
Product Description:

A collection of four classic children’s games to add to the al-
ready popular Milton Bradley family of games. Each game is 
cleverly packaged in its own container  and fits into a larger 
main container for convenient transport and storage.

Price Point:
This set of games would retail for approximately $23.

Target Audience:

This collection of classic games would appeal to males and     
females ages 3 years and older.

Product Persona:
This game would be owned by a person with fond memories 
of their childhood toys. They would appreciate the quality and    
attention to detail that the packaging and the games them-
selves have. This person could be a parent or grandparent who 
would like to share a bit of nostalgia with their children or 
grandchildren or even someone who appreciates the manual 
“old school” nature of such toys.  They may collect antiques or 
decorate their homes with items from the 40s, 50s, 60s or 70s.  
They may enjoy classic automobiles and older movies. They 
would like to disconnect from the wired pastimes of the pres-
ent to capture a little face-to-face “old school”  interactive time 
with family and friends.

• Made in USA
• Great for travel
• Easy Storage
• Fun for up to 4 players
• Fun retro styling.

• Great for many age groups
• High quality
• Inexpensive
• Promotes interaction
• Great gift

Comparable Products

1. Pick Up Sticks by Pressman Toys. Manufacturer’s Suggested Retail Price:  $2.19
2. Jacks by House Of Marbles. Manufacturer’s Suggested Retail Price: $8.00
3. Marbles by Channel Craft. Manufacturer’s Suggested Retail Price: $9.90
4. Tiddly Winks by Pressman. Manufacturer’s Suggested Retail Price: $6.50Pr
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• Triple Pack Toys
• Old School Cames
• Old Skool Gamez
• Triple Threat ztower
• Triple Play Tower
• Triple Treat Tower
• Triple Decker Tower

• Jacks, Winks Marbles Sticks
• Triple Header
• Jax, Winx,Marblez, Stix
• Retro Games
• Retro Gamez
• Retro Replay
• Retro Rewind

Chosen Name:

Retro Rewind
Retro Rewind best describes the fact that the games are classic but presented 
in a new, refreshing way. It sounds cool and is phonetically fun to say.

Tagline:

Playin’ It Old School!

Logo Designs

To the right are several logo concepts. I was very confident of the direction I 
wanted to go with the logo. I wanted an italic font that was reminiscent of the 
1940s or 50s. I searched for quite a while and came upon the font, “Kelvinized”. 
The preset kerning on this font left something to be desired and I wanted to 
customize the typface for my own purposes anyways. I extended the baseline 
portions of the font to the right and put a white border around it. Putting a bor-
der around a font isn’t something I would normally do, but it works well in this 
case.  I also added a drop shadow to the“Retro Rewind” logo. For the tagline, 
“Playin’ It Old School!” I used the font, “Rockwell”.

Kelvinized

Aa Bb Cc Dd Ee Ff Gg Hh Ii Jj Kk Ll Mm 
Nn Oo Pp Qq Rr Ss Tt Uu Vv Ww Xx Yy Zz

Rockwell Bold Italic

Aa Bb Cc Dd Ee Ff Gg Hh Ii Jj Kk Ll Mm Nn Oo Pp 
Qq Rr Ss Tt Uu Vv Ww Xx Yy Zz

Supporting Type:
Arial Bold & Arial

Aa Bb Cc Dd Ee Ff Gg Hh Ii Jj Kk Ll Mm Nn Oo Pp Qq Rr Ss Tt Uu Vv Ww Xx Yy Zz
Aa Bb Cc Dd Ee Ff Gg Hh Ii Jj Kk Ll Mm nn Oo PpQq Rr Ss Tt Uu Vv Ww Xx Yy Zz

Playin’ It Old School!

Retro     

Playin’ It Old School!
Collection of 4 Classic Games

Old School Gamez

Playin’ It Old School!

Playin’ It Old School!
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There were many materials and many directions I had initially considered for packaging the 
collection of four games. Below are descriptions of what I had considered along with cor-
responding photographs to the right.

Concept 1

A tall, narrow, colored mesh bag with a drawstring at the top was the first concept I had. A 
printed label would have been sewn on the outside of the bag with all of the necessary label-
ing. The bag would have contained 3 frosted plastic cylindrical boxes containing 3 separate 
games and a long thin plastic container reminiscent of  travel toothbrush storage that would 
have contained the Pick up Sticks game.

I ultimately chose against this packaging because mesh bags aren’t very durable and Pick 
Up Sticks could easily slip through the mesh if not properly put away. The frosted plastic 
containers also didn’t provide the retro feel I was working for.

Concept 2  

Three short cylindrical tins with windows in the top were considered for my second concept.  
These tins would allow someone to peer inside without opening them, enabling the person 
to admire and identify their contents. These would be placed into a cylindrical cardboard 
tube with window cut-outs.It would have closed with a drawstring mesh top. 

I ultimately decided against this concept because while the tins looked great, they weren’t 
easily removable from inside of the cardboard cylinder. Tjhe mesh top would have also not 
been very durable or easy to carry.

