Petteia - Polis & Ludus Latrunculorum, as partially chess ancestors
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It was in Yuri Averbach's History of chess [2012], where I've read firstly about a possible
influence of ancient Greek board games on the invention or/and development of chess in
India. An idea that seems to be supported by him since 1991. It felt really attractive as it could

come along with our knowledge on history.

Since the Indian campaign of Alexander the Great during 327-325 BCE, the Greek element
was present in the area for centuries. Firstly with the Hellenistic Seleucid empire. But even
when it was defeated by the Parthians during 2nd century BCE and shrinked to the western
coasts of Near East, the independent Greco-Bactrian Kingdom, and then the Indo-Greek one,
just North-West of the Indus river, remained dominant in the area. Till the last years of the 1st
c. BCE, when the Kushan empire made its appearance and started controlling these regions
up to the 4th c. CE. This Indo-Greek interaction can be tracked in the artifacts of the so-called
Greco-Buddhist art, mainly appearing in the area of Gandhara. But the Greek element can
also be found during the first two centuries of the Kushan rule. Just consider that Kushans,
after conquering the area, used Greek language as their official one, eg. on their coins. And

this until mid 2nd century CE [generally on Kushans, check Harmatta [ed. 1994]].

But this wasn't the only contact between the people of India and the western world. Cassius
Dio, a Greco-Roman statesman and historian of the 2nd-3rd c. CE, wrote [in Hist.Rom, 68.15]
that in 107 CE ca, an embassy from India arrived at the court of the Roman emperor Trajan;
and archaeological findings comfirm some trade between these people. This embassy
probably was of the Kushan empire, as the strongest at the time state placed in the lands of

India.


https://www.chess.com/blog/introuble2/petteia-polis-ludus-latrunculorum-as-partially-chess-ancestors

Kushan Empire is one of the candidates for the invention of chess. Josten [2001, and citing
Isaac Linder] attracts our attention to some artifacts excavated in the site of Dalverzin Tepe, in
the heart of Bactria - now Uzbekistan [fig. 01 & 02]. They are miniatures of animals, an
elephant and a bull [?], made by ivory and dated in 2nd c. CE. And by many authors are

considered of the first chess pieces.

fig. 01: The elephant from official site of Uzbekistan. Probably in the exhibition of Termez
Archaeological Museum. Generally it was a little hard to track photos and info of these artifacts

fig. 02: An other shot found in silkway. Bull left, elephant right. Check also
http://history.chess.free.fr/dalverzin.htm


http://history.chess.free.fr/dalverzin.htm
http://www.silkway.uz/contentmore/329
http://dkm.gov.uz/ru/arheologiceskie-pamatniki-surhandari-kampyrtepa-dalvarzintepa-gorodise-kampyrtepa

It has been noted the resemblance between this elephant and similar chess pieces coming
from India or Persia. Bull seems a little awkward, but Linder [1975] reminds us of the bull-piece
of shatranj al-Kabir, found in one manuscript described in Murray [1913, p. 346]. However, this
latter manuscript should be dated surely not earlier than 15th c. Generally without a relevant
written record or other artifacts, the identification of these pieces as chess ones is a little
obscure. However, if we would choose to place them in the chess history timeline, it can't be
easily ignored that these items are coming from a place and time where the Greek element

was really intense, if not dominant’.

Returning to Averbach's point of view, he underlined this possible Greek influnce mainly with
two points: the introduction of a war board-game and the absence of the luck [-dice] element.
Myron Samsin [2002] had moved further. He examined the way of capture in the ancient board
games of Greek Petteia - Polis and the Roman Ludus Latrunculorum, possibly draught-like
games, with the latter considered as Polis' derivative. Taking into account some sources [that
we'll see below], he set two preconditions: firstly that the way of capture in these games was
the one we know for the Tafl game - a piece is removed if it's surrounded on its two opposite
sides by opponent's pieces; secondly that the usual move of a piece in these games should be
to move forward. With these in mind, he saw a possible evolution that led to the way of capture

by a pawn in chess...

