
The 
book 

games



I zicchittuni 
1. Each player has a bottle 

cap. 
2. Each bottle cap is placed 

in the middle of a square 
playing area. 

3. Each player must flick 
their bottle cap from the 
middle of the square to 
either the top or the 
bottom of the square. 

4. Players earn points when 
their bottle cap reaches 
the top or the bottom of 
the square. 

5. Players loose points for 
flicking their bottle cap 
out of the squares 
boundaries. 



What you need to 
play:Handkerchief or 
bandana
Object of the game: Be the 
first to grab the 
handkerchief when your 
number is called.
Set up the game: Divide 
children into 2 equal groups 
and give each a different 
number. One player on each 
team must have the same 
number.How to Play: Teamsline up on 
opposite sides and a 
handkerchief is placed in the 
middle. At random the 
“caller” calls out a number. 
The players thath ave been 
assigned that number both 
run to the middle and trytobe 
the first onetograb the 
handkerchief. The player 
whograbs the handkerchief 
first gets a point fortheir 
team.
Variations: If there are a lot 
of children playingyou can 
divide the minto 4 equal 
groups and have them line up 
on facing each other - like 
the four sides of a square.

Il gioco del fazzoletto



Il gioco della sedia

Musical chairs is a game played 
by a group of children often in an 
informal setting purely for 
entertainment such as a birthday
 party. The game starts with any 
number of players and a number 
of chairs one fewer than the 
number of players; the chairs are 
arranged in a circle (or other 
closed figure if space is 
constrained; a double line is 
sometimes used) facing outward, 
with the people standing in a 
circle just outside of that. A non-
playing individual plays recorded 
music or a musical instrument. 
While the music is playing, the 
players in the circle walk in 
unison around the chairs. When 
the music player suddenly stops 
the music, everyone must race to 
sit down in one of the chairs. The 
player who is left without a chair 
is eliminated from the game, and 
one chair is also removed to 
ensure that there will always be 
one fewer chair than there are 
players. The music resumes and 
the cycle repeats until there is 
only one player left in the game, 
who is the winner. When down to 
the last two players the chair 
may be moved as long as the 
music has stopped before the 
chair has been touched.

http://en.m.wikipedia.org/wiki/Game
http://en.m.wikipedia.org/wiki/Birthday
http://en.m.wikipedia.org/wiki/Chair
http://en.m.wikipedia.org/wiki/Music


Il gioco della campana
Hopscotch is a children's game
 that can be played with several 
players or alone. Hopscotch is a 
popular playground game in which 
players toss a small object into 
numbered spaces of a pattern of 
rectangles outlined on the ground 
and then hop or jump through the 
spaces to retrieve the object.
The court (or course)
To play hopscotch, a course is first 
laid out on the ground. Depending 
on the available surface, the course 
is either scratched out in dirt, or 
drawn with chalk on pavement. 
Designs vary, but the course is 
usually composed of a series of 
linear squares interspersed with 
blocks of two lateral squares. 
Traditionally the course ends with a 
"safe" or "home" base in which the 
player may turn before completing 
the reverse trip. The home base 
may be a square, a rectangle, or a 
semicircle. The squares are then 
numbered in the sequence in which 
they are to be hopped.

http://en.m.wikipedia.org/wiki/Children's_game
http://en.m.wikipedia.org/wiki/Playground
http://en.m.wikipedia.org/wiki/Chalk
http://en.m.wikipedia.org/wiki/Pavement_(material)
http://en.m.wikipedia.org/wiki/Square_(geometry)
http://en.m.wikipedia.org/wiki/Rectangle
http://en.m.wikipedia.org/wiki/Semicircle


Playing the game
The first player tosses the marker 
(typically a stone, coin or bean bag) 
into the first square. The marker 
must land completely within the 
designated square and without 
touching a line or bouncing out. The 
player then hops through the 
course, skipping the square with the 
marker in it. Single squares must be 
hopped on one foot. For the first 
single square, either foot may be 
used. Side by side squares are 
straddled, with the left foot landing 
in the left square, and the right foot 
landing in the right square. Optional 
squares marked "Safe", "Home", or 
"Rest" are neutral squares, and may 
be hopped through in any manner 
without penalty. After hopping into 
the "Safe", "Home", or "Rest" the 
player must then turn around and 
return through the course (square 9, 
then squares 8 & 7, next square 6 
and so forth) on one or two legs 
depending on the square until he or 
she reaches the square with their 
marker. They then must retrieve 
their marker and continue the 
course as stated without touching a 
line or stepping into a square with 
another player's marker.



Upon successfully completing the 
sequence, the player continues the 
turn by tossing the marker into 
square number two, and repeating 
the pattern.
If while hopping through the court 
in either direction the player steps 
on a line, misses a square, or loses 
balance, the turn ends. Players 
begin their turns where they last 
left off. The first player to 
complete one course for every 
numbered square on the court wins 
the game.
Although the marker is most often 
picked up during the game, 
historically, in the boy's game, the 
marker was kicked sequentially 
back through the course on the 
return trip and then kicked out.



Mosca cieca 
blindfold

This traditional game 
works best with a big 
group. Nominate 
someone to 
beblindfolded. 
The "blind man" counts 
to five, while the 
other players spread 
out. The blind man 
must feel their way 
around the room, 
finding the other 
players and identifying 
them. If they catch 
someone but guess 
incorrectly, the person 
is freed. If they guess 
correctly, that person 
becomes the blind 
man. 



Statues is a popular children's 
game.

General rules
1. A person starts out as the "Curator

" and stands at the end of a field. 
Everyone else playing stands at 
the far end (distance depends 
upon playing area selected). The 
object of the game is for a 
"Statue" to tag the Curator, 
thereby becoming the Curator and 
resetting the game.

2.  The Curator turns their back to the 
field, and the "Statues" attempt to 
race across and tag the Curator. 

4. Whenever the Curator turns 
around, the Statue                must 
freeze in position and hold that 
for as long as the Curator looks at 
them. The Curator can even walk 
around the Statues, examining 
them. However, the Curator needs 
to be careful - whenever their 
back is turned, Statues are free to 
move.

5.  If a Statue is caught moving, they 
are sent back to the starting line 
to begin again (or thrown out of 
that round, whichever way is 
preferred.) Usually, the honesty of 
the Curator isn't enforced, since 
being a Statue is more desirable.

http://en.m.wikipedia.org/wiki/Curator
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