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HIDE AND
SEEK




BLIND
MAN’S
BLUFF







HORSE AND
HORSEMAN




PITCH AND
TOSS




FAST FORWARD

456 YEARS







LEAPFROG:

[EUROPEAK VERSION]

THE ROLES

Players are divided into crouchers
[serving as sort of a vaulting box] and
leapers’ Players usu&llz t:aunt rhymes in
order to pick the croucher.

THE VAULTING

The first player jumps over the first croucher then
stooping immediately after their jump. The second
player vaults over both croucher. bending over after
them. This goes on until the last player comes along.
He/She has to leap over all the crouchers and get
into the same position. Finally the original croucher
gets up and starts leaping over everyone and the
cycle continues. It can basically go on forever..

However. there's also another way to play the game.
One player stoops while the others take turns
parfonnmg all different styles of leaps.

Whoever gets a certain style wrong. automatically
becomes the new croucher.

The first round or ‘style’ is invariably called New
. Everyone must call out ‘New goall’ before

paping. The second type is always ﬂld goat and
everyone must shout heiure they leap Aiter the
first  rounds the first leaper decldes what the next
style will be. All the leapers have to shout out the
name of the style before they jump. Whoever forgets
becomes the new croucher

STYLE NAMES

‘New goat' - the first leaping style of the game
Regular leap.

‘0ld goat’ - regular leap. always in second round

“Follow the leader’ - the players have to mimic
whatever the first leaper does. Whether it's
‘whistling. making weird faces. intentionally limping

‘or anything else.

“Goose foot’ - fingers all spread out when you touch
the croucher’s back

Fnrks - pretty much the same thing except now
\you're placing the tips of your hngers on the
croucher’s back, not your entire palm. Your hand
looks like a claw.

“Hammers’ - similar. but youe now resting only on
‘the knuckles of your fists when you leap..

r the donkey’ - when you're leaping and you

gsntly kick the croucher’s butt with your heel
- “Granny’s fall from the attic’ - during the second

vart of your leap, your butt should slightly skim the

 back of the croucher.
- 'Waves' - the croucher can randomly move up or

tlnwn [while still bent forward] during the leap

R Inﬂmnﬁlu - regular leaps, except after they jump;

leapers now also stoop right next to each other
,_ a!fs Pd some point. a leaper will have to make
over 5 or 6 croucher, who are stuck
together mc?:%y side. They usually fail

LEAPFROG

‘Danube waves’ - a combination of the ‘Indian file
and ‘Waves, Crouchers are also swinging from side
to side while doing an ‘Indian file’

‘Statues” - once the X land. the leapers have fo stand
still where they landed. Other players are not
allowed to touch any player (except for the
croucher] as they land I? you do. you're the new
croucher!




E AND SEEK

THE NUMBER

The "it” person counts up to a predetermined number. He or
she can count in increments of 10: “Ten, twenty, thirty, ... One
hundred!” Each tire they hil a new “hundred” they shout it
out loud as a warning for the others. This can stop at 500 or
1000, depending on how much patience they have.

As mﬁznqum. the person has to cover their eyes with their
arm. They usually rest their arm against a tree or a wall
The position has o, at least in theory, prevent them from
peeking. |

'.12 |

: Al of the other players have fo find a
place to hide until the seeker finishes
counting. Then the seeker goes out to
find them. However, he or she has lo
be careful not to qo too far from the
“home base [ie. lﬂ: counting place]

HIDE AND SEEK

Whenever the seeker spots any of the players hiding. they
have to run to home base and touch it [or kick the can, if
theye playing Kick the Can] before the spotted person
reaches it. If they manaeﬁ to do so. then the player who
was hiding is out If the hiding player manages to reach
home hase before the seeker. then he or she is ‘'safe’ or
home free. Whenever the sesker reaches home base they
have to say 1, 2 3 followed by the hiding person's name.
Whenever the hiding person reaches home base they
have togo 1. 2 3 mel in order to be ‘Safe’ They can add
the name of another player as well, if the other player was
hiding in the same place as them. This is what is called a
'duub?e save - for instance. '1. 2. 3. me and Jimmy". if
Jimmy was hiding in the same spot

