children to play more and keeping the traditional
games of India alive. We express our gratitude to our Funders and all our friends and partner NGOs who have
helped us produce this book.

We hope you enjoy reading it. If you are a child we encourage you to start playing some of the interesting games
in this book and if you are a parent, encourage your children to read this book and start playing.

Rita Panicker
Director
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HANKY THIEF

“Kokla Chhipaki, Ghoda re Jamal Khaye,
Ek ke Pichhe Kala Chor”

Number of Players: Minimum 5 children are needed to
start the game. There is no upper limit for the number.

Material: A handkerchief

All the children sit in a circle. A child is selected by the group
to begin the game and she/he carries a handkerchief in her/
his hands. This child takes a round along the circle of children
and other children sing- “Kokla Chhipaki Jummerat Aayi Re...Jo
aage Pichhe dekhe uski Shamat aayire”........ The child iaking
the round of the circle throws the handkerchief behind any one
child sitting in the circle. This child, who gets the handkercnief
thrown behind him, runs and chases the child who threw it.
While he chases, other children in the circle sing- “Ek ke Pichhe
Kala Chor” (the thief is behind the other one)...... If the child
being chased, takes a round and manages to sit at the place
of his chaser before the chaser gets him, then he is safe. If the
chaser gets hold of him, then he is considered to be out and has
to do whatever the group of children ask him to do.

The game continues like this and it is played ftill all the children
take turns as chasers and the one being chased.
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Budhiya-Budhiya Ghar Aa Gaya

Number of Players: 10-20 children

Material: Small items like handkerchief, pen,
eraser, sharpener etc.

Two children make a team in this game. Five to ten
of such teams, consisting of two children each, can
be formed and the competition can be organised
among these teams. All the items mentioned above,
would be placed at regular distances. The teams
would have to pick these items up.

One child in each pair would be blindfolded. The
child with eyes covered would ask - Budhiya-Bud-
hiya Ghar aa gaya? (Oh old lady, are we home yet?)
His team partner with his eyes open would respond
“not yet!” When they both approach an item, the
child guiding his blindfolded teammate, would say
“the home is here!” Then they pick the item up. The
team which picks up the maximum number of items,
would be the winner at position one. Similarly, the
teams at second and third positions will be chosen. AR o
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Marbles

Number of Players: 5-6 children

Material: 10 marbles

The marble has to be put in the hole by aiming through
one finger. Children’s turns are decided beforehand,
including who will play first. The marble is aimed at the
hole by one finger. If it makes it to the hole, the child wins
the marble. Whoever wins all the marbles like this, wins
the game!
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Spoon Race

Number of Players: 10-12

Material: Spoons, any small round and rolling object like lemons, small balls, marbles, etc. and
a rope.

All the children stand in a queue. All of them have a spoon which has the decided round-rolling object
(preferably a marble or lemon or a small ball) placed in it. Children have to hold the spoon in their mouth
with their teeth. Then the race begins. Children either walk fast or run. If while walking fast or running, the
object placed on the spoon gets dropped, the child is considered out of the race. The child, who makes it to
the finishing line without dropping the object on the spoon, wins the race.
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Khadi, Lariyam

Number of Players: Any number of children
Material: A plain piece of rock called ‘Pitthoo’

A circle is made on the ground and after the after the circle, a boundary is drawn. A child throws a pitthoo
(rock) in the circle. The child whose turn it is to pick the pitthoo up has to play walking / jumping only on
one-leg. He goes like this, a block ahead of the one in which the pitthoo has fallen. He then turns back, gets
into the block having the pitthoo, picks it up and comes out.

If the child taking his turn, keeps both legs on the ground at any given piont, he is considered to be out.
Also, if he moves out of the circle while trying to pick the pitthoo up or puts his foot on the boundary of the
circle, he is considered to be out.
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King, Minister, Thief and Police

Number of Players: Four children
Material: Paper, pencil and a notebook

Four identical paper chits of same size are made. ‘Raja’ (king), ‘Mantri’ (minister), ‘Chor’ (thief) and ‘Sipahi’
(police) is written on these four chits. Scores of 1000, 500, 300 and 0 are assigned to the chits of king,
minister, police and thief respectively. All four chits are shuffled and put among the children. Each child
picks up a chit and the child having the king’s chit asks the group - Who is my minister? The child having
the minister’s chit responds — | am the one! The king demands the minister to identify the police and the
thief from the remaining two children. If the minister guesses correctly, then everybody gets the scores as
assigned earlier. And if he guesses incorrectly then the king gets a score of 1000, police gets 300, the thief,
in place of minister, gets 500 and the minister gets a zero. Everybody’s scores along with their names are
noted down in the notebook and the child with the highest scores in the end, wins the game!
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Catch Me If You Can

Number of Players: Minimum 6 children and
maximum up to 10 can play the game.

Material: Nothing

All the children gather in an open area. There are many
ways of deciding who will be the chaser when all other
children would run to save themselves from being caught
by him. Choosing one of such ways, the children would
decide on the chaser to begin the game. This decided
child would have to chase all other children and catch at
least one child from the group. All the children run and try
to stay away from the chaser. In the end, the child who
is caught by the chaser, is considered out. This child now
becomes the chaser and has to chase all other children.
The game keeps going like this.
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Gitte
Number of Players: More than two children

Material: Five round pebbles

All five pebbles are spread on the ground. The player taking his turn picks up one pebble and throws it
up in the air. While the pebble is still in the air, the child has to pick one of the pebbles on the ground with
one hand and then catch the pebble in the air with the same hand, before it touches the ground. Then one
pebble is thrown up in the air again. The player then picks up two pebbles with one hand before catching
the pebble in the air with the same hand. He picks up three pebbles from the ground in the similar way,
in the next turn. In the last turn, he has to pick up all four pebbles from the ground with one hand before
catching the fifth one in the air with the same hand. Whenever, in the process, the pebble in the hand or
the one in the air, falls down or touches the ground, the player looses and the next player takes his turn.
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Color Color what Color do you Choose

Number of Players: Minimum five children can start the game. There is no upper limit for the
players.