1 On the Dalverzin Tepe findings. Excavation was concluded in 1972. Of the following writers, Pugachenkova &
Turgunov were leading the archaeologists' group. Turgunov [1973] identifies them as chess-pieces and dates them in
2nd c. CE, mainly based on coins found in the same room. It's also tried a comparison with some other artifacts found in
Ayrtam's site [Uzbekistan, near Termez] and dated in the same period. The given photo of the latter was really bad. If
they are truly chess-pieces, they seem more abstract artistically. The reference in Pugachenkova & Rtveladze [1978, p.
39] is short as the work is more general. Linder [1975] gives maybe the most complete chess aspect, taking in account

and the Turgunov's thoughts.



fig. 03: paradigm by Samsin's paper

| can't be sure how true are the aforementioned thoughts, but they made me look at the Greek
& Latin sources [translations are all mine, trying to make them as accurate as possible so for
you to draw your own conclusions; unless it's written elseway. Complete references at the end

of the post].
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A. Petteia — Polis up

1. As introduction up

Petteia or pesseia [meTTeia/ Tecoeia]l was a general term in ancient Greece for games,

probably board ones, that were played with pieces, stones [= pessoi/ Treocoi]. First tracked

mention of pessoi as a game is made by Homer in Odyssey of the 8th c. BCE, when he

describes one of the very first scenes of the epic poem taking place in the palace at Ithaca...

Text 01: Homer Odyssey, A/106-108

oi P&V ETEITO TTECCOICI TTPOTIAPOIOE
Bupdwv Ouuodv EtepTiOv  AMEVOI €V
pivoiol Botyv, oUg ékTavov auToi

Then they [=the suitors] were taking pleasure in
pessoi in front of the doors, sitting on the hides of
oxen that they themselves had killed.

The reference is too plain and the kind of

scholars since the antiquity [though some

the piece-game of the suitors had concerned

hundreds years after the poem was written].

Athenaeus of Naucratis, in his work Deipnosophistae of the early 3rd c. CE, was reproducing a

lost now version that was given by an earlier Homer's commentator; Apion of Alexandria, a

greco-egyptian grammarian born few years before the common era starts. The way it's written

can let us believe that it was humorous or ironic to a degree.

Text 02: Athenaeus,

Deipnosophistae, 1.29

Kai oi pvnothpeg 6¢ Tap’ aut®) 'TTeEcCoiol
TTPpOTTIAP0IOE BupdwV' £TéPTTOVTO, OU TTOPX
1700 peydAou Aiodwpou 1 Oecodwpou
MaBdévteg TV TmeTTEiov oudEé  TOD
MituAnvaiou  Aéoviog 100  dAvékaBev
ABnvaiou, ©6¢ AATINTOC AV  Katd TRV
TIETTEUTIKAV, WG @nol daiviag. Attiwv 8¢ 0
AAeEavdpeUc Kai dknkoéval @nai Trapd 1ol
I6aknoiou Ktowvog TAV TV PvNOTAPWY
TeTTEIQV Ofa AV. 'OKTQ Yap, @Nnai, Kai EKaToOV
Ovieg oi pvnotipeg OleTiBecav  Wwhgoug
évavtiac aAAAAaig, ioag Tpog icag TOV
4piBudv doorTep Aoav kai auToi. yiveaBai
oUv ékaTépwBev &' kai TeEvIAKovTa. TO &’
ava péoov TouTwv dIoAITTETV OAiyov £v O TR
METAIXMiW TOUTW Miav TIBéval whgov, Qv
KOAEIV pEV auToug MnveAdTINV, OKOTTOV O
TroIgToBai €1 TIG BAANoI YRQw £TEPQ...

And the suitors amused themselves 'in front
of the doors with pessoi', not having learnt the
piece-game [petteia] from Diodorus the great
or from Theodorus, neither from Leon of
Mitylene, the ever since always Athenian, who
was absolutely invincible at the piece-game,
as Phainias says. But Apion of Alexandria
says that he had heard from Cteson of Ithaca
what kind of game was the piece-game of the
suitors. 'The suitors, being a hundred and
eight, he says, arranged their pieces opposite
to one another, in equal numbers, as they
themselves were. So that there were fifty[-
four] on each side. And between them they
left empty a small space. And in the middle
they placed one piece, which they called
Penelope, and they made it the goal, if one of
them could strike it with his piece/stone...




It's my feeling that the writer wanted to make the suitors look a little like fools. After all they

were the bad guys of this epic.

However, the invention of the game petteia had

taken a legendary form. Plato of the 5th c.

