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Technical Package 



Overview: 
 
Northern and Dene Games in the Northwest Territories are making a comeback. Many 
young children and youth are reclaiming these games as a part of their indigenous 
identity, as a part of their story and journey.  For a lot of the youth in the communities, 
they are able to connect with the stories because they come from the land, they were 
played by their ancestors and give them a sense of cultural pride.  
 
When ASCNWT travels to all 33 communities, there is one question that gets asked over 
and over again – when and where is the next competition for Northern and Dene 
Games? 
 
The Traditional Games Championships takes place annually for youth ages 10-12 years 
old in Yellowknife. This competition is well attended year after year by students across 
the NWT. They get to compete as an individual and in a team setting, together they 
learn about their history through these traditional games.  
 
The Arctic Winter Games happens every two years and rotates in the circumpolar 
regions. For Arctic Sports (Northern Games) you must be 12 years of age to compete 
with no maximum age limit. For Dene Games, you must be 12 years of age to compete 
for the female with an age limit of 19 years of age, 15 years of age to compete for the 
male with no maximum age limit. Both sports can only take a maximum amount of 16 
people per team.  
 
Both initiatives are great stepping stones for youth to begin their journey into the games 
and work towards a larger scale event like the AWG. However, in the NWT we miss a 
huge demographic when they age out of the TGC or in the waiting period for AWG to 
roll around. How do we support the athletes who feel culturally strong about Northern 
or Dene Games but have not made the teams? There is no space available to show case 
their culture, celebrate traditions for both genders, and share stories through songs, 
dance and games 
 
This summer, The ASCNWT will be putting on the inaugural Indigenous Summer Games 
(ISG) in Yellowknife, NT. The ISG will be a competition, but it is also a celebration of 
traditional games, Indigenous Peoples and their culture. The ISG were established to 
increase participation and awareness of Northern and Dene Games. The ISG gives the 
opportunity to anyone to participate in Northern and Dene Games that have grown past 
the TGC or unable to attend the AWG.  
 
The objectives of the ISG are to: 
 

1. Increase the number of participation in the NWT for Northern and Dene Games. 
2. Support athletes with an interest in Northern and Dene Games and who wish to 

pursue these games at a higher level. 



3. Involve all NWT communities in making the ISG accessible. 
4. Allow non-NWT residents to partake in ISG and grow the games further. 
5. Develop and maintain Indigenous culture as well as social components of the 

Northern and Dene Games. 
6. Give more opportunity to those who wish to further their skill/knowledge in 

Northern and Dene Games 
7. To highlight a variety of Indigneous cultures thoughout the NWT 

 
The ISG  will feature Northern and Dene games. The following document will outline the 
procedures, eligibility, rules, and regulations regarding participation in the ISG. 
 
Location and Date 
 
The 2022 Indigneous Summer Games will take place in Yellowknife, NT, from June 30th 

to July 3rd, 2022.  
  
Particpation & Age Categories: 
 
All NWT residents and non-NWT residents will be eligible to participate.  
 
Indigenous and non-Indigenous athletes are invited to participate. 
 
The ISG will consist of four (4) age categories:  

1. Open Male – 18 and older 
2. Open Female – 18 and older 
3. Junior Male – Age 13-17 
4. Junior Female – Age 13-17 

 
 
Host Community/School: 
 
The 2022 ISG will be held in Yellowknife,NT at Ecole St. Patrick High School and Weledeh 
Catholic School 

a) The ISG will take place in both the Weledeh Gymnasium and the St. Pats 
Gymnasium.  

b) Some events will take place on the out door premise of the school. 
 
Athlete Eligibility 
 
To be eligible to compete in the ISG, athletes must fall into 1 of 4 Age Categories. 
 

1. Open Male – Must be the age of 18 years or older as of June 29th , 2022 
2. Open Female – Must be the age of 18 years or older as of June 29th , 2022 



3. Junior Male – Age 13-17. Must be born in 2009 or later. Must be the age of 17 or 
younger as of June 29th , 2022 

4. Junior Female – Age 13-17. Must be born in 2009 or later. Must be the age of 17 
or younger as of June 29th, 2022 

 
 
 
 
Discipline  
 
Discipline situations will be handled as follows: 
 
a) Any situation where an athlete has broken the ASCNWT Code of Conduct must be 

brought forward to a representative of The Aboriginal Sport Circle of the Northwest 
Territories. 

b) A disciplinary committee will then be brought together of ASCNWT employees to 
discuss the incident.  

c) The representative bringing forward the incident may not sit on the disciplinary 
committee.  

d) ASCNWT staff will be responsible for dealing with any consequences that are dealt.  
 
Consequences are outlined in the Code of Conduct. 
 