Material: Nothing

All the children together go to the child taking his turn to chase, and ask tipi-tipi-tap, which colour you want?
The chaser names any colour of his choice. All other children then run to touch something of that colour
from their surroundings. The chaser chases all the children while they run. Any child who is not able to touch
anything of that colour before the chaser reaches him and touches him, is considered out. This child now
becomes the new chaser for the group. The game is continued like this until all children get their turns to
play the chaser.
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Bingo
Number of Players: Any number of children

Material: Nothing

All the children stand in a circle. One child stands in the middle of the circle. The child standing in the middle
of the circle points at any one child in the circle saying “bingo!” That child has to immediately sit down at his
place. The two children standing on both sides of this sitting child, join their hands imitating a gun and point
at each other saying ‘bingo’. The child, who says ‘bingo’ first, is saved and the child, who comes second in
saying that, is out of the game. After this, the child sitting gets up again and the game is continued with a
circle of children, with one child in the middle and one child out of the game.

In the end, two children remain in the game and they are made to stand facing opposite directions, with
their backs tfowards each other. The child who had been standing in the middle of the circle, counts ‘One!
Two! Three!’ At the count of three, both the children turn towards each other and say ‘bingo’. Whoever says
‘bingo’ first, wins the game!
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Pitthoo- The Game of 7 stones
Number of Players: 10-12
Material: 7 pieces of stones with plain surface, a ball

All the players are divided into two teams and the teams are named
‘Team A’ and ‘Team B’. All the stones are piled up one on top of the
other creating the pitthoo. It is then decided which team would take
its turn first, to smash the pitthoo and then restructure it.

Let us suppose that team A decides to come first and smash the pitthoo
with the ball. Every member of feam A has to take part in reconstruct-
ing the pitthoo and also has to save himself from getting hit by the balll
thrown at them by the other team’s players. All the players are given
equal chances to bring down the pitthoo by hitting it with the ball and the players from team B, after catching
the ball, have to hit the members of team A with the ball. Members from team B are spread all over the ground.
Team A qims at rebuilding the pitthoo by putting the stones on top of each other, before getting hit by the ball.
Team B keeps trying to hit the players of team A with the ball, o get them out of the game, fill the time the top of
the pifthoo is put in place.

If team B manages to get all the players of team A out, it gets ready to take its chance to construct the pit-

thoo. If team B fails to get out all the players from team A, then team A again gets the chance to smash and

reconstruct their pitthoo.

All the players from team A wait for their chances as per the rules of the game. In the end, the team who

manages to construct their pitthoo for the maximum number of times wins the game! /
Please note:

¢ Each player gets three chances to smash the pitthoo

¢ In case of the player bringing down the pitthoo successfully, if team A fails to reconstruct the pitthoo before the play-
ers from team B get hold of the ball, the player from team A won’t get any more chances. When the player hits the
ball, the team chases him. So, they won’t be moving from their place, until he throws the ball
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Aankh Micholi / Joutas

Number of Players: Four or more players
Material: Nothing

This outdoor game is played both by boys and girls. In this game, one of the player is blindfolded using a
piece of cloth and others would tease him, by pushing him, pulling his clothes and running around him.
If the blindfolded person gets hold of any of them, the positions would be exchanged. The game will go
on like this. The player, who manages to escape and not get out from the beginning till the end, wins the
game. Elders say this game helps improve concentration and hearing sounds through the wind.
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Pala

Number of Players: 8 children can play this game
Material: Nothing

Two teams play this game. It is decided through a toss, which team would play first. Four children stand
forming a square. Four other children stand outside this square. The game won't begin until two children
stand on the left and two on the right of the square. The children standing inside the square have to make
sure that those standing outside the square do not touch them. If any one is touched by the players stand-
ing outside, he/she is considered out and joins the other players standing outside the square trying to touch
the player inside the square. The game continues till noone is left inside the square.
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Aaja Meri Sona

Number of Players: 5-6 players
Material: Nothing

Two teams are made and a leader is chosen for each team. The leader will choose names for the players
in his / her team (mostly, they are all named after film stars). The teams make two lines and sit across each
other at some distance. The leaders then toss a coin and whoever wins the toss, goes to a child in the other
team and covers his/her eyes. He would then call a child from his own team by their decided name. For
example, he would say, “Come my Aishwarya Rai! Come slow! Come and then slowly sneak away!”

This child who is called by the leader from his own team, would come and touch the head of the child with
his/her eyes covered and leave. After this child has left, the child whose eyes were closed and whose head
was touched would be asked to guess which child from the opposite team touched him. If he guesses it
correct, he stays in the team and the game continues with the other leader going to the opposite team. If
the child guesses it wrong, he would have to do what other children ask him to do!
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Hide & Seek

Number of Players: Minimum two children and maximum 15 children can play this game.
Material: Nothing

In this game one child plays the chaser and the other children hide. The chaser has to seek the hiding
players.

