








kari-woppa

‘kari-wop-pa’

All school-age groups (K-12) Post-school age

Background

A wrestling game was played by the people in the
Torrens area of South Australia. The contests
were generally held on the meeting of groups from
different areas. Players wrestled for a tuft of emu
feathers called a kari-woppa.

Komba burrong or kambong burrong (the game of
‘catching hold’) was the name of a similar game
played by the Noongar people of the south-west of
Western Australia. Emu feathers were tied onto one
end of a stick and the other end was stuck into the
ground. One player ‘defended’ the stick while the
other players in the group attempted to take the
emu feathers off the stick.

Language

The name of this game is from the language of
a group of Noongar people of the south-west of
Western Australia. It is an active game.

Banya goongar
Perspiration (is) rolling off him.
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Short description

This is a wrestling game where a player attempts to
take a ball from another player.

Players

e A group of four to six players

Playing area

e A designated area with a circle marked
5-7 metres in diameter, or play indoors on mats

Equipment

e A football or medicine ball to represent a bundle
of feathers attached to a stick. Gymnastic mats
may be used for an indoor area.



Game play and basic rules

e Players work in a small group of four to six, or
with a partner about their own size. Both players
are on their knees.

e One player holds onto the ball while his or her
partner and/or two to three or more other players
attempt to take the ball away within a 30-second
time limit.

e [f the ball cannot be taken away then it is a draw.
Repeat as the best of three. Players change
around or choose another partner/group.

e |f working in a small group continue play until
everyone has had a turn holding the ball.

Variations

e Players may either be standing or kneeling on
a mat.

e Both players hold onto the ball and attempt to
take it away from his or her partner. There is a
30-second time limit.

e The player with the ball is only allowed to hold
it under one arm. Players may not use the other
arm to fend off the other player.

e Place players in groups according to size and
conduct a round-robin competition for each group.

e Conduct a double-elimination tournament where
they play until they have lost twice. Winners play
winners and losers play losers after the first
round. This continues until there is only one
person left.

e One player holds a short piece of hose (for
the bundle of feathers). The other players (two
to four) attempt to take the hose but are not
allowed to interfere with the defender in any other
way. The defender protects the hose by pushing
the other players away. No kicking is allowed.
(This is the traditional form.)

Safety

Ensure that safety aspects are closely observed
to avoid injury. Participation in this activity should
be voluntary.

Comment

This activity could be very useful as a practice
activity for the skill of mauling in rugby union.

Teaching points
e On your knees. Hold onto the ball.

e Watch the contact. Be careful. Go for the ball
only. Leave them alone otherwise.

e Ready. Go.




meetcha kamb@ng e

‘meet-cha kam-bong’

SCHOOL SCHOOL SCHOOL
YEARS YEARS YEARS Post-school age
4-6 7-9 10-12

Background

A wrestling game of the Noongar people of the
southwest of Western Australia was called meetcha
kambong (‘nut game’) or boojur kombang (‘ground
game’). In the Swan district it was called boojoor-el-
eeja. A team beaten at this game might resume the
contest in a month or so.

Language
The winners shout:

Kaia, kaia, yaang, yaang, yaang doojara
Beat them!

ngai jinnong, jinnong
See, see, I've got it.

Short description

A ‘wrestling’ game where attacking players attempt
to uncover a buried object and defending players
attempt to stop them.

Players

e Two teams with four to five players in each
Playing area
e A suitable sand area but the activity is best

suited to a sandy beach

Equipment

e A rounded stone or tennis ball can be used
as the meetcha nut. Hide the meetcha in
a designated place near the middle of the
playing area.




Game play and basic rules

e The attacking team players turn their back while
a player of the defending team hides a meetcha
(tennis ball) about 20 centimetres in the ground.
Four or five defending players guard it while an
equal number of attacking players attempt to
break through and ‘capture’ the meetcha.

e No kicking is allowed and all players are
restricted to pushing and pulling. Players are
not allowed to throw sand around.

Scoring

The game continues until one team becomes
tired (allow three minutes) or until the meetcha
is secured.

Suggestion

This would be a good outdoor game, rugby or
Australian rules football training activity to play on
the sand at the beach or in a sand pit. Take care to
avoid sand getting into the players’ eyes.

