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In 1943, Medicine Crow joined the U.S. Army
and became a scout in the 103rd Infantry
Division. He credits his grandfathers for
giving him the strength to be a warrior.
Before battles, he painted two red war stripes
on his arms in the Crow tradition, hidden
under his uniform. He also wore a
sacred yellow painted eagle
feather beneath his helmet.
During the war, he became a
Crow war chief by completing
the four required tasks:
touching the enemy without
killing them, taking a weapon
from the enemy, entering
an enemy camp at night to steal a horse, and
successfully leading a war party. (In fact, he stole 50 horses!)
After the war, he served as a tribal historian for more than 50 years. He wrote extensively about
Indian history and culture as well as gathered numerous oral histories from older generations.
His efforts preserved a large section of Crow history and stories that otherwise would have
been lost.
In 2009, he was awarded the Presidential Medal of Freedom, America’s highest civilian honor.

Joe Medicine Crow, last War Chief of the Crow nation
November is National American Indian Heritage Month. The
Department of Defense joins the Nation in recognizing the rich and
diverse cultures, traditions, and histories of American Indians and
Alaskan Natives.
Today, there are 574 federally recognized tribes.

This game is popular in Inuit cultures and was played to practice the strength and motion of pulling seals out of the ice.
What you need:
• A flat surface such as the ground or floor
• A sturdy stick (wood or other hard material)
The game is played between two people who are seated on the floor, facing each other with their feet touching and knees bent. One player grabs the stick in the center, with
no space between their hands. Hands must be palms down. The other person will grab the stick with their hands outside the other person’s hands, with no space between
their hands. On the signal to go, each person will pull back, trying to pull the other person to standing, to make them fall over, or to make them lose their grip and let go of
the stick.
There are three rules:
• No jerking. Pulling must be a steady and constant pull.
• No twisting. Hands must stay level.
• No adjusting your hands once pulling begins.
This game is played in rounds, usually of three, where the winner is the person who
wins 2 of the 3 rounds. The winner of the previous round gets to pick their hand
placement. Players can use other ways to decide who picks their hand placement
for the first round in ways like flipping a coin or playing rock paper scissors.

Most important, be a good sport and have fun!!
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