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ABSTRACT 

Traditional games and sports have been recognized as a significant part of the nation’s 

socio-cultural heritage. In today’s perspectives on global integration, society mostly 

depends on the preservation of cultural diversity. So far, the researcher discussed the 

various games played in the North Bengal region. The researcher intends to focus on how 

the game reflected the culture of the area. The lifestyle of the people generally developed 

according to the natural atmosphere of the region. We find how the people’s 

unsophisticated simple lifestyle is reflected in the simple mode of games played in the 

area. Most of the traditional games and sports, expressions of indigenous cultures and 

ways of life, contributing to the common identity of humanity, which has already 

disappeared, and those that are surviving are threatened of imminent disappearance and 

extinction, under the combined effect of globalization and harmonization of the rich 

diversity of world’s sports heritage.  

The study was strictly confined to the historical-geographical and demographical 

evolution. However, the researcher had to touch on the political history of India to be the 

most factual and pointed to the context of my thesis. Every up and down in the Indian 

socio-politics not only affects life and culture but affects the demographical situation of 

North Bengal in particular. It is obvious that for the proper understanding of the content. It 

is the first necessity to acquaint the readers with the geography, demography, and 

historical profile of North Bengal. Thus it is obvious that the Researcher would like to 

discuss more critically the link between play, sports games, and culture, it shows how they 
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not only interlink with one another, but they jointly contribute to shaping the growth of 

the region in particular and society in general. 

Researcher has discussed the features of games in a general context and their significance 

in society. The study of the scholars is available in the field and gives a comprehensive 

account of the game theories, as well as different genres of games, based on its game plan, 

covering physical and mental involvement. To assert its role in the sports culture of North 

Bengal, the researcher overview  North Bengal’s traditional games and sports supported 

by ample examples. Moreover, along with it, the Researcher focused on different 

contextual functions of the games referring to in the context of the purpose. Thus 

researcher necessarily discussed the historical perspective of how various local games 

played in North Bengal and how with time. There were changes in the mode of the games 

and gradually got more discipline. That is the game technically converted into sports but 

having roots in origin. In this context, we have seen the commonness of games played in 

different countries by varied races, which don’t differ much in spirit and even in forms. 

Thus folklore, played as referred to in different places, is no exception from the game 

Teesta Buri Game, Madan Kam Game, Dodhikado Game. In the case of other divisions, 

we can safely quote Danguli Game, Guli Game, Kith Kith Game, Dariabanda Game, 

Gollachut Game, naturally comes under the definition of above mention historians and 

sociologists. 

Researcher has focused on the origin of traditional games of North Bengal and discussed 

the socio-cultural significance of such games. It deals with one of the core hypotheses of 

the study that games should not be considered in them and hence, has the power to reflect 

different phases of the societies in which they are carried on. However, it’s not so easy to 
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find out the original social context of a game; because games are one of the most archaic 

features that accompany human civilization. The huge gap in time and space makes the 

origin of the game more confusing. The only thing that can be helpful to know their origin 

is the games themselves. Through analyzing and scrutinizing these games minutely, we 

can arrive at their original socio-cultural and sacred background. 

Before this study, research on traditional games within North Bengal, particularly of the 

traditional games, sports, and amusements, as it is with many parts of the world, had to a 

great extent been preserve and influenced by theoretical traditions and practices.  It is this 

perspective. This research was done to identify, describe and document the traditional 

games of North Bengal based on the rules that controlled them, facilities, and equipment 

used to their significance to the individuals and the society as well as the socio-cultural 

settings within which they lived. Fifty traditional games were identified through field 

studies. Respondents of Seventy years above were purposively identified and interviewed. 

They were sampled through the non-probability, purposive, sequential sampling method. 

All the data and information collected were examined, compared, and classified following 

specific standards with historical significance. Games were performed within the 

community’s family homesteads, with the peers and significant others playing a major 

role in teaching them.  

The study of the scholars available in the field, and giving a comprehensive account on 

the game theories, as well as different genres of games, based on its game plan, covering 

physical and mental involvement. To assert its role and attempt to take an Overview of 

North Bengal’s traditional games with ample examples along with their different 

contextual functions of the games referred to in the context to our purpose.  
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Measures would be taken that involve education, incorporating them in texts and 

academic curriculum, popularizing them through modern technological developments as 

well as creating forums for public participation. Prosperous health through these games 

would significantly reduce health- care costs and increase production as well as allowing 

people to practice their cultural activities.  The literacy and lack of awareness can easily 

be counted by the common method of traditional games, sports, and amusements. The 

recent success of Olympic and National Games Smt. Swapna Barman and few others from 

the rural belt in North Bengal will certainly support my contention that the spontaneity of 

traditional games can certainly lead to the crowing success for the children. The study 

may help to transmit a positive experience to the new generation and also help to increase 

the interest in traditional games in society as a whole. 
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PREFACE 

Since the last half of the twentieth century, history has undergone a remarkable paradigm 

shift. Historians of this age have altered their attention from the stereotypical narratives of 

conquerors and statesmen to the lives of the ‘footmen’ of society, i.e. the common men 

who are the real makers of history. Accordingly, simpler aspects of popular life began to 

find expression through the skillful pen of historians.  

Thus gradually, we find the emergence of unexplored areas of research like the history of 

criminology, history of fairs and festivals, history of performing arts, history of epidemics, 

history of environment and woods, etc. The present study on Traditional Games, Sports, 

and amusements in twentieth-century North Bengal: A Historical Perspective is also an 

attempt to be part of this new trend of history. 

In the context of the research, the foremost hurdle was how to bring traditional games into 

the focus on mainstream historical study. My idea was to project these games as 

imperative tools to discern different historical developments of this region.  

However, as this study progressed, it becomes apparent that besides being important 

historical tools, games themselves generated historical knowledge. Throughout this thesis, 

my focus always has to highlight the varied facets of Traditional Games, Sports, and 

Amusements as significant historical knowledge and aspects. 

 

     Date: 27/02/2021                                                                                BADAL ROY 
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CHAPTER: ONE 

INTRODUCTION:  

If we glance at today’s lives, we would undoubtedly find games and sports now part and 

parcel of our life. It captures the number of pages in daily newspapers published all over 

the world. However, if scientifically explained, it is inherent in Darwin’s Theory of 

survival of the fittest - however, the games and sports can be considered a process of 

sublimation of human instinct. Thus, it interests me to study traditional games and sports 

in the context of social evolutions. According to Smith, ‘India is an ethnic museum’. So 

the researcher preferred to study evolution, mostly covering the traditional sports and 

games in North Bengal.1 

UNESCO declaration of the decade of culture in 1983 leads Bude to emphasize 

that breaking culture into its different elements for clarity. Hence the proposed study 

intends to focus on games and sports in the light of regional culture. The games and 

sports as practiced in North Bengal have their roots in the epic age. 

To speak the truth, the researcher would like to reiterate that games and sports are 

closely linked with human civilization’s growth. The object of games and sports (besides 

being a part of evolution) has mainly achieved two objectives: to maintain physical 

efficiency and keep oneself fit and healthy. And secondly, it is a means of utilizing leisure 

in a befitting manner, i.e. converting leisure into pleasure.  

According to Dr Majaharul, “people for physical fitness and mental delights 

have created sports, games, physical exercise, competitions, etc. Among the lot, few 

are mainly based on physical gesture; however, specific special rules later 
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disciplined the game and now not so popular, but today or tomorrow, they would 

indeed be accepted as international games like Kabaddi.”2  

In this context, Dr Tanima Chakraborty refers to specific games or practices 

followed in the Indian epic, the ‘Ramayana’, as the games in its seed form. To highlight 

the fact of how the games are related to the folk culture, we can make mentions of the 

following:-  

1. Solo games: - Archery, Swimming, Vault, Rope play, Kite flying, Rowing, etc. 

2. Dual game: - Lethal games, Sword fighting, Wrestling Chess, etc. 

3. Group games (enclosed): - Ha-du-du, Chu-Kit-Kit, Ekka-Dokka, Romal Chor, Buri-

Basanto, Gullachut, etc. 

4. Group games (open): - Luka-Chupi, Gilli- Danda, Sathghuti or Saath Chara, Blind 

eye, Jolkumir, chor police, etc. 

5. Sitting games: - Agdum-Bagdum, Ikir-Mikir, Chess, Dice, Golokdham, Chor-police, 

etc. 

6. Games for females: - Dolls, marital games, cooking, Openti-Bioscope, etc. 

7. Various games: - Raybeshe, Kathinach, lyrical dance, etc.3 

The present study proposes a general definition of its most important key term, 

traditional game. The term traditional game was coined to mark the distinction between 

the earlier and the so-called ‘modern’ games, like Cricket and football, which came as 

paraphernalia of colonialism in India. In the International Conference on Traditional 

Games held in Belgrade in 1985, the notion of a traditional game was accepted with the 

following criteria: a game should belong to folk traditions, it should demonstrate the 

spiritual potency of the ethnos, it should be accepted as a non-official culture of non-

ruling social strata, it shouldn’t be fixed in the form of written documents, the creativity 
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of players should be collective and anonymous.”4 In this study, the traditional game refers 

to such games that are transmitted from generation to generation, maintaining their 

essence, despite certain changes. The format of these games is transmitted orally. The 

most outstanding feature of these games is that their creators are anonymous, as they 

cannot be identified. While defining traditional games, a few characteristics may be 

highlighted. Traditional games are played just for leisure, the fun of playing. Players 

themselves decide when, how, and where these games are to be played. They have 

negotiable rules which are easy to understand, remember, and follow. Moreover, 

traditional games did not require expensive playing materials do (components) and can be 

played anytime, anywhere.) The term game in this study covers only the traditional 

games, not modern games. Traditional games refer to such games that are transmitted 

orally from generation to generation, maintaining their essence despite certain changes.  

Besides these, there are games, imitating the birds and beasts. The games retain 

their popularity as heritage owing to oral drills. The researcher emphasizes rural games 

practiced by the Rajbangsi’s in particular, also stressing some local games influencing 

other ethnic groups living in the region. Traditional games, sports, and amusements of 

North Bengal form an integral part of its rich cultural heritage. These games are essential 

markers of social development and change and hence are of great historical and cultural 

significance. The study of traditional games, however, is a very nascent concept in the 

context of North Bengal. Therefore, the prospect of an area like that of the traditional 

game with so much potential has hitherto remained outside the spotlight of academic 

attention. However, time is changing, and historical focus is gradually moving from the 

‘rulers’ to the ‘ruled,’ i.e. towards the common people. Young researchers of this region 

have slowly but steadily turned their attention towards the new dimensions of history 

where the wheel of history rotates with the collective effort or group behaviour of the 
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masses and not by the heroic deeds of certain statesmen. The present study is an 

endeavour to be a part of such an emerging trend of history.5 

The thesis is based on the theory that traditional games were the so-called 

“collective unconscious” of the different traditional communities in North Bengal. The 

study of these games has a much wider scope for investigation of daily life and general 

popular culture. It is significant to note that the patterns of social developments cannot be 

better understood without a study of the games and pastimes of the earliest people. Many 

social events, such as rituals, taboos, myths, and folklore, may be traced through 

traditional games. Therefore, the game is probably, called recreation because it 

continually re-creates’ society in which it is carried on.6 Here lies the significance of 

studying traditional games along with the contexts embedded in them. For an in-depth 

analysis of the subject, it is essential to have a clear understanding of the terms like 

tradition and traditional games and also of other words which are to be used in this study. 

The understanding of the term tradition is significant from two standpoints. Firstly, this 

term has been widely used throughout this study, and hence it is pertinent to provide an 

unambiguous nomenclature. On the other hand, the most vital point is that the proper 

understanding of the concept of tradition justifies the significance of the present study 

based on a so-called dying or obsolete folk form, i.e. traditional game. 

Games and Sport is an integral part in our daily social cultural life. But in cultural 

practice or in historical thought games has never got deep and conceited place. Now in 

the world, the significance of games reflected in politics, society, economics, culture, 

spiritual, and aesthetic. The nationality, communalism, economic thoughts and various 

cultural complexions reflected in the game’s mirror are more important and attracted than 

method of games, effects or statistics. According to the great historian E. J. Hobsbown, 

the games of ninetieth and twentieth century have a new important social practice in 
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European life.7 To mention the historical importance of games, the moulder of history J. 

A Mangan wrote down,  

“And across the globe, sport is now too important to be left in the hands of 

sportsman and women. More and more, it is the property of ‘people’ in their 

various manifestations as politicians, entrepreneurs, educationists, commercialist, 

publicists, and not least, academics”.8    

Game and sports has inextricably interrelated to south colonial Asia or India. 

Reviewing the ninetieth and twentieth century’s social history of Indian game and sports 

we can see imperialism, nationalism, and regionalism, post-colonialism devidation of 

country, vagrant problem diplomacy, and commerciality etc appliance reflected according 

evolution of games. In one word as Indian culture and politics has transformed the history 

of games beside the game has also effected this country’s society, culture and politics. 

The game is only game? Nor it has an importance outer the field? From this 

question the game enter in social history. The importance of a particular game 

overshadows human appreciation because the various relations and subjects of vast 

society have reflected through the game and sports. In present world through the 

importance of game and sports it becomes an elementary research. If the game is clarify 

through vast history and culture therefore it would be overcome the usual boundary of 

leisure and entertainment, in this way we can understand the importance of game is 

social, cultural, political or economical position. The sport history is not only help to 

understand the country’s traditional evolution. Apparently it also help to clarify subject in 

a new way such as nationalism or colonial culture deductively descriptive talk of game is 

not main aim, what it say about its astringent, it is the subject of attraction. According to 

Ramchandra Guha, there have to point of view about Indian games.9 The first one is 
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limited to habit of game, custodian player organizer and competition. The second always 

try to clarify the large subject through games. He remember the second point of view as 

an ideal quality to create social history because- 

“It views sport as a relational idiom, a sphere of activity that expresses, in 

concentrated from the values, prejudices, divisions and unifying symbols of 

society”.10 

It was understand the game and sports as a history, many discussions nineteenth 

and twentieth century’s political and socio-economical history can be change. As a result, 

the conventional thought of modern Indian politics or social history, nationalism, 

communalism, popular culture or commerciality has failed to clarify the importance as a 

reflector of cricket or football.11 

Generally, even in educated people has an unreasonable thought which is popular, 

only players or game related persons can discuss thoroughly the history of games and 

sports. It is undoubtedly a wrong opinion. Personal experience or communication can 

give some special perception to a researcher or a writer which is not easy to understand 

for a outsider. But it means, it will be not be an anchor in games history. James Walvin 

apparently said; 

 “Such claims to exclusivity are intellectually crippling and depend 

ultimately for their rationale on the belief that there is, or ought to be, only one 

particular approach or interpretation of historical experience. It is to be hoped 

that sports history will avoid such factional fights, although this is not to claim 

that sporting practitioners have nothing to tell us, for from it. What is quite clear 

however is that one does not need to be player, spectator or aficionado of any 

sport- to appreciate its boarder social or historical significance?”12  
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Temperamentally social historians give a description of an unseen game or make a 

discussion about game’s method-it is unreasonable why Sachin Tendulkar and Diago 

Maradona are great players or what is their especial efficiency? To a social historian, is 

their games bear on any importance on man and socio economy? Then it is true that, 

some evolution method of history influenced the social history. 

  We can see the tendency in Indian popular cultural social historical research; the 

regional features of various cultural elements are developing in simplification like many 

people understand football history as football of Kolkata. Moreover in colonialism, Indian 

cricket history was bounded mainly Bombay centric. But it is very hard to compose 

national history if we are unknown the source and residential development history of a 

game. 

From the point of view of social history if we criticize the game’s history we can 

get inspiration through the great speaker Leopold von Ranke wrote… 

“For history is not simply an academic subject. The knowledge of the 

history of mankind should be a common property of humanity and should above 

all benefit our nation, without which our work could not have been 

accomplished.”13 

Games is an integral part of popular culture, human mind has a close relation with 

game. So the historian researcher Priest can make a relation with researcher and general 

man through the game. In that research impose a special importance on mother tongue. So 

you should take a strong step to remove the distance between intellectual and popularity. 

Once Rabindranath Tagore bemoaned, “if we think deeply we should feel to distinction 

between literate or illiterate people in our country- it is science of history”14 like game 

particularly it is very important to make practice and extension of mother tongue in 
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history of popular cultural element. It is important to remember that a historian has social 

responsibility. The research of a game historian is not only important in historical 

practice.15 He plays a great role about improvement possibilities, problem and it resolve, 

every people in our country need to do their social and national duties. To fulfil this aim 

games historian will need to remember Walvin’s advice: 

“In the determination to establish legitimacy there is the basic danger of 

overstatement and exaggeration. This, however, is not the most seductive danger, 

for in seeking to stake out an autonomous historical empire, it is all too easy to 

wrench sports history from its determining social and economic context. There is 

no single model upon which the sports historian ought to proceed but in the last 

resort the viability and even the respectability of sports history must rest upon the 

quality of the work produced. Unless the traditional canons of historical research 

and reconstruction are applied to this relatively new field, it will not and- ought 

not to-gain acceptance. Like sport itself, sports history will ultimately depend on 

the skills and imagination of its practitioners.”16 

Although games history yet overcome newly adolescence to youth, If historian 

truly wants to write down correctly about Indian people’s history, must keep importance 

to game as national popular cultural integral part. 

In India the heritage of social historical research of game is not about for long 

days. The study of Indian history was disadvantaged as an important intellectual subject 

for long days. Here in western world, the importance of game the past and present human 

life added to a traditional social life criticism in three decades ago. Here in our Indian 

society, the research contribution of game is adequately limited. There have composed 
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many popular history of literature about game. But mainly except cricket and some 

football game, there has no oxidizable writing obtainable in our country. 

In Europe, the criticism of game’s history is started at 1970 decades. At eighty 

decades J.A. Mangan, Wary Vamplew, Tony Mason, Allen Buttman, Rechard Holt, have 

especially developed it through their research. This attempt of game’s historical criticism 

got organizational platform through set up British society of sports history in 1982. The 

great publishers like Franker’s had come ahead to take responsibility of this publication. 

Now this magazine of research is known as international journal of history of sports. This 

initiative had spread out very quickly all others the countries of Europe. At the end of 

eighty decades, the social scientist of Chaina, Japan South Korea are engaged themselves 

in this wok. At ninety decades with the inspiration of the pioneer of European game’s 

critic J.A Mangan had established international research centre of sports, socialization of 

society, in brief IRCSSS at Strathclyde University in Scotland. After that, this transferred 

into Manfort University. Through the cooperation of Fran Cass, as a composer Mangan 

published serially three higher research magazine-Culture, Sports and Society/ Sports in 

Society (present name), Soccer and society, and European Sports history Review. Apart 

with their started sports in the global society, a series; in which many valuable unit of 

earlier one and half decade had published. Later all publications Fran Cass had adopted 

by the famous international publishers Rutledge. 

The history of games and sports in India dates back to the Vedic era. Physical 

culture in ancient India was fed by a powerful fuel-religious rites. There were some well-

defined values like the mantra in the Atharva-Veda, saying, “Duty is in my right hand 

and the fruits of victory in my left”. In terms of an ideal, these words hold the same 

sentiments as the traditional Olympic oath: “......For the honour of my Country and the 
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Glory of Sport.” Badminton probably originated in India as a grownup’s version of a very 

old children’s game known in England as battledore and shuttlecock, the battledore being 

a paddle and the shuttlecock a small feathered cork, now usually balled a ‘bird.’ In the 

area of recreation and sports India had evolved a number of games. One would be 

surprised to know today that games like, Chess, Snakes and Ladders, Playing Cards, Polo, 

the martial arts of Judo and Karate had originated as a sport in India and it was from here 

that these games were transmitted to foreign countries, where they were further 

modernized. It is more than likely that many of today’s Olympic disciplines are 

sophisticated versions of the games of strength and speed that flourished in ancient India 

and Greece. Chess, wrestling, polo, archery and hockey (possibly a fall-out from polo) are 

some of the games believed to have originated in India. Hockey, in which India has an 

impressive record with eight Olympic gold medals, is officially the national sport. Other 

popular games are football, cricket, basketball, volleyball and badminton. Cricket has 

become a very popular game in India. After the IX Asian Games in New Delhi in 1982, 

the capital city now has modem sports facilities. Such facilities are also being developed 

in other parts of the country. Besides sports and games included in the international 

sporting agenda, there are many which have developed indigenously. Among these are 

wrestling and several traditional systems of martial arts. In early India, games and sports 

were very much concerned about the development of the physique and for the art of 

offence and defense. Also games were considered a kind of recreation, which played a 

vital role in the development of a man’s personality. Important of them included indoor 

games, music, fishing and boating, singing and dancing, water sports, etc. India has a rich 

heritage of these activities as can be found in the archaeological excavations of 

Mohenjadaro and Harappa, the Vedic literature, The Ramayana and the Mahabharata, the 

Puranas, the literary works of Kautilya, Kalidasa, Panini and Dandin as well as a whole 
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lot of Buddhist and Jain literatures. Various archaeological evidences like coins, 

inscriptions and monumental carvings support them.  

Several games now familiar across the world owe their origins in India, 

particularly, the games of chess, Ludo (including ladders and snake), and playing cards. 

The famous epic Mahabharata narrates an incidence where a game called Chaturanga was 

played between two groups of warring cousins. The age when epic Mahabharata was 

written is variously dated around 800 BC to 1000 BC. In some form or the other, the 

game continued till it evolved into chess. H. J. R. Murry, in his work titled ‘A History of 

Chess’ has concluded that chess is a descendant of an Indian game played in the 7th 

century A.D. The Encyclopaedia Britannica states that we find the best authorities 

agreeing that chess existed in India before it is known to have been played anywhere else. 

The game of cards also developed in ancient India. Abul Fazal was a scholar in the court 

of Mughal emperor Akbar. In his book, ‘Ain-e-Akbari’, which is a mirror of life of that 

time, records game of cards is of Indian origins. Martial arts by the name of Kalaripayattu 

were a native of Kerala. Kalaripayattu consists of a series of intricate movements that 

train the body and mind. 

Games and amusement form an important part of a social life. It provides us 

encouragement to face all the hard challenges of life. It provides us physical strength 

which is eternally needed for doing our works. It is performing that without games people 

becomes dull, boring, pessimist and failure in life. It has also an important value in 

student’s life. It is thus, worth to refer Robert A. Georges, who had the opinion that, 

“Play is a form of expressive behaviour common among all human beings and manifested 

overtly in all cultures”. Again, S.N. Sharma mentioned in this way, “Sports and pastime 
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are integral parts of a vibrant social life. A nation or a community devoid of these life 

sustaining activities is physically and mentally retarded and is devoid of gusto for life”17 

The traditional games and sports are the backbone of a community. So, the 

international organization like UNESCO has all the effort to protect and promote the 

traditional games and sports. The objective for such role of the UNESCO is to enhance 

the value of community spirit, and bring people together and cultivate the sense of pride. 

Traditional games and sports are part of cultural heritage and represent the symbol of 

cultural diversity of our societies. They are also the means through which one can convey 

the different values such as solidarity, diversity, inclusiveness and cultural awareness. In 

the field of this traditional games and sports the UNESCO has been working to preserve, 

promote and develop. To achieve the goal UNESCO has launched pilot project to set up 

training camps in traditional wrestling sports for the youth of 22 African countries. The 

UNESCO is also working to ensure that they form an integral part of national and 

development strategies. In the fulfilment of such role of the UNESCO, the traditional 

games and sports in the long run will help the world communities to achieve peace, unity, 

cooperation and development. In the Declaration of Punta del Este adopted by the third 

International Conference of Ministers and Senior Officials in charge of Physical 

Education and Sport (MINEPS III), held in December 1999, the delegates of ministers 

emphasized for the preservation. The delegates had the appraisal for the traditional and 

indigenous games and sports from different geographical nations with richness in cultural 

heritage. The Congress of the delegates also resolved significantly for the need of 

establishment of a World Heritage List of Traditional Games and Sports. Moreover, 

traditional games and sports also reflect the different cultural expressions. It is also the 

medium to act as a bridge of understanding and cooperation between people of different 

cultural groups. 
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On the occasion of MINEPS III, held in Punta del Este, Uruguay, in 1999, the 

international community proposed that a significant action from UNESCO could be 

initiated within the framework for the promotion and preservation of traditional games 

and sports. In this regard, two important proposals have been made during MINEPS III. 

One of them is the publication of a world heritage list of traditional games and sports and 

the other the implementation of an incentive framework for the promotion and the 

preservation of these sports that should lead to the establishment of an “International 

Platform” for traditional games and sports. The preservation and promotion of traditional 

games and sports is a fundamental contribution for the valorisation of such an important 

and essential field for the intangible world cultural heritage. Most of the traditional games 

and sports, expressions of indigenous cultures and ways of life contributing to the 

common identity of humanity, have already disappeared and those that are surviving are 

threatened of imminent disappearance and extinction under the combined effect of 

globalization and harmonization of the rich diversity of world sport heritage. Traditional 

Games and Sports then become an added value in terms of cultural comprehension and 

mutual tolerance both within the community of nations and between them, and therefore 

contribute to the edification of a culture of Peace. MINEPS IV highlighted the importance 

of traditional sports and games and recommended concrete provisions for its promotion 

and development. The 33rd session of UNESCO’s General Conference drew on these 

recommendations to design the Organization’s strategies regarding traditional sports and 

games. As a result, the Resolution 33C/R.21 enabled the organization of a collective 

consultation at UNESCO’s headquarters, on 13 March 2006, aimed at creating an 

international platform for the promotion and development of traditional sports and games. 

In this meeting, a concrete roadmap and an agenda for action were adopted. It was 

decided that the platform would be launched on the occasion of the International Festival 
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of Traditional Wrestling, which took place in Almaty, Kazakhstan, in November 2006, 

with a follow up seminar in Abidjan, Côte d’Ivoire in December 2006.18 

 An immense space reveals in the distinction between traditional and modern 

sports. Now a days most children spend time playing modern games. Modern games are 

usually played on electronic devices such as computer and smart phone while traditional 

games are usually played in the field or in vast spaces. Each culture and tradition 

processes its wisdom. Traditional games provide benefit to children by giving them more 

space to interact with the environment. Children need interaction to understand and adapt 

to the environment. In terms of health, traditional games give more benefit for children 

compare with modern game. Traditional games provide an in expensive and effective way 

to help children explore traditional culture to gain insight and wisdom. To share this 

culture with children to introduce them were important part their heritage. Each part of 

our nation was marked by the existence of different local folk sports.19  

 Traditional games have not needed expensive materials. It has needed freely 

available things. Some of the materials and spaces used for play are stick – Danguli, pic 

of cloth- Putuler Biye, open ground – Dariyabanda, Gollachhut, Golokdham, field- 

Madankam, and Soat pata, pebble- Pittu, Kitkit, stones- guti, marble-guli and so on. But 

unfortunately, children of today no longer play outdoor traditional games; rather they are 

busy enjoying indoor computer games. 

 In global history games and sports had been playing a great role, politics, 

civilization, colonialism, nationalism, and economical set up are verified the status of 

games and sports. If we trace on global history of games and sports we can see many 

indigenous games and many migratory games. Particularly focused on North Bengal there 

are many traditional games. 
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 Traditional games were just not games to be competed between opposing teams 

or participants. These games were designed in such a way that could develop a multiple 

skills like logical thinking, strategy building, concentrating and focus basic mathematics, 

aiming and a lot more. 

 North Bengal is incredible in every view. Geographical variation defines its 

games and culture. In mountainous part, peoples are hard worker. But lack of suitable 

places they have involve only indoor games like- Tas khela, Putul khela, cowry, Daba 

khela, Ludu khela, Chor police khela, Ramshyam Jadhumadhu khela, etc. in horizontal 

region people plays both indoor and outdoor games. Most of the outdoor games are 

traditional. Partly north Bengal, outdoor gmes are Charak khela, chor chor khela, 

Dariyabanda Khela, Madonkam and Mecheni khela etc. climate and environment also 

difines the game. Forest nd tea garden area they are lived tribal people. They brought up 

in different culture. They play various traditional game like Laigai Chalk, Naila Wayasa, 

Khailao, Bongrai Bir, Iyakhai, Pangrudi, Salaio, Fan Solaio, Sukoi, Yila, Maighor, Beja 

khela, Lota khela etc.20 

 Over the games traditional games like Yoga, Mallakamb, Kho-Kho, Wrestling, 

Elephant riding, and Boat Races have progressed to some extent Pallankunzhi is a 

indigenous gams involving two players, popular in south India. Patangbazi is an ancient 

game, popular in western India. In several rural villages traditional games are still played. 

traditional games are Gollachhut, Ekka-Dokka, Ekir-Mikir, Chamri, Elating Beleting 

Sailo, Madan or Bas khela, Danguli, Baghbandi etc. Most of religious games are 

indigenous games like Dodhikadho, Lathi khela, Laxmidak, Chorchor, Chor-churni, Holi 

etc.  
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 Probably British ruled over India for 200 years. So their social cultural and 

traditional impacts are spread through all over India. Football cricket, hockey, 

badmintons, tennis, table tennis etc., are known as modern games they established their 

position in international level. 

 Partition of country, British rule, and colonialism are the main cause of 

migration. Badminton probably originated in India as grownups version of very old 

children’s game Known in England as a battle Dore and a Shuttlecock, the battledore 

being a paddle and the shuttlecock a small feathered cork, now usually battled a bird. 

Chess Snakes and Ladders, playing cards, Polo, Judo and Karate were transmitted to 

foreign countries.                                                           

 India owes the rich culture and tradition and games have been an important part 

of Indian culture ever since games and sports always played a vital role as we find in 

history of mythology of India. Gradually the time change and so did our sports. It is 

believed that games started at the time of Indus valley civilization. India is an 

amalgamation of various cultures. In times of Rig-Veda, Ramayana and Mahabharata, the 

main of statue and circumstances go competent with each other in Chariot racing, 

Archery, Horsemanship, Military tactics, Wrestling, Weightlifting, Swimming and 

Hunting. So every state has its traditional sports like Kusti, Kabaddi, Gulidanda, Kho-

Kho, Buribasanti, and many more. Olympic is a sophisticated version of ancient game 

played in India. Chess, Polo, Wrestling, Archery and Hockey is originated in India. One 

of the traditional sports in India was Mallakhamb also known as the pole dance of India; 

it is one of the very difficult sports in India. 

 India offers different traditional and adventurer sports. In Hockey, India has an 

impressive record with eight Olympic gold medals, now Cricket is beating the hearts of 



 17 

sports lover in India but there are some others game which were played by every person 

in his childhood. These local games are very popular in India. India is truly yhe land of 

traditional games and sports. Several traditional games are played in several parts of 

country. Most of the games have their roots in ancient India. Once upon a time these 

traditional; games were the part and parcel of everyday life. Games provided mental 

satisfaction and enjoyment along with physical fitness and physiological boost side by 

side. Scientific researchers have that it is easily possible to achieve these ideals by 

participating in traditional games. Now a day’s almost all children play games like 

Cricket, Tennis and Football. Nobody is interested to play traditional games like Kobadi, 

Gulidanda, Buribasanti, etc. these games have a rich cultural and traditional value.21 

 India was a colonial country. In Calcutta, when the Colonial games were making 

their mark on the life of the Calcutta’s in more than one way, the folk-games were eclipsed 

and lost. The foreign outdoor games, football and cricket were associated with the mind of 

indigenous people. It is reasonably clear that football came to India with the East India 

Company. Football’s early pioneers were the officers and men of trading firms and 

regimental battalions, European professors of educational institutions and naval men who 

used to play the game at ports, such as Calcutta, Bombay, Madras, and Karachi.22 The 

Bengali people adopted the football within their cultural activity. Football became like the 

‘pathological game’ of Bengali people. For colonialism their came many migratory game. 

Like cricket, hockey, chess, billiards, football, badminton, tennis, table tennis etc. the 

cricket was the first English sports introduce in India. This is the one of the most popular 

game among the school boys in rural Bengal and in colonial period Calcutta. The main 

discrimination of traditional game is maintenances a tradition and India it is origin but the 

origin of migratory game is not India. It came from different countries. Lack of practice 

and modernization vanished many traditional games from India. The informal folk games 

in the rural culture were marked by a lack institutionalization.  A competition emerged 



 18 

between the natives and the colonial masters who were the driven power of the sports, and 

secondly was that by adopting the British Sports Culture the Bhadralok Society limited within 

the limited Share Space. They neglected their traditional games due to cultural Colonialism. It 

was the cultural hegemony because that was the domination of culturally diverse society by 

the ruling Class who manipulate the culture of that Bengali society. Nevertheless the Bengali 

native people lost their control from their traditional cultural activity, and easily within 

colonial Calcutta sporting culture came into the share space as bengalines. 

 Playing games is a common characteristic of children. All over the world 

children like to run, play, laugh and enjoy them. If we trace of North Bengal we can see 

various types of games and sports. The games and sports as culture traits particularly in 

North Bengal have certain specific elements. North Bengal is known for its natural 

vegetation and open field. Thus the games are played based on natural sound here. The 

informal folk games in rural culture were marked by a lack of institutionalization 

communication. Indigenous folk games as past time recreation have been played by 

specific communities with the narrow cultural circles of the rural societies of North 

Bengal particular for a long time. There are many traditional, indigenous and Rajbangsi’s 

game in North Bengal which is prevailing with their own perspectives.23 

 Minimum hundred games which are dominate the region of North Bengal. The 

Rajbangsi’s of North Bengal is engaged with many sports and games. Which are 

apparently indigenous in North Bengal. More importantly, they recite interesting poem in 

sports time. Lots of games prevail in North Bengal. Baghchagol, kumir-kumir, kukur 

shakuni, Jhaal and Gachhua, Enga-Enga, Nunta, Pukure Baeng, Jelemachh, Sologuti, 

Batrishguti, Chayguti, Nyguti, Chattrishguti, Akkelbondi, Payeet, Pta Anna, Golokdham, 

Gainath, Dodhikado, Angti, Chorchunni, Chorchor, Teestaburi, Lathi khela (Maharam).24 
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 Indigenous rural games in North Bengal from a cultural perspective, in the 

twentieth century many indigenous games were popular in rural North Bengal. Thus 

games were the main source of recreation for many boys and girl’s as well as adult male 

and females of rural North Bengal. Indigenous rural games of Bengal as well as North 

Bengal at a glance, indigenous games activity characteristic participants initiative 

following are the names of few such games – Ayanga-Nyanga, Baghbandi, Bouchi, 

Budhikapati, Baubasanti, Budirchu, Chikka, Chhadar Khela, Chhichattar, Chungakhela, 

Danguli, Dariyabanda, Chunga, Ekkadokka, Sathkhela and Chiriya, Diga, Khopla, 

Elating-belating, Gaigodani, Ghunti, Golaptogar, Baurani, Gollachhut, Guli, 

Kanamachi, Moghalpathan, Openti-Bioscope, Rajar Kothal, Rumalchuri, etc.25 

 Traditional games are more useful than modern games in developing children’s 

skill. Most of the traditional games and sports, expression of indigenous cultures and way 

of life, contributing to the common identity of humanity, which has already disappeared 

and those that are surviving are threatened of imminent disappearance and extinction, 

under the combined effect of globalization and harmonization of the rich diversity of 

world sports heritage.26  

 In twenty first century for lack of practise some games has gone too vanished. 

Now a day rare games in North Bengal are Ayabga-ayanga, Chhadar Khela, and Nunta 

etc. In the beginning Rajar kothal was a popular game in North Bengal but now a day it 

was vanished due to lack of practise. Rajar kotal was a team game played by both boys 

and girls. The player, the king’s constable stays outside the circle. The game begins with 

him going around the players, reciting the rhyme. 

Kontar Pichhe Ke Ghere? 

Rajar Kotal/Kisher janye? 
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Ek Chhadi kalar janye/kal ye niye gechhila? 

Ghoday mute diyachhe/dhuya dhuya khao ni? 

Chhi! Hak! Thu! Tabe ek chhadi niya jao?27 

 The personality is the typical pattern of thinking, feeling and behaviours that 

make a person unique personal development covers activities that improve awareness and 

identity, develop talents and potential, build human capital and facilitate employability 

enhance the quality of life, and contribute to the realization of dreams and aspirations, 

Not limited to self half, the concept involves formal and informal activities for developing 

others in roles such as teacher, guide, counsellor, manager life coach, or mentor. 

 There are many games in North Bengal which still continue to be practised and 

account for the situation. One of them is Pakhi Khela. This game is Calle’s Dariyabanda 

Khela in North Bengal. This is the most popular game of the villagers. It is usually played 

in the day time after the rainy season when harvesting of paddy is over. A moon lit night 

gives the most exciting time for this game which it continues till late in the night it is 

seven a side game. 

There are many typical traditional games in north Bengal some Rajbangsi’s traditional 

games are – Dodhikado Khela, Mogalpathan Khela, Modankam/ Bas khela, Burir ghar 

Porano or Nera Pora, Lakhidak, Mecheni Khela, Teestaburi khela, Chorchunni etc.28 

 Dodhikado khela is religious Rajbangsi game which is also known as 

Dodhikardam, on the occasion of Lord Krishna’s Janmashtami. It is a very popular game 

in the Rajbangsi society of North Bengal. The special and noteworthy feature of this 

game is that it is played only once a year on the day after Lord Krishna’s Janmashtami, 

the playground is the temple premises. Now a day it also play’s to continue the religious 

tradition. The river Teesta is a sacred river of North Bengal still the river teesta is held in 
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high esteem by the Rajbangsi’s and the puja of mother teesta is performed in every 

village. It is a religious traditional game in North Bengal. It is known as Mechini Khela. 

 There are many traditional games which are common to Bengal. Like 

Boubasanti or Buribasanti, Bouchi or Bousi, Golla or Mondi, Boutula or Bouchuri, Kuti 

or Jor Chorachhuri, and Holi or Dolkhela etc. These subjects are explored in some. The 

game Boubasanti or Buribasanti is known by different names in different regions; 

actually, these games are the different names of the same games. There is no significant 

difference in the rules and regulations of the region but there is slight difference of 

course.29 Openti Biascope is very popular game, especially for girls. This game is 

common to all Bengal; it plays in different names in different parts of Bengal. 

Somewhere the name of this game is Upenty Bioscope, the name of this game in 

Murshidabad is Icecoom Byescoom in some regions the name of this game is Garam 

Muri. In Tripura, the name of the game Entus Bentus. In some places it is named Sonar 

tuki, Sindur tuki or Sindur tokatuki or Sindur tikoli in some other place.30  

 The importance of traditional games and sports use in promoting cultural 

diversity along with cultural identities both at the local national and even international 

levels which is now strongly emphasized. Traditional sports and games can form the 

backbone of community. Traditional games and sports as like gender roles depend on 

social conditions and cultural patterns. They embody the values and norms of a particular 

society gender roles are also closely intertwined with traditional sports and games 

although social status and age were also very important factors with regard to 

participation in the significance of physical activities since men dominated and continue 

to dominate most societies they usually tended to play the leading role in sporting 

activities. Nevertheless, there have always been cultures where women were integrated in 
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the world of sports and games. Some women either participated in activities previously 

discovered for men or developed and practiced for women.31 

 Putul Khela is an interesting form of amusement among children of all ages. 

The term Putul is a synonym for toy or doll. The discovery of many Putul’s made of 

terracotta and metal in the Indus Valley proves the antique origin of toys. The worldwide 

research or toy culture enlightens us with a different picture. Social and cultural origin 

reflected through this game. Rannabati khela plays by girls children. They learn the 

activities by their mother and apply on this game here gender is a great matter. Elating 

Belating sailo is a traditional rhyming game is basically for the female. Two team 

participate in the game and they make conversations within themselves. Guti khela is 

mainly feminine game. Here five seven nine or eleven pieces of potsherd or pebbles are 

used as guti or cowry. The shots are placed on the ground, projected upwards and caught 

by the palms or the back of the hands the shots are played with great agility keeping the 

hand in various positions. Teestaburi or Mechini khela is played by group of women. It is 

a religious ritual. The girls of Rajbangsi society play this game in the month of Baishakh 

the river Teesta Worshiped here. Kabadi is basically an outdoor game. The game is 

played a small plot of even land by two teams with seven players each. The origin of this 

team pursuit game is lost in the gauzy mists of time. Lord Krishna enjoyed playing 

Kabadi is one of the most ancient forms of outdoor sport.32 

 Northern part of West Bengal separated from its southern counterpart by the 

river Ganga is popular name known as North Bengal. During the period of nineteenth and 

twentieth century North Bengal geographical demographic boundary of North Bengal had 

been changed due to the circumstances created by colonial rulers North Bengal 

comprising the hill district of Darjeeling, Sub-Himalayan Jalpaiguri, Coochbehar and 

plains of west Dinajpur and Maldah, in not a homogenous area. 
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 Mountain area is mainly Darjeeling district there covered areas are Darjeeling 

District excepting Siliguri subdivision and portions of Kalimpong. Configuration of land 

is hill and stony. There is no vast meadow to play for children’s winter reveals there. So 

the children are engaged in indoor games. Indoor games are Tas khela, Putul khela, 

cowry, Daba khela, Ludu khela, Chor police khela, Ramshyam Jadhumadhu khela, etc. 

 In plain land, Jalpaiguri and Coochbehar district, mainly of people is Rajbangsi, 

they involve in various outdoor and indoor games in various season and climate weather, 

various types of games are played. As a traditional game in summer season Charak khela, 

chor chor khela after kali pua, Dariyabanda Khela. At winter afternoon children plays 

rumal chor khela, kho-kho khela, Madonkam at baishak month, Mecheni khela at rainy 

season Worship of Teesta River, Ekirmikir khela, Elating Belating Sailo Game, Bouchi, 

Lukachupi etc33  

 In the Tarai and dooars area of North Bengal , there live many tribal peoples 

Santhal, Toto, Mech, Munda, Bodo Bishnupuri, Nepali, Rava etc, there games like Masai 

Sangoi Thung, Laigai Chalk, Naila Wayasa, Khailao, Bongrai Bir, Iyakhai,Pangrudi, 

Salaio, Fan Solaio, Must Seglaio, Bhumani Kotor, Youngla, Baharu, Chur, Sukoi, Yila, 

Maighor, etc. Bishnupriya Manipuri tribal peoples are found in neighboring at Assam, 

Tripura, and Northern West Bengal. Kyang is a special game of Bishnupriya Manipuri 

people. It is played of Bengali month Baishak. This game is a religious folk game Kyang 

means guti, one kind of seed. Two teams are participated in that game. The goal of this 

game is one team will touch the kyang and that will be dismount. Toto’s games are 

Karam puja, Beja khela, Lota khela etc. one of the most popular game of tribal Kah.34 

 In general sense game involve for mental and physical stimulation. In entire 

world games played for various purpose. For various reason human being suffer in 
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boredom, they need refreshment in mentality or physically particularly in North Bengal, 

people and children played for entertainment, amusement and to spend leisure time. In 

other hand, some games are played as part of cultural practice. If we irradiate at North 

Bengal, we see various games played for entertainment purpose like Luka-chupi, Kit Kit, 

Rumal Chor, Pittu, Putul Putul, Dariyabanda, Guti, Openti biascope, Elating Belating 

etc. Children imitated different customs and beliefs of the elder members of the society 

and then converted them into amusements. At leisure time, people gathered together and 

played Tas, Ludu, Chor-police, Daba, Pike, Baghbandi, Sologuti etc. 