Teaching points

e Bury the ball and smooth out the area. Attackers
look the other way.

e Ready and go.
e Pushing and pulling only.

o Watch out for the contact. Be careful with
the sand.

e Dig it out. Keep going.




tingalpa

‘tin-gal-pa’

SCHOOL SCHOOL SCHOOL
YEARS YEARS YEARS
7-9 10-12

Background

Teams from far and wide gathered at a ‘place of
wrestling’ (at Dingulami) in Kabi Kabi territory in
south Queensland each year at the time when the
bunya nuts were ready. Tingalpa near Brisbane was
also a wrestling place. Only one team represented
each group attending. Two players came from each
part (totem) of a group. Each pair in the competition
wrestled in a ‘rough and tumble’ manner.

Language

Gurumba means ‘wrestlers’ in the Kabi Kabi
language. The name of this version of a wrestling
game (garumba) played by the people in south
Queensland is taken from a place where wrestling
contests were held.

Short description

This type of wrestling involves players attempting
to push or pull an opposing player out of a circle

or past a line. (This game version is suitable for

younger players.)

Players

e Individual contests for a group of players

Playing area

e Mark circles with a diameter of 3-5 metres, or
use the circles on a basketball court.

e The activity can be undertaken on gymnastic
mats in an indoor facility.

Scoring

One point is scored each time a player pushes his
or her opponent completely back over an end line
(or out of a circle).




Game play and basic rules

e Gurumba (wrestlers) compete one at a time
against their opponents. Players should compete
against an opposing player of the same age,
weight, height and ability.

e To start the contest players face each other in
the middle of the area and place their hands on
the shoulders and upper arms of their opponent.
Players then attempt to push or pull their
opponent completely out of the circle.

e No hitting, ‘throwing’ or tripping is allowed.

Variations

e Have individual contests (either elimination or
round-robin) with the best out of three contests.

e Conduct a round-robin team competition with
teams of four to six players. Record a win, loss or
draw to decide the winner, or use the total of all
bouts won to decide on the winning team.

e Play for fun or as a warm-up, partner or
other activity.

Safety

It is important to note that no person should be
‘forced’ to engage in activities involving physical
contact. Students should be advised of their right
not to participate before the activity begins.

Teaching points
e Face each other. Hands on shoulders.

e Hang on tight.

e Push. No pulling or tripping.




Tur-dur-er-rin ° oY

‘tur-dur-er-rin’

&
SCHOOL SCHOOL SCHOOL
YEARS YEARS YEARS Post-school age
4-6 7-9 10-12

Background

The lessons learned around the camp fire were
often required for survival. Tur-dur-er-rin, war-rok-min-
der-neit, or work-ern-der-eit, was a wrestling game
from Victoria in which the most skilful, or perhaps
the strongest, proved to be the winner. The old men
and women and the children acted as spectators
and sat down around a smooth area of grass. After
sitting down for a time one of the wrestlers stood
up, grasped a handful of dust or ashes and threw

it towards a wrestler in the opposite team as a
challenge to wrestle. They then sat down.

The wrestler who was challenged rose and threw
dust towards the wrestler who made the challenge.
When this was done all the men of both the groups
rose and threw dust (or the ashes of the dead fires)
into the air around them.

The two wrestlers who competed rubbed their
hands with ashes or dust and then rushed towards
each other. The contests continued until all the
wrestlers were tired.

Short description

This is a pushing-and-pulling contest where players
attempt to put each other on the ground.

Players

e The wrestlers divide into two teams of two to
six players (or more) on opposite sides of the
playing area. Participation should be voluntary
within guidelines.

Playing area

e The wrestling area is about 5 to 7 metres across,
with a larger area around this for safety. For
outdoors a sandy surface is recommended.

Equipment

e Players wear short pants or a swimming
costume. Players may wear a football jersey if
they wish.

e Gym mats can be used indoors.




Game play and basic rules

e The wrestlers face each other a few metres apart
and on a signal to begin they move towards each
other. They place their hands on each other’s
upper arms near the shoulders and, holding on
tight, move around, pushing and pulling in an
attempt to put the other player on the ground.

e |If a grip is broken the wrestlers stop. They
continue after they hold each other again.

e Fair play is a feature of the contests. No kicking,
tripping or other unfair actions are allowed.

