Games From Australia

Coconut Shell Game

Origin: Aborigine

Equipment: 28 coconut half shells or beanbags

How to Play:

Divide the players into four teams of seven each, designating one player as the leader of each team. Each team forms a circle approximately 10 feet in diameter. The leader has seven coconut shells at her feet. On the signal to begin, the leader hands or tosses one shell to the player to the left. The receiving player catches the coconut shell and places it at her feet. The leader continues tossing the shells until the player on the left has all seen at her feet. Then the player with the shells tosses to the player on the left. Continue in this way until all the shells are again at the feet of the leader. The first team to return the shells to the feet of the leader wins. 

Adaptations:

1) Play with fewer teams or a different number of players on the team. However, each team must have the same number of players. 

Fielding Race

Origin: Australia

Equipment: One ball for each team, cones to mark the area

How to Play:

Divide the players into two teams, each team standing single file 20 to 25 feet from the goal line. Designate the first player in the line as the leader. On the signal to begin, the leader bowls his ball hard enough to cross the goal line. As soon as he releases the ball, the leader runs after it, picks it up (after it crosses the goal line), and runs back to his line. If the ball does not cross the goal line, he must bring it back and he tries again. When he reaches his team line, he hands the ball to the next player and goes to the end of the line again. The winner is the first team to have the leader in the first position holding the ball over his head. 

Adaptations:

1) Determine the distance to the goal line based on the ability of the players. 

Ladder Jump

Origin: Australia

Equipment: Chalk (for pavement)

How to Play:

Divide the players into two teams. Number the players. Player number one stands with toes on the starting line. She performs a standing broad jump forward, landing on two feet. Player number two starts with his toes on the heel marks of player one and jumps forward. If playing on pavement, you might want to draw chalk marks to show where players landed. Continue until all team members have jumped. The team that collectively jumps the greatest distance wins. 