 Certain sports were organized and played communally as a regular cultural 

event like the Jallikattu of Tamil Nadu, there has many games which also played 

communally as a regular cultural event like the Jalli Kattu and the Nepalies of north 

Bengal play games (gambling) during Dussera as part of culture. Rajbanshis largely settle 

mainly in Coochbehar Jalpaiguri, Dinajpur district. In every festival there have a regular 

cultural event or game. Like at the birth day of Lord Krishna (Janmashtami) Dodikadho 

khela. It is a very popular game in the Rajbanshi society of North Bengal. The special and 

noteworthy feature of this game is that it is played only once a year on the day after Lord 

Krishnan’s Janmashtami, the playground being the temple premises. At Bengali Baishakh 

month Rajbanshi women are play Mecheni khela, holi Teesta River worshipped here. It is 

also known as teesta buri. At last day of chaitrya month, Charak khela is held in 

everywhere. Lord Shiva is worshipped. Lakhidak is held as a Rajbanshi ritual which also 

a game.35 

 Such a performance is seen to be celebrated on the day before Dol Purnima and 

this is Burir ghor porano or near pora, or Bhera pora. These rituals are celebrated so that 

demons and evil spirits do not harm human life and crops. Holi or Dolkhela is the game 
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of colours, in spring. Holi is a well-known festival in our country. A religious cover has 

been made over the game of holy in association with the mythology of Radha Krishna. In 

the month of baishakh after harvesting of paddy, the Rajbangsi young men perform the 

bas puja. This is called Madankam puja. These all religious traditional games are played 

communally as a regular cultural event. 

 In ancient time to till now, most women do the houses hold accessories women 

are spend in house all day time. They play many games to get free from boredom and 

entertainment purpose. Women’s indoor games are Elating Belating Sailo, Guti, 

Rannabati, Ichkimichki, Kithkith, Iching Biching, Lattu, Lukachupi, Ekka dokka etc. At 

courtyard girls play Kith Kith. It is play with guti, a broken piece of an earthier pot, about 

an inch and a half in diameter or a round flat stone. A rectangle space about three yards 

long and two yards wide is drowning. 

 Gender discrimination is a great factor in our society, Rannabati and Putul 

khela are most popular girl’s child’s game. Female figure mainly grand mothers are 

played Agdum Bagdum and Ichanbichan, Domna Dumnni etc. and rhyming games with 

family’s little members. To maintain our tradition these games are gender specific.  

 Each tradition game of this region is associated with some social or historic 

context. We find religious beliefs, superstitions, and social customs reflected in them. 

They have symbolic values along with entertainment values. For example elating belating 

game symbolically represents the writhed condition of women in medieval Bengal 

especially focusing on North Bengal in a background of social and economic instability 

slavery and the buying and selling of selves and women in a slave market were common 

to that particular period. Women were treated as commodities and tools to satisfy the 

sexual desire of the rich people. Mothers are played Agdum Bagdum game.36 
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 Some indigenous or traditional games were designed with political objective 

and circumstances. Political perspective, movements, war had given a great impact on 

children games. For example during India Pakistan war children play’s fitting games with 

toy guns and they represent two nations. Kargil war was an armed conflict between India 

and Pakistan. This war happened for subjugate on Jambu or Kashmir. After the war, 

consequently children played game name Kargil. In this game two teams are dig ten small 

holes. Each hole numbering one, two,……ten. Ten small holes indicate five places of 

India and five places of Pakistan. Each player will use marble. They decided how many 

steps they will do. Generally two-five players can play together. So this game represents 

two nations, their mortification, and violence. Collection of each guti is squatting the 

place. 

 Main cause of India-China war was to enhance the periphery. China is squatting 

its territory in Jambhu and Kashmir, Sikkim and Tibetan area. As the result of India-

China war people plays many games which emulate the war. Gainath is a Rajbanshi game 

in North Bengal which is invented after China-India war. Gainath game young boys 

group is attack at householder’s house bringing with bamboo stick. At night is if 

householder weak up they had sung a song either householder not awake they damaged 

fruits, household things. This concept is came from India-China war. Another one is 

Ganga Jamuna game. It also known as Ekka, dokka, tekka. In this games make squared. 

Everyone has a stone or cowry. With this cowry they squat squared as like china enlarged 

its territory. 

Children learn which ever they have seen during the serialization Ramayana and 

Mahabharata in T.V. Children invented bow-arrow fights and used Gada to fight like 

Bhama and Dhuryadhana. The folk game Sitaharan is followed by Ramayana. There have 
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total fourteen players, two teams seven by seven. One is at side of Ram and opposition is 

Ravan. Two circles are created at two edges of field. Sita is in one circle and Ravan is 

another. Followed T.V serial Ramayana in this way they play Sitaharan. Boubasanti or 

Bouchi is another complexion of Sitaharan. During Naxalite movement there is a conflict 

between landlord and poor people. This conflict had seen through the game. The game is 

known as Goat beard. Landlords always try to occupy the land of farmers.37  

The traditional games and sports which could draw international attention for the 

protection and promotion need to be observed for the same strategy by the government of 

the countries. It is also necessary for the common people who directly involves in the 

practice of traditional games and sports for all means to preserve and protect. 

Traditionally games, sports, and amusements are usually influenced by culture and which 

in turn helps to change the culture. As such, games and sports are a physical 

manifestation of the internal creative impulse. North Bengal has unique and diverse and a 

repository of cultural resources. There rises the need to assess how cultural unification 

improved the lifestyle of the people of North Bengal through traditional games and sports. 

To understand the traditional games and sports reflecting pre-modern, modern, and 

postmodern meaning, now it is concluded that their possibilities of survival or 

revitalization depend on their integration in the postmodern space of meaning. There is a 

need to assess, as many traditional sports and games have already been lost, and those 

that have also survived how in danger of disappearing, owing to the various impact of 

globalization. The convergence of the rich diversity of sports heritage towards a small set 

of culturally homogenous sports threatens their existence.38 

The northern part of Bengal is famed for its natural beauty and diversity with all 

its hills, rivers, forests and valleys. To this natural richness, diversities of ethnicities, 
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culture and traditions which demand a study from a historical point of view, add a new 

facet. And to the root of the richness of the traditions and culture lies the traditional 

games and sports which are manifestation of the customs and traditions of the region 

itself. They act as the flag-bearer of cultural heritage and moral values of the people and 

community living here as studied through ages. As this games and sports are confined to a 

definite geographical area locally, spread and practiced within a homogeneous ethnic 

community, it fosters and strengthens the cultural integrity and feel of oneness among the 

inhabitants. But these so important traditional games and sports are now on the verge of 

being lost into the sea of time finding its repose at historical archive mainly due to the 

globalization effect and subsequent rat race of life combined with some other reasons.  

The pervasiveness of traditional games and sports, the widespread use of the new 

motive, and the need to create more engaging conventional practices have led to the 

emergence of traditional games and sports as a new form for healthy and wealthy 

entertainment. In comparison, many have begun to see the potential of traditional games 

and sports to supplement and augment traditional formal customs. The potential of 

traditional games and sports offers a paradigm shift in exposing historical value delivered 

since the previous century. The implications of this transition to a new paradigm of 

traditional based games and sports will show the metamorphosis of society. The 

assessment and accreditation towards the peer and personalized attitude of the people will 

provide emphasis on the social interaction of customs and as well as rituals-based matter. 

This will increase opportunities for synchronizing the form of feed backing and feed-

backs loops and mean the integration of multimodal interfaces between the people and the 

society.39 
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A look into the life and people of North Bengal Northern part of West Bengal 

comprises of people from Bengal, Bihar, North Eastern states, there are also people from 

the hills, as well as indigenous tribes residing in the region for centuries. Traditional 

games and sports have become a part of the life of the common populace. Now the 

shrinking land space, competition in academics, and the rise of technology are forcing the 

children to slowly move off from practicing such traditional games and sports in their 

day-to-day lives. The majority of the people of North Bengal live in the rural belt. The 

practices of games and sports in rural areas often commensurate with seasonal and 

religious varieties. Now even in rural areas, schools play a vital role in popularising 

games and sports. 

North Bengal in rural belt club-culture is rare to patronize sports and games in the 

modern sense. Thus children playing Cricket, tennis or badminton, etc. are far crying. 

Besides, children cannot afford to buy expensive playing implements for being poor. 

However, guardians are concerned about their children's involvement in play for mental 

and physical health. They are inclining to traditional games for the healthy growth of their 

children. So despite such advances, traditional games are still surviving in North Bengal 

by the side of the fashionable games. So parents spare the evening hours (4 p.m. - 6 p.m.) 

scheduled for games and sports for their children.40. However, the natural physical feats 

are common to every child as the restless spirit common to the age. Braving poverty and 

lured by the higher culture, some rural middle-class children collect money curtailing 

their other expenses and buy sports implements. They try to ape modern games, even in 

rural areas. The games, being a co-operative venture, involve others in the fray. In this 

way, modern games were slowly penetrating rural areas.41 
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In North Bengal now even find the picture of traditional games; traditional rural 

games are normally played in village lands when they graze their cattle or out for daily 

chores in the outfield. Thus they play under shady groves of trees, on the banks of village 

streams. Not only young children but even also grownups do take part in these games. 

Inter village contests are still very common in the rural areas (all over Bengal). The rules 

of the organization of rural are simple and free from so-called complex rules. They hardly 

require any sophisticated setting and rules, and regulations for conducting such games. 

The types of equipment used are improvised, and thus, these games are free from 

expensive involvement in nature. During the Panchayat fair, these games should be 

effectively organized as this world enables them to spot out talent for the institutionalized 

games. Thus these games will certainly act as an effective means of resource 

mobilization. However, the organizers must take care of the safety of the participants.42 

In this modern age, there is a growing emphasis on looking good, feeling good, 

and living longer. Scientific research has that it is easily possible to achieve these ideals 

by participating in traditional games. Movement is restricted because of technological 

advancement. Now physical activities play a less part in our daily life. Traditional games 

can provide the same benefits as any well-designed exercise program. The traditional 

game is used to improve health, maintain fitness, and even can be an important means of 

physical rehabilitation. Physical exercises, through recreation type, traditional games, are 

very important in promoting a balanced physical and mental state of a certain human 

being. Traditional games, if included more systematically, then it would help children, 

particularly those living with overweight and obesity. Overweight and obesity are two 

major health problems faced by the world of today. Once, it was considered a problem, 

only in high-income countries. But overweight and obesity are now becoming acute even 

in developing countries, particularly in urban settings. Now overweight and obesity are 
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considered the fifth leading risk for global deaths. Traditional games can play an 

important role in improving the lives of these individuals, even that of whole 

communities.  Traditional games are socially acceptable and individually beneficial to 

their participant. Looking at the modern children, one finds a prominent dissimilation 

between the childhood that the previous generation had and the one of this generation is 

having to owe to its lack of Indian or native games practiced now. In the previous 

generation, people used to play a variety of indoor and outdoor games rooted in this soil. 

Nowadays almost all children play games like Cricket, Tennis, and Football. Nobody is 

interested in playing traditional games like Kabaddi, Goli danda, Kho-Kho, Buri Basanta, 

etc. These games have a rich cultural and traditional value and thus were tools of 

importing some ancestral knowledge. 43 

Researcher like to mention how traditional games are breaking their original traits 

and incorporating the scientific process being influenced by the display of the modern 

games through the public media, now as available in the remote rural area. Analysis of 

some traditional games that would highlight the content of the thesis has been 

incorporated. Information about these games is gathered from field visits and personal 

childhood experiences. The described games are chosen from those which are most 

popular among the children. It should be noted that few games are also played in other 

parts of India with minor alterations in the format. Even a few of these games are played 

by adults as well. 

Now the cultural crisis, social turmoil, and discord are becoming more and more 

apparent, and these are damaging the concept of national unity. Not only this, but certain 

destructive tendencies are also developing day by day. More or less, 80 percent of 

Indian's population lives in the village. As such, the real centre of India is located in a 

rural setting. Rural folk is still quite safe from the impact of 'city civilization, which is 
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damaging healthy traditions of peaceful coexistence. So the focus is the North Bengal 

which still exhibits the cultural tradition free from the din and bustle of city life.   

 Sports and games today are an integral part of the all-around development of 

human personality. India offers different traditional and adventure sports. In India, 

Hockey has an impressive record with eight Olympic gold medals, now Cricket is beating 

the hearts of sports lovers in India, but there are some other games which were played by 

every person in his childhood. These local traditional games are very popular in India. 

India is truly the land of traditional games and sports. Several traditional games are 

played in several parts of the country. Most of the traditional games have their origin in 

Ancient India. Such is their popularity that these attractive games are played even now. 

But nowadays, Traditional Games are losing their importance. They cannot compete with 

those so-called modern games, ‘Techno Sports’, which largely depend on pieces of 

equipment and technologies. These modern games are becoming so popular that people 

are even on the verge of forgetting the significance of traditional games.  

Traditional Games should not be taken at face value; those were designed in such 

a way that one can develop a lot of skills – such as logical thinking, concentrating, and 

basic mathematics, etc. Nowadays, people develop these skills by paying money to the 

centre that conducts personal development courses popularly known as counselling. 

Traditional Games act as learning aids. It teaches us many things such from the true spirit 

of victory and defeats to developing sensory skills’, counting that includes developing 

adding, improving motor skills, identification of colour. It helps hand-eye co-ordination 

and finally, for the participants and views.  
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 OBJECTIVES OF THE RESEARCH PROPOSAL: 

 To explore traditional games, sports, and amusements in North Bengal and 

understand the relationship between people and society with traditional 

games, sports, and amusements. 

 To know the reasons for selecting the traditional games and sports by the 

people of North Bengal as their amusement.  

 To know the importance of earlier traditional games and the changes that 

occurred with globalization and newer culture. 

 To study the traditional culture of the local tribes in the backdrop of their 

traditional sports and amusements. 

 To analyze the socio-cultural condition of the people in the light of 

traditional games and sports. 

 The purpose of this study is to search the influence and the significance of 

the practice of selected traditional games for the development of active life 

through the improvement of physiological and physical fitness variables of 

overweight children.  

 The proposed study tends to utilize traditional games of North Bengal as 

Essential markers of social developments and change, and in doing so, it 

inclines to investigate the social origin of these games as far as possible 

and traceable. To achieve this, the study aims at a thorough survey of the 

traditional games of North Bengal by exploring and examining a sizeable 

number of games and game-related aspects. 

 Another motive of this study is to review the playing procedures of these 

games and to address the reasons behind their universal geographical 
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distribution. The study also tends to focus on the playing habits of some 

ethnic groups of North Bengal. 

 Through this study, a comparative analysis between the traditional games 

and their modern forms is sought to be carried out. 

 Finally, the study would analyze the reasons behind the decline of 

traditional games and would try to highlight different measures to preserve 

and protect these games from the verge of extinction. 

RESEARCH QUESTIONS: 

The research is proposed to be conducted based on the following questions: 

 If games and amusements provide models of important utilitarian aspects 

of culture? 

 If games, sports, and amusements are related to social development? 

 Is there any difference in the case of gender in traditional games, sports, 

and amusements? 

 What is the significance of each of these games to the community in 

general and to the participants in particular in terms of contributing 

acquisition of verbal information, intellectual skill, attitudes, and skill? 

 What are the possible social and educational significance of traditional 

games and amusements in twentieth-century North Bengal? 

 With its rich and diverse culture, North Bengal is home to a wide range of 

traditional games. Why is it important to preserve them? Why are they are 

disappearing fast? 

 How far are women involved in the traditional games, sports, and 

amusements of North Bengal?  
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RESEARCH HYPOTHESIS: 

 Traditional Games, Sports, and amusements appear to be universal 

features of human culture in North Bengal during the proposed time. 

 Traditional Games, Sports, and amusements of Physical Skills are often 

relatively transparent models of activities such as hunting and either 

individual or group combat in North Bengal. 

 Games and amusements as a model of human interaction with 

unpredictable forces of nature, divination, or the quest for supernatural 

guidance in dealing with life exigencies. 

 Socio-Cultural and Religions characteristic of being an integral part of the 

traditional games and amusements of the people of North Bengal. 

 An analysis of the context of traditional games, sports, and amusements 

would bring out the inner spirit and values and relationship between nature 

and human beings as a whole in North Bengal. 

 Traditional games of strategy are more likely linked with higher levels of 

political integration and greater social stratification in the case of North 

Bengal, similar to that of the other regions. 

 Games of chance and amusements tend to occur in situations where 

benevolence and coercion by God's spirits are perceived to be high, and 

aggression by Gods and spirits. 

HYPOTHESIS TESTIFIED OF THE STUDY: 

 End of the research, the Researcher found that regional sports of the said 

region are universal for the residents of North Bengal. 
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 The Researcher found that traditional games sports of physical skill are 

often relatively transparent models of activities such as hunting and either 

individual or group combat in north Bengal. Hunting and gathering are 

gradually decreasing because of their unnecessary relevance. As a result, 

combat sports ability is also decreasing. 

  At the end of the research found that due to science and technological 

development, we do not have to fight against supernatural power; that’s 

why the mental spirit is affecting. Therefore, the Researcher wants to make 

a comparative study of the past and present to find a direction for the 

future. This may have also used as a model of human interaction with 

unpredictable forces of nature, divination, or the quest for supernatural 

guidance in dealing with life exigencies. 

 It is testified that regional sports have all socio-cultural and religious 

characteristics of being an integral part of the traditional games, and 

amusements are religious characteristics. 

 It is testified that an analysis of the context of traditional games, sports, 

and amusements would bring out the inner spirit and values and 

relationship between nature and human beings as a whole in north Bengal. 

 Through traditional games and sports, we learn how to interest in our 

neighbors, our friends, and this atmosphere increases the mutual respect 

and mutual relationship; we carry in the later phases of life. This moral 

value helps us to communicate towards society on a large scale- 

politically, socially, culturally. 

 Through regional games and sports, it is evident that sports can control 

aggression and transfer aggression into a passion which leads us to live life 
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positively. Therefore, we can say that’s Games of chance and amusements 

tend to occur in situations where benevolence and coercion by God's 

spirits are perceived to be high and aggression by Gods and spirits is 

perceived above.  

RESEARCH METHODOLOGY: 

The thesis has been formulated on the information based on field study. The study areas, 

the people, the tools, and techniques for data collection have been chosen as per the 

functional approach with a liberal perspective. It is a pure and exclusive study 

emphasizing findings of a new dimension of the society in North Bengal. The key aim 

and objective of this study are to gain insight and experience in traditional games, sports, 

and amusements. The study has been carried out primarily based on structural aspects. 

The approach of the study is descriptive and analytical based on the new interpretation 

facts. The comparative method, both synchronic as well as diachronic over time and 

space, has been adopted for understanding the present situation of traditional games and 

sports in the North Bengal region and the changes therein. The data collection for this 

study has been gathered both from primary as well as secondary sources. The facts of the 

situation about traditional games, sports, and amusements in North Bengal have been 

gathered through reviewing the secondary materials and collection of empirical facts 

through intensive field study. The primary and secondary data about socio-cultural 

aspects of traditional games, sports, and amusements in North Bengal has been collected, 

analyzed, and interpreted. In the present thesis, the traditional games of various 

communities, especially Rajbangsi’s, have been studied and examined with scholastic 

interpretation. 
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The proposal includes an extensive study of relevant literature, research method, 

and in the light of selected fields of study as it relates to the discipline of various 

traditional games and sports. The study may begin to transform and take a different shape. 

Besides, the data has been chosen from different viewpoints to ensure a comprehensive 

approach to the research question. Important sources of information will be collected 

from the sources available in various libraries of North Bengal, interpretation of primary 

sources, i.e. government records, non-government records, un-published government and 

non-government records, journals, papers, and magazines. As secondary sources, 

effective use of relevant books published from time to time and non-English narratives 

shall also be consulted for a proper understanding of the problem and interviews of the 

number of persons associated with the traditional games and sports. 

SIGNIFICANCE OF THE STUDY:    

The literacy and lack of awareness can easily be counted by the common method of 

traditional games, sports, and amusements. The recent success of Smt. Swapna Barman 

and few others from the rural belt in North Bengal will certainly support my contention 

that the spontaneity of traditional games can certainly lead to crowing success for the 

children. The study may help to transmit a positive experience to the new generation and 

also help to increase the interest in traditional games in society as a whole. The study may 

convince society about the effective method of traditional games related to exercise and 

indicates reducing depression, relieving stress, improving self-esteem, and personal 

growth through traditional games. This study may help modern society suffering from 

various aspects like overweight, obesity, tension, and anxiety which is gradually 

damaging their health concerning the physical, mental, psychological, and sociological 

wellness and various functioning of a human being. Besides, the traditional games and 

sports are also subsided by the negligence on the part of curriculum construction. 
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Therefore, the question of effort and strategies to revive and glorify traditional games and 

sports has been an issue that needs constructive attention. Objectively, the research 

explores the traditional games and sports concerning their significance and value in the 

society of North Bengal. Through the present research, it also attempted to understand its 

protection and preservation mechanism. It has also been the purpose of the present 

research work to understand to what extent traditional games and sports have remained 

traditional in forms and practiced in the true sense of the term.   

SUGGESTIONS OF THE STUDY:  

The modern generation should take efforts and pain to transfer their mind to traditional 

games and sports for the new generation. We strongly recommend that young and aged 

people should be taught and organize traditional games for the new generation. 

Competitions focusing on traditional games should be organized to popularise traditional 

games. Almost North Bengal rural and urban people support that more efforts should be 

taken to promote and preserve traditional games. Govt. of West Bengal and Govt. of India 

should encourage the setting-up of the organization or provide assistance to maintain and 

promote traditional games. Print media and electronic media should give exclusive more 

coverage to traditional games.   

FINDINGS OF THE STUDY: 

Traditional games and sports have been recognized as a significant part of the nation's 

socio-cultural heritage. In today’s perspectives of global integration, society mostly 

depends on the preservation of cultural diversity. Most of the traditional games and sports 

have expressions of traditional cultures and ways of life contributing to the general 

identity of humanity are under the threat of waning now. Further, those who are surviving 
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got the threat by intimate invisibility and elision under the collective outcome of 

globalization and harmonization of the rich diversity of the world's recent sports culture.  

Before this study, research on traditional games within North Bengal, particularly of the 

traditional games, sports, and amusements, as it is with many parts of the world, had to a 

great extent been preserve and influenced by theoretical traditions and practices.  

It is this perspective. This research was done to identify, describe and document the 

traditional games of North Bengal based on the rules that controlled them, facilities and 

equipment used their significance to the individuals and the society as well as the socio-

cultural settings within which they lived.  

Many traditional games were identified through field studies. Respondents of Sixty years 

above were purposively identified and interviewed. They were sampled through the non-

probability, purposive, sequential sampling method. All the data and information 

collected were examined, compared, and classified following specific standards with 

historical significance. Games were performed within the community's family 

homesteads, with the peers and significant others playing a major role in teaching them.  

Traditional games were crucial in instilling desired skills, attitudes, and values, improving 

fitness and health, fostering social cohesion, as sources of fun, recreation, and relaxation, 

maintenance of ethnic and group identity as well as the medium through which the 

community values, traditions, and culture were reinforced and preserved.  

REVIEW OF LITERATURE: 

Although in the Indian context, the study of traditional games is still a nascent 

concept, this concept found expression in Europe and America at the beginning of the 19th 

century. Scholars from varied disciplines had enriched this new discipline with their 
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intellectual genius. In this observance, mention may be made of new of them, viz. There 

is no single research work on this specific area. However, there were various books on 

North Bengal in which the discussion on traditional games and sports may occur but 

unfortunately not appeared. 

 Anand R. L., “Playing Field Manual” NIS, Patiala, 1971. Present a simple and 

lucid introduction to the study of games and sports in India. But it has not to be directly 

connected with the traditional Games and Sports of the North Bengal region. 

Bandyopadhyay, Kousik, Sports, Culture and Nation, Perspectives from Indian 

Football and South Asian Cricket, Sage Publication, New Delhi, 2015. This book 

highlights the importance of sports in colonial times in India and South Asia as an 

essential cultural experience, a political tool, social behaviour. Though this book provides 

valuable information about the games and sports in South Asia, unfortunately, it missed 

the traditional value of games, sports, and amusements, and there is no discussion about 

the games and sports of North Bengal; though this region is an important part of South 

Asia. The proposed work will examine and fill this gap and will make discuss the effects 

of football and Cricket on traditional games and sports in North Bengal.  

Biswas, Ratan, Uttarbanger Jati O Upajati, Punascha Publication, Kolkata 2001. 

This book provided valuable information about the local cultural tradition and their socio-

economic aspect. This book also discussed the ethnic culture of North Bengal. But it also 

not discussed the traditional games, sports, and amusements of North Bengal, which may 

be a theme of the book but unfortunately not discussed; hence this proposed thesis will 

fill this gap.  

Barman, Upendra Nath, Uttar Banglar Sekal O Amar JibonSmriti, Jalpaiguri B.C. 

1392. This monograph studies Jalpaiguri and Cooch Behar in every sphere of life, i.e. 
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society, economy, culture, student unrest. It narrates this history of untouchables and the 

folk culture, i.e. Bhawaiya sangeet. It has also paid tribute to Thakur Panchanan Barman. 

It has a large Source of History of the politics of North Bengal. Though the author 

described that, he spent sweet time with the several traditional games but unfortunately 

not elaborately discussed.  

Chakraborty, Barun Kumar, Banglar Lokakriya, Pustak Bipani, Kolkatta, 2001. 

An attempt has been made to be outlined in clear and comprehensible in the traditional 

games of Bengal. Special emphasis has been laid on the critical appreciation of the 

traditional games and sports in its historical perspective in Bengal. But traditional games 

of North Bengal are not discussed in this book properly. 

Deniker J. “The Races of man an outline of Anthropology and Ethnography” 

Mittal Publication, New Delhi, 1988. This book provides a little analysis of Indian games 

and sports but has focused only on the importance of games and sports.  

Debnath, Sailen, “Essay on Cultural History of North Bengal”, N.L. Publishers, 

Siliguri, 2008. Here the writer adequately reflecting together the important cultural 

aspects and profile of people’s culture of North Bengal in the stream changes in the 

duration of the course of history from the remote past to the present, but he did not 

discuss the traditional regional games, sports, and amusements. 

Dey, Dilip Kumar, “Kochbeharer Lokosanskriti”, Anima Prakasani, Kolkata, 

2007. Dilip Kr. Dey is closely interlinked with human life and society. He has been made 

an effort to show how the traditional local culture of Kochbehar has changed within the 

touch of modernity. The changes in the traditional culture, sports, and games of the 

people of Kochbehar one very important phenomena, and as such special care have been 
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taken to show how the people adopted the modern changes. But this book did not discuss 

the traditional games and amusements of other regions of North Bengal. 

Deb, Ranajit, “Uttarbanger Upajatir Itibritya”, Mainstreams Publication, 

Kolkata, 2004. This book provided valuable information about the local cultural tradition 

and their socio-economic aspect. This book also discussed the ethnic culture of North 

Bengal but missed the traditional games, sports, and amusements of royal families and 

other communities. Yet this book would assist in strengthening.  

Das, Ashim, “Bangalar Loukik Kriya O Samajik Uttsa”, Pustak Bipani, Calcutta, 

1991. An attempt has been made to be outlined in clear and comprehensible in the 

traditional games and sports of Bengal. Special emphasis has been laid on the critical 

appreciation of traditional games and sports in its historical perspective. But traditional 

games and amusements did not discuss here properly. 

Dasgupta, Ranjit, “Economy, Society, and Politics of Bengal: Jalpaiguri (1869-

1947)”, Oxford University Press, New Delhi, 1992. This book highlights nicely the 

society, economy, culture, and politics of Jalpaiguri district in North Bengal since its 

formation till the partition of India; this work is one more addition to the burgeoning 

literature on regional-local History in India. But this book has not discussed local/regional 

traditional Games and sports. 

Dutta, Poritosh, “Karotoya Theke Tista”, Sahaj Path Prakasani, Kolkata, 1991. 

The best work done by Paritosh Dutta has described the History of North Bengal, 

especially of Jalpaiguri. The author described different peasant movements that had been 

rising through the years of British dominion here. This book is one of the eminent 

documents regarding the Tebhaga movement. During the British period, the people of 

Jalpaiguri had involved in the present movement as described by the author in the last 
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phase of British rule. According to the author, the bank of the river Karatoya was an 

amalgamation point of various cultures. The region had witnessed many revolts. Many 

times the peasants stood united; they did not have any scientific reasons behind their 

struggle. The entire land was drenched with the blood of farmers. But the author of this 

book did not discuss the traditional games and sports of North Bengal. 

Lal Brij V. “The Encyclopaedia of the Indian Diaspora” NUS, Kualaumpur, 

2006.  Is the First comprehensive survey of the Indian Communities around the world? 

The greater part of this book consists of popular culture, sports, and political life. 

However, this book provides about the cultural life and sports of Indian people but did not 

directly focus on traditional games of the North Bengal region.  

Narayan Sachindra, “Play and Games in Tribal India” (Common Wealth 

Publishers, New Delhi, 1995) Is a book that provides a valuable assessment of traditional 

games and sports. In this book, he was concerned with traditional game culture and with 

examining the games and sports with religious and philosophical beliefs. But this book 

did not discuss the modern effect on traditional games and sports. 

Roy, Swapan Kumar, “Prachin Kochbeharer Sompurna Itibritya”, Boiwala, 

Kolkata, 1413 B.S. This book though written in the perspective of the total History of 

Cooch Behar, and discussed the chronological history, the socio-cultural and economic 

history of the Koch kingdom. Concerning games, this book discussed the royal hunting of 

the Koch kings and that of the British. The author elaborately discussed Nripendra 

Narayan for the modernisation of Cooch Behar. But the author did not discuss the 

traditional games, which were the parts and parcel of the rural society of Cooch Behar. 

The present research thus proposed to fill this lacuna and examine the traditional games 

of North Bengal accurately.  
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Sanyal, Charu Chandra, “The Rajbansis of North Bengal”, the Asiatic Society, 

1965. One of the brilliant texts related to North Bengal written by Charu Chandra Sanyal 

is The Rajbansis of North Bengal. It is an important work historically and 

anthropologically. The culture, politics, society, customs, occupation, etc. have 

elaborately described in this book. Music and Musical instrument used by Rajbanshis are 

described by the author. But in certain cases, it remains silent to elaborate on the 

traditional games, sports, and amusements of this region. 

Thekkamalai S. S. “Rural Development and social change in India” D.K. 

Publications, New Delhi, 1983. This book provides valuable information about traditional 

Social institutions, Social Change and modernisation, and celebration religious festival 

days, life cycle ceremonies. From this analysis by Thekkamalai, we can get make a 

background of traditional games and sports sprits of the people of North Bengal. 

In sharp contrast to such a long tradition of the study of games in the western 

world, the Indian scenario reveals a sad picture, Boria Majumdar and Ramchandra Guha, 

Ronojay Sen, D. P. Sharma, among a few, have shown their interest in the area and they 

too, are more interested in investigating the History of Cricket than the others games. The 

only noteworthy work in this respect is a PhD thesis viz, Banglar Loko Kriyar Utsa O 

Bikasher Dhara (the origin and evolution of traditional games of Bengal) By Ashim Das, 

which was later on published as “Banglar Loukik Kriyar Samajik Utsa (1991)”. The main 

focus of this work is on the hidden significance of traditional games. Through elaborate 

research, Das has shown how games are the representation of various expressions of our 

predecessors. The other Bengali works on the game are Barun Kr Chakraborty- “Banglar 

Loko kriya (2001)”, Sankar Sengupta – “Banglar Kheladhula (1976)”, some eminent 

folklorist like Muhammad  Abdul Hai (1963), Ashraf Siddiqui (1977), Wakil Ahmed  

(1974), (all are from Bangladesh)., Asutosh Bhattacharya (1963), Pallab Sengupta (1995), 
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etc. discussed games and playing habits of people in the course of their study. However, 

they have limited themselves either only by passing casual comments on traditional 

games or by providing introductory descriptions of psychology, military history, etc. and 

covers a period from (1879-1971). The thesis is divided into three broad components such 

as the history and origin of games, the usages of games, and structure and function, and 

social context. Altogether, it comprises twenty-seven articles, some of which were out of 

print years ago (e.g. The History of games by Tylor). The study of the game, in this way, 

is a very useful collection to understand the game from a broader historical perspective. 

While assessing major streams of thought on the existing literature on traditional 

games, sports and amusements are one point out how the traditional thought, as well as 

motivation, reflects on the various community of North Bengal while the other thought 

tries to narrate the social appeal and religious participation that were involved in the 

traditional games, sports, and amusements. This study will thus examine and discuss the 

traditional games and sports of twentieth-century North Bengal. The present thesis 

proposed to examine and study the genesis of such traditional games. Thus games were 

closely associated with the land of North Bengal from a historical perspective. However, 

some alternations were done while playing in southern Bengal. However, the state taking 

the initiative to pressure the original traits of these games, the study also intends to view 

the historical problem point of view and trying to find the role. The study will also adopt 

the sociological aspect, trying to find the role these games played in creating an identity 

of specific communities of the region. This work intends to project popular games and 

sports and their impact on different spheres of life today.  To do this, the Researcher 

decided to work in a parallel and contingent way, studying the different aspects of games, 

both general and specific, not even forgetting a section dedicated to present the ideas and 

projects that can be used for the diffusion and the rediscovery of forgotten popular games.  



 47 

Notes & References: 

                                                             
1Novi, Kapdi., ‘The Psychology of Sports Coaching’, India International Centre 

Quarterly, Delhi, Vol. 9, No. 2, 1982,  pp.107-17. 

2Kasem, Nakornkhet., ‘Cultures and Sports Preference’, Asian Folklore Studies, Delhi, 

Vol. 48, 1989, pp.109-19. 

3Brian, Stoddart., “Sport, Cultural Imperialism and Colonial Response in the British 

Empire”, Comparative Studies in Society and History, Vol. 30, No.4, Cambridge 

University Press. 2011, published online, p-35. 

4A Cited by Anna Chernaya, The Game Culture Within the Power of Tradition. 2007. p-

76. 

5 Ibid, P-77. 
6Stone, Gregory P., The Play of Little Children – In R. E. Herron and  B. Sutton – Smith 

(Eds,), Child’s Play, New York, John Willey and Sons Inc. 1971. P-4. 

7Eric Hobsbawm and Terence Ranger, (Ed.)., ‘The Invention of  Tradition’ (Cambridge, 1992), 

283. 

8J. A. Mangan, ‘Series Editor’s Foreword’’, Mike Cronin and David Myall, Eds., Sporting 

Nationalism: Identity, Ethnicity, Immigration, Assimilation (London, 1998), pp-xi-xii. 

9Ramchandra Guha, “Cricket and Politics in Colonial India, Past and Present’’, November, 

1998, p-157. 

10Ibid, p-158. 

11Boria Majumder and Kausik Bandyopadhyay, Goalless: ‘The Story of a Unique Footballing 

Nation’ (New Delhi, 2006); Ramchandra Guha, ‘A Corner of a Foreign Failed: The Indian 

History of a British Sport’(Delhi, 2002); Boria Majumder, ‘Twenty-Two Yards of Fredom: A 

Social History of Indian Cricket’ (New Delhi 2004); Kausik Bandyopadhyay, ‘Scoring of the 



 48 

                                                                                                                                                                                      
field: Football Culture in Bengal, 1911-80 (New Delhi, 2011) and Sport Culture, Nation: 

Perspective from Indian Football and South Asian Cricket’ (New Delhi, 2015). 

12James Walvin, ‘Sport, Social History and the Historian’, British journal of Sports History, 

1.1.(1984)p-7 

13Arther Marwick, ‘The Nature of History’ (London, 1970) p-44. 

14Rabindranath Tagore, ‘Shikhha’, Rabindra Rachanabali, khanda 14 (Kolkata, 1398), p-453. 

15S.N. Mukharjee,, ”We should not only concern ourselves with the problems which the man in 

the street faced in the past, but make them entertaining and instructive for the man in the street 

today…the questions we ask about our past must be related to our present day problems.” S.N. 

Mukharee, Citizen Historian: Exploration in Historiography (Delhi, 1996), p-8. 

16James Walvin, ‘Sport, Social History and the Historian’, British journal of Sports History’, p-

13. 

17Sarma, S.N.: “A Socio-Economic and Cultural History of Medieval Assam”, p-319 

18Fourth International Conference of Ministers and Senior Officials in charge of Physical 

Education and Sport (MINEPS IV), Retrieved from, www.wekpidia 

19 Cliff, Janet M. ‘On Relationships between Folk Music and Folk Games’, Western 

Folklore, Vol. 51, No. 2 (Apr., 1992), pp. 129-151. 

20 Chakraborty, Barun Kumar., Banglar Lokokriya, Pustak Bipani, 2001, p-42-93. 

21 Guha, Ramchandra., ‘A Corner of a Foreign Failed: The Indian History of a British 

Sport’(Delhi, 2002); Majumder. Boria, ‘Twenty-Two Yards of Fredom: A Social History of 

Indian Cricket’ (New Delhi 2004); 

22 Bandyopadhyay, Kousik, Sports, Culture and Nation, Perspectives from Indian Football 

and South Asian Cricket, Sage Publication, New Delhi, 2015. P-68. 

23 Das, A., Banglar Laukik Kridar Samajik Utsa (Social Origins of the Traditional Games of 

Bengal), Pustak Bipani, Kolkata, 1991. p-7.  



 49 

                                                                                                                                                                                      
24 Ibit, p-42. 

25 Paul, Bikash., ‘Prasanga Lokokrira’, Kolkata, 2014. Pp.46-47 

26 Singh, A. et.al. (2006). Essential of Physical Education. Ludhiana, New Delhi: Kalyani 

Publisher. P-41 

27Sahay, Sarita., ‘Traditional Children’s Games of Bihar’ Folklore, Vol. 54, (2013), pp. 119-136.  

28 Bhattacharya, Dr. Asutosh., ‘Banglar Loko-Sahitya’, (in Bengali) 2nd part, Calcutta book 

house,1963, p-283.  

29 Sanyal, C.C., Rajbanshis of North Bengal, The Asiatic Society, Calcutta, 1965, pp-83-84. 

30 Paul, Bikash., ‘Prasanga Lokokrira’, Kolkata, 2014. Pp.46-47 

31 Nakornkhet, Kasem., ‘Cultures and Games Preference’, Asian folklore Studies, Vol. 48, (1989), 

pp.109-19. 

32Op.cit, Sanyal, C.C., pp-83-84. 

33 Ibit, pp-43-83. 

34 Das, Mrinal & Chatterjee., Kallol,‘Traditional Games & Sports of especially hilly tribe 

called Toto Community’, International Journal of Novel Research in Humanity and Social 

Sciences ,  Vol. 2, Issue 3, (June 2015), pp. 1-5.  

35 Dey, Dilip Kumar, Kochbeharer Lokosanskriti, Anima Prakasani, Kolkata, 2007.p-137. 

36 Ibit, p-186. 

37 Paul, Bikash., ‘Prasanga Lokokrira’, Kolkata, 2014. Pp.48-53. 

 

38Mead, Georg H., ‘Mind, Self and Society: From the Standpoint of a Social 

Behaviourist’. Chicago: The University of Chicago Press. P-131. 



 50 

                                                                                                                                                                                      
39McMahon, Felicia R. & Sutton-Smith, Brian, ‘The Past in the Present: Theoretical 

Directions for Children’s Folklore’. In: B. Sutton-Smith & J. Mechling & T.W. Johnson 

&F.R. McMahon (eds.) ‘Children’s Folklore: A Source Book’. Logan: Utah State 

University Press, 1999, pp. 293–308. 

40Vissel, Anu., ‘The Traditional and the Recent in Modern Schoolchildren’s Games. 

Journal of the Baltic Institute of Folklore’, Vol. 2, 1997, pp. 134–183. 

41Hyland, Drew A. ‘Philosophy of Sport’. New York: Paragon House. 1990, P-168. 

42Singh, Yadvinder., Traditional Games. New Delhi: Sports Publication, 2005, p.p. 112-

113. 

43 Ibid, P-121. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 



 51 

 CHAPTER- TWO 

Traditional Games, Sports & Amusements in Twentieth-Century 

North Bengal and their Functional Dynamics 

 

Games and Sports are a universal part of the human experience, common to all 

cultures, genders, and ages, as decisions are taken in an environment of mutual 

understanding. A game creates a situation where players choose different actions to 

maximize their results or returns; their pursuit or activities, the rules, are framed 

individually or jointly and keeping on entertainment in view. 

According to Eric Berne, “Game is a spontaneous or planned social activity 

carried out most productively for the benefit of the society”1, from a broader social and 

cultural perspective, this definition holds apt as the games are spontaneous expressions 

of people’s joys and entertainment. Games are the most gratifying forms of social 

contact. The significant social interaction most commonly takes place through games. 

From a strictly physical viewpoint, a Game can be defined as Shaw, Gorely and 

Corban quoting Loy 1968 says, “A game is any form of playful competition whose 

outcome is determined by physical skill, strategy or chance.”2, this definition appears 

true more in the physiological and psychological context. In any form of games, 

generally mental or physical stimulation and at times both are satisfied. Many games 

serve not only physical exercise and recreation, if properly planned, can serve as a tool 

to develop practical skills. It imparts training in a way to adjust to the existing social 

environment. 
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 A game can also be defined as structured or semi-structured activities, usually 

undertaken for enjoyment; fun can also be an educational purpose. Key elements of 

games are goals, rules, challenge, and interactivity. In the context of economic studies, 

the term game is used to describe the simulation of various activities, e.g., for training, 

analysis, and prediction strategies, and payoffs also.  

    Games and Sports play a significant role in community life. Traditional games 

are important as they express the life and culture of communities and contribute to the 

transmission of values and ideas from one generation to generation. The games play a 

major role in the communication and entertainment that we experience in everyday 

life. All children gather experience and learn adjustment in the social context even 

beyond the school. Thus the games provide an opportunity to teach the learners to 

adopt a specific artistic career. Their learning in the arts will be even applied in other 

occupations and will be a part of their leisure-like hobbies. 

   Games and Sports are the major forms of human communication and 

expression. Individuals and groups use them to explore, express, and communicate 

ideas, feelings, and experiences. Each game form has a language of its own and, by its 

right, a major way of communication. Through the games, individuals and groups 

express, convey, and invoke meanings. Like other art forms, traditional games have 

their conventions, codes, practices, and meaning structures. They also communicate 

cultural contexts. Children benefit from understanding and using these ways of 

knowing and expressing feelings and experiences. 

   Both animals and humans participate in sports. But birds and animals take part 

in sports instinctively, not in pursuit of innate creativity. So there is no creative 

diversity in their sports. On the other hand, the pursuit of transcending instinct is the 
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pursuit of humanity. Hence humans are creative. Owing to this creativity, there exist 

many variations in sporting style and appearance in different countries and time 

periods. Different philosophical and psychological sociologists in different countries 

have expressed different views on the question of whether people take part in sports 

with an irresistible motivation or an indefensible emotion. 