The first player who is found becomes the seeker for the
next round. However. if the last p]ar.er hiding manages to
save themselves. the same seeker has to go again.
according to the unwritten rule of ‘Last sheep saves the
herd or Last one saves all'. This builds the tension for
climactic finishl




BLIND MAN'S
BLUFF

'| THE BLINDFOLD

An it’ player is chosen by a counting rhyme or through a
spontaneous decision [ You're it!'] The person is then blindfolded
with a scarf or something of the sort, thick enough so that they
can t see through it

THE GUESSING

Than. the it has to get a hold of one of the
other players. tnunh their face and then

- guess wha they are. Meanwhile, the other

o _"_yars can tease the ‘it' player by slowly
poking them or lﬁulllng their clothes from

- time o time, If the it' quesses whoever

- theyve caught, that person becomes it for
 the next round. If not. then the game

Wntmuea

k|
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BLIND MAN'’S BLUFF

THE SPINNING

Then the other players help
the ‘it person spin around a
few times [sometimes they
spin the number of times
corresponding to the ‘blind
man's age)




HOOP ROLLING

Kids drive’ a bike wheel rim around using only &
‘metal stick that has been ‘especially desi
o this [meaning that you made it yours
bending a piece of wirs]

Like several other listings in the book. hoop
rolling is not a game in itself, but rather more of
a thing you do fo have fun. You can, though. turn
it into a game if you race other hoop rollers to a
finish line; or around a course for instance,

THE STEERING

Is done with the use of a stick

Which is more of piece of strong

metal wire, bent &t one end in
order to help steer the hoop.
Almost always hand crafted by

] THE HOOP

Is usually & bicycle wheel rim with no tire and
no spokes. Or a barrel hoop.

] e

~ Theidea is to keep the hoop rolling and to turn
- whenever you want [as opposed to when the

- hoop wants] You have to constantly have your
~ stick touching the hoop but do it smoothly sa

that it doesn't fall or crash.
~ And then you just drive your hoop all around

~ the block and do all sorts of tricks and races.

HOP ROLLING

| €3 THE START

You know you've got the hang of it when you
can kick-start into motion using only your stick.
You hold your stick as indicated in the drawing
below and then try to gain a little momentum by
giving it a quick short spin forward from the
inside.




HORSE
. AND RIDER
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THE TEAM

Is made of two players: the horse’ and. surprise surprise, the
rider . As Y}nu'd expect. the horse is basically giving the rider one
long piggyback ride during the game The goal of each team is to
bring the:other team down. or at least get the other rider off his
horse's back.

) THE WINNERS

[ the rider falls off or if the entire team falls
to the ground. theyre out. The last team

standing [literally] is the winner.

HORSE AND
HORSEMAN




PENNY IN
THE HOLE.

OR
PENNY SEAT

2 THE HOLE

—— _— . ..

About five inches wide [10 to 12
centimeters] Everyone fries to
toss the coin inside a hole in
the ground from a certain
distance.

1

THE COIN

3

Each player has one or more coins.

&
L]

i
'
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THE GAME

A first throw is used to decide the tossing order.

The player who gets their coin closest to the hole
is the first one fo toss. The one coming in second
is the second and so on and so forth.

I a player’s coin touches another player's coin
midair during the toss. the two get a do-over.

If a coin is balancing on the edge of the hole, you
can help it by blowing air towards it or by
stomping the ground close to the hole. If it goes
in. the player's through. If not. said player needs
to flick once more.

Oh. right. the flicks. Well. after the first toss. all

Elﬁqe_rs take turns flicking their coins toward the
0le. Whoever gets there first. wins the game.

ﬂi::—”.‘- —'-— =i = -'

PITCH AND TOSS

Then he takes all the coins and tosses them.

If any one coin goes inside the hole. then he has the
right to one sin %e flick for every other coin. Any coin
he sirks. is his %nr points can be awarded if there
arent enough coins 1o go around] If na cein goes in
after the big throw, the game starts over.

If youre using points. each player accumulates as
many points as attempts he needs to get his coin
in. At the end of the ‘championship. whoever has
the least amount of points wins. f-j\] championship is
a series of 3 or 10 consecutive games. for instance.




