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The publication "Traditional Games and Children of
Today" has come aboui as a result of the Conference
dedicated to the Bulgrade—-OMEP Project on traditional
children‘s games, held in Belgrade, Yugoslavia, in
Cctobar, 1985, it contains the plenary and brief re-
ports, as well as a summary of the discussions that
took place at this Conferance.

The Belyrade meeting represented the first step in
the realization of the Belgrade—~OMEP Project on tra-
ditionail children’'s gam®s, which was included in
OMEP ‘% program at the last World Congress in Genava.
This was an opportunity for professionals and the re-~
presentatives of various OMEP "member-countriss to
meet, exchange their experiences and their theore-
“ical and methodological views, and to acquaint them-
selves with the ways in which traditional games were
so far collected in particuler countries, interesting
descriptions of some already recorded games, and the
results of various attempts at their revival in the
educational and recreational work with children.
Therefore, the discussions were focused on the init-
ial questions concerring the Project, which demanded
common answers as well as organizationally sound so--
lutions for the re2iization of +he Piroject in various
societies, so that everyone could begin working in
their own milieu. The publicetion "Traditional Games
and Children of Today" is also anly the first in a
series of others which we axpect will result from the
Project realization. That is why certain very impor-
tant and extensive reporis, such as the one about the
classification of traditional children‘s qgames (Mrs.
Denise Baron, Canada), were not included here. We
have reserved the mentioned report for one of the
forthceming publications, whick should appear when
the Project is in the phase of the classification and
analysis of the collected games. Some very interest—
ing reports were also not included, because they
treated general problems of play and not traditioral
games.,

The purpose of this publication is two~-fold. We
hope that it will, on the one side, gsarve as a sort
cf handbook for the present collaboratirs on the Pro-
ject in their research work. On the other hand, we
would like it to inform and attract tc the Project
the greatest possible number of potential partici-
pants, both among OMEP members and the professionals




and wnstitutions who are already working or. the re-
search of traditional games and looking “or ways of
their revival, The new collaborators which might join
the Project as a result of reading this publication
would mnot only contribute to the joining of the
areatest possible number of countries in a common,
interesting «nd useful endeavour in the education of
youna children, but would also bring more new, oriqgi-
nal and fruitful ideas to the Project. That would be-~
come the guarantee that the Project wi1ill be betier
able to fulfill complex tasks and achieve its objec-
tives.

This publication is the result of close collabora-
tion between OMEP International, the Yugoslav Natio-
nal Committee of the OMEP ag the scientific research,
and the Institute for Psychology of the Faculty of
Fhilosophy in Belgrade; which was appointed coordina-
tor of the entire Froject. The publication, as well
as the organization of the Conference, was made pos-
sible through a subventiaon by UNESCO, to which we ex-
press our gratitude. We would also like to thank
again all thnose participants from various countries
who have been engaged in the raalization of the Pro-
ject from the very beginning, contributing to the
success of the Belgrade Conference and thus making
this publication possible. We particularly wish to
thank and acknowledge Mrs. Madelleine Goutard, World
President of the OMEFP, who has continuously supported
the Froject, the organizatior of the Conference, and
the publication of this volume.

The Editors
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Ivan Ivieé
THE FUNDAMENTALS OF THE PROJECT

This document is based on *he work sa far done on the
preparation and realization of the Belgrade - OMEP
Praject on traditional children‘s games. It contains
the information, reflections, and conclusions arri:ved
at by the authors and coordinators of the Project in
the Yugoslav National Committee of the OMEP, as well
as the results of an international exchange of opi-
nion about the problems concerning the project which
had taken place inside the OMEP over the course of
several years.

This document is in particular based on the re-
sults ¢f the International Conference about the Eel-
grade — OMEP Project on traditional children's games
(Belgrade, October Pth - 11th, 19685). In the prepara-
tion of this documént we had in mind the views expre-
ssed in the main lectures and other contributians at
the Conference and, in particular, the international
plenary discussion about the goals and the theoret;-
cal, methodological, and practical problems concern-—
ing the Praject.

1. The Initiative

This Project was first suggested at the 1979 Assembly
of the OMEP (World organizaticn for Preschool Educat-
ion) 1n Vienna by the delegates of Denmart (J.
Sisgard) and Yugoslavia (I. Ivi¢). The initial propo-
sition was formulated by I. Ivié (in the office of
president of the Programme Committee of the OME™),
and the Project was accepted in principle by the OMEF
at its meeting in Helsinki in June 1981. I. 1vié was
then appointed the project ceordinator. Ii. that capa-
city, I. Ivi¢ has defined the theuretical framework
of the project (see appendix S)y, and A. Marjanovit
has elaborated a methodolaogy for the collection of
games. Both these documents had been distributed to
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the Natiocnal Committees cf the OMEP for discussion. A
discussion about the integral project took place at
the OMEP Congress in Geneva (August i983). The Pro-
ject was adopted, enlistad in OMEP’'= working program
and added to the list of projects offered to UNESCO
for cooperation. Yugoslavia was commissioned with the
realization of the Project. The Yugoslav National
Committee of the OMEP appointed the Institute for
Psychology of the Belgrade University as the scien—
tific research coordinator of the project. In that
capacity, the Institute for Psychology has taken &
sories of steps towards realisation of the Project: a
research outline wac elaborated, trial field work was
done, Prufessor B. Sutton-Smith of the USA was invi-
ted ~ by ccurtesy of the Fulbright Commision - for a
fortnightly visit to Belgrade as counsellor for the
Project, being the leading expert on traditional
games.

The International OMEP and the Yugoslav Natioral
Committee of the OMEP have organized an international
conference about the theoretical, methodological and
practical problems concerning the project. It was
held in Belgrade (Yugoslavia), on October 9th ~ 1ith,
1985. There were about (20 participants, including
the representatives of 14 National Committees of the
OMEP fram five continents. Three main lectures and
fifteen brief reports were delivered at the Confe-
rence. A great deal of time at the Conferenca was
dedicated to an international exchange of opinion on
the objectives and the theoretical, methodological,
and practi~zal problems pertinent to the Project.

