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The latest official data shows that drinking and drug use among young people 
has more than halved over the past 10 years. Yet there are still significant 
numbers of young people across the Euro using and misusing substances, and 
some of these are at risk of developing severe and enduring substance misuse 
problems that continue into adulthood. Health inequalities relating to substance 
misuse are evident, with vulnerable groups (such as those excluded from school, 
young offenders and care leavers) far more likely to experience substance 
misuse problems.

Early school leaving is a very important problem that is linked to unemployment, 
social exclusion, and poverty. There are many reasons why some young people 
give up education and training prematurely:personal or family problems, 
learning difficulties, or a fragile socio-economic situation. Some of the most 
common reasons that are common for all school partners in this project are 
addressed to a range of triggers and combines education and social policy, 
youth work and health related aspects such as drug and tobacco use. As the 
applicant organization ,having in mind the present situation concerning drugs 
and cigarettes in our schools we decided to prepare this project.

The countries involved in this project proposal are: London, Romania,Turkey , 
,Poland and Greece .The age range of students is 13-17.The aim of our 
project:Too Smart to start ' is to fight with drug and cigarette addiction, and 
unhealthy habits at school and everyday life of students through the 
development of a programme of prevention and involving students in activities 
promoting healthy lifestyle.

About the Project
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Football
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Football | United Kingdom

Football in its current form arose in England in the middle of the 19th 
century. But alternative versions of the game existed much earlier and are 
a part of the football history.

The first known examples of a team game involving a ball, which was 
made out of a rock, occurred in old Mesoamerican cultures for over 3,000 
years ago. According to the sources, the ball would symbolize the sun and 
the captain of the losing team would be sacrificed to the gods.

An important feature of the forerunners to football was that the games involved 
plenty of people and took place over large areas in towns (an equivalent was 
played in Florence from the 16th century where it was called Calcio). The 
rampage of these games would cause damage on the town and sometimes 
death. These would be among the reasons for the proclamations against the 
game that finally was forbidden for several centuries. But the football-like games 
would appear again in the streets of London in the 17th century. It would be 
forbidden gain in 1835, but at this stage the game had been established in the 
public schools.

The most admitted story tells that 
the game was developed in 
England in the 12th century. In this 
century games that resembled 
football were played on meadows 
and roads in England. Besides from 
kicks, the game involved also 
punches of the ball with the fist. This 
early form of football was also much 
more rough and more violent than 
the modern way of playing.
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Football | United Kingdom

Rule 1: The Field of Play

Soccer can be played on either grass or artificial turf, but the surface must 
be green in color. The field must be rectangular in shape, and distinctly 
marked by two short goal lines and two long-touch lines. The field is 
divided into halves, separated by the halfway line, which runs from the 
midpoints of each touchline. At the midpoint of the halfway line is a marked 
center point surrounded by a lined center circle with a radius of 10 yards. 
Opposing players are not allowed to enter this circle during the possessing 
team’s kick-off. The length of the touch line must be greater than the 
length of the goal line.

Regulation lengths are:

● Touch line: Minimum 90 meters (100 yards), maximum 120 meters 
(130 yards)

● Width (goal line): Minimum 45 m (50 yds), maximum 90 m (100 yds).
● At each end of the field is an eight-yard-wide goal centered along 

the goal line.
● Six yards from each goal post along the goal line and six yards out 

into the field (perpendicular to the goal line) is the goal box.
● Extending 18 yards from each goal post along the goal line and 18 

yards out into the field (perpendicular to the goal line) is the penalty 
box.

● In each of the four corners of the field is a five-foot-high corner flag.

Rule 2: The Ball

A soccer ball must be spherical in shape and made of leather or another 
comparable medium. Its circumference must be in the range of 27 to 28 
inches. This rule is only applicable for official sanctioned matches, as youth 
leagues often employ the use of a smaller ball that is better suited to 
children.
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Football | United Kingdom

Rule 3: The Number of Players

Matches are generally played by two teams of 11 to a side. The 
goalkeeper is included in the 11-player total. If a team cannot field at least 
seven players at match time, the game is a forfeit. Teams of fewer than 11 
a side can often be seen in youth leagues where smaller teams are used 
as a developmental tool. FIFA-sanctioned matches are generally limited to 
three substitutions per match, with the exception of friendly matches. Most 
youth leagues allow an unlimited number of substitutions, which must also 
be listed on the game card prior to the beginning of the match, otherwise 
those players are ineligible. Substitutions may only enter at the halfway 
line, upon the referee’s approval, and after the player being subbed out 
has left the pitch. The goalkeeper may be substituted with anyone on the 
pitch or any eligible substitute on the bench during a game stoppage.

