
The 4Dbl ock i s t he mi ni mum uni t ,  and when t hese ar e 
assembl ed,  i t  coul d r ender  not  onl y 2D pl anes but  

al so 3D obj ect s.  I t  has an al l -r ound capabi l i t y de-
si gned f or  chi l dr en t o expr ess t hei r  i magi nat i on 

wi t hout  l i mi t at i on.

4Dbl ock l et s t he st udent  r esear ch and desi gn hi st or y 
and cul t ur al  l egacy t hat  ar e event ual l y di sappear i ng 

t hr oughout  t he st r eam of  t i me.  I t  i s desi gned t o 
hel p chi l dr en' s i nt i mat e devel opment  and t he basi c 
pr i nci pl e,  l ear n and appl y so t hat  t hey can bui l d 

cr eat i ve st r uct ur es.



Dest r oy t he t ower s.

1.  Di vi de t he member s i nt o 2t eams.
2.  Each t eam bui l ds i t s own t ower  t o be as st abl e as pos-
si bl e.
3.  Af t er  bui l di ng t he t ower s,  bot h t eams st and agai nst  ot her  
t eam member s at  a cer t ai n di st ance.
4.  Deci de t he or der  who t hr ow t he bl ock f i r st  by r ock
5.  Each t eam deci des t he or der  of  t hr owi ng t he bl ocks t o-
war ds t he ot her  t eam' s t ower  and t hr ow t he bl ocks
6.  The f i r st  t eam dest r oyi ng t he ot her  t eam' s t ower  wi ns t he 
game.

-Knowhow-
1.  Fr om t he pr ocess of  pi l i ng up t he 
bl ocks,  t he abi l i t y of  coor di nat i on,  
concent r at i on,  cr eat i vi t y coul d be 
r ai sed.
2.  Chi l dr en can r el ease st r ess by des-
t r oyi ng t he t ower s,  and i t  i s pl easur -
abl e.
3.  The chi l dr en not  onl y l ove bui l di ng 
a t ower  but  al so l i ke seei ng t o dest r oy 
t he t ower .

Fami l y Domi no

I t  i s possi bl e t o pl ay domi no game usi ng t he 4D f ami l y 
bl ock.
Fi r st  of  al l ,  pl ay a domi no game on your  own.
St and f ami l y bl ocks upr i ght  one by one,  push down t he dom-
i no.
Then t r y t o make S,  U,  O shape of  domi nos.
When t he 4D Fami l y bl ocks get  accust omed t o,  pl ay as gr oups 
wi t h f r i ends.

How t o pl ay
1.  Di vi de i nt o t wo t eams of  same 
number  of  peopl e.
2.  Di st r i but e same number  of  bl ocks 
t o each t eam member s.
3.  Di scuss and deci de t he shape t he 
domi no.
4.  St ar t  maki ng domi nos.
5.  Check t he t i me and see whi ch 
t eam f i r st  pushed down al l  bl ocks,  
and t he f i r st  t eam wi ns.
( However ,  i f  t he bl ock does not  
f al l  down and st op,  t he t eam by no 
means l oses. )



4Dbl ock Act i vi t y 
( Pi l i ng up a cast l e)



Knock down t he cans

1.  Pi l e up al umi num cans l i ke a pyr am-
i d.
2.  See who can knock mor e cans down and 
f ast er .

Ki cki ng Fami l y bl ocks.
-How t o pl ay
1.  Ti e up a st r i ng and ki ck 
l i ke a soccer  bal l .
2.  The per son who l et  t he 
bl ock f l y f ur t her  wi ns.

Hi t  t he t ombst one

1.  Gr ab a f ami l y bl ock –  I t  i s vi t al l y i mpor t ant  
under st andi ng how t o hol d t he bl ock.
* hol d t he 4Dbl ock bet ween t he t humb and t he ot her  4 
f i nger s.
2.  Di vi di ng t eams:  Make 2t eams.  I t  i s not  mandat or y,  
but  i t  i s r ecommended f or  pl ayi ng games.
3.  Deci de an of f ensi ve or  def ensi ve posi t i on.
4.  Dr aw a pl ayi ng f i el d:  Deci de a l i ne of  t hr owi ng 
and t he ot her  l i ne f or  bl ocks st andi ng
5.  Set t i ng bl ocks up:  Def ensi ve t eam member s set  
bl ocks t o st and at  t he l i ne.
6.  Thr owi ng down t he bl ocks:  Of f ensi ve t eam member s 
st and at  t he t hr owi ng l i ne and t hr ow t he bl ocks t o 
t he ot her  t eam' s bl ocks.  The member s who cannot  
t hr ow t he bl ocks down di es and t he al i ve shoul d t r y 
t o t hr ow down t he r emai ns.
7.  Revi ve:  When a member  di ed and anot her  member  
l evel  up by t hr owi ng down a cer t ai n number  of  
bl ocks,  i t  i s possi bl e t o save t he dead member .
8.  Changi ng of f ense and def ense posi t i on:  I f  t he 
bl ocks r emai n st andi ng af t er  t i me passes,  t he t ur n 
changes t o t he ot her  t eam.