2. Project Objectives

The basic idea of the Project is the following:t every
national, ethnic and cultural group owns a treasury
of traditional children’s games, which still have a
great cultural and educational value today. However,
the existing wealth of material is nowhere recorded
and runs the risk of disappearing or being distorted
in the course 9f swift social change. Therefore,
OMEP's task is to make a record of the traditional
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thildren‘s games in different countries according to
a unique methodology. This is, basically, the same
kind of task as the collection of other forms of
folklure (fairytales, folk songs, stories, customs,
atc.).

Baside this fundamental goal of pregerving a form
of folk culture, the Project also sets o'her objec-—
tives: to examine the possibilities of using ¢tradi-
tional children‘s games in contemporai-y education, to
test their possible role in preserving national iden-
tity, particularly in migrant children, to make a
comparative analysis of the games from different cul-
tures.

Based on such a conception of the project, we may
plan to optain the foullowing final products of the
Project:

a) Anthologies of traditional children‘s games:

- local, national and international
apthologies

- thematic anthologies (~.g. anthologies
of competitive and cooperative games, or
interactive, communicetive and social-
izing games, or moturic vs. intellectual
games, etc.)

- anthologies of games far children of
various age groups (early childhood,
preschool, elementary school?}.

b) Products related to the implementation of
games:

- video cassettes with selected games and
the ways of employing these in the edu-
cation of children

- video and computer games inspired by
traditional children’s games

- saets of playing materials (which include
the material for playing certain games
with the description of the game rules)

- commercially made traditional toys which
serve as props in traditional games (the
toys being either in the traditional
manner or being modeled in a modern
fashion and made cf contemporary mate-—
rials using contemporary technology).

13 .
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c) Campaigns and action-oriented projects:

- the creation of major centers for tne
revival of traditional children’s games,
which would offer special conditions
created to allow contemporary children
to enjoy playing traditional children’'s
games

- action research of the effects of intro-
ducing traditicnal children’s games in
certain children’s groups (in kinder-
gartens, children’s holiday camps,
schools, etc.)

- the diffusion of traditional children’'s
games through the medium of TV programs
for children and educational programs.

d)> National and international bibliographies on
traditional children’'s games (Suggested by
V. Midurcova, Czechoslovakia).
At the Conference in Belgrade, it was also suggested
to have in perspective certain preliminary products
of the Project (praduits intermediaires, defined by
8. Brougere, France). The definition of such preli-
minary products would contribute to the usefulness of
the Project’s results even before the entire Project
is completed within a given country or the OMEP. Such
intermediary products would include the compilation
and copying of the first minor collections of tradi-
tional games (collected in one town or some narrow
region), and placing these at the disposal of the
youngsters’ educators who could try these games out
in schools, kindergartens and the family, to see how
the children accept them; they would also include
amateur video-tapes of the traditional games of cer-
tain regions and th=ir employment in eoucation, TV
broadcasts about the Project of collecting tradi-
tional games while it is gtill going on, the publi-~
cation of bibliographies on traditional children’'s
games, etc. According to B. Brougere’'s idea, these
preliminary results of the Project would inspire new
collaborators_to Join in.

10
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3. The Theoretical and Methodogical Problems Related
ta the Project

A number of Con’erence participants ha.e discussed
the theoretical purpose and justification of this
Project {in particular: J. Brasza - Poland, A.

Mar janovié¢ - Yugoslavia, R. Renson - F=2lgium, Z.
Rajkovié - Yugoslavia, J. Retschitzki - Switzeriand,
I. Blacknevy - GBreat Fritain, E. Balke - Norway, M.
Pesi¢ - VYujoslavia, 0. Murdieva - Yugosl avia, M.

Koti¢ - Yugoslavia, B. Bourgere ~ France). They have,
in the course of discussion, seriously posed the
problems concerning the lack of a theoretical basis
for the project, the justification of recording games
out of -antext, the meaning of the concept of tradi-
tional games, and the stability and change in tradi-
tional games.

Due to the nature of the OMEP, which is not a
scientific association, and to the variety of con-
ditions under which the different national committees
will be working on the realization of this Project,
it is not possible to give a uniform theoretical de-
finition f the Project, or to carry it out in a uni-
form manner. Therefora, we need a flexible conicept of
the Project which would allow the greatest possible
number of countries to Jjoin the Project in spacific
and individually adeguate ways.

The fundamental theoretical statemants which could
nevertheless ensure a certain uniiy within the Pro-
Ject would be ag follows:

Traditiunal children‘s games are a part of the
folk culture (traditions populaires, tradizioni po-
polari, Volksdichtung, etc.), i.e., the spiritual
production of the populace accumulated over a lengthy
period of time.

The folk culture is the non—official culture of
non-ruling social strata. It develops in the form of
oral culture. This form of its existence determines
many of 1its other characteristics. As it is not
fixed in the form of written documente, folk culture
undergoes continucus change, incorporatir- the anony-
mous creative production of numerous individuals. It
is, therefore, the work of collective creation. Con-
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sequently, this form of culture obeys the "law ¥
change" (V. Propp), which is primarily manifested in
the existance of numerous varistions of one given
product of the folk culture. Beside the -preservatior
of the original form, the changes consist in: disap—
paarance (extinction), innovation, reinterpretation
(change in the meaning of the wearlier forms), the
creation of hybrid forms, transformation (of content,
for example, with thc retention of the basic struc-
ture), etc. In other words, traditional products of
folk culture reflects two processes: the process of
preservation, as well as the process of constant
change in the older products which are in continuous
interaction with the socio-cultural milieu of their
origin.