BCE, gives a beautiful myth originated in Egypt, place that he probably had visited.

Text 03: Plato, Phaedrus, 274c-d

Akouaa Toivuv Trepi NalUkpaTtiv TAG AiyUTTTou
yevéoBal TV kel TTOAQIOV Tiva Be@v, oU Kai
10 6pveov iepdv 6 dn karololv “IBIv: auTt® &
bdvopa TG daigovi eivar OegvB. ToUTOV OR
TTPWTOV APIBUOV T Kai AOyIOPOV €UPEIV Kali
YEWMETPIav Kai agTpovouiav, £Ti O¢ TTETTEIOG TE
Kal KuBeiag, kai o Kai ypaupaTa. BAcIAéwS &
al 167e BvTog AlyuTrTou SAng Oapod...

So | heard that at Naucratis of Egypt, was
one of the ancient gods there, whose
sacred bird is called Ibis; and the name of
this god is Theuth. And he invented
numbers and calculation, and geometry
and astronomy, also piece-games and
dice-games, and especially letters. And the
king of all Egypt at that time was Thamus...

Naucratis was a Greek colony in ancient Egypt, founded in the 7th c. BCE; a place where a
culture interaction occurred. However, the most important point of this passage is that Plato is
using the relevant terms in plural, underlining that there were more than one kind of the piece-
games. Also a contrast, or at least a distinction, between piece-games and the dice ones, is
made. Similar separation is tried and by Aristoteles [Rhetoric, 1371a], where he describes as
pleasant the victory in games, distinguishing them in knucklebones, balls, dice-ones and
pessoi-ones; always in plural. On this distinction, Hesychius of Alexandria, trying to analyze a
passage by Sophocles, was writing in his Lexicon:

Text 04: Hesychii Alexandrini, Lexicon, 'recoa meviéypapua’

'And five-lined stones and dice throws',
according to Sophocles in Nauplios Pyrkaeus
[=Nauplios arsonist], as they played on five
lines. And petteia [=piece/stone game] is
differing from kybeia [=dice game], in which
[=kybeia] they are throwing the dice. But in
petteia they are moving only the pieces.

'Kai TTE00Q TTEVTEYPAUPA Kai KUBwV BoAai'
20@okAA¢ NautrAiw Mupkaei, TTap' doov
TTEVTE  ypaupaig €mmaifov, dlapépel  O€
TTeT(T)eia KuBegiag, €v 1 PEV yap TOUug
KUBoug avappitrtouciv ev O T TeT(T)gia
auTd PJOVOV Tag WHPOUG UETAKIVOUOI

Hesychius was writing almost 1.000 years after Plato and Sophocles, and his entry possibly is

incomplete to a degree. However, it's known that he had used previous sources. The



distinction he tries, isn't as accurate as it can be. We know that sometimes the terms could be

mixed, as we're gonna see below. But maybe it shows that it was typical?.

Plato placed the invention of pessoi in Egypt. However Greek tradition was different. Already

since 5th c. BCE we can find texts attributing this creation to a less known hero, Palamedes...

Text 05: Gorgias, Yper Palamedous, 30

Tic yap av é&moinoe 1OV AvBpwtrivov Biov
TopIgov €€ ATTOPOU KOl  KEKOOUNUEVOV €€
AKOOMOU, TAEEIG TE TTOAEUIKAG €UPWV HEYIOTOV
gic  TTAeovekTAMOTA, VOUOUG TE  YPATITOUG
QUAakag [1€] 100 dikaiou, YPAUMOTA TE PVANNG
opyavov, MPETPA Te Kai OTOOUA ouvaAlayv
euTTépoUG diaAAaydg, GpIBudv T XpnuUATWwvV
QUAOKQ, TTUPOOUG TE KPATIOTOUG Kai TAXIOTOUG
ayyéhoug, TecooUg Te  OXOAAG  GAuTTOV
laTpIBryv;

So who made human life wealthy from
poor, and ordered from disordered, finding
war tactics, the biggest advantage, and
written laws, guardians of justice, and
letters memory's tool, and measures and
weights, for rich commercial dealings, and
the number, guard of money, and the
torches, the best and quickest
messengers, and pessoi [=game pieces],
the pleasant pastime?