THESE GAMES ARE HUNDREDS

OF YEARS OLD. THEY
“SURVIVED” FOR SO LONG
BECAUSE EACH GENERATION
PASSED THEM TO THE NEXT.




NOW THEY'RE “ENDANGERED”,
JUST LIKE SOME ANIMAL SPECIES
ON THE BRINK OF EXTINCTION.
IT’S OUR TURN TO PASS THEM ON.
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1. THE BOOK
2. SIRATEGY

3. AUDIENCE
4. WHY [T'S
-SOME
IAND YOU
SHOULD GE
ON BOARD,
LIKE, RIGHT
NOW,)




‘:_--}5:"\-
S e ‘==‘—"- ‘:‘—"_-__ o
T
m—uf“"’,,f-j
——-——‘
-
-r‘
% -
“ 3
.t
e
1
V-
4"“|
i
5
. 3
L ¥
- \ A
4 3 i 1
L |'o L TR
= 3 1 1 -
;-f ‘} i B U9
- ) 1 - 1 %
s 0 i 1 1 Y
o 1 i B T
\“\‘\\ . ‘l¥ N .4l % KR 1Y
[ \\ b \\ ‘:\ & ‘\!\
= ¥ i i & n By q
it ry % N [ (Y -
\‘\ ln—v‘\_ ‘.\‘ Tr"_ ‘JI
L : T I W
‘\\ 4 B “-\l . \h‘ L
1 "‘“‘ L ' b1 n L :
1 % v [\ :
R 1l ;
] > "
=

Each card is one game.

The reason they're not
bound together is so you
can take some of them
out fo follow the instructions
as you play outside.
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Sometimes the same game has
different names in different regions.

RED LIGHT

GREEN LIGHT | T o | _

MOTHER MAY [?.

SIAT“ES, The game leader is usually chosen by an “eenie meenie miney The players have to reach the wall as fast as possible

~ WHAT'S THE TIME ma’ rhyme [a counting rhyme] or through some spontaneous " . and can only move while the leader has his or her back
decision [ Tt's me. ‘cause | won at Hide-and-seek ] Then the leader ] i turned, facing the wall. The moment he or she turns
stands, facing away or facing a wall, while the other players all R around, the players have to ‘freeze in place. Any player
stand behind him at a commonly agreed distance [a line that's : caught moving is sent back to the starting line.
either drawn in chalk on the ground or that was just there to ‘ ' -~ '
begin with - “Let's just use that erack in the ground ] As he or
she faces the wall. the leader calls out 123 Red light green hght!”.

i el o o sy s (wy Q) WONEV | Every game has a
P = ' - /4 /4
logo, “how to
@
section ...




...and some fun
extra info on
the back (tips, tricks

and vocabulary).




SOME GAMES ARE PRESENT IN

VARIOUS DIFFERENT CULTURES.
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WHY DID WE PLAY THIS?

HOW MART? WHERE? TIPS AND THIGKS

' oreT THINE . . . » .
'HE BEST THING VCIRIAT | ﬂ H ﬂ Iy !ﬁ | P
n 1 Ii A —ﬂ ¥ i
THE WORST THING | - j |
i _ - | 1

IN ENGLISH, [T°5
123 RED LIGHT
GREEN LIGHT”
IN FRENCH TS

mm ] THE RHYME | | 2 THE STEPS (”] 12%) 35 S CN>)I'E IL”

MOTHER MAY.I? .
STATUES The game leadar 12 usually chosen by

I game i s ﬂnuﬁrﬂﬁymurk
T lirough & spontaneuus decisian {"Me. ‘cuz | won the kide-and-se The payers: have-tn resch the wall as st as possible and
. m;‘i-lrS LIH-H]L[ JEME found | Ther the leeder sténce lacing & wall. while the other. | can B e i M ot bk imed
{ ! 'IJ"_"I’H’-?" atarid behind him, at a commonly agreed distance (2 ko i e Thi oo oo sk s icced, e
'*ﬁﬂﬁﬂfﬁ*{iﬂ“@mﬁ z %&Wﬁt@ “L:mh‘flas -1 mﬂ"* eve [0 freeze” Aoy ployer cauhl troving 1s send
there: 1o begin with - ‘Wl ust use that crack in the prousid ] o i
s e h L.t i el ot 23 Foce Tho Wl ) tthe slartg e
[123 Redd Light Green Lightl] He'or 'she can btter the words slwer '
! or-faster. The muawﬁﬁﬂng'ﬂg-gjla fhe better Then he
suddenly burns saround lacing the players




For the inexplicable satisfaction you can Haﬁmrn

‘a: sucnessiu! samns ﬁf

= T
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HOW MANY?