Comment

The young boys were taught all the skills for this
type of wrestling. It was necessary for their safety in
later life, when they may have been required to test
their strength and skill in single-handed encounters
with members from other areas.

Scoring

Skill in the activity involves not falling to the ground
when knocking — by pushing and pulling — an
opponent down.

After the contest the successful wrestler returns to
his place amid shouts of praise. If both wrestlers
fall to the ground this is a draw or ‘no contest’ (and
in the traditional game was considered to be worse
than losing).

Variation

e Team tur-dur-er-rin: Have teams of four players
(similar age and weight) organised in an
elimination or round-robin contest with another
team. There is a time limit of 90 seconds for
each round — best two out of three rounds in
a bout. A player who touches the ground with
any part of the body other than the feet loses
the round.

Safety

Safety procedures should be strictly adhered to and
players should not be forced to participate or feel
obliged to do so. Participation should be voluntary
within guidelines.

Suggestion

This activity could be used in judo, wrestling and as
a rugby or Australian rules football training activity.

Teaching points

e Players ready. Wrestle.

e Push and pull. Hang on tight. Push and pull.
e Be careful. Put them on the ground.

e Stop, next group.




‘bar-i bar-lam bem-bing-e’

All school-age groups (K-12) Post-school age

Short description

This is a suggested outline of a traditional
games event.

Language

Bari barlam bembinge means ‘the children
are playing’ in the Barunggam language of the
Darling Downs area of Queensland.

Explanation

The games and activities outlined have been
modified for use with co-educational classes

and groups of different age and/or abilities, as a
workshop or traditional games activity over a time
period of one hour to one and a half hours. Groups
of six to 12 may be used. The games represent a
mix of activities (cooperative and competitive) and
allow for a high level of player participation.

TRADITIONAL GAMES EVENT

The use of coloured circles/dome markers works
very well. Each team may be assigned a colour
(and a team name) and the gear for that colour is
in one place — players take their own gear. The
coloured circle/marker for a team may be taken to
the playing area to be used and this makes it easy
to identify teams.

The usual procedure in a workshop format (often for
groups that come together at a camp, conference
or sports session) would be to call groups in and
explain the activity, with one group demonstrating
the game/activity. Groups go to their designated
playing area. Use a whistle to control the activity
and explain any progressions.

In a traditional games event format it may be
possible to arrange for people at each group to learn
and conduct the activity — give the name, a brief
explanation and demonstration followed by a short
practice and question-and-answer session, then

play. All groups could do the same activity at the
same time or groups could rotate around six to eight
activities, with about eight to ten minutes each.




Short outline of activities

1 Cross boomerangs: Use a number of foam
boomerangs (sold as Roomarangs). These can be
used by groups as a warm-up/introductory activity.

2 Gorri (this is a good ‘ice-breaker’): Players spread
out behind a line. Each player has a tennis ball and
each group uses a large ball. As the large ball is
rolled across in front of the group (8-10 metres in
front) players attempt to hit it. Gather the balls and
repeat the turns. Variations of this activity include:

e varying the speed

e bouncing the ball

e using two balls at once

e using a woomera (thrower) and ball
e using balls of different sizes.

3 Kai: Use a light ball, such as a medium-sized
gator skin ball. Use the palm of the hand to hit
upward above head height.

Progressions:

e Players hit the ball around in a circle (either
direction).

e Players hit it to other players who call out
their name — attempt to work through the
whole team.

e Players work as a team to hit the ball in the air
and go through the letters of the alphabet. No
player is allowed to touch it twice in succession
or receive it straight back from another player.

e Give each player a number and work through the
numbers in a set order.

e One player stands in the middle of the circle and
the ball is deflected to the other players, who in
turn hit it back to the middle player. Change the
middle player each time any player makes an
error — the aim is to keep the centre player in as
long as possible.