Habart Spencer says children want to outgrow the extra vitality of their body 

through sports. But he did not answer the question as to why bedridden, sick children 

still play in bed. It is not accepted in this theory that mental freedom and creativity are 

a fundamental motivation for participation in sports. 

Von Shilar has tried to place his sports theory in a philosophical background. 

Although the theory is not psychologically and ethnically acceptable, it is valuable in 

terms of philosophical reasoning.  He imagined the existence of two motives in man- a 

tendency related to the senses, or ‘sensuous instinct’ and morphological tendency or 

‘formal instinct’. The first emanates from the human bodily existence and binds man 

to the boundaries of time. The second, on the other hand, is derived from mental 

existence, that is, rationalism. This motivation limits him to time. The first motivation 

is to give a material or material support to time or tomorrow as a result of continuous 

change. Stability seeks this motivation, instead of change. The third inspiration that 

Shilar imagines is the sum of the above two motivations. So sports instinct wants to 

adopt or resort to a subject and at the same time it also creates whatever it wants to 

adopt. 

Swiss psychologist Carl Grus, in his ‘Anticipator theory’ says people take part 

in sports in order to prepare for the future. That is, the girls rehearse their future 

lifestyles by playing toy kitchenware games because they have to cook later in life. 
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Boys play war games because they have to take part in the battle of life in the later part 

of their lives. While playing games respective to their future lifestyle, boys and girls 

develop an unwavering plan for their future- this doesn’t seem close enough to 

psychology. That said, the boys and girls might have been expected to pay more 

attention to reading habits.3 

In contrast to the Carl Grus, Stanley Hall presented the “Theory of 

Recapitulation” in his book “Adolescence”. He says that in sports, people hold on to 

and repeat the past life he left behind. Human beings were once cave dwellers and 

hunters, so little boys and girls build caves of sand or play hunting games due to this 

reason. 

An embryology was previously prevalent among physicians which were later 

proven to be misleading. The theory is that the human baby goes through every stage 

of evolution from a single-celled animal to a human in billions of years.4 Stanley Hall's 

above stated sports theory is a mere, slight alteration of this misleading embryology, 

and it is no longer recognized today that there is any additional scientific validity in 

that theory. 

Sigmund Freud presented a very important theory. He said that children’s 

sports are not only meaningful but also very important. He said sports free the 

suppressed desires of a child.5 Two types of attitudes can be observed in children, 

‘Self-assertion’ or the tendency of self-establishment being one of them. This tendency 

is strongest when the opponent is relatively weak. But the child is a little surprised if 

the opponent is relatively strong and there is also a fearful restraint in him temporarily. 

This condition is called ‘Self-abasement’. Children are amazed owing to the 

motivation of self-abasement, and so they also imitate people in the world of play, 
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which they are really afraid of. Many children are actually scared when they see the 

police. But there is mixed respect in them for the heroism of the police and so in the 

world of sports he loves to dress up as a cop and play its role in the game.6 

The ‘Cathartic Theory of Play’ or the theory of the circulation of sports was 

created by the following theory of Freud. Although James Ross was a proponent of 

this theory, this information was not very unfamiliar even before him. People, 

especially children, find the release of their repressed emotions in sports. For example, 

people are naturally warriors but in civilized society there is no opportunity to express 

that warrior attitude of theirs.7 The aspiration of that war is satisfied by the imitation of 

bloodless war in the field of sports. The question also arises in the case of this theory 

that the release of the inherent emotion is manifested through sports, but if the desire 

to release that emotion alone is active behind sports, then why are there so many 

thousands of variations in the planning of sports? Only in the game of wrestling can 

the attitude of a warrior be satisfied, then why are there hundreds of sports plans in 

which the image of war has come up again and again? So it seems that in addition to 

releasing repressed instincts and emotions, one aspect of socialization must be very 

active in sports. 

In sports, the context of the child’s stimulated emotion is understood. Now the 

question is who plays the role of the stimulus of this emotion? If the emotion is not 

stimulated with the help of stimulants, then the question of ejaculation does not arise. 

It is undeniable that the child’s social neighbour plays a role in that stimulus. The 

social environment is again formed by the activities of the elderly. So the child 

sincerely wants to take part in the social activities of the adults, but due to physical and 

mental disability and the control and authority of the adults and parents, he cannot take 
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part in the social activities in real life. The real social environment is completely out of 

the child’s control. In the world of sports, he therefore imitates the activities of adults 

and descends into the role of adults at will. The world of sports is completely under his 

control. He can be a policeman or a robber if he wants to. The world of sports is 

actually the world of make-believe for children. The urge to participate in adult 

activities is thus considered as an imitation of adult behaviour in sports. 

Because sports have an imitation of life, the picture of life is definitely 

captured in the sports plan. Rabindranath too understood that sports are a reflection of 

real life, and hence he had said- “We have a special joy in playing games like this. The 

reason for this is that we want to express in the game the instincts that we are born 

with to fulfil the need, free from the present responsibility of the need...... The functions 

of games are basically same as the function of the fulfilment of needs. That is why the 

imitation of life appears in the games.’’ Life is imitated in many vows and in the 

practice of magic but it is to be remembered that- 8 ‘Long before men perform rites 

which enact the phases of life, they have learnt such acting in play.’9 That is to say, the 

imitation of life took place earlier in sports than in magic and vows. On the other hand 

there was a desire to get something in real life behind practicing magic and observing 

vows. That desire is absent in the imitation of life in sports. Being able to take part in 

sports is the only desire. That is why Rabindranath called sports a ‘fruitless action’. 

Imitation of life does not mean the mere imitation of real events. There are 

many seemingly meaningless sports that mimic life in a deeper sense. In fact, every 

gesture and physical posture of sports is meaningful. In it, pictures of various real life 

experiences and sweetness are inspired.  In these stances, the small life picture of 

family and social life is more evident than the big events of this life. Notable: “And the 
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play of children is very instructive if we would observe the peculiarity intellectual 

(Non-practical) nature of gesture….and a familiar act is represented better than a 

novel one......”10 When an eighth-grader sometimes fixes the drape over her breasts in 

imitation of her mother, or cuts off her tongue in the role of shyness in imitation of 

adults while talking nonsense with her partner, it reveals life in one way or another. 

These emulations are not necessarily imitations of reality all the time. Real life 

postures are short or symbolic and are often seen in sports. Such as in the ‘Rannabati’ 

or the kitchenware game, eating food at such a fast pace and making squeaky noises 

while eating do not actually happen in reality. That is, imitations often become 

schematic- mechanically symbolic. Home-made dolls do not have realistic hands, feet 

and face, but just the symbolic analogy. 

As sports are basically symbolic and schematic, there is a fundamental 

difference between real life events and sports simulations. Sports have its own rules 

and regulations in its own interest. In real warfare, even if the principle of killing 

whoever comes in the way is adopted, it is not done so in sports. Even in games like 

‘Mollokrira’, ‘Chhora khela’, ‘Laathi khela’ etc., which are direct imitations of war, 

the opponents cannot be hurt in any indistinct manner; weapons have to be operated 

only according to certain rules. 

Rhymes are an integral part of social sports. In rhymes again some meaningless 

words are used; like ‘Elating- Belating’, ‘Ichon Bichon’, ‘Etol Betol’, ‘Ikir Mikir’ etc It 

should be remembered that these meaningless words are also associated with the life 

signs of a very primitive life. The lifeblood of any language is its vocabulary. A word 

must have two qualities again, one is the power of its identification, i.e., Denotative 

power; and the other is its expressive power or Connotative power. But in the very first 
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instance man did not master the power of this quality language. At first he made 

chaotic random noises with his mouth. 11 Living in a group life centred on something - 

it could be a woman who won the war, it could be a hunted animal - everyone was 

excited with the same kind of emotion and made a same kind of sound to express their 

exhilaration. The kind of sound they made regarding a particular thing, the same kind 

of sound they would make later to mean that thing again. In this way, sounds gradually 

became meaningful and transformed into words.12 Later, the words came to be used to 

refer to situations other than the precise conditional situation in which it was created. 

That is, the meaningless sound created in the hustle and bustle of festivals and 

merriment gradually turned into words. Even if we look at today’s child, it is possible 

to imagine those languages less primitive men. The child first makes random noises 

with his mouth before learning to speak. Gradually, in way of imitating adults, he 

learns to pronounce certain words through hearing and practice, and that is when the 

first unnecessary, random sounds are forgotten. In sophisticated language we still use 

many meaningless words today. Imitative words like ‘Jhan-Jhan’, ‘Gam-gam’, ‘Sar-

sar’ etc along with prepositions Aaa Uu ‘Bahba’ etc are used which although have 

Connotative power but don't have Denotative power. But the appellative power is the 

lifeblood of the word. Those powerless and meaningless sounds are still hidden today 

in the imitative subjective words and prepositions. So it can be said that the rhymes 

‘Elating- Belating’ or ‘Kith-Kith-Kith’ of the games and many other such meaningless 

sounds are not lifeless or insignificant; for it is in those syllables the signature of 

efforts of primitive man to acquire the articulation of words and speech are hidden. 

On worldly sports, Rabindranath commented- ‘Venery, disguised in different 

forms at will constitute the true nature of such rhymes. It is not preserved dead as in 

the past. They are alive, they are moving; these relative variances are making you 
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suitable for the situation, especially in the future.’13 This statement of Rabindranath is 

literally true in every sense in the field of worldly sports. Different names are seen in 

different places, times and subjects of these sports. In the context of the previously 

discussed Variation of version, the workmanship of the sports are particularly 

memorable. For this manoeuvring, the same hide-and-seek game later appeared as a 

thief-cop game to make you fit. Boubasanti, Buri chu, Chiburi etc. are the same sports, 

but in order to become suitable for the situation, different names and forms have been 

taken in different places in the society. The same can be said of folk sports- that they 

are not preserved dead; they are alive, they are moving and that is why the shadow of 

the most noticeable changes in society has fallen on the structure of such worldly 

sports. It is because of this lustfulness that the task of analyzing folk sports becomes 

difficult. Over the ages, this sport has acquired its present form by absorbing so many 

elements of different societies from different eras all over its body like a globe or a 

snow globe that its extraction of what was its primitive appearance and exactly in 

which society it was created becomes very difficult. Yet it is precisely because of this 

power of assimilation of all the significant elements of youth that sports can inevitably 

cast a shadow of laughter, tears, and pain. To mark these as suitable interactive 

elements after conducting proper judgment and analysis is the work of researchers and 

not of creative and playful teenagers. 

Fantasy plays an important role in the minds of playful children and 

adolescents. The ability to see this dream in one's imagination is much more active in 

the child’s mind than in adults. With this power, the child can imagine a trivial object 

as something that is of pleasure to him. In the words of Rabindranath Tagore-  
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“If we have to imagine an idol as a human being, it has to be formed 

exactly like a human being- even if there remains a slight gap in imitating, our 

imagination gets disturbed. We are controlled by the insensate nature of the 

external world; what is happening in front of our eyes, we can never see it as a 

dream. But whatever a child sees with his eyes, he can perceive it as a dream in 

way of his imagination”.14  

There is no difference between a toys made of a piece of cloth with a human 

figure, he sees the creation brought to existence by his will crystal clear in front of his 

eyes. This is why there is a fundamental difference between adult sporting goods and toys 

of children. A bat and ball in the hands of adults is only a bat and ball; but a child’s 

wooden horse is much more than just a toy horse to him. It is his king of birds and he 

himself is a prince. He easily accepts a trivial stick as a gun or a sword. He does not mind 

taking the seven pieces of ceramic material potsherds decorated on top of the other, as a 

huge fort. The child sees the toy as both a toy and something extra too. He sees the 

wooden horse as a toy because he could not control it if it was a real bird king. It would 

be out of his scope to control that. But whenever he actively enters the game with the 

horse, he reaches the world of his fantasies- the world of make-believe and the wooden 

horse then becomes the king of birds. This is why an expert calls children to be sub-

creators.15 Even when aged people enjoy fairy tales, they become ‘sub-creators’ because 

if they don't, the original essence of the fairy tale is lost. 

The child creating his world of fantasies can easily build the edifice of his dream 

through trivial objects assembled with the help of his creative power. But when the same 

object is imagined in the same sport from time to time, its analysis becomes very 

complicated. The same cloud when driven by the wind, takes up the shape of an elephant 
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sometimes, sometimes a buffalo, and sometimes of a rhino in the sky. Similarly, in folk 

sports too, the same object is sometimes imagined as a symbol of different things in the 

very fast transition of fantasies. This variable imaginative power can be found especially 

in the games of ‘Danguli’ and ‘Lal lathi’. 

Fantasy should not be confused with dreams or hallucinations. Man does not 

intentionally cause hallucinations, but he himself becomes the victim of hallucinations in 

certain situations. But fantasies are always created out of our voluntary imagination. Man 

is a slave to hallucinations but the creator of fantasies. Fantasy is therefore a day dream or 

very imaginative, but the logic behind it is not quite reciprocated.16 Fantasy is a work of 

subtle imagination, but a completely logical thing. Although some sports are complicated 

by the extreme application of fantasy to fantasy, yet the logic behind has not deviated 

from it. Children and adolescents have fulfilled the desire to participate in social work as 

adults by tying up the real world, which is out of their control, into a web of complex 

fantasies and bringing them into the world of sports and under their control. 

Theoretical aspects of how children imitate contemporary real life in their sports 

can be seen through the use of symbolic religion, physical expression, fantasy and even 

meaningless words. Rabindranath Tagore’s statement on folk rhyme can be easily applied 

to folk sports as it imitates contemporary real life. It states- “Hundreds of different 

forgotten joys and sorrows are scattered among them, like the footprints of the extinct 

dynasty birds which fell on the muddy shores of old oceans of the ancient world- then 

over time, under hard pressure, the mud has turned to stone along with the footprints- 

those traces were imprinted on their own and even got washed away on their own- no one 

dug them out, and no one preserved them in care too.”17 In the same way, many laughter 

and tears have been absorbed in these worldly sports; and many of the heartaches are 
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easily attached to the broken rhythms of it. The minds of a few people of the ancient, 

floating on the sea of time, have reached the shores of this distant present; and all his 

forgotten pains, as if attached to our minds, are being nurtured by the warmth of life and 

are being revived with tears.18 

The theory of the game is the study of strategic situations. This theory has 

applications primarily in the fields of economics and business, but also in political 

science, the law, and everyday life activity. Game theory has often been interpreted as a 

part of a general theory of rational behaviour. This theory recommends what agents 

should do in specific interactive situations, given their preferences. When the outcome of 

an agent’s action depends upon the actions of all the other agents involved, it is said to be 

interactive. Game theory studies these interactive situations. The fundamental idea is that 

an agent in an interactive decision should take into account the deliberations of his 

opponents, who, in turn, take into account his deliberations. Because game theory arose 

from the analyses of competitive scenarios, the problem is called the game, and the 

participants are called players. But these skills apply to more than just sports and are not 

even limited to competitive situations. In short, the game theory deals with any problem 

in which each player’s strategy depends on what the other players intend. 

Game theory was propagated by Von Neumann and Morgenstern in their book,  

“The Theory of Games and Economic Behavior”, Game theory and the 

Equilibrium notion was first presented by them, and they focused only on a 

specific kind of two-person games, so-called zero-sum games; in these games, 

one player’s payoff is exactly the inverse of that of the other player.”19  
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Though ‘Game Theory’ has many applications in economy, political sciences, 

or organizational theory, the fact, there are no elements in this theory that seemed 

useful from the perspective of traditional games, as it is informal and unstructured.  

The possible reason could be, as Lloyd S. Shapley [Grolier Encyclopedia, 

1995]20 claims,  

“Although the terminology of players, moves, rules, and payoffs might 

suggest a preoccupation with sports or recreation, the theory of games has 

seldom been of practical use in playing real games. This may be because the 

theory is based on idealized players who have clear motives and unlimited skill 

and calculating ability.” 

This fact is further collaborated by Espen Aarseth as he explains: 

“Game theory; a branch of mathematics and economics is not about 

entertainment games at all, but competitive situations in general.”21.  

Swiss psychologist Karl Groos in his ‘Anticipatory Theory’ explained-‘Game is a 

pre-exercise in preparation for serious business of life’; when a child plays a certain 

game by his desire, it shows glimpses of his future activities in life. 

Stanley Halls propagated the theory of ‘Recapitulation’ in his book 

‘Adolescence’. He said that through games and sportsman reestablishes the bygone 

traditions of his society. Therein two types of mentalities in the children - ‘self-assertion’ 

and ‘self-abasement’. The child asserts himself freely when the opponent is weak, but 

when the opponent is stronger, the child becomes overwhelmed. This is called self-

abasement. And he tries to imitate the stronger opponent in the world of sports. For 
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example, most of the child fears the Police. But he has also respect mixed with his fear 

for the Police. So he likes to play the role of Police in his sports. 

Despite the constraint, the Game theory is existing because the principles are 

simple; the applications are far-reaching. Interdependent decisions are everywhere, 

potentially including almost any endeavour in which self-interested agents either 

cooperate or compete. Probably the most interesting games involve communication 

because so many layers of strategy are possible. Game theory can be used to design 

reliable commitments, threats, or promises or to appreciate propositions and statements 

offered by others. There are two fundamental types of games: one is sequential, and the 

other is simultaneous. In sequential games, the players must make alternate moves, while 

in simultaneous games, the players can act and move at the same time. These types are 

distinguished because they require different analytical approaches. 

All folk sports are imitations of life in one way or another - this topic has been 

discussed in the current study. In order to prove this point, the study later discusses and 

analyzes the representative local folk sports of Bengal. This analysis seeks to identify the 

potential social origins of sports, - which social conditions led to the creation of such folk 

sports, crossing the path of many changes and being still prevalent in the lands of North 

Bengal till today. 

Most of the worldly sports were created in the distant past. Various types of 

additions and changes have occurred since then and those sports have gradually reached 

us today. Sometimes these sports are overshadowed by different elements of society, so 

its analysis has become complicated. In the analysis of those sports, one had to proceed in 

a way similar to getting directions while walking on a foggy, dark path. And the main 

reliance behind everything was three to five years of labour feasible field surveys. For the 
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sake of field study, I am refraining from presenting huge and complex objects here which 

I feel are superfluous. 

Two methods of ascension and disembarkation have been adopted in the case of 

logic formatting. No conservatism was accepted where any one method had to be 

adopted. Sometimes conclusions have been reached by presenting investigative 

arguments and sometimes arguments have been presented in favour of the decision by 

guessing. 

The present analysis attempts to apply the linguistic survey seriously. Without a 

linguistic analysis of the various rural terminology used in various sports, it is impossible 

to trace its origin. Researcher do not know if there has been any full-fledged research 

work in this country or any other country on the origin of folk sports or any of its related 

subjects. There are some sporadic short essays (articles). So it can be said that in the past, 

no research has been done directly on the subject. Therefore, for various information and 

proofs, we have had to take a lot of help from many other books in the country and 

abroad, including books on epics, history, sociology and anthropology and in order to 

make this research indisputable and constructive, special efforts have been made to use 

and refer to the text works of world-renowned scholars. Yet Researcher think it is 

dangerous to claim that this discussion is completely confirmed as the first study on the 

subject. 

Apart from the sports in which primitive society, the magic of primitive society, 

etc., are reflected, in various other respect too, mainly the method shown by Lewis Henry 

Morgan, and the method followed by George Thomson for a better understanding of 

Greek society was pursued. If we look at the society and the social system of the 

primitive human group, which has lagged far behind the present level of civilization, we 
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can understand how and what levels and norms the people of the present age have 

overcome- this is Morgan’s unprecedented method. 

In the end, it can be said that no human thought, consciousness, imagination or 

plan is independent. Everything has a social basis or a social source. So sports, especially 

folk sports, have gained its knowledge from one or the other social source. Its source 

needs to be explored deeply in the society. The role of conflict in this society is the root 

of all man-made things- this suffix is identified in the materialistic philosophical and 

scientific interpretations of history, established by Karl Marx and Friedrich Engels. 

Therefore, if researcher do not acknowledge the place of the dialectical analytical 

technique of that philosophy, the discussion of the analysis method of this study will 

definitely remain incomplete. 

Every national, ethnic, and cultural group owns a treasure of traditional games of their 

own; those still have cultural and educational value and often stimulate the intellectual 

and emotional development of their races. Traditional games are popular games among 

specific groups/regions; these are played by everybody- boys and girls, children and 

adults. Those games are played in fields, on the street, at home, known for generations, 

even transmitted from one generation to another generation, and thus sustained. Such 

games exist in every race and every country; the games are numerous, and each game is 

an illustration in miniature of its culture and civilization. Traditional games are part of the 

folk culture in which the child/adult actively employs all his physical, motor, sensory-

perceptive, even intellectual, linguistic, social, and emotional abilities. 

Folk games’ popularity is both in rural as well as urban areas through generations. 

Before we enter into detail, let us look into the definition and views of eminent scholars. 

According to Brunvand,  
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“Folk games are a form of structured play, have an objective, have 

rules, have variability, and usually need no special equipment or specific 

playing area.”22 

As per Renson R & Smulders, H.,  

“The term ‘Folk’ refers to a group of people who share a common culture 

and lifestyle. Folk games are active games with a recreational character, 

requiring specific physical skills, strategy, or chance, or a combination of these 

three.”23.  

As ‘Metin And’, a Turkish scholar, says, 

“Some games demand the spoken word, rhymes, or chants, yet other 

games require the suppression of all sound. At the opposite pole from these 

games rich in verbal dimension, we find games where demand the spoken 

word, rhymes, or chants; yet other games require the suppression of all sound. 

At the opposite pole from these games rich in verbal dimension, we find games 

where speaking is strictly prohibited. Some are mere diversions meant to while 

away the tedium, and some have a serious, perhaps religious or magical 

significance.”24 

Folk games are, in general, expressions of joys and celebrations of people 

mostly demonstrated in vocal form than otherwise. Citing the example of the Turkish 

folk games ‘Metin And’ distinguishes four main categories of verbal expression: songs 

and chants, rhymes, tongue twisters, and riddles. Songs accompanying games and 

question-and-answer chants enjoy the greatest popularity among girls. ‘Folk’ games 

are those traditional games passed along informally from one group to another. They 
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are, more often than not, preserved by oral tradition throughout centuries. These games 

can amuse, instruct, and inspire. They reflect the values and beliefs of their cultures. 

Games help the minds and imaginations of children to grow mature, providing a 

chance to act out individual roles, make choices, and hereby gt ather experience of the 

thrill of winning and the disappointment of losing. 

Each culture and tradition possesses its wisdom. Traditional games provide an 

inexpensive and effective way to help children explore traditional culture to gain 

insight and wisdom. To share this culture with children is to introduce them to an 

important part of their heritage. Each part of our nation was marked by the existence 

of different local folks, so through games, we can explore even the heritage of the 

people that inhabited that particular region. These games demonstrate some important 

aspects of traditional folk values and ways of life. First, they show children that 

despite changing times and culture, children of earlier generations enjoyed fun and joy 

like them today.  In they are fun, they involve suspense, or competition, or skill and 

challenge, just like today’s games. Children learn various aspects of their own 

traditional life through the practice of these games. Through traditional games, 

children recognize divergent views and the importance of cultural values. 

Traditional games can inform, teach, persuade, and provoke thought. They can 

reproduce and reinforce existing ideas and values, challenge them, or offer new ways 

of thinking and feeling. They can confirm existing values and practices, and they can 

bring about change. As a result, the art of playing imparts an important role in shaping 

our understanding of ourselves as individuals and members of society, even 

understanding the world in which we live. But interest in games, in general, had 

greatly declined during the first half of the twentieth century and was revived 

primarily by scholars of other disciplines after World War II. Sociologists, 
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Psychologists, Anthropologists, and educators have primarily argued that the playing 

of games is of functional and developmental importance. Its importance’ covers 

physical, psychological, social, intellectual, and even touches, all other aspects of 

human behaviours. But most important, such scholarship exemplifies that playing is 

not trivial, and, as George Eisen poignantly suggests in “Coping with Adversity: 

Children’s Play in the Holocaust” (1987), play, or perhaps more accurately 

playfulness, maybe an essential aspect for survival.”25. 

Besides, traditional games can be enjoyed across generations, allowing people 

of different ages to interact. People of all ages can be invited to join in, thereby 

fostering a sense of unity among the local communities. One of the main aims of 

adopting traditional games in schools is to create opportunities for children to interact 

with different kinds of people in different situations.  

Games always play a diverse and important role within a community, and they 

have also provided link themselves with one another and with larger social networks. 

They also have a strong impact on the psychological and social qualities of life. To 

many people, these games are a cordial way to spend their leisure time and to keep fit 

and active. Moreover, traditional games offer opportunities for people to get together 

and to have social contact with each other. In modern times when growing 

individualization, these traditional games can help to develop community bonding, as 

every participant and the spectator are a valuable asset to the growth of their 

community.  

The benefits provided by traditional games through outdoor environments and 

nature experiences are remarkable and extensive. According to Dr. Joe L. Forst, 
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“These include inner peace, stress reduction, fitness, healing, mental 

health, and creativity; physical, emotional, and intellectual development; 

bonding with nature, appreciation of nature, and a heightened sense of beauty. 

Play and learning are mutually supportive and necessary for a healthy 

childhood and competent adulthood.”26. 

The main focus of my discussion is to identify and compile a list of those 

games and make a record of the traditional children’s games, to examine the 

possibilities of using traditional children’s games in contemporary education, and to 

make them applicable for children’s practice. 

For playing traditional games, the materials needed are often not expensive, easily 

available.  Sand, pebbles, and sticks, etc., Are freely available everywhere. These 

games are also played with water, soil, piece of wood, piece of pottery, cloth, rope, 

stones, marbles, and other such things that can be obtained with little or no difficulty. 

Some of the material and spaces used for play and the games associated with them are;  

stick - Dangguli, piece of cloth - Putuler biye, open ground - Dariyabanda, Gollachutt, 

Golokdham, fields-Madankam , sand- up patta, pieces of bangles-Putuler biye, 

pebbles- pittu, Kitkit, stones - Guti ,  marbles - Guli  and so on. 

A traditional game can be turn-based, or the player can change sides when the 

match is going on. In traditional games where units have orthogonal actions, players 

may switch sides in alternate turns (e.g. pursuers swapping roles with evaders), either 

on a turn-taking basis or when a pursuer(s) succeeds in capturing a victim. The state of 

a player and/or object may be changed when one player moves to catch an opponent, 

evade being touched, protect himself or herself, guard a player, rescue a player, reach a 

destination, etc., the actions that can be performed with the objects are: throw, deflect, 
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pick up, discard, strike and arrange, etc.,27. Besides these, there are games of physical 

contact, movement, distance, defense, suspense, and blocking games. 

The abundance of games guarantees splendid gradation and diversification to 

suit different age groups – from kindergarten to adults, irrespective of genders, 

including small and large groups’.28. There are games for younger children even there 

are games for only adults, there are games for women as there are for men. There are 

also group games as well as team games. These games are easy to learn and to teach. 

In the games, rules are easy to modify and to adapt to different contexts and situations. 

The traditional games played by children have an important role to play in the 

development of the children. Through game playing, children move between good and 

evil and learn moral lessons. Games instruct children to introduce them to their own 

culture along with the mental and physical skills required for both minors and adults. 

Through games, children are thought self-confidence, art and tricks and even adjust to 

changes. They show them how to think, solve riddles and how to make correct choices. 

And finally, feed the secret hopes and fears and dreams of the children. 

Competition has to be considered in the cultural context and to be valued in 

terms of physical skills, entertainment, and, especially, social cooperation has given 

community sentiment. The games touch and deal with all aspects of human 

development such as - motor, cognitive, emotional, moral, and social behaviour and 

employing all the senses.                                                                                                                                  

   The category of children’s traditional games is very rich and varied. The 

publication of proceedings of “Traditional Games and Children of Today” conference 

dedicated to the Belgrade—OMEP (Organization Mondiale Pour Education 

Prescolaire - World Organization for Early Childhood Education) Project on 
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traditional children’s games mentions that the richness of traditional games is evident 

by their number.  

       Some of the popular anthologists, scholars, and play theorists have a huge 

collection of games to their credit. For example, Opie and Opie (1969) have an index 

of 2500 games(and their varieties), Sutton-Smith recorded (1972) more than 300 

games in New Zealand, and Renson (1981), recording games of a narrower group than 

defined here in various parts of Flanders, obtained 95-233 protocols of different 

games, or 806 protocols in total”29. 

The number of categories of children’s games proves the wealth and variety of 

children’s games. As a list to the effect follows - bouncing games, clapping games, 

walking games, counting rhyme, tongue--twisters, mocking rhymes, riddles, funny 

rhymes, chasing games, catching games, hiding games, dueling games, games of 

competition, jumping games, games of wit, games of expression, strength, agility, 

chance, humour, disguising, daring, games for expressing sympathy, etc. The 

anthologists of various countries and cultures in compiling and studying traditional 

games, the traditional games divides into three types; games of physical skill, games of 

strategy, and games of chance. The games of physical skill are those in which physical 

strength plays the main part. The other type of traditional game is the game of strategy. 

The Hide-and-Seek/Lukachupi kinds of games are games of strategy. The third type of 

game is games of chance. The three elements: physical skill, strategy, and chance, 

generally emerge separately but sometimes concerning each other.  

To understand common and universal traditional games, it is essential to 

understand and discuss various criteria for the classification of traditional games of 

different regions and cultures of different countries and all the concerned classification 
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systems. According to the publication ‘Belgrade-OMEP Project on traditional 

children’s games,’ the following will serve as one of the criteria for classification: This 

description covers a wide range of traditional games.  

 The content of games (chasing, seeking, hunting, games, etc., as in the book by 

Opie and Opie, 1969).  

 The psychological functions employed in the game (games of motor and 

intellectual skill, games of humour and social interaction, games of perception, 

memory or speech, etc.). 

 The social functions of games (games primarily stimulating social integration, or 

social differentiation and individualization; games of cooperation vs games of 

competition, etc.). 

 The psycho-developmental criteria (i.e., a classification derived from the 

developmental stage of the psychological functions employed in the game, for 

example, sensory-motor, pre-operational, concrete-operational games, according 

to Piaget’s theory; developmental classification derived from other theories of 

psychological development are also possible). 

 The structure of games as a criterion for classification opens complex problems 

but also allows various classifications of children’s games; some existing 

systems, such as those in which games are divided into games of skill vs games 

of chance, or games of competition, dueling vs. Games of cooperation and 

expression, etc.,30. 

French Sociologist Roger Caillois comes out with his definition describing play in four 

forms, and it is fundamentally sociological and a blend of psychology and philosophy. 

According to him, games can be classified as games of - 
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1. (Competition), e.g. Chess, racing, wrestling, and fencing, etc. 

2. (Chance), e.g., counting-out rhymes, heads or tails, betting, etc. 

3. (Mimicry or Simulation), e.g., mimicry, role-playing, etc. 

4. (Vertigo), e.g., Swinging, tight rope walking, whirling horseback, etc.”31. 

The above forms of play, as defined by Caillois, are expressive forms of human 

personal and social behaviour.  

Another category of traditional children's games cited in Belgrade—OMEP 

traditional games project focuses on games in which the child actively engages all his 

physical, motor, sensory, intellectual, emotional, and social abilities. Based on this 

specification, the games are reduced to two categories a) traditional children’s games 

with rules, and b) non-rule regulated games, games in which behaviour is mostly 

regulated, but not by rules, but by behavioural patterns (1986). 

The first category of games – traditional games characterized by the existence 

of an explicit system of rules which regulate the behaviour of the players. The Typical 

examples are traditional children’s games are hide-and-seek, games of marbles, tag, 

etc. The other category of games - is those games based on stable behavioural patterns. 

It may be the result of the physical characteristics of objects and toys used in the game 

(i.e. the manner of throwing or catching a ball or a boomerang or the game of bow and 

arrow etc.). Another source of universality is the motor patterns in human behaviour 

(e.g., various games of balance, dumping games, leaping, running, all games of motor 

agility, etc.). There are also games whose characteristics result form a combination of 

the physical characteristics of objects used in the game and characteristics of human 

mobility, such as rope-jumping games, sack-racing, walking on stilts, etc.). In all these 

games, physical, material factors play a great role. 
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Universal patterns of interaction and communication are also a common source 

of this category of games. The hiding and disclosing games (from the simplest such as 

peek-a-boo to very complex games with masks and disguise, etc.), mother-and-infant 

interaction games, games of competition and cooperation, betting games, daring 

games, all team games, etc. Very close to the games discussed above are games that 

are based on general patterns of speech behaviour: riddle and conundrums, dialogue 

games, message-twisting games, tongue-twisters, senseless rhymes, tales without 

ending, word twisters. Intellectual games (games of reflection, games of wit, games of 

logic, games of intellectual skill, etc.) are based on universal patterns of intellectual 

behaviour.  Discussing games classification, Richard M. Darson observes  

“Since 1900, folklore scholars have devoted comparatively little attention 

to traditional pastimes, no classification systems have been prepared for games 

and recreations as they have for folk narrative and no new theories of play 

have been advanced by folklorists.”32.  

According to him, “students of traditional recreations and games have 

devoted the bulk of their time in recording, editing, and annotating texts. But 

each investigator has also had to cope with the problem of the nature of the 

traditional pastimes, if for no other reason than to find a suitable classification 

system for his material, the perusal of any standard collection reveals the 

difficulties along configurationally lines, frequently according to the nature of 

the activity involved (chasing, guessing and hiding games), often based on the 

sex of the players (games of little girls, boys ) and occasionally according to 

the type of equipment used (specialized versus readily available 

objects)’(Darson,176)”. 
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The cross-cultural studies of Roberts et al. were restricted to games of physical 

skill, strategy, and chance. Within this limited approach, they also found that games of 

physical skill were the most widespread, whereas strategy and chance were found in 

fewer cultural contexts. Furthermore, there were relatively few statistically significant 

cultural associations with games of physical skill, whereas there were many with 

games of both strategy and chance. This suggests that the physical activities of play 

and games have a relatively stronger adaptive component and that those of strategy 

and chance have a relatively stronger cultural component. In kinds of play where the 

major reliance is upon physical activity, that is, we might expect custom to play a 

smaller role than in those kinds in which symbolic matters are the heart of the play 

(Sutton-Smith 1972).  

Involving folk music as part of playing games leads Janet M. Cliff, says  

“Song games in English appear to depend on context as to whether they 

are games or songs. A song game is a game that is sung. Unlike singing games, 

the song does not provide the structure for the activity. Besides the fun, the 

action, and the possibility of words focusing on a meaningful situation, singing 

games are also appealing because of their social context. Even the few games 

which can be played alone (e.g., jump rope, ball bouncing games) are often 

played with others around, and all of the games are learned from someone 

else.”33.  

Furthermore, she adds, the most popular combination of folk music and folk 

games in English is singing games, ‘that is, a game which has a song that creates the 

structure (and often also the rhythm) of the activity. Scholars have always separated 

jump rope, handclaps, the ball bouncing, and counting out from other singing games 
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without any explanation, although such activities are as much singing games as Farmer 

in the Dell. In Dells games generally, small groups (3-14 people) of young (6-10 

years) females usually participate in singing games (1992, 129-151). However, some 

girls dislike these games and refuse to participate, and some boys often engage in these 

activities. But these games are discarded; the tune for a particular text is fairly 

consistent throughout the English-speaking world. The same tune can be found for 

different texts, further complicating the study of singing games.  

One such example of singing game cited by ‘Evelyn Carrington’ in singing games 

from folklore record is as under 

The Fox and the Chickens. 

(The Hen.) Who’s going around my sunny wall to-night? 

(Fox.)  Only little Jacky-Lingo. 

(Hen.)  Don’t steal any of my fat chicks. 

(Fox.)  I stole one last night, 

And gave it a little hay; 

There came a little blackbird. 

And carried it away (Carrington, 188: 169-173). 

The fox steals one chicken every time, and so on till they are all gone. The 

chickens’ then form in procession behind the fox, and the hen tries to catch them 

again. The fox rushes forward to prevent her. 

The proper and strict classification of mentioned games cannot be slotted under a 

specific category as they fit into multiple genres.  
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Sutton-smith makes a similar admission in his study “The games of New Zealand 

children’ (1959), adding that the reason for the difficulty in classifying games is 

because games are complex group behaviors deriving their nature from many 

sources.”34.  

One has faced several paradoxical situations while study children's games as some 

games appear to be so widespread that they may well be universal, while others appear 

to be products of human diversity. So the problem of fitting such games into a definite 

category is unwise. Another problem is raised by the scholar of the nineteenth-century 

that speaks ‘children’s games were the residue of earlier adult cultural customs’, 

while in this century, play theorists largely emphasized children's creativity through 

play (Darson, 1972).  

In the same way, for the traditional games of India (North Bengal), a strict 

classification of the games is difficult to arrive at, as the following quote suggests in 

the Standard dictionary of folklore mythology and legend says  

“The classification of games has been the subject of many studies and 

there are almost as many ways of considering the subject as there are writers 

on the matter. Games may be discussed according to the season in which they 

are played; according to the sex or age of the participants, etc.”35 

1. According to different stages in life (according to age); 

A. Childhood (5-15years) 

B. Youth (15-25) 

C. Adults (25-60) 

D. Old age (above 60 years) 

2. According to gender: 
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A. Females 

B. Males 

C. Both females and males 

3. According to the playing occasion: 

A. Ordinary or Common or Regular games played during day or night 

B. Games played on special occasions like feasts and festivals 

4. According to play area: 

A. Indoor games 

B. Outdoor games 

5. According to time of play: 

A. During day time 

B. During night time 

6. According to place (the type of settlement): 

a. Urban games 

b. Rural games 

7. According to the number of participants: 

A. Individual games 

B. Group games 

8. According to the apparatus used: 

A. With the help of objects 

B. Without the help of any object 

9. According to physical or mental skills: 

A. Games of physical skills 

B. Games of mental skills 

10. According to functional activity: 

A. Games of Sitting 

B. Games of running 



 80 

C. Games of throwing 

D. Games of jumping 

Traditional children’s game is not a monopoly of any one ethnic group, though 

there are some exceptions, where these games are played similarly, but with the 

difference in name and rules. Some of such traditional games are, hide and seek, 

hopscotch, tug of war, top-spinning, kite play, etc. They retain the basic structure with 

slight variations in the play form or content or presentation. ‘The New Book of 

Knowledge’ points out  

“Down the ages children have watched adults and imitated them. Out of 

these imitations came games. Games are seldom invented. They grow, 

changing to meet the needs and customs of each new generation.”36.  

Names and customs change, children may dress up their games with new words 

and new names, but the old games live through all the changes. It is based on this 

premise that the transformation of traditional games into modern games is considered 

for introducing them to children in schools as part of the regular curriculum. 

According to the ‘Belgrade—OMEP traditional games project’, two major functions to 

be fulfilled by traditional children’s games, and these are the regulating mechanisms in 

social relations. These two major functions, vital for the functioning and the 

preservation of every culture, are social integration (i.e., the assimilation of group 

members, the submission to rules, social norms, etc.) and differentiation (i.e., 

increasing distance between group members, the segregation of subgroups, 

individualization, personalization, etc.)  

The publication also cites that examples of this kind of preparation for social 

integration are the games of motor and mental skill, manual dexterity, motor, and 
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communicative competence, logic, etc. Other examples are following rules by every 

person and submission to the group; joint activities, which imply the coordination of 

individual actions: self-control - the control of personal desires and impulses. In 

addition to serving socio-cultural purposes, the games are helpful to children in 

achieving and developing physical, psychological, and mental skills. Ball games such 

as handball games, with hand, with feet, bat or stick develop hand-eye coordination, 

motor control. Bowling games like marbles, bowls, and shooting games of the 

longbow, crossbow, throwing games of discs, coins, sticks, dart others develop 

concentration, marksmanship, and perception of position.  

‘The history of games in India dates back to Vedic times’ (Subrahmanyam, 1975:56). 

It is widely considered that people of that period must have had some specific 

exercises and games as part of their physical culture to maintain physical fitness for 

wielding weapons, and riding, hunting, and swimming, and also for recreation. As Dr. 

Vadla Subramanyam says  

“Though Chariot racing was the chief source of amusement of the 

early Aryans and their pastime was gambling and generally racing, they 

were also deeply interested in music both vocal and instrumental. Among 

the instruments, we find a reference to are the Veena, Drum, and Flute. 

Early Vedic Aryans were also greatly interested in dancing.”37.  

     The requirement of a very meager apparatus and space was the prominent 

feature of traditional games of India, unlike that of the western world. However, like 

the west, the numerous traditional children's games have a rhythmic musical 

component in the form of chants and counting rhymes.  
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The traditional Indian games have similarities with the games played around 

the world through different names; such as ‘hide and seek’, ‘top spinning’, ‘kite play’, 

and ‘tug of war’38. Though games are played by and large as pastimes for fun and 

amusement, they become an integral part of the celebrations during festivals, fairs, and 

on special religious occasions where children and adults participate in huge numbers 

as other members of the community too bond with them by watching and encouraging 

the participants. They play areas of the games include streets, verandas, inside the 

house, under the shade of the trees, temple premises, meadows, gardens, orchards, 

fields, on the banks of river or lake, and open grounds outside the villages. 

Let us consider the game Guli Game (a game played with marbles or pebbles). 

A popular game played in North Bengal, India. It may be categorized variously 

depending on the following parameters: 

Age - it is played by both children and adults; 

Gender - it is played by females 

The number of participants - played in groups of 4 or 5 but often also played 

individually. 

Play areas - this game could be played indoors as well as outdoors. 

Time of play - it is played in the daytime. 

Playing occasion - it is a common and regularly played game with no special festive or 

religious significance. 

Location - it is usually played in rural rather than in urban settings. 

Skills - this is a physical skill rather than a mental skills game. 

Objects used - played with inanimate objects. 

Functional activity - it is a game played by sitting on the ground."39. 
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Fig. 2.1. Photograph collected by Researcher 

Chor-Police  game (thief and Police):   

Number of players: - Four players  

Focus: - On observing the facial expressions and mannerisms of the players.  

Preparation: - 4 pieces of paper of equal size are used. King, Minister, Police, and 

Thief are written on each paper piece, and the papers are rolled in such a way that the 

text is inside the roll and all pieces look similar.  

Procedure: - Children stand together, forming a circle, and one player takes the folded 

papers in hand, shuffles, and opens the palms. Then each player picks one paper and 

checks what he got. The text written in the paper should be a secret, and other players 
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should not know what others got. Then the players spread out without giving any 

direct reference to what character they have. They give subtle hints, and these are 

picked up by the other players to identify correctly the character got by the opponent. 