A mednipvam Glone girl, usady B feas!
Iwo-oy theee, § |6 B tops ez otharwisa
H's-fust bormg waiting for-your [

THE BEST THING

I 4o b tall athiple and hava long
lags

THE WORST THING

}a nol 1o be Vil alhbitio and have
[ty Miaggs: D skl &m-aukle o
-\.II:F'-H:!':I,"!IJI

ELASTICS

il
CHINESE JUMP ROPE
JUMPSIES
FRERCH SKIPPING

.l“m\‘p —‘ -:1,,.

— . R ——

WHERE? TIPS AND TRICKS

|'l;:||u.1 Llw- binck. on the riviiraide I Apsrwis st one gird ,u.,
In e packing lol, i e gardan. cant use o chalrs me holdaes |
i (ha |awn o the beckyard or {here-are-anly Ywn gois-ploying ' the

i finthe hallvay, of e
ppertmeat bullding, in cass the

shoe wiper in front of e |.'5:""F
and a5 ard of the holilers

winathar sucks

PROPS VOCABULARY

A fhrme-meter oy rubber Bond Chyrwee-Jump Rops. Jumogses

Phuz | excepticnel sitoaksns lwo Fremch Skippimg “fou misssd

ihsiirn 0f, & ‘shns winos you gl your steing? 1) e |
nebmite, (hey e nol gon |-'
Lone back

POSITIONS

Two gitls stand about 2 fo.3 meters sway facing each other. A

string ot rubber band | tied around their ankles. The strmg s
-aboul 3 meters long-and hes to-be well stretched ool during
e gama. The third girl has fo perfornr 2 seriss of parficuler
|umps withoul making any mistake. The patterns are usuall

m}mplatﬁlq unknown 1o boys Whanever (ha jumper “misses’

“un of the fwn “holdsre takes her place and |he jumper

beromes o holder in retirn, That peetly much goeson i least
until everyone has gone. thmugh hcrth roles.

THE SHOE WIPER

N Thiis is quite gommon af {he
enfrance ol many mtmam
Biuildings in Romania 1I's basieally a
matal frame featurmg a sorl of
blade: thal people use tn wipe mud
of| their shoss, fs lhere se much
mud over Ihere, we hiear you ask?
For. some reason somelimas there's
wuits & it of il Ifts

The-difficulty of

hit whar

allerns mgrudmllf increnses as does
the elastic string Is placed - firal

thie ankles. then Ihe calves. then behind tha

, abovie the beck of the knees. right underneath the

then around the waisl Bul no one Usially
' Mmg al this point. maybe except for those

ns call |

& with really long legs that even
them gnals

"ELASTIC™ IS JUMPSIES
OR CHINESE JUMP ROPE

101
WO
101

ONE.

RL
_|

HE
D AND ELASTICO

ENGLSH-SPEAKING

SPANISH-SPEAKING




H =
1 ) | |
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b or T-or W or 5 people. no one Pratty much anywhers Excepl Bon t bickle, dont bk don't

really knows. There are no limis: Bul undsrwaler and dont “spray into the

I there are more than 20 peopls parson tear, Or i you. war
playing maost ol them spead most of euverything b be more fury, do all of

their tmme just waiting \hem

e R

Il you strateqically place yoursel Prople wha are “spraying it Telephone” [ ‘Chineze Whispers

K g h 3 LT | TGN
nigar & girl You secretly like instead of just saying it Inio your ! “Broken Tels phome | [Dut

whispering into her ear can be gar, thet is stop leking my ear
almos! kinda like kissing het
excapl nof really

TELEPHONE

i .
FROCEN T FPHONE THE POSITION

Hw{afs_&_tand.ur it nax! 1o sach other in & circla'or

an Indion file: The first players whispers & word Into

the ear of the closest person to him The next

Ergmn does |he same. passing on whet they heard
Aha next persan and o on and so forth