Concept 3

The third and chosen concept consisted of 3 cannisters that were clear with metal bases and 
lids. They were reminiscent of paint cans. A metal washer was included to pry open the lid 
on the tin. I removed the metal handles and their atachments and replaced them with silver 
grommets with a thick, colorful cord handle. These would be stacked inside the cylindrical 
cardboard tube with metal caps on either end. The tube itself would have silver grommets 
on either side that would accommodate another colorful nylon cord handle. The Pick Up 
Sticks would fit into the tube alongside the 3 cannisters in a clear vinyl bag trimmed with 
flat nylon strap and as snap closure.  All containers would have directions affixed to the back 
or bottom of them.

Concept 1 Concept 2 Concept 3

Various Materials That Were Considered

Ages 3 & Up

A great take-along collection of your favorite 
classic games, Retro Rewind brings you back 
to the days of Jacks, Marbles, Pick-up Sticks 
and Tiddly Winks for hours of family fun! Each 
game comes in its own distinctive carrying 
case for easy transport and cleanup. Each 
game is suitable for 1-4 players. Instructions 
are included on the bottom of each container. 

These toys are recommended for ages 6 and 
up because of small pieces and sharp points. 

Potential choking and poking hazards.

Contents:

Game of Jax
(1 Ball and 10 Metal Jacks)

Game of Winx
(Tiddly Wink Mat & 44 Winks)

Game of Stix
(28 Wooden Sticks)

Game of Marblez
(4 Shooters, 40 Marbles, String)

1) To Begin: The first player vertically holds all Pick Up Sticks 
touch in one hand making sure that one end of the sticks 
remains in with the play ing area, the player quickly releases 
his/her hand and lets the sticks scatter.

2) The player proceeds to pick up the sticks, one by one. The 
only stick that is allowed to move is the one the player is trying 
to pick up. If any other stick moves, that player's turn is over, 
and play passes to the next player on the left.

3) The next player may continue to pick up the re maining 
sticks or choose to begin again, by gathering up all sticks, and 
once again letting them scatter in the playing area.

4) If a player is successful in picking up the Black stick (called 
the Master Stick), that player is permitted to use the Master 
Stick for removing other sticks. (For example, to separate two 
sticks that are lying close together, or to flick off one stick that 
is resting on another stick). No other stick may be used in this 
way.

5) If a player successfully picks up all sticks, that player 
begins again, and continues to play until he/she loses his/her 
turn.

6) Players are to agree in advance on how many points are 
required to win the game. (I.E.: 500 or 1000 points).

7) As each player finishes a turn, and up the points earned on 
the sticks successfully picked up. The first player to score the 
required points to win is declared the winner.

8) If a player picks up, in order, a red, blue and green stick, 
that player's score for those specific sticks doubles in

point-value. (Pressman) 

SET-UP: Position the mat on a flat surface at a location equal 
distance from all players. Each player selects a piece of felt, 
one large wink, and ten small winks of the same color. Each 
player’s felt piece should be the same distance from the 
scoring tray
.
GAME PLAY: The youngest player starts the game by placing 
a small wink on the felt, which serves as a “launch pad.” The 
player tries to shoots the wink onto the mat by depressing the 
edge of the small wink with the edge of the larger (shooter) 
wink. This makes the wink shoot up and into one of the 
numbered areas of the scoring mat. Each player should shoot 
all four of his winks in one turn. When every player has had 
his turn, the point values of the areas where each player’s 
winks landed are summed. Winks that do not land on the mat 
are worth zero points. Players may gather their winks and 
start another round of shooting. The first player to reach a 
score of 300 points is the winner.

Object of Jacks: Be the first to go from “onsies” to “tensies”.

Set up the game: Begin by throwing your jacks onto the 
ground in front of you.  Try and make the jacks land not too far 
apart or too close together. 

Playing Jacks: Throw the ball into the air … pick up one jack 
… then catch the ball after it bounces one time. Continue 
picking up the jacks one at a time. When you have collected 
all the jacks, throw them again and start picking the jacks up 
two at a time (twosies). When you get to threesies you have 
to pick up the three sets of three first, then pick up the left over 
jack. Continue on until you are at tensies. You can then 
declare the winner as the first one to tens, or go back down 
again to onesies. Your turn continues until you either: miss 
the ball, fail to pick up the jacks, move a jack, or drop a jack 
that you have picked up. Your turn is then over and the next 
person goes. Kissies - If after you throw the jacks and two (or 
more) jacks are touching you can either leave them, or pick 
up the jacks and drop them to spread them out.
 