It's noticeable that in some texts Palamedes invented dice along with game pieces, while in
some only pessoi are mentioned. Palamedes was a hero that participated in the Trojan war;
though not mentioned in the famous Homer's epics, but in other sources - versions of the
Trojan war. Generally a hero with weird attributes. He was famous for his bright mind, while
one of the stories goes that he tricked Odysseus, who was pretending the fool so to avoid the
Trojan war, and revealed his acting. Odysseus didn't forget it and set up a trap, convincing the
Achaeans that Palamedes was a traitor; and so Palamedes was condemned to death [most
detailed ancient source Philostratus, Heroicus, of early 3rd c. CE, also Cypria in Proclus'
Chrestomathy & Pseudo-Apollodorus' Library Epit. 3.6-3.11// for a possible transposition in

Medieval literature check this previous blog].

2 Kidd [2017b] showed with almost certainty that the word kUBog [kybos=cube, die] and its derivatives were used in
antiquity not only for dice-games but in a more general way for gambling. And he actually deternimed gambling as
money betting in ‘any game which involves winning and losing'. The latter could actually include in kybeia-group even
games that weren't played via chance. Though the wider approach of the word kybeia as gambling is totally convincing, |
don't feel 100% sure that this included and games not played with some luck element [eg. in modern terms, would it be
chess part of this dice-group?]. Generally important remark. But for the present approach it won't have a decisive effect.
As we're looking for a total absence of the luck element in the games under question, | think that we should be more
strict so to exclude it with more safety. However it made me think on the use of this term in Greek and Latin when it was

related with the relevant prohibitions of the Middle Ages.


https://www.chess.com/blog/introuble2/from-odysseus-troy-to-alexander-the-great-greco-roman-cycle-and-the-invention-of-chess

In this story Mariscal [2011] saw a possible interpretation of a scene found in ancient Greek

vases since 6th c. BCE.

fig. 04: Attic Black-Figure Neck Amphora in Getty Museum. It's from the few that the pieces are
clearly shown

Over 150 vases, dated between 550-450 BCE, had been found depicting two warriors playing
a board game. In some the names are written, Achilles and Ajax, two heros of the Achaeans in
the Trojan War. While in fewer, numbers are written too, like the two players are announcing
their dice throws. According to the story, Achilles and Ajax were Palamedes' friends and were
opposed to the Achaeans' decision, refusing in the end to fight with them. So the scene may
show the two of them playing instead of fighting, while the board game, sometimes possibly

with dice, is a reference to Palamedes.

It's an approach that could be convincing. However, Nagy [2015] considers these vases, at
least some of them, as a depiction of the theme 'Who could be the best Achaean warrior',
Achilles or Ajax as the best ones; mainly based on the fact that Achilles has a stronger dice

throw.


https://www.getty.edu/art/collection/objects/6890/attributed-to-the-medea-group-attic-black-figure-neck-amphora-greek-attic-about-510-bc/
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fig. 05: Maybe the most famous of these vases. In Vatican Museums

2. Some ancient excerpts giving general characteristics of petteia up
Some passages mainly from classical antiquity may bring some light to the kind of game that
petteia could be. The problem is that are really few and can only be approached

interpretatively. And we should always have in mind that there wasn't only one petteia-game.

2.1. A complicated game up

Text 06: Euripides, Iphigenia en Aulidi, 192-199

KaTeidov O& OU° Aiavie ouvédpw, TOV/And | saw two in council [-or just talking], one
OiNéwg  Tehapvog 1€ yoévov, ToOv|was Ajax of Oileus, the other Ajax of Telamon,
2ahapivog oTtépavov- MpwTteaidadv 1" £1Tithe glory of Salamis- and [| saw] Protesilaus, on
Bdkoig TeooWv ndopévoug Popaioi|seats for pessoi pleased with the complicated
TTOAUTTAGKOIG MaAaunded B°, ov Téke Traig|shapes, with Palamedes, who was Poseidon's
0 MNooeidavog... grandchild...

This tragedy was written in 407 BCE ca. There're two points here that would need some

explanation regarding translation.

10


http://m.museivaticani.va/content/museivaticani-mobile/en/collezioni/musei/museo-gregoriano-etrusco/sala-xix--emiciclo-inferiore--collezione-dei-vasi--ceramica-atti/anfora-attica-a-figure-nere-firmata-da-exekias.html

Firstly the word popen. Originally means shape, literally as much as metaphorically. So we
have a complicated shape that could please a player. Possibly the position of the pieces is

meant, or a combination.