Rule 4: The Players’ Equipment

All players are required to wear a jersey, shorts, shin guards, socks and 
cleats. The socks must cover the shin guards entirely. If the referee deems 
a player’s equipment unsatisfactory, the player can be sent off until the 
issue is remedied.

Rule 5: The Referee

The referee is the authority on the field, and his word is Rule. If you question 
a referee’s decision, you can be disciplined further simply for dissent.

Rule 6: The Assistant Referees

The assistant referees are primarily responsible for assisting the referee in 
performing his duties – this includes signaling with a flag when a ball goes 
of play, when a player is fouled, or when a player is in an offside position.
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Football | United Kingdom

Rule 7: The Duration of the Match

A soccer match is comprised of two 45-minute halves, with extra time 
added for each at the referee’s discretion. The halves are separated by a 
half-time period not to exceed 15 minutes. The extra time generally 
corresponds with the referee’s determination of how much time was taken 
up due to substitutions and injuries. The amount of extra time is 
announced and displayed at the half line at the end of each 45-minute 
period. Although soccer does have an allotted time limit, it is ultimately up 
to the referee’s as to when to end a match.

Rule 8: The Start and Restart of Play

Kick-off is generally determined by a coin toss, whereby the winning team 
can either choose to start with the ball or choose which goal they would 
like to attack. The losing team is then afforded whatever choice the winner 
does not elect to take. Kick-off occurs at the start of each half, and after 
each goal scored, and is taken at the center of the halfway line. If a team 
scores a goal, the opposing team is given the kick-off to restart the match.

Rule 9: The Ball In and Out of Play

The ball is out of play when it fully crosses either the goal line or the touch 
line. It is also out of play if the referee stops play for any reason. If, for any 
reason, the ball strikes the frame of the goal or the referee and remains 
within the goal and touch lines, it is still in play.

Rule 10: The Method of Scoring

A goal is scored when the entire ball has crossed the goal line within the 
frame of the goal. At the end of the match, the team with the most goals is 
the winner, barring the circumstantial necessity for extra time.
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Rule 11: Offside

When an attacking player receives the ball while on his opponents half, he 
must be level or behind the second to last defender (the last typically being 
the goalkeeper). However, this rule only applies if he is involved with the 
play. To get a better understanding of the offside rule, please see the guide 
section for a more detailed explanation.

Rule 12: Fouls and Misconduct
A direct free kick is awarded when a player:

● Kicks or attempts to kick an opponent
● Trips or attempts to trip an opponent
● Jumps at an opponent
● Charges an opponent
● Strikes or attempts to strike an opponent
● Pushes an opponent
● Tackles an opponent
● Holds an opponent
● Spits at an opponent
● Handles the ball deliberately

If any of these are fouls are committed by a player in their team’s penalty 
area, the opposing team is awarded a penalty kick. Indirect free kicks are 
awarded if a player:

● Plays in a dangerous manner
● Impedes the progress of an opponent
● Prevents the goalkeeper from releasing the ball from his/her hands
● Commits any other unmentioned offense
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Yellow cards are awarded as a caution or warning to a player and can be 
issued for the following offenses:

● Unsporting behavior
● Dissent by word or action
● Persistent infringement of the Rules of the Game
● Delaying the restart of play
● Failure to respect the required distance when play is restarted with a 

corner kick,free kick, or throw-in
● Entering or reentering the field of play without the referee’s 

permission
● deliberately leaving the field of play without the referee’s permission

Red cards are used to send a player off the field, and can be issued for the 
following offenses:

● Serious foul play
● Violent conduct
● Spitting at an opponent or any other person
● Denying the opposing team a goal or an obvious goal-scoring 

opportunity by deliberately handling the ball (the goalkeeper being 
an exception)