Events: 
 

Northern Games: 

• One Foot High Kick 

• Two Foot High Kick 

• Alaskan High Kick 

• Swing Kick 

• One Hand Reach 

• Knuckle Hop 

• Airplane 

• Kneel Jump 

• Triple Jump 
 

Dene Games 

• Stick Pull 

• Finger Pull 

• Dene Wrestling 

• Individual Pole Push 

• Bow and Arrow 

• Ring Toss 



• Tea Boiling  

• Fish Cutting 

• Axe Throwing 
 
All Around Athlete 
 
All Around Competitions: 

• To be eligible for consideration in the All Around event, athletes in: 
o Junior Male & Female and Open Female must enter a minimum of seven 

(7) events 
o Open Male must enter a minimum of ten (10) events. 

• Athletes are able to join both Northern and Dene Games.  
o Example: Open Male may enter six (6) Northern Games and four (4) Dene 

Games and will be eligible to win the All Around Competition. 

• Scoring 
o Points will be awarded for the top five (5) positions in each event. 

1st – 10 points 
2nd – 7 points 
3rd – 5 points 
4th – 3 points 
5th – 1 points 

 
 
Rules & Regulations: 

 
**PLEASE NOTE THAT RULES AND REGULATIONS MAY CHANGE WITHOUT ANY NOTICE 

IF ANY UNFORSEEN CIRCUMSTANCES ARISE** 
If this occurs, the Officials and ASCNWT staff will meet and discuss the rule/regulation 
change(s), come to a consensus, and an ASCNWT staff member will be responsible for 

communicating the change to ALL coaches and participants. 
 

 
NORTHERN GAMES  
 
One Foot High Kick 
 

1. Start 
a. A competitor may be standing at any distance from the target when they 

start their approach to the jump.  
2. Movement  

a. The competitor may start with a running or standing approach. On the 
take-off both feet must be no more than shoulder width apart. The target 
must be clearly struck by one foot. The landing must be on the same foot 



with which the target was kicked. The competitor must maintain balance 
and control on the landing.  

3. Attempts 
a. Each competitor has three (3) attempts at each height. 
b. Competitor is eliminated when when three (3) attempts have been failed, 

either by clearly not striking the target or landing properly. 
c. During initial rounds each competitor will be allowed a maximum of 90 

seconds in which to complete one (1) attempt. When six competitors 
remain each competitor will be allowed three (3) minutes to complete 
one (1) attempt.  

d. A competitor is charged with one attempt when 
i. The knee of the kicking foot is “broken” in the course of the jump,  

ii. They do not clearly strike the target with one foot,  
iii. When they fail to land properly and maintain balance in 

accordance with Rule 2, even if they strike the target, 
e. The Head Official shall rule on any disputed attempts.  
f. The following starting heights will apply for the competition:  

▪ Open Male – 5’6” 
▪ Open Female – 4’6” 
▪ Junior Male – 5’0” 
▪ Junior Female – 4’0” 

g. At the completion of attempts at each height:  
i. The target shall be raised 4 inches (10 cm) for all categories.  

ii. When there are 4 competitors left in a category, the height shall 
be raised 2 inches (5 cm) at the completion of each round of 
attempts by all athletes until a winner has been declared.  

iii. The 2 inch (5cm) adjustments must be adhered to, i.e. athletes 
cannot choose to have the height raised by a different amount.  

iv. After a winner has been declared, the Gold medal athlete only 
may attempt additional jumps to establish a Indigneous Summer 
Games Record under the following conditions:  

1. The target can be raised by any height requested by this 
athlete.  

2. Once raised, the target cannot be lowered.  
3. The athlete has a maximum of three (3) attempts at each 

new height.  
4. Format 

a. The rotation of the kickers will be randomly drawed. The same rotation 
will be maintained through out the competition. 

 



Two Foot High Kick 

1. Start 
 

a. A competitor may be standing at any distance from the target when they 
start their approach to the jump.  

 
2. Movement  

a. The competitor may start with a running or standing approach. On the 
take-off both feet must be no more than shoulder width apart. The target 
must be clearly struck by either foot provided heels of each foot are in 
contact with one another. When landing, both feet must hit the floor at 
the same time. The competitor must maintain balance and control on the 
landing.  

 
3. Attempts 

 
a. Each competitor has three (3) attempts at each height. 
b. Competitor is eliminated when when three (3) attempts have been failed 

either by clearly not striking the target or landing properly. 
c. During initial rounds each competitor will be allowed a maximum of 90 

seconds in which to complete one (1) attempt. When six competitors 
remain each competitor will be allowed three (3) minutes to complete 
one (1) attempt.  

 
d. A competitor is charged with one attempt when 

i. They do not clearly strike the target with both feet together, 
ii. Time limit exceeded,  

iii. When they fail to land properly and maintain balance in 
accordance with Rule 2, even if they strike the target, 

 
e. The Head Official shall rule on any disputed attempts.  