To begin with, the Police identify themselves and look around for the thief by 

observing the reactions of the players. The player who got a thief is naturally anxious 

and tries to mislead the Police by acting confident, whereas the players who got king 

and minister are less anxious and look cheerful. Here the trick is to identify who is 

faking and who is not by carefully observing the facial expressions and their 

mannerisms. If the Police succeed incorrectly guessing the thief, the Police get one 

point and the thief 0 points. The other characters King and Minister will also get the 

point each. If the guess is wrong, then the Police get 0 points, and the thief gets 1 

point. Thus the points gained by each player are noted down on paper and added up at 

the end of the game. The game goes into 10 or 20 rounds or as pre-determined. The 

winner of the player who gets the maximum points.  

Purpose: - Improves agility, reflexes, stamina.  

Benefit: - The game helps to develop improvisations and face reading skills. 

Aam Paka game is the most amusing and popular game played in most of the villages 

in North Bengal. The description of the game: A circle is drawn as the field of the 

game and circle by the mango leaves; the player climbs the tree and south ‘the mango 

has gone ripe’ the man at the root known as a thief (selected after lottery). The 

function of the theft is not to allow anyone to get down from the tree. If anyone comes 

down and touch by the theft then he would have to replace the theft. But those who 

would escape the theft and kiss the mango leaves kept around the circle. The team 

would be declared the winner and get the right to climbs the tree.40 
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Nalchiti Game: North Bengal is known for its rivers and pools. So it is natural that 

some of the games are played either in the pools or in the river. Nalchiti is such a game 

that plays in the river and pools. The participants are efficient swimmers. The players 

are divided into two equivalent groups. The play starts with the attempt to throw water 

at the opponent when all the members are out being touched by the water. Then the 

other groups take the role and some processes are repeated. This game is played for 

long-duration even continued for a few days. 

Fig. 2.2. Photo collected by Researcher 

Taitai Game is also an interesting game simple but placing. The little boys and girls 

enter into the ponds and scan in a circle. Then the slap on the water repeatedly at the 

movement of the water targeted by them takes the weed at a distance. Contending girls 

and boys now tried to follow the weed and bring it back would be declared as the 

winner. The high successful winners are declared as king towns successfully become a 
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minister and one successful will be the next team the game is played at the time at 

bath. 

Sholabangha Game: The breaking of an extract of jute. The game requires a large 

space (20/30 Feet) at least and it must be a circular one. A group will spread the 

broken pieces of the strict and the contending group has to pick up the pieces. Pieces 

should be picked up simply bending the body and after it, he should trend Right Street 

and try for the next. If misses looser the pond. If anyone fails he will be ex-fail the 

game. The process of the games continued with an outbreak. 

Bouche Game (the old lady) is a simple but exciting game, but more defensive than 

aggressive. It also needs large open space the contending teams should have equal 

numbers (8-10) two and closer are drowned keeping a distance between twenty yeards 

one and closer is small while the other one is bigger and square the player’s scan in the 

bigger occupies by the players. Circle one is for Buri for the capital lady. The capital 

lady would try to rich the bigger room avoiding the touch of the opponent. The persons 

occupying the bigger and enclose goes out for ‘cants’ with the closing breadth to touch 

the opponent. If he succeeds then the member he touches would be out of play. If all 

the members of the opponent team are out then Buri. The capital lady can reach a 

bigger enclose safely. 

Chikka game is a simple but popular game playing in most of North Bengal especially 

in the rural belt. It is played between two teams having 5-6 players each. It is played in 

an open space and a long time is drown in the middle of the field one of the team 

members stands on the line while another side stands of the line. The game starts with 

a challenge between the party standing on the line and the other who stands by the line 

as the challenger. The challenger tries to push the opponents standing on the line. On 
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the other hand, the competitors of the line try to pull the legs of their challengers if 

successfully gain the point. On the other hand, if the members of the opponents avoid 

the leg-pulling and cross the line then he earns points for his teams. 

Chamri game is the game that reflects the early tradition of North Bengal most 

effectively. It carries the rich legacy of regional light. The game starts with sketching a 

pond on the playing land. The pond is surrounded by 15-20 lethal youths the players. 

One of the members of the lethal party presents to fill the pond and others try to 

prevent him from doing that it results in the mock war with the note of instrumental 

music the lethal party displays various lethal skills. When the participants feel tried the 

declared end of the game. This game also displays the fish catching art at the end of it. 

The sport that is played in North Bengal has two sections. Historical relation with the 

first division can be seen. In the game when a brave young man stops the stick with the 

stick (the first thing to play is to create a pond like a puddle to prevent other players 

who came in the stick the come from. Eventually, artificial war held, whether the pond 

should be a land for agriculture land or the state – the fight against these rights has 

come from early times, we can see his galaxies In playing leather41. 

Ram Shaym Jadhu Madhu Game game requires four children. On 16 equal pieces of 

paper consecutively there should be written Ram 800, Shyam 700, Jadhu 600, and 

Madhu 500, four times each. Then these pieces of paper are folded and mixed well 

before being thrown in front of the players. Everyone picks up four pieces each, the 

thrower being the last one to pick. Now they will try to match the papers 

chronologically as Ram Shyam Jadhu and Madhu. Who becomes last in matching, is 

awarded zero. Others get their due points. This game is great fun for the children.42  
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Okaboka Game is mainly young children, except the female one, participate in this 

game. The number of players ranges from two to ten/twelve. Each and everyone sits on 

the ground making a circle and putting their fists on the ground. One player pinches 

the fist of everyone in the roundabout way along with the rhyme ‘Okaboka Chamti 

Poka Pochkao’ on which fist the Pochkao is uttered, is removed from the ground and, 

the game continues in the same way until one fist is left. Whosoever fist is left behind 

will be punished – he will put his palm on the ground perpendicular and other players 

will try to hit his palm from right to left while he tries to avoid it removing his palm 

from the ground in realtime. Who fails to hit the target will be punished in the same 

way. This mage is very amusing to the children.   

Kachhare-Machha Game is structured for the boys only. This is also a rhyming game 

two or more two boys are required for the game. One will be defined as ‘thief’ and 

others will remain aside assembled; one of them throws away a bamboo stick as far as 

he can. While the thief runs to pick that stick, others climb on the tree. Then the thief 

rhymes ‘Kachhare Maccha Mache keno Uthla’ and the others on the tree answerers 

‘Oi Je’ (pointing to the thief). After that, they throw a tree leaf one by one and if the 

thief succeeds to catch one, the thrower of that leaf will be considered a new thief. 

Notably, the thief at the first stage is chosen to throw the process of finger choice or 

number choice.  

Pata anna/Sat anna game is proposed for both boys and girls and a group of them 

participate in the game. One is defined as a thief and others play around him. The thief 

is defined in a specific process. One of the groups popped one of his fingers secretly 

and calls others to catch his fingers; whosoever catches the popped finger is considered 

as the thief. In the next stage, the thief calls others to fetch leaves. Each of the other 

players fetches leaves seven times and puts them in a circle.  After that one leaf is 
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chosen from the assembled leaves and one player digs a hole and puts the leaf in it 

covering the hole with soil. There remain some more holes side by side covered with 

soil. All these works are done on the back of the thief. Now the thief is asked to find 

the leaf and he gets seven chances to do that. If he finds it out he is freed from his 

duties. But if he fails he will be again defined as a thief for the new game.43 

  Ekka-Dokka is a game through which the child develops physical coordination 

by skillful control of shifts of balance using one leg. Skipping develops stamina and 

breathes control. Hide and seek develops sensitivity, alertness, concentration, and 

powers of observation. Running, jumping, and hopping games develop agility, speed, 

and self-control. Group games, both games of competition and cooperation and games 

of expression, help overcome social isolation and inhibition through group interaction 

and sportsmanship.  

 

Fig. 2.3. Photograph collected by Researcher 
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Fig. 2.4. Photograph collected by Researcher  

Kabaddi game is famous in all villages and small towns of the Indian subcontinent. It 

is a very simple game played outdoors without the need for any apparatus. To play 

Kabaddi, one needs stamina, the capacity to hold breath, swiftness, and mastery of 

battle tactics. The line is drawn on sand or soft earth. Two opposing teams, each 

comprising five to ten children, stand on either side of the line. Any member of one 

team crosses the line into the respondent camp, chanting the word Kabaddi while 

holding the breath. If they can touch one or more members of the opposite team while 

still uttering the word Kabaddi and return to their side after that, those touched are 

‘dead’, and the raider's side has all the members ‘alive’. But it may as well happen that 

the raider is physically caught (grabbed) on the opposite side by those whom he 

touched or by all other members of the opposite team collectively. Then the raider, in 

an attempt to return, has to at least touch the dividing line without losing breath while 

chanting the word Kabaddi. If they succeed in returning or touching the dividing line, 

all those who were trying to catch them or touched them are declared ‘dead’; 



 91 

otherwise, the raider who is captured is said to be dead. Next, a member of the 

opposite team comes to raid the opposing team. A team has to ‘kill’ all the members of 

the opposing team to win the game. Boys and girls play this game with their 

neighborhood friends of the same sex; yet, boys and girls avoid playing this game 

together.44 

However, traditional games can be classified according to age, gender, the 

number of participants, time of play (day and night), place (indoor and outdoor), rural 

or urban, animated or unanimated, physical or mental games in the historical, social 

and cultural context. After considerable deliberation, a broad list of categories of 

traditional games has been devised to facilitate the grouping of the categories of games 

that were collected for this project, based on the field experience and the methodology 

followed by the Researcher for collecting the games. From the above, it is once again 

clear that the process of categorization of the games is not simple but a complex one, 

and should be studied from various angles of structural and functional aspects, have a 

practical categorization of traditional games, but to begin with, there are three broad 

categories of games from which study of categorization could be carried forward.  

The games discussed above are some of the popular games played in North Bengal, 

and both children and older people alike are familiar with those games though 

regionally varies. As with many of the traditional games, the games mentioned below 

bear the striking features of simple rules of play, minimal requirement of space, and 

material to play, at the same time giving opportunity for a large number of children to 

play together and at a time. 

This chapter is an attempt to discuss the features of games in a general context and 

their significance in society. The study of the scholars available in the field, and giving 
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a comprehensive account on the game theories, as well as different genres of games, 

based on its game plan, covering physical and mental involvement. To assert its role 

and attempt to take an Overview of North Bengal’s traditional games with ample 

examples along with their different contextual functions of the games referred to in the 

context to our purpose. To a large extent, the literature survey and the field study 

added to the chapter to support our contention in the later chapters. 

In this context, we have seen the commonness of games played in different countries 

by varied races, which don’t differ much in spirit and even in forms. Thus folklore, 

played as referred to in different places, is no exception from the game Teesta buri, 

Madan kam. In the case of other divisions, we can safely quote Dariabanda. Gollachut 

naturally comes under the definition of above mention historians and sociologists. So 

to conclude, this chapter certainly would be meaningful in the context of this thesis, 

and traditional Games, Sports and amusements may be regarded as an important 

feature of Socio-Cultural life in North Bengal. 
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CHAPTER – THREE 

Traditional Games, Sports & Amusements played in North 

Bengal and its Historical Background 

 

Chapter three has discussed about the community based traditional games, sports and 

amusements in north Bengal. The entire north Bengal in divided into three region Tarai, 

Dooars, and Hills. Large number of people has lived here. They involved in various 

traditional games, sports and amusements. Large number of people belongs in Rajbanshi 

community and they are live in Tarai and Dooars region. Their games are Dodhikado 

game, Madonkam or bas game, Pakhi game, Bhuri bhusa game, Mechini or Teesta buri 

game, Dariyabanda game (Stealing the salt) Boys & Girls both, Laxmidak game, Tikalal 

game, Chakorchal game, Dhai game, Gollachhut (Touch and Run) Boys & Girls both 

Flying pigeons Boys & Adults, Elating belating sailo game (Hello, there!) Girls,, 

Hatepate game etc.  

 The Tribal communities are play different kinds of games. This Tribal 

communities are Santhal, Toto, Bodo, Mech, Rava, Nepali, Bishnupriya Manipuri etc. 

there games like Masai Sangoi Thung, Laigai Chalk, Naila Wayasa, Khailao, Bongrai 

Bir, Iyakhai,Pangrudi, Salaio, Fan Solaio, Must Seglaio, Bhumani Kotor, Youngla, 

Baharu, Chur, Sukoi, Yila, Maighor, etc. Bishnupriya Manipuri tribal peoples are found 

in neibouring at Assam, Tripura, and Northern West Bengal. Kyang is a special game of 

Bishnupriya Manipuri people. It is played of Bengali month Baishak. This game is a 

religious folk game Kyang means guti, one kind of seed. Two teams are participated in 

that game. The goal of this game is one team will touch the kyang and that will be 
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dismount. Toto’s games are Karam puja, Beja khela, Lota khela etc. one of the most 

popular game of tribal Kah.1 

In the plain area majority of peoples are play Ayanga-Nyanga, (the tiger and goat 

game) Boys & girls both. Baghbandhi (capturing the tiger) Boys & girls both. Baucchi, 

Budikapati, Baubasanti, Budir-chu. (The old Lady) Boys & girls. Chikka (Tug and trip) 

Boys Chhadar Khela (Rhyming game) Boys & Girls both, Chhi-Chhattar (The kite and 

the cocks) Boys, Chungakhela (The crackers game) Adult men, Danguli, (Tipcat) Boys, 

De Pakhal (Turn him around) Boys & Girls both, Satkhela and Chiriya, Chada, Ghunti, 

Diga, Khopla (Hopscotch) Girls, Gaigodani (Tending the Cows Cowherds) Ghuntikhela 

(Game of dice) Girls, Golap-Tagar , Baurani, Chadan Khela (Murshidabad), Tukatuki 

(Mymensingh (Blind game) Boys & Girls both, Mogalpathan (Draughts) Boys & Girls 

both, Openti Bioscope (Round game) Girls, Rajar Kotal (king's constable) Boys, Holdug 

Tag me in water Boys Jhappuri Khela Boys, Lai Khela Find me out Boys Flying Kites 

Boys & Adults etc. these are the games which played in north Bengal and also played in 

various place of india with different name and such as  Ha-du-du (Game of Tag) Boys & 

Girls both, Lukochuri (Hide and seek) Boys & Girls both, Kanamachhi (Blind bee; blind 

man's bluff) Boys & Girls both, Gulikhela (Game of marbles) Boys,  Rumalchuri 

(Stealing the handkerchief) Boys & Girls both, Danguli game, Ekkadokka game, Pittu 

game, Cowry, Gambling game, Snake Ludu, Kabadi game, Rnnabati game, Putul putul 

gamer etc.The historicity, geographiccommunity based lots of above mentioned  

Traditional games and sports will be discussing in this chapter.   

It is obvious that before we enter into the focus, the evolution of traditional games of 

North Bengal, it is necessary to mention the games that played in North Bengal and the 

details of those games to understand not only the games’ character but also the life and 
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manners of the village and their people. The roots of traditional games may be found in 

the agrarian background of society, and games are the windows through which the values 

and ethos of a particular society can be reviewed. Joseph Strutt has very adroitly 

expressed this idea: 

“To form a right estimate of the character of any exceptional 

people, it is essential to look into the Sports and Pastimes most generally 

prevalent among them… War, policy, and other contingent circumstances 

may effectually place men, at different times, it different points of view, 

but, when we follow them into their retirements, where no disguise is 

necessary, we are most likely to see them in their true state, and may best 

judge of their natural dispositions”.2 

It is, therefore, significant for a historian to appreciate the games and pastimes of a 

particular society to reconstruct its social history, and here lies the significance of 

studying traditional games of our predecessors from a historical point of view. North 

Bengal is known for its natural vegetation and open field. Thus the games are played 

based on natural sounds; here researchers described some games played commonly in the 

village, concentrating upon those that help the physical activity. 

Sociologists like Roberts, Pick, Sutton Smith, and Siego think so that traditional 

games are not physical exercise. They wanted to analyze the structural aspects of 

traditional games. Socialization and education are possible by learning through traditional 

games. Morality can develop social norms and values through such games. Leading 

scholars like Piggott3, Helanko, and Stone have expressed their views on the role of 

socialization in traditional games. Scholars like Helmut Bystoch think that games are of 

great and extraordinary importance in the revival of a nation, that is, in the full 
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establishment of morality. He spoke of the importance of games as an integral part of the 

development of the totality of the clannish life.4 Ering Danning says that naturally, the 

social norms and values of spontaneously created rural games are maintained by way of 

traditional/traditional games. People have extraordinary social significance in terms of 

‘Social Structure’ theory. The theories of ‘Social Systems’ and ‘Individual Action’ show 

that traditional/traditional games have a special significance in maintaining social unity. It 

helps to bring courage and tolerance among the players, instills in them to play fair with 

their opponents as well, and makes them responsible enough to think about the welfare of 

the entirety instead of their interests.5 

 Literature, Art, and Cultural life are not extra subjects. Since traditional games 

and games are a part of traditional culture, glimpses of one’s daily life can be noticed in 

traditional/traditional games.6 From the earliest times of civilization, man has had to fight 

with nature to survive. Not only fighting with Nature but man’s struggle also includes 

conquering and subduing Nature. Children have imitated adults in their games while older 

people have struggled with Nature. Since the world of adults and the world of children are 

separate, the world of children is associated with the use of the child’s imagination. With 

the development of human civilization, the essentials of a once-in-a-lifetime necessity 

have disappeared but have found their place in children’s games.7 

 According to Morgan’s theory,8 in order to move from the primitive stage to the 

present stage of civilization, one had to go through two levels, the wild level, and the 

barbaric level; the civilized stage being the present level. At the wild and barbaric level, 

there are again three divisions, namely the lower, the middle, and the upper-division. So 

the present civilization can be reached only after crossing the highest level of the barbaric 

strata. Wild people lived mainly in the jungle and had to defend themselves from the 
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constant attacks of the wild animals. At the wild level, people have learned agriculture. 

People used to cultivate in a primitive way. In many traditional games, the shadow of that 

primitive life has remained9. 

In traditional games like ‘Bagh-Chhagol’10, ‘Kumir-Kumir’11, ‘Kukur-Shakuni’12, 

‘Jhaal’, and ‘Gachhua’ etc, the image of the primitive life and the struggle of man is 

captured. ‘Kumir-Kumir’ or ‘Jal-Kumir’ is a game when two parties participate. One side 

plays the role of humans, and the other wing plays the role of crocodiles. Again, only one 

person becomes the crocodile. The higher elevations are land, and the lower elevations 

are water. The players on the shore will go down in the water and say, ‘O Kumir tor jolke 

nemechi’ or ‘Kumir Kumir Bhoot Kumirer chhao’. And the crocodile will then say, ‘Jak 

pao tak khao’. If the crocodile touches a person, then that person will become a crocodile. 

The game depicts the real picture of humans being attacked by aquatic crocodiles when 

they went into the water for their livelihood. 

 The same picture is depicted in the games like ‘Kukur-Shakuni’ and ‘Hiyal 

Game’. In ‘Kukur-Shakuni’, the dog chases the vulture and the vulture turns into a dog 

when the dog touches it. In ‘Hiyal’ or ‘Shiyal’ game, if the ‘Hiyal’ touches the player, 

then he will turn into a fox. The two sides of the ‘Kumir-Kumir’ game are two groups. 

The crocodile or ‘Kumir’ totem depicts the struggle of any other group with the symbolic 

human group, in the game ‘Kukur-Shakuni’ the dog and the vulture are two different 

totem-believing human groups. In a like manner, the ‘Shiyal’ or ‘Hiyal’ totem in Hiyal 

game represents a prominent human group. Perhaps the group holding the fox totem was 

inferior to other groups. Therefore, in the method of selecting the ‘hiyal’, it is seen that 

the spit is thrown through the circle which is formed by touching the tip of the thumb and 

forefinger of the right hand, and the person on whose hand that spit falls, turns into a fox 
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in the game. In all of these games, a group of people enacts the role of crocodiles, 

vultures, dogs, kites, roosters, and foxes perform their gestures and that probably 

constitutes that particular totem-believing clan’s magic dance. Asim Das13, in his book 

‘Loukik-krirar Samajik Utso’ has written in this relation that,  

“A very popular custom in primitive human society was that before going 

for hunting or going to war, they used to decorate themselves like their totem and 

imitate that totem animal or bird in way of dance. Those who took part in this 

dance were considered to be willing to go to war. Several types of dances were 

prevalent in Koum society, one of them being the War dance. ...... in the game 

‘Kukur-Shakuni’ the vulture-playing human race performed their totem dance 

before going to wars.”  

Some of the popular games found in West Tripura were ‘Barafjal’, ‘Bandijay Re 

Bhai Bandijay’, Gaichhya and even in these games the reflection of the primitive social 

system can be noticed. The game of ‘Barafjal’ is similar to ‘Nunta’. If ice or ‘Baraf' can 

pull water or ‘Jal’ into its circle, then that water will turn to ice. Among the hilly tribes, 

ice and water may have turned into totems; moreover, the matter of natural energy is also 

worth noticing here. People noticed that and brought it into the game. The games 

‘Bandijay re bhai bandijay’ or ‘Gaicchya’ is similar to games like ‘Gachhua’ and 

‘Jhaali’. A picture of the life struggle of the primitive forest dwellers is depicted here. 

 Likewise, fighting scenes can be seen between the rooster and the kite in the game 

‘Chhi chhattar’14. In the middle of the round formed by the players, there is a thief, he is 

a kite, and others are roosters. The kite tries to distract the rooster by playing various 

rhymes and tries to break the circle whenever he gets a chance; then the roosters try to 

touch the kite. Their heroism is manifested in the rhyme recited by the roosters at this 
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time. The remarkable thing is that if he can touch her here, he will turn into a kite. Maybe 

the kite and the chicken totem were prominent human populations. The kite is the slave 

here and many times, the slaves used to run away and escape; the people of the ruling 

group would kill them if they could catch them. Again, many times when the slaves were 

able to escape, they later gathered strength and revolted against the ruling group. There is 

a lot of evidence of this in history. 

Similar images can be found of the struggles of certain totem groups in games like 

‘Enga-Enga’,  ‘Baghbondi’ or ‘Bagh-Chhagol’, ‘Nunta’, ‘Pukure Baeng’, ‘Jelemachh’ 

etc. In the game ‘Enga-Enga’, the ‘Bagh’ and ‘Chhagol’ are opponents or two conflicting 

groups. One side is inside the circle and the other side is outside. As soon as the rhyme 

used in the game is over, the tiger and the goat start pulling in the other side. This time if 

the tiger can take the goat out of the circle, then the goat will become a tiger and if the 

tiger enters the circle, then the tiger will transform into a goat. A scene like this is seen in 

the game ‘Nunta’ and the game ‘Chilla-Daoma’ common in the Santali society. In the 

game ‘Chilla-Daoma’, the kite and the Daoma, i.e., the chicken may be different totem 

groups. In ‘Nunta’, the ‘Nunta’ or the owner of the circle will sing Nunta seven times 

while others will say up to 7. Then the conversation between Nunta and the others will 

begin. As soon as the conversation is over, the others will run away and Nunta will chase 

them and try to catch them. There are no individual names for the two groups so the game 

could be of a time much later15. But the names ‘Noon’ and ‘Nunta’ indicate that there 

could be a relation of it with the words ‘Noon’ or ‘Lobon’. The statement of eminent 

researcher Asim Das can be seen as:  

“When a particular group of people exchanges an object repeatedly with 

another group of people, the second group identifies the first group by that name. 



 
104 

So it is not uncommon for the word ‘salt’ or ‘Lobon’ or ‘Noon’ to be associated 

with the group name of those who produced and exchanged salt.... A group of 

people called ‘Lunia’ was found in northern India. The naming implies that they 

are salt makers.”  

So it can be said that the salt may have become their totem as a result of their long 

association with the salt business. In the ‘Nunta’ game, if the side with the salt totem 

between the two groups touches the other side, then that person becomes a Nunta, i.e., 

converts to a person belonging to the salt totem.16 

 If the winner of all these games brings the opponent's player into his circle, the 

opponents will join his team. This may include the ancient system of slavery and the 

collection of slaves. In ancient times, slaves, like other treasures, were the hallmarks of 

nobility, hence the opposition party, the dogs turning into vultures, the chickens turning 

into kites increased the power of the victorious party. In this way, it can be noticed that 

the clan itself is trying to increase its strength and protect itself from extinction. 

Moreover, the victorious group hated the slaves of the conquered group so they wanted to 

flee. But the conquerors would take them back and kill them. In many cases, the fugitive 

slaves used to attack the previous ruling groups by accumulating power defeated them, 

and enslaved them.17 

       ‘Solloguti Game’       

 ‘Nayguti Game’ 
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       Shologuti’ game                                                                            Shologuti’ game                                                                                  

 

              

‘Botrishguti’ game                      Chhotrishguti’ game 

                           ‘ 

 Source: the sketch collected from the book ‘Prasanga Lokokriya’ by B. Paul 

In ‘Bagh-Chhagol’ or ‘Baghbondi’, ‘Shologuti’, ‘Botrishguti’, ‘Chhotrishguti’, 

‘Chhoyguti’, ‘Noyguti’, ‘Akkelbondi’, ‘Payeet’, the two sides of the game can be 

identified as two separate conflicting groups. In the game ‘Bagh-Chhagol’ or 



 
106 

‘Baghbondi’, the ‘Bagh’ i.e., the tiger and the ‘Chhagol’ i.e., the goat are two totem 

believing groups. A. B. Kieth speaks of the existence of a group of people called ‘Ojo’ in 

ancient Vedic literature. Moreover, in various old Indian myths, the Puran and the 

Upapuran, Mandukya, Kurna, etc or the 10 incarnations or ‘Dasavatar’, namely ‘Matsya’, 

‘Kurma’, ‘Baraha’, ‘Nrisingha’, ‘Bamon’ are named after the animals; there are also 

Puranas with tree names like ‘Padmapuran’. Thus animals, plants, and even inanimate 

objects could be a totem. (Like the totem ‘Noon’ in ‘Nunta’). So tigers and goats can be 

identified as two conflicting groups. No player's name is seen in the other shots, but the 

game is played in the same manner. How to equip the army to possibly corner the 

opposition, or to destroy the opposition’s pawn, i.e., to reduce their strength by killing it 

lies entangled in these games. The same thing can be noticed in ‘Daba’ or Chess as well. 

In ‘Payeet’, if the player can bring the pawns in a straight line, then he will win, that is, 

those whose army is more disciplined and well-equipped will win. Moreover, it is 

possible to easily defeat the opponent if the protagonist can run the pawns with good 

reciprocity and agility.18 

 At any time in the forested area, the wildlife interference and nuisance would 

endanger the lives of people and domestic animals. So how to prepare for a wild animal 

attack or capture it can be seen in the symbolic tiger captive game ‘Baghbondi’. 

‘Shologuti’ is also known as ‘Mughal-Pathan’ in some areas, including the district of 

Coochbehar.19 The poetic composition of Bipradas named ‘Manasa Vijay’ mentions the 

name of games like ‘Baghchali’ or ‘Baghbondi’ and ‘Mangal-Pathan’. Experts believe 

that this game contains historical memories of the Mughal Pathan conflict. Harendra 

Narayan Chaudhury, in his book ‘Cooch Behar State and its Land Revenue Settlement’ 

has written about this game. Sir Khan Chaudhury Amantulla has spoken about the origin 

of the game as,  
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“At that time, King Naranarayana was called the booster of the Pathan 

people in the kingdom of Koch. He passed away in 1587 BC. In 1576 BC, when 

the Pathan king Dawood Khan fell, the kingdom of Bengal was conquered by the 

Mughals but the Bhuiyan kings and the Pathan chiefs did not readily agree to 

accept submission to the Mughals. Until 1600 BC the Orissa and Ghoraghat 

provinces were almost devastated by the Mughal Pathan conflicts. It is well 

known in Coochbehar that the Mughal-Pathan game was created based on this 

dispute.”20 

 Images of the life struggles of primitive foresters can also be seen in the game of 

‘Gacchua’ and ‘Jhaali’. It is possible that ‘Gacchua’ and ‘Jhaal’ or ‘Jhaali’ are different 

kinds of the same game. In the game of ‘Gacchua’, one player will enact a tiger and stand 

at the trunk of a tree while the repose of the players will stay on top of that tree. That tiger 

will try to touch the other players and convert them into a ‘More’ but the players will try 

to save themselves from the tiger’s touch and go kiss the trunk of the tree. Whoever will 

be touched by the tiger will become the tiger in the next round of the game. And here the 

players have conversations with the tiger. In ‘Jhaal the thief will go and touch a target 

elsewhere while the other players will be sitting on the branches of a tree. The thief will 

come and try to jump and touch them. If any player can escape that touch and jump to the 

ground then that will be termed as one ‘Patti’. Here, ‘Chor’ or thief is just another version 

of the tiger. In ancient times, forest dwellers used to climb trees and stay there to protect 

themselves from wild animals. Later, civilized people too had to go to the forest to collect 

wood, honey, and had to climb trees owing to similar circumstances, that is, to protect 

themselves from wild animals but since children and teenagers have no idea about this 

experience, so it is difficult to depict this in the game. But primitive man had to climb 

trees with his children to survive, so it is natural for this to get reflected and imitated in a 
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child’s play. So the endangered lives of the forest people have got a place in it. Now 

going down and kissing the base of the tree may mean worshipping the tree that protects 

it from the attack of wild animals as a god. And to jump means to flee in self-defense.21 

 In the game ‘Aamer Jhul’, or ‘Aampaaka’ or ‘Aamjholla’, players at the top of the 

tree will save the thief’s touch and come down and kiss the mango branch buried in the 

periphery. In this game, the player who is sitting on the tree is the thief and the one who is 

below is the owner of the tree. According to ancient beliefs, the non-Aryans were bandits 

and demons to the Aryans. The giants live in the trees and protect the trees. So the player 

below could represent that monster. The monster protects trees and fruits in his area with 

the help of his magical powers. The mango sapling buried in the earth is a symbol of a 

new tree. The non-Aryan ancient monster does not want to give access to his rights to 

others but the Aryans want to establish rights over the land. Kissing the new Pallab or 

sapling can mean establishing rights in the new area. In this way, the Aryans established 

their rights over the non-Aryan inhabited Indian Territory.22 

 A similar interpretation can be made about water games like ‘Lai Game’ and 

‘Hari Game’. Primitive people have had to rely on rivers and dams for water in many 

ways. After fishing or collecting drinking water or learning to farm, they had to live on 

the banks of the river and face the attack of aquatic animals. People have tried to defend 

themselves there as well, and its image or reflection can be seen in these two games. 

 Another traditional game is ‘Pata Aana’ or ‘Saat Aana’. There is a good 

resemblance between this game and ‘Aatapata’. In ‘Paata Aana’ one player is elected to 

be the thief. The other players stay in the round room. The thief then asks the players to 

go and get one leaf at a time, and the players lift one of their legs and get a leaf. In this 

way, seven leaves are brought seven times. Then the player will hide a leaf and the thief 



 
109 

will have to find it out. Although the ‘Aatapata’ game is a game of bringing leaves, yet it 

is unique and a distinctive one. Here, the players of the house will ask the thief, ‘Aatapata 

kisher pata?’ The name of the leaf that the thief says will have to be brought by the others 

while they hold their breath. If while bringing the leaf the player releases his breath, and 

the thief touches him and takes up the player’s cell, then that player will transform into a 

thief. At the end, when the players bring little kind of leaves, the leaves are torn a little 

and buried in the ground. If the thief can find out all those leaves, then he will be released 

from his character of being a thief and that player will become a thief.23 

 In this traditional game, there is probably a reference to people who collect food. 

People used to collect food from different places and save it for the future. And thieves or 

robbers would steal that stored food. Again, is the thief of this game a guard or a slave? It 

was often seen that the servants of the house killed the householder and took possession 

of his family and property. As like a result, he became the owner of the house and the 

owner of the house became a thief. Examples of such incidents are found in folklore. 

‘Danguli’ is a very popular game among the teenagers of rural Bengal. Evidence 

has been found that the game of ‘Danguli’ is prevalent not only in Bangladesh but also in 

different countries of the world. In this game, a long stick made of tree branches or 

bamboo twigs is called ‘dang’. And another small stick used is called ‘guli’. Placing the 

shots inside a small hole, the player targets it with the sharp edges of the ‘dang’ and 

throws it at a distance. The player at the other end will grab the shot and throw it back to 

the person holding the 'dang', he will be hitting it hard and sending it away. The distance 

between where the bullet fell and the hole will be measured by the player using those 

same dangs. It is to be noted that though numerical terms are used for counting in 

different regions, the value of counting is up to a maximum of seven everywhere. The 
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pre-Aryan race in India of the Kaums had a count of a maximum of seven. Perhaps the 

number 7 was considered to be a magic number.24 

    Fig.3.1. PHOTOGRAPH TAKEN BY RESEARCHER  

 Fig.3.2. PHOTOGRAPH TAKEN BY RESEARCHER 
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According to Morgan’s theory, people learned to farm at an early stage of the 

barbaric era, and that farming was done in a very primitive way. A branch of a tree was 

sharpened and used as an excavation rod. Later, an iron spear was placed on the head of 

the excavation rod. In the elementary stage, with the help of the excavation rod, the trunks 

of the trees were lifted. Hence it was understood that the excavation rod has been used in 

the game as 'dang' and tree trunks as ‘guli’. Even today, agriculture is practiced in that 

way by the indigenous people of different parts of India. Moreover, in Jhum cultivation 

method, seeds are sown by digging holes with the help of these digging rods. 

 There can also be another explanation of this topic. Primitive man did not know 

logic and analysis, so he targeted miraculous feats and magic as the root of almost 

everything. At the core of the game ‘Danguli’ there may have been an underlying 

fertility-centric miracle or magic. A child is born as a result of a man and woman's 

intercourse. According to the fertility-centric culture, agriculture and intercourse between 

a male and a female are similar actions. The words ‘Langol’ and ‘Linga’ are sounds 

originated from the same source. Linga- Linga (metal) + A (suffix) which means to 

cultivate. Langol-longo (metal) + aal (suffix) which also means to cultivate. Both are 

synonymous metals. 

 The land is imagined as a woman. When seeds are sown by cultivating the land, 

grains are produced. Likewise, as a result of a male and female’s sexual intercourse, a 

child is born. The sexual parts of a male are symbolized by the plow or cultivation rod. In 

various human societies around the world, various cultures regarding fertility are 

maintained. According to the description given by Fraser, we get to know that in some 

places, in agriculture, before sowing the seeds, a naked menstruating woman with 

disheveled hair is made to roam the agricultural lands. Again somewhere, agriculturist 
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couples indulge in sexual activities few days before sowing the seeds. In the Rajbangshi 

community of North Bengal, observance of the hudumchukar penance is related to the 

fertility-centric magic initiation. A relation has been drawn between a male's ejaculation 

and rainfall. In our country, there are such stories in Ramayana, Mahabharata, and 

Purana. Buddhadev Bose in his play ‘Tapaswi o Tarangini’ has used the old story as an 

archetype. The prostitute Tarangini enters the state with the infallible Kumar 

Rishwashringa. As soon as she enters the state, there is a lot of rain in the state. After the 

marriage of Shanta with Rishwashringa in a state without heirs, a son was born. Again, 

just like having intercourse with a menstruating woman is forbidden, so is in our country, 

the digging or hitting of so-called menstruating mother earth for the three days of 

Ambubachi.25 

 The ‘dang’ in the game ‘Danguli’ can be noted as the sexual parts of a male. The 

hollow made in the soil is the female sexual part and the ‘guli’ is the children. If the 

person holding the dang catches the shot before it falls on the ground, then he misses his 

chance, that is, the child dies even before it touches the ground. It is believed that after the 

birth of a child it needs to be touched to the ground, otherwise it does not lead to a 

successful birth. As a father, the one holding the dang fails to give birth to a child. A 

player of the opponent team will throw the shot towards the one holding the dang. He lays 

the dang beside the hole in the earth, and if the ‘guli’ shot by the opponent touches the 

‘dang’, then the person holding the dang loses his chance in the game. Or else he hits the 

‘guli’ and sends it far away. 

 The small hole dug on the ground symbolizes the mother’s vagina. The ‘dang’ is 

laid beside that hole and its meaning can be interpreted as a king or any man is lying in 

the proximity of any woman. If the ‘guli’ shot by the opponent misses the ‘dang’, then the 
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person holding the dang loses his chance in the game, that is, the king's son conspires 

with the enemies to kill the king. It is not uncommon in history for a son to kill his father 

and become king. The person holding the dang therefore hits the shots and throws them as 

far away as possible. This is why the distance is measured in a game and whoever can 

send the dang as far as possible will win the game. 

    

 
Fig.3.3. PHOTOGRAPH TAKEN BY RESEARCHER 

 

Another game associated with the production system and agricultural culture is 

the ‘GutiGame’ or ‘Guli Game’. There are various interpretations of this game, like 

‘Bheta Game’, ‘Gachhaguti’, ‘Goy’ or ‘Gaya Game’. In ‘Guli’ or ‘Guti’ or ‘Marble' 

game, players draw two parallel lines at a certain distance, with players on one side and a 

small hole on the other side called ‘Pill’. In this game, the players first move one by one. 

The player whose shot is nearby to the pill or falls in the pill makes the first move and 
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takes a pre-specified number of guti from the other players during the game. If one of his 

shots falls on the pill, then he wins all the moves or if he strikes one specific marble with 

the other, he then wins that move.26 

 

 Fig.3.4. PHOTOGRAPH TAKEN BY RESEARCHER 
 

A woman means land; if the ‘Pill’ is the vagina of a woman then shots would be 

‘Bij’ or ‘Pitribij’. And the mother earth would be the Birbhogya. The ancient Aryan 

language-speaking Kaums used to play this game with seeds. The seeds were rolled and 

thrown into holes. As children, we also played this game with hartali, behera, or pittiraj 

fruits and seeds. Later marble or glass beads were used instead of seeds. 
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 Fig.3.5. PHOTOGRAPH TAKEN BY RESEARCHER  
 

 Out of the few players who move the ‘Guti’, only one achieves the right to make 

the first move. That is, he was the first to be able to establish rights over the woman. He 

gets the right to first implant the seeds in a woman, to win his move, which is, being able 

to achieve paternity rights. If he fails, then the next person will make his move, that is, he 

will establish his rights. Here, the matter of the living world can be noticed. A female dog 

is usually surrounded by more than one male dog during the breeding season of Shravan 

and Bhadra, but only the strong one gets the right to plant the seed. The right to 

successful fatherhood is attained by the propagation of the family lineage; henceforth the 

one who has formerly succeeded in doing so gets the very first opportunity to move the 

‘Guti’ when the game begins next time. In the animal kingdom, only one ovum is 

released during the mating of a male and a female, and one of the strongest sperm in 

many sperms can inhibit the ovum. The player has in his hand a luck shot ‘Toll’ or 
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‘Daggil’ with which he can hit the other shots and win that move. The same process is 

used in the ‘Goy’ or ‘Gaya’ and ‘Gachhaguti’ games. This seems to be significant as a 

psychological factor in the game. Needless to say, biological internal physiology cannot 

be part of a child's play. 

 The same can be explained in the case of ‘Veta’ game. The players try to lift the 

shot from a certain distance and try to throw it into the pill. The one whose shot is farthest 

from the pill has to give ‘Khatan’. The one whose shot is nearby to the pill will first 

throw the shot into the hole with his finger and then try to hit the supervisor's shot and 

send it away by placing his finger on the edge of the hole. If the first one fails, then it's 

the next player's turn to play. The khatandar will try to target the shot into the hole but the 

other players will try to send it away. In this way, if a player can collect certain points, the 

defeated player is shown hatred through rhymes and is abused. The end of the line goes 

like ‘Conversation at Seventeen/ Final word at eighteen/ Observation at Nineteen/ 

Marriage at Twenty’ and then from the son becoming a father to having grandchildren are 

mentioned. And the winner will hit the loser and send him away. In the same way, the 

vanquished will try to throw the seeds in the hole. When he can throw the shot, his release 

means the game is over. In ancient society, there used to be slaves, and once enslaved, 

they had to be enslaved from generation to generation. It is noteworthy that in ancient and 

medieval times, Khoja troops and slaves were kept to protect the inner cities where 

women lived so that no one could assert their rights over the women of that territory. 

Establishing rights over women meant freeing themselves from slavery.27 

 Another game-related to production is the ‘Cowry Game’ game. This game 

belongs to the customs of Hindu marriage. Every ritual of Hindu marriage is fertility-

centric. These rituals and customs enhance the married life of the newlywed couple and 

make it easy. The ring, shells, Indian hog plum, betel leaf, betel nut, and rice grains are 



 
117 

the usual materials of marriage. A small pond is cut in the ground and betel leaves with 

betel nuts are placed in its four corners and the middle of each bank. At this time, shells, 

hog plums, betel nuts, and the bride and groom's ring are brought together, changed seven 

times, and thrown into the pond seven times. One has to bring back everything at once, 

without lifting the hand from the water and the winner between the bride and groom is 

assumed to dominate their marital life. The distinct shapes of betel leaves, shells, rings, 

and betel nuts may be the symbols related to pregnancy and sex. Similarly, in the games 

‘Guti Game’, ‘Ghuting Game’, ‘Fulgutti’, ‘Ghunti Game’ ‘Katakuti’, ‘Tham o Katakuti’, 

the projections of primitive desires can be noticed. Lajanjali is given in a Hindu marriage. 

Parched rice is placed on a winnowing fan is flung in the fire. Here the ardor of the 

winnowing fan is significant. Shame is sacrificed in the flames of desire and appeal which 

means that the woman accepts the touch of the man. The ritual here is purely sexual. 

Fig.3.6. PHOTOGRAPH TAKEN BY RESEARCHER 
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‘Guti Game’ is mainly a feminine game. Here five, seven, nine, or eleven pieces of 

potsherd or pebbles are used as ‘Guti’ or ‘Kori’. The shots are placed on the ground, 

projected upwards, and caught by the palms or the back of the hands. The shots are 

played with great agility keeping the hand in various positions. The game ‘Haathbej’ is 

also a game of shots and the artistic workmanship of the hands. In these games, various 

rhymes are used along with hand and guti movements. ‘Ghuting Game’ or ‘Guting Game’ 

is a game of several stages. These stages again have different names. In ‘Fulgutti’ the 

stages don't have separate names but it has a rhyme or saying for each stage. The nine 

stages of ‘Ghuting Game’ are-‘Ful’, ‘Chhoto, ‘Boro’, ‘Tel’, ‘Gachh’, ‘Haath Dhappa’, 

‘Mati Dhappa’, ‘Jorango’, and ‘Kadul’. Collected by Varun Kumar Chakraborty, the 

games ‘Guting Game’, ‘Gachhu’, ‘Tellu’, ‘Boddu’, ‘Chakku’, ‘Ful’, ‘Nijer Dara’, ‘Porer 

Dara’, ‘Sadar Badar’, ‘Thokkan’, ‘Boshano’, ‘Ful Jhapola’, ‘Jharnagulguli’, Boddu 

Jhapola, Chokku Jhapola, etc has 15 stages. The stages have been explained 

sequentially.28  

In traditional games, information about primitive social systems, sexual relations 

of men and women, and facts related to marriage can be discovered. In the early stages of 

primitive society, sexual intercourse was free, but with time it gradually shrunk. Morgan, 

in his book ‘Ancient Society,’ has shown- Free sex gradually changed and transcended 

various historical stages to finally become a marital affair between a man and a woman. 