To begin the game, the chaser closes his eyes and counts until all the children hide in different places. The
chaser must remember the names of all the players. It is so because if the chaser spots any child from the
group hiding anywhere, he would have to call him/her by their name and shout “ice-pies”. If the hiding
child sees the chaser before the chaser could see him, he has to touch the chaser and say “thappa!” If the
chaser spots any hiding child and shouts for him with his name and “ice-pies” then the hiding child is out
and plays the new chaser. If the hiding child touches the chaser with “thappa”, the chaser loses the game
and the game is started again with the same chaser. The game continues like this.
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Bandhi Chain

Number of Players: More than 3 children can play this game.
Material: Nothing, just an open space.

Before beginning the game, children decide who the chaser would be, by tossing their hands in the air. The
chaser now has to chase the group. If the chaser catches a child from the group,then both of them become
chasers and run to catch the remaining children. The game goes on like this — chaser catches children and
they also become chasers, then they all catch the remaining children. This way, all the children ae caught
and this game ends. A new game begins, with another chaser from the group.
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Loha-Zanjeer

Number of Players: Any number of children can play this
Material: Nothing

All the children in the game hold their hands and stand in a circle, forming a chain. The pre-decided
child, who takes his turn to begin the game, stands outside the circle. He comes inside the circle and says
“loha (metal)!” All the children who were standing forming the chain in a circle run to touch something of
metal from their surroundings. The child who can’t find anything of metal and is touched by the chaser is
considered to be out and thus, plays the next chaser when the game begins again. The game is continued
like this.
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Shabd Banana

Number of Players: two or more children
Material: Paper and pen

Children make words in this game. If a meaningful word is formed, then the child forming the word is given
marks. It could be a two letter-word or more letters, the child would be assigned as many marks as the
number of letters in the word.

The game begins with all the children writing some letters one after another, in an attempt to form
meaningful words. In every round, every child would be given a chance to write. If the letters written form no
meaning, no marks are given to the child. The game is played until a child obtains the pre-decided marks.
If a child adds s to convert it info it's, he gets three marks for forming the word it's.

Therefore, in order to win, children must make new words before others do. This game also helps in
academics and also increases the general knowledge of children.
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Gobilla Pata

“Subbi Gobbemma subhamu nyeyyve Chamanthi puvvanti chellniyyave Tamara pauvanti tham-
mudineeyave Mogali puvanti mogudi neyave”.

Children sit in circle and sing this song. Two children go round the circle one catching the other. The one
catching can tap the head of any child who gets up and the other sits, and now this child starts catching the
running child. Once caught the child is out and the game continues for the other kids.
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Dhopkhel

Dhop is a seasonal game, played during the state’s Spring
Festival, known as Rongali Bihu. The game really flowered
under the royal patronage of the Ahoms.

There are two types of Dhop, one played by men and the
other by women. The game, which uses a rubber ball, is
played by two teams comprising 11 players each, in an open
field, 125 m in length and 80 m in breadth, with a central
point right in the middle of the arena. Two lines called kai
are drawn at a distance of 12 ft on each side of the point at
the centre. At the four points where the kai meets the 125 m
lines, four flags are planted. Similarly, four flags are planted
in the four corners, known as chukor nishan.

Parallel to the central point in each half of the field, is one point
each, at a distance of 136" from the centre, and circles sur-
rounding them known as gher. The game begins with the dhop
i.e the ball being thrown in the air, by a player. If the ball does
not fall in the opponent's court, it is to be thrown again. The
dhop has to be caught by the opposing team, and if they fail,
then the other team takes the throw. If caught, the player who
takes the catch proceeds to the gher of the court, and throws it
to the katoni, who stands on the other gher. If the thrower fails
on either count, his team forfeits the chance of a throw at the
katoni, and the guilty player is requested to deliver a high lob
to the opposing team, like the lob which started the game. The
opposing feam thus gets a chance once more for a catch and
throw, at the opponents’ katoni. If the katoni is hit below the
waist, it is considered a kota, and the katoni becomes a hoia
or a bondha, and automatically loses his status of a ghai - a
name initially used for all the players.

The bondha goes over to the opposing side and tries to pre-
vent the players of the team from catching the dhop. This
move is known as aulia. If a bondha succeeds in catching
the dhop in the opponents’ court and can recross over to his
original side without being touched by any of the opponents,
he becomes a ghai, and this move is known as hora. How-
ever, he has to cross both kais and he cannot leave the court
in the process of crossing over, or catching the dhop in the
zone between two kais. If a team loses ten ghais as hoia or
bondha, then the last ghai will be named ghai katoni, and if
a kota can be done to him, then it is known as piriutha, which
signifies victory for the side. If at the end of the game, there
are equal number of ghais, the game is pronounced a draw.
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Hole Taso Dukanaram

Hole Taso Dukanaram is a peculiar game which
involves the imitation of an animal called Hole
Taso. This animal is quite like a cat, and runs
around beating its chest alternately with both its
front paws. Another remarkable feature of this ani-
mal is its ability to hold a third leg in the air, while
scampering around. Consequently, the game tfests
a contestant’s overall balance, strength and coor-
dination
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ASOL - TALE AAP
(Canoe Race on sand)

In this rather peculiar canoe race, the craft is built from the stem of a coconut tree, and can be of any size
for its one or two participants. But in a race, the number of participants must be similar for each canoe. 15
to 20 participants take part at a time, the land of Nicobar being sandy and even. All the participants sit in
their canoes keeping one leg in the canoe, and the other on the ground. They drive their canoe on the sand
with the force of their limbs. The one who completes the distance in the shortest span of time is the winner.
This activity involves great strength of body, especially in the hands.
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Asol Aap (Canoe Race)