The second point is about who is playing. All agree that Protesilaus and Palamedes are in. But
there're translations that involve also the two first, under the name Ajax, based on this
ouvédpw, that could be translated as in council or just talking/with the company of. Hubner
[2009, p. 89], suggests that was a consultation game in pairs. Something that underlines the
complexity of the position. However | think that only Protesilaus and Palamedes are playing.

This 'in council' refers strictly to the first two, something that isn't repeated for the second pair.

2.2. A war game up

Text 07: Polybius, Histories, 1.84.7-8

And in partial warfares, by cutting off and
surrounding many of them, like a good piece-
player, he [=Hamilcar] destroyed them without
battle

TTOAAOUG pEV yap aUT@V €V TAIG KaTd YEPOG
XPEIQIGC  ATTOTEUVOUEVOG KO OUYKAEiwvV
WOTTEP AYaBOC TTETTEUTNG AUaxE DIEPOeIpe

The text was written in the 2nd c. BCE, describing the rebellion that followed in Northern
Africa, after the defeat of the Carthaginians during the 1st Punic War. More specifically around
the warfares after the battle of Utica in 240 BCE; Hamilcar, who fought against the rebels, was

a general of Carthage and father of Hannibal.

The comparison is clear. Petteia here is a war game of strategy. The terms 'cutting off and
'surrounding' may deserve to be taken in account; also a piece by piece capturing could be
implied, something like guerrilla warfare, though both cautiously. 'Surrounding' would fit really
better in a draught-like game, rather than backgammon. The term 'without battle' may show

some deepening in gameplay.

11



2.3. A game of leading strategy?! up
Text 08: Aeschylus, Iketidai [Suppliant Women], 11-15

And father Danaos, being the advisor [=leader of
a plan] and the leader of our band, arranging the
pieces, decided as the best of pains to just leave
through the waves of the sea, and come in the
land of Argos...

Aavadg 8¢ TTatnp Kai PouAapxog Kai
OTOOIaPX0G TAdE TTECCOVOUWV KUBIOT
axéwv ETTEKPIvE QeUyelv Avédnv did KO’
aAlov, kéAoal &’ "Apyoug yaiav...

The passage is a little difficult, as Aeschylus seems toying with the words, in a play written
between 490-465 BCE. While the meanings may have even some proleptic interpretation for

events that would follow in the play.

Let's see the plot for a while. It's an introductory scene. Danaos, king of Libya, & his fifty
daughters [Danaides], left Egypt, so to avoid a forthcoming marriage with the fifty sons of
Aegyptus, Danaos' brother and king of Egypt. And asking for asylum, they arrived at Argos,

where Danaos had family roots.

Our word is meooovouwv [pessonomon], meaning playing with the pessoi/pieces, but with a
word origin of arranging or setting [the pieces]. | think it should be approached with the other
two characteristics of Danaos, BoUAapyxo¢ and oragiapyog [voularchos, stasiarchos]. The first
is translated as advisor or leader of a plan, but it's also a word used for the president of a local
senate in few cases. The second is translated as leader of a band, possibly with a meaning of
revolted/outlaw. | believe that the basic element we should see is the 2nd component of both
of these characteristics; meaning that Danaos is -apxog¢ [-archos] of something, that stands for
leading power. A leader arranges the pieces. Almost a clear reference of petteia as a strategy

game®.

3 Bakewell [2008] commenting on this passage, adopted inter alia some political approach used by Kurke [1999a,
1999b]. Kurke tried an interesting explanation of the games of petteia with political terms. But connecting a certain type
of petteia game, with a specific ideology, within a dualistic pair democracy-oligarchy [1999a, p. 265]; approach that isn't
repeated with the same terms in the 1999b paper. However, such a strict connection, between a specific kind of game

with a particular political system, may raise some questionning.