● Denying an obvious goal-scoring opportunity to an opponent moving 
towards the player’s goal by an offense punishable by a free kick or a 
penalty kick

● Using offensive or abusive language and/or gestures
● Receiving a second caution (yellow card) in the same match
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Rule 13: Free Kicks

Free Kick is broken into two categories, direct and indirect. A direct kick 
can be shot directly into the opponent’s goal without touching another 
player. An indirect free kick is indicated by the referee raising his hand 
during the kick. An indirect kick can only go into the goal if it has 
subsequently been touched by another player before it enters the goal. 
The ball must be stationary for both types of kicks.

Rule 14: The Penalty Kick

A penalty kick is awarded either when a defensive player fouls an 
attacking player or commits a handball in his/her team’s penalty area. The 
penalty kick is placed at the penalty spot, and all players on both teams 
must remain outside the penalty box during the shot. They may enter the 
box immediately after the shot is taken. The goalkeeper may move 
horizontally along the goal line before the shot is taken, but he may not 
come off the line until the ball is struck.

Rule 15: The Throw-In

A throw-in is awarded when the possessing team plays the ball out of 
bounds over the touchline. While taking a throw-in, a player must release 
the ball with both hands simultaneously and keep both feet firmly planted 
on the ground. If these conditions are not met, play is stopped and the 
throw-in is given to the opposing team. Players are not allowed to score 
directly off a throw-in.
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Rule 16: The Goal Kick

A goal kick is awarded when the offensive team plays the ball out of 
bounds over the defensive team’s goal line. After the ball is out of play, the 
defender or goalkeeper may place the ball anywhere within the six-yard 
goal box and kick the ball back into play.

Rule 17: The Corner Kick

A corner kick is awarded to the offensive team when the defensive team 
plays the ball out of bounds over its goal line. The ball is placed within the 
corner area and is kicked back into play by the offensive team. Players can 
score directly off a corner kick.
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Cricket | United Kingdom

The aim of cricket is simple - score more than the opposition.
Two teams, both with 11 players, take it in turns to bat and bowl.

When one team is batting, they try and score as many runs as they can by 
hitting the ball around an oval field.

The other team must get them out by bowling the ball overarm at the 
stumps, which are at either end of a 22-yard area called a wicket.

The bowling team can get the batsmen out by hitting the stumps or 
catching the ball.

Other ways of getting out
Once the batting team is all out, the teams swap over and they then 
become the bowling side.

Each time a team bats it is known as their innings. Teams can have one or 
two innings depending on how long there is to play.

The Ashes Test matches are over five days so England and Australia have 
two innings each to score as many runs as they can.

Whoever scores the most runs wins. But a cricket match can be drawn 
too.

That happens when the team bowling last fails to get all the batsmen out. 
But this is only when there are two innings per team.

If there is one innings, the only way a match can be drawn is if the two 
teams score the same amount of runs.
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The fielding team have all 11 players on the field at the same time but 
there are only ever two batsmen.
Nine members of the fielding team can be positioned around the field 
depending on where the captain wants them.

The other two members of the team are the wicketkeeper and the bowler.

The bowler delivers the ball, overarm, at one of the batsmen who will try 
and hit the ball to score runs.

One run is scored each time the batsmen cross and reach the set of 
stumps at the other end of the pitch.

Four runs can be scored if the ball reaches the perimeter of the field or six 
runs if crosses the perimeter without bouncing.

Although all 11 players have the chance to bat, the team are "all out" when 
10 wickets have fallen as the "not out" batsman is left without a team-mate 
at the other end of the wicket.

A team doesn't have to be all out for an innings to close.

If a captain feels their team has scored enough runs, they can bring the 
innings to a close by making a "declaration".

Teams also have a "12th man" who acts as a substitute fielder if one of the 
first 11 are injured.