Although human life has evolved from primitive to the present stage of civilization, its 

ruins remain amid various social customs and practices. Like in traditional games namely 

‘Boubasanti’ or ‘Buri basanti’, ‘Bouchi’ or ‘Bousi’, ‘Golla’, ‘Mondi’, ‘Bou tola’ or 

‘Bouchuri’, ‘Kuti’, ‘Jor chhorachhori’ and ‘Holi’ or ‘DolGame’ etc this subject can be 

explored. The game ‘Boubasanti’ or ‘Buri basanti’ is known by different names in 

different regions. Actually, ‘Boubasanti’, ‘Bouchi’, ‘Bousi’, ‘Golla’, ‘Burir chu’, ‘Chhi 
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buri’, ‘Mondi’, ‘Kuti’ etc are the different names of the same games. In the Rajshahi, 

Faridpur and Mayansingh areas of Bangladesh, this game is known as ‘Bou-chi’ or 

‘Chhiburi’. In Murshidabad and Birbhum, it is named ‘Bousi’, in Tripura, ‘Mondi or 

Kuthi’ and in the Jalpaiguri and Coochbehar regions of West Bengal, it is known as 

‘Golla’. There is no significant difference in the rules and regulations of the region, but 

there is a slight difference of course. Like in ‘Boubasanti’, ‘Bouchi’, ‘Mondi’ etc the 

‘bou’ lives in a faraway room. In the game ‘Kuthi’, the woman takes refuge in a pole or 

tree. In the game ‘Golla’ the wife is called the ‘Golla’, and in ‘Buri basant’ the wife 

becomes the aged woman29. 

 In this game, a roundhouse is made on the field and a small circle is drawn a little 

away from the bigger circle. That small circle is the house of the wife or the old woman. 

At the beginning of the game, the insiders are placed in a large circle and the old woman 

or wife is placed in a small circle. The parties of the outsiders surround the wife so that 

she cannot escape to the main room. The players of the inside party hold their breath and 

try to chase the outsiders and make them ‘more’. The wife can return home effortlessly if 

all the outsider members are made more. Otherwise, the wife has to run away and return 

to the main house. At this time, if one of the extra parties touches the wife, then the 

insiders lose their turn in the game because they are defeated. If the guards of the wife 

cannot keep the wife at bay, then the outside parties are defeated. 

 In this game, the insiders are the ones on the bride’s side and the outsiders are the 

ones on the groom’s side. The fights between the families of the bride and groom are an 

adherence of the game, with acceptance and exclusion. The meaning of the word ‘Bibah’ 

is to especially ‘bah’ or carry. In ancient times, the abduction of a daughter was 

associated with marriage. The kidnappers and the people on the girl’s side fought to keep 
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the girl in their possession. This issue has remained in children’s play. The girl will be the 

daughter of one of the abductors and the others will be the helpers, in reality, the guards 

of the wife are the helpers in this game and each of them guards the wife with equal 

efforts. In primitive societies, the abductor of the daughters and his accomplices all 

established sexual rights over the abductees. The man who initiated the abduction would 

be the daughter's husband. So from here, it is understood that everyone who guards the 

wife in the game has sexual interests. The girl is recognized as the wife of the player who 

can touch her when she runs away. 

 The ancient societal system of abducting daughters and establishing sexual rights 

over them finds a place in the modern civilized society as well. The kidnapper of the 

daughter is the groom. And his helpers turned out to be the bridegroom’s party. Once 

upon a time, the bridegroom’s party too had sexual rights over the newlywed bride. 

Gradually in a civilized society, it shrunk and was stopped. 

 This matter can be seen in the games ‘Bouchuri’ and ‘Bou tola’ too. 

Approximately fifteen to twenty feet apart two parallel spots are cut. There are two sides 

to the game at both ends of the line. In this game, the wife is represented by a piece of 

stone or a piece of clay. The wife is kept in a small room in the middle of the spots on the 

party of the wife’s side. The kidnapper tries to steal the wife by catching their breath and 

making the bride’s side more. In this game, the players on the bride’s side are very alert 

and as soon as the kidnapper touches them, they, in turn, touch the player catching his 

breath and make him more. The game ‘Boubasanti’ is different from the game 

‘Bouchuri’. In ‘Boubasanti’ the insider parties are the players on the daughter’s side and 

the outsider party tries to abduct the daughter. The daughter tries to flee back to her side. 

And in the game ‘Bouchuri’ the ones who provide their breath and pick up the bride are 
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the abductors. The game ‘Bouchuri’ has scenes of kidnapping daughters and the game 

‘Boubasanti’ that has scenes of fights between the two groups and the efforts in bringing 

the daughter back. The daughter’s side will guard the wife. The same social forms are 

found in the games ‘Bouchuri’ and ‘Boubasanti’, women are a symbol of the dignity of 

community life here. So if the other side touches the wife, the daughter, or the bride’s 

side can touch them back and make them more. In other words, he will go out of the 

game, which means that the one touching the daughter was killed. And in ‘Boubasanti’ 

the context of the kidnappers touching the wife does not happen to be a part of the game. 

However, there is a variety of this game depending upon the particular regions. 

‘Holi’ or ‘DolGame’ is the game of colours. In spring, ‘Holi’ is a well-known 

festival in our country. A religious cover has been made over the game of ‘Holi’ in 

association with the mythology of Radha Krishna. Nevertheless, ‘Holi’ is considered a 

traditional game. Nihar Ranjan Roy30 in his book ‘Bangalir Itihash’ has told about the 

game of Holi- This information is now very clear that in the past, Holi was the worship of 

the people of the agricultural society; the main part of it was the human sacrifice and 

sexual attitudinizing dance song festival for the sake of good and abundant grain 

production. At some point after that, human sacrifice was replaced by animal sacrifice, 

and offerings to sacred fires and yajna were incorporated. But the main festival that is 

associated with Holi is Basanta or Madan or Kamadeva's celebration, Radhakrishna’s 

Jhulan, and in some places about all sorts of tricks and jokes about an extremely stupid 

king. According to Jogesh Chandra Ray - Holi was not initially associated with the 

festival of lust and sexual urge, but later the festival of the arrival of spring and then even 

later the Madan festival got attached to it. According to Roy Mahasaya, the sprinkling of 

water in the syringes, mixed with colors, imitate the golden glow of the sun. Later, 

however, many did not accept this. The spring or the Madan festival got mixed with 
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‘Holi’. Many believe that the festival was centered on unrestricted sex and that the 

memory of it remains in the Holi game. Free sexual intercourse between different 

indigenous communities was rampant, especially centering on agricultural festivals in 

different seasons. This memory of the primitive society remains included in the game of 

‘Holi’.31 

 Red symbolizes women's menstruation in fertility-centric magic reforms. The 

main colors used in the game of Holi are red and green. According to psychologists, 

green is the symbol of youth and red is the symbol of desire. The syringe used in the 

game symbolizes the male genitalia and the ejected colour has been compared to the male 

semen. The red colour ejected from the syringes is said to indicate the mixed form of 

seminal and menstrual fluid. In this way, the game of ‘Holi’ vaguely portrays the picture 

of unchecked and unrestricted sexual activities of the people of the primitive times.32  

Pictures of the ancient history of human society can be found in traditional games. 

Society has changed with the passage of time. After the Stone Age came the Copper Age 

and the Iron Age- in society, human relations with people have changed. Different 

pictures of this change in society can be found in the games ‘Gollachhut’, ‘Ghani’. 

‘Gollachhut’ and ‘Ghani’ are the same games. In some areas, this game is called ‘Golla’. 

The players of the insider party are a ‘Golla’ each. They escape the enemy’s watchful 

eye. Holding each other’s hands, the players on the side of the insiders walk around in a 

circle with their feet in a circle or with their hands on a pole. If they get a chance, they 

touch the opponent player and make them ‘more’. Again, realizing the opportunity, he 

can escape the sight of his opponent and flee. If the opponent’s players touch them during 

the escape, and if they can return to the roundhouse with 3 jumps from the place where 

they were touched, then the players of the insider party lose their turn in the game. It is 

also seen somewhere that if a runaway player reaches the desired object situated at a fixed 
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distance or a room, then he can no longer be touched. In these games, there are hints of 

slavery in the ancient social system. The players on the ‘Gharati’ side are slaves and the 

‘Barti’ players are the guarding soldiers. Slavery was common in ancient society, and 

slaves fled whenever they could. If caught fleeing, the slave would be sentenced to death. 

Many times the slaves ran away and gathered the strength to rebel against the feudal lord. 

This cruel truth of history is believed to be hidden in this game. 

 The ‘Gharati’ players hold each other’s hands and move in a circle. This game 

also has elements of history in it. In the Indus Valley Civilization, there was a system of 

crushing grains. A circular place was made of bricks, in the middle of which was placed a 

mortar. The grains were poured and crushed in that circular place. Historians find traces 

of the civil system of threshing and crushing crops in the Indus Valley Civilization. 

Historians think that the work of turning the pestle was done by slaves. In ‘Gollachhut’, 

‘Ghani’ the small circle in which the players move their legs in a circular motion is a 

place to grind grain. And the pole or the tree that is caught somewhere is the torch of the 

pestle. The naming of the game ‘Ghani’ is an indication of an oilman’s grinder. 

Another special traditional game is ‘Pittu’. In Tripura, this game is called 

‘Silogball’ and ‘Satchara’ in some places. Players participate in the game divided into 

two teams or sides. Seven pieces of ‘chara’ are used in this game. Flat pieces of stones or 

broken pieces of earthen rice pots are used as ‘chara’. One side of the players arranges 

those pieces one on top of the other to form a column and opponents break the pillar by 

targeting a ball towards it. This time the pillar builders will try to rebuild the pillar by 

arranging the pieces one after the other again. And the opponents will throw the ball from 

a distance and try to make them ‘more’. If all the players can be made 'more', then the 

opponent team wins the game. And if the pillar builders can arrange the pieces, they win. 
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Pictures of archeological history can also be found in this game. In ancient times, the 

cities would be invaded by external enemies, looted, plundered, and destroyed.  

Historians differ in their opinions on how the Indus Valley Civilization was destroyed. 

However, the Indus Valley Civilization was a non-Aryan civilization. Historians believe 

that the Indus Valley Civilization collapsed as a result of the invasion of the Aryan 

people. In the eyes of the civilized Aryans, the non-Aryans were monsters, demons, and 

so on. Leading researcher Ashim Das has informed that,  

“The two sides of the Satchara game are Purandar and Dasyu. With this 

information, the picture of the death struggle of the citizens of the urban 

civilization with the Aryan language people of the Indus Valley becomes clear, 

and with the game comes the pursuit of ancient historical memory that spans four 

and a half thousand years.......” 

Purandar, that is, Indra destroys the pillar built by seven ‘charas’ in a thunderbolt. 

That ball in the hands of the players is Indra's lightning and the pillar builders are the non-

Aryans. When the ball touches the player who is trying to rebuild the pillar, the player 

becomes ‘more’. The houses of the Indus Valley Civilization were made of burnt or mud 

bricks. The broken pieces of earthenware are the bricks and the use of seven pieces means 

that the pillar or the gateway or city fort is seven story’s high. A changed morphology of 

this game can also be seen. In some places, the bandits are the ones throwing the ball. The 

fort or the pillar builders are Purandar, where it can be said that the Aryans started living 

in the city by rebuilding it and expelling the non-Aryans. And the expelled non-Aryans 

would try to rescue the lost city by attacking it whenever they got a chance.33 
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 Fig. 3.7. PHOTOGRAPH COLLECTED BY RESEARCHER 

Fig. 3.8. PHOTOGRAPHY COLLECTED BY RESEARCHER 
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 Fig. 3.9. PHOTOGRAPH COLLECTED BY RESEARCHER 

 

In traditional games, one can encounter many different topics such as religion, 

magic, rituals, etc. Primitive people were afraid of various natural forces like storms, 

rains, thunderstorms, floods, fires, etc. and wanted to worship them and satisfy them with 

gifts. Thus gradually various magic-based reforms and religions were born and inculcated 

in the minds of the people. The earliest stage of religion magic contained magic reforms 

and man wanted to subdue the natural forces using it. From this, religion has gradually 

emerged. When people did not know science, the primitive form of science was nurtured 

in the reformation of magic.34 

 In the ancient society, various vows, rituals and magical reforms were prevalent. 

Among the customs of the vows, the magic reformations involve the desire for the 

fulfillment of those vows. There are also magic reforms in special religious rites. If 
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performed with full devotion, these vows can even make the impossible possible. One 

could acquire bountiful wealth and sons, the dead could be raised to life and lost things 

could be found again. Again, if one observes the vows without devotion, immense 

destruction of wealth and society is said to take place. The elders of the society, therefore, 

practiced the reforming rituals of magic with utmost devotion. Later they found a place in 

the child's play. Again, in fertility-centered rituals, magic reforms too predominate.35 

 Not only in our country but in all the traditional games that are prevalent in 

different societies of different countries of the world, the concept of magic, reforming 

rituals, religious rules, sins, and virtues can be found. Few games like ‘Golak Dham’, 

kite-flying or ‘Ghuri Orano’, chess or ‘Daba Game’, ‘Angti Game’, ‘Kada Game’, 

‘Dodhikada’, ‘Muharram er lathi Game’ and many more can be named. Many games are 

celebrated as specific religious or traditional rites- like the ones prevalent in the Hindu 

society, namely ‘Kada Game’, ‘Dodhikado Game’; ‘Muharram er lathi Game’ of the 

Muslim society is a part of their religion. These have become directly associated with 

religious significance. 

 The two special games of religious significance in Hindu society are the 

‘Golakdham’ and ‘Dashabatarer Tas’, Vaishnavism being associated with the game of 

‘Golakdham’. The word ‘Golakdham’ has got special significance in the era of prosperity 

of Vaishnavism. Golakdham is much higher than Vishnulok and Shivlok. Like chess, this 

game too has 64 squares. Similar to the game of chess, in place of kings and ministers, it 

has pawns of gods, ministers, etc. This game is played with cowry shells. Every house or 

square here is marked with the name of a pilgrimage place and again, there are names of 

some bad places too. Doing bad deeds is punishable. So if a player goes to a bad place, he 

has to come down as punishment. In the game of ‘Snake Ludo’, as in the case of Ludo’s 
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six, if he falls in the face of a snake, he has to come down, and if he falls in the face of a 

ladder, he has to go up. Thus the one who can reach the destination first wins. In the 

‘Golakdham’ game too, the one who can reach Golakdham earlier wins. The game deals 

with the difference between sins and virtues according to Hindu values and its inevitable 

consequences. Another game is ‘Dashabatarer Tas Game’. This almost forgotten game 

depicts the ten incarnations of Hinduism. For each incarnation, there are ten cards under 

one vizier. In total there are 120 court cards. There are traces of history hidden in it along 

with the concept of Hindu incarnation.36 

Fig 3.10. PHOTOGRAPHY COLLECTED BY RESEARCHER 

 There are many more religious games like ‘Dadhikado’, which is also known as 

‘Dadhikardam’, on the occasion of Lord Krishna’s Janmashtami. It is a very popular 

game in the Rajbanshi society of North Bengal. The special and noteworthy feature of 
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this game is that it is played only once a year on the day after Lord Krishna’s 

Janmashtami, the playground is the temple premises. A high dam is made of mud and 

shaped like a tub. Then special pujas are held there and mainly men get involved in the 

game. The game is called ‘Dadhikado’ because it takes the shape of Dadhi in water 

and mud. Fruits used in this game such as coconuts, pumpkins, pommels are eaten at 

the end of the game and their seeds are planted. The housewives of the Rajbanshi 

society spread the seeds in the soil while the game goes on. It is believed that those 

seeds will bear good fruit. So even though it is a part of religion, this game has the use 

of fertility-related magic games. There is another such game on the occasion of God 

Madankam’s vow and worship. Madankam is Madandev.37  

 Fig 3.11. PHOTOGRAPH COLLECTED BY RESEARCHER 
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This game is a part of the marriage rituals in the Rajbanshi society. Red cloth is 

wrapped around several long bamboo sticks with a fly-whisk tied to each of its ends 

having betel nuts and mango leaves. After worshiping the sticks, the men take them 

out in procession. Walking on the way to the village, the procession goes from house 

to house. On this occasion, in some places, Harparbati dance is done. Somewhere on 

this occasion, Harparbati dance is done. These bamboo sticks are Madan deities. 

Dadhimanthan is the reminiscence of Samudramanthan. Another form of the game 

‘Dadhikado’ is seen in the rural areas of Coochbehar district. It is known as ‘Mathan 

Game’ or ‘Narkel Game’. Here seven ponds are cut and some fruits are arranged 

specially, Coconut being in the middle. The coconut may be a representation of a 

woman’s womb. The kirtaniya, that is, the chanter of the hymns circle the pond seven 

times and then the game starts. Here the reference of seven memorable encircling of 

marriage can be considered. And after that ‘Mathan’, that is, the sexual activities.  The 

winning party gives the coconut to Balgopal as an offering. Here it is indicated that 

only after sexual activities Balgopal appears. Note that those who are mentally 

dedicated sacrifice the first coconut of the tree and the benefits of that coconut tree or 

scattered seeds will bear good fruit. So it also has fertility-centric magic reforms. 

In ‘Penti Game’ the enacting of agricultural work is done with plow and yoke 

stick and at the end, Indradev's flag worship is held. The game is completely male-

centric. In the ‘Athaipathai’ initiation, bushes of Binna grass are set and in those, 

‘Penti’ or the pasture stick for cows are worshipped. Although women are novices in 

this vow, the shepherd boy is the priest. Such worship desires to bear children and lead 

a healthy life. Moreover, ‘Garshibrata’, ‘Madankaam er brata’, ‘Hudumchukar brata’ 

‘Kulo namanor brata’ are all fertility centric. ‘Penti Game’ is male-centered and its 

appeal is to invoke the rains. Hence there is no doubt that penti symbolizes the male 
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body parts. And there is an ancient notion regarding the relation between rainfall and 

male ejaculation. In ‘Baanshpujar Game’ or Madan Kaa’s game of Baanshpuja, it is 

needless to say what the stick stands for. During the game, physical activity is shown 

while performing agricultural activities. This includes the features of Linga worship in 

Hindu society.38 

Few more games celebrated as part of marriage rituals are- ‘Kada Game’, ‘Kori 

Game’ or ‘Angti Game’, ‘Ghurni Game’ etc. In some communities in Kanthi 

subdivision and adjoining areas of Midnapore district of West Bengal, mud games or 

‘Kada Game’ is held as part of marriage. In a pond near the house, the groom’s nut-

cracker is hidden in the mud. Now the newlyweds have to find that nut-cracker. If the 

bride finds that betel nut-cracker, then according to popular belief, the bride must be an 

intelligent and obedient girl. And when the groom finds it, both the husband and wife 

are appreciated. During the marriage rituals of East Bengal, ‘Ghurni Game’ is held 

between the bride and the groom in the bridal chamber on the first day of their 

marriage. In a clay pot filled with water, a small portion of the Indian cork is taken 

from both the bride and groom’s diadem and put into the water. Then both the groom 

and the bride take turns seven times each and create a whirl in the water. If the water 

vortex stops and the two pieces of Indian cork come together, it is assumed that the 

bride and groom will have similar mindsets. However, according to the principle of 

rotation, the objects in the whirling water are usually combined. On the second day of 

marriage, ‘Cowry Game’ or ‘Angti Game’ is held between the bride and the groom. A 

small pond is cut, and water is poured into it, and the game is held by placing the bride 

and groom side by side by the edges of the pond. Materials of the game include the 

rings of the bride and groom, cowries, betel nuts, hog plum, etc. Once the groom, then 

the bride will throw those ingredients in a pond seven times one after the other. This 
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time all the materials have to be found and gathered together, and if the groom picks 

them up more times, then according to folklore, his impact would be greater in their 

conjugal life, and if the bride picks those ingredients more number times, then she will 

have a greater impact. Moreover, the special shape of the rings, betel nuts, hog plums, 

and cowries are believed to be influenced by fertility magic reforms. In ‘Cowry 

Game’39 and ‘Angti Game’, it can be seen in some areas that the ring or the cowries are 

kept hidden in a rice pot or wicker-basket. Again, in the Rajbanshi society, the 

‘Guwophata’ game is another part of their marriage rituals. It is seen that the married 

woman, with joking spirits, hands a broken betel nut to the bride and a full nut to the 

groom for him to break it and sometimes place a brinjal in the groom’s hand. The 

groom, however, bursts open the betel nut with great ease.  Now the question is, is the 

bride handed the broken betel nut just for the sake of jest? Maybe the sizes and shapes 

of cowry shells, broken betel nuts, whole betel nuts, and brinjals are related to sexual 

aspects. Otherwise, why would the women present make such jokes that go beyond the 

bounds of decency? Maybe all these rituals are celebrated to make the relationship 

between the brides and groom easier, which indicative of their sex life. 

 Most of the states in India celebrate Naba Barsha or the 1st day of the year from 

1st Baishak. So even among the Rajbanshis, we find celebrating and welcoming the 

New Year through religious festivals. The very common one is to worship basil plants. 

An earthen paramour with a hole at the bottom and a jute wick passing through it is 

ceased over the basil plant from a bamboo frame. U is filled with water that drops on 

the plant through the wick. The pitcher is used to pour water all through the year but 

the regular watering is followed by a ceremony called Silua. This is followed by 

Spraying collared water and even a lamp of mud at each other like Dol or Holi. 
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    Bhedi khell songs are started from the Silua day. The month of Baishakhi 

starts with silua and banmaro (offering seva with bamboo basket and song) on the first 

day, and the whole month is a spout on bhedi Game (Teesta Buri Puja) and on the last 

day of the month, the puja ends with ‘Dzat-Sinani’.40 

 Fig 3.4. PHOTOGRAPHY COLLECTED BY RESEARCHER 

 Bhedei Game more is religious functions that nearly play. It is the worship of 

the river Teesta – called Teesta Buri or Mechini. The Mechini has been derived from 

the Mechini the early settler before the Rajbanshi in the region. Teesta is considering a 

sacred river like Ganga in Baushakh. The snowmelt of the level of Teesta raises which 

according to the people mingling of heavenly water with the Teesta River. So Teesta is 

most sacred at that time being the seasons of prior moonson. The prayer offered river 

Teesta to protect and save this land from the flood. The women can only take part in 

the Teesta Buri puja. A bamboo basket (Sadzi) is wrapped in red cloth and placed on 
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the crossing of a road. Under an open umbrella, Teesta buri now worships with flowers 

and vermilion without any intention. The basket is then taken to the house of maroani 

to keep it at bastu ghar or under the basil plant, water on the following game women 

goes out singing and dancing and collecting subscriptions after the worship by priest 

Deodha. Flowers are throwing into the water and then worship the basket Capt. for the 

next year nicely. It is different from the opinion about the object of the puja. 

According to the slam, the object is to puja prevents small crops and according to 

others. Puja is performed on the function on road, intending to keep revel away. 

Some more games involved with religious reforms are the ones prevalent in the 

Rajbanshi society, namely ‘Gainath Game’, ‘Chor-chunni’, ‘Chor-chor’, ‘Teestaburir 

khel’, and ‘Muharram er lathi Game’ of the Muslim society. The ‘Kang Game’ of 

Bishnupriya Manipuri society is especially popular. These are celebrated as part of 

religion. These include magic reforms and rituals. In Rajbanshi society, the game of 

Teestaburi is a part of the rituals of the initiation of Teestaburi. The river Teesta is the 

goddess of all rivers. The girls of the Rajbangshi society play this game in the month 

of Baishakh. The game lasts for a whole month and special puja is held on the last day. 

Arranging an umbrella, the group leader or Marwani walks around the village with her 

group singing and dancing. The purpose of the game is the desire for good rainfall and 

harvested crops. ‘Gainath Game’ is held on the day of Nastachandra in the month of 

Bhadra. Gainath is another name of Gorakkhnath. Nastachandra is played in many 

places. On that date, the player destroys the belongings of the house owner at night but 

the householder is not dissatisfied with this because this waste and destruction are for 

good and his welfare and benefit. In ‘Gainath Game’ the players at night form groups 

and visit each household with a thick stick in everyone's hands They knock the sticks 

on the ground and sing to the beat, collecting something from the householder. And if 
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any householder does not wake up, some of his belongings are destroyed or stolen. 

The next day the players have a picnic with all the collected materials.41 

‘Chor-Chor’ and ‘Chor-Chunni’ Games are held in the month of Kartik on the 

day after Kali puja during Amavasya or no moon night. ‘Chor-chor’ is a game for kids 

while ‘Chor-Chunni’ is a game for grown-ups. Little children paint their faces and 

dress like thieves. They rant ‘Chor-Chor’ and appear at households and collect alms. 

In the game ‘Chor-Chunni’ one of the players gets dressed as a ‘chor’ and another one 

as ‘Chunni’. Then the group goes to the house of the householders, play music, dance 

and collect some alms. On the next day of the game, they organize a picnic with all 

those collected materials. According to folklore, this day is an auspicious day for 

thieves and robbers to make a profit. The dacoits, after performing Kali puja that day 

go out to rob and the thieves go out to steal. If they can steal that day, then they would 

be well-off all year round. 

From ancient times, people imagined and believed in the existence of an 

invisible force behind all activities. If the power was good, then he prayed for well-

being and prosperity, and if the power was bad, he then wanted to prevent it from 

harming people. In the realm of nature, ghosts, demons, monsters, and things about 

evil energy have smooth and fluent frequenting. People have performed various rituals 

to exorcise and get rid of such evil forces. Thrilled were the kids at such things, and so 

those rituals have become a part of traditional games. Traditional games are now held 

on the dates on which those rituals were performed. 

Whatever be the meaning of playing with fire, the various types of games 

played with fire in our society are magical reforming traditional games. People have 

learned to use fire not only to burn raw meat but also because they have seen wild 
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animals flee in fear of wildfires. In this way, in self-defense, people learned to resist 

the attacks of wild animals by lighting fires around caves. That is why fire and light 

are used to chase away evil energy. The method of conveying the yajna to the gods by 

sacrificing it in fire by Tantra mantra was created by magic reforms. Fire is the symbol 

of purity. As gold is freed from its alloys by burning in the fire, so fire purifies 

everything by burning it down. This was the reason behind Sita’s Agnipariksha in 

Ramayana. If Sita is a chaste and virtuous wife, then the fire would not be able to burn 

her down, because, in front of chaste women, fire loses its vigor and turns into a 

soothing sensation. Not only in North Bengal but also in different parts of India, 

people use lights and fireworks for merrymaking and celebrating festivals. In ancient 

times, fireworks were used mainly to ward off evil spirits and demons. In the realm of 

nature, as negative and evil energies have unrestricted frequenting, hence fire is used 

to ward them off. Especially on Krishna Chaturdashi in the month of Kartik and on the 

day of Kali Puja, lamps are lit and fireworks are burnt. Krishna Chaturdashi is 

celebrated as Bhutachaturdashi. On that day fourteen lamps are given, that is, fourteen 

lamps are lit. On the day of Kali Puja, lights and sounds are used to drive away ghosts 

and demons from human society. The festival of light, Diwali, is celebrated for the 

initiation of magic, no matter what the custom is. 

Goddess Kalika is the goddess of witches, monsters, demons, ghosts, and 

spirits; so on the day of Kali puja, the infestation and nuisance of ghosts are more. So 

to keep away ghosts, fires are kept burning somewhere throughout the month of Kartik 

from that day to a month. Sky lamps are lit. On this day in the rural areas of Dinajpur 

district of Rajshahi, the boys play and become engrossed in a special game with fire. 

This game is known as the ‘Bhuta Game’42. The game is held by going about the 

village streets by making torches with a bunch of jute sticks bound together. ‘Bhuta’ is 
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burnt in areas like Maimansingha, Dhaka, Faridpur, and Barishal, and this is called 

‘Alodalo’ in Murshidabad. Again in areas of Bagura, this game is known as ‘Bhut 

khedano’. It is also known by the name ‘Hokahoki’.  On that day a statue of a man is 

made of straws and dried jute leaves, mustard, and insects are put on his head, chest, 

and burnt. The boys run around with the idol and at the end, the half-burnt idol is 

buried and made to stand on a stick in the field. Some boys and girls follow him 

beating the back of a winnowing fan. Then they keep ranting: 

“Bhala aire bura jay 

Masha machir mukh pora jay 

Doe doe doe” 

 In some areas, on the morning of the day after Kali Puja, small children keep 

beating the winnowing fans with ‘Tekatha’ and keep roaming all over the house and say: 

“Masha gello kheta alla diyabati hoo hoo”  With that the winnowing fan is supported on 

the triangular wooden frame and kept in the outhouse. The winnowing fan is brought 

back home in the evening time. The purpose of all this is to ward off ghosts and demons. 

On the occasion of ‘Bhula porano, ‘bhula’, that is, the face of the demon is burnt, and the 

faces of the mosquitoes and flies are burnt. On the occasions of ‘Aalo-daalo’, ‘Bhut 

khedano, ‘Hokahoki’, only idols are not burnt, it is like the game of ‘BhutaGame’. In 

‘Hokahoki’, burning jute sticks are thrown towards the sky, and fires are lit in jute sticks 

and buried in the middle of the field. There is no doubt that its purpose is to do away with 

insects in the field. To get rid of this evil energy, one has to enter the house by warming 

one's hands and feet in the fire after returning from the crematorium. Coal fires are kept in 

the lying-in room and lights are kept on all night in the bridal chamber. While walking in 
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the dark, if one has a light in his hand, that light will not only show the way but will also 

increase the guts of the person, because demons and evil spirits are afraid of fire.43 

Ceremonies by lighting lamps are seen in different parts of North Bengal on the 

day of Kali Puja. Usually, earthen lamps are lit, but now burnt earthen lamps or candles 

are also lit. On this day lamps are lit almost everywhere in the house. Lighting 

arrangements are made in agricultural lands. The ends of three jute sticks, of usually the 

same length, are tied together and formed a ‘Tekathi’ or ‘Tekatha’. The three sticks 

spread on the other and on top of that burning lamps are placed on the agricultural fields. 

Because it is more likely to kill insects. Again, lamps are lit on the same Tekathi to give 

light to the dead souls and ancestors. In some areas, boats are made from the tops of 

banana trees and lamps are lit on them and are left to float in rivers or ponds. The 

memory of the journey to Devlok, the abode of the Gods, with the body of the deceased 

Lakshindar may be involved in this incident. The jute sticks used in Tekathi for lighting 

lamps are considered to have medicinal properties. The smoke that is emitted has its uses 

in quack remedies. The oil of the extinguished lamp is applied to the skin the next day to 

protect it from the attack of evil forces like scabies and itching.44 

 Firecrackers are burnt and sounds are made to chase away those animals like 

snakes, which have no eyesight or hearing abilities. The burning of Ravana’s idol in 

Dussehra is for the same reason. This is the modern version of burning life-size effigies of 

a person made of Kush grass or other materials.  At present, effigies of different leaders 

of the country are often burnt for the same reason. 

 Such a magic reform is prevalent in the Rajbanshi society of North Bengal. This 

sacrament is usually celebrated on the day of Kojagari Lakshmi Puja. On this day, jute 

fibers are dipped in ghee and wrapped on the head of the jute sticks, and the fire is lit in it 
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and the jute sticks are buried in the paddy field in intervals. In some areas, it is called 

giving ‘Lakhidak’. During this time the children begin to recite a rhyme! 

“Sagare dhan tonayamoneya 

Hamare dhan sidhay sona” 

Even if its purpose is to ward off evil spirits, but the objective is to do away with the 

worms and insects of the fields. 

 Such a reform is seen to be celebrated on the day before Dol Purnima and this is 

‘Burir ghor porano’, or ‘Nera-pora’, or ‘Bhera-pora’. In some regions, it is known as 

‘Bherarghor-pora’. In some places, this ceremony is celebrated on the eve of Kali Puja. 

This special reform is usually celebrated by setting fire to piles of bamboo, straw, and 

garbage in the field. In some areas, huts are built and special pujas are performed and then 

according to the convention, a fire is lit in the house after having a feast or a picnic.  

 These rituals are celebrated so that demons and evil spirits do not harm human life 

and crops. And with it comes the mentality to control the harmful symptoms of 

destruction of crops by insects and pests. There is no doubt that magical reforms are 

involved in people's daily lives and economic purposes. There is no doubt that magical 

reforms are involved in people's daily lives and economic purposes. The plays of light- 

‘Bhuta Game’, ‘Bhut khedano’, ‘Bhula porani’, ‘Lokhidak dewa’, ‘Alodalo’, ‘Hokahoki’, 

‘Mera porano’ or ‘Bherarghor porano’ etc traditional games are mainly magical 

remedial games to the get rid of insects, worms and reptiles. Just like demons and spirits, 

they are harmful to life and crops, which is why such initiation games are held to ward 

them off. It should be noted that the rhymes used in all these games also have words that 

are opposing to evil forces or their destructive power.45 
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 Another game with religious influence is ‘Sitaharan’ game or ‘Sita Churi’ game. 

The transformation of the Ramayana story can be seen in this game. This game there are 

two sides, one of Ram and the other of Ravana. Two circular houses are drawn in the 

field, one with Sita and the other with Ramchandra’s supporters. The people on Ravana’s 

side guards Sita. The ‘Sitaharan’ game is a religious version of the games ‘Bou-basanti’ 

or ‘Bouchi’. The players on Ramachandra’s side hold their breath and try to rescue Sita 

by making the players on Ravana’s side ‘more’. Another game is ‘Sita-Ramer Game’. But 

the ‘Sita-Ramer Game’ is not the game of Sitaharan. In the Muslim society, the name of 

this game is ‘Chhatur’ game. In other words, both Hindus and Muslims have adapted and 

transfigured the game according to their own religious beliefs. There is a checkerboard 

with sixteen squares, just like a chessboard. The cells are marked by letters 0, ক, ক, ক, ক, 

etc. This time the player who is interested in knowing his destiny will close his eyes and 

put his finger in a grid, and what is in that grid's destiny is told through a rhyme. In the 

‘Bangla Loksanskritir Biswakosh’, it is written about this game as- “Due to the 

uncertainty in the social life of Bengal after the Turkish invasion, people lost a lot of self-

reliance and became dependent on fate. It is those frustrations of a volatile society that 

are caught up in these games and games.” The game associated with religious reform in 

Muslim society is the game of sticks in Muharram. In the lonesome plains of Karbala, the 

Ajid army had brutally killed Imam Hussein’s army. Muharram is a religious ritual 

intertwined with the memory of this event. On this day a procession goes out with sticks 

and swords. Participants display and boast of heroism with sticks and swords in their 

hands. The desire is to destroy the evil forces. In some parts of the state of Tripura, two-

sided games as ‘Ha-du-du’ are held. By marking a boundary between the open fields, the 

army of Ajid is on one side and the army of Imam Hussain is on the other side.  A make-

believe war with sticks and swords goes on between the two sides. The events of history 
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are reflected here and Imam Hussain's side gets defeated by Ajid's side. It is noteworthy 

that while men participate in this game in the open field, girls participate and get 

engrossed in it in their inner cities for women.46 

Among the traditional games, various diversified pictures of group life can be 

found. Man, a social creature, made various provisions to maintain social order and 

discipline. With the creation of the provision, it was seen that there also was a tendency to 

violate it. And that's why he thought of punishing violators as soon as he made social 

rules. The system of justice and punishment has therefore been reflected in traditional 

games.  

Images of ancient judgments and punishments are reflected in children’s plays. It 

is seen in games like ‘Aagdom-Bagdom, ‘Iski-Miski’, ‘Iti-Miti’, ‘Aatul-Baatul’, ‘Ikir-

Mikir’ etc. These games are played by young children by sitting at home. Participating 

players sit in a circle and one of the team leaders recites rhymes, sometimes touching the 

knees, sometimes touching the ground with the outstretched hand, or touching the fingers. 

The hand or finger or knee of the hand where the rhyme ends is bent. Proceeding in this 

manner, at the end the player who will still have an outstretched palm of his hand, will get 

hit by the leader of the game on his hand or back. And it is this hitting that would serve as 

his punishment.47 

 Not only in such games but some games such punitive measures are seen in case 

of selection of ‘chor’, that is, thief or ‘buri’, that is, an old woman. Like the method of 

‘Ubudash’. In this method, the ‘chor’, that is, the thief of the game is selected. In the 

game ‘Dash-kosh’ too, the thief is chosen. The games ‘Ubudash’ and ‘Dashkosh’ are 

called the beginning games of any game. In the ubudash method, the players stand in a 

circle and the leader of the game, after pointing at ‘ubu’ or upwards, will count from ten 

to one hundred by touching each of their bodies. Whichever player gets labeled 100th at 
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the end of the counting will go out of the circle, that is, will be proved innocent. And 

whoever stays, in the end, will be made the ‘chor’ or thief, and his punishment will be to 

enact the role of a thief in the game. Crocodiles or ‘kumir’ may be selected in this way in 

the ‘Kumir-kumir’ game. Ancient literature shows that the gods often cursed the 

perpetrator to be born as animals. Then is being born as a crocodile in the ‘Kumir-kumir’ 

game a punishment for this crime? It is also seen in the game of ‘Dash-kosh’ that the 

players sit or stand in a circle, catch each other's hand and swing them while reciting- 

‘Dash, kosh, singara, bulbul, maddan’; At the end of this saying, everyone puts their 

fingers on the ground as they wish. The announcer touches everyone's finger again and 

says the same thing. If the player's previous announcement matches the current one, then 

he will be proved innocent. And the one who will be left at the end of it all is the criminal. 

His punishment will be to receive blows with clenched fists. Everyone will hit with their 

clenched fists on that player’s hand laid on the ground. 

 Among the words used in the game ‘Dash-kosh’48, there are ancient criminal 

justice and punishment systems. Researcher Asim Das has said-  

“In this game, ‘Dash, kosh, singara, bulbul, maddan’- these words are 

very important. Our idea is that some of the technical terminologies of the ancient 

judiciary has undergone such a transformation in the hands of the village boys.” 

Dr. Das has rationally established his claim by analyzing every word.49 

 The game named ‘Rakhal Raja’ or the Shepherd King has seen a change in the old 

system of justice. The players choose a king. According to his instructions, the minister 

and the commander-in-chief were elected and the other players had the role of common 

traditional subjects. Occasionally, there are scenes of war between the king and the 

courtiers with the subjects. Probably the picture of the rebellion of subjects is hidden here. 
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In this game, the ancient village chief is seen in the judge's gathering as the associate or 

servant of the minister, commander-in-chief, or the king. In ancient and medieval times, 

small and big zamindars or any powerful person used to take up or accept the title of king. 

Moreover, the team leader is seen as the king in many games. From the Mauryan period 

onwards, village chiefs appointed by the king used to collect taxes. They had co-workers 

too. These village chiefs often enjoyed kingly powers. These were the ones who protected 

the subjects from any danger or the invaders. 

Fig.3.12. Photograph collected by the researcher 

The ‘Kanamachhi’ game is an extremely popular one. This game is popular in 

different countries of the world. The western version of this game is called ‘Blind bee’. In 

this game, the person playing ‘chor’ or thief is blindfolded with a piece of cloth, he is 

Kanamachhi. The other players start teasing him by pushing him gently. And if 
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‘Kanamachhi’ catches someone and can name him, his punishment is over, and whoever 

is caught will be the ‘Kanamachhi’. During the game, the players will recite rhymes while 

annoying the ‘Kanamachhi’- ‘kanamachi bho bho jake pabi take chho’and the 

‘Kanamachhi’ will also recite, ‘Ani mani janina porer chelemani nani na’. 

In this game, sociologists have found various aspects of ancient society in 

different ways. There are various reforms of people hidden in this game. According to 

psychologists, the subconscious mind of ordinary people has a kind of fear about the 

physically handicapped. There was such a reform that if a blind person touches someone, 

he will also become blind. In the minds of primitive people, such a tactile magic reform 

was operative. If a thief touches someone, then that person transforming into a thief was 

considered a consequence of tactical magic. Moreover, the experience of getting chased 

by bees as a result of collecting honey in the forest or after throwing stones at bees by a 

naughty boy may be considered to be similar to this game. The western version of this 

game also bears a striking resemblance to this native game of ours. The rhyme of the 

western version is similar to the rhyme used in the ‘Kanamachhi’ game. The rhyme is- 

‘Ini mini mina moo kach the nigar bay the toe’ just as the fear of the physically 

challenged, the game in the Western version is the shower of hatred on the ‘Nigar’ or 

Negroes. The so-called lower castes were hated in the ancient society of India. Negroes 

are hated or despised in Western society. So even if they can’t be touched with the hands, 

there is no harm in touching them with the ‘toe’ or feet. Traditionalist Pallab Sengupta 

talks about the Kanamachhi game as-  

“There is no doubt that society is a perfect portrayal of the man. The 

revelation of primitive forest life was most probably in the games of that country 
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as well. But in the changing socio-economic way of life, it was transformed 

externally, although its infrastructure has not changed much.”50 

 Some people wanted to discover the connection between the punishment system 

of the society and the game of ‘Kanamachhi’. People of the lower caste were physically 

tortured. In the scriptures, the four castes of Vedic society are created from four places of 

the body. Thus in the case of the provision of corporal punishment also different organs 

of different castes were specified. Suresh Chandra Bandyopadhyay, in the book ‘Prachin 

Bharater Aparadhtatwa o Joun Vigyan’, has said, ‘In the case of physical punishment, 

different organs have been assigned to different castes. The following body-parts of 

Kshatriya, Vaishya, and Shudras are tortured- private parts, tummy, tongue, hands, legs, 

eyes, ears, and all over. ‘Kanamachhi’, or the blind, in the game of ‘Kanamachi’ can be 

considered as a criminal whose eyes have been uprooted, and not only was the offender 

punished with his eyes being taken out, but the punishers also made fun of him.51 

 Ashraf Siddiqui thinks the game was influenced by the ancient ghost worship 

giant culture or the demon cult. Distinguished scholar S. C. Mitra has said-  

“A theory has been recently proposed to the effect that the number of games 

played by children is survivals of demon worship. I have already demonstrated 

that the origin of several of North Indian children's games may be explained by 

this theory.”  

This game has resemblances to games like Germany'sBlind cow’, ‘Blind man’s Bluff’ of 

the French, ‘Blind goat’ of the Dutch, and ‘Aankhmandan’ of the Munda community. S. 

C. Mitra believes that this game is a special observance held during the ghost worship of 

the primitive nations of the past. 
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 Another game that can be talked about with the game of ‘Kanamachhi’ is 

‘Laengcha’. In this game, the ‘chor’ or the thief tries to touch the other players by 

jumping on one leg. The name of the game in English is ‘Lame man’, which means that 

this game is also popular in the West. There is a history of cutting off the hands and feet 

of criminals or slaves and punishing them. The same can be said about 

children'sBostadour’, ‘Baengdour’ games which are imitations of the punitive practices 

of ancient society. These games have lost their spontaneity because physical pain is more 

than pleasure in these games. As a result, they are not held with much frolic and are 

sometimes organized as the events of a school’s annual games competition. In these 

games, the hand or legs of two players are tied together, and sometimes the legs of two 

players are tied together. In that situation, the players have to reach the target, touch it and 

come back. Punishment by releasing a slave or criminal by mutilation or handcuffing was 

practiced throughout history. 