 

f.  The completion of attempts at each height:  
i. The target shall be raised 4 inches for Open and Junior Male 

categories and 2 inches for Open and Junior Female categories. 
ii. When there are 4 competitors left in a category, the height shall 

be raised 2 inches at the completion of each round of attempts by 
all athletes until a winner has been declared.  

iii. The 2 inch adjustments must be adhered to, i.e. athletes cannot 
choose to have the height raised by a different amount.  



iv. After a winner has been declared, the Gold medal athlete only 
may attempt additional jumps to establish a Indigneous Summer 
Games Record under the following conditions:  

1. The target can be raised by any height requested by this 
athlete.  

2. Once raised, the target cannot be lowered.  
3. The athlete has a maximum of three (3) attempts at each 

new height 
 

4. Starting Heights 
a. The following starting heights will apply for the competition:  

i. Open Male – 4’6” 
ii. Open Female – 4’ 

iii. Junior Male – 4’ 
iv. Junior Female – 3’ 

5. Format 
a. The rotation of the kickers will be randomly drawed. The same rotation 

will be maintained through out the competition 

Alaskan High Kick 

1. Start  
a. A competitor starts on the floor by grasping one foot with the opposite 

hand. The competitor must hold their non-kicking foot at the top or 
bottom of the ball of the foot (i.e. the foot cannot be held by the toes). 
The supporting hand is placed flat on the floor with the palm down. The 
competitor then raises off the ground balancing on their free hand and 
leg. The competitor may grasp either right or left foot. 

2. Movement 
a. On start, the competitor must be in a stationary position with their 

buttocks on the floor. They then kick with their free foot at the target 
while maintaining their hold on the other foot and balancing on their free 
hand. The target must be clearly struck by the kicking foot. The landing 
must be on the kicking foot. The landing must be balance and controlled 
and the competitor’s buttocks cannot touch thefloor. The competitor 
must not let go of the other foot at anytime through out the kick. 

3. Attempts 
a. Each competitor has three (3) attempts at each height. 
b. Acompetitor will be allowed a maximum of 90 seconds in which to 

complete one (1) attempt. When six competitors remain each competitor 
will be allowed three (3) minutes to complete one (1) attempt. When 
there is one (1) minute left in the attempt, a designated official shall raise 
a flag and announce that “one minute remains in the attempt”. No other 



signal or sound will be provided. A coach may choose to advise the 
athlete of the time remaining. 

c.  A competitor is charged with one attempt when: 

• They do not clearly strike the target with the free foot, 

• When they fail to land properly and maintain balance, or, 

• When they let go of the other foot in accordance with Rule 2 
Movement even if they strike the target, 

• When the kicking foot leaves the floor even if an attempt to kick 
the target is not made. 

• The maximum time limit is exceeded. 
d. The Head Official shall rule on any disputed attempts. 

4. Starting Heights 
a. The following starting heights will apply for the competition: 

• Open Male – 5’ 

• Open Female – 4’ 

• Junior Male – 4’ 

• Junior Female – 3’ 
b. At the completion of attempts at each height: 

i. The target shall be raised 4 inches for Open and Junior Male 
categories and 2 inches for Open and Junior Female categories. 

ii. When there are 4 competitors left in a category, the height shall be 
raised 2 inches (5 cm) at the completion of each round of attempts by 
all athlete until a winner has been declared. 

iii. The 2 inch (5cm) adjustments must be adhered to, i.e. athletes 
cannot choose to have the height raised by a different amount. 

iv. After a winner has been declared, the Gold medal athlete only may 
attempt additional jumps to establish a new Indigenous Summer 
Games record under the following conditions: 

1. The target can be raised by any height requested by this 
athlete. 

2. Once raised, the target cannot be lowered. 
3. The athlete has a maximum of three (3) attempts at each new 

height. 

5. Scoring  
a. If a competitor misses her/his first attempt they must make her/his 

second and third attempt, if necessary, in succession. A competitor is 
eliminated when, after three (3) attempts at a given height they fail to 
clearly strike the target or land properly according with Rule 2. 

b. The competitor who kicks the target at the highest height will be declared 
the winner. 

6. Competition Format 



a. The rotation of the kickers will be established by draw. The same rotation 
will be maintained throughout the competition.  

Swing Kick 
 

1. Start 
a. The Swing Kick is a stationary game and can be played on a smooth 

surface with a kickstand and a seal target. 
b. The athlete gets into position by sitting on the floor with their knees 

together and bent and with both feet flat on the floor. 
c. A belt, about 90cm, will be looped around both knees and placed around 

their neck.  
d. The athlete places both hands flat on the floor at each side of their hips, 

with their legs stretched out. 
2. Movement 

a. The participant will lift themselves off the floor, balancing their body with 
their legs stretched out and their feet together.  

b. They will start to “pendulum” their body back and forth and try to hit the 
seal target with both feet. 

c. Once the participant has hit the seal target, they will maintain their 
balance while lowering their legs to the floor. To show balance, athlete 
must balance on the hands before the heels of the feet touch the floor. 
Athelte must hold for a few seconds with only the hands and feet 
touching the floor before letting go. 