4 Kalq: Players in a group of four to six stand in

a circle 2—-4 metres apart. Players have a paddle
bat (plastic play bat) each and each group uses a
unihoc ball. One player without a paddle bat starts
with the ball and lobs it underarm to the next
player, who may use one or two hits to hit the ball
— preferably underarm — to the next player, in an
attempt to make the ball go around the circle and
back to the thrower to catch. Change every couple
of turns. Either score a point for every successful
circuit or give one point for every player who hits the
ball (use this for younger players).

5 Wuljini: Use a light ball, such as a sponge ball or
a medium-sized gator skin ball. Divide the group of
players into two teams, with players next to each
other and facing the other team 3-5 metres away.
Players use an underhand hit with the flat of the
hand only.

Progressions:

e Allow each player two contacts and each team at
least one and up to three player contacts before
the ball is hit over to the other team.

e Aim to keep the rally going as long as possible.

e Hit the ball higher and try to make only one
contact per player, and at least one and no more
than three contacts for each group.

6 Wana: Use a large hoop and place a wooden
skittle or plastic bowling pin in the centre. Players
stand around the outside of circle (radius of 5-7
metres). The player in the middle has a Kanga
cricket bat. Start with one softball-sized unihoc
ball (in the team colour, if possible). The players
around the circle throw the ball underarm so that
it bounces off the ground outside the hoop in an
attempt to knock the skittle over. The player in the
centre with the bat may only tap the ball away and
is ‘out’ if the ball is caught, the ball goes out of the
playing area on the full, the ball is hit too hard, the
batter steps inside the hoop, or the batter knocks
the skittle over. Players may throw the ball to
another player in an effort to hit the skittle.




Progression:

e Start the game using one ball and then add
another.

7 Boogalah: Use a gator skin ball or slightly
deflated size two soccer ball or similar. Divide the
group in half. A player from one group throws the
ball high up in the air and all the players in the
other group attempt to catch it. The successful
player scores one point. Play until the first player
gains five points, or compile a ‘record team score’
after a set time. Physical contact is limited.

8 Kolap: Players line up behind each other. Each
player in turn attempts to throw a beanbag (or
fleece/koosh ball) into a small hoop 3-5 metres
away. The thrower retrieves the beanbag each time.
Count the number of throws that land inside the
hoop. Allow 3-4 minutes.

9 Kee’an: Players line up behind each other and
take turns to throw a foxtail ball (hold in the middle
of the tail) over a set of cricket stumps and into

a storage bin. Count one for each successful
throw. Retrieve the ball for the next player. Allow
3-4 minutes.

10 Turlurlu: Play between two teams of one to five
players. To start play, each team lines up facing
each other 12-14 metres apart. The length of

the line they stand behind varies according to the
number of players — for five players the line is

5 metres long. Each player has a unihoc stick and
one ball is used. A player from one team attempts
to hit or underarm roll the ball along the ground
towards or at the opposing team and within the
reach of at least one player of that team, in such a
manner that the opposing team cannot hit it or stop
it before it crosses the line they are standing on.
Scoring depends on the success or failure of the

hitting team. A good hit, without being hit/stopped
before crossing the line, scores a point for the
hitting team and a bad hit (off the ground/in the air,
mis-hit, or misdirected) results in one point for the
receiving team. Teams attempt to score 11 points
to win the game.

11 Taktyerra: Two teams of four to eight players.
Use a volleyball court. Players have a number of
balls (paper, fleece balls or socks). They stay in
their own half of the court and behind the spiking
line of the volleyball court. On a start signal players
throw the balls and attempt to hit the players of the
opposing team. Any balls in the middle area of the
court (between the spiking lines) are retrieved when
there is a stoppage in play.

12 Koolchee: Players form two teams behind
the base line, at opposite ends of a tennis or
badminton court. Each team has a supply of
tennis balls. Players roll one tennis ball at a time
underarm towards the other end of the court. A
player must have one foot behind the base line
before rolling a ball. Balls that stop on the court
may be retrieved but care must be taken to avoid
any interference.