 This punitive mechanism can be found even in the discussions of the game 

‘Tikalal’. The players will come out of their house and slap the thief in the buttocks. In 

this case, if the thief can touch the player, then that player will become a thief. The word 

‘tika’ means ‘pacha’ or buttocks to the Rajbanshi communities of North Bengal. Hence, 

delivering punishments by slapping the buttocks wasn’t something new in primitive 

society, but mass beatings of criminals are not uncommon this day as well. Similarly, 

playing ‘Gutummari’ or ‘Ultabaaji’ seems to be a punitive game for the criminals.  

Multiple trends in the history of society are observed in traditional games. Not 

only archeological heritage, ethnographic history, but also the ancient, medieval, and 

even recent history of human society can be traced back to folklore. Then we will discuss 
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some of the traditional games in which the various trends of ancient, medieval, and recent 

history are revealed. 

‘Upenty Bioscope’ is a very popular game, especially for girls. This game has 

different names in different parts of Bangladesh. Somewhere the name of this game is 

‘Upanty Bioscope’52, the name of this game in Murshidabad is ‘Icecoom Byescoom’, in 

some regions the name of this game is ‘Garam Muri’. In Tripura, the name of this game 

is ‘Entus Bentus’. The last part of this game is held as a standalone game and has a 

different name too. In some places, it is named ‘Sonar tuki’, ‘Sindur tuki’ or ‘Sindur 

tokatuki’ or ‘Sindur tikoli’ in some other place. In the Kanthi subdivision in the southwest 

coastal region of Midnapore district, this portion is known as ‘Hargor’ or ‘Heltel-Beltel’ 

or ‘Jelemachh’ game. A slight difference can be noticed in these games 

 

Fig.3.14. Photograph collected by the researcher 
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So for researchers have discussed some of the popular games played here in North 

Bengal. These games will reveal the very culture and nature and tradition of North 

Bengal. The popular habits surrounding nature and simple means to enjoy pleasure at a 

time of leisure. However, this is perhaps no enough for my purpose as I intend to focus on 

how such simple things help the rustics to maintain physical ability, develop confidence, 

and co-operation. It is because such games can avoid the most popular critical diseases 

like blood pressure, diabetes, obesity, etc. 

The researcher’s discussion will highlight how the above physical fit would help 

the modern man, especially children to retain health both physically and mentally. Such 

traditional games once contributed to developing mutual understanding and a sense of 

fraternity, self-pride, and self-defense. The absence of which now devouring many vital 

qualities of men and made him subject to more complicated and integrated problems- the 

vices of a technically developed society.53 Now Researcher wishes to concentrate 

especially to focus on the culture and tradition of Rajbangsi as reflected in the games 

played by the children in this North Bengal region. These games are as follows- 

The Rajbanshis of North Bengal is engaged with many sports and games. More 

importantly, they recite interesting poems in sports time. With the least meaning, these 

songs have been prepared for the child’s enjoyment.   

 Several indoor games are played; the adults also take part in these games. One 

such is Chokor Chal Game, a game of skill. It is played with eight and a half gonda that is 

34 cowries on each side. Two sides use cowries of different sizes and colours. Nowadays, 

cowrie's are rarely found; the game is played with dry tamarind seeds by one side and dry 

gourd seeds on the other. The court is a complicated drawing. This is as follows: 
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Fig. 3.15. Source: The Sketch collected by the book of Rajbanshis of North Bengal by C.C 

Sanyal    

 Each side puts a lisp symbol on any cross of the lines, and both sides go on putting the 

symbols, whenever a symbol of one party is put in front cross of the symbol of the 

other party with no strength (his symbol) at the back, The opposite party goes 

overhead to the other turning and the symbol in front is ‘eaten up’. Thus goes on the 

game till all the symbols in hand are placed on the court. No. 2 symbols of one party 

are placed in front of the No. 1 symbol of the other party. There being no symbol 

 

 

 

 

 

 

Fig. 3.16. Source: The Sketch collected by the book of Rajbanshis of North Bengal by C.C 

Sanyal 
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of No. 2 parties at 1(a, No. 1 goes overhead to 1 (a) position, and No. 2 is “eaten up”. 

Whereas No. 2 has another No. 2. at the back; it can't be "eaten". The symbols should 

move along the lines.  

 When all symbols except those eaten up are placed on the court, the symbols of 

both sides are moved along the lines by the respective parties. If all the symbols of any 

party are “eaten up” by the other party, the “eating party” wins, or when one party moves 

his signs in such a way that the opposition party has no place to move his signs, the latter 

party loses this game; it is a skill game and sometimes takes hours to complete it appears 

to be a kind of “chess” game 

 

Fig. 3.17. Source: The Sketch collected by the book of Rajbanshis of North Bengal by C.C 

Sanyal 

 Dorkheln or Dhai game, It is just like a ha-du-du game of South Bengal. This 

game is enjoyed both by young boys and men, it can be played in an open field, A 

minimum field of 75' x 36' is enough for a six-a-side game. The game may be eight, ten, 

or twelve-a-side, and the field may be winded consequently. A line is pulled through the 

center of the field, horizontally distributing it into two halves. The Players stay on each 
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side of the middle line; It is then decided by agreement or by toss as to which side would 

begin the play. Any one member of the starting party stands on the Central line and enters 

into the opponent's territory by shouting a slogan. The players of the opponent party move 

behind, allowing him space to enter deeply into their territory. He must start and finish 

that comes back to his court in one breath. If he can touch any or more members of the 

opposition party and come back safely to his court, the members touched are 'dead' and 

go out of the field. But if he is caught in the opponent's territory and held there until he 

takes a second breath, he is 'dead' and goes out of the field. As soon as a member of a 

party is ‘dead’, the senior-most dead' member of the opponent party becomes 'alive and 

joins his party to take part in the game. In this way, when all the members of one party 

are ‘dead’, the other party wins. This is the simple play of skill and strength. Sometimes 

‘dor Game’ tournaments are held with many parties taking part and attracting a large 

crowd of visitors. Unfortunately, this play is falling into disuse, probably due to the 

impact of a new civilization and the introduction of other games. Hereunder are stated a 

few slogans which the writer could collect from the innermost villages of Jalpaiguri and 

Cooch- Behar districts. The slogan or cry is called ‘Dhai’. 

1. Chire dhai Tseng magulai, tsander gore dhul dhulai— 

dhul dhulaite rnannu dhai dekhanuku mare bhai — 

[He repeats 'mare bhai, mar-e bhai' till he comes back to his court or till he is out of 

breath.] 

2. ‘Khotsa’ kore tan tan tsokhute nagi-oe han —He repeats ‘nagi-be han’. 

3. Chir chir chir chilani dake, haria konat bagh dake—He repeats ‘bagh dak-e’. 

4. Athia Kolor thop, thop-ke marim tok— he repeats ‘marirn tok’ or ‘thop-ke marim 

tok*. 

5. Kala kotsur atha, dekhibo tor tamasa—He repeats ‘tor tamasa’. 
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6. Kala kotsu lohar dang, komor bhiria ban -He repeats ‘bhiria ban’. 

7. Etak nori betak nori, uan tsilka sonar nori—He repeats the last part ‘tsan tsilka 

sonar nori. 

8. Eltuku beltuku dekhimo tor, bap mao keto boro kheltuku -He repeats ‘kheltuku. 

9. Elore belo phul tulibar gelo — pluler mathot goma sap phoppea uthilo- He repeats 

‘phoppea uthilo’. 

The characteristic of players is as follows:- 

 

 

 

 

 

Fig. 3.18. Source: The Sketch collected by the book of Rajbanshis of North Bengal by C.C 

Sanyal 

 In most cases the boundary lines are imaginary. The lines are marked only in 

case of competitive tournaments. If any player of ‘B’ can touch any player of ‘A’ within 

the area of ‘A, in one breath, carry on the cry; and return to area ‘B’ then the player so 

touched is ‘dead’. If any player of ‘B’ is caught by the players of ‘A’ within the area of 

‘A’ and retained their till he takes a second Breath, then he is ‘dead’. 
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Fig. 3.19. Source: The Sketch collected by the book of Rajbanshis of North Bengal by C.C 

Sanyal 

 Bhuri Bhusa Game is also known as ‘Buri Choa kheIa’ as North Bengal. This is 

a game commonly enjoyed by boys, and sometimes adults also take part in the game. The 

disposition of the players is as above – Buribhusa Game is also known as Buri Choa 

Game. The game is played six aside. One boy or players becomes the Buri and sits at a 

fixed place, and the members of his side stand around him, touching his head. The game 

starts with a try while chasing towards to goal, which is a line about 30 cubits away from 

the Buri. If he can touch a participant of the opposite party in one breath and reach the 

goal, the member so touched is ‘dead’ and goes out of the field, and if anyone dead would 

get a chance to revive. As the game goes on Buri waits for a chance to go goal untouched. 

If Buri is a touch game is lost for the party. There are two parties. Usually, it is a six-a-

side game. Anyone boy becomes the Buri and sits at a fixed place, and the members of 

his side stand around him, touching his head. The other party stands in a semi-circle at a 

distance covering the goal; the goal is a line about thirty cubits away from the Buri. A 

player of bun's side starts with the usual cry as in Dor Game and approaches unto the 

goal. If he can touch a member or player of the opposite party in one breath and reach the 

goal, the memoir so touched is ‘dead’ and goes out of the field. If the announcer is 

touched by a member of the opposite party after his breath is out, he is ‘dead’ and goes 

out of the field. If he can dodge the oppositions and reach the goal without being touched, 

he comes back to the ‘alive’ and starts the game afresh. When a player of one side is 

'dead', the first 'dead' of the other site becomes ‘alive’ and joins his party, Thus the play 

goes on. The Buri be waiting for a chance, and he runs out unto the goal. In case the 

‘Buri’ can reach the goal except being touched by the opponent party, the party having 
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the ‘Buri’ wins. If he is touched by any player of the opposite party, the ‘Buri’ is dead, 

and the party loses the game. 

 Pakhi game, Is another popular game played in the Rajbanshi region in the rural 

belt? After the harvest seasons at moonlit night, it continues till late in the light.  

The field is mostly 40' x 20', and each block is nearly 6' x 8'. The court looks as 

follows;  

 

 

 

 

 

Fig.3.20. Source: The Sketch collected by the book of Rajbanshis of North Bengal by C.C 

Sanyal 

 The attacking seven players stand outside the field at place A. defending six 

players stand on the horizontal lines, one on each, and the seventh one, called the 

Ghora stand on the middle vertical line, the Ghora line. He can run along all three 

vertical lines. So life is called Bhora life. Bhora can run along with all the vertical thief 

life. The game starts with a shout. At the start of this game, one of the attacking 

players called Bhut is allowed to cross the field undisturbed. He reaches the other side 

and calls the players of his party to start by shouting ‘Bhut’. Then all the players enter 

the first block B either all at a time or in Batches. They try to cross the lines towards 

the downward arrow mark. The defending players stable on the lines try to touching 
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the attacking player at the of crossing a line. If a player can cross the sixth line 

untouched by anyone, he works up along the upward arrow mark. ‘Bhut’ also tries to 

go up. If he or the ‘Bhut’ can cross the 1st line untouched and reach the place from 

where they started, the party wins. If anyone is touched by a defending player while 

crossing a line, the entire party loses the game. Then the game starts afresh; the 

attacking party takes the defence and vice versa. This game is called ‘Daria Game’ in 

North Bengal. 

Tsor Tsor game (hides and seeks game): (1.) [The most popular game of the 

Rajbanshis is Tosor Tosor game. The game is played by six players in a team 

positioned in a circle stretched. The game was contained and developed with reciting 

poems. One such poem has been listed below:]   

1. Ada Pada Nun Khoroda 

Akna Ada Pori Panu 

Sabare Mukhot Ati Dinu 

Zae Koribe a-o, Tare Mukhot Ghao 

Zae Koribe Thu, Tare Mukhot gu 

Zae Koribe Hokka, Tare Mukhot Pokka. 

[In the song, some ginger has been distributed to all. It is said that if anyone cries on 

account of pungency, his mouth shall develop ulcers; if anyone tries to spit out, excreta 

shall fall in his mouth, if anyone attempts to vomit, insectsworms or  shall enter into 

his mouth.] 

 (2.) [Another similar game is played by five or six children stand in a circle and 

recite the following. The one is reciting moves round the back of such striking each on 

the back with his first. The last one where the poem ends to make a thief.54] 
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       2. Zhetsu tsu tsu bas barir gu 

Teora ase teuuri ase 

Tae phelabe gu 

Mama gise hal boar-na 

Bou tsoraise ohat 

Bour mathot ogun nagil 

Bap re he bap. 

[In the song, somebody has passed stools in the bamboo grove, and the birds will eat it 

up and clean the place. No one should go to remove it. The maternal uncle has gone to 

plough and the aunty has started cooking. She is very angry. It is better to run away.] 

3.  He tsu tsu tsu 

Bas barit hagi thu tsu 

Kae phelabe gu 

Mama geise mach dhoribar 

Bou zurise khola 

Bour mathot ogun nagise 

Sara hoise bela. 

[In the song, the uncle has gone fishing. He is late in coming. The mother who has 

started cooking is very angry as the day has advanced.] 

     4.  Zhe tsu tsu 

Bas barit hagi thu tsu 

Kie phelabe gu 

Mama ge hu 
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Ek katha dhan de 

Kate phela gu 

[In the song, whoever will remove the excretion, we give the uncle one Kotha (five 

observer) of paddy and he will removed it with a grafting.] 

[Note: Ada - ginger; Ekna - one; Pori Panu - having got; Bati Dinu - distributed; a-o - 

sound, noise; Ghao – uncle; Thu - spit; gu - excreta; Hokka - attempt to vomit; Pokka – 

vermin; Zurise Khola - set fire to the oven; Ogun - fire; Teora, Teori - Oird that eat 

excreta; gise, Geise - has gone; Hal Boar na - for tilling the land.] 

a) Domna - re dumni 

Sora macher ghumni 

Sak khae sukati khae 

Domna beta kothe nukae 

Dhup dhap nits tsup 

Kana kukuri bhul tulut. 

b) Domna - re dumni 

Nitsa macher ghumni 

Sak khae sukati khae 

Domna beta kothe nukae 

Tsap tsup ni tsup 

Kukurer Pudz. 

c) Domna-re domni 

Sora macher ghumni 

Sor khoe sukati khae 
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Domnar beta kothe nukae 

Kre kaua ko 

Ni tsup dhap dhup 

Kntholer bitsi bhutus. 

d) Domna-re domni 

Nitsa macher ghumni 

Sak khae sukati khae 

Domnar beta kothe nukae 

Ni tsup tsup tsup 

Tsuat dup 

Kunthe ache seithe buts. 

[These songs have practically no meaning; these are pet songs of the children at play. 

Domna - a low caste Hindu people engaged in sweeping the roads and throwing away 

dead animals; Sra or Nitsa Mach-stale or rotton fish, usually small fishes; Ghumni - 

curry; Sor - milk creams; Sukati - a curry made from dried jute leaves; kukuri - bitch; 

Pudz - pus; Kaua - crow; ko - caw; Konthol - jack-fruit; Tsua - well; dup - dive (S. C. B. 

dub).] 

 Hater Patae game, Only the female children take part in this game; Some 

children sit in a circle with stretched hands and palm upwards. One player recites a poem 

(chora) and strikes every palm with her handful. The children  on whose palm the strike 

ends with the word ‘kat’ becomes ‘pukka’, and he goes out, The poem is repeated as 

earlier and gradually one by one, 'pakka' goes out. The last sitting number is the 'thief'. 

Then other children ask her several questions which she must reply to, and this gives the 

fun of the game. 
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The poems - 

1. Itson bitson dhauri bitsaon 

Tate ache mongol kata 

Mongol kate nore tsore 

Ai kumara dak pare 

Ele re bele re 

Phul tulibar gele re 

Phuler mandala pat 

Chiri Angti hat kat 

 

2. Itson bitson dhapuri bitsaon 

Tate ache mongol kate 

Mongol kate nore tsore 

Ai kumara dak pare 

Ele re bele re 

Phul tulibar gele re 

Phuler mandala pat 

Chiri Angti hat kat 

Questions and Answers - 

First series: 

Mai mai tor kopale ki na ki 

(Kopal–forehead, ki na ki - what is) 

Sendur (vermilion) 
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Kothe palo (where have you got) 

Mama ghore chan phelaite (chun - cowdung) 

Mok konek dioo (would you give me some) 

na do mui (I would not give) 

Chhi chi tor kopalot bilaier gu (bilai - cat) 

Chi, chi, chi, chi. 

Second series: 

Mai mai tor peter ki na ki (what is inside your abdomen) 

Chaila (a child) 

Kiser tane kande (why it cries) 

Dudher tane (for milk) 

Ek ghoti dudh dinu te ki kollo 

(Have you given one pitcher full of milk? What have you done with it) 

Chaoa khaise, poati khaichee, aar kakra khale dhali dinu. 

(The child or baby has taken; the mother has taken; and the rest is thrown into the crab 

hole). 

Sei kakra dil ki (what the crab gave you) 

Ek tsapa mati (a chunk of the earth), 

Sei mati kollu ki (what you did with it) 

Adzar betar biao hoise tare danot dinu. 

(Made a gift for the prince in his marriage). 

Sei adzar beta dil ki 

(What did the prince give you?) 
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Kani muni ghora (a blind mare) 

Bandis kothe (where you keep) 

Moruts barit (in chilli garden) 

Dudh hoe keto (how much milk the mate gives), 

Ghoti ghoti (pitcher-fulls) 

Mute keto (how much water) 

Tsirit tsarat (very little) 

Hage keto (how much excretes) 

Nadae nadae (by heaps) 

Zol khoais khoais kothe (where you take her for drinking water) 

Dollat (in the low land) 

Hagi deo tor kollat (we pass stools in your lap). 

The game ends. 

The songs may be compared with the following South Bengali Song: — 

Ikri Mikri Cham cikri 

Came Elo Majumdar 

Dheye Elo Damodor 

Damodorer Hari Kuri 

Duare Hose Cal Kari 

Cal kut-te holo Bela 

Bhat Khelona Jamai Sala 

Bhate polo machi 

Kodal Diye Cachi 
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Kodal Holo Bhota 

Kha Khek Sialir Matha. 

(Nasalization is generally absent- -In ‘Hari’ ‘Kari’ ‘Cachi, ‘Bhota’. ) 

 Dual game, This is a game where only two children take part. One child says the 

first line and the other the second line. This goes on alternately. 

The song - 

Ekna Katha 

Beng-er Matha 

Ki Beng 

Holo Beng 

Ki Holo 

Bamon Tola 

Ki Bamon 

Ghot Bamon 

Ki Ghot 

Gua Ghot 

Ki Gua 

Nil Gua 

Ki Nil 

Gu Gil 

 Angul Dola game(finger pressing game); This game that can easily 

accommodate a large number of children at a place within a short time. Any one player 

sits with his one leg stretched with the finger up, Another catches the in a grip keeping the 
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thumb up. The next one players catches this thumb in his handful and keeps his thumb up 

for the other to catch. Thus four to five players dwelt the toe and the thumbs form a semi-

circle around the leg of the first one. Then all other players except the first one recite a 

song and move the hands in a circle round the toe and the thumbs, In this way pressing 

them a bit. With the last word of the song, the uppermost one becomes 'pakka' and takes 

out his hand. The song is repeated until the last, but one becomes 'pukka'. Then the game 

starts again.55 

The song of the Game - 

1. Nokta re notua 

Bhotser khotua 

Bhotser tole 

Baro bati dzole 

Dzolluk bati 

Dzolluk tel 

Ambari khan 

Paka bel 

Bel gelo fatia 

Tsikalu khail tsatia 

Ae re bhai ghor zai 

Dudh makhi bhat khai 

2. Nokta re notua 

Bhoiser khotua 

Bhoiser tole 
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Baro bati zole 

Dzolluk bati 

Puruk tel 

Ghochat ache paka bel 

Bel gelo fhatia 

Tsikalu khail tsatia 

Ae bhai ghor jai 

Dohu tsura makhhi khaai 

3. First six lines of the first song are not changed from; the seventh line, the song is as 

follows:- 

Ambari khan 

Paka bel 

Paka na katstsa 

Deo ekta chiria 

Bhuttus 

4. Nottu nottu ke re 

Adza ghorer bou re 

Amar bouta tske nai 

Noktu elae pakka nai 

Katstsa na paka 

uporer ta chera. 

5. Notko notko pan khae 

Adar ghorer khel Gamee 
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Katstsa na pakka 

De ekta charia 

The songs ‘noktare notiia’ and ‘domnare dumni’ reminds one song of the children in 

south Bengal. It is this; - 

Agadum bagadum 

Ghoradum saje 

Dhol kasor ghaghor baje 

Bajtc bajte chollo dhuli 

Dhuli gelo se komlapuli 

Komlapulir ti-e ta 

Sujji mamar bi-e ta 

Ae rongo hate jai 

Pan supari kine khai 

Pane chilo phopra 

Ma-e jhi-e jhogra 

Holud bone kolud phul 

Mamar name togor phul 

Kochi koci kumrar jhol 

O-re khoka ga tol. 

[Note: Bhois - buffalo, Khotua - wooden peg, Dzolluk - let our, tel – oil, Tsikalu - a type 

of mole. Gach – tree, Dohu - curd, Chiria - after plucking. Nottu - a sour fruit - baccaurea 

Sapida Muell. Adza- king, Tsake – tested, Chera-up. (That is the meaning in the above 

song; usual meaning - ‘is torn’ or ‘pluck’).] 
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It is observed that there are some games associated with the lifecycle. This 

includes the sports of physical movements. So, the above mentioned nine games can be 

grouped into these four broad categories: (1) Running games: Luko-churi, Rumal-Churi, 

Pittu; (2) Jumping games: Kit-kit; (3) skill-demonstrating games: Guli, Lattu, Ghuri, 

Danguli (4) Throwing games: Lathi Chhora. A four-category of games appears necessary 

to be included here. Besides, these games, there are many other traditional games that 

children play at different childhood stages. Games of more recent times that have reached 

here through metropolitan cities or urban areas(Caram, Ludu, Snakes and Ladders, 

Business, computer, and video games) are also played in Bengal. Howsoever, these are 

played by the children of the urban areas or economically better off strata. 

Traditional Games and Sports cultivate local and regional customs strengthen the 

sense of national belongings. Locally or regionally rooted traditional games encourage 

exchange between districts and regions and preserve a sense of cultural identity by 

providing marks of roots and reference. In this part, the author overview the obsolete 

traditional sports and games spread in the North Bengal rural and urban places. All of the 

data were collected from the rural and urban people of 8 districts in North Bengal, India. 

The researcher was entire North Bengal, and the data collected from people who are 

played and come across in their lifestyle of traditional games. The methods used for 

collecting data through interviews, photos, and live play demo. Some nearby obsolete 

traditional sports are evaluated from the North Bengal state of West Bengal, India and 

found that traditional sports and games played in the different regions in the previous era. 

This study concluded that traditional sports almost playing all over West Bengal state, it 

carries moral value and cultural heritage, and develops integrity among the people.  

Traditional games have a great role in the growth and development of the health 

and psyche of children. Unfortunately, today’s children no longer play traditional outdoor 
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games; instead, they are busy enjoying indoor computer games. The affinity of school-

going children towards indoor computer games positively affects the growth and 

development of their mental and physical health. Ultimately, they become prone to 

various diseases at a young age. Thus, there is a great need to make them realize the 

significance of games and sports.   Traditional sports refer to unique cultural forms from 

human beings’ history, created or created. They can reflect the common psychology of a 

nation and are seen in everyday life. On this basis, it is suggested that nowadays, when 

the global integration course is accelerating, to reform and carry forward the traditional 

Games and enrich and develop the modern sports treasury of the world are the inevitable 

trend of the development of the traditional sport.56 

Fig.3.21.  Photograph collected by Researcher 
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Fig.3.22.  Photograph collected by Researcher 

Fig.3.23. Photograph collected by Researcher 
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Fig.3.24. Photograph collected by Researcher 

Some near obsolete traditional games are the destroyed sports or disappeared in 

the previous era in rural and urban areas for leisure hours or recreational activities. Such 

as so many traditional games in North Bengal like Danguli, Ayabga-Ayanga, Bhagbandi, 

Bouchi, Chikka, Chadar Game, Dariyabanda, Chhi-Chhatar, De-Pakhal, Gaigodani, 

Golaptagar, Moghalpathan, Khadi Game, Kanamachi, Opentibioscope, Rajar Kothal, 

Chunga Game, Moroglorai, Nunta, Chamri, Dhop Game, Rojar Kothal, Hatepate Game, 

etc. – for the rural, these terms may sound as though they are from some ancient 

civilization. These are the famous traditional games played in the villages of North 

Bengal. These games were designed to develop logical thinking, building strategy, 

concentration, basic mathematics, aiming, and so on. While playing the games, the 

students learned and understood the spirit of sportsmanship.  
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The study’s objective is to analyze the contents and features of the obsolete 

traditional sports in North Bengal and terms of historical origin, present situation, and 

developing prospect.57The prime aim of this research is to bring out the obsolete 

traditional sports played in this region. This study may help to know about these 

traditional sports and game’s cultural heritage and their importance in this society. 

Sport and sporting behaviour have complex links to people’s lifestyles and 

personal dispositions regarding participation and consumption of sports. A relatively 

strict social hierarchy defines traditional Indian culture. He also mentions that children 

are reminded of their roles and places in society from an early age. Traditional Games as 

a vehicle for the world’s unity, integration, cultural diversity, peace, and physical 

activity.58  Bengal culture is the culture of the Bengal people. Bengal culture is rooted in 

the arts and ways of life of Bengalis in India, Bangladesh, Malaysia, and Singapore, and 

across the globe. Bengali culture is expressed in language, literature, music, dance, folk 

arts, martial arts, painting, sculpture, architecture, sports, media, comedy, cuisine, 

costumes, celebrations, philosophy, religions, traditions, rituals, organizations, science, 

and technology.59 

After the analysis of the data, it was found that all most people agree that 

traditional games, recreation, and leisure sports have a rich culture and heritage value to 

preserve; they are essential for passing on ancestral knowledge to the new generation; 

they sharpened observational and mathematical skills, and they develop logical 

thinking.60 The people stated that these traditional games give more fun and joy than 

other competitive games; they are suitable for all ages, so they increase the interaction 

between generations; they are most suitable for girls to enhance their overall 

personality.61 All people support that traditional games improve youngsters’ creativity; 

they improve conflict management, team building, and understanding group dynamics; 
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and they are more useful than modern games in developing children’s skills. The people 

agree that this traditional game produces integrity among the people. All the children and 

adults play in the street joined with all religious and all caste people together. It may 

result in that it proves the integrity and unit among the people. The traditional games 

develop the social culture and heritage among the people.62 The traditional games plying 

in different categories, such as some games playing in the seasonal, some are in the 

religious function, some are in the celebrations, some are in all years.63 The traditional 

games and sports with their varieties of plying throughout North Bengal develop 

humanity’s physical, mental, social conditions, and spiritual faith.64 Traditional games 

and sports may be of different kinds, but these are for personal, peace, community, human 

resource, learning, and understanding, uniting force development. Overall these 

traditional games are for fun, wellness, fitness, and social integrity. 65 

In the annexure Researcher mention some traditional games that would highlight 

the content of my thesis. Information about these games was collected from field visits 

and personal childhood experiences. The described games are selected from those which 

are popular among the children in North Bengal. It should be noted that the above-

mentioned games are also played in other parts of India with minor alterations in the 

format or play procedure, and a few of these games are played by adults as well.66 

So far, the researcher discussed the various games played in the North Bengal 

region. The researcher intends to focus on how the game reflected the culture of the area. 

The lifestyle of the people generally developed according to the natural atmosphere of the 

region. We find how the people’s unsophisticated simple lifestyle is reflected in the 

simple mode of games played in the area. However, the researcher intends to remember 

the struggle against the natural forces, the insecurity, intergroup clashes contributed to 

reflect the evolution of the culture of the Rajbanshis, their effort to synthesis among the 
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various races in the region their undauntedly fight against the natural calamities, 

interracial clashes received impetus from the games and sports practiced in the area.  

The sports, games, and amusements helped the people to keep their physical 

strength. They devise various games including prayer, worship of nature god and 

comfortable physical fits and competitive spirit as the proverb says “survival of the 

fittest” so this chapter is essential from the viewpoint of the content of my project; 

however, the Rajbanshis mostly settle mainly in Coochbehar, Jalpaiguri, Dinajpur 

districts. Thus we find due to the regional influences, and they existed in the same 

different manner and moods of such celebration though the spirit remains the same. So, 

one may rightly conclude that the need for discussing sports and games practice in North 

Bengal is a historical necessity which, as a researcher, tries to establish.  Therefore, we 

can say that's Games of chance and amusements tend to occur in situations where 

benevolence and coercion by God's spirits are perceived to be high and aggression by 

Gods and spirits is perceived above. 

 

…………………………………………………… 
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   CHAPTER – FOUR 

Socio-Cultural Context of Traditional Games, Sports, and 

Amusements in Twentieth-Century North Bengal 

 

This chapter focuses on the origin of North Bengal’s traditional games and discusses the 

socio-cultural significance of such games. It deals with one of the core hypotheses of the 

study that games should not be considered in them and hence, has the power to reflect 

different phases of the societies in which they are carried on. From this point of view, games 

may be considered as a prism through which the age-old norms of a given society can be 

reviewed. The notion that traditional games mirror real-life situations is the result of long 

ethnographic research by western scholars. Howsoever, it is not so easy to find out the 

original social context of a game; because games are one of the most archaic features that 

accompany human civilization. The huge gap in time and space makes the origin of the 

game more confusing. The only thing that can be helpful to know their origin is the games 

themselves. Through analyzing and scrutinizing these games minutely, we can arrive at 

their original socio-cultural and sacred background. In this chapter, exertion has been made 

to examine a few of North Bengal’s traditional games to trace their original functional 

significance as far as traceable.  

The importance of traditional games & sports lies in promoting cultural diversity 

along with cultural identities both at the local, national level, and even international levels, 

which is now strongly emphasized. Traditional games can form the backbone of a 

community, and UNESCO is driven to protect and promote these games to strengthening 

community spirit, bringing people together, installing a sense of pride in societies’ cultural 
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roots. Traditional games and sports are part of intangible heritage and a symbol of the 

cultural diversity of our societies. These are also efficient means to convey values of 

solidarity amidst diversity. It promotes a sense of inclusiveness and cultural awareness. 

U.N.E.S.C.O is currently implementing a pilot project to set up training camps to boost 

traditional wrestling sports for the youth of 22 African countries. Besides, traditional games 

and sports reflect on different cultural expressions and bridging cultures for a better mutual 

understanding. On the occasion of M.I.N.E.P.S (III), held in Punta del Este, Uruguay, in 

1999, the international community proposed that a significant action from U.N.E.S.C.O 

would initiate within its framework a plan to promote and preserve the traditional games 

and sports. The preservation and promotion of traditional games and sports is a fundamental 

contribution to the valorization of such an important and essential field for the intangible 

world cultural heritage. 

Most of the traditional games and sports, expressions of indigenous cultures and 

ways of life, contributing to the common identity of humanity, which has already 

disappeared, and those that are surviving are threatened of imminent disappearance and 

extinction, under the combined effect of globalization and harmonization of the rich 

diversity of world sports heritage. Traditional games and sports then become a term added 

value in terms of cultural comprehension and mutual tolerance both within the community 

of nations and therefore contribute to the edification of a culture of peace.  

The values that people achieve by playing these games are more when compared to 

the games that people play nowadays. Some of the values that people gain are that they are 

environment friendly, set up a chance to learn about our culture and history, It is suitable 

for all ages, so it increases the interaction between generations. Many modern games played 
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around the world have their origin in these traditional games; thus, there is a pride for North 

Bengal’s culture.i 

Traditional games are more useful than modern games in developing children’s 

skills. Modern games may indeed be, to some extent, beneficial for children to foster some 

skills. Games play a key role in children’s growth, especially of their overall abilities. In 

the technologically advanced society, children have more access to modern games 

currently.ii A game is not only designed for enjoyment but also as an educational aid. 

Games differ from professional work, which is usually carried out for remuneration or as a 

means to earn a living and from art, but forms being free from such constrain provides steps 

for aesthetic or ideological elements. However, it is also a fact that the distinction is not 

clear, and many games can also be considered as work. Key components of games are 

goals, rules, challenge, and interaction. Games generally involve mental or physical 

stimulation, and often both. Many games help in the development of practical skills and 

serve as a form of exercise and a tool for educational or psychological growth.  

Those who would chalk out a program for games & sports for the present generation 

should keep in mind more than one aspect. The planners not only keep their concern only 

with the present but also should be aware of the retrospective aspect of games & sports in 

the country they should mold it in such a way as to reap maximum benefit contributing 

nation's spirit as well as the interpretational spirit of the time. If all the people of the world 

wish to enjoy a full measure of personal liberty, freedom, and dignity and want to enjoy 

nature's bounty, then people have to participate in games and sports because they play a 

very vital role and prepare the younger generation for living in a world community. Games 

& sports encourage the development of healthy social attitudes. These provide a platform 
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for meaningful social interaction because sports and games are open to one and all and all 

participants with the spirit.  

Games and sports values like cooperation, friendliness, love of justice, love of truth, 

appreciating the contribution of others, etc., are essential for national and international 

integration. Games and sports have the potentiality of creating a new social order, a new 

ideology of cooperation rather than conflict and distrust. This helps in promoting better 

social adjustments and solving various social problems. Games and sports help to sustain 

interest in change and growth and transmit the same from one person to another person and 

from one generation to another. Games and sports help in securing, saving, and preserving 

the social and cultural history of the nation. They inculcate national and human values, 

respect for national culture, national history, and natural tradition, thereby paving the way 

to national integration. Participation in sports activities helps the growth of a well-balanced 

and well-adjusted personality. It enables a man to adapt to a new situation and environment. 

The sound programming of physical education, games, and sports act as a dynamic 

changing force- ever compromising with traditional thinking, attitudes, and habits.   

If all the people of the world wish to enjoy a full measure of personal liberty, 

freedom, and dignity and want to enjoy nature’s bounty, then people have to participate in 

games and sports because they play a very vital role and prepare the younger generation 

for living in a world community. Sports and games encourage the development of healthy 

social attitudes. These provide a platform for meaningful social interaction because sports 

and games are open to one and all and all participants with the spirit.  
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`  This chapter deals with one of the central hypotheses of the present study 

that most games did not originate as mere pastimes. On the contradictory, they are by and 

large the mimetic representations of certain important social functions related to the 

spiritual, magical, or divinatory practices of our ancestors. Games, therefore, cannot be 

dismissed as insignificant and childish as they replicate the collective attitude of the ‘non-

intellectual commoners’. The question of how and under what background traditional 

games originated holds the thread of the discussion of this chapter. Men are social beings. 

All their activities, their thinking, and their imagination; in a nut-shell, their whole lifestyle 

is shaped by the society they belong to. Games are also integral parts of human lifestyles 

and therefore have deep roots in society. By this, games have the power to adequately 

reflect different phases of the societies during which they are carried on. In other words, 

traditional games are like prisms through which the cultural and spiritual norms of a society 

can be reviewed. The study of people's cultures, along with their individual and collective 

ideas (as espoused by the Annalist historians), may help us to gauge the mental and 

psychological characteristics of groups of people at specified times and places.  

Unfortunately, systematic research has not been conducted so far on the society and 

cultural context of traditional games of North Bengal. The paucity of appropriate source 

material in this area remains the key problem. Nevertheless, depending on the available 

scanty secondary sources and analyzing the context of games, one can discern the social 

significance imbued in these games. The notion that some traditional games mirror real-

life situations had surfaced since the latter half of the nineteenth century riding on research 

by social scientists. Thinkers from varied disciplines such as history, anthropology, 

folklore, psychology, and others have come up with their prolific suggestions on the hidden 

significance of ‘child’s play’. In the field of history, the Annalists advocated for the 

rearrangement of history through the proper emphasis on the whole range of human 
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activities, including games. Tylor, a renowned anthropologist, envisaged traditional games 

to be potential data to reconstruct the cultural history of mankind. In his volume Primitive 

Culture, he holds that things that occupied an important place in the life history of grown-

ups in a primitive state became the play items of children in the period of civilization.  

“...thus the sling and the bow and arrow, which formed the still in the 

weapons of mankind in an early stage of existence, and are civilized reliance of 

savage tribes, have become toys in the hand's Children at the present day. Many 

games current in Europe and America are known to be sportive imitations of 

customs which formerly had a significant and serious aspect.”3  

Based on the comment of Tylor, it can be assumed that the games are mostly diluted 

versions of social customs of forefathers, and this transformation (from serious customs to 

games) took hundreds of years. 

In this context, the opinion of Stewart Culin, another ethnographer, grossly differs 

seems to be significant. Although Culin grossly differs from Tylor in the context of the 

geographical distribution of games,4 On the question of the social origin of games, he shares 

the view of the letter, in his article “The Value of Games in Ethnology (1894)”, he 

remarks.…many games were not only the products of primitive conditions but represented 

how man endeavoured to bring himself into communion and to penetrate the secrets of 

natural powers that surrounded him. Thus, we find that many early games were sacred and 

divinatory, and unless we can trace them to these conditions, we may he {be} sure that we 

have not obtained the clew {clue} to their origin.”5 

  From the ongoing discussion, we may conceive that games (at least some of them) 

are intimately associated with some serious aspects like religious beliefs and practices 

embedded with magical and divinatory significance. Noted folklorist Alice B. Gomme has 
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described games as objects of very remote origin. In her voluminous and valuable account, 

she has even attempted to construct a ladder by which games “descended from a long past 

stage of culture.”6 It is a common notion that children all over the world have the inherent 

expertise to mimic anything and everything that comes to the purview of their little world. 

Our individual experiences also show that the games children play have deep reflections of 

life surrounding them. In their playful moments, the children try to imitate different 

activities of day-to-day life. After their first acquaintance with the outer world, the children 

make rapport with the available elements near them”.7 Thus they find the bird, the butterfly, 

the flower, the frog, the cat, or even the moon as their dearest playmates of joyous moments. 

To be brief, the children personify every object they observe from dawn to dusk. In their 

make-belief world, they make sportive imitations of situations performed by the elders, 

which are otherwise inaccessible for them in real-life situations. For example, in his world 

of fantasy, a young child would imitate the policeman, but in real life, he would shy away 

from one. 

Absurdity or impossibility itself becomes absurd or impossible in the play world of 

the children. Based on this understanding of the child psyche of the present world, we find 

the same explanation for the playful behavior of children in the past. In historic and 

prehistoric times also, replicate the acts as ethnographers inform us, children used to their 

elders; particularly, the occupation of their seniors, which they were to follow in a few 

years. From this point of view, their games were role rehearsals for developing essential 

life skills.8 If we understand the logic behind a present-day child impersonating its parent 

with a mock computer or driving an imaginary car aloud, or cooking for its dolls with a 

towel wrapped around its (his/her) waist, it Would possibly not be too hard for us to 

imagine, how the children brought the practice of bow and arrow casting into their play 

world in an ancient phase of history. In the pages of history, there have been references 
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about the use of bow and arrow by the ancient people for hunting, offense, and defense, 

etc. So their children were closely familiar with this custom and playfully imitated it. The 

custom of the bow and arrow are not the only examples. Hundreds of other serious social 

customs slowly transformed (from custom or belief to child's play) in the same process as 

we have just seen in the case of bow and arrow.  

It is interesting to note here that unless the children are intimately familiar with a 

particular social custom or religious rite, they will not make it their subject of the play.9 For 

example, we do not find any direct replica of eroticism in the games of young children.10 

The explanation is easy. Little children have no direct knowledge of such intimate human 

relationships of the adults, and as they are not familiar with such relation, their game also 

does not represent such things. It is important to note here that eroticism may have its 

indirect presence in some traditional games, either in symbolic or in some obscure form. It 

is because the original custom from which the particular game developed might be 

associated with some sort of beliefs that reflect eroticism. The children, unaware of the 

essence of such custom, innocently adopted them into their play world. In the following 

part of our discussion, we have made an appropriate reference to the symbolic 

representation of eroticism in games. 

Our understanding of the foregoing discussion leads us to the conclusion that it was 

the children who imitated different customs and beliefs of the elder members of the society 

and then converted them into amusements. After the passage of considerable time, the 

original social, sacred or mystic essence of these customs dimmed into obscurity and 

morphed into the games played by the children and adults alike. This raises a pertinent 

question. Even after these customs became obsolete, how did they managed to survive in 

the games of the children, or for that matter, what was the motivating force that acted behind 

the continuity of these fossil customs from generation to generation? Gomme has identified 
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this force “as the dramatic faculty inherent in mankind”.11 So, through their innate 

dramatic impulse, children preserve particular obsolete customs and practices in their 

games.   

However, while studying the origin of indigenous games, we should keep in mind 

that the notion that games are the mimetic representations of earlier adult customs cannot 

be generalized. Otherwise, it will negate the very inventiveness of the children, which itself 

is a very forceful factor in the continuation of such games. Roger Caillois observed that 

along with mimicking adult customs into games, children have the power to create their 

pastimes according to the need of the hour.12 

We have a very interesting comment from Culin on the origin of games and their 

original authors: With knowledge of their sacred and divinity association, we need not 

concern ourselves with a search for the names of their creators or even endeavour to fix too 

closely the age of the people among whom they first appeared. They were the expressions 

of impetus common to humanity, and their form was a matter of circumstances and 

necessity.13 

The origin of games is, thus, an obscure area in the field of game research; because 

games are centers around human civilization for thousands of years, and it was not 

considered important to keep records of such things. Ethnographers inform us that games 

originated before the art of writing.14 The huge gap of time and space between the origin 

of a game and its documentation makes the origin of the game and more confusing. 

Historical sources, whatsoever, provide very marginal information and such a crucial 

condition; the only things that can be helpful to review the origin of games are the games 

themselves. Games, fortunately, lug along their history within themselves. Games are so 

expressive that minute examinations of a particular game lead us to its original social, 
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cultural, or sacred background. A humble attempt has been made through this study to 

examine a few of North Bengal traditional games to trace their original socio-cultural 

backdrop as far back as possible.  