Each player decides on how many marbles they are going to 
use in their game.
Make a circle with the string that is 3 to 5 feet in diameter.
Players place 13 mibs (one of the  smaller 5/8" marbles) in the 
center of the circle to form an "X" or a circle.
The game begins by one player kneeling down at the edge of 
the circle and flicking their shooter. The object is to knock out 
one or more of the mibs, without the player's shooter leaving 
the circle. If the player has been successful, then the player 
can shoot again from the place where the shooter rested. If 
after the player has missed and his/her shooter end up 
outside the circle, then the player must leave the shooter 
inside the circle.
The next player takes a turn. Each mib that was knocked out 
counts for one point. A player may also knock out any other 
player's shooter that remains in the circle.
The game continues until all of the original mibs have been 
knocked out. The player with the most points wins.
In some versions the marbles knocked out of the circle are 
kept by the shooter. This is sometimes called "keepsies". 

Outer Cardboard Cylinder Labels Inner Tin & Bag Labels

Above are the chosen labels for the inside 
containers.

To the right are examples of alter nate 
labeling options that were considered 
but not used. The circle to the right is 
an outer lable for the main tin lid ans to 
the far r ight, there are examples of the 
alternatte white background labels.

1) To Begin: The first player vertically holds all Pick Up Sticks 
touch in one hand making sure that one end of the sticks 
remains in with the play ing area, the player quickly releases 
his/her hand and lets the sticks scatter.

2) The player proceeds to pick up the sticks, one by one. The 
only stick that is allowed to move is the one the player is trying 
to pick up. If any other stick moves, that player's turn is over, 
and play passes to the next player on the left.

3) The next player may continue to pick up the re maining 
sticks or choose to begin again, by gathering up all sticks, and 
once again letting them scatter in the playing area.

4) If a player is successful in picking up the Black stick (called 
the Master Stick), that player is permitted to use the Master 
Stick for removing other sticks. (For example, to separate two 
sticks that are lying close together, or to flick off one stick that 
is resting on another stick). No other stick may be used in this 
way.

5) If a player successfully picks up all sticks, that player 
begins again, and continues to play until he/she loses his/her 
turn.

6) Players are to agree in advance on how many points are 
required to win the game. (I.E.: 500 or 1000 points).

7) As each player finishes a turn, and up the points earned on 
the sticks successfully picked up. The first player to score the 
required points to win is declared the winner.

8) If a player picks up, in order, a red, blue and green stick, 
that player's score for those specific sticks doubles in

point-value. (Pressman) 

SET-UP: Position the mat on a flat surface at a location equal 
distance from all players. Each player selects a piece of felt, 
one large wink, and ten small winks of the same color. Each 
player’s felt piece should be the same distance from the 
scoring tray
.
GAME PLAY: The youngest player starts the game by placing 
a small wink on the felt, which serves as a “launch pad.” The 
player tries to shoots the wink onto the mat by depressing the 
edge of the small wink with the edge of the larger (shooter) 
wink. This makes the wink shoot up and into one of the 
numbered areas of the scoring mat. Each player should shoot 
all four of his winks in one turn. When every player has had 
his turn, the point values of the areas where each player’s 
winks landed are summed. Winks that do not land on the mat 
are worth zero points. Players may gather their winks and 
start another round of shooting. The first player to reach a 
score of 300 points is the winner.

Object of Jacks: Be the first to go from “onsies” to “tensies”.

Set up the game: Begin by throwing your jacks onto the 
ground in front of you.  Try and make the jacks land not too far 
apart or too close together. 

Playing Jacks: Throw the ball into the air … pick up one jack 
… then catch the ball after it bounces one time. Continue 
picking up the jacks one at a time. When you have collected 
all the jacks, throw them again and start picking the jacks up 
two at a time (twosies). When you get to threesies you have 
to pick up the three sets of three first, then pick up the left over 
jack. Continue on until you are at tensies. You can then 
declare the winner as the first one to tens, or go back down 
again to onesies. Your turn continues until you either: miss 
the ball, fail to pick up the jacks, move a jack, or drop a jack 
that you have picked up. Your turn is then over and the next 
person goes. Kissies - If after you throw the jacks and two (or 
more) jacks are touching you can either leave them, or pick 
up the jacks and drop them to spread them out.
 

Each player decides on how many marbles they are going to 
use in their game.
Make a circle with the string that is 3 to 5 feet in diameter.
Players place 13 mibs (one of the  smaller 5/8" marbles) in the 
center of the circle to form an "X" or a circle.
The game begins by one player kneeling down at the edge of 
the circle and flicking their shooter. The object is to knock out 
one or more of the mibs, without the player's shooter leaving 
the circle. If the player has been successful, then the player 
can shoot again from the place where the shooter rested. If 
after the player has missed and his/her shooter end up 
outside the circle, then the player must leave the shooter 
inside the circle.
The next player takes a turn. Each mib that was knocked out 
counts for one point. A player may also knock out any other 
player's shooter that remains in the circle.
The game continues until all of the original mibs have been 
knocked out. The player with the most points wins.
In some versions the marbles knocked out of the circle are 
kept by the shooter. This is sometimes called "keepsies". 

Pantone 
Coated Colors

314 C3425 CBlack C1807 C1805 C

3115 C382 C3935 C151 C192 C

The finished product...