Canoeing is a familiar activity with the Nicobarese tribals as this was the only means of transport for their
journey from one island to another. In Asol Aap, the canoe’s length is approximately 100 and the number
of participants in each team is fixed according to the size of the canoe. As the race takes place on the seq,
and depth of water and current vary from shore side to deep seq, only two teams participate at a time. At
Car Nicobar, this competition is organised by the Nicobar Athletic Association. The number of participants
is generally 40 to 90, as per the size of the canoe. The race is about 5 to 6 km, and is conducted in the dry
season.
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Ka Ka Para Para

Children sit in circle and the leader says some birds name and utters ka ka para para. Immediately the kids
start flapping their hands like wings. The leader may say some other object’s name like plate or book which
does not fly, followed by Ka Ka Para Para. Then children are not supposed to flap their hands. If anyone
does something like flapping the hands then he/she is out of the game and the game continues.
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Kuzhipara

Kuzhipara is played on a rectangular board with 2 rows and 7 columns. There are a total of 14 cups and 146
counters. For the counters in the game, seeds, shells, small stones are all common for use. As the game
proceeds, each player distributes the shells over all the pits. The players may capture the shells, as permit-
ted by the rules of the game. The rules of capture depend on the variant of the game played. The game
ends when one of the players captures all the shells, and is declared as a winner.

12 counters are placed in each cup except the middle of each row into which only 2 counters are placed.
The starting player lifts the counters from any of his holes and, going counter-clockwise, distributes one
counter in each hole. If he reaches the end of his cups he goes on to the opponent’s side of the board.
When the player drops his last counter, he takes the counter from the next cup and continues placing them
in this way. If the last counter falls into a cup with an empty cup beyond, the counters in the cup beyond the
empty hole are captured by the player and put into his store. That player then continues play from the next
cup containing counters. If the last counter falls into a cup with two empty holes beyond, he captures no
counters and his turn is over. The next player continues play in the same way, taking counters from any of
his cups and going around placing counters in a counter-clockwise direction.

If, after having a counter dropped into it, a cup contains 6 counters, those become the property of the player
who dropped the counter. The round is over when no counters remain.

Once the first round is over players take the counters from their stores and fill as many of their holes as
possible with counters. The winner will have a surplus of counters which are kept in his store. The loser of
the first round will be unable to fill all of his holes. These unfilled holes are marked as “rubbish holes.” In the
next round play continues as before, but without the rubbish holes being included and the player who went
first in the previous round going second.

During the game if a player has enough counters to fill any of his rubbish holes back up their status is
removed and they are again used during play. The game is over when a player is unable to fill any cups
with six counters at the end of a round.
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Vagha Bakari (the tiger
and the goat)

All players but one become goats and
file behind the leader who becomes the
dhanagara (shepherd). Each player holds
the one in front by the waist. The extra player,
who is vagha (tiger), moves from side to side
in front of the shepherd and tries to touch
any one of the goats. The shepherd protects
them by moving himself as the tiger moves.
The goat touched by the tiger becomes the
new tiger and the one joins the goats.
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Khamb-Khambolya (khamba-a pillar)

This is played in a place where there are number of pillars or posts. The number of players is one more
than the number of pillars, and each player is allotted a pillar, except the chaser who has no pillar. Each
of the players holds by his pillar and the chaser goes from one to another saying “khamb khambolya,
dere ambolya” (oh pillar, give me a cake) and the player addressed tells him/her to go to the next door
neighbour. Meanwhile, other players exchange signals among themselves and while the chaser’s attention
is distracted in some other direction, dash across to exchange places. The chaser, who is on the watch for
a vacant pillar, dashes for one and makes the pillar-less player the chaser.
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Suraparambi / Labho

A circle is drawn on the ground under a tree. Except the chaser and one player all climb the tree. The player
on the ground stands in the circle and from under his right leg throws away a stick as distant as he could.
By the time the chaser runs for the stick and restores it in the circle the player on the ground climbs the tree.
The game lies in the players from the tree jumping from or climbing down the tree and touching the stick
before they are tagged by the chaser. The one who is tagged becomes the chaser. The throwing away of
the stick is done by turns.
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Cenduphali

This is played with a soft ball (of rags or rubber) and a small stick which, to start with the game, is sus-
pended on two stones. There may be players 24 or more in even numbers who form into fwo teams of
equal strength. The order of players is first determined and the two teams stand at about eight feet from
the suspended stick on the two sides. A player throws the ball to knock the stick off the stones and the other
side try to catch the stick or the ball before they touch the ground. If neither the knocked stick nor the ball is
caught by the other side, a player from them is out. If either is caught the play is equal and none is out. If
the ball without knocking the stick is caught, the bowler is out.
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Cock - fighting

One prominent sport in Nagaland is cock - fighting. This sport consists of kicking, solely, with the legs, and
is quite similar in technique to Taekwondo. The contestants stand apart on their marks and exchange kicks.
The use of hands to hit or catch is absolutely forbidden. The barrage of kicks goes on until one party or
the other surrenders. The kicks can be inflicted on any part of the body except the groin. This game, most
popular amongst the Sema tribe, demands superb strength and agility, speed and awesome leg work
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Rabb di Khuti

The game is played by as many players who wish to play and who will select the key player (dyee). The
players will use a soft ground and dig holes about 9” wide and 6” deep. Each hole is called a khuti. There
will be as many holes as there are players. In the middle of the playing ground, a larger hole will be dug
out and is referred to as rabb di khuti (God’s hole).