Not only the games alone but the preliminaries associated with them, like the 

counting-out rhymes, too bear great antiquity. Before we start analyzing the social 

implications imbued in North Bengal traditional games, let us have a look at the hidden 

significance of the counting-out rhymes. The specific feature of these rhymes is that they 

belong to the realm of children, the youngest members of society. The counting-out rhymes 

are used at the very outset of a game to select a player to carry out some specific jobs as 

directed by the rules of the game. Before the game begins, the players stand in a circle (or 

in a line), and one player points to each of the other players in turn with the rhythm of the 

chanted rhyme, and him/she, on whom the last word of the rhyme falls is pronounced "out," 

i.e. eliminated from player left, who usually of exclusion is continued until there is only 

one the Bolton, is the duty in to play some undesirable and unenviable game. Unfortunate 

Newell and others inform us that in the United States, this Encyclopedia player is known 

as it and in Britain as 'He'. In the Britannica is known by we find that in many countries of 

the west ‘It particular players names like ‘wolf’ ‘devil’ or ‘leper’. In North Bengal to this 

called placed in mara (dead), chor (thief) dom (a class of people usually the lower strata of 

society and entrusted with the duty of assisting in funerals) among the Bodo tribe of North 

Bengal, this player is known as Budua (untouchable). The epithets by which this player is 

represented throughout the world foretell his/her unpleasant responsibilities in the game. It 

is worth mentioning here that however precarious his/her duties may be, the selection is 

final and bounding on the player who has to accept his selection gracefully and act 

accordingly.  
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After being acquainted with the process of selection of ‘It’ through the counting-

out rhymes, the social significance of these doggerels needs to be looked into. Counting-

out rhymes are in themselves can be an extraordinary and curious study. Gomme opines 

that these rhymes ‘contain the remains in the distorted form of some of the early 

numerals’.15 It is suggested that they originated in the superstitious practices of divination 

by lots.16 Bolton, in his canonic volume on counting-out rhymes, enlightens us about a few 

aspects of these rhymes. He ensures that these doggerels are the survivors of the universal 

custom of ascertaining an unknown fact by casting lots.17 The casting of lots was a very 

ancient practise among primitive people. It was used as a means to resolve important social, 

political, or religious questions that were thought to be otherwise unsolvable by human wit 

or reason, and hence lot-casting was considered as an appeal to the almighty to solve such 

queries. 

Bolton has assessed some purposes of lot casting, which may help us to review the 

background of these rhymes. The following is a quotation from his book: Lots were used 

to decide measures to be taken in battles, to select champions in individual contests, to 

determine the partition of conquered or colonial land, in the division of the spoil, in the 

appointment of magistrates and other functionaries, in the assignment of priestly offices, 

and in criminal investigations where doubt existed as to the real culprit. The casting of the 

lot was often associated with religious ceremonies of the most solemn character and has 

been used as a means of selecting victims for human sacrifice in the horrible practice of 

pagan savages.18 

In the context of the remark of Bolton, the peculiar North Bengalese epithet of the 

‘It’- mara - seems to hold meaning. Mara is the Bengalese synonym for dead. Hence, it may 

be assumed that this epithet is probably associated with the fateful victims of human 

sacrifice or capital punishment in some distant past. A similar backdrop may be imagined 



 
190 

in the case of chor (thief), another term to indicate the ‘It’. Thus the whole process of 

counting-out a single player may be viewed as the repetition of the old drama of selecting 

a victim or a criminal through a lot.   

If we further look into Bolton’s explanation and accept his argument that the lot-

casting ceremonies were originally conducted by the priests and the results were accepted 

as the expression of the divine will,19 then the reason behind the benevolent submission of 

the counted out player becomes clear to us. It has been mentioned already that even after 

being fully aware of his/her unpleasant role in the game, the player seldom concerned 

objects to it. The psychology that works behind such behavior is that after observing 

numerous peer instances since his/her infant stage, the player unknowingly presumes that 

his role as Mara or chor or dom is a part of divine sanction, and hence there comes no 

question of objection. The unintelligibility of the doggerels or rhymes chanted during the 

counting-out further increases the mysticism of the process in the mind of a child. 

On a close examination of the North Bengal counting-out rhymes,20 it is observed 

that in some particular rhymes (e.g. “humu humu deka dumu kacur patar thara lou /el 

khabuna bel khabu,/ dhapash dhupush Kil khabu”21) majority of the words appear to be 

mere gibberish without a meaning. Can we assume that these un-meaningful rhymes are 

then haphazard creation of the children themselves? This question brings another query to 

the forefront. Whether or not the rustic illiterate children (or even school-going children of 

the same age group) develop the capacity to compose rhymes in rhythm, however gibberish 

it seems to be outward? The answer to both these questions appears to be negative. We find 

a better solution in the writings of Paul G. Brewster. He enlightens us that the un-

meaningful rhymes/words are ‘either archaisms or unintelligible corruptions {sic} of 

words still in current use’'22. Reviewing the works of Bolton and other western scholars 

working on this field, he further suggested that the counting-out rhymes of the west contain 
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“fragments of Latin prayers from the Middle Ages, phrases from Masonic rituals, bits of 

incantations and spoken charms, words from the gypsies Romany, tinkers slang, and the 

professional jargon of strolling mountebanks”.23 Thus, although some of the counting-out 

rhymes superficially seem to be un-meaningful or gibberish, ‘under new lights (they) 

become significant and rational’.24  

Considering the suggestions of Brewster in the context of we too find some words 

used in the counting-out rhymes of this region that may have originated in the form of some 

magical charms. For instance, we may point out the use of the word ubu/abba/aba in a 

particular counting-out rhyme (e.g. ubu, das, bis, tris, challis, Panchas, Sathi, Sattar, Ashi, 

Nabboi, Eksha). The word ubu, however, has no specific etymological meaning. Besides 

the counting-out process, this word has been widely used by children in chasing games. It 

is believed that the discussion of the word ubu or aba gives a temporary respite to a player 

from his chaser. It is not in the ethics of the game to touch the player (to make him out) 

after he spells out the magic word. Children also extensively use abba in their everyday 

communication. It’s interesting to note when a child utter Aba Aba twice to undo his 

previous (foul) action or to refresh an unpleasant comment or remark that slipped out of 

his/her tongue. Thus we may observe the essence of prohibition associated with this word. 

Therefore it may be assumed that ubu or aba is a code word symbolizing some preventive 

magic.  

This assumption finds more validity when we consider the fact that from ancient 

times the people of North Bengal were famous or rather infamous for their magical 

prowess. This conclusion, however, brings a very general question to our mind. If the North 

Bengal people were so proficient in magic and if ubu is a magic word, why the word is 

popular only among the children and not among the mature members of the society? The 

answer is not far to seek. Firstly, ubu probably is the legacy of some preventive magic 
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charm. The original charm may not have existed in the present context. Even if it exists, its 

content is not public as it is a known fact that the magic charms and other related objects 

are jealously guarded by their custodians. On the other hand, no matter how sacred a 

particular ceremony or how strong the taboos surrounding it may be, it is sure to have its 

counterpart in the game of the children.25 Because, besides being clever imitators with a 

photographic memory, the children are the warmest friends of customs and tradition. “With 

changes of time, the original rituals and ceremonies may pass away... but the children, who 

are conservative, may retain and continue them till it may be difficult to trace their 

origin.”26 It is probably not worth elucidating that the same observation is applicable in the 

case of ubu too.  

Hau du du is a widely popular game not only among the people of North Bengal 

but among other Indian tribes as well. It is undeniable that this game appears to be a 

prototype of modern Kabadi, particularly based on its play-pattern and procedure. The 

extent of popularity of the game indicates that the game had a distant history, and it emerged 

out of a common historical past or social context. To some extent, the game of Hau reflects 

the incessant conflict among the warring tribal clans of a primitive age. Some historians 

observe the war strategy of early men in this game. This view asserts that the hau khel is 

the manifestation of the ancient mode of combat through raid and ambush.27 Both raid and 

ambush being the two integral parts of this game, such an assumption seems to unfurl the 

antiquity of this game in the right direction. However, there are many other aspects in this 

game that lead us to the depth of a socio-historical perspective embedded in this popular 

game. Interestingly, sports historian Ashim Das uses this game to explain how serious 

research can excavate relevant social implications of a particular game. He represents this 

game as reminiscent of conflict among ancient clans for the encroachment of land. He 

views the two opposing sides of this game as two warring clans, the two courts as their 
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respective territories, and the dividing line between the courts as the no man’s land between 

the territories of ancient races.28  

The game continues until all the players of a side become dead (mara). Here also 

we discern a particular primitive belief. Unless all the members of the rival clan die, a clan 

cannot possess their land. It is also to be noted that in primitive warfare, the object was to 

knock down and kill as more than of enemies as possible rather than capture prisoners.29 

Further, in the case of rivalry, the issue of taking revenge was a must. ‘Eye Tor an eye’ was 

the usual concept of revenge in primitive societies. Scoring revenge was considered to be 

an august duty of every Clan member and was carried on generation-wise. The Idea of law 

courts, punishments, etc., is notions that developed eventually.30 That is why, in this game, 

too, we find that to win the game, the party has to eliminate the members of the rival group 

first. In this way, it mimics some deciding confrontations of bygone ages. 

Das draws our attention to another very interesting feature of this game. While 

raiding in hau, the raider cannot change his breath. He can only exhale. To prove this, he is 

to sing a game-song for all the time he is in the enemy’s territory. Game-song, thus, is an 

integral part of the game. If the rival players detain him and force him to change his breath 

in their marked arena, the raider is considered dead. Thus we notice that proper breathing 

is the pivotal aspect of hau du du game. E.B. Tylor enlightens us that prehistoric men had 

a deep faith in the concept of the human ‘soul’. For them, breathing was the symbol of the 

soul.31 Moreover, our traditional Yogic practices also teach us that breathing adequately 

comforts prana, synonymous with soul or Atma. In a game of hau du du, the raider has to 

sing a game-song continuously, signifying life’s continuity. 

The deep belief of the ancient men in the rebirth or transmigration of the soul gets 

reflected in the game of hau du du. When a player dies or loses his chance during offence 
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or defence, the rule of this game allows life to an already dead player in the opposition 

team. Since the dawn of civilization, men have perceived that the human soul defies the 

law of mortality, and after one’s physical death, the soul does not perish along with the 

body. Instead, it reincarnates and transmigrates to another body. This primitive conjecture 

was tied to the feeling that the soul of a slain enemy would take rebirth as one’s clan 

member. The spirit of vengeance, thus, increased significantly, as these early men sincerely 

believed that the fatalities in the enemy camp would certainly strengthen their rank through 

new births. 

Fig.4.1. Photograph collected by Researcher  

In a very simple way, the hau du du Khel represents this ancient belief of our 

predecessors. It has already been stated that in this game, the game-songs play an essential 

role.  

Putul Khela is an interesting form of amusement among children of all ages. The 

term Putul is a synonym for toy or doll. The discovery of many Putuls made of terracotta 
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and metal in the Indus Valley proves the antique origin of toys. It is, of course, a fact that 

toy playing by no means matches the format of the game suggested in this study. It falls 

into the category of amusement or play (Dhemali), which lacks both rule and result. 

Nevertheless, considering the extent of its popularity, wide geographical distribution, and 

ancient origin, it is essential to review its social context. 

 
Fig.4.2. Photograph collected by Researcher 

The Oxford English Dictionary defines a toy as 

“a thing of little or no value or importance, a foolish or senseless affair, a 

piece of nonsense, a material object for children or others to play with (often in 

imitation o Some familiar object); a plaything; also something contrived for 

amusement rather than for practical use”.           

 In the popular sense also, the toy has little importance. However, the worldwide 

research on toy Culture enlightens us with a different picture. It reveals that toys are 
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anything but a piece of nonsense. That has been suggested by many experts in this field 

that the Putuls or toys are more significant than what they appear to be. They are pregnant 

with symbolic meanings and values. Through these so-called childish play-items, larger 

cultural patterns of a society may be traced32. Thus, scholars believe that toys did not 

originate as articles of amusement. Rather, it had some serious significance in the social 

and ritualistic practices of early men. It has been posited that toys were associated with the 

fertility-centered magical rituals of early pastoral societies.33. In India also toys were used 

in the expectance of children and good harvest. There existed an inner significance between 

the expectation of children and harvest. It seems that the early people perceived the earth 

as feminine energy. For them, earth and femininity are identical as both had the power to 

reproduce. They earnestly believed that the earth became fertile in the same way as a 

woman did. Therefore, to make the field fertile, they used to perform various imitative 

magical rituals. On this point, the remark of Frazer seems to be very appropriate. He writes, 

“These two things...food and children, were what men chiefly sought to procure by the 

performance of magical writes for the regulation of the season”.34 Under such a mental 

and psychological backdrop developed the fertility cult.  

That the toys in India were largely connected with the fertility customs is proved by 

the discovery of some Harappan toys made of terracotta and metal. These figures of dogs, 

bullock carts, whistles, etc., were distinctly made for child play. However, there are certain 

other figures which can by no means be placed in the realm of amusement of children. 

Their nudity, erotic postures, etc., easily draws our mind to ascertain their relation with 

some fertility generating rites of Contemporary ages.35 In a seal of the mother goddess, the 

goddess was represented in a nude form, and a sapling was seemed to protrude from her 

female organ. Regarding the symbolic and magical significance of toys, Beresin remarks  



 
197 

“Stones can be toys, but clearly not all stones are toys, and dolls certainly 

can be toys, yet we cannot assume that every small doll-like human figure is a toy. 

The oldest of what now we recognize as toys...may have been utilized for medical-

religious or healing purposes in one context and then used either for reenactment 

or parody when placed in the hands of a child.”36.  

Thus, we may see that the images or figures which were once meaningfully used 

for varied purposes in reproductive or other magical rites lost their original significance as 

time passed on and they were carried to the play-house by the children. In this process of 

transformation from magical objects to play items, the signs of nudity and other erotic 

symbols gradually diminished from these figures, and they became innocent play partners 

of numerous young generations. The relation between toys and fertility cult becomes 

clearer when we find that, in Europe, people used to make effigies of different types in the 

pre and post-harvesting festivals. The 'harvest mother' of Germany, the 'corn queen' of 

Bulgaria, the ‘harvest queen’ of Austria and England, the ‘corn maiden’ of Scotland, etc., 

are few examples of this ancient entente.37 Moreover, it has been estimated that the number 

of female toys is twelve times higher than their male counterpart throughout the world. This 

estimation also, though indirectly, indicates their association with the mother cult.38 

  In North Bengal also there is an abundance of fertility-centric harvesting and other 

seasonal festivals. Interestingly, in these festivals, we do not find direct use of Putuls or 

replicas such as the European ‘harvest queen’ or ‘corn mother’. However, symbolic 

presentation or use of toy-like objects in different shapes and forms may be identified in 

these festivals. 

 Cowry Game39 that is one of the most important ancient games played in 

Cowry is a sea shell of small shape. Cowry game is played with or without aboard. 
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Generally, four to five cowries are used in a game, and the points of a particular player are 

determined by how many cowries fall on the board facing obverse or reverse sides. At one 

time, Cowry was probably a seasonal game, and the North Bengalese ladies played Cowry 

during Bohag Bihu in expectance of adequate rain. Cowry’s game impresses us with several 

points of interest. Besides being a plaything, cowries had various other uses in Bengalis 

society. Cowry was the lowest monetary unit in Bengal, even during the early years of the 

colonial period. The Bengalese proverb mor hatat phuta cowry etao nai (I do not have even 

a single worthless cowry) proves that the cowries were the lowest monetary unit. Powdered 

cowries were used as a medicine in North Bengal. Phuta (pierced) cowries (which were 

valueless otherwise because of the piercing) were used as amulets for the newborn.  

Apart from these, Cowries’ had been widely used for sacred and divinatory 

purposes. Cowries seem to be an integral part of North Bengalis marriage rituals. In some 

parts of North Bengal, the newly married couples play cowries to increase intimacy. Now, 

It may be said that marriage is altogether nothing but a fertility ritual, and the wide use of 

cowries in marriages indicates that cowries have their origin with the fertility-centered 

beliefs of ancient men. Further, it has been already mentioned that the North Bengalis ladies 

played Cowry during the marriage in the expectance of adequate rain. Rain is also indirectly 

associated with fertility. The apparent appearance of Cowry, i.e. its resemblance to the 

female organ, may also lend support to this view. This game is popular by yet another name 

da-pasi. This name is undoubtedly the corruption of dah (ten) and Pachis (twenty-five), 

both being the second-highest and highest throws of the game. As a game, da-pasi or Cowry 

is addictive and at one time was probably associated with divination, an ancient form of 

fortune-telling. Cowry shell divination is a worldwide practice.40 Elucidating the 

underlying objects of such types of games which are associated with divination, Stewart 

Culin remarks,  
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Fig.4.3. Photograph collected by Researcher 

Fig.4.4. Photograph collected by Researcher 
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“One or all they appear as aids in that instinctive process of classification 

by which humanity endeavored to establish the connotation of unrelated facts, as 

the devices through which the gods or cosmic forces might be led to reveal the 

unknown or hidden relations that exist between man and his environment.”41  

In North Bengal, Cowry shells are still largely used for fortune-telling. The North 

Bengal proverb dah Bulile dah, Pasi Bulile paşchi also indicates some magical or 

divinatory association of this game as in the already mentioned case of counting-out 

rhymes. 

  Like the Cowry game, the Bhata-Guti or Tin-Guti game is also a very ancient 

Bengalis. In the writings of Srimanta Sankardeva and Madhabdeva, we may find a 

reference to ‘Bhata’. In this game, the players make a niche on the ground called Khubali 

or ‘Khubli’. The Bhata-Guti (small piece of wood or bamboo) is placed over the Khubali, 

and then one player strikes the Khata-Guti with the help of the ‘dang’ (a long stick with 

one end pointed) in his hand over the head of the opponents. Ashim Das has associated this 

game with fertility beliefs.42  

The belief that fertility may be achieved through the union of male and female 

forces seemed to be reproduced through this game symbolically, If we accept the Khubali 

(the hole) and the dang (the long bamboo stick) as the symbols of female and male organs 

respectively, then the Bhata Guti (the small replica of the dang) may surely be assumed as 

the outcome or product. The pan-Indian existence of this game fixes the origin of this game 

to a distant past when people believed earth and woman as identical elements and assumed 

that earth becomes fertile the same way as a woman does. This antique origin of the Bhata 

Khel points to an interesting aspect that this game was a part of some serious sacred ritual 
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embedded in the fertility cult. As the centuries rolled by, it lost its spiritual significance and 

remained among cow-herds as an insignificant pastime.  

Fig.4.5. Photograph collected by Researcher 

Marble is an enthralling game played by young and old alike. Even to the last 

quarter of the twentieth century, youngsters were seen mesmerizingly busy with their 

marble games in every nook and corner of North Bengal; almost all children, particularly 

the boys, had a huge collection of marbles of which they were proud and possessive; it was 

their prized treasure. Although marble is considered a modern game, presumably hailing 

from the west it is not. In India, clay marbles were found in the Harappan culture. The 

rounded small-shaped balls were called marbles’ only in the eighteenth century when these 

were made out of marble chips. The game of so-called marble, as the Encyclopedia 

Britannica informs us, dates back to antiquity. The earliest marbles were hand-made with 

baked clay and stones. Early people also used sea-rounded pebbles, polished nuts, and fruit 
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pits. There is a lack of sources to tell us where and when this game originated. However, 

archaeologists dug up small balls of clay and stones all over the world.  

Fig.4.6. Photograph collected by Researcher 

 

Literary records of the Greeks and the Romans inform us about their two-thousand-

year-old acquaintance with the game. Even Roman emperor Augustus in his childhood 

played this game. Marbles were discovered in the tomb of Tutankhamen (1341 BC 1323 

BC), the young pharaoh of Egypt. The Aztecs also played a form of marble. Shakespeare, 

in his drama Twelfth Night, mentioned a marble game called ‘cherry pit’.43 Peter Brueghel, 

the famous Flemish painter of the 16th century, depicted children playing marbles in his 

painting ‘Children’s Game’ (1560). Thus it seems that the marble game dates back to 

antiquity. 
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Many scholars, including W. W. Newell, Joseph Strutt, etc., have directly or 

indirectly traced the origin of this game to Rome. From Rome, this game traveled to Britain 

and other corners of Europe along with the Roman Legion, and the British spread this game 

throughout their empire all over the world. However, this theory of nineteenth-century 

Scholars is not flawless. We have evidence to prove that in India, the Aryans played a game 

Similar to marbles more than three to four thousand years ago.44 Piggott (1910-1996) has 

observed a similar type of this being played with polished nuts in the Himalayan district of 

Kangra. After keenly observing the play pattern of this game by the tribal children of 

Kangra.45 Piggott significantly remarked that the nuts used in this game were probably the 

earliest models of latter-day dice, the main paraphernalia of gambling in the modern age.46 

The remark of Piggott may be substantiated through indirect observation. Although 

extremely popular among the players, the game of marble was despised by the guardians 

all over the globe as a game played only by delinquents, and hence they tried their best to 

restrict their child from indulging in marble play. This is true even in the case of this 

restriction was mainly due to the feeling that the marble game induced a thrill of gambling 

among its players. Considering this fact, we may posit that Piggott was right in his 

observation to call this game a prototype of gambling games. 

Until now, we have discussed the antiquity of the game of marbles and tried to 

review its existence in different historical periods in different corners of the world. 

However, in the context of reviewing its social significance, we have to look upon the rules 

of playing this game. Like many other games, this game is also played with varied rules 

throughout the world. The more popular and common game, possibly the oldest. In such a 

popular pattern of the game in North Bengal, the children would dig a hole in the 

playground with the help of their toes and then throw their marbles to the hole from a 

distance of about six to ten feet. The distance varies according to the expertise of the 
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players. The player whose marble comes closest to the hole gets the first chance to strike 

the marble of the opponent. First, he is to place his marble on the recess, and then with the 

help of his forefinger, he tries to strike the nearest ball of one of his opponents. If the player 

is successful in his attempt, he gets the ousted marble (or a replacement for it) and retains 

his strike.  

Ashim Das relates the origin of this popular game to fertility beliefs. In our previous 

discussion on Bhata Khela, it has already been mentioned that the shallow depression in 

the ground signifies a female organ, and attempts to place one nut or ball in it symbolizes 

the process of reproduction. It has also been stated that earlier men in ancient times 

earnestly believed that women and land become fertile in the same way. This was probably 

because after graduating to a higher level of civilization, these men unmasked the mystery 

of child-birth but were surely ignorant about the science of natural vegetation. So, to make 

the soil more and more productive, these men performed some imitative magical rites that 

symbolized the sexual activities of human beings. Thus, the game of marbles also may be 

viewed as the mimicking of one of such magical performed for fertility.  

Girls of different age groups usually play guti game. There may be single or 

multiple participants. Small stone or pebbles called ‘Guti’ are nicely arranged on the 

ground. These Gutis are to be picked up or to be moved from one place to another in a pre-

determined sequence with the help of the fingers of the player. While moving the Gutis the 

girl player is to demonstrate through posture various household activities such as cleansing 

of house and cowshed, bringing water, preparing meals, etc., one by one. Further, she is to 

sing the correct song for each activity.47 The player is to be very cautious while playing this 

game, for if by mistake she touches a wrong Guti or a Guti slips out of her hand, or she 

recites the song related to the game incorrectly, she loses her chance in the game. This game 

seemed to acquaint young girls with the chores that they will eventually have to perform as 
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mature women. Girls were married at a very young age, and then they were to bear the 

responsibility of carrying out all the household chores. This game demands high patience 

and alertness of the players because, in real life, boaris (daughters-in-law) are not expected 

to make any mistakes in the house of their in-laws. It delineates the so-called “private” 

boundary of the woman in a patriarchal society.  

In one sense, this game may also be viewed as a part of fertility beliefs. Frazer 

maintains that in certain parts of the world, rituals in expectance of the child are performed 

by throws and movements of small stones.48 This game probably is related to certain 

magical rituals. The exclusive participation of girls in this game also indirectly lends 

support to this view. Proper philological research on the game songs (which are outwardly 

almost unintelligible) of Guti Khela may give us more information on this game’s original 

background. 

Among the Bengalese traditional games, the board-games from a major category 

board-games are played on permanent or makeshift boards either with the help of pieces 

(Guti) or the dices. Here, we shall first deal with the games played with Gutis and then 

move towards the dice games. Games like daba, Solo Gutir Khela, Pacish Gutir Khela, 

Bhagbandi,49 etc. are the best example of Bengalis board games played with pieces of 

different kinds. In most cases, seeds and pebbles are used as Gutis. Only in the case of 

Daba(modern chess), notable places corresponding to a king(Raja), an elephant(Gaja), a 

horse(Aswa), and a ship(Nouka), with four footmen(Sainya), are used. These four pieces 

(excluding the king) represent the four crops of the ancient Indian army50. That is why this 

game was known in ancient India as Chaturanga (four limbs). Chaturanga or Daba, thus is 

an imaginative reconstruction of a battlefield between two hostile armies. The game 

requires strategy and foresight and provides excellent training in warfare. Historian Basham 

has given a very lucid account of the growth and development stages of this game and its 
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diffusion from India to Europe via Persia.51 The military strategy of early people may be 

seen through some other Bengalis board games, e.g. Solla Gutir, Khela, Pachis Gutir Khela, 

Baghbandi, etc.  Solla Gutir Khela is also known as Moghal Pathan Khela, an appellation 

that reminds about the historic conic between the Mogals (Mughals) and the Pathans in the 

medieval period. 

Fig. 4.7. Photograph collected by the researcher 

Murray is another universally acclaimed authority on the board game. His book The 

History of Board-games Other than Chess (1952) is still considered the best work in this 

field, even after half a century of its first publication. Dating the origin of board-games, he 

opines that these games originated when the 'newly civilized' men had earned the relative 

security of food and shelter. With their hard-earned leisure time, they experiment new 

forms of leisure with familiar objects, and in this process, board-games were eventually 

invented.52Various games now familiar across the world owe their origins in India, 

particularly chess, ludo (including ladders and snake), and playing cards. The well-known 
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epic Mahabharata narrates an incident where a game called Chaturanga was played between 

two groups of warring cousins.53` 

The origin of various sports is not known as they have travelled over centuries from 

generation to generation. They changed modifications over the years. Here are a few games 

that have entertained the brain and the brawn. The game of chess evolved in India and was 

called Ashtapada, from the Sanskrit word meaning eight feet. It was played with the dice 

on an 8x8 black and white checkered board. Afterward, this game came to be known as 

Chaturanga, literally four divisions of the military – infantry, cavalry, elephants, and 

chariot. The snatch was called elephants, chariots, horses, and foot soldiers like the Indian 

armies. It was mainly a game of chance where results depended on how well one rolled the 

dice. It was very different from the way modern chess is played today. In the Mahabharat, 

an incident is narrated by two groups of warring cousins, the Pandavas, and the Kauravas 

played a version of Chaturanga using a dice. It was a battle simulation game that delivered 

logistics and military-strategic moves. From ancient India, this game moved to Persia in 

600 AD and was named Shatra. Thus, the Sanskrit word Chaturanga evolved and changed 

into Shatranj, as it is still known today in the Middle East and Indian continent.54  

As mentioned earlier, there is another form of board-game which is played with 

dice. These games are also termed as games of chance as chance or fate play a deciding 

role in the outcome. Among all kinds of board games, games of chance are probably the 

oldest and most widely popular. Games like tash (playing cards), cowry, pasha, etc., are a 

few examples of chance games. It has already been mentioned that such games are 

generally played with single or multiple dice. Dice are the earliest random number 

generators with an ancient but obscure origin. Six-sided dice discovered in Indus sites give 

evidence to its antiquity.55 In ancient times dices were made of bones, seashells sea-shells 

(cowry), ivory, seeds, pebbles, etc. 
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There exists a notion that the winners of games of chance have received 

supernatural or magical aids.56 In our epic Mahabharata, we may find a similar assumption 

of divine interference in the game of pasha. Games of chance like tash, cowry, pasha, etc., 

are mostly associated with fortune-telling and gambling, which finally indicates their 

relation to the ancient beliefs of divination. To attest to this notion, we may quote Tylor: 

“Arts of divination and games of chance are so similar in principle that the very same 

instrument passes from one use to the other.”57 For instance, we may cite the example of 

playing cards which are used for both fortune-telling and amusement. Playing cards, which 

usually have fifty-two cards with four suits/varieties, corresponding to the fifty-two weeks 

of a year and tour seasons, may indicate some mystical origin of this game. We have already 

discussed the association of cowry with divination. Thus, it may rightly be assumed that 

most of the chance games are the sportive survivals of the ancient practice of consulting 

fate. A study of the social context of traditional games highlights various beliefs and 

customs of early, medieval, and even colonial Glimpses of primitive Customs associated 

with a fertility cult, totem belief, taboos, divination, military combat, marriage rituals, etc. 

which have otherwise disappeared centuries ago, thus, may be traced through traditional 

games.  

“It is not, therefore, too much to say that we have in these children’s games 

some of the primitive historical documents belonging to our race, worthy of being 

placed side by side with folktale and other monuments of man’s progress from 

savagery to civilization.”58 

Sports and games as cultural traits, particularly in North Bengal, have certain 

tangible elements. One of these is the utilization of respite, which had its origin and growth 

in the agrarian-economy infancy of Pre-British India. In British India, many traditional 

games were popular in rural North Bengal. Those games were the primary origin of 
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recreation for many boys and girls as well as adult males and females of rural North Bengal. 

The in-formal folk games in the rural culture were marked by a scarcity of 

institutionalization contact. These traditional folk games as pastime recreation have been 

played by specific communities within the narrow cultural circles of the rural societies of 

North Bengal in particular for a long time. The courage of those traditional games was mere 

satisfaction as recreational activities. The participants only got the pleasure while, in 

general, there was no special role for recreation leaders and spectators, and thus it worked 

as a method without reciprocation or encouragement.  

 The British came to India with their new model of economic, educational, and 

cultural norms. In Bengal, an important urban center like Calcutta was purposely selected 

by them for trade and commerce. The new city Calcutta in Bengal, as introduced by the 

British, had its influence on the traditional pattern of recreation, including traditional 

games, sports, and own operations. This may be defined as new types of induced 

institutionalized games that innovate to a large expand the passive non-induced games and 

sports of the earlier era. 

In twentieth-century British India, many indigenous games were popular in rural 

North Bengal. Those games were the main source of recreation for many boys and girls 

and adult males and females of rural North Bengal. Folk games were popular like traditional 

games, chiefly played in rural areas that were passed along from one generation to another. 

Such games are played for physical exercise and entertainment and at the same time to 

create a competitive environment. Traditional games are divided into three groups based 

on the ground in which the games were played: land, water, and sky.  Indigenous games 

Activity Characteristics Participants initiative following are the names of few such games- 

Ayanga-Nyanga, (the tiger and goat game) Boys & girls both. Baghbandhi (capturing the 
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tiger) Boys & girls both. Baucchi, Budikapati, Baubasanti, Budir-chu. (The old Lady) Boys 

& girls. Chikka (Tug and trip) Boys Chhadar Khela (Rhyming game) Boys & Girls both, 

Chhi-Chhattar (The kite and the cocks) Boys, Chungakhela (The crackers game) Adult 

men, Danguli, (Tipcat) Boys, Dariyabanda (Stealing the salt) Boys & Girls both De Pakhal 

(Turn him around) Boys & Girls both, Ekkadokka, Satkhela and Chiriya, Chada, Ghunti, 

Diga, Khopla (Hopscotch) Girls, Elating Belating (Hello, there!) Girls, Gaigodani 

(Tending the Cows Cowherds) Ghuntikhela (Game of dice) Girls, Golap-Tagar , Baurani, 

Chadan Khela  (Murshidabad), Tukatuki (Mymensingh (Blind game) Boys & Girls both, 

Gollachhut (Touch and Run) Boys & Girls both Flying pigeons Boys & Adults, Gulikhela 

(Game of marbles) Boys, Ha-du-du (Game of Tag) Boys & Girls both, Lukochuri (Hide 

and seek) Boys & Girls both, Kanamachhi (Blind bee; blind man's bluff) Boys & Girls 

both, Mogalpathan (Draughts) Boys & Girls both, Openti Bioscope (Round game) Girls, 

Rajar Kotal (king's constable) Boys Rumalchuri (Stealing the handkerchief) Boys & Girls 

both, Holdug Tag me in water Boys Jhappuri Khela Boys Lai Khela Find me out Boys 

Flying Kites Boys & Adults.    

 For the above-mentioned game, we would try to trace its effects on the life of the 

people as we know. While History is the story of the integration and disintegration of 

human aggregates, Society and Culture has been the tremendous integrating force in men.59 

The first characteristic of the culture is continuance. It comes from the past, adjusts itself 

to the present, and moves forward to shape the future.60. Where ever we go to India, we 

find certain norms of conduct accepted by a large section of the people. There is a lapse, 

no doubt, but they are considered a departure from approved behavior even by those guilty. 

If, for instance, we talk of activity as good as Children's Game in any part of India, most 

people will understand what we mean and accept the validity of the test. In a real sense, the 
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activity may not be a game at all, but the pattern of conduct intact by the ideal will be 

expected to be confirmed. 

Characteristically, games are mimetic. Not only are they reflective of contemporary 

social life, but they have also faithfully mirrored the lives of the people in ancient times.61 

In a good many local games, it is not altogether difficult to observe customs and manners 

of relatively past times. Even when an age ends to give way to new, the traces of the past 

continue to remain in the methods and practices of people, sometimes implicating them in 

poignant events of the human race, while at other times taking the form of heroic narratives 

worthy of being cherished down the ages.62 Gollachut Game; about four thousand years 

ago, the Indus Valley Civilization developed on the banks of the river Indus. The 

foundation of this civilization, as we know, was based on slave-labour. All we have of this 

civilization-building, well-planned drainage system, the great bath, etc. testify to the 

immense contribution of slave-labour on which the civilization had so heavily relied upon63  

Fig. 4.8. Photo collected by the researcher 



 
212 

Archaeological surveys reveal, among many other things, the presence of some 

huge farmhouses. Following this, a question inadvertently arises as to who were the people 

responsible for procuring and storing crops in the farmhouses. Taking a cue from historians, 

the answer is not hard to find: the slaves. Some discoveries claim that several small 

settlements dotting the overall urban texture of Mohenjo-Daro and Harappa have 

convincing signs of a parallel slave society and which existed, according to historians, as a 

crucial determinant of the civilization concerned.64 

From the perspective of labour in the History of urban civilizations, the local 

Rajbanshi game of North Bengal, Gollachhut, and demands special attention. The game 

precisely records the condition of the lives of the slave-labour hitherto unrecorded in 

History. Taking place in a wide-open field, Gollachhut requires two teams in opposition to 

each other, with eight to ten members in each four teams. A big circle is drawn, a hole is 

dug in its middle, and in the hole is planted a stick or rod or some structure of a similar 

shape. The boundary lies at a distance of about 20-22 yards away from the circle. A member 

of a team stands holding or touching the stick positioned within the process. While 

maintaining the hand of the exclusive member touching the stick, the remaining players 

form a sort of fence, and then all the members start revolving around the circle. The member 

whose hand gets slipped from the chain during the process of revolution, or to put it 

differently, the member who gets separated from the group in the act of the specified ritual 

attempts to run towards the prescribed boundary to touch it; and the moment she/he 

succeeds in it, a point is scored immediately in his/her name. This is, however, not a simple 

business. The detached member, if touched by any other member of the opposition before 

she/he reaches the prescribed limit, is deemed disqualified. Usually, when the player runs 

to touch the boundary to secure a point s/he, as part of the decorum of the game, chants a 

rhyme or goes on making intermittent hum65. 
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There is no doubt that the game Gollachut has significant parallels to the method of 

grinding crops precisely in the times of the Indus Valley civilization. Archaeological 

sources reveal that the huge farmhouses of the time were, but circular, and bricks were used 

in their construction. The diameter of the circular farmhouse was about ten feet. A pit used 

to feature in the middle of the circle, and it was placed a big Haman. It was by the Haman 

that the crops were ground to make flour. In many ways, the Haman, with its great 

dimensions, refers to the stick/rod in Gollachhut planted in the middle of the circle. The 

circular premise made up of bricks is reminiscent of the etched circle of the game. The 

game members who make a human fence around the process share their identity with the 

guards of the big farmhouse.66 That the slaves had to continue performing their task 

ceaselessly and that without respite is somewhat clear in the way an exiled member in the 

game is brought back to form part of the human fence constituted by the members 

themselves67. The boundary, the touching of which ensures the victory of the member, 

corresponds to the same line which had existed beyond the local administration of the time. 

Since the local power held no sway in that particular region, that region, therefore, came to 

be associated with hopes of freedom and liberation for the slave-labourers. On a different 

note, Wheeler observes that the purpose of deploying guards at the outward limit of the city 

was to forcibly hinder any movement of the slaves’ escape.68 

Now a question arises: to what extent is the above-mentioned logic of continuity or 

direct reproduction of the practices in a different Spatio-temporal form possible and 

consequently tenable? How safe is it to conclude that the historic rituals of grinding in the 

huge farmhouse find their formal equivalent in the game? The answer to this has to be 

found along logical lines since no written documents are available.69. In the past times, the 

task of grinding was indeed carried out with instruments like Haman or Shil-Nora, but to 

argue that Gollachhut is directly imitative of this practice is but to miss the truth in its 
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entirety. Even today, the same practice is prevalent in parts of Kashmir and Bengal, but 

what is conspicuously missing in such practices is the presence and acknowledgment of 

slave-labour. Since we no longer live in a slave society, it is difficult to account for such 

practices in terms of slave labour, and following the same logic, if slaves do not exist today, 

then the question of guards that seems to inevitably follow from the condition of labour is 

rendered inconsequential and meaningless.70 Thus to conceive of immediate relation 

between actual historical practices and their uncritical extension in a game is but a naive 

gesture, deficient of rigorous historical examination. Controversies and debates concerning 

the question, therefore, abound.71 

However, in the meantime, another question erupts: is it not at all possible to 

account for the existence of labour following the times of the Indus Valley Civilization? If 

that is possible, would it be too far-fetched to understand the grinding system in that case? 

If the explanation of labour is possible, isn't it rational to conclude that Gollachhut is a 

direct imitation of the phenomena? Long after the example of the Indus valley civilization, 

the system of slavery did exist, but in any case, it is challenging to conclude decisively that 

crops were ground in the same way, given the scant exponent. Besides, even if it is assumed 

that the same method of grinding prevailed in post-Indus Valley times, it is not entirely 

logical to deduce that Gollachhut is its direct and continuous manifestation. In certain 

regions, Gollachhut is alternatively known as Gangachhut, for in such places, the outward 

limit/boundary of the game is called Ganga. However, the only difference is that the outer 

limit or Ganga is rectangular instead of being circular as in previous cases. 

Stuart Pigot, A. L. Basham, Kundagovinda Goswami, H. More, and a host of other 

experts in the field have pointed out-migration of the Indus people towards the East and the 

South after the decline of the civilization. Both of these regions were located outside the 

Aryan circle. It is now considered that perhaps the slaves of the time tended to move outside 
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the urban civilization to the East and the South as mentioned above. It is also probable that 

the labourers might have at some time escaped settling on the banks of the Ganges in the 

hope of being free, and especially because the Aryans could not exercise their power in 

such places. Thus what can, through this, be possibly concluded is that over the ages, the 

game underwent profound Spatio-temporal transformation until it came to be known and 

associated with the lives of the peoples (living on the banks of the Ganges); as Gangachhut? 

It has previously been stated that as part of the decorum of the game, the members 

are obliged to hold their breath for some time while uttering certain words as is done in the 

match Hadudu; or else the ritual of chanting a rhyme is followed. Let us take an example 

of rhyme from Faridpur: 

Gol Gol Bonye 

Khedu Aano . 

There is a definite implication of forcing the labour back to his work in the phrase 

Khedu Aano Tanye. In many places, Gollachhut has lost many of its rhythmic variations 

and what is, therefore, done today is merely the mechanical repetition of some words72: 

Golla Golla Chhote 

Sonar Golla Chhote. 

The slaves desperation for escape does not stand clear in the dull repetitions and 

mumblings that have come to be related to the game in the present day. This is, however, 

not unnatural, for the more a game moves far away from its socio-political background, the 

more the possibility of its erasure from local public memory. The game in the present day 

connotes nothing more than an exercise in pleasure for children. With time, new elements- 

social, political, etc. –will be added to it until the original element is so much relegated to 

the background as to become almost culturally unintelligible. For instance, in many places 
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nowadays, the ritual of planting a stick/rod in the center of the circle has evaporated. This 

has been substituted by a practice where the head of the members marks his presence by 

attaching his ankle to the hole/pit. This signifies that the grinding Haman has already 

departed from local imagination, and the more time advances, the more the game will find 

itself stripped off from its originality, given only to contingency and random adaptability. 

Ekir Mikir/ Ekri Mikri game; this is a very familiar indoor game. The children 

participating in this play settled roundly. Each of them put two hands on the ground. Some 

older people acted as the leader of the game with rhymes reciting. As soon as the rhyme 

and every word are pronounced, one finger touches the head. The last word in the rhythm 

is that the finger of the baby's finger is forward. Thus when the fingers die, the hand is in a 

futile state.  This handy hand has to be kept behind. Serially all the hands of the players 

have grasped then everybody comes to the hands or the donkey. The head wants to know 

what's in the hand of the hand. The answer and questioning continued. The Sardar then 

attempted to cut two hands. 

In the scandal, the players open their hands by pronouncing a false word. Wakil 

Ahmed is the stance to cut the thief's hand in this game; it saw a social rule of Muslim 

society being followed. That rule is the punishment of the thief by cutting the hand. Asutosh 

Bhattacharya narrated the alleged Mujumder's practice and his misdeeds. At the same time, 

he concentrated on explanations in the word shala's social context (Kinshipterm). None of 

them is in the rhyme, which is essential to be a sad historical event mentioned the historical 

personality, did not focus on that subject. According to the rhyme of the said game 

mentioned below:  

Ikri Mikri Cham Chikri 

Cham Kate Majumder 



 
217 

Dheye Elo Damudar 

Damudar Chaturer Poe 

Hingul Gache Bedhe Thoe 

Hingul Kore Karmor 

Dada Dile Jagannath 

Jaganath er Hadikuri 

Duore Bosi Chal Kari 

Chal Karte Holo Bela 

Bhat khaose dupur bela 

Bhate Porlo machi 

Kodal Diye Chaci 

Kodal holo Bhota 

Kha chutrer matha. --Rabindra sangra. 

     Mughal emperor Jahangir remitted Mansingh with his Hindu commander in 

Bengal to defeat raja Pratapaditya of Jashohar. In this situation, his soldiers made the 

journey accompanied by troops, but he was faced with many problems while crossing 

the Jalangi River. Rescued him from this problem one Muhuri employed in the kanungo 

department of Hughli named Bhabananda Samadder. After the historical role of 

Bhabananada, he said: ...when the Jaminder did not come to meet him the Bhabananda 

come boldly and Mansingh was pleased to help the king’s army in any way. 

...Bhabananada tried a lot of boats, collecting a lot of tricks. Mansingh easily crossed 

the Jalangi River.73 It was the month of Chaitra. There started a terrible storm in which 

the armies were unable to cross the river. This disaster remained for seven days. 

According to historians, many boats were thrown into the water, many elephants and 
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horses were floated, troops and war materials were also destroyed,74 Behind the Jalangi 

river, the speed of the Damodar river has been mentioned in this rhyme; this is just a 

change. The difficulties faced by the predominantly imperial army are the major 

problems that arise. Bhabananda Samadder extended extra help in this regard to the 

sufferers; he collected enough food to celebrate the worship, but he gave all the food to 

the solder. The foodstuffs have been taken by the storm and rain. That is to say that Ekkir 

Mikkir rhyme should be considered in the context of betraying Bhabananda; otherwise, 

the chameleon is likely to suffer from meaninglessness.  