Progressions:

e Teams roll the tennis balls towards each other —
no scoring.

e Each player has a tennis ball. Place a set number
of pins in the centre of the area and both teams
attempt to knock them over in a cooperative
activity — perhaps timed with several attempts
to set the best time.

e Place five pins about 3 metres in front of each
group and the teams attempt to hit the pins in
front of the team at the other end of the area.
A class competition with four to six players in
each team on a badminton court works well
for younger players — matches are the best of
three games. (Competition matches on a tennis
court to the best of 11 or the first to 11 games
work well with older players. Change ends every
five games.)

13 Keentan: Form two teams of four to six players
in an area about the size of half a tennis court. Use
a size 2 soccer ball. The ball is thrown from one
player to another player of the same team — to




pass the ball a player must jump into the air and
pass. The players of the opposing team attempt to
intercept the ball while they are off the ground. The
ball is only gained if it is caught while the catcher
is in the air. If the ball is dropped or knocked to the
ground by a player attempting to catch it the other
team gains possession.

A change of possession also occurs when a thrown
ball falls to the ground untouched or is dropped by
the receiver. No physical contact is allowed. Players
cannot stop opposing players from moving around
the area — no interference is allowed. Passes must
be a minimum of 2-3 metres.

The player in possession of the ball may run around
the playing area for up to 10 metres. The player
with the ball cannot be guarded or obstructed while
he or she is attempting to pass the ball — the
defender must be at least 1 metre away. A player
may not hold the ball for longer than three seconds.
The ball must remain inside the playing area.

Practice

Before playing, both teams practise running around
the area, jumping to pass the ball and jumping to
catch it. Feet must be off the ground by at least
20 centimetres.




riawena

‘ri-a-we-na’

All school-age groups (K-12) Post-school age

Language

Riawena means ‘fun (sport)’ in the language
used by the Aboriginal people of the Oyster Bay
area of Tasmania.

Description of activities

A number of the games and activities can be
conducted as athletic events. Examples include:

1 Spear throw for accuracy: Use a ‘ball thrower’
and a tennis ball with a large wheelie bin as the

target (10-20 metres away). Each player has five
to ten attempts. Conduct two rounds and add the

scores of both rounds for a total.

2 Spear throw for distance: Use a ‘ball thrower’
and a tennis ball. Players get three attempts to
throw as far as they can.

. |

4 Boomerang-return contest: Players stand in

a circle with a 1-metre diameter and throw a
boomerang at least 20 metres away (mark a circle).
They see how close it lands to the centre circle.
Players get five attempts each.

5 Weet weet throwing: Use a gymnastic club or
small skittle as a weet weet. Players attempt to
throw as far as possible — they get three attempts.
Mark where the weet weet lands.

6 Koolchee: Players stand next to each other
behind a line. Place five wooden skittles 1 metre
apart, along a line about 10 metres away. Players
roll five tennis balls to attempt to knock over the
skittles. Play three rounds in a competition for a
total out of 15.

7 Possum pushing: Mark a circle with a 3-5-metre
diameter, or use a centre circle on a basketball
court. Players start in the centre of the circle and
attempt to push/pull their opponent completely
outside the circle.

Players must place their arms on the upper arm and
shoulder of their opponent and hold on while they
push — no hitting, throwing or tripping is allowed.
Conduct a round-robin or elimination tournament.
The best of three turns is played.

8 Jillora: Use upturned discs and billiard balls.

The game may be played by several players at once.
On the signal to start all players start their balls
spinning with their thumb and first two fingers.

The last ball left spinning is the winner.

3 Tarnambai: Players line up behind a starting line,
with a tennis ball in one hand. On the signal to start
players roll their ball past a line 20 metres away
and run out to retrieve it. The first player to cross
the starting line is the winner.




Yulunga

‘yu-lun-ga’

All school-age groups (K-12) Post-school age

Language

Yulunga means ‘playing’ in the language of the
Kamilaroi (Gamori) people from the northwest of
New South Wales.

Explanation

The following games and activities may be
organised as part of a display of Aboriginal and
Torres Strait Islander games. People come and try
some of the activities and move on. Select around
eight to ten activities.

It may be useful to have a person stationed at each
activity to explain and control it. In some cases it
may be possible to have an explanation (diagram or
information sheet) for people to follow. (Refer to the
respective outline of games for more detail.)

It may be useful for students to learn and practise
the games, and perform them as a display for
other groups.