8. ew

_ z THE WORD

The arlginal word hes 1o fravel as fasl a3 possible:
“down the ling” unbl the Jas| players says the word oul
Joud Usually, by Ihe time i reaches the emd of (he line.
it's 8 completely dilferent word Then the last person
~starts the nexd round. No one wins bt pretty much
gveryona goes ‘Haha (MG thats a0 nol tha woedl"

“CHINESE WHISPERS”
OR TELEPHONE TO
ENGLSH-SPEAKERS,
“TELEPHONE ARABE”
TO THE FRENCH.




WHY DID WE PLAY THIS?

To leap over oné arolher.

HOW MANY? WHERE?

TIPS AND TRICKS

L 12 |;' Hivisle R R S T
il ks besocmng e Dby

commtnrmg s

I:.|'.'. ok [n!f Ih:! 1h yol

THE BEST THING

10 bm
.:.-"-i iRveT Ynios |=. The
ances Ul sudcers s almenl il

in.' whinever hee 0 laap ousp

par! of (B ‘st fw hiha aidis .I I||.*.*~.f.-.

THE WORST THING

0 e Thegoal wWhensver Tranmys

tdl Tiom

ihe atils or “apa) e

donkay’ 16 un

LEAPFROG

1]

VAULTING BUCK

1

-Ilm'{m

:ammhi Then d%
.ﬁ. nmng :

GOAT

THE ST[[IPB
AND THE LEAPER

-Fh 15 are i ydﬁﬁa&m’ms

IE'?- and leapers’.
mmm hpiﬂ:

bty wiharewey thera s

i oG
g, o] Ny, yom oy
vl podkend tol of, thi
el sl et L bl | o smbi

4., |, A

e _'l

5 g ';JIL. ot

Ertitl 1he

lu-_ i, hi u || fieritle nr e

||:'.:':,' ']"'.'f N 8 RN TETEE e
o |

kg o oo

youb bpiveE 10

leapfrog

IDHILI::I:. i '.:I |II -., t . e
VOCABULARY

Litsodran l.- goad”| Ty
fall trem e afl | T

Gown

| STYLE NAMES

g Mﬁ hﬂﬂlﬂpdﬁdhgﬂmkﬂm‘hﬂ. “Btatues™ - once thay kand. the leapers have lostand stil
Yo i ot allowisd o touch any ottier player a2 you Jand 1

T ol wm’whm'm yot . o goat. This stk usaally cals for stralegic.
“Follow {he loader™ - the players tam to mimic whalewr the lessping: the firsl phayar ies lo land = dar as pesslble the
- lrst leper doec: Whether s whisting. making weird faces. secord one mims o 2 apot an the right-hard sids, the thied
ntenbonally kmging or God knows whal else one goes for fhe bel-hisne side, ele sa that everyone siands
"Bovss fool” - fisgere all preed out and 1L the back uf tha "yoel! © chonce of pessing the round-
harder than izsual when leaping
“Forks” - prtty e lse st thing extepl now youti plading
A i af 5 fbe ooty back. riok your el
- o h @hahﬁ e
- “Hammers” - sifmilar bl goure now resting oy the knuckis of
i&ﬂ:mmm
: du;y ﬂmmmhnphgudmmﬂuiy

il - mﬁuhrhw&mﬂdwﬂmvmhpuam
sleop onet hend forwertd e the goat. A ore poin. sameone
ks o0 giant Jeap over ke 6 goats stuck 1 one anather,

'H.ﬂlﬂm'lfng;uh
8" - zarme o (he ndlan ke saepl now the goats
'mﬁmn hu‘hhwﬁmﬂmw

IN ENGLISH IT'S LEAPFROG,

IN FRENCH TS SAUTE
MOUTON, IN ROMANIAN
'S GOAT OR “"VAULTING
BUCK",




OTHERS ARE SPECIFIC ONLY

TO CERTAIN COUNTRIES.

T
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WHY DID WE PLAY THIS?