3. Attempts 
a. Each participant will have three (3) attempts to hit the target. 
b. The athlete is eliminated when when three (3) attempts have been failed 

either by clearly not striking the target or landing properly. 
c. During initial rounds each competitor will be allowed a maximum of 90 

seconds in which to complete one (1) attempt. When six competitors 
remain each competitor will be allowed three (3) minutes to complete 
one (1) attempt.  

d. A competitor is charged with one attempt when 
i. They do not clearly strike the target with both feet together, 

ii. Time limit exceeded,  
iii. When they fail to land properly and maintain balance in 

accordance with Rule 2, even if they strike the target, 
e. At the completion of attempts at each height: 

i. The target shall be raised by 4 inches for all categories except for 
Junior Female. Junior Female shall be raised by 2 inches. 

ii. Once there are 4 atheltes remaining, the target shall be raised by 
2 inches until there is a winner. 



iii. Once a winner has been established, the athlete may set an 
official ISG record in accordance with the other Northern Games 
kicking rules. 

f. Attempts must be made in succession. Ie. If you miss the first attempt, 
you must attempt the second attempt prior to another athlete attemping 
their first kick. 

4. Starting Height 
a. Open Male – 3’ 
b. Open Female – 2’6” 
c. Junior Male – 2’6” 
d. Junior Female – 2’ 

 
One Hand Reach 
 
1) Start 
 

a) The athlete should be positioned so that the target will not be any further away 
than the fingertips when the arm is extended parallel to the floor. In the starting 
position the competitor should be braced with the elbow of the balancing arm 
tucked into the body.  

 
2) Movement 
 

a) The athlete begins by 
b) Lifting their feet off of the floor and balancing on their two hands.Athlete cannot 

balance on their knuckles 
c) With one hand, that athlete reaches out to strike the target while maintaining 

balance. 
d) No portion of the body many touch the floor during the attempt 
e) After striking the target, the athlete must bring their striking hand back to the 

floor and maintain balance on both hands. 
f) The judge shall signal to the athlete if the attempt was successful or not.  

 
3) Attempts 

 
a) Each athlete has three (3) attempts at each height 
b) A athlete will be allowed a maximum of 90 seconds in which to complete one (1) 

attempt. When six (6) competitors remain each competitor will be allowed three 
(3) minutes to complete one (1) attempt. When there is one (1) minute left in 
the attempt, a designated official shall raise a flag and announce that “one 
minute remains in the attempt”. No other signal or sound will be provided. A 
coach may choose to advise the athlete of the time remaining. 

 
c) A competitor is charged with one attempt when:  



i) The striking hand is lifted towards the target and crosses the line of the 
elbow of the balancing arm.  

ii) They do not clearly strike the target with one hand,  
iii) When they allow any part of his body to touch the floor before regaining 

balance with the striking hand returned to the floor, even if he strikes the 
target.  

iv) The 90 second maximum time limit is exceeded.  
d) At the completion of attempts at each height: 

i) The target shall be raised by 4 inches 
ii) When 6 athletes are left, height shall be raised by 2 inches. 
iii) After a winner has been declared, the 1st place athlete may attempt to 

establish a new ISG record. 
(1) Target can be raised by any height requested by the athlete. 
(2) Once raised, cannot be lowered. 
(3) Three attempts at each new height. 

e) The Head Official shall rule on any dispute attempts 
 

4) Starting Heights 
 
a) The following starting heights will apply for the competition 

i) Open Male – 3’6” 
ii) Open Female – 2’ 
iii) Junior Male – 2’ 
iv) Junior Female – 1’6 

 
5) Scoring 

a) If an athlete misses his first attempt he must make the second and third attempt, 
if necessary, in succession. Athlete is eliminated when they have three failed 
attempts.  

Knuckle Hop 
 
1) Start  
 

a) The athlete starts face down on the floor with straight legs, arms parallel with 
the body, and elbows bent while resting on the knuckles of the hands that are 
clenched into a fist. The thumbs must be tucked into a fist. 

 
2) Movement 
 

a) The athlete lifts their body off the floor. Only the knuckles and toes can touch 
the floor. 

b) With a quick push off of the knuckles, and toes, the competitor hops forward 
landing again on both knuckles and toes simultaneously. 



c) The body must remain off the floor and is extended upward with each hop to the 
height of the elbows with the buttocks not to extend above the plane of the 
body. 

d) The Head Official shall advise all competitors of this rule at the start of the 
competition. No warnings will be issued during a competitor’s attempt. 
i) Note - The Head Official and Officials designated as counters may disqualify a 

competitor for any infraction included in the Technical Package. 
 
3) Attempts 
 

a) Each competitor is allowed one attempt only 
 

4) Scoring 
a) The distance the athlete can hop before quitting or lowering his body to the floor 

is measured from the shoulders at the start to the position of the shoulders at 
the completion.  

b) The athlete who hops the longest distance will be declared the winner. In the 
event of a tie, duplicate medals and scoring will be awarded. 

 
5) Competition Format 
 

a) The order of the competitors will by establishment by draw. The competition 
shall be a finals event only with no preliminary competition. 

 
6) Course 
 

a) The course will be pre-set, marked and pre-measured. The course lay out should 
avoid sharp corners and can be the same as used for the Airplane event. The 
course should be clean and clear of any dirt or debris.  

b) Host officials will attempt to keep the jumping area clean of debris and moisture 
but it is the athletes’ responsibility to ensure the area is safe. 