Li ne t o t hr ow bl ocks

Li ne f or  st andi ng 
bl ocks



4Dbl ock act i vi t y 
( Game-dest r oy t he 
cast l e)



4Dbl ock act i vi t y 
( Bui l di ng a ci t y)



-How t o pl ay-
1.  Make t wo t eams.  One t eam t ake gr ay bl ocks,  and t he ot her  
t eam have l i ght  br own bl ocks.  Di st r i but e 12bl ocks t o each 
t eam.
2.  Dr aw one bi g ci r cl e and two 2/3 si ze of  ci r cl es next  t o 
t he bi g ci r cl e,  and f r om a di st ance,  dr aw a t hr owi ng l i ne.
3.  Fr om each t eam,  one by one t hr ow t he bl ocks t owar ds t he 
3ci r cl es.
4 I f  t he t hr own bl ocks ar e i n t he bi g ci r cl e,  i t  i s 2poi nt s.  
I f  i t  i s i n smal l  ci r cl es,  i t  i s 1poi nt s.  Cal cul at e t he r es-
ul t ,  and t he t eam wi t h t he hi gher  scor e wi ns.

Thr owi ng game

-How t o pl ay
1.  Di vi de as t wo t eams.
2.  Di st r i but e each t eam an equal  number  of  bl ocks.
3.  Dr aw t he 60cm ci r cl e,  and dr aw t he 45cm,  30cm,  and 15cm 
ci r cl e i n t he 60cm ci r cl e.
4.  Dr aw a l i ne 2m f ar  f r om t he ci r cl es.
5.  The t eam t hat  i s cl oser  t o t he smal l est  ci r cl es wi ns
6.  The wi nner s t ake t he ot her  t eam’ s bl ock one by one.
7.  The t eam t hat  possesses mor e bl ocks wi ns i n t he end.

*When chi l dr en get  accust omed,  ext end t he di st ance.

Who can hi t  t he ci r cl e i n t he cen-
t er ?



4Dbl ock act i vi t y 
( Desi gn Pat t er ns)



4Dbl ock act i vi t y 
( Descr i be human 
body) )



Bl ock spr ay

-How t o pl ay
1.  Make t eams.
2.  Deci de of f ense or  def ense posi t i on by r ock-sci ssor -paper .
3.  Dr aw t wo l i nes at  a di st ance.
4.  The def ense t eam st ays i n t he l i ne and t he of f ense t eam 
st ands out si de.
5.  The of f ense t eam t hr ows t he bl ocks ai mi ng at  t he def ense 
t eam.
6.  The member  who get s hi t  by bl ocks di es,  and i f  di es,  t he mem-
ber  cannot  move i n agai n.
7.  The def ense t eam cannot  r ecei ve t he bl ocks,  so t hey have t o 
avoi d.
8.  When t he bl ocks dr op t o t he def ense t eam’ s posi t i on,  gi ve 
t hem t o t he of f ensi ve t eam.
9.  Once al l  of  t he def ense t eam member s di e,  of f ense and def ense 
change.

Fl ee bl ocks

-How t o pl ay
1.  Pr epar e f ami l y bl ock and di vi de i nt o 2t eams.
2.  One t eam st ands out si de of  a r ect angl e ( 2. 5m x 4m) .
3.  The t eam l eader s do r ock-paper -sci ssor s t o deci de 
of f ense or  def ense.
4.  The t eam member s i nsi de t he r ect angl e shoul d f l ee 
whi l e t he ot her  t eam member s t hr ow f ami l y bl ocks.
5.  The of f ense t eam t hr ows f ami l y bl ocks ai mi ng at  t he 
def ense t eam member s.
6.  Member s who ar e beat en by bl ocks must  l eave,  and 
change posi t i on i f  al l  member s ar e dead.
7.  I f  a def ense t eam member  r ecei ves a bl ock wi t hout  
dr oppi ng t o t he gr ound,  i t  i s possi bl e t o save one dead 
member .



I t  i s one of  t he most  t r adi t i onal  games,  and i t  r epr esent s 
human nat ur e wel l .  Al so,  i t  i s a gr oup act i vi t y,  so i t  i s 
possi bl e t o l ear n t eamwor k spi r i t  t hr ough t hi s game.
The pr i nci pl e i s ver y si mpl e,  so i t  l i ght ens t he bur den f r om 
school  st r uct ur e or  i ndust r i al i zed moder n soci et y and r e-
l i eves st r ess.
-How t o pl ay ( Ther e i s no l i mi t at i on on t he number  of  par t i -
ci pant s and pl ace)
1.  Di vi de t wo t eams.
2.  Dr aw t wo l i nes and make i t  l i ke a r i ver  f r om a 3m di s-
t ance.
3.  Pr epar e t he same number  of  bl ocks,  and st and acr oss f r om 
ot her  t eam member s.
4.  Thr ow t he pr epar ed bl ocks t o ot her  t eam member s at  t he 
st ar t i ng si gnal .
5.  The per son who got  hi t ,  move away and cheer  t hei r  t eam.
6.  The t eam wi t h mor e peopl e sur vi ved wi ns.

St one mi ssi l es game
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