To play some so

loo much

HOW MANY?

rt of ball game bul without doing

WHERE?

running around,

TIPS AND TRICKS

A pleiyers pus me to-5 others
wailing outside [he courl-1f [hay play
fasl a fotal of 10 i riot {00 much
Versions with B or B-zquare courts
et but thals wiere chances am
thal players get bored easier, mostly

becauze (hey rarely gel ihe ball

THE BEST THING
I5 tn be awesome al-ioothall and

basically stay in the “manager - square
for ‘25 long as your wani

THE WORST THING

{2 If the-cthars plod o take youou|
They usually succerd

FOUR SQUARE

[EUROPEAN VERSION]

'n the park-in the school B, in
----- &5 crowdad parking atior o

JIL"_'u"* sirciilated allay

VOCABULARY

=T
| 'rr_m" SOTVER BFE 1151 ,
T fcat il o "“| arper Il
i} |||.I pl ll",' Ihe receliE) fl.
&an-t -._,g 15 ]rrm || ol

ward fo grickly downgrads
smAInE Mlajers '..-*'.lm“,-

Hiur 'IL'L”: JQL srehall 1-'..,rtr-'

agrea gl thighs TH
serves are accepiad or dof

Foreman Enginesr Manager dlaik
Uusen King Ao, You re autl: 10k & "Edbeti-spin”. aerves are
nexdl” | |k anjone who can andiher: oplion- yeu satve Wi

Actually play?®. And.nice:and
Easy.. over o me and. HAM. ha

didn’t §ea that comingl

1 THE COURT

M feinis bul you G,
fingers 1o “ratate* {he bal
forward giving itaititie-spi
sl which: makes the hall
bounce off {pster When-i
touches e ground

Ifs basically a double footballiennis

“court. A what court? A footballten-
* nis courl Thats hamnnlhf {ennis
'with & soceer ball The courl is

miarked using either chelk and

somelimes even paint, but that's if

mgra p!arlning lo play for a really

You need a large flat open space

-whers the ball can bounce around

without breaking any windows. You

draw a big square wilh each side

approximiately 15 feel in length (5 to

B meters] Next. you divide il into

four squares. Each square
getum&mn “u:qu

Stkies s ihe g and
mimk]nrllall‘f the

| I 2 THE SERVE

Your always serva diagonal
mﬂm or your fool 3 m

il The e sy s

“rank’ square or even out of the
ﬂwmﬂm'mhmrmﬁeufm
hmal[wi'ﬁchiail

A
e W (]
‘tard you wanted!'}

ﬂ'pﬂrsanras the recewer can send the ball
quare. The other have fo keep
Anwmhﬁng it the ball o
amdu'ig 8 court, moves toa!uwerrar&ed

You re not allowed o jugole the ball as bt
mmaﬂmﬂlﬂm&?ﬁeﬂuﬁmu}ﬂgﬂ{m

one limea and then hil it

“LITTLE SQUARE"”

SUT
OTH

Players pass the ball around

POPULAR N
UNFAM

R COL

A
NT

ROMAN

R 1O

RIES.

among the 4 squares.
Americans play something
put using

little similar

their hands.




WHY DID WE PLAY THIS?

|I',.I " - =

aa':iuallq gumg’ un rsgl:_ "# )

“BILLY CART” |S MORE

HOW MANY WHERE TIPS & TRICKS

lis always two guys the driver and ~ Wherever there are smoolh 8, Deing in the servant spol 13 nof -
the pusher” Sorry | mean [he good gurfaces in uncirculaied areas g bid se it might sound. No one
{riand Parking lods, the alleys around |:-||’||', doas. the " Himan sngine
T GO TR the block- ar even'lhe school hing withou! Immedisialy : <k g
.“1['. Blf‘] ll'JJH[J yard, on week-gnds [plherwise fir it in return a.lu they re dor ﬁ G ﬁ /\/\E -|-/ S PO Pl | I_ ﬁ R | \I
the horribly Joud Tioise: will: g now Yol prish e amund
Is o lve In & neighborhood wilh & the guards’ aitention and .
Iol of “stopey” alleys. Bul not like uttimately gat you thrown oul] b The emontheal surfrces ard 1he
hard tas! slopes thal will bang you best Thay mean less humps
agams! people’s fences The soft : - your ass - the karl o ':-u-"-?h- doga|
siow moards thal besically maks foi VOCABULARY hawe any padding o 5 p th
swesome kar rides shaking so besically your L /