These basic characteriscics of the folk culture
also fully wrply to traditional children’s games. It
is significant to note, in relation to these games
and to children’s folklore in general, that some oOf
the conditions for its development still exist under
contemporary conditions. Namely, children in contem~
porary socia“ies are still to a great extent & margi-
nal social group, their mentality (especially at
younger ages) is well suited to the creative products
of the popular mind (demonstrated, for example, by
the inclination contemporary children show for folk
tales), the oral form transmission iy still very sig-
nificant in the children’s subculture, with all its
relevant consequences (the extinction of whatever is
not suited to the children, ti. introduction of in-
novations, the creation of hybrid forms), etc. Hence,
games are still being created in children‘s groups
today in the manner in which adult folklc-e used to
take shape in times past (as well as today in many
social situations).

The creation of traditional children‘s games and
the children‘s social praxis in the form of playing
these games represent one of the most significant
mechanisms in the constitution of gererations of
young people as a saparate social group {A. Marja-
novi¢ ~ Yugoslavia).

A more detailed outline of the theoretical con-
cepts on which the Project is based may “e found in

12
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b)

c)

the papers by the Project authors (A. Marjanovié and
I. Ivié
which underlie the Project have several important
methodological corsequences, as follows:

~ VYugoslavia). These theoretical concepts

I¥f traditional folk culture is characterized
by a process of change, then there is no
dilemma as to whether ocne should collect
only ancient children’‘s games or newer ones,
too. The basic characteristic of traditional
games is that they are products of the folk
culture (and not of the official one), that
they change, in the process of collective
creative effort, and that they are, hence,
of anonymous authorship f{i.e., there is no
single author known, there is no copyright,
they are not commercial products). The cru=-
cial criterion for distinQuishing <traditio-
nal games is therefore not the time of their
appearance, but the manner of their cresation
and the mech-nism of their transmission.

It follows from the previous paragraph that
it is very important to record all the
variations which appear in the course of
time (and give dates for their appearence,
if possible) or depending on local condi-
tions. The data on such variations give ad-
ditional information about the nature of
each game.

Bearing in mind the +act that the tradi-
tional children’s gqames are interrelated
with the conditions of life, i.e. the socio-
~cultural context, it follows that a <text-
~based approach (i.e., the mere recording of
games, regardless of the conditions of their
origin and the way they are played 1in
context) necessarily has its limitations.
The cataloguing and descriptior of games and
their variations is valuabie for the preser—
vation of t':.e games but doesn‘t allow their’
interpratat.on. It is therefore necesssry ,
whenever possible, to add the study of games
in context to the text-based approach (see
section "The Possible Forme of Participation

13
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in the Project"). The game-collecting proto-
col, offered in two forms (by A. Marjanovi,
Yugoslavia), attempts to overcome as far as
possible the faults of the text-based
approach. Naturally, in order to totally
overcome its limitatiorne, it would also be
necessary to use aother research instruments
than these protoccls. On the other hand, the
actual compilation of anthologies of tradi-
tional children’‘s games and the effort at
their practical realization represent an at-
tempt to introduce these games into life of
contemporary children, allowing the "law of
change” of traditional cultural products toa
be activated again. In that sense, this pro-
cedure may be treated as a form of action
research which will enable us to invastigate
the iink betweer this form of traditional
culture and the children‘s contemporary
living conditions.

4. Defining the Categories of Games to be Collected
in the Project

In an intercultural research which 1is to encompass
very different and distant cultures, it is not pos-
sible to set out with a rigid logyical definition of
the phenomenon to be recorded.

However, in order to secure a minimum of unity
within thke project, it is necesezary to have a preli-
minary flexible definition of the categories of games
to be recorded in al) the countries. In the course of
the international exchange of opinion on the Project,
it was attempted tu define the categories of games to
be collected in all the countries — participants in
the Project in the following ways: by opposition
(traditional vs. modern games, chilrdren’'s vs. adults’
games, etc.), by ennumeration (listing the kinds of
games and the particular games to be collected), by
the po~ ..ve, operational (as far as possible) defi-
nition of the categories of games to be taken into
collection.

.1(;14
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a) Play and Non-Ludic Behavior

As there are considerable differences between var;ous
cultures in discerning between 1ludic and non-ludic
forme of behavior, it is necessary to allow the re-
searchers in each culture to define that boundary. A
sub jective criterion may ba of some use: i.e., what
is it that children and adults in each culture con-
sider to be play :A. Mar janovié, Yugoslavia).

b) The Play of Adults and the Play of Chilcdren
The focus in this Project will be on children's
games, those games played by children themselves, in-
depandently, at their own initiative, Therefore, play
8~ an autonomous childhood activity is in focus.
However, it is not possible - in many cultures
and in certain situations - to separate the play of
children and the Play of adults.
It is quite certain that at early ages (up to
three or four), the separation is not posible.
Therefore, games ¢/ interaction between adults and
young children should also be inciuded in our Pro-
ject, such as bouncing, clapping, tickling games,
etc. Experiences from India (M. Goutard, President of
the OMEP), where such interactional games are very
common, may serve as an example. Also, researchers
should be allowed the freedom to collect the games in
which adults and other children Play together, if
these are characteristic for the given culture.

c) Other Forms of Children’'s Folklore and
Traditional Children‘'s Games
Cultural products for children, such as fairy tales,
fables, folk tales, eatc., are outside the scope of
our Project.

Childern’s folk-sorigs in their Fure form do not
belong te the category of children’s traditianal
games which we are collecting in the Project. of
course, many traditional children’s games have
rhythmic and musical components (counting rhymes,
chants and songs as part of more complex ‘games,
etc.), and those will be recorded.

Children’'s sports are similar in this respect. The
pure forms of formalized and institutionalized sports

15
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games (soccer and the like) do not belong to the
category of games collected in this Project. However,
competitive games with motoric components (all gdames
of skill and agility, etc.), which ave traditional
and have not developed into modern forms of sports
ganes, do belong to the category of games to be

recorded.

d) Games with Rules and Symbolic Sames

Games with rules are basically in the focus of our
Project {(from the simplest ones, such as hand-clap-
ping games, to those with very complex implicit
rules). Symbolic games (in the sense of improvized
symbolic games) do not belong to the games we col-
lect. Howaver.,, many garnes with rules contain elements
of symbolic games (rasks, disguise, role-playing,
symbolic geatures, etc.), and these complex games
with rules which contain symbolic components do be-
long to the category of recorded games., Also, we
should record all those combinations of games with
rules and symbolic (imaginative) games, in which the
combination is at the center of the game (M, Duran,
Yug 'slavia). These are the games in which certain
playing behaviors are decided by rules, while other
parts of the game require originality and creativity
(this usually entails playing certain roles, such as
thief, rescuer, attacker, etc., which require the
formulation of the text in that role, a jocular de-
fence or attack, the humorous twisting of a m=ssage,
the witty solutiun of a riddle, etc.). Such combined
games would be particularly useful in stimulating the
creative abilities of children.