12



2.4. Aking's game, as the science of ruling

up

Text 09: Plato, Politicos [Statesman], 292d-e

-£¢ avaykng on viv 1o0T1o oUTw OKETITEOV, €V
Tivi  TTOTE  TOUTWV  E€TIOTAMN  oupPBaivel
yiyveaOal Trepi AvBpwttwyv Adpxig, oxedov
TAG XAAETTWTATNG Kai PYeyioTng KTRoaoBal. del
yap id€iv autiv, iva Ocaowueba Tivag
agaipeTéov Ao 100 @poviyou BaciAéwg, ol
TpooTololvTial W&V €ival  TTONITIKOI  Kai
TeiBouat TTOAAOUG, €igi O€ OUBAUMIG.

-0¢T yap On Tolgiv 10010, WS 6 Adyog nuiv
TTPOEIPNKEV.

-uGv ol0v BOKeT TTAOAC ye év TTOAEl TAUTNV
TAV EmMOTAPNV Buvardv eival KTRoaoBal;
-Kai TTOG;

-OA dpa év xINGvOpw TIOAEl  BuvaTOv
EKATOV TIVOG A Kai TTEVIAKOVTA aUTAV iKavig
KTHoaoBal;

-pGotn peviav oUTw Yy €in mmacv TV
TEXVQV: iohev yap OTI xIANiwv avdplv Gkpol
TIETTEUTAl TOGOUTOI TTPOG TOUG €V TOIG GAAOIG
"EAANCIV OUK Qv yévolvié TroTe, WA TI ON

BaoIARG YE.

- Necessarily, then, this we should now think,
in which, if any, of these sciences occurs the
one of ruling men, almost the hardest and
greatest to acquire. As we must discover it,
so that to see whom of the men we should
remove from the wise king, who pretend to
be statesmen and convince many that they
are, but aren't at all.

- We should do this, as it was implied [=said]
in our conversation.

- Would it seem possible the crowd in a city-
state to acquire this science?

- How?

- Would it, perhaps, be possible in a city of
one thousand men, a hundred, or even fifty,
to acquire it sufficiently?

- This way it would be the easiest of all the
arts- as we know that, among other Greeks,
would never occur so many excellent
pessoi-players in one thousand men, let
alone kings.

A clear passage. Good pessoi-players are rare

and like rulers, or at least like ones who know

how to rule. This could also be a loose allusion of the game T16AIg [polis], a type of petteia

games; and this as the game of petteia is mentioned along with or around the word. Suffice it

to say now that the word, 1TOAIG, originally meaning city but also state, has been tracked in

some excerpts where meanings around it are analyzed and presented with examples or

expressions containing some game of petteia [of which some cases we'll see under A.5.2].

2.5. No legal moves or zugzwang - as a strategy?!

up

Text 10: Plato, Republic, 6.487b-c

...Kai WOTTEP UTTO TV TTETTEUEIV OEIVQV ...
oi hN TEAEUTQVTEC ATTOKAEIOVTAI KOl OUK
gxouaiv 0Tl @épwalv, oUTw Kai OQEig
TEAEUTOOVTEG ATTOKAEIEOBAI Kai OUK EXEIV
6T Aéywoiv UTTd TeTTeiag ald TalTng
TIVOG £TEPAG, OUK €V WRQOIC GAA" év
Aoyolg.

and just like the unskilled [players] in the end
[=finishing], are shut out [=blocked, trapped] by
the experts in pessoi and don't have what to play
[=lead/ direct],
[previously mentioned], in the end [=finishing], are
blocked and don't have what to say by this other
game of petteia, not with counters but with words.

in the same way and those

13




A really interesting passage that probably shows some specific strategy in some game with

pessoi, but has some difficulties with its translation.

Here Plato likens some game of petteia to a dialectic process, where a step by step
questioning and answering could mislead to a wrong result, seemingly agreeing with one's
primal correct thesis. And the debator can't continue his arguments, like in a petteia game
there could be a situation where a player has nothing to move, to play. The verb that is used is
amrokAegiovrai, literally meaning being prevented to move, being shut out or shut up, so blocked,
trapped, imprisoned. This has been translated by some writers as cornered, resembling to a
draught-like or even a chess-like situation and underlining a possible connection. However,
this can't be accurate. Being blocked, either as in a no legal move situation or as in zugzwang,
can be seen in the backgammon game, as well as in draughts or chess. But in any case

shows some deepening in the gameplay strategy.

However, possibly no luck element is implied here. This as the blocked position has occurred
primarily after the losing player's moves, who is misled; if there're dice in, there could be not a

save by them.