' VT TR S e e e chesks fael avery lillin ,,-h:» ol
H’IE H"M”I-ES r 1 !“h[: iijilhl I'Ijilil-.leIu:..:!r'.:',v.'l:l .::Iillr.ru: I|Jr1:I.-';!i small hole in the groie oy, 8150
we r¢ gonna hil the_” “kkhha mean ees of an infernal noise
Kkt Hillrrpl “you stil have ”"J_I_"‘"' BlwAYs MAKES BN MHETNE
some mud on your face i

15 that you re enfirely dependent: on
your friend, Ke can take you
through areas filled with holes in
the geound or he can just plain
thraw you off inta & puddle af any
tirme if be leels fike it

OTHERS HAVEN'T REALLY
HEARD OF IT.

BILLY CART | I KiO’S use It fo /ifera//y IOUSh

BEARING EART _ “THEH]DE eOCh thef OfOUﬂO’

impossible without the belp of & let 5 call
&n  friend [read Sﬂﬂgﬂﬂ wha is
Iy pushing you from the back. That i
hie puls his hand on your back and starts
g The speed and duration of your lap
- direotly and invariably depend on your friend's
- speed and stomina

1 THE CART

You make the karl by ﬁﬂln\lingthemﬂnﬂmm
above The fronl aviy s usually longer th an_ihn
one mlharh]:;ﬂ:" io provide room

order, in hdplhntam.wﬂ'- your. imda




. THE BOOK
2. STRATEGY

‘ 3. AUDIENCE
AROUND 4. WHY [T'S
- AWESOME
» AND YOL
Jl OCK SHOULD GE

ON BOARD,
IKE, RIGHT
NOW)




THIS IS WHY WE WANT

T0
NOT JUST TRANSLATE IT.

r



WE'LL KEEP

THE COMMON
GAMES, THEN
ADD THE
SPECIFIC
ONES

FOR EACH
CULTURE.
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NOW|




FOR EVERYONE WHO
GREW UP IN THE
70’S, 80’S OR 90’S

AND NOW HAS KIDS
OR JUST LIKES PLAYING
OUTSIDE. OR BOTH.




HE GAM
TEACH Tk

S AND T

E KIDS.

A KIDS’ BOOK
FOR PARENTS
(AND KIDS).

PARENTS REMEMBE

R

HEN



A GREAT GIFT FOR
FRIENDS WHO WANT
TO REMEMBER

CHILDHOOD GAMES
AND THE STORIES
AROUND THEM.
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IT’S A PIECE OF
CULTURAL HERITAGE
THAT NEEDS

TO BE PASSED ON

1O THE NEXT GENERATION
SO THEY CAN PASS IT ON
1O THE NEXT ONE.

AND SO ON.




1. THE BOOK
2. STRATEGY
3. AUDIENCE
4. WHY IT’S
AWESOME
(AND YOU
SHOULD GET
ON BOARD,
LIKE, RIGHT
NOW)




-

T’S UNIVERSAL

OR SEMEUNIVERSAL. SO FAR WE KNOW T
IN GERMANY, FRANCE, THE CZECH REPUB

HAT PEOPLE
UC, THE'U.S;,

THE UK., "GUATEMALA, BELGIUM, SWEDEN,
ARGENTINA, BULGARIA HUNGARY AND SEVERAL
OTHER COUNTRIES PLAYED MANY OF THESE GAMES.
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| IT CAN HELP KIDS
BALANCE THEIR

ONLINE-OFFLINE
LIFESTYLE

THIS SEEMS TO BE A GLOBAL PROBLEM. KIDS SPEND LESS TIME
PLAYING OUTSIDE TOGETHER THAN THEIR PARENTS USED TO.