The key player will throw a ball made of rags high into the air. The player that catches it will then be carried
by the key player to enable key player to kick the ball into the hole. If he does, the two players switch and
the key player will be carried enabling the other player to kick the ball. If the player kicks the ball into another
player’s hole, then the two will switch sides. This is repeated for all the players. If the ball lands in the rabb
di khuti, the player who threw the ball will try to tag another player with the ball. All the other players try to
avoid being hit.
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Kikli

“Kikli kleer di Pag mere vir dee Daupatta mere bhai da Phitte mun jawai da”

Many pairs can play this game and at the same time the girls recite famous couplets belonging to their
native language. Two players play Kikli, standing in front of each other. They hold each other’s hands cross-
ing at wrists. Hands are held tight and straight with body leaning backwards. Their left feet are near each

other and rotate only as they go round, while the right foot goes on banging and moving in a speed as they
go round and round.
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Kichi Kichi Tambalam
“Kichuk kichuth tambalam Kiyak kiyath tambalam

Machu machut tambalam Maya mayat tambalam”.

This is an interesting traditional game played in villages,
which has riverbanks, as this game needs sand for
playing. This game improves skills like face read-
ing, direction finding and hiding things without others
knowledge even if the opponent is in front. Two players
can play this game in a sand filled ground by using
sticks/shell and cotton lamp wick.

A sand stage of size 1to 1.5 feet length and width with
height of 4 to 5 inches is made and the players decide
who is going to hide the stick and who is going to find it.
Then the player who is going to hide takes the stick and
holds it in two fingers (thumb and index finger) and insert
it in the sand stage from one side of it and collects it on
the other side using the other hand in such a way that the
stick is inside the sand and is not visible. The player has
to move the stick inside the sand, confuse the opponent,
and position it in a place.

He/she does this in such a way that the opponent gets
confused and tries to find it. The opponent gets only one
chance to find the stick, he/she needs to observe the
movement of the hand and face of the player who hides
the stick and should conclude where the stick would be
and point it to the player who hid the stick. If he/she fails
then the player who hid the stick gets one point and he/
she will get a chance to hide the stick for the second
time. If the player finds the stick then he/she gets the
chance to hide the stick in the second round.

The game will continue until any one player wins 10
games. Once a player win 10 games the opponent
should take a handful of sand and put a stick inside
the sand and the winner will close the loser’s eyes with
his/her hands and take him to some place and ask the
loser to put the sand in ground and bring him back to
the starting place by eyes closed. Then the loser should
search the place where he/she put the sand in ground,
if he/she fails then he/she needs to do what the winner
says.
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Anila Naai

This game is played with six or more players at a place with small and suitable trees where one can climb up
and down easily. An ‘out’ person is selected by playing any choosy game or by toss. The ‘out’ person stands
in a distance from the tree away from others at the beginning. The ‘out’ person has to say Anila(squirrel) or
Naai(dog). If he says Anila, all have to to climb the tree and if he says Naai all have to come down from the
tree. The ‘out’ person says Anila and Naai slowly in the beginning and slightly increases the speed between
Anila and Naai, so that the players move up and down from the tree quickly. All the players have to do as
the ‘out’ person says, if anyone fails to do it or does it wrongly then he becomes ‘out’. The ‘out’ person can
also run behind the players to touch them and make them out when they are in the ground away from the
tree or run from one tree to another. The players escape from the ‘out’ person and jump and run here and
there and try not to become out The main aim of the ‘out’ person is to make any other player ‘out'.
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Gella - Chutt

Gella - Chutt is an indigenous game of the state of Tripura. The number of participants varies from place to
place within the state, and there is no rigidity as far as the dimensions of the area to be played is concerned.
One group is called the out group, while the other is called the in group. Each group can have 7 to 10 players,
if not more. The in group selects one player as the king, who takes up his position at a point about 20 to 25
metres away from his team members. All the players of the king’s group are confined to a specified marked
area which is called ghar (house). The members of the out group spill over the entire area to foil the king in his
attempts to reach the ghar, without being touched by any member of the out group.

As the game begins, players of the in group run one by one, shouting ‘kut, kut' or any other word of their
choice. The players of the in group attempt to touch out players or make way for the king’s safe passage to the
ghar. The in players are permitted to stay in the king’s chamber, and make a human chain from where they
can touch out the out players, who are then considered dead. A player declared dead can no longer partici-
pate in the game. Thus, the king’s defenders keep his foes at bay, while the king himself is involved in finding
a way, whereby he can outwit his enemies and reach the ghar safely. This very process of leaving his room for
the house is Gella - chutt, which literally translated means ‘the king ran away’. The moment the king ventures
out of his room, all the out players rush to touch him, and if any one of them succeeds, the king is declared
dead. The two groups then interchange their roles.
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Beh Dieng Khun

This is played by groups of players by using one
small and pointed stick and one long stick. The
small stick is put in a hole.

The long stick must be touched to the small one
and then thrown at a distance. The distance is then
measured and the one who has the largest dis-
tance gets a point and is recorded. The player with
the maximum number of points is the winner.
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Yubee - Lakpee (Snatching the coconut)

Yubee Lakpee is a popular outdoor game in Manipur, played
only by men. It is akin fo rugby, and requires a great deal of
vigorous body play and stamina. Yubee in Manipuri means
coconut, and lakpee means snatching. This is a seven - a - side
game and is played on a field that is 45.72 by 18.29m in area.
The game starts when a coconut, duly anointed, is thrown into
play, from one end of the field. The coconut is greased, and
each player tries to catch it. Each player exhibits his strength
and agility, in both gathering the coconut and holding onto
it. The game demands wrestling ability, speed, great reflexes
and a sharp mind. Some scholars choose to view the game
in a religious light, since it was played on the grounds of the
Bijoy Govinda Temple on pichakari day, at the home of King
Ananta Shayee, by persons acting as gods and demons. The
game was celebrated annually on this day, re - enacting the
scene from Hindu mythology involving the snatching of the pot
of nectar, after the churning of the sea. The number of players
may vary, but usually the maximum number of players does
not exceed 24. Each player performs as an individual. After
oiling his body, each player wears the ningri or waist belt, sim-
ilar to the one worn in the game of Mukna.