 

 
Fig.4.9. Photo collected by the researcher 

Elating Belating Sailo Game; This traditional rhyming game is basically for the female. 

Two teams participate in the game, and they make conversations within themselves. A 

line is frowned upon and two teams remain on the opposite side facing each other team 

comes up to the line holding each other's hands and continues to recite the lines of rhyme. 



 
219 

The first team raises the question, and the second one answers. The one team asks the 

question, and the second one answers. For example, second-team wants' to know, “what 

news comes about?”; the first one answers, “A girl is wanted by the king” second team 

again wants to know; which girl does the king want; the first one gives the name of a 

particular girl, thereafter the information like - what attire the girl should wear, how she 

will go- are shared. Subsequently, in exchange for how much money the girl will be 

taken away, it is decided.75  

    The opinion of Asutosh Bhattacharya regarding this game is noteworthy- “it is 

based on a real tragic story full of pathos. The questioning and its answers are testimony 

of that pathos. The uncertainty of life at a particular age is picturised here- which has 

immense historical value. How a tragic story evolutionist into a sporting event – is 

impressive to note76. The social History of Bengal suggests that in the Middle Ages, 

social dignity was measured through the possession of golden utensils and ornaments 

and numbers of slaves. They did manual works from cultivating land to cleaning 

utensils.77 Even the owners kept the females as mistresses in hundreds in their harem. 

They usually were bought from markets. That means women were treated as 

commodities and they were sold and bought in markets. This naked truth is expressed 

through this game women were consumer goods for the landlords and aristocrats. Dire 

poverty compelled the poor parents to sell their daughters in exchange for money. The 

buyers had no sympathy or empathy from the heart – only money mattered. But the 

pangs of the parents have limited lees. We find a similar motive in the famous traditional 

sport (Jele mach).  

  Agdum-Bagdum game is a very familiar game the rhyme related to this game is –  

Agdum Bagdum Gharadum Sajhe 
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Dhak Mridang Jhajhar Baje 

Bajte Bajte Challo Duli 

Duli Gelo Sei Kamlafulli 

Kamlafulir Tiyeta 

Surjimamar Biyeta 

Aie Ranga Hatee Jai 

Ekk khili Pan Kine Khai 

Paner Bhitor Phopra 

Maye Jhiye Jhogra 

Halud Phule Kalud Phul 

Mamar Name Tagar Phul. –Rabindra Sangraha 

       In this game, the participant boys and girls sit in a circular round. One leader 

recites one word of the rhyme and touches the knees of a player gradually one after 

another. He even touches his knee in the same way. The player whose knee is connected 

when the last word of the rhyme is pronounced is out of the game for the next round of 

recitation, and he sits on the knees. In this way, when the knees of all players are touched 

by the leader, the game comes to an end. 

      Rabindra Nath Tagore commented on this game in the following fashion – “I 

do not know whether the lines ‘Agdum Bagdum Gharadum Sajhe’ bear any clear 

meaning or not; or if this is the perversion of any other lines of a literary piece, the source 

is ambiguous. But it is clear that a marriage procession is described the second line 

indicates some musical instrument, and it is per versed generously in different texts78  
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      The rhyme’s inner meaning is ambiguous for Rabindra Nath, but he understood 

it is about a marriage procession. In this regard, analysis of late Ashutosh Bhattacharya 

is noteworthy- “until recently the marriage procession of rural aristocrats was the 

degenerated form of war procession”. Because there was no difference between war and 

marriage procession when marriage by abduction was in vogue. The first part of the 

rhyme describes a modern form of war procession in a different mode. It was the 

description of dome-quadruple. For example, Agdum means advance guard dome army, 

Bagdum means side guard Dome army, and Gharadum means the cavalry. Once, this 

dom army guarded the western front of Bengal. The feudal king of Bengal, like the 

Bishnupur kingdom was in the safe hands of the dome army. The medieval folk literature 

of Bengal is full of their bravery. Now they have lost their social value and function as 

well, so they are extinct in people's memories. This is the reason why people fail to 

understand the meaningful lines, and the rhyme is per versed so many times.79.  

If ‘kit kit’ popular game is played between girls, then Ekka-Dokka is also a very 

popular game. It will be very difficult to found the girls in the village area who did not 

participate in this game. In this game, a line has to draw on the ground for the game 

court then the game starts with broken discs. The participant threw a disc by targeting a 

particular house. Then the disc that goes into which court it considered her of buying it, 

according to the rules of the game, the line should be crossed with jumping in one leg. 

After crossing all the lines, the player throwing a shingle over the several chambers 

where this shingle dropped may be occupied by the said player. The player has the right 

to keep his two legs only in the occupied chamber. The game came to an end when the 

player able to occupy all the chambers. On several occasions, the shingle carried for the 

chambers with the push of one leg. The players now recited some rhymes without 

breathing. Before the completion of breathing, the player has to put the shingle in any 
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chamber, failing which the chances passed to the next players. The opposition has no 

right to keep their leg to the occupied chamber of others. This game may be played 

between two players, but more than two players could also have participated. Abdul Hai, 

who was foremost among the folk game studies, commented on this game, “The interest 

of the game [Ekka-Dokka] centre’s round wining of rooms. The game hints at the eternal 

craving of a woman to build up a house of her own and feeling of satisfaction from the 

fulfillment of her desire as a mother- a craving hardly the characteristic of a man.”80.In 

the History of human civilization, men were always motivated by women to build 

houses. The role of women in the house and the domination in the house are still active 

in society.81  

Fig.4.10. Photo collected by the researcher 

But another researcher, however, raised a different view on the feature of this game 

and observed the form of the land system in it. According to him, the Eka Doka game 

consciously reflected the principal form of the Bengal land system as this Bengal was 
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fully an agricultural country. The land of cultivation is the main instrument of 

production; when the population of the country was low, there was less conflict of 

ownership over land quantities. As the population increased, the demand for cultivable 

land continued to grow. At that time, their land boundaries were set off very courteously. 

The line demarcation of Ekka-Dokka houses finely indicates that there were fine 

division and demarcation in the land. 82  This view of the said researcher further 

provoked that, for land-related problems, nobody would have been allowed to acquire 

land without permission from owners. If it was necessary to enter the land of others 

alone, it would have to be very cautious. This is for that in Ekka Dokka, one cannot enter 

the acquired land of others, and if anybody wanted to enter the other's land, he had 

jumped on the foot on the floor in one hand.  This proved to be the one hesitation to 

enter the other area.  If the land is purchased, it can stand on both sides as the right to 

enter the land.83   

 For the sake of argument, if the assumption that in Ekka-Dokka Bengal land system 

had reflected in the limit awareness. In that case, there will be a question of fertility in 

the context of women as we know the assimilation of power and women, so there was a 

tradition to accumulate women’s fertility in case of agrarian production. Similarly, the 

purchased land is also comparable at that time with fertility women.  If there was a 

question of physical coercion or matter of properties, naturally, there emerged a paternal 

demand in comparison to matriarchal. 

But basically, the Ekka-Dokka game is about girls. In this case, we face a 

contradiction. Rather, the argument of Abdul Hai and Wakil Ahmed is more acceptable- 

dreaming of women’s house, reflections of the eternal entity happened in this game. But 

with that one other context then we would add.84      
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       Therefore, highlights those major areas were in both the game and the practices 

carried out in the big farmhouses during the period of the Indus- Valley period seem to 

resemble the most, leading us to the knowledge of the point the game had supposedly 

taken its origin from. It is true that in the face of the lack of concrete historical evidence, 

it is difficult to establish the point but attending to the facts laid down by certain 

historians like Piggott, Basham directs us to question the naiveté and simplistic 

interpretation that the game so far received. To do justice to what has circulated as 

knowledge in the name of the game, one needs, therefore, to recover its actual historicity, 

the social and political strands with which it is entangled and enmeshed; this is, 

Researcher believe, what the study has precisely attempted to do. The different folk 

games included Gollachut, Ekka Dokka, Ekir Mikir, Agdum Bagdum, Elating Belating 

Sailo, etc., however, highlighted the social and cultural traditions of rural North Bengal. 

These games proved to be performed as team games, more or less, so practically it 

helped to the maintenance of the social relation in the several villages of North Bengal. 

These games were liberally practised between several communities of North Bengal and 

proved to be raised as a sign of communal harmony. However, these games have now 

been destructed or dis-appeared from the combined effect of globalization and 

harmonization of the rich diversity of world sports heritage. In this respect, Dr. Sri 

Ashutosh Bhattacharya argued in his book ‘Banglar Loko-Sahitya’ second part (Chora) 

“the identity or similarity of children’s games through the years, and the word testifies 

to the unity and continuity of culture, despite all the vicissitudes and vagaries of time 

and change and corrupting oral tradition”.85  

     In the above discussion, we have got a fair picture of games and their deep-

rooted link with society, culture, and religion. Thus as a student of History, one has to 

know that proper study of culture depends much on the study of games and sports 
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practised in a region. This thesis intends to project the racial history of various ethnic 

people, emphasizing the games and sports played by the people of North Bengal through 

ages and how far that study would reflect the correct picture of the various races of 

North Bengal, especially that of Rajbanshis. So researcher discussion about the scholars 

of the various fields becomes necessary to conclude effectively. The researcher’s initial 

attempt is to look back at the traditional games of the North Bengal region as it is socio-

cultural like is certainly different from that of other states of India, even west Bengal. 

So the researcher would discuss how the sports and games locally organize keeping 

balance with the region’s social-economic structure.  North Bengal in the field of sports 

came into the forefront in the 1950s, but it is a fact that there were potential remains 

unexplored. Researchers show how the gradual development in sports and games got 

new impetus due to the government’s social and economic efforts. The researcher’s 

personal experience found that there was a dearth of sports talents among the rustics. 

Therefore the researcher wants to make a comparative study of the past and present to 

see a future direction. This may have also used as a model of human interaction with 

unpredictable sources of nature, divination, or the quest for supernatural guidance in 

dealing with life contingencies. 
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                  CHAPTER: FIVECCCA 

      CONCLUSION: 

The thesis titled “Traditional Games, Sports, and Amusements in twentieth-

century North Bengal: A historical Perspective” has been aimed merely to state the 

sports and games played in North Bengal in the twentieth century but to categorically 

point out how the games and sports practiced in North Bengal reflect its culture and 

contribution to the life of the Rajbangsi’s and how the Rajbangsi sports and games 

contributed to the section of people in North Bengal known as Rajbangsi’s. The study 

intends to point out the social life of the people of Rajbangsi and how its unique 

tradition contributed to the people of North Bengal, comprised of various ethnic 

groups and living in the region through the ages. 

The present thesis proposes to examine and study the genesis of such 

traditional games. Thus games were closely associated with the land of North Bengal 

from a historical perspective. However, some alternations were done while playing in 

southern Bengal. However, the state taking the initiative to pressure the original traits 

of these games, the study also intends to view the historical problem point of view and 

trying to find the role. The study will also adopt the sociological aspect, trying to find 

the role these games played in creating an identity of specific communities of the 

region. This work intends to project popular games and sports and their impact on 

different spheres of life today.  To do this, the researcher decided to work in a parallel 

and contingent way, studying the different aspects of games, both general and specific, 

not even forgetting a section dedicated to present the ideas and projects that can be 

used for the diffusion and the rediscovery of forgotten popular games. 
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Social life cannot remain unchanged as every current of change, be it political, 

social, or demographical, contribute unknowingly to the life and thinking of people. 

So, the study not only discusses games and sports but with equal importance 

delineated the factors that contributed to the shaping of the life of the people. While 

the researcher stresses the games and sports, he had to go beyond the region and look 

to the other colonial nations, and in support of his content, the researcher had to take a 

glimpse of those international organizations that are working their brains to form 

policies that will help the nations to retain their cultural heritage and at the same time 

make those useful for today’s mechanical world. A world most sophisticated and 

technically advanced and mentions what they think of traditional games and sports and 

what important influences they leave on the history of human races. Hofstede (1984) 

rightly points out; culture is the collective programming of the mind that distinguishes 

the members of one group or category of the people from another. This mental 

programming starts within the family, continues within the neighborhood, at school, 

society, and the community throughout their lifetime, which contributes to the overall 

socialization process of the people.  

The word twentieth century, therefore, is not very specific. At a time, my 

discussion seems to go beyond every content, but that is not random but to render 

concrete support to my discussion. Thus the games and sports of Rajbangsi’s need not 

be considered an attempt to segregate Rajbangsi’s but to focus its contribution to the 

nation as a whole. India is, as Professor Smith says, an “anthropological museum”, 

and to understand, we must emphasize each race that contributed to the growth of 

India as a nation. My attempt, therefore, is to preserve every minor ‘specimen’ and to 

contribute to the ‘Anthropological museum.’  
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    Traditional games and sports cultivate local and regional customs and 

strengthen the sense of national belonging. Locally or regionally rooted traditional 

games and sports encourage exchanges between districts, citizenship, and regions and 

perpetuate a sense of cultural identity by providing marks of roots and reference. In 

this thesis, we outline the traditional games and sports of North Bengal. North Bengal 

has quite a several traditional games and sports which are played mostly by kids but 

still are desired by other people of any age since it just reminds them of their 

childhood days. These are fun to play with. Though with the advent of computer or 

video games and of late mobile games, kids prefer to spend their time indoors, still 

these games are very popular. The stunning difference between the games played in 

the previous and present generation clearly shows that we have almost forgotten most 

of our valuable traditional games. 

In concluding my thesis, Researcher have not only taken a long lingering look 

at the past and evaluated how the sports, games, and amusement in North Bengal made 

his safe journey from the ninetieth to the twentieth century. The content of this 

research will certainly pave the way for others to explore the field and contribute to 

helping the sports organizers to formulate more effective policies for the games and 

sports that would be more effective and useful for the people of the twenty-first 

century. 

In the subject matter of global history of sports and games there have some 

indigenous and migratory games, how they originate under geographical and 

environmental condition and how they emerge as a part of leisure, vanished and 

replaced traditional games of India under colonial conditions, focusing of north 

Bengal, there have some games are dominated by region , some are common to Bengal 

and few are typical to north Bengal, which traditional games are played by which 
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social, cultural, gender and ethnic groups, some games played for cultural practice and 

some played for amusement, gender implication plays grate role, since the work of 

twentieth century which certain traditional sports and games  are vanished and under 

which historical circumstances traditional games are designed with political objectives 

under which political circumstances, above all these topics are briefly mentioned in the 

first chapter and elaborately discussed in others chapter and research question, 

hypothesis, objectives, methodology, significance of the study, suggestions of the 

study, and review of the literature also mentioned  in chapter one. 

In the second chapter is an attempt to discuss the features of games in a 

general context and their significance in society. The study of the scholars is available 

in the field and gives a comprehensive account of the game theories, as well as 

different genres of games, based on its game plan, covering physical and mental 

involvement. To assert its role in the sports culture of North Bengal, the researcher 

overview  North Bengal’s traditional games and sports supported by ample examples. 

Moreover, along with it, the Researcher focused on different contextual functions of 

the games referring to in the context of the purpose. To a large extent, the literature 

survey and the field study added to the chapter to support the content in the later 

chapters.  

In chapter three, Researcher have discussed dynamic aspects of sports and 

games, sharing their functional dynamics and try to reflect how those games and sports 

justified hosted observations in 1984 and from that angle. The chapter assesses the 

traditional games and sports how led to the education and cultural unifications in North 

Bengal. In chapter three, thus researcher necessarily discussed the historical 

perspective of how various local games played in North Bengal and how with time. 

There were changes in the mode of the games and gradually got more discipline. That 
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is the game technically converted into sports but having roots in origin.In this context, 

we have seen the commonness of games played in different countries by varied races, 

which don’t differ much in spirit and even in forms. Thus folklore, played as referred 

to in different places, is no exception from the game Teesta Buri Khela, Madan Kam 

Khela. In the case of other divisions, we can safely quote Danguli, Guli, Kith Kith, 

Dariabanda, Gollachut naturally comes under the definition of above mention 

historians and sociologists. So to conclude, this chapter certainly would be meaningful 

in the context of this thesis, and traditional Games, Sports, and amusements may be 

regarded as an important feature of Socio-Cultural life in North Bengal.  

However it is an admitted fact that our discussion, to make fruitful need a look 

beyond the picture of the traditional games and sports not only from the regional point 

of view but North Bengal being an important region both Politically and 

Economically, Researcher had to go beyond the region and cover the sports and games 

as evolved in the context of India and draw references from other states too. So far, the 

researcher discussed the various games played in the North Bengal region. The 

researcher intends to focus on how the game reflected the culture of the region. The 

lifestyle of the people generally developed according to the natural atmosphere of the 

region. Researcher find how the unsophisticated simple lifestyle of the people reflected 

in the simple mode of games played in the region. However, the researcher intends to 

reflect the struggle against the natural forces, the insecurity, and intergroup clashes 

contributed to reflect the evolution of the culture of the Rajbangsi’s, their effort to 

synthesis among the various races in the region their undauntedly fight against the 

natural calamities, interracial clashes, received impetus from the games and sports 

practiced the region.  
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The sports, games, and amusements helped the people to keep their physical 

strength, and they devise various games including prayer, worship of nature god and 

simple physical fits and competitive spirit as the proverb says “survival of the fittest” 

so this chapter is important from the viewpoint of the content of my project however 

the Rajbangsi’s largely settle mainly in Coochbehar, Jalpaiguri, Dinajpur districts. 

Thus we find due to the regional influences; they existed in the same different manner 

and moods of such celebration though the spirit remains the same. So, one may rightly 

conclude that the need for discussing sports and games practice in North Bengal is a 

historical necessity which, as a researcher, tries to establish.  Therefore, we can say 

that games of chance and amusements tend to occur in situations where benevolence 

and coercion by God’s spirits are perceived to be high and aggression by Gods and 

spirits is perceived above. In the annexure Researcher mention above fifty traditional 

games that would highlight the content of my thesis. Information about these games 

was collected from field visits and personal childhood experiences. The described 

games were chosen from those which were most popular among the children. It should 

be marked that some of these games are also played in other states of India with minor 

alterations in the game format, and some of these games and sports are played by 

adults as well.  

Chapter four has been focused on the origin of traditional games of North 

Bengal and discusses the socio-cultural significance of such games. It deals with one 

of the core hypotheses of the study that games should not be considered in them and 

hence, has the power to reflect different phases of the societies in which they are 

carried on. From this point of view, games may be considered as a prism through 

which the age-old norms of a given society can be reviewed. The notion that 
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traditional games mirror real-life situations is the result of long ethnographic research 

by western scholars.  

However, it’s not so easy to find out the original social context of a game; 

because games are one of the most archaic features that accompany human 

civilization. The huge gap in time and space makes the origin of the game more 

confusing. The only thing that can be helpful to know their origin is the games 

themselves. Through analyzing and scrutinizing these games minutely, we can arrive 

at their original socio-cultural and sacred background. In this study, an attempt has 

been made to examine a few of North Bengal’s traditional games to trace their original 

functional significance as far as traceable.  

It is evident that sport, explicitly in this age of increased participation, holds 

many meanings for its participants as well as having a significant impact on our 

society. Thus it is obvious that the researcher would like to discuss more critically the 

link between play, sports games, and culture, it shows how they are not only 

interlinked with one another, but they jointly contribute to shaping the growth of the 

region in particular and society in general. 

When the British came to India with their new model of economic, educational, 

and cultural norms. In Bengal, an important urban center like Calcutta was purposely 

selected by them for trade and commerce. The new city Calcutta in Bengal, as 

introduced by the British, had its influence on the traditional pattern of recreation, 

including traditional games, sports, and own operations. This may be defined as new 

types of induced institutionalized games that innovate to a large expand the passive 

non-induced games and sports of the earlier era. Sports and games as cultural traits, 

particularly in North Bengal, have certain tangible elements. One of these is the 
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utilization of respite, which had its origin and growth in the infancy of agrarian-

economy of the Pre-British India. In British India, many traditional games were 

popular in rural North Bengal. Those games were the main origin of recreation for 

many boys and girls as well as adult males and females of rural North Bengal. The in-

formal folk games in the rural culture were marked by a scarcity of institutionalization 

contact. These traditional folk games as pastime recreation have been played by 

specific communities within the narrow cultural circles of the rural societies of North 

Bengal in particular for a long time. The courage of those traditional games was mere 

satisfaction as recreational activities. The participants only got the pleasure while, in 

general, there was no special role for recreation leaders and spectators, and thus it 

worked as a method without reciprocation or encouragement.  

During the British regime in India, Bengal was ahead in all types of 

revolutionary activity, much influenced by different elements of the then Bengalis 

society. Those elements were the impressions of some great thinkers or philosophers, 

the impact of Akhara, Bratachari and revolutionary activities, influence of indigenous 

rural games, great clubs, and other physical activities of North Bengal regarding the 

physical culture of the Bengali peoples. Bengali’s physical culture was very much 

influenced by revolutionary operations of clubs or Akharas, and at the same time, it’s 

proper to mention that in rural North Bengal, there was great storage of traditional 

games. In British India, Bengali people were very much fond of indigenous rural 

games and sports as well as Bratachari dance and activities.  

In the rural areas of North Bengal, some indigenous or folk patterns and some 

borrowed patterns of games are played by the children and youths. The borrowed 

games are mostly Western in origin as introduced by the British in Calcutta and came 

into the villages by culture- contact. Both categories of games are played side by side, 
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but it is worth mentioning here that frequencies of borrowed modern games are large 

in the surrounding villages of an urban spot, and it decreases in the interior villages. 

This is due to the fact of physical and cultural communication and hence, the degree of 

urbanization. Those traditional folk games are far less formal than modern urban 

games. The rules of them are relatively simple, unwritten, legitimated by custom, and 

sometimes revised to fit the circumstances of the moment. The names and rules 

prevalent in one locality or village often differed sharply from those with another.  

Those patterns are passed from player to player in the almost pure oral tradition with 

no reference whatever to print and probably with negligible guidance from trainers, 

parents, or recreation leaders. No bureaucracies or referees’ supervision is required.  

So researcher would discuss how the sports and games locally organize 

keeping balance with the social-economic structure of the region.  North Bengal in the 

field of sports came into the forefront in the twentieth century, but it is a fact that there 

were potential remains unexplored. The researcher’s personal experience found that 

there was a dearth of sports talents among the rustics. Therefore he wants to make a 

comparative study of the past and present to find a direction for the future. This may 

have also used as a model of human interaction with unpredictable forces of nature, 

divination, or the quest for supernatural guidance in dealing with life exigencies. So 

the researcher discussion about the various aspects of games and sports. Successfully, 

and we can conclude that this aspect is regarded as part and parcel of the rural society 

and culture of North Bengal. 

In light of the above discussions, we have got a fair picture of games and their 

deep-rooted link with society, culture, and religion. Thus as a student of history, one 

has to know that proper study of culture depends much on the study of games and 

sports practiced in a region. This thesis intends to project the racial history of various 
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ethnic people, emphasizing the games and sports played by the people of North Bengal 

through ages and how far that study would reflect the correct picture of the various 

races of North Bengal, especially that of Rajbangsi’s, have been dealt with. So 

researcher discussion about the scholars of the various fields becomes necessary to 

conclude effectively. The researcher’s initial attempt is to look back at the traditional 

games of the North Bengal region as it is socio-cultural like is certainly different from 

that of other states of India, even west Bengal.  

In regards to the attempt of preservation and reuse of traditional games in some 

modern context, there always exists some orthodox skepticism that weather such 

attempt will reduce the game to some subservient roles and mummify them only for 

tourist attraction. However, it should be remembered that tradition is not something 

static. It is rather a dynamic concept constantly evolving over the ages rediscovering 

itself in different forms. It will be wrong to assume that traditional games are handed 

down to us in their original unaltered shapes. The very act of transition of these games 

from one age to the other introduces changes. While diffusing from time to time, a 

tradition cannot move of its own. It is the people involved who through their affection 

on participation operate as a bearer of a particular tradition from one generation to the 

next. In this process, they endorse it according to the need of the time and space. The 

suggestions of this thesis on the preservation of games have been made on the basis of 

such understanding.  

Throughout this study it has been repeatedly asserted the most of the traditional 

games of north Bengal did not originate as recreational activities. With the change of 

time the original significance embedded in these activities faded out and the habit of 

imitation by the children, converted them into games. It is, therefore, suggested that no 

tradition can be restricted by any permanent context. The context keeps changing with 
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the demand of time and endorsement of the people who share it. Obviously, the 

modern contexts suggested by this study for the reuse of traditional games will lose its 

original significance after few decades and who knows, at the hand of some 

enthusiastic and creative child and adult, these contexts may give way for the creation 

of some new games and thereby validate Huizinga’s thoughtful conviction that 

civilization arises and unfolds in and as play. 

Thus despite the interplay of the inter linkages between the various historical, 

social and economic forces leading to the gradual waning of the popularity of the 

traditional games of north Bengal, it is expected that these games, with all their social, 

cultural, and historical significance, will be preserved as one of the state’s precious 

historical and cultural heritage, and thereby contribute to the national and world 

cultural heritage, as well. Amusements is complementary of games and sports. 

Generally most of the games are played for the purpose of getting fun in entire north 

Bengal there are innumerable games which are performed on great variety of occasion 

as amusements as ritual. Amusements may be regarded as an important features of 

socio-cultural life in North Bengal. So the word amusements has kept on the tittle of 

this thesis.  
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ANNEX: II 

DRAFT INTERNATIONAL CHARTER OF TRADITIONAL GAMES 

AND SPORTS 

Preamble: 

Recalling that the united nations declaration of Human Rights has Recalling that 

the United Nations Declaration of all rights and enshrined in its Articles that everyone is 

entitled to all the rights and freedoms set forth therein without distinction of race, color, 

sex, language, religion, political or other opinions, national or property, birth or other 

consideration,  

Recalling the principles of the International Charter of Physical Education and 

Sport adopted by the UNESCO General Conference in November 1978, in particular, 

which underscores the importance of the national tradition of sport (Article 1.2),  sports 

designed to suit the institutional, cultural socio-economic, and climatic conditions of each 

country, with priority accorded to disadvantaged groups in society(Article 3.1) and to take 

into account the opportunities offered by the natural environment (Article 5.3),  

  Recalling the Declaration of Punta del Este of December 1999, of the Third 

International Conference of Ministers and Senior Officers in charge of Physical 

Education and Sport (MINEPS II ) that had decided to support a policy of preserving and 

enhancing traditional sports and indigenous sports and games based on the cultural 

heritage of regions and nations, including a worldwide list of Traditional Sports and 

Games, and of encouraging the holding of regional and world festivals (Declaration 8).  
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Convinced that most traditional sports and games are already lost and that the 

remaining ones are in imminent danger of disappearance and extinction, owing to the 

various tendencies of globalization, and standardization of the rich diversity of sports 

heritage in the world,  

Taking into account the important values that traditional sports and games offer, 

through the educational, Culture, communicative, and health-promoting role towards the 

overall development of the individual human being and one’s community,  

Bearing in mind that traditional sports and games are expressions of the native 

culture and life systems contributing to the communitarian identity of human beings, 

Considering that traditional sports and games being less susceptible to the temptations of 

excessive commercialization, manipulation, and doping, can strengthen the values of 

sports activity and the spirit of “fair- play’’,  

Stressing the importance of the traditional sports and games as a safer and a 

cheaper means of minimizing medical and social costs, as well as the prevention and 

dissuasion of juvenile delinquency and violence arising from the lack of opportunities for 

healthy physical activities,  

Further taking into account that traditional sports and games do not demand 

substantial material and financial resources or investments, but they can contribute to 

better intercultural understanding and mutual tolerance, both within and among the 

communities of nations, which will contribute to building a Culture of Peace,  

Proclaims this International charter to improve broadening the accessibility to 

healthy recreation, physical education, and Sports for All by preserving, supporting, and 

promoting traditional sports and games all over the world assuring the continuation of the 
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rich diversity of world heritage of sports culture for the services of humankind, and 

urging the governments, competent non-governmental organizations, educational, cultural 

and social institutions, communities, families, and individuals themselves be inspired 

thereby, and to disseminate it and to take all efforts to realize it. 

Article: 1 The contribution of traditional sports and games to "Sport for All" 

1.1 The fundamental right of movement, sport, and' games as a constituent of the quality 

of life and development of a whole person must be guaranteed both within the educational 

system and in the other aspects of social life. 

1.2 The role, which traditional sports and games can play in the realization of this 

fundamental right had to be carried out and must be increasingly used. 

Article: 2 World heritages of traditional games and sports 

2.1 The different native cultures in the world have brought out a diversity of traditional 

sports and games. They are expressions of the richness of a nation's culture. It is a serious 

task to preserve and promote the practice of this diversity. 

2.2 A lot of traditional sports and games belong to the national, regional, or worldwide 

cultural heritage. It is necessary to strengthen the acknowledgment of traditional sports 

and games. 

Article: 3 The social and cultural values of traditional sports and games  

3.1 The traditional sports and games contribute to a life of mutual understanding and 

peaceful behavior among different cultural and social groups, communities, and nations. 

They are means of their identity. Therefore the significance of traditional sports and 

games must be strengthened and the opportunities: for practicing them must be held open 
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for all human beings especially for young people and physically challenged and 

disadvantaged groups in the society 

3.2. Traditional sports and games have their regulations and standards with no need for 

globalization or standardization. For their further development, due attention should be 

given on their values, originality, and the needs of those practicing them. They should be 

protected from any kind of commercialization that affects the cultural heritage and values 

of traditional games and sport. 

3.3. Traditional sports and games while not needing expensive facilities and equipment 

should be promoted in all parts of the world, especially where the resources are low. 

3.4. Traditional sports and games, which did not yet suffer extensive commercialization 

and doping manipulation, could be used for promoting the morale and the spirit of fair 

play. 

3.5. Traditional sports and games could be an effective tool for the promotion of tolerance, 

mutual understanding, respect, and peace in a culturally diverse society 

Article: 4 Dangers of preserving and practicing traditional sports and games 

 4.1 All measures should be taken to build awareness of the significance and importance 

of traditional sports and games. 

 4.2 Care should be taken to ensure that the tendencies of globalization and 

standardization do not lead to the wide extinction of traditional sports and games. 

4.3 Traditional sports and games could be modernized and adapted cautiously according 

to the needs of the living generation without affecting their originality. This process must 

be not misused by tourist interest.  
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Article: 5 Aims and measures to preserve and promote traditional sports and 

games 

5.1 Traditional sports and games must be presented at local, national, and regional 

international festivals with high publicity to strengthen the awareness of their values, 

significance, and importance. 

5.2 Governmental and non-governmental organizations should extend support for 

planning and organizing festivals of traditional sports and games at all levels and take into 

account the special specific needs of groups like the elderly, handicapped, young people, 

children, etc. 

5.3 Traditional sports and games should be incorporated, introduced, and promoted in the 

work of schools, communities, institutions, and organizations both governmental and 

non-governmental 

5.4 Traditional sports and games have to be adopted or implemented in recognized sport 

programmers like "Sport for All" or "Sport and Health" to promote their popularity and 

survival. 

5.5 Traditional sports and games have to change cautiously because of the progress of 

civilization and must be made fit for the exchange of sport within different cultures. 

5.6 All efforts must be made to revitalize traditional sports and games with due respect to 

the needs of human beings in modern civilization. 

 5.7 The governmental and non-governmental organizations are required to integrate 

traditional sports and games in their respective supporting programs. 
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5.8 The mass media are requested to present and promote traditional sports and games in 

an appropriate manner, given their importance and values.  

Article: 6 Traditional sports and games as the heritage of sport culture 

6.1 Traditional sports and games contribute to the world heritage of sports culture. 

Research, preservation, and promotion of traditional sports and games must be at the 

center of a global policy on culture and sport.  

6.2 (option 1) Traditional sports and games must be enlisted in a list/encyclopedia on the 

World Heritage of Sports Culture. For inclusion in such a list/encyclopedia, due 

consideration must be given on the following aspects: special role in the cultural identity 

of the concerned people, the existence of well-defined rules in the game, role in 

promoting regional and local consolidation.  

6.2 (option 2) It is essential to draw up a list of sportive cultural heritage compiling 

traditional sports and games that meet the following conditions: 

 A particular role in representing the cultural identity;  

 A sportive identity opposed to modern sport,  

 Specific regional origins and particularities 

 Historical tradition;  

 Cultural complexity and ethical quality;  

 The relevance of the designation "Sport for All” whether in the country of origin 

or during international exchanges. 
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6.3 It is necessary to establish an Encyclopedia of Traditional Sports and Games at the 

local, national, regional, and international levels. All| efforts must be made to attain this 

objective 

6.4 The research into traditional sports and games and their contribution to the knowledge 

of the various cultures and mankind must be intensified, broadened out, and supported by 

governmental and non- governmental organizations. 

6.5 The effort to conserve dying and bring back lost traditional and indigenous sports and 

games for the future generation by museum presentation has to be supported. 

Article 7 National and international cooperation 

7.1 The governments of Member States of UNESCO are invited to increase their moral 

and material support in preservation and the promotion of the traditional sports and games. 

7.2 The Director-General of UNESCO is requested to take all necessary steps to ensure 

that the aims and objectives of this Charter are fully implemented. 

7.3 The Intergovernmental Committee for Physical Education and Sport (CIGEPS) of 

UNESCO is requested to elaborate mid and long-term strategies for the promotion and 

protection of the traditional sports and games, as well as to monitor the implementation of 

the same and the goals and objectives of the Charter. 
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APPENDIX: ‘B’ 

LIST OF TRADITIONAL GAMES & SPORTS IN NORTH BENGAL 

 

 AAM PAKA KHELA 

 NALCHUTI KHELA 

 TAITAI KHELA  

 SHOLABHANAGA KHELA 

 BOUCHI KHELA 

 CHIKKA KHELA 

 CHAMRI KHELA 

 CHOR-POLICE KHELA 

 DODHIKADO KHELA 

 OKABOKA KHELA 

 RAM SHYAM JADHU MADHU KHELA 

 KACCHAREMACCHA KHELA 

 PATAANA SATANA KHELA 

 DARIYABANDA KHELA 

 TSOR TSOR KHELA 

 HATER PATAE KHELA 

 ANGULDOLA KHELA 

 SOLO PATIA GAME 

 DORKHELA OR DKAI KHELA 

 BURI BHASA KHELA 

 DHUP KHELA OR DHOP KHELA 

 PAKKHI KHELA 

 MECHENI KHELA 

 MADANKAM KHELA/BAS KHELA 

 EKKA-DOKKA KHELA 
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 ELATING BELATING KHELA 

 KITKIT KHELA 

 GUTI KHELA 

 DANGULI KHELA 

 LATHIE CHORA KHELA 

 LUKACUPI KHELA 

 CHUA CHUI KHELA 

 RUMALCHOR KHELA 

 PITTU KHELA 

 PUTUL PUTUL KHELA 

 GOLLACHUT 

 HA DU DU KHELA 

 KABADI KHELA 

 COWRIE KHELA 

 AYABGA-AYANGA 

 BHAGBANDI KHELA 

 CHADAR KHELA 

 CHI CHATTAR KHELA 

 CHUNGA KHELA 

 DE-PAKHAL KHELA 

 GAIGODHAM KHELA 

 GOLAP TAGOR KHELA 

 MOGAL PATHAN KHELA 

 NUNTA KHELA 

 OPENTI-BIOSCOPE 

 ROJAR KOTHAL 

 EKIR-MIKIR KHELA 

 AGDOM-BAGDOM KHELA 

 KHADI KHELA 
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 KIT KIT KHELA 

 LATHI KHELA  

 MARBEL KHELA 

 OLTUR BHAI BALTU KHELA 

 ROJAR KOTHAL KHELA 

 PAKHI KHELA 

 TEPATIYA KHELA  

 SOLLOPATIYA KHELA 

 GANGA JAMUNA KHELA 

 CHAY KITKIT KHELA 

 AATH KITKIT KHELA 

 NOY KITKIT KHELA 

 EKSHO-DUSHO KHELA 

 GADAL KHELA 

 KANAMACHI KHELA 

 JAL KUMIR KHELA 

 MOROG LARAI KHELA 
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APPENDIX: ‘C’ 

SUGGESTION TO THE PRESERVE THE TRADITIONAL GAMES AND 

SPORTS IN NORTH BENGAL 

 

1. The modern generation should take efforts and pain to transfer their mind to traditional 

games and sports for the new generation.   

2. We strongly recommend that the young and aged people should be taught and organize 

the traditional games for the new generation 

3. Competitions focusing on traditional games should be organized to popularize 

traditional games. 

4. All most North Bengal rural and urban people support that more efforts should be taken 

to promote and preserve traditional games.  

5. Govt. of West Bengal and Govt. of India should encourage for setting-up organization 

or provide assistance to maintain and promote traditional games.   

6. Print media and electronic media should give exclusive more coverage to traditional 

games.  
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APPENDIX: ‘D’ 

INFORMATION REGARDING FIELD WORK INTERVIEW SCHEDULE 

 
1. What kinds/types of games (both indoor and outdoor) did you play in your childhood? 

2. Please describe a few of them                  

 How to start a game 

 Number of participants required  

 Playing materials needed (if any)  

 Game songs (if any).  

3. Do you remember any counting out rhymes or any other game Songs? 

4. What did you call the ‘it’ in your locality? 

5. Do you remember any game which was played only by the children (i.e. not by the 

elders)? 

6. Do you remember any game which was mostly played by the girls of different age 

group? 

7. What is your observation on the utility of traditional games? 

8 Do you feel that the traditional games you played in your childhood are becoming 

obsolete these days? 

9.  In your opinion what are the reasons behind? 

10. Do you want to see these games to be preserved well for posterity? 

11. What are your suggestions for that end? 
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APPENDIX: ‘E’ 

Research Questioners – Traditional Games, Sports & Amusements in 

North Bengal 
 

1. Date and time of Interview: 

 

2. Name of the Interviewee: 

 

3. Age of the Interviewee 

 

4. Occupation of the Interviewee: 

 

5. Permanent Residential Address:  

Village:      Post: 

 District:       Pin: 

 Mobile Number: 

 

I Hereby Authorize the Interviewer to make full use of the recorded information 

resulting from this interview. 

 

Signature of the Interviewee     Date: 

 

 

Signature of the Interviewer 
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APPENDIX- ‘F’ 

INTERVIWES PERSONS NAME LIST, ADDRESS AND DATE 

 

                SHRI. DHARAKANTA ADHIKARY, 72 YRS. CHURABHANDER, MAYNAGURI, 13/11/2017 

               SMT. DWIPSHIKHA ROY, JAMALDAH, COOCHBEHAR, 28,  27/03/2018. 

SHRI.  RABINDRA BARMAN, 51, KHATTIMARI, DHUPGURI, JALPAIGURI.22/01/2018 

SHRI. GANESH ROY, 66, DURAMARI, MAYNAGURI, JALPAIGURI,30/03/2018 

SHRI BHUPENDRANATH ROY, RANIRHUT, COOCHBEHAR, 16/04/2018 

SHRI. SUNIL ROY, 57, NATUN BANDAR, JALPAIGURI. 28/05/2018 

SHRI. NRIPEN BARMAN, 58, BARODOBA, FALAKATA, ALIPURDUAR. 15/06/2018 

SHRI. MANGAL ROY, 112, CHARER BARI, JALPAIGURI, 19/07/2018 

SHRI. KRISHNA CHETRI, 51, KALIMPONG, DARJEELING, 27/08/2018 

SHRI. KARUN SINGHA, 51, BAGDOGRA, DARJEELING. 10/09/2018 

SHRI. MILON ROY, 38, HALDIBARI, COOCHBEHAR.21/10/2018 

SHRI. DILIP ROY, KANAPARA, HALDIBARI, COOCHBEHAR.29/11/2018 

SHRI. ANANDAMOYE BARMAN,37, SALBARI, DARJEELING, 20/12/2018 

SHRI. UMESH SHARMA, 59, JALPAIGURI TOWN. 30/01/2019 

SHRI. ANANDA GOPAL GHOSH, 70, JALPAIGURI TOWN. 09/02/2019 

SHRI. DEBLAL SINGHA, PHANSIDEOA, DARJEELING. 25/03/2019 

SHRI. SANJAY NARJINARY, 33, KAMAKHAGURI, ALIPURDUAR, 28/04/2019 

SHRI. PARIMAL ROY, 53, MEDICAL, DARJEELING. 22/05/2019 

SHRI. KHAGENDRANATH ROY, 77, SADHAN MORE, DARJEELING. 19/06/2019 

SHRI. GIRIJA SANKAR ROY, SHIVMANDIR, DARJEELING. 07/07/2019 

SHRI. SUSHANTA SHAKHARI, 34, MAYNAGUR, JALPAIGURI.02/08/19 

SHRI.PRABHAS CHANDRA DAS, 34, KALIYAGANJ, UTTAR DINAJPUR.06/10/2019 

SHRI. KHOKON BARMAN, 34, TAPAN, BALURGHAT. 07/11/2019 

SHRI. BADAL MONDAL, 62, MALDA TOWN.21/12/2019 

SHRI. MAHENDRA NATH ROY, 58, NBU, DARJEELING. 26/01/2020 

SHRI. MALAY SAHA, 37, SILIGURI, DARJEELING. 22/02/2020 

SHRI.CHANCAL ADHIKARY, SITALKUCHI, COOCHBEHAR. 19/03/2020 

SHRI. DILIP BARMA, 55, JALPAIGURI TOWN. 09/03/2020 

SHRI. RABIN SAIBA, 50, GAJOLDOBA, JALPAIGURI. 20/04/2020 
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SHRI. BISWAJIT MAJUMDAR, 69, FULBARI, DHUPGURI. 27/05/2020 

SHRI. MANIK SARKAR,73, MURSHIDABAD, 21/11/2020 

SMT. MADHUMITA ROY, 27,  MAYNAGURI, JALPAIGURI, 07/10/2020 

SHRI. PAWAN TOPPO, NEAR TOTOPARA, ALIPURDUAR. 11/10/2020 

SHRI. RAJAT TAMANG, 37, KALIMPONG, DARJEELING. 29/12/2020 

SHRI. SUROJ DOHAL, KOURSEONG, DARJEELING.26/12/2020 

SMT. PREMA LAMA, 55, DALI, DARJEELING. 27/12/2020 

SMT. PRIYANKA ROY, 53, BAROGHORIYA, KRANTI, JALPAIGURI, 30/12/2020 

                SMT. RAJASHREE ROY, 52 MANIKGANJ, COOCHBEHAR. 01/01/2019 

SMT. TANIYA ROY SARKAR, 51, HELAPAKRI, JALPAIGURI, 13/01/2020 

SMT. SUJANI ADHIKARY, 73, HUSULDANGA, MAYNAGURI. 14/01/2020 
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APPENDIX: ‘G’ 

 

TWO RESEARCH ARTICLES IN REFERED JOURNALS 
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