However, the 12th man is not allowed to bat or bowl.
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Oil wrestling is one of the oldest sports in Turkey including a historic festival 
that has been held annually since 1346. It goes back to the ancient 
civilizations of Sumer and Babylon as well as Greco-Roman traditions. The 
theory about the history of oil states that the oil was applied to the skin to 
ward off mosquitoes, and when wrestlers began to do the same, the 
practice stuck and became ‘oil wrestling.’ Turkish Oil wrestling style 
became established as a sport on its own during a campaign launched by 
Ottoman sultan Orhan Gazi to capture Rumeli (Thrace) - the European side 
of Turkey's Marmara region. In that time the sultan and his brother, 
Süleyman Pasha and 40 warriors captured forts in the region of what is 
now the Greek / Turkish / Bulgarian border. On the place they camped, 
they started wrestling for fun. Two of them wrestled for hours but neither 
managed to win. Süleyman Pasha promised the winner a leather pant 
(kispet) when they would continue their match during the annual Spring 
festival (May 6), held in Ahirköy. They wrestled from morning till midnight, 
became exhausted and both died. Their friends buried them under a fig 
tree and left. When the soldiers visited the burial site years later, they 
noticed that several springs had sprung up on the site and named the 
place Kirkpinar (Forty Springs). In time, they started to organize oil 
wrestling tournaments and the sport became a tradition in Edirne 
province. This city

Oil Wrestling | Turkey
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The object of oil wrestling is to get your opponent in a position where his 
belly button faces the sky, at
which point he loses the game. In oil wrestling, most games are made on 
the kispet. The wrestlers try to
put their hands go through the kispet of their opponents as much as 
possible. To a kispet tied well, it is not
possible to put a hand or arm through. The pehlivan that can achieve 
putting his hand through his
opponent &#39;s kispet, can control him this way and hold from the lower 
end of his pants, &#39;paca&#39;, and this way
can beat his opponent with the game called &#39;paca kazik&#39;. A 
younger wrestler defeating an older wrestler
would kiss the older wrestlers#39;s hand.
As is is mentioned above (the history of this sport) the most important oil 
wrestling festival takes place
every year since 1346 in Edirne and is called Kırkpınar. The wrestlers 
attend other wrestling
championships before coming to Kirkpinar. The referees closely know the 
technique and mastery of each
wrestler. The categories are divided into groups called &quot;boy.&quot; In 
this arrangement, weight is not a deciding
factor. A wrestler weighing 120kg might not be allowed to wrestle in the 
&quot;bas&quot; (head) category. To
wrestle in the head category, one must have had a final in &quot;badalti;, 
one step lower than the &quot;s;
category. A successful wrestler in regional championships might be 
allowed to wrestle in the &quot;s;
category if he is found to be superior to his competitors.
Until 1975, there was no time limit to wrestling in Kirkpinar. The pehlivans 
would wrestle sometimes one,

Oil Wrestling | Turkey
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sometimes two days, until they could establish superiority to one another. 
Wrestling games would go on from 9am in the morning until dusk and the 
ones that could not beat each other would go on the next day.

After 1975, wrestling was limited to 40 minutes in baspehlivan category. If 
there is no winner within these limits, the pehlivans wrestle for 7 minutes 
with scored recorded. The ones that can score points in this last part are 
accepted as the winners. In other categories, the wrestling time is limited 
to 30 minutes. If there is no winner after 7 minutes of score wrestling, then 
at the final stage the first pehlivan who scores a point is the winner, this is 
called as &quot;golden point The victor of the Kırkpınar festival wins an 
ornate golden belt as well as around 100,000 dollars and becomes the 
champion of Turkey, known as Başpehlivan in Turkish.

Oil Wrestling | Turkey
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Oină

The name "oină" was originally "hoina", and is derived from the Cuman 
word oyn "game" (a cognate of Turkish oyun). Oina was first mentioned 
back in the 14th century (1364), when the principality of Wallachia was 
ruled by Vlaicu Vodă (also known as Vladislav I). But it was only at the end 
of the 19th century when oina became an official sport by establishing its 
own set of rules in 1899.

In 1899, Spiru Haret, the minister of education decided that oină was to be 
played in schools in physical education classes. He organized the first 
annual oină competitions.

The Romanian Oină Federation 
("Federaţia Română de Oină") 
was founded in 1932, and was 
reactivated at the beginning of the 
1950s, after a brief period when it 
was dissolved.

During the communist period (1945-1989), the sport achieved its place 
among the other mainstream sports like handball or cycling.