The coconut is placed at the centre of the field, and on a
signal, the players race towards it. The referee begins the
game with a loud call - ’s wa’, occasionally he begins it by
throwing the coconut into play, in centre field. The coconut
is held chest - high by the player in possession, and players
are not allowed fo kick it.

The team, the players of which succeed in carrying the coco-
nut into the box area ( a rectangular space 4 1/2 by 3 m
in areaq, inside the field, the central portion of the goal line
forming one of its side ) and over the goal line, despite foiling
attempts by the opponents, wins the game. Just beyond the
goal line sits the judge (in days of yore, the ningthou or king
occupied this seat), and it is to him that the players dedicate
the coconut.

In order to score a goal, the player has to penetrate the box
area from the front, not from the sides, and he must then
cross the goal line, while carrying the coconut. In case, no
player succeeds in reaching the king ( the judge ) with the
coconut, all the players are lined up and made to run a race
to decide the victor. When the game really reaches a boiling
point as it were, and there are too many people pouncing
on the coconut, the rising ardour is cooled by dousing the
players with water.
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Agadoom Bagadoom

“Agadoom Bagadoom ghoradoom saje Dhak dhogor ghagor baje Bajter baite chollo dhuli Dhuli gyalo sai
kamlaphulli Kamla phulir tiyeta Sujii mamar biyeta Aye ranga hate jai Jhaler naru kine khai J halar naru
baro bish Fhool fateche dhaner shish.”

This is a group game where children sit in circle with knees folded and bending upwards. The leader recites
the lines above, and the knee, when the last word ends, is free. Both the knees are involved. The person
whose both the knees get freed first is the winner. The verses are repeated and the game goes on till every-
one is free.
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Bohu Chori

Two teams of players with a minimum of at least four players in each team. The first team places one of its
players as the ‘Bohu’ or bride in the “Room”. The rest of the players stay behind the Base Line.The opposite
team scatters itself around the Bohu Ghara in order to prevent the bride from escaping to the base.

A player from the first team takes a deep breath and runs to touch or ‘kill' members of the second team
while calling out ‘Kabadi Kabadi’ or any other word without losing his breath before returning to base. The
idea is to distract the players and reduce their numbers to allow the ‘bride’ to escape to the base without
getting caught. The game continues with different players until the bride successfully returns to base or gets
caught and the team is out. The next team then places their bride in the home and the game continues.
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Bagha Pedi Game

Two players can play this game with a design of the board on paper or on the floor. For the 4 tigers-4
marble sized pebbles or stones and for the 20 goats-20 smaller stones or pebbles are used.

Each goat can be moved only one pace along a line.

Each tiger can not only move one pace but can also jump over and capture a goat if there is an empty place
along the line next to a goat.

The game begins with tigers being placed (anywhere on the board), followed by the placing of the goats,
one at a time. The tigers try to capture the goats while the goats try to protect themselves by blocking the
tigers’ path. This can be achieved through clever moves which place two rows of goats round each tiger.
The game ends when the goats are captured or the tigers are blocked.
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Ikkal Dukkal/Burfi/Samosa/Lagadi

No of Children: minimum 6
Material: Chowk, gippal (piece of Stone)

10 boxes are drawn on the floor, five on one side and five on the other. The child who wins the toss plays first.
He/she throws gippal in the first box and the jumps into the first box with only one leg. When he reaches the 9th
box he throws the gippal out of the 10th box. Then he/she jumps over the 10the box. The process is repeated
for all the boxes. Whoever crosses all the 10 boxes successfully, wins the game. This game has different steps:

With hands- Child who is playing has to put gippal at the back of his hand and then cross all the 10 boxes. In
the next step the gippal is put on the back of the hand but on four fingers, then three, two, one finger. At the
end it has been put on the fist and the player has to cross the boxes,

With head-player has to put the gippal on his head and then cross the boxes.
With legs- at the end the gippal is put at one foot and then he/she has to cross the boxes. After this the game ends.
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Chappal Chor

No. of players: minimum seven
Material: chalk to make a circle and slipers (14)

A circle is made and all the players put their slippers inside it. One child becomes the thief and he/she
stands inside the circle and tries to save the slippers from the children who are outside the circle. All the
other children have to snatch the slippers without getting touched by the child inside it. If any other child
gets touched then he becomes the thief. If children manage to take all the slippers then the child inside the
circle has to run and touch the nearest tree. Otherwise other children will try to beat him with slippers and
he has to become the thief again.
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Insuknawr

This game started in the Indian state of Mizoram.
It is a strength based game in which the both
the players attempt to push each other out of
the ring by holding the closures of a wooden bar
between them. It tests both force and in addition
the steadiness of the players.
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Kho Kho

What you need:As much open space as you can find
(traditionally 27 meters by 15 meters). Two poles or
sticks, these are to go at either end of the pitch and
should be about shoulder height on your child. String
or chalk (for marking out the perimeters of the play
area). Ideally, 12 children (but any number above six
is fine).