 
7) Medical Services 
 

a) Participants will be provided with access to medical services upon the 
completion of this event 

 
Airplane 
 

1) Start 
 

a) The competitor begins lying face down on the floor, legs and feet together, 
arms extended straight out at right angles to the body and the body firm and 
rigid. Shoulders should be in line with the starting line. 



b) Competitors must maintain a locked arm position with the body remaining 
above the wrists. This locked position may be at an angle not to exceed 45 
degrees at the elbow. 

 
2) Movement 
 

a) Four to five assistants, designated by the Head Official, lift the competitor 2-3 
feet (60 to 90 cm) above the floor, one grasping the competitor by the top of 
each foot (on top of the instep) and one by each wrist.  

b) The competitor will be lined up with his shoulders to a pre-set starting line.  
c) The competitor must remain rigid and fully extended with shoulders and 

torso supported by the downward pressure of the fists and feet.  
d) The competitor is carried in this position over the preset course.  
e) The same assistants will carry each competitor over the course at the same 

pace.  
f) A pacer shall be used to ensure a consistent pace is maintained by the 

assistants for each competitor. The same pacer shall be used for all 
competitors. 

 
3) Attempts 
 

a) Each competitor is allowed one attempt only. 
 
4) Scoring  
 

a) The competitors shall be carried over the pre-set course. The competitor 
travelling the longest distance shall be declared the winner. Second and 
subsequent positions shall be determined by the competitor travelling the 
second longest distance and so on. 

 
b) A competitor shall be stopped when, in the opinion the Head Official 

(1)  the body of the competitor sags below the arms, 
(2) the buttocks rises above the arms, 
(3)  the arms bend and the elbows beyond 45 degrees.  

c) The Head Official shall advise all competitors of this rule at the start of the 
competition. No warnings will be issued during a competitor’s attempt. 
d) In the event of a tie, duplicate medals and scoring will be awarded. 

 
5) Competition Format 
 

a) The order of the competitors will be established by draw. The course will be 
pre-set. The competition shall be a finals event only with no preliminary 
competition. 

 



Kneel Jump 
 

1) Start 
a) The competitor starts in a kneeling position; with her/his buttocks resting on 

her/his heels with toes pointed back, both knees behind the starting line. The 
knees should be as close together as possible. 

2) Movement 
a) The competitor may swing their arms. 
b) The jump involves thrusting the body and arms up and then forward. The 

legs are then extended as far forward as possible. The legs may move 
forward under or beside the body. 

c) The landing must be a natural landing, i.e. balanced, controlled and 
maintained until the official indicates that the feet can be moved. The 
competitor cannot slide forward after landing. 

d) The competitor must be wearing clothing that allows the judges an 
unobstructed view of their lower body. 

3) Attempts 
a)  Each competitor has three (3) attempts. A competitor is charged with an 

attempt if they do not land in accordance with Rule 2. 
b) Competitor will be allowed a maximum of 90 seconds in which to complete 

one (1) attempt. A coach may choose to advise the athlete of the time 
remaining. 

4) Scoring 
a) The distance of a successful jump shall be measured from the starting line to 

the heel closest to the starting line. The competitor must remain balanced in 
place for the measurement or the jump is disallowed. 

b) The competitor who jumps the greatest distance will be the winner. In the 
case of a tie, a jump off shall be held to determine medals point scoring 
positions. Only those athletes tied for a position (i.e. two tied for first) shall 
jump off for that position and the next place. 

5) Competition Format 
a) The rotation of competitors will be established by draw and will be 

maintained throughout the event. Each competitor is allowed one (1) 
attempt for each rotation. The competition shall be a finals event only with 
no preliminary competition. 

 

 
Triple Jump 
 
1) Start 
 

a) A athlete may use a running start or standing start.  



b) The start line shall be a clearly marked line on the floor that will be 103 cm in 
length and 2.5 cm wide and completely filled in by colour different than the 
underlying floor.  

c) The competitor will approach the start line perpendicular to the length of the 
start line. 

 
2) Movement 
 

a) On signal from the referee, the competitor completes three consecutive jumps. 
b) The jumping action must be from both legs simultaneously (no galloping). 
c) The competitor’s result is determined by measuring the shortest distance from 

the back of the start line to the nearest point touched by any part of the 
competitor’s body on the completion of the third jump. 

d) The competitor’s feet must not touch the start line during the first jump. The 
competitor must land their final jump on both feet. 

e) The competitor may continue to move forward after the successful completion 
of the third jump without penalty or disqualification. 

f) The competitor must exit the jumping area through the end of the course. 
g) If a competitor falls back after the landing their distance is measured from the 

point of their body closest to the start line. 
h) If a competitor touches the side line while making the jump, the attempt will be 

scored as a fault/missed attempt and no measurement will be taken. 
 

i) The referee shall determine whether a jump is completed properly. If it is, they 
shall hold the flag in a downward position. Measurements will only be taken of 
properly completed jumps. 

 
3) Attempts 
 

a) Each competitor is allowed three attempts. The attempt measuring the longest is 
scored as the competitor’s result. 