@) The Positive Definition of the Games to te
Collected

Summing up the efforts at defining games, we arrive
at the following specification of the games that
should be collected in this Project. In this Project,
our interest is focused at traditional children’'s
games which are a part of the folk culture (and not
the institutionalized and organized modern fun and
leisure) in which the child actively employs all his
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physical, motor, sensori-psrceptive, intellectual,
linguistic, social, and emotional abilities.

This definition excludes the pure forms of adult
games, modern games (with known authors or copy-
righted by some company), folk and other cultural
products for children in which they are not active
but serve as the audience; this also excludes the
pure categories of traditional children‘s dance,
folk-songs, and children’'s sports.

The games to be collected in the Project, thus de-
t+ined, basically can be raduced to two categories: a)
traditional children’s games with rules, and b)
non-rule regulated games, games in which behavior is
mostly regulated, but not by rules, but by behavi—
oral patterns. Common to these two categories of
games is that they are quite stable in form (as
opposed to the pure forms of symbolic games where
improvisation is dominant), that they appear as
"amazing social institutions” and., as such, form a
part of the folk culture and car be transmitted from
one generation to another.

The <first category of games - traditional games
with rules - is characterized by the existence of an
explicit system of rulss which requlate the beha-
vior of the players. These rules are supraindividual ,
conventional, and obligatory for all participants in
the game. This does not exclude the existence of
variations of pames anc changes in rules, but once
the players have agreed on the rules and the game
variation to be played — these become obligatory. The
rules may be very simple (as, for example, in all
counting~out procedu: es), but also may be very com—
plex, so that a high level of intellectual develop-—
ment is required to pnderstand them (so that, for
example, younger children cannot understand them).
Typical examples of traditional children’s games are
hide~and-seek, games of marbles, tagq, etc.

The other category of games - those paced on
stable behavioral patterns - is much more neteraogen
ones. Their stability arises from the univarsality of
certain behavioral patterns, or consists in the
ritualization of behavior. Playing behaviors ere,
therefore, to a great extent regulated 1i1n these
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games, Loy, but not by an explicit svystem of conven-
tional rulwas but bv the universalaity of certain beha-
vior “' patterns. The universality ot patterns 1is
various 1n orxgarn. It may be the result of the
physical characteristics of ohjects and toys used 1in
the game (1.e., the manner of throwing or catching a
L'all or a baomerang, or the game of bow and arrow,
2te.) . Anotbher sowce of universality are the motor
patterns in humen behavior (e.g., various games of
balantce, Jumping games, leaping, running, all games
of motor aaility, etc.’. There are also games whose
characteristics result from a combination of the
physical characteristics of obiects used in the game
aend characteristics of humsn motility (such as rope-
~jumping qgames, sack-racing, wallking on stilts,
eic.). In &)l these games, physical, material factors
play a great role, which wes pnointed out at the BRel-
yrade Conference by D. Garon (Canada), stressing that
this form of games 1s particularly important for very
yourin chyldren, who cannot yet understand more com-
plet games with rules.

Sensori-perceptive patterns are the following
source of these non-rule regulated games. Here we
find all those games which employ the universal
patterns of sensori-perceptive pehavior, such as
toussing games (the tsssing up and catching of the
child), fingsc and toe games, watching games, all
vertigo games, all games of perceptual dexter:ity and
sk11l, etc.

Universal patterns of interaction and communica-
tion are also & common source of this category of
games. Here we find the hiding and declosing games
(from the simplest, such as peel aboa, to very comple:x
games with masts and disguise, etc.), mother-and-

infant interaction games, games of competition and
coopetration, betting games, daring games, all team
games, etc.

Very close to the former games are those which are
based on general patterns of sapeech behavior: rid-
dles and conundrums, dialogue games, message-twisting
games, tuunge~twisters, senseless rhymes. talez with-
out ending, word twisters.




Intellectual qgames (games of roflection, games of
wit, games of logic, games of ntellectual sball,
etc.) are based on universal patterns of intellec-
tual behavior. ’

Although the affectional comsonent is prewent 1n
all forms of gemes., there are also spectal gaings
based on affectional patterns. these are: mabirg
funny faces, liscing games, games 0F cho!ce based an
living, games of 1nsosence, aames of control of
feeling (e.g., laughter), bhurial and mourning  games,
wol f~and-lamb gamrs and similar games based on the
child’s separation aniiety., scaring games, games of
expression, mociing games, etc.

Of course, there are all sorts of intermedi ary
forms between games of rules and this second cateqgory
of games (games based onn general behavioral pat-
terns), and it is not always possible to di fteren-
tiate them clearly. That 1s nat even necessary for
the purposes of this project, as we shall be collect-
ing the both kinds of games. The specification of
these games and their forms was meant to facilitate
the identiticat:ion of all the games which are to be
collected,

50, two big categories of games (games with rules
and games based on universal patterns of human beha-
vior) form a part of the folk culture. They contain
the centuries~old playing experience gained within
various cultures and humar communities. Because of
the variety and wealth of behavior activated by these
games, they represent a priceless tool in the stimu-
lation of children’s development, in the enrichment
of their lives, and the awakening of their enjoyment
of life.

When we have in mind the differences between var-
1ous cultures in the forms of traditional children’s
games, then an international project aimed at their
collection and revival gains even greater signifi-
cance,
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S. The Classificatin of Collected Games

In view of the Project objectives and the proposed
final products {(see previous sactionz), it will be
necessary to pose the problem of the classification
of collected games in a particular light.