It's difficult to see whether this blocking signifies the end of the game, something like
stalemate. The participle reAcurwvreg [=finishing] strictly has as subject the weak players
or/and talkers, so here most probably they are finishing their set of moves - combinations, not
the game. On this maybe light could bring the following passage, attributed with doubt to Plato
again, but which is considered spurious [for a philological comparison of these two texts, check
Donato [2016]].

Text 11: Plato [?], Eryxias, 395a-b

"lowg yap, AV & éyw, ou oiel, W Epuia,
ToUuTOUOI HEV  TOUG Adyoug, oUG vuvi
SloAeyOueda, gival TTaidIAv, £TTel 00K GANBMC
ve oUTwG Exelv, GAN WoTrep év TR TIETTEIQ
gival TeTToU¢, olg & TIC @époiTto, duvaIT’ &v
TOUC avTmitraidovrag Trolelv ATTdo0al oUTwg
WOTE PN EXEIV OTI TTPOG TalTa AVTIPEPWAIV.

Perhaps, | said, you think, Eryxias, that
these words, which we are now saying to
each other, are [just] a game, as [you think]
they aren't true, but just like in petteia [you
think that] they are pessoi, that, if one moves
them, he could make his opponents weaker,
so that they don't have what to counterplay.
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Here pessoi are compared again with words, but the meaning is obviously more negative. The
writer seems believing that there's some truth beyond arguments in words, while on the
contrary in the game of petteia the truth is just on the board. The passage signifies that the
situation where there's no counterplay, is just an inferior position. Not a defeat exactly. The
word that is used is rrr@oBai, originally meaning being defeated but also being weaker,
inferior, dominated, overcome. If we choose to translate as defeat, then the meaning becomes
irrational due to the structure of the sentence. Cause the inability of counterplay is set as a
conclusion of this nrrdoBar [=being defeated or weaker]; and losing just ends the game. The

translation of being weaker feels really better.

2.6. A clever game up

Text 12: Philostratus, Heroicus, 33.3-4

oviwv 8¢ TWv Axaiv €v AuAidi And while the Achaeans were in Aulis, he [Palamedes]
TETTOUC  €Upev  oU  paBupoviinvented pessoi, which is not a frivolous [= easy]
TTaididv, aAA’ ayxivouv Te Kai €ow pastime, but a shrewd and of inside zeal [= pains,
OTTOUdG. trouble, effort].

A later text of the early 3rd c. CE, and without the need of any further explanation

2.7. Compared with geometry and calculation up

Text 13: Plato, Gorgias, 450 d-e

Erepal O yé eiol TV TExvv dl O1aBut there're and others of the arts, that
Aoyou Tmav Trepaivouot, kai €pyou wgaccomplish  their whole purpose though
ETTOG €itrelv 1 oudevog TTpoodéovtal fjreasoning [= logic, reckoning, speech, word], and
Bpaxéoc Travu, oiov 1 AapIBUNTIKR Kail- as it's said briefly - they aren't attached to any
AOYIOTIKA Kai YEWMETPIKA Kai TTETTEUTIKA|action or very little- such as [the arts of]
ve kai GAAal TToAAai Téxval, v Evialarithmetic and calculation and geometry and
oxedbv Tl iooug Toug Adyoug Exouai Taig|pessoi and many other arts, of which some have
TIpdgeoiv, ai O ToAAai TTAgioug, kai Td|equal the reasonings to the actions, but the most
Tapdrmrav madoa ) mpdig kai 10 kipogjof them [have the reasonings] more, and
auTaic d1a Adywv £oTiv. absolutely every action and their value [= power,
validity] exists trough reasonings.

Here the game of pessoi is in the same group of arts like arithmetic, calculation and geometry.

| don't feel 100% sure if this connection signifies a deep thinking/calculation or just a
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calculation of the dice throws. At first it could be both. However, a calculation of dice throws

compared with geometry seems really really inferior.

A translation problem here could be the word Adyo¢ [logos]. It originally means speech, word,
and this way we will find most of the passage's translations. However it also means reasoning,
logic, reckoning. The problem is that the main object of this Plato's dialogue is the rhetoric art,
so speech/word should be a first choice. But this Adyoc¢ [or even in plural] is characteristic of
arithmetic and geometry, too. So if we would choose to translate as word, the thinking process
[through words] should be meant firstly or at least implied. | believe that here Plato is toying

with the word to a degree, actually letting both meanings to be understood®.