Kho Kho rules:Mark out the play area with chalk or
string. Then draw a line down the middle, cutting the
field in half length-ways. Put a pole, stick or sweater
at each end of the central dividing line.Split players
info two equal teams, and then allocate one team as
the chasers and one team as the defenders (let them
know they’ll get to swap roles after seven minutes).
Chasers need to line up on the line down the middle,
facing in alternate directions. They can only ‘chase’
on the side of the pitch they are facing and can only
chase one at a time. The defenders enter the field in
groups of three and need to avoid being tagged by
a chaser - they can run anywhere on the field, but
they’re out if they get tagged. The chaser at the pole
starts and must try to tag one of the defenders on
their side of the pitch, if a defender crosses the line
to the other side, the chaser must tap the back of
one of his teammates, who is sitting facing the other
direction, and shout “Kho!”.

The teammate must then try to tag the defender and
the standing chaser sits in the team mates place so
only one chaser is chasing.Chasers can swap with
a teammate every time the defender moves into
the opposite side of the pitch or the chaser can run
round one of the poles to get to the other side of the
pitch.The aim for chasers is to tag-out the defenders
the fastest. Whichever team gets the defenders out
the quickest wins.
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Kabaddi

Two teams of seven players each face off in a large square arena for two halves of twenty minutes each,
each occupying its own half of the court. They take turns sending a “raider” into the opposing team’s half
and to win a point, the raider must take a breath, run into the opposing half, tag one or more members
of the opposite team, then return to their home half before inhaling again. The raider will chant “kabaddi,
kabaddi” with their exhaling breath to show the referee they have not inhaled. The raider will be declared
“out” and will not gain the point if they inhale before returning to their side, or return without touching an
opponent. The tagged defender(s) will be “out” if they do not succeed in catching the raider who tagged
them. Wrestling the raider to the ground can prevent them escaping before they need to inhale.

Defenders may not cross the centre line (the “lobby”) of the field and the raider may not cross the boundary
lines. However, there is one bonus line which can grant extra points for the raider if he manages to touch it
and return successfully. Players who are out are temporarily sent off the field. Each time a player is out, the
opposing team earns a point. A team scores a bonus of two points, if the entire opposing team is declared
out. At the end of the game, the team with the most points wins. Matches are categorised based on age
and weight.

G TS |

3 O % AR Raeel R 4§ iR 8 & 0-30 T & o6 § e 81 S-S § a9 <l @ Raaret
T gE % ©H | o diedl ol el ddl qiE a6t Th gE & OH § Sl § Sl IR AhEs gl
W % RacTSl ® § X 3 S BIl ol H1Er Sl ai RIcs! ® Hug-bael aied g¢ |id Bisd gg
STT 92 & 5Ted 6 360 &1 78 9al o % Rearsl  gaR1 | T8l @ &1 8FR 1l Sk arll Raetrsl
i q O 8 AN qE AT B A & AR IW B A o TE A 81 A R gl & & faael 34
TS Ad © A A J8 FMEX B A 3| G de A Raenel | gadt &9 & B o faarer B gem e
R T8 RGeSl I8 AU @H H TE Il ol 8 9 B S| 4l S ax {Grg] Sl S ]
A G T & ThS FX T o Bl &l THSH Al G & RSl B ARA IR el B! Bkl 81 IR
gl S e RISl AR @9 U ARA P 8 BT ANE O ST & o 99 b o fHerd &1 o S
Reegl aeX 8id & @ R a9 21 T a1eY Wd & 99 d% [ qadl < B Py Raemel SeX A @ S
&t 1 e Reafedl & 35 oiR oo & fed @ R S &)

91



92

Gulli Danda

The game requires two sticks. The bigger one is
called “danda” and the smaller one is called “gulli”.
The player then uses the danda to hit the gulli at
the raised end, which flips it into the air. While it is
in the air, the player strikes the gulli, hitting it as
far as possible. Having struck the gulli, the player
is required to run and touch a pre-agreed point
outside the circle before the gulli is retrieved by an
opponent.
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Hop Skotch/Kith Kith/Saz Loung/Ekhat-Dukhat

A popular playground game in which players toss a small object into numbered spaces of a pattern of
rectangles outlined on the ground and then hop or jump through the spaces to retrieve the object.

Generally a chalk or a small brick piece is used to draw blocks on the ground. It contains 8 blocks. Each
player uses a marker such as a bottle cap, shell, stone or button. A player has to stand behind the starting
line and toss his marker in the first block. He has to hop over the first block to the second one and then con-
tinue hopping to the eighth block, turn around, hop back to the second block, pause and pickup the marker,
hop in the first block and set out. Then he has to toss the marker in the second block. This goes on until the
player reaches the eighth block and completes the lap successfully. In this game, all hopping is done on
one foot, unless there are two lateral blocks, where the player can land his both feet.

A player is out if the marker does not land in the right block, touches the line or the player loses balance
and touches the line accidentally.
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Poshampa

Two people stand with their hands locked together
above their heads and sing a song. The other kids
pass from under that bridge and the one who gets
caught (when the hands come down like a cage at
the end of the song) is out.
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Leap-Frog

In leap frog one player bends over with his hands on his bent knees, assuming a frog-like position. The
other players in turn place their hands on the ‘Frog’s’ back and vault over him, each then running in line a
few steps forward and crouching in front of the first player assuming the ‘Frog’ position, forming another
back to vault over. This continues till all the players have jumped and/or crouched down as frogs. The last
player in line has to jump over all the other players’ backs. This game can be continuous and non-ending
if the first player stands up and jumps over the others’ backs and continues crouching in line, followed by
the second player and so on.
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Kombea Zuz (Cock Fight)