AND THIS CAN AFFECT BOTH THEIR PSYCHOLOGICAL AND
PHYSICAL DEVELOPMENT.
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*SPECIAL DESIGNED
EVENTS (KIDS AND
GROWN-UPS PLAY OUTSIDE)
*A “STORIES AROUND

IT COMES THE BLOCK” FOLLOW-UP
SERIES, ABOUT THE CRAZY
WITH STUFF WE DID AS KIDS
*COLORING FLIP-BOOKS
PRODUCT *DIY TOYS (KIDS MAKE
EXTENSIONS THEIR OWN TOYS)

*VISUAL MERCHANDISE




AN-TAN-TE EVENT
SERIES (TRASLATES
AS “EENY MEENY”),
WHERE GROWN-
UPS AND KIDS
PLAY OUTSIDE.
TOGETHER OR
SEPARATELY.
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STORIES AROUND THE

STOR'ES BLOCK, 5 A SHOR
STORY SERIES ABOUT THE
AROUND FUN & CRAZY THINGS

.‘.HE B LO CK \é)VJT[S)‘\[[;EAS WE PLAYED




COLORING FLIP
BOOKS "ANIMATE"

MORE FUN TO LEAR

AD

D

CH

A

-ACH GAME FROM THE
3OOK AND MAKE [T

NG COLOR TO

RACTERS.

N BY
[HE



[PEOPLE
CAN
ORDER
FSHIRTS
WITH THEIR
FAVORITE
GAMES. ]




DO-IT-YOURS

ELF KITS,
THAT KIDS

WITH THE
OWN HA

USE

1O CREATE
THEIR TOYS

R

NDS.

Here, a “Billy cart”
profotype is “unveiled”
at the Bucharest Auto

Show 2015.



AND LAST BUT NOT LEAST
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THE BOOK
BECAME

A MANUAL
USED 1N
OUTDOOR
ACTIVITIES IN
SCHOOLS

leachers transformed
the games from the
book in “"lessons”of
skills and team work :)



THE NUMBERS

15.000

COPIES SOLD

In a year, including the
third printing, due at the

end of 2015

DISTRIBUTION
CHANNELS

Bookstores, gift shops,
toy sfores, boardgame stores,

schools & kindergartens,
design shops.

PAID
ADS

Works great through
word-ot-mouth, people
love talking about it.

DESIGN
AWARDS

Finalist in Cannes Lions Festival

Book Design section. Plus two
more national awards.

100.000€

EARNED MEDIA

Word-or-mouth translates info great
PR value: ditterent kinds of media
also love talking about it

S KID&PARENT
PLAY EVENT

Antan-te: the Tirst event
series designed for kids
and grown-ups so that they
can play outside together.




CANNES LONS FINALIST

The book is a proud finalist in the Design section of Cannes Lions 2015.
The event is the world’s most important festival celebrating creative
communications and the positive social impact of each project.

www.canneslionsarchive.com/winners/entry/590432 /outside-the-block-
parents-pass-on-their-childhood-games

CANNES
LIONS 2015
FINALIST

2

DESIGN CATEGORY

THE MOST BEAUTIFUL BOOK OF THE YEAR

MOST
BEﬂl?:UgﬁEU%E%{]F?K \ The book received The Most Beautiful Book of the Year Prize at the
B Romanian Book Industry Awards, the most prominent event that
N g recognizes publishing excellence in the Romanian book industry.
ROMANIAN BOOK INDUSTRY http://www.galabundetipar.ro/istoric/editia-a-iv-a-2015 /premii-editia-
AWARDS 2015
2015/
o INNOVATIVE 3%, INNOVATIVE PUBLISHING AWARD
v
N7 PUBLISHING % )
:"0 AWARD < Around The Block was given the Innovative Publishing Award at the
> & X National Book Design Contest, an award that the jury created
NATIONAL BOOK DESIGN especially for the project, to acknowledge the book’s unique format.

CONTEST 2015 http: //celemaifrumoasecarti.ro/




THANKS.
WE HOPE WE DIDN'T BORE YOU.

E .
tng vladandmihai@outsidetheblock.eu
© All rights reserved adding super to things” supercontact@supersomething.eu



IF WE DID, PLAY SOME HOPSCOTCH
TO RE-ENERGIZE.

E .
tng vladandmihai@outsidetheblock.eu
© All rights reserved adding super to things® supercontact@supersomething.eu



ACTUALLY, PLAY SOME HOPSCOTCH
ANYWAY.

vladandmihai@outsidetheblock.eu
supercontact@supersomething.eu

© All rights reserved



