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Foreword

Children education has fundamental influences. It will not only affect one
generation, but also decide whether a nationality or country will prosper or recede.
This is a strategic issue, requiring the concern of household, school and the whole
society.

When people talk about children education, they will naturally think about
home education, school education or movies, TV, books or museums and parks.
One sector, which is commonly neglected are toys and games. Game is a com-
pulsory for childhood, and is the most vivid way of kindergarten education. No
matter how great the number of toys are or complicated the games are, they are
all the imitation of children from the grownups. In these games, children will
learn a lot about science and society, which they can't get in class and books.
Traditional Chinese toys and games have a long history. Various kinds of toys
have been discovered in pre-history archeological findings, such as Bow and All
Rights Reserved, Stone Ball, Ring Ball, Ceramic Ball, Ceramic Horn, Bone Flﬁte,
Ceramic Xun (an egg-shaped, holed wind instrument), Mud-Made Human Figure,
Ceramic Little Animals and so on. Acrobatics appeared in Shang and Zhou dynasty,
a lot of which were games. The thirteenth note of Lu Shi Postscript drew from
Shi Ji Xia Jie “he empire is popularizing musical instruments producing ex-
cursive sound, strange plays and decadent music.” A great number of jade and
copper toys appeared in that period, with significant increase in variety, such
as I-go, Liubo,Nongwan, kite, Yeshe etc. From Qin and Han dynasty to Wei, Jin
and South and North dynasties, besides playing the previous games, Jiaodi was
greatly developed and became an important part in all games, of which bird and
animal games with Cock-Fight and Animal-Fight as the core became very popular
and Touhu (throwing arrow into pot) prevailed in the upper class. After Sui and
Tang dynasty, ceramic toys became unprecedentedly popular, and Shuanglu (backga-
mmon) Chess and Polo were introduced. Da Ma Tu Jing (Jing withpi-ctures on polo
playing) by Li Qingzhao was a professional work on this game. Poloand Cuju
(ancient Chinese Football) were the most popular in Tang dynasty. A set of wine
game toys of Tang dynasty was also unearthed in Dantu, Jiangsu province, which

was the earliest wine game toys discovered in China. Later, other toys and games
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like Caixuange and Yezi (cards) were also discovered. It is clear that traditional
Chinese toys and games are very rich in kind. Some of them were spread to other
parts of the world, such as Mathematic Game, Kite, Jigsaw Puzzle, Yezi cards etc,
and had fundamental impact on worldwide games like Poke, Maj Jong etc.

In the past one hundred years, western toys and games were introduced in
to China on a large scale, while folk toys and games became “unpopular” and
their situation went from bad to worse. Especially under the shock of current
social transformation and modernization, people are no longer concerned about
these “unpopular” games and children abandon these games. Folk toys and games
are under the threat of extinction. Therefore, the work of collecting, processing
and researching on traditional Chinese toys and games are of great importance.
First, traditional toys and games are disappearing, with fewer people still playing
and making them. We must be determined to rescue the national folk culture
heritage. Second, to process and research on traditional toys is not a sentiment
toward ancient times, but to people with details of each toy. Today's toys are de-
veloped from the past ones, and tomorrow's toys will be developed from today's.
There are many outstanding ones in folk toys, which will surely get reference in
the development and update of toys. Third, Chinese toys emerged from China's
historical and cultural background, and are in line with China's situations. They
have their own advantages such as close connection with nature, good for intelli-
gent development and practical and collective work, which should be inherited
and developed. This is particularly true today when children are living in separated
houses, isolated from nature, watching TV or playing electronic games all day.
These modern living habits are obviously harmful to the health of children.

Surely, we do not intend to be positive on all traditional toys and negative
about all modern toys. The point here in is to correctly treat the relationship be-
tween traditional and today's toys. On the one side, we should actively utilize
and develop new toys to be in line with the trend of the time; on the other hand,
we should advocate traditional games and bring children back to nature,to mountain-
climbing, swimming, kite, etc. In the past decade, traditional toys and games have
attracted more and more attention, and people playing traditional games increased
a lot. This is good. Because these games are closely connected with nature and
can bring both wisdom and good mood to people.

The characteristics of Chinese toys and games are as follows:

First, the games are closely connected with production skill straining. Economic
life has significant impact on games.

Second, toys and games differ to gender. They are more than copies of grown-up's



production activities.

Third, many toys and games are common across China, such as bow, wrestling,
Zhuashizi (car polite grasping) etc., which shows the close cultural exchange
between different nationalities, and is a proof that all the Chinese nationalities
are of the same source.

Fourth, traditional children toys and games incorporated teaching and know-
ledge in games and thus in joy, and are feasible to both old and young. Rich scien-
tific and cultural knowledge is carried with Chinese toys.

For the purpose of conclusion, processing and researching on folk toys and
games, providing children and grown-ups some forgotten ways of entertainment
and developing traditional culture, I compiled the book: An Illustration to the
Chinese Traditional Toys and Games. Due to historical reasons, the materials on
some traditional folk toys and games are in pieces. The toys and games themsel-
ves are widely spread in various kinds of knowledge, thus we have collected large
amount of history data from different subjects of knowledge.

This book consists of 15 chapters, which are further divided into several
sections. The author tried to make a detailed interpretation on traditional folk
toys through the combination of picture illustration and literal description. Since
this is a new taste, there will be surely some omissions and faults, and I’m will-
ing to accept corrections from readers.

LiLulu
Oc1.2005
Beijing
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