DISPLAYS AND SKILLS GAMES

1 Weme: Use two markers 5-10 metres apart and
two to four bocce balls. Roll to hit a ball out of a
centre circle.

2 Kolap: Two small hoops or large carpet squares
4-6 metres apart and four wooden blocks or
beanbags. Throw into the hoop.

3 Koolchee: Use two to four wooden skittles
5-10 metres apart. Have a supply of tennis balls.
Attempt to knock the skittles over.

4 Gorri: Use sponge or tennis balls and a large
ball. Throw the smaller balls at the large balls
(either stationary or rolled).

5 Woomera: Use a ‘ball thrower’ and tennis
balls. Throw at a target such as a large gym ball
or other target.

6 Jillora: Use a number of billiard balls and discs.
Spin the balls as long as possible.

7 Kalq: Players with a paddle bat each stand

2-3 metres apart in a circle. Attempt to hit the ball
around the circle or as a group (keep it in the air as
long as possible).




8 Kee’an: Use three foxtail balls (or a tennis ball in
a stocking), a set of cricket stumps and a storage
bin. Throw over the stumps and into the bin.

9 Taktyerrain: Place large carpet tiles 5 metres
apart. Use sponge or fleece balls. Players stand on
the carpet tiles and attempt to hit their opponent.

10 Kai: Use a medium-sized gator skin ball. Players
use the palm of their hands to hit the ball around in
a circle, in the air, or back and forth to each other
as many times as possible.

11 Wana: Use a large hoop, Kanga cricket bat,
cone marker, unihoc balls and a marked 5-metre
radius circle. Players attempt to hit the cone marker
being protected by a batter as in French cricket.

12 Cross boomerangs: Use a number of foam
boomerangs (sold as Roomarangs).




‘gu-gi-yn nah-ri’
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All school-age groups (K-12) Post-school age

Explanation

.,

The activities outlined are examples of how the
games can be modified to be used in a tabloid
event. Groups of four to six players over a two to
three-minute time period are recommended.

Groups are taken around each activity and the

rules are explained. Groups are then assigned

an activity to start with and the rules are quickly
revised. After each rotation, and while the scores
are being recorded, one player from each group
stays behind to explain the activity to the next group
before rejoining his or her own group. Allow a short
practice time.

Student leaders may be used where mixed age/
ability groups are involved — these leaders remain
at each activity and explain the activity to each
group and are responsible for scoring.

TABLOID EVENT
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Language

Gugiyn means ‘fast’ and nahri means ‘play’ in the
Bundjalung language of northeast New South Wales
and southeast Queensland.

Tabloid activities

1 Kalg: Players with a paddle bat each stand in a
circle 2—-3 metres apart. Players hit (underhand) a
unihoc ball around the circle. Count one for a hit by
each player.

Number of hits:

2 Koolchee: Players divide into two groups,

10 metres apart. Arrange marker cones 1 metre
apart in the middle. Players in each group take
turns to attempt to roll a tennis ball between the
markers.

Number of good rolls:

3 Gorri: Players line up behind each other. A
hoop-sized target is marked against a fence or wall
5-7 metres in front of the group. Players take turns
to attempt to throw a ball ‘through’ the hoop. Balls
must hit inside the circle to count.

Number of good throws:




4 Boogalah: Players are in two groups either side
of a goal post crossbar or volleyball net. A ball is
thrown back and forth over the bar/net. Count the
number of successful catches.

Number of catches:

5 Kee’an: Players line up behind each other
and take turns to throw a foxtail ball — held in
the middle of the tail — over a set of cricket
stumps and into a storage bin. Count one for
each successful throw. Retrieve the ball for the
next player.

Number of good throws:

6 Tarnambai: Players line up behind each other.
Each player in turn rolls a tennis ball out past a line
5-7 metres away and runs out to retrieve it. Count
one for each time the ball is returned.

Number of returns:

7 Kolap: Players line up behind each other. Each
player in turn attempts to throw a beanbag or

small soft ball into a small hoop 3-5 metres away.
The thrower retrieves the beanbag each time. Count
the number of successful throws that land inside
the hoop.