In solving the problems of collectiion, all the re-
levant classification systems will naturally be used
(Caillois, Piaget, etc.), but, due to the special re-
quirements of the Project, it will also be necessary
to elaborate special classification systems for <+he
games to be compiled in various countries. i.ese
classification systems will be based on the following
criteria: game content, the psychological functions
employed in the game, the social -psychological func-
tion of the games, the psychogenetic (developmental)
criterion, the structure of games.

At the Belgrade Conference, a very valuable con<
tribution toward the elaboration of a system for the
Classification of games was given by D. BGaron
{Canada) , who summarized her book on that topic. (D.
Garon: La classification des Jjeux et des jousts, La
Pocatiere, Documentor, Quebec, 1985).

Setting out from formerly known systems for the
classification of games and the Garon system, the
problem of game classification will be solved in
further stages of work on the Project by the method
of individual exchange of opinion between the Project
participants. This 1line of problem—solving is made
necessary by the need for the classification system,
which is to be used in the project, to take into
account the cultural variety which is to be expected
in any intercultural project. In - .ir words, the
systems of classification must not pe rigidly defined
before- hano, but must be adapted to the nature of
collected games.

6. The Possible Forms of Participation in the Project
Due Lo great differences between the member-countries

of the OMEP, the forms of joining in this common OMEP
proiect have to be very flexible.
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The manner in which any given National Committee
of the OMEP will participate in this Project will de-
pend on-the following factorst the needs (educatio-
nal, cultural, etc.) for such an endeavor of collec-
ting traditional children‘s games, the present stute
of affairs in the country (in some countries there
already exists large published collections of games,
in some places this has only partially been done,
while these games have hardly at all been recorded in
other countries), the available professionals for
work on the Project (ranging from amateur collectors
such as teachers, to professional researchers and
entire research istitutions), the available
financial resources, etc.

Because of these differences in the conditions for
the realizatic) of the Project in various countries,
the OMEP Natioral Committees, other national institu-
tions, as well as individual participants in the Pro-
ject, may choose one or more of the following forms
of joining the work on the Project.

Model 1: The Compilation of Collections of
Traditional Cnildren’s Games

This form of participation is the simpleast one. It
rests on the text-base approach which was mentioned
in the section on the theoretical ard methodological
problems of the Projezt. In brief, this form of par-~
ticipation in the Project consists in the collection
and description of those traditional children's games
(and their variations) which were defined in the pre-—
vious sections of this document.

The collecting of games is done on the basis of
following sources: bibliographic sourccs (the compi-
lations of games previously published in various ma—
gazines and books), iconographic sources (the identi-
fication and reconstruction of games depicted in pic-
tures and paintings), adults or children as informers
who give descriptions of games. For the purpose of
these interviews, researchers may use the protoccl
for collecting games — form Al.

When the Project is being realized in thic form,
non~professionals may be employed as research colla-
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borators: tindergarten and elementary teachers, stu-
dents, cultural propaganda workers, etc.

On the basis of the games thus collected, 1t will
be possible to publish local, regional, and national
anthologies of traditional children’s games (e.ther
general, tnematic, or age-specific). Each cuuntry
which makes a collection of games on 1ts territory in
this manner will also give its contributions to
international anthologies.

On the basis of the collection of games thus com—
piled, 1t is possible to implement these games di-
rectly in working with children (ip day-care 1insti-
tutions, schools, using the mass media). Therefore,
attempts at the revival af traditional childron’s
gamnes based on such collections are possible.

The limitations of this form of participation in
the Froject are evident. The most fundamental of
these is that children’s games are being separated
from children’s playing practice and the social, cul-
tural, and historic context in which they were crea-
ted and in which they now exist.

Model 2: The S8tudy of the Practitce of Playing
Traditional Children‘’s Games

This form of participation may be a continuation of
the previous form, or may be carried out indepen-
dantly.

The basic characteristic of this form of partici-
pation 1n the Project is that it does not end with
the description of games, but also studies the actual
pracess of playing traditional children’s games, the
playing behavior in some precisely defined setting
(i.e., & single city gquarter, an entire small town, a
single village or a region, some ethic or national
group, etc.).

The new information obtained in this sort of re-
search of traditional children‘s games includes:
which games (and their variations) are still present
in the lives of children today, with what freguency
are certain games played, how widespread certain
games are in various children’s groups (various age
groups, boys and girls, village and city children),
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what 1s the eiract meaning of a game for ch ldien .as
qaames, which appear to be the same 1n a tevt-based
record, mas have quite different mearanys 1n playing
practice), how these qames change n the modern
times, what are the channels and mechasisms tor their
transmission amona contemporary children., ele¢.

This form of research also requaires the codlection
o+ data oan children’s groups and the env.ronments
surrounding the practice of these qgames (the geogra-
fical location of the settiement, the children”s
eLhic, cultural, and linguistic identity, an cverall
description of the settlement, basic date -<bout the
economic, social, and cultural statis of the milieu,
etc.).

For collecting data on the playing practice of
tradi tional children’s games, field wor kers may use
the game collecting protocol -~ form A2. It 15 neces—
sary, besides, Lo gather the data mentioned in the
previous paragraph from the relevant sources.

his form of participation in the Froject may as
well be realiced by collaborators who are not prof-
fesional researchers (teachers, cultural propaganda
worlers, etc.), although this form of research sets
more complex tasks before them: the ohservation of
children’s behavior in play, the collection of data
about the en\ironment, etc. RBesides, it is necessary
to provide certain technical aids (a camera, tape or
cassette recorder, optional video equipment) in order
to make a more accurate recording of certain beha-
viors (characteristic playing scenes, facial expres—
sions, the musical-rhythmic components of the game,
etc).