What happened after 1989? Unfortunately, oina joined the path of 
oblivion.It could be an adversity for the obligation of practicing this sport in 
schools during the communist period. 

The main competitions for oina are still being organized each year:

● The National Championship
● The Romanian Cup
● The Romanian Supercup
● The National Junior Championship

Today, there are two oină federations: one in Bucharest, România and 
another one in Chişinău, Moldova.
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Oină

PITCH

The pitch is a rectangle, 70m long by 32m wide divided into:

● The in game ("în joc") area, which is 60x32m
● The batting zone ("zona de bătaie") - 5m long - delimited from the in 

game area by the batting line
● The back zone ("zona de fund") - a 5m long safe zone during a run - 

delimited from the in game area by the back line

The attacking side player that has commenced a run will have to cross the 
following four lines in order:

● the start line (the left side of the batting line)
● the arrival line (the left side of the back line)
● the return line (the right side of the back line)
● the escape line (the right side of the batting line)

The in game area is further split into the advance and return triangles and 
squares. At the intersection of the lines inside the game area and the pitch 
limits or other lines within the game area, there are circles which 
determine the positions of the midfielders ("Mijlocaşi") and side players 
("Mărginaşi"). The 1m and 3m semicircles are used for batting and 
serving. A waiting line is drawn for attacking players to wait their turn to 
bat.
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Oină

PLAYERS

● The game is played by two teams, each having 11 players: the 
attacking team and the defending one. At the halftime, the teams are 
switching positions. One game is taking between 30 minutes and 
one hour.

● The defending team (the team at catch) is formed up by:3 
midfielders, 3 advance side players, 3 return side players, 1 back 
player, 1 forward player.The purpose of the catch team is to catch 
the ball thrown by the bat team and it’s receiving points by hitting 
with the ball the players of the bat team while they are running the 
lanes.

● The attacking team players have different roles as the game is 
advancing (in chronological order) – the team at bat: waiting one’s 
turn, serving the ball, batting, waiting to enter the game (make a 
run), running the advance corridor, staying at the back, running the 
return corridor.

● Each team has one captain and 5 available substitutes.
● The purpose of the bat team is to score points depending on the final 

position where the ball is thrown and to get its runner players 
(maximum 2 at each time) back without being hit by the ball.
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Oină

RULES

The team at bat is selected by a ritual where the players have to grab the 
bat, thrown by the referee, and the last one to be able to place at least 4 
fingers on the bat wins. The game begins with the team at bat, with one of 
the players throwing the ball while another player of the same team has to 
hit it with a wooden bat ("bâtă") and send it as far as he can towards the 
adversary field. After that, if the ball is caught by the adversaries, the 
player can run (if he wishes, or if he is forced to run by the referee) the 
advance and return corridors/lanes ("culoarele de ducere şi întoarcere"), 
without being hit by the defenders. If he stops the ball with his palm, it is 
not considered a hit. The player is not allowed to catch the ball, and he 
must release it immediately. If the player doing a run is hit he goes out of 
field and into the back zone, or he finishes his tasks, depending on which 
lane he is running.
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Oină

SCORING

● At catch players score 2 points for each player hit with a ball, unless 
the ball touches the palm or the back of the palm.

● At bat players score by batting beyond certain lines, like so:
● the ball crosses the 65m line in the air and does not go out of 

bounds (does not cross the lateral lines), whether or not the defense 
touches the ball in the air - 2 points

● The ball falls in the back zone - 2 points
● The ball is touched in the air by the defense, and goes out of bounds 

in the air from within the back zone - 2 points
● The ball goes out of bounds in the air from within the back zone 

without being touched by the defense - 1 point
● The ball crosses the 60m line (the back line) in the air and is caught 

by the defense - 1 point
● The ball crosses the three quarters line in the air and falls in the 

three quarters area - 1 point
● The ball goes out of bounds in the air from within the three quarters 

area - 1 point
● The ball is diverted out of bounds in the air from within the three 

quarters area by the defense - 1 point
● The ball falls on the three quarters area of the back line - 1 point
● The ball is diverted from within the three quarters area in front of the 

three quarters line by the defense and is not subsequently caught in 
the air - 1 point
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Cacio al Fuso

s Cacio al Fuso, a game similar to lawn bowls but played in the town 
square of the charming Tuscan hilltop town of Pienza. But there’s a twist! 
The town is famed for its great pecorino cheese so instead of a ball, they 
use a real wheel of cheese! Played by young and old, the townsfolk gather 
in the town’s central piazza, Piazza Pio II, pegging out the playing field on 
the cobbled stones.

