Games from Africa

Spearing the Disk

Origin: Ethiopia

Equipment: Hula Hoops, small balls or sticks

How to Play:
Each player has an object (ball or stick) to throw. The leader has the hoops. Players form a line, shoulder to shoulder, arm’s-length apart, facing the path the rolling hoops will take. When the leader rolls a hoop, each player attempts to throw the object through the moving hoop as it passes. Players who fail to throw their object through the hoop are eliminated until only one-player remains. After the hoop passes everyone, players retrieve their objects. 

Adaptations:

1) Award players who throw their objects through the hoop a point. Choose a number to play to before beginning.

2) Choose a person to be the hoop roller at the other end of the line. 

Third Grade: Standard 1.7 Catch, while traveling, an object thrown by a stationary partner.
Boa Constrictor

Origin: Ghana and Togo

Equipment: Chalk or cones to mark home area

How to Play:

Mark the boundaries of a large playing area. Mark an area approximately 10 feet square within the larger area as the snake’s home. To begin, the game, choose one person to be the snake. The snake chases other players, attempting to tag one. A tagged player joins hands with the snake. Now either player’s free hand can tag other players. The newly tagged players join hands with whomever tagged them. If the snake breaks (players drop hands), free players can tag the snake parts. If any part is tagged before the snake can rejoin, this forces the entire snake to return home to reattach all parts. The last free player wins. 

A good strategy for the snake to use is to circle the free players, making it easier to tag them. 

Adaptations:

1) All the free players to try to “snap” the snake by running into the joined hands. 

Catch Your Tail

Origin: Nigeria

Equipment: Handkerchiefs or cloth scraps

How To Play:

Divide the group into partners. Tuck a handkerchief in the back of the pants or skirt of one partner. The partner with the handkerchief stands behind the other partner, holding the waist of the partner. On the signal to behind, the pairs chase each other, trying to steal handkerchief, from other pairs without letting go of each other. If partners let go, they must immediately stop chasing until they rejoin themselves. When a pair loses their handkerchief, they move to the sideline. Play continues until only one pair still has their handkerchief. The winner is the last pair with their handkerchief. Pairs can all compete against each other or you can divide the group into two teams, using a different-colored flag for each team. 

To ensure fair play, rotate partners every round. Players who were in front should have a turn in the back with a new partner. Accomplish the changes quickly by arranging all players in a double circle before initiating play in each round. To change front and back players, everyone does an about-face; to change partners, the inner circle moves one place to the right. 

Adaptations: 

1) You may want to have a few elastic belts on hand in case any players are wearing dresses without waistbands. 

Modifications: If a scarf is dropped, the team must perform a fitness task (outside of the playing area) and then return to the game. 

Modifications: When a team loses their scarf, have them move outside of the playing area and perform a fitness activity. When finished, they can return to class. 

Four Chiefs

Origin: Nigeria

Equipment: 4 different colors of ribbons (20-30 each), stopwatch, whistle, four chairs/stools/boxes


How to play:

The leader chooses four players to be the chiefs. The chiefs sit on the chairs. The leader chooses two soldiers for each chief. The soldiers hold a supply of ribbons in their team’s color. On the signal to begin, the other, unassigned players scatter, trying to avoid being tagged by the soldiers. When a soldier tags a player, she gives a ribbon to the tagged player. The tagged player runs to and sits behind the soldier’s chief (as indicated by the color of the ribbon). Continue for a designated time period. When time is up, blow the whistle. All players who have not been tagged sit where they are while the captured players are counted. The chief with the most captured players wins. Be sure to rotate the chiefs and soldiers each round. 

Adaptations:

1) When a team gets six captives, or any other preset number of captives, the chief stands on the chair and signals the leader to stop play. 

2) Instead of having tagged players sit behind the chief, they could deliver the ribbons to the chiefs and return to the field to try to avoid the soldiers again. 