This second form of realizat:on of the Froject can
produce the following results: various collections of
games, notably those games still present in the lives
of children in certain settings, or video :assettes
with selected games. Besides, the study of the acti«l
process of playing traditional games in certain set-
tings and the other collected data allow an exact un-~
derstanding of the meaning a game has for children in
a givzn context, an understanding of the process of
transmission and prfservation of traditional child-
ren’s games, i1nsight into the prefer=nces of children
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o for certain kinds of games, into the frequency with
i, which certain games are played, etc.

Modwl 3: The 8tudy of Traditional Children's
Games in & Bocio-cultural Context

) This mcdel of rmealization of the Project comprises
o both the previous ones (i.e., the cataloguing of
T games in a given environment and the study of the
| playing practice of these games). The basic charac-
teristic of this model is the study of the context
(historical and socio-cultural) in which the games
have originated and in which they live. Therefore, in
contrast to Model 2, in whi~<h only the fundamental
data about the context are gathered, we have here a
: complete original study of that context. Once the
; ethnic, cultural, regional, or some other group on
which the reseaerch 1is conducted is defined, the
systematic collection 2f “he relevant data about the
defined environment is undertaken.

The first group of relevant data concerns tradj-
tional children’'s gamaes (similarly to Model 1, and
roughly followirg the protocol Ai. Then, whenever
made possible by the available sources, an attempt
should be made to collect the data on the origin and
history of these games, whizh includes information
about the procesezs of transformation of these games
within somne period of time (2.g9., in the past cen-
tury). This means, further, that a study } also made
of the games preserved in contemporary children’s
play (i.e., Model 2 of research).

The next aspect of research consists in the study
of the relationshkip between those categories of tra-
ditional children’‘s games which are collected in this
project and other forms of children’s folklore, as
well as those forms of adult folklore which are rele-
vant for the understanding of traditicnal children’‘s
games.

The basic value of this form of Project realiza-
tion lies in the study of the social, cultural, and
historical context found in the locality under the
study. This practically means that, beside the col-
lection of children’'s games, we conduct historical,
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cultural, ethnographic, _ociological, and social-
—psychological research which will help us define the
basi parameters pertinent to the particular environ-
ment or human community 1p question. This kind of
research, naturally, requires a special research plan
to be made and special instruments to be elaborated
(or the resgults of already completed research are
using).

Unlike Models 1 and 2, this kind of thoroughly
planned research project allows us to place tradi-
tional children’'s games 1in context. This opens the
possibility of interpreting these ames: their
origin, their historical develepment, their inter—
relation with other forms of culture, their related-
ness to the 1life of a certain human community. In
this way, such a research may become explicative.

An example of research closest to what we describe
in Model 3 can bz found in the study of folk games
of New Zealand, described i1n the book by B. Sutton-
~Smith (1972): The Folkgames of Children, Univer-
sity of Texas Press. Austin-London.

Model 3 of realization of the Project actually has
all the characteristics of a scientific research pro-
Ject. Therefore, it can only be carried out by pro-
fessional researchers and completely equipped insti-
tutions for scientific research.

Model 3 of realization of the Project may result
in all the final products described in the relevant
section of this document.

Model 4: Various Forms of Revival of Traditional
Children’'s Games

This form of realization of the Project consists in
various atteapts to introduce traditional crildren’s
games into the lives of contemporary children. This
mode of project realization will, therefore, most
often take the form of an action-oriented euperiment
(an experiment in the sense that we are trying to
ascertain the extent to which contemporary children
will accept traditional games), or various forms of
cultural campaigns or cultural animation. The revival
forms may vary in azcope - from the creation of large
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ference by Lj. Beljanski-Risti¢, Yugoslavia).

These are only a few of the possible ways of re-—
vival of traditional children’'s games. Other formsas
might be: video cassettes with selections of tredi~
tional games, regular TV series on local or national
~ television, che introuuction of traditional child-
ren's games in schools with various educational ob-
jectives, the practice of traditional chil“ren’s
games in children’s holiday camps, etc. Uf course, it
is also possible to implement all other forms that
- can be thought of by teachers, volunteers, cultural

propaganda workers, writers for children,dramatic
: * creators, etc.
¢ The four described models for the realization of
the Project should only facilitate the decision of
. the National Committees of the OMEP to take part in
} the project. The models could also be used to des-
cribe phases of realization of the Praject (the
logical order would be from Model 1 to Model 4).
Besides, combinations of the four described model s
2 are possible (e.g., Model 1 - game collecting, and
Model 4 - some form of their revival, etc.).

The choice of the maodel of project realization re-

mains, naturally, the exclusive right of each Nation-
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i%»h specialized centers for the revival of traditional
fed games (some sort of "live museums" of these games) to
@M simple, limited attempts at introducing these gamas
B in individual kindergartens.

% An example of an ambitious attempt of this sort
% was des.ribed at the Belgrage Conference by R. Renson
& (Belgium). It conrerns a center founded in Flanders,
%. Belgium. .

¥ Other forms of revival were also described at the
{ Belgrade Conference: a revival of the paople’s circus
W in Brazil (R. Dinello, Urv:uay), an attempt at ins-
: piring traditional game playing in the family and the
% Play Day campaign in Finland (S§. Kuosmanen), experi-
g ences with the revival of traditional children’'s
A games in the kindergarten (J. Nikié¢, Yugoslavia),
. using traditional children’'s games and toys in the
¢ modern kindergarten (E. Nakamura, Japan), the cre-
; ation of dramatic workshops inspired by traditianal
i games (a workshap was organized at the Polgrade Con-
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al Committee and other national institutions. The
choice should take into consideration the actual cul-
tural and educational needs of each environment, the
status quo in the collection and study of traditional
children’'s games, and the available material and pro-
fessional capacities,

7. The Organization of the Project

This Project is a part of the working program of the
OMEP (World Organization for Preschool Education).

The international OMEP has appointed the Yugoslav
National Committee to be the Project executor. The
Yugoslav National Committee of the OMEP has entrusted
the scientific aspects of work on the Project to the
Institute for Psychology of Belgrade University.
Therefors, this Institute appears as the scientific
research organizer and supervisor of the Project.