This game is played in a large open areq; it requires 2 or more players, the more the merrier. A large circle
is drawn with chalk on the floor, all the players stand inside the circle, they stand on one leg and the other
is folded behind their backs, they may hold the folded leg with their hands for additional support. The game
begins when the players say ‘Ready!” Any player who puts his folded leg down or whose standing leg
touches the circle is out. Players try to push each other with their shoulders so that the opponent is forced
to put down his leg or steps outside the circle and is declared out. Players must jump about in the circle, if
a player is caught standing in one place they are declared out. The objective of the game is to be the last
remaining player in the circle.
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Coconut Breaking

The coconut breaking competition has evolved from a recreational activity to a state level competition in
Goa, where players from over the state compete to play this unique game. The game is played in pairs,
where two players compete against each other. The players stand approximately 10 meters away from
each other on an open field. Each player carries with him six coconuts, with the outer layer of husk removed.
The first player rolls the peeled coconut on the ground, at a medium pace, towards the other player. The
other player waits for the coconut to get close enough and with another coconut in his hand, he attempts to
break the coconut rolling towards him. If he breaks the coconut, he wins that round, but if his own coconut
breaks then his loses that round. The same routine is repeated with the other coconuts left. At the end of the
lot, the player who has broken the maximum number of coconuts emerges as the winner.
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Dog and Bone

Equipment: Small throw-able (hand sized) bag or some other small unbreakable object.

Divide into two teams of equal numbers. Place the bean-bag (the bone) in the middle of the room, teams
can either sit in a big/wide circle around this or in two lines down the edges of a playing area. Either way
make sure there is plenty of space between players and the bean-bag.

Each team must be numbered 1to 12 (change this depending on group size). The instructor shouts a num-
ber and the two people with that number (on opposite teams) must try to get the bone before the other
one. When one gets the bone, the other can try to tag them before they get back to their team line. The
team scores points depending on how many times they manage to get the bone, without being tagged/
touched.. You can mix it up by choosing different numbers on each team to go against each other.
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Patang Bazi (Kite Flying)

Patangbazi (kite flying) is children’s most beloved game and the onlookers also enjoy it. Kites are flown with
great enthusiasm especially on national holidays. Another kite flyer, who is trying to bring the kite down,
entangles his kite with yours, and an exciting kite fight starts. It is exciting not only up in the sky but also on
the ground, when kite looters run along with the kite without caring what they are doing or where they are
going.

Fine paper is used for making kites. It is strung on a frame of thin bamboo, one stick positioned lengthwise,
the other like a bow across it. The kite paper is fastened to the frame with glue. About three inches from the
top and four inches from the bottom of the longitudinal stick, fine thread is fastened, forming a triangle. This
is attached to hundreds of yards of thread, and wound around a spool.The thread on the spool revolves in
the hands of the learner as the expert spacing kite. The fight is encouraged by the onlookers by shouting,
‘Woh! Kattal(Look, it's cut!). The person whose kite is cut is the loser and the loser tries spacing back his kite
from where it fell down.
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Draw the Nose on the Clown

This game can be played with any number of
children. Draw spacing face on a sheet of paper
except the spacing paste it on a wall. Select 1 child,
blindfold the child, spin him/her around and then
let him/her find their way to the clown’s face and
draw the nose for the clown. Whoever gets their
nose closest to the correct place on the clown’s
face wins.
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26 January

Number of Players: 4 children
Material: Nothing

All the children sit in a circle on the floor. They all keep
their palms on the floor, with their fingers spread open.
One player starts counting the fingers by touching every
finger of all the children sitting. The player, whose finger
is at the 26th count, is considered out and sits behind.
We can consider any number of fingers i.e. any number
of children. This also is a good exercise for the fingers.
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About Child Health & Sports Cooperative

Play, recreation and sports are considered to be cornerstone of children’s health and well-being 2
and researchers have found its positive impact on the life of children. Playing together provides \ b /
opportunities for social, moral as well as emotional development hence counts as a vehicle for
personality development. In addition to this advantage, play erodes the boundaries of caste,
religion, color and gender. In spite of the importance given by researches from a range of
disciplines including education, psychology, philosophy and anthropology, millions of children
are denied opportunities for play and recreation due to varying reasons like war, conflict, -
disease, abilities, poverty, lack of safe spaces, and lack or recognition of the importance or

misconceptions on play and recreational activities.

The Child Health & Sports Cooperative (CHSC) sees children’s participation in sport as a life skill in itself. The core
goal of CHSC is to support street-connected and ethnically marginalised children lead healthy lives and make
positive, informed choices. Sport has been identified as an important element to achieve those core goals and also
to strengthen efforts around emerging issues to improve mental health, tackle risk behaviour and overcome social
isolation.

In Child Health and Sports Cooperative (CHSC), sports is one of the mechanisms for ensuring the emotional well-
being of children especially overcoming the social isolation, and improving their physical and mental health so that
they can improve their life chances.

About Butterflies

Butterflies is a registered voluntary organisation working with the most vulnerable groups of children, especially
street and working children since 1989 in Delhi. With a rights based, participatory, non-institutional approach the
organisation endeavours to educate and impart life skills to vulnerable children so that they become self-reliant
and exit out of the cycle of generational illiteracy & poverty. Butterflies reaches out to almost 3,300 children
every year through various interventions in all project areas and has touched the lives of more than 71,000
children since inception. Children’s participation is the core belief of all the programs implemented by Butterflies.
For more information about Butterflies, visit: www.butterflieschildrights.org
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Protecting and empowering children since 1989

U-4, Green Park Extension, New Delhi-110 016
Tel.: +91-11-47471000, 26163935, Fax: +91-11-26196117
E-mail: butterfliesngo@gmail.com
Website: www.butterflieschildrights.org