 
4) Scoring  
 

a) The competitor who jumps the greatest distance is declared the winner. The 
second greatest distance finishes in second place and so on. If a tie exists the 
total of all three jumps shall be used to determine places. If a tie still exists a 
jump off shall be held to determine medals point scoring positions. Only those 
athletes tied for a position (i.e. two tied for first) shall jump off for that position 
and the next place 

DENE GAMES 

Pole Push 



1) Items Needed 
a) 8 foot pole push. 
b) Marked circle. 12-15 ft diameter. 

2) Start 
 

a) Each individual grasps opposite ends of the pole, with the center mark of the 
pole positioned over the center point of the marked circle.  

 
3) Movement 
 

a) On the signal, each competitor pushes forward on the pole attempting to push 
the other person out of the marked ring.  

b) The pole is to be held no higher than the shoulder and no lower than the hip.  
c) Both competitors are not allowed to cross the centre line during the 

competition.  
 

4) Attempts 
 
a) The competition consists of a best of three (3) “pushes”.  

 
5) At the Indigneous Summer Games, athletes will be placed into a randomized single 

elimination bracket system. The competition will continue until the winning athlete 
is identified. 

 
Stick Pull 
 
1) Two players stand beside each other facing opposite directions. Players must have 

their head up looking straight ahead with their knees straight. The official places the 
greased stick in their hands.  

 
2) On the signal to start:  

a) Players pull straight backwards with a hard steady motion  
b) The non-pulling hand must stay on the player’s hip or behind their back 
c) The elbow of the pulling hand must stay in a locked position  
d) Shoulders cannot be dropped  
e) Feet cannot be raised off of the floor  

 
3) The competition consists of a best of three (3) “pulls”. The first “pull” is the right 

hands, the second “pull” with the left hands and the third “pull”, if necessary, is 
determined by the flip of a coin. The winner of the first pull calls the coin toss.  

 
4) The winner of a “pull” is declared when the stick is pulled from the hand of the 

opponent or if one of the players pulls the stick to the side of their body, behind 



their hip, and holds in for 8 seconds while their opponent is still gripping on to it, 
they are declared the winner.  

 
5) Scoring 

 
a) At the ISG, participants will compete in a randomized bracket system against 

other members in their group. The bracket system used will be a single 
elimination format until a winner is determined.  

b) Losers of the quarter finals will compete in a separate bracket to determine 5th 
place. 

 
 
Finger Pull 
 
1) Start 
 

a) Two players sit facing each other, one player with the right leg bent and the 
second player with both feet braced against the shin of the first player’s bent leg. 

b) The first player, leaning slightly to the side, braces their right elbow against their 
bent right thigh and places their hand on the opponent’s left knee. 

c) The second player braces their left hand on the first player’s left shoulder and 
the two players lock their middle fingers between the first and second knuckle at 
the middle portion of the finger without squeezing in the hook position. 

 
2) Movement 

a) One player is designated “defensive”. This player must be sitting in the defensive 
position with their left leg outstretched straight on the floor. This player’s wrist 
must be in a defensive position and the back of the hand must be facing 
downward (palm up). This player’s shin needs to be lined up with the marked 
centre line (sole of foot flat against inner thigh of outstretched leg). 

b) The second player is designated “offensive”. This player’s wrist must be straight 
up and down (palm facing left and back of hand facing right). This player’s feet 
must remain together braced on the shin of the defensive player’s bent leg, and 
knees be bent upright and remain together during the pull. The offensive player 
should not straighten their legs on the pull. 

c) Players with long hair must have it tied back so that it does not obstruct the 
judge’s line of sight. Players are not allowed to wear long sleeves or clothing that 
obstructs the judge’s line of sight. The judge must be able to see the elbow in the 
defensive position. 

d) On signal, the offensive competitor pulls with a strong, slow and steady, pulling 
motion, with no jerking, squeezing, re-gripping or twisting motion allowed. 

e) The object is for the second (offensive) player to pull the first player’s (defensive) 
arm out slightly (elbow to move) or to cause the first player to straighten their 
finger or otherwise signal giving up. In the defensive position, the elbow must 



stay locked but the buttocks may leave the ground. Only if the arm is moved will 
the game be called. 

f) In both the offensive and defensive positions, no pushing or twisting is allowed. 
g) Infractions – if a player has committed an infraction it will result in the loss of the 

pull. Infractions include but are not limited to: 
i) Jerking, twisting, re-gripping or pushing during a pull; 
ii) Removing hand from opponents’ knee (see Section 1, first player) 
iii) Removing hand from the opponents’ shoulder during the pull (see Section 1, 

second player) 
 
3) Attempts 
 

a) The competition consists of a best of three “pulls”. The first “pull” as described 
above, the second “pull” with positions reversed. If a third “pull” is necessary, a 
coin flip shall determine the positions. The winner of the first match will choose 
heads or tails. Winner of the coin flip will select their position, offence or 
defence. 
 