The Institute address iss

INSTITUT ZA PSIKOLOGIJU
FILOZOFSKI FAKULTET
CIKA-LJUBINA 18-20
11000 BEOGRAD
YUGOSLAVIA

Tel. 638-734 (area coude for Yugoslavia — 38)
(erea code for Belgrade - 11)

The persons at the Institute for Psychology respon-
sible for this Project are Prof. Dr. Aleksandra
Mar janovié¢, Prof. Dr. Ivan Ivi¢, and Gorjana
Litvinovi¢é (scientific research secretary of the
Project).

The Nat:onal Committees wishing to participate in
the Project are responsable for deciding on the mode
of organization for the realization of the Project in
their own csuntry. The executors of the Project 1in
tne individual countries may bhe: the National Commit-
tees or other national institutions (scientific re-
search inatitutions, universities, professioral assa~
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ciations of folklorists, pedagogues, teachers, etc.).
or individual persons.

The financial resources for the realization of the
Project have to be provided by the Project exe- cutor
in each country from national sources.

For the realization of the i1nternational aspect of
the Project (meerings, the printing of certain docu-
ments, the preparation of i1nternational anthologies,
etc.), the OMEP will try to provide special resour-—
ces. The source of these may be: OMEP's budget, sub-
ventions by other international agencies and foun-
dations, the National Committees' resources (parti-
cularly for the organization of Project-centered
meetings in the given country and for the preparation
and printing of Project documents).

a. ‘dlines

document, which is to serve as a basis for the

Ject, precedes its realizat on in all the coun-

ies wishing to participate.

The National Committee of the OMEP, other national
institutions, and interested individuals should
announce their participation in the Project before
the OMEP Congress in Jerusalem (in July, 198&).
Applications should be sent to the address of the
Institute for Psychology (as given above).

A special meeting devoted to this Project will be
held at the Congress in Jerusalem {(July, 198&).

The Norwegian National Committee (Eva Balke) ias
suggested that the annual OMEF seminar which will be
held at the time of the OMEF World Council meeting in
1987 in Oslo to bz devoted to the problems of the
project "Anthologies of Traditional Children’'s
Games". That will be a good occasion to discuss all
the current problems related to the Project and to
agree on further phasss of Project realization (the
elaboration of a sy-tem of classification of games,
the preparation of international anthologies, etc.).
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?. What is Expected of Each National Committee

Toward the end of coordinating the activities of the
National Committees and the most efficient execution
of the Project in the different countries, each
National Committee of the OMEP should accomplish the
following:

a) Decision on its participation i1n the Project.

b) Announcement of its participation in the Pro-
ject. The application is to be submitted to
the address of the Institute for Psychology
in Belgrade given above. It should contain:
the decision about participating in the
Project, the address of the national institu-
tion/s and individuals who are to be the exe-
cutors of the project, the chosen model for
the realization of the project.

€) Organization of the national institutions and
individuals who are to participate in the
Project.

d) Provision of the financial resources for the
realization of the Project in their own
country.

e) To establish the contact with the Project co-
ordinator and the Institute for Psychology in
Belgrade, in order to deliver all comments
and suggestions, and ask t . Froject coordi-
nator for . all the necessary documents, the
bibliography,; or other forms of aid.

f) To send all relevant material to the address
of the Institute four Psychol agy, including
descriptions of all collected games, descrip-
tions of other activities undertaken as a
mode of realization of the Project, the col-~
lection of traditional games formerly publi-
shed, and national publications relevant to
the Project.
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Aleksandra Mar ianovié

THE THEORETICAL AND METHODOLOGICAL PROBLEMS
CONCERNING THE PROJECT ON TRADITIONAL BAMES?*

NBATePA N Y N gt

1. Why wa must <formulate our own theoretical and
methodological framawork for the project "Antho-
logies of Traditional Gamus"

PO T

The collection and study of traditional games haw
itself a long tradition.

In the book "Games of the World" (Grunfield, F.
1979), we are informed by the author of the preface,
R.C+ Bell, that the first collection of folk games
was published in 1263 by the Castilian king Alfonso
the Wie-y, exactly 700 years ago. The learned King's
intention was to issue an encyclopedia of knowledge
anrnd skill, and he enlisted play as a cubject of im-
portance, alcng with "history, religion, astronomy
and magic”.

Both the King and his work may be considered a
historical ‘rarety. However, not only are games anci-
ent nhenomena, but the reflection about them also
reaches into the far past. Pictures of traditional
games have entered the medieval and Renessaince
literature as a means of representing the popular,
unofficial, "material-corporal" philosophy of life
(Bahtin, M. 1978), play as an ontological problem
became the subject of philosophy relatively early
(8iler, F. 1974/1975., and in the 19th century the
continuous collection and scientific study of tradi-
tional games started taking p.ace - a somewhat be-
lated reflection of the much earlier inflamed elation
over the people and folk creations (Cocchiara, G.
1985).

Thus, today, beaside the fact that every culture is
rich with traditional games, we also have the fact
that the human cultural heritage includes numerous

het o

' During the Conference in Belgrade the official title "The
Belgrade OMEP Traditional Games Project" was adapted.
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collections and studies of traditionzl games and play
in general,

We might say that so manv predecessors would have
trodden a path for the project "Anthologies of Tradi-
tional Games". For 1t would be natural to expect that
tne long period of research had led to the construc-
tion of a relatively consistent theoretical system
which could solve the crucial theoretical and metho-
dological problems.

However,it is already in the first contact with
the literature that such expectations are shattered
to bits and pieces. Not only does our project not
find the theoretical and methodological around
cleared, but is trapped in a labyrinth of different,
often contrary, definitions, approaches, and methods
of studying, explaining and interpreting games, with
no Ariadne’'s thread to take us safely into the open.
Avedon and Sutton-Smithk (Avedon, E. and Sutton-Smith.
B. 1971) have exerted the effort to gather all the
conceptual variety in one place, and they demonstra-
ted that play is variously defined depending on what
is whished to be marked by it in the various prac-
tical areas or, otherwise, which type of behavior,
social institution or cultural form is attempted to
be conceptualized in scientific disciplines and theo-
ries through play.