2.8. First impression up

Having in mind that there were probably more than one games in the group of petteia, here we
have: a war-game, a complicated game, a strategic one, one resembling to the art of ruling,
one for smart guys, and an other compared with geometry. Well | feel almost sure that at least
one of them would be played without dice. Besides the fact that nowhere here dice are implied,
especially the art of ruling should exclude a chance element. Also Polybius' description of

petteia as a war game [text 07] is rather incompatible with chance.

However, even if the above descriptions could convince us around a non-chance element
[something that will be confirmed and below, under A.5.c], we can't be 100% sure that they are
referring to the firt appearance of non-dice games; they possibly could just be the first textual
allusions. In my mind there was the case of the game under the title Nine men's morris, that
mainly was played without dice. Around it they have been given some possible really ancient

first dates, since 2nd millenium BCE. But they have been questioned convincingly, placing the

4 The comparison between the petteia game and geometry reminds the relevant entry of 'petteia' in the Lexicon of
Platonic words, possibly edited by some Timaeus the Sophist of the first centuries CE. There it was written that geometry
was another way to call petteia in Platonic dialogues. However generally the origins of this work as a whole, as well as of

each entry seperately, is under question.
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first findings in Roman sites of the 1st c. BCE [Berger [2004], p. 15, also discussion in Kevin &
Brent Moberly in Classen [2019], p. 711ff].

In any case, maybe the possible indisputable step in game evolution that was made here with
petteia, was a non-dice game played on an open board; something that would let human

imagination free.

3. Julius Pollux: the earliest surviving games' description of the 2nd c. CE up
Onomasticon, an important work, was originally written before the end of 2nd c¢. CE by Julius
Pollux, a Greek scholar and rhetorician from Naucratis of Ancient Egypt. According to
Philostratus, writing almost a century after in his Lives of Sophists [Biol Zo@ioTwv], Pollux was
nominated as a professor in the Academy of Athens by Roman emperor Commodus; however

Philostratus is questioning to a degree Pollux's education, without being exactly positive or

negative.

Unfortunately Pollux's work seems to be a compendium of his original one, written or compiled
towards the end of 9th c. CE, by Arethas, Archbishop of Caesarea, but also a book collector
and scholar-theologian of the Greek Orthodox Church, who saved many works from classical
antiquity [inter alia check this online Review by Philip Rance, also Erich Bethe's introduction -

in Latin - in Pollucis Onomasticon, vol. 1, 1900].

Text 14: Julius Pollux, Onomasticon, IX 97-98

T80 pév o0V EpyaAeia T& KUBEUTIKG £V TOIC
TEPl TEXVQV, €0TI TTpocipnuéva, 1O O
TeTTEVElV Kol 1 TrETTEiQ,  Kai 1O
TTECOOVOUEIV Kal O TTETTEUTAG, Kai TadTa
MEV ETT' ékeivolig TrpoegipnTals €TTel Of
Whieol pév eiolv oi TeTTOl, TéVTE O
EKATEPOC TGV TTAIJOVTWV EIXEV ETTI TTEVTE
YPAUMQV, €iKOTWG €ipnTal ZOQOKAET 'Kai
TTECOQ TTEVTEYPAMMA Kai KUBwV PoAai'.
TV O& TTEVTE TOV EKATEPWOEV YPAUUV
péon TIC AV iep& KAAOUPEVN YPOMUA: Kai
O TOV £€KEBEV KIVOV TIETTOV TTAPOIMiaV

And the dice tools are already described in [the
chapter] on the arts, and petteuein [=playing with
pieces] and petteia [=piece-game] and
pessonomein [=arranging pieces] and petteutis
[=piece player] and these around them have
been already told; and as pessoi are pieces, and
each of the two players had five on five lines,
properly is said by Sophocles: 'and pessa
pentegramma [=five-lined stones] and dice
throws'. and of the five lines on each side,
there's one line in the middle called sacred- and
the one who moves the stone from there
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'Kivel TOV G’ iepag'.

N &8¢ A1 TTOAAQV WAQwV TTaidid TTAIvBiov
€0Ti, XWPAg &V