4) Scoring 
a) The winner of a “pull” is declared if the defensive player’s elbow moves forward, 

finger is straightened, loses grip, or they in some way signifies giving up.  
b) If the offensive player is unable to move the defensive player’s elbow forward, 

straighten the defensive player’s arm, or doesn’t move the elbow within 8 
seconds, the defensive player is declared the winner. 

c) A player may be disqualified from the competition if in the judge’s opinion he 
twists or jerks the opponent’s hand in such a way to present a danger or injury. 
Infractions of jerking and twisting will result in the following: 
i) 1st infraction – loss of pull 
ii) 2nd infraction - loss of match 
iii) 3rd infraction – disqualification from event Infractions carry over from one 

match to the next. 
 
5) Competition Format 

a) Single elimination format. Initial pairs determined by draw. 
b) Losers of quarterfinal matchups will compete in a consolation bracket to 

determine 5th place. 
 
Dene Wrestling 
 
Back in the day  before the missionaries and fur traders were introduced to the 
Indigneous people of the NWT, when two Dene men met, they would greet eaech other 
by wrestling. Handshakes were not accustomed to the Dene People until the settlers 
came. Sometimes the Dene would wrestle over a woman of whom theyd want to marry. 
Dene Wrestling requires a lot of strength. Games will be in a single elimination bracket 



style competition. Losers of the quarter finals will join a consolation bracket for 5th 
place. 
 

1) Items Needed 
a. No equipment required 
b. Flat area to play 

2) How to play 
a. Starting Position 

i. The right arm is placed under the opponents left, the left arm is 
placed on the opponents shoulder.  

b. Upon signal by ISG Official, the opponents begin to lift, push and pull 
each other around, attempting to throw each other to the ground. 

c. To be considered taken down, the athlete will either have their knees 
touch the floor or back on the floor.  

d. There are no breaks or rounds, no time limits or ‘out of bounds’. The 
match continues as long as necessary.  

3) Rules 
a. Tripping the opponent is not allowed 
b.  

4) Competition Format 
a. Single elimination format. Initial pairs determined by draw. 
b. Losers of quarterfinal matchups will compete in a consolation bracket to 

determine 5th place. 
 
Bow and Arrow 
 
Next to the snare and spear, bow and arrow was one of the important tools to the Dene 
peoples before bring introduced to modern day firearms. Hunting is part of the Dene 
way, so many people practiced a lot. So much that they would practice until their fingers 
bleed. The object of the game is to hit a target at a distance. Traditionally, the bow is 
usually made up of birch or willow. They say that a young tree is considered to be best. 
The string is made from twisted babiche.  
 

1) Items Needed 
a. Traditional barebow recurve.  

i. No attachments, sightings, balancers, etc, are allowed.  
ii. Bow may only consist of: 

1. Riser 
2. Limbs 
3. String 
4. Knocking point 
5. Arrow rest 

b. Arrows. 
c. Target stand 



d. Foam Target.  
e. Target paper. 80 cm 10 ring target paper. 
f. Back stop netting (if shooting indoors) 

2) How to Play 
a. A archer will shoot up to 15 arrows, divided up into 3 ends. 
b. A archer will stand behind the shooting line and wait for the range officer 

to blow one whistle, that means step up to the line and get ready to 
shoot. 

c. The range officer will blow the whistle twice, this means the line is hot 
and archers are allowed to shoot their 5 arrows.  

d. Once the archer has shot his/hers 5 arrows, they must step off the line 
away from the targets and wait until the other archers are done. 

e. Once everyone is done shooting, the range official will blow the whistle 
three times which means its safe to walk up and grab your arrows. 

f. A judge will add  up the 5 arrows before the archer removes them from 
the target 

g. Repeat steps a) to f) two more times for a total score of 15 arrows. 
h. Top 5 scores in your divison will go towards overall athlete.  

3) Scoring 
a. Archers will be shooting at a 10 ring 80 cm target. 
b. 1st outer ring is 1 point, 2nd outer ring is 2 points, and so on. 
c. There are two rings in the 10 point ring. The inner ring is refered to as a 

“X” and will be used incase of a tie breaking situation. If points are tied, 
whoever has more X’s will win.   

 
Ring Toss 
 
Ring Toss is game played by the Dene People to practice accuracy and sureness of aim. 
The game was accompanied by betting. At Nahhanni Butte, for example, the players 
wagered arrows on the outcome. 
 
This contest is between two individual players. This will be a single elimination bracket 
to determine the winner. The losers of the quarter finals will be placed in a separate 
bracket in order to determine 5th place. The losers of the semi-finals will be play each 
other for 3rd and 4th place. 
 
1) Items Needed 

a) 9 target sticks, traditionally made out of birch wood and around 30 cms each. 
b) 5 Small hoops made out of willow and sinew to tie them together. 5 inch 

diameter  
 
2) How to Play 

a) Both athletes will be given 9 sticks each. 



b) Athletes will stand 10-15 feet across each other. ISG Officals will determine the 
distance apart at the time of the event.  

c) Both players are given five (5) rings that will be thrown at your opponents sticks. 
To determine who goes first, a coin flip shall happen. 

d) Player A and Player B will alternate throwing their rings. 
e) The first player to twenty one (21) points will win the match and move on to the 

next round until a winner is declared. 
3) Rules 

a) A player cannot go over 21 points.  
b) Players must land exactly on 21 points in order to win. 
c) If a player goes over 21 points, their round is over and must restart their next 

round from which they began the previous round, unless the other player has 
won that round 
i) For example: If Player A has 18 points, he or she will have to hit the 3-point 

stick in order to win. If they hit the 5-point stick, they will have busted (over 
21 points) and will have ended their round of throwing. Player B will now 
throw. Player A will restart to 18 points for their next round. 

d) Points cancel each other out. 
i) For example: If player A throws 5 ring tosses and hits one center stick (5 

points) and two middle sticks (6 points (3 pts/middle stick) ) and player B gets 
one center stick out of five throws, player A will win that round with 6 points.   

4) Scoring 
a) The first to twenty one points wins the match.  
b) There are a total of nine (9) sticks separated into three rings.  

- Center sticks (1) – 5 points 
- Middle sticks (4) – 3 points 
- Outer sticks (4) – 1 point 

 
 
 
Tea Boiling 
 

1) Items: 
a. 1 participants 
b. Matches 
c. Wood 
d. Axe 
e. Pot 
f. Water 
g. Tea bags 
h. Timers 

 
2) How to Play 

a. Participants would start at a starting line 



b. On the officials mark, participants will run for the firewood and choose 
their fire pit 

c. Particpants must chop their own wood 
d. Objective is  to get the fire going and start boiling water 
e. Once the water starts to boil over, the timer will stop 
f. Add tea bag 
g. Once the water boils over the timer would stop the time and the time 

would get recorded. 
3)  

a. Top 5 fastest times will be entered in for All Around athlete in your 
division.  

b. Medals awarded to top 3 fastest times in your division. 
c. No gas allowed  
d. No fire starter allowed  
e. No lighters 

 
Fish Cutting 
The fish-cutting contest derived from the cutting and drying of fish to preserve it for the 
seasons to come. Because of the volume of fish needed it was important not only to be 
efficient, but also to be quick. Fish cutting will be sponsored by Dechinta. They will be 
providing the fish & officials.  
 
1) Technical 

a) Contestant must remove the head, fillet fish keeping tail attached.  
b) The contestant must then remove backbone and notch for drying.  
c) Contestants are judged for speed and neatness.  

 
2) Objective 

a) Cut the fish for drying the fastest and neatest.  
 
3) Equipment 

a) Fish ( White fish, trout, etc) 
b) Stopwatches 
c) Paper towel 
d) Floor covering, i.e. plastic and butcher paper.  
e) Each contestant must provide his or her own ulu or knife 

 
Axe Throw 
 
Axes are one of the most important tools in the traditional way of life. Prior to the 
arrival of the Hudson’s Bay Company fur traders, people on the Alaskan side obtained 
axes through the Russian traders and those axes eventually made it to Yukon and NWT. 
Steel axes soon became the most important trade item. Axe Throw is practiced by the 
Dene peoples to train the players accuracy.  



 
1) Items Needed 

a. One standard small-size axe. 
i. Axe that will be used at 2022 ISG is the Hsqvarna 13” Wooden 

Hatchet 
b. Wooden Target with 3 rings.  
c.  

2) How to Play 
a. A axe thrower will need a flat area to throw at the target.  
b. Particpants will line up at a set distance which has been been marked by 

an ISG official. Between 8-15 meters 
c. On the officals mark, partipants will throw their axe at the target. 
d. Once everyone has thrown, an ISG Official will mark their scores. 
e. Grab your axe and head back to the line 
f. Do this again until you’ve thrown 10 axes at the target.  
g.  

3) Scoring 
a. Participants will be scored on a 3 ring wooden target. 

i. 1st outer ring is 1 point 
ii. 2nd outer ring is 3 points 

iii. Bullseye is 5 points. 
b. A total score of 10 thrown axes will be the athletes overall score. 
c. Top 5 in your division will get points towards the overall athlete. 
d. Tie Break 

i. Participant with more bulleyes than the other competitior will 
win. If still tied, each competitor will throw one axe. Closes to the 
bullseye will win.  

 
 

 
Tie Breakers 
 

a. Tie Breaking for Kicking Events and One Hand Reach 
a. If two or more competitors are tied for one of these places, the 

competitor with the lowest number of overall misses will be declared the 
winner for that place. The competitor with the next lowest number of 
overall misses will be awarded the next placing and so on.  

b. If a tie still exists for a place, the competitor with the lowest number of 
misses at the lowest height achieved by all competitors who are tied for 
that place will be declared the winner for that place. The competitor with 
the next lowest number of overall misses will be awarded the next 
placing and so on.  

c. If a tie still exists for a place, a kick-off will be held as follows: 



i. The target will be lowered one (1) inch (2.5 cm) from the last 
unsuccessful height and the competitors will each have three 
attempts at that height. 

ii. The competitor achieving that height in the least of number of 
kicks shall be declared the winner of that place.  

Records: 
 
There are currently no records established. Winners of each event will be known as the 
current record holder of the ISG. 

 