As play is studied by very different disciplines -
the study of folklore, ethnology, anthropology, soci-
ology, ' psychology, pedagogy, etc. — it is most often
the case that the theories created within these dis-—
ciplines for the elucidation of phenomena other than
play (cults, rituals, cogritive functions, defense
mechanisms, etc.) are simply extended to play as an
additional field which offers the possibility to test
the applicability, validity, and particularly, the
range of a given theory.

The fact that we keep coming back to the initial
questions about play makes us believe that wa are
trying to lonk at something with dim focus. This is
best illustrated by traditional games or games with
rules. Almost all great contemporary theories falter
when it comes to interpreting the nature and function
of games with rules. If we take, as an example,
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Piaget ‘s theory of play, we shall easily see that no
matter how smoothly, within its limits, a great psy-
chogenetic theory can deal with <sensori-motor and
symbolic games, its attempt at interpreting games
with rules as the "negative of operational processes"”
(Piaget, J. 1972) becomes awkward and unconvincing.

The internal incoherence of the scientific know-—
ledge about play places each new research attempt in
the position to choose between two alternatives:
either to adopt one of the leading theoretical sys-—
tems or to set its own theoretical and methodologicai
framework. As the critical consciousness about the
existing theories of play and the manners of its
study increases, it is very difficult to accept one
theoretical system as one’s own fundamental belief
and the final framework for one’'s thought. The
project "Anthologies of Traditional Games" must also
try to articulate its thearetical and methodological
standpoint. That would suppose the definition of
one’'s conception of children and childhood and play,
and using that as the point of reference, the formu-
lation of questions, the construction of ways and
means for the collection and analysis of games, and
finally, the elaboration of a conception of revival
of traditional games.

Another reason for the elaboration of an original
theoretical and methodological framework is that OMEP
has included such a project as "Anthologies of Tradi-
tional Games" in its work programme. Namely, the cue-
stion would be: why should OMEF take on thz task cof
collecting, analyzing and publishing collections of
traditional games if such collections already exist
in almost all its member—countries? This geasture
could only make sense if the Project became a means
of articulating the pressing problems of the qrowing
up of little children in contemporary society, simul-
taneously providing a means which could, at least in
one domain, help solve these problems. The charac-
teristices of the domain of children’s play in contem-
porary society are representative of the growing-up
problems. The theoretical and methodological frame-
work ought to make it possible to identify these
problems and the processes const:ituting them. Thus,
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OMEP would acquire valuable material, which would
serve as the foundation for its particular campaigns.

Finally, it is a rare opportunity to have one
research project gathering experts from so many dif-
ferent countries, cultures and scietific disciplines.
This opportunity opens up many various possibilities
for collaboration. However, the success of this col-
laboration depends to a great extent on how far we
succeed in tha very beginning in reaching a concep-
tual consensus. The much—-propagated team work in
scientific endeavour can bear fruit only if the col-
laborators on a given project do not represent a mere
physical group, but set up an intellectual unity.
This, in its turn, is possible if they are motivated
by the same problems, concerned with the same ques-
tions, if they unify their point of view and the
direction of their thought. That is why it is of
immense importance to thoroughly examine the theore-
tical and methodological <framework of the project
"Anthologies of Traditional Games" right at the be-
ginning of the work on it.

2. The conceptions about children and play in studies
of traditional games

The studies and collections of traditional games can
be classified and analyzed according to diffarent
criteria.

At the present, I have selected an approach which
I believed would bring us closer to the problems
which are important for the project "Anthologies of
Traditional BGames'.

Just as the study of folklore is "led by one prob-
lem... which gathers and unites the others", (Cocchi-
aray, G. 198%5), that being the problem of defining the
concepts "people" and "folk creations", the study of
games is led by certain viaws on children and
childhood, play and playing. These openly expoun- ded
viewpoints most often rest on a covert philosophy of
childhood and play f(or "ideology", as rather term- ed
by B. Sutton-Smith and D. Kelly-Byrne). This im-
plicit philosophy is more general and more <fundamen-—
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tal than the publicly professed scientific appro-
ach, as it forms a part of the dominant viewpsint
and permeates both everyday conceptions and scienti-
fic theories. It is this kind of philosophy that is
leading and misleading in our attempts to understand
children ard their play. That is why ! believed that
an analysis of the concepts about children and play
would bring forth the theoretical and methodological
problems whirh are important for the project "Antho-
logies of Traditional Games".

Using this criterion, we can roughly divide the
studias aboul traditional games into two groups,
marked »y the predominance of one of two ways of
concepiualization of children and play:

1- The first special way of conceptualizing child-
ren and play can he found in ethnolojical studies,
which include the earliest work. on traditional games
(Tylor, A. Gomme, E. Fournier, F.M. Bohme, T. Djor-
dJeV’.t. etc.).

It should be stressed at once that the early re-
searchers in traditional games were not So much
interested in children, as were they motivated by the
belief that the history of civilization "could not be
written without a chapter on games and toys" (Cocchi-
ara, 6. 1985 .

For these researchers, traditional games represent
the rudiments of anscient customs, cults and rituals,
they are the ‘"extension” (Cocchiara, 6&. 1985), the
"reminiscence", for they "keep in themselves the tra-
ces of deep antiquity and show something of things
that were gone" (Djordjevié, T. 1907). Fo.lowing this
hypothesis, the early studies of traditional games
ware rich 1in analyses of the origin of particular
games, in attempts to determine the relatedness, ana-
logies and hidden meanings of games.

Children appear as the holders and transmitters of
traditional games. They are not the subject of study,
but the concept which helps to explain the fact that
traditional games have survived for centuries and are
similar throughout the world.

Trying tc solve this problem, the early research-
ers had conceptualiced children as a timeless and
society-free catagory in which ¢he universal human
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nature is materialized in a simple and sincere way.
Just as the primtive people have not discovered
civilizati