Number of good throws:

8 Kai: Players stand in a circle about 2 metres
apart. Use a light ball such as a medium-sized gator
skin ball. Use the palm of the hand to hit the ball
upward towards the next player. Players hit the ball
around in a circle (either way). Count the number of
players that hit the ball.

Number of hits:




Sports Ability is an exciting initiative from the
Australian Sports Commission, designed to
encourage people with disabilities to get involved
and participate in sport and physical activity
across Australia.

Sports Ability activities

The Sports Ability program is based around five
activities: boccia, goalball, sitting volleyball,
polybat and table cricket.

Additional resource

Traditional Indigenous Games: five traditional
games have been included and can be adapted

and modified to suit all abilities. These games

have their origins in the Torres Strait, central
Australia, northern New South Wales and southeast
Queensland. The games are outlined on specially
designed activity cards and and instructional DVD.

The traditional Indigenous games included in the
Sports Ability program are an extension of activities
outlined in Yulunga: Indigenous Traditional Games.
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Index

A

apwerte, 63
arrkene irreme, 38
aurukun, 65

barambah gimbe, 160
bari barlam bembinge, 243
battendi, 162

birray, 146

bondi, 201

boogalah, 8

boojur kombang, 227
boomerang, 82

borna jokee, 164
bowitgee, 10
brajerack, 105
brambahl, 135

bubu sagul, 203
bunjuba, 3

buran, 84

buroinjin, 12

C

chiba, 166
chuboochuboo, 16

D

dabi, 50
dhandang, 91
diyari koolchee, 70

E

edor, 127
emu, 147
epoo korio, 229

G

gapala, 205
garumba, 231
giriga, 149

gitja, 151

gorri, 168

gugiyn nahri, 250
gunane, 137

ilye, 86
inkanyi, 129

J

jagera, 206

jillora, 4

jinnee ngaman billee billee
dabbulgar, 113
jirrakayi-ku, 138

julba, 139

juluhya, 68

jumpinpin, 170

K

kabi kabi buroinjin, 14
kai, 40

kaidu babu, 208

kai wed, 42

kal boming, 233
kalkadoon kee’an, 172
kalq, 46

kamai, 145

kami kami, 78
kandomarngutta, 89

kangaroo, 114
kari-woppa, 235
keentan, 18
koabangan, 96
koara, 142
kokan, 48
kolap, 174
koolchee, 71
koolchee koolchee, 73
kungirruna, 131
kutturi, 109
kwatye, 210

L
luka-pul pul, 97

makar, 212
marn-grook, 20
marutchi, 213
meetcha boma, 52
meetcha kambong, 237
mer kai, 44

mer kolap, 176
millem baeyeetch, 22
moka bandi, 99
munhanganing, 152
murrumbidgee, 215

nandrra-rna, 116
nanyima, 178
ngarinbarm, 217
ngor-go, 144
noongar wana, 56



P

paliwan, 106
parndo, 24
pirbu-pirbu, 88
pirrha, 6

prun, 180
pucho-pucho tau-i-malle, 74
pukamitjal, 26
puldjungi, 28
puloga, 182
pulukwanti, 219
pulyugge, 30
purlja, 32

puth, 184

R

riawena, 247

S

sanbaing, 221
segur etug, 100

T

tabud nuri, 154
taktyerra, 185

tambil tambil, 187
tarnambai, 133
tha’an, 123
thapumpan, 156
thepan, 111
thirring-nunna, 107
thurnda-gu, 125
tingalpa, 239
tjapu tjapu, 34
tok, 122
tur-dur-er-rin, 241
turi turi, 141
turlurlu, 76

U
udai, 223

Tinderbeek tillutkerrin

All done (with) play.

(from a language spoken in Victoria)

W

waayin, 199
wabbyn, 102
wadai, 189
walbiri, 120
walle ngan werrup, 108
wana, 54

wana wana, 59
wanambi, 158
weet weet, 191
weme, 80
wingara, 103
wirrwuyu, 193
wittchim, 93
woggabaliri, 36
woomera, 195
wulijini, 61

Y

yangamini, 118

yeeboo ngandoonyoo, 197
yiri, 225

yongar ngardongin, 94
yulunga, 248