The cheese wheel is rolled, wobbling along, towards a central wooden peg 
which is placed in the centre of a marble ring set into the pavement. Chalk 
is then used to mark out an extra few rings on the cobblestones. If you 
manage to roll your cheese wheel within the ring, you earn 5 points… 4 
points for the external ring and so on and so forth. This marble ring was 
placed into the pavement about 500 years ago by architect Bernado 
Rossellino as part of major works to re-design Pienza by Pope Pio II 
himself.

Hailing from Pienza himself, Pope Pio II wanted to reconstruct his home 
town according to Renaissance ideals of a perfect town. Major works 
included the building of churches and town buildings which still stand in all 
their splendor to this day. Whilst his plans were never fully completed, 
Pienza is still a tiny and charming village town in Tuscany that is well worth 
a visit. Since 1996, Pienza has also been a UNESCO World Heritage 
Site.For the game of Cacio al Fuso, the Pienza townsfolk are divided into 
a ‘Contrada’ – a team allocation based on where you live in the Tuscan 
village – with divisions based on 6 areas (4 within the Tuscan town’s walls 
and 2 outside) of Pienza. Each contrada has a flag which is proudly 
displayed on the occasion of the game. A nice rug is placed on one side of 
the square, and player by player, team by team, the cheese wheel is taken 
in hand, the player kneels on the rug and rolls the cheese towards the pin.
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Cacio al Fuso

For the game of Cacio al Fuso, the Pienza townsfolk are divided into a 
‘Contrada’ – a team allocation based on where you live in the Tuscan 
village – with divisions based on 6 areas (4 within the Tuscan town’s walls 
and 2 outside) of Pienza. Each contrada has a flag which is proudly 
displayed on the occasion of the game. A nice rug is placed on one side of 
the square, and player by player, team by team, the cheese wheel is taken 
in hand, the player kneels on the rug and rolls the cheese towards the pin.

Whilst the complexity of the game is low, the tension is high as the wheel 
wobbles closer and closer towards the peg. One rolled, the  Pienza 
cheese wheel heads (all going well) towards the central peg, then slowing 
down it loses momentum, wobbles and topples over. Cheers cry out – 
from the player’s team for a stop close to the centre peg, and from the 
opposition if far away.
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Apples

Years ago Greek children played games strikingly similar to many of the 
games children play today.

Like many modern psychologists, Greek adults saw such games as a 
valuable way to prepare children informally for adult tasks and vocations.

In this game children are divided into two groups.  Two players of one 
group stand opposite one another and the players of the other group 
gather between them. The two players throw a ball at each other trying to 
hit one of the children of the rival group. If the ball hits a player then they 
get “burned” and exit the game.  However, if a player catches the ball, he 
wins an “apple.”  The goal of this game is to get as many “apples” as 
possible.  Each “apple” gives the player an extra “life” he can use in case 
he gets “burned.”
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One,Two, Three Red Light

One child has to stay close to the wall hiding his/her  eyes and facing 
backwards relative the  other children. The rest of the children stay 10 
meters right behind a designated line. When the leader says “One, two, 
three red lights” the children start moving forward until he/ she turns 
around to face them. (if someone is caught in motion the leader will ask 
him/ her to quit the game.) The game continues until someone approaches 
the leader, touches him and runs back to the line, escaping from him.  
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Thick Salt, Grained Salt

The children sit down in a circle. A child with a ball in his hand is the singer 
and he walks around the circle singing “Alati Psilo, Alati hondro. I lost my 
mother and I will go to  to look around for her”. Without warning this child 
leaves the ball behind of the children of the circle and runs to escape from 
him. He has to run a full circle and sit down in the slot of the previous child 
who becomes the catcher now. If he succeeds, the catchers becomes the 
singer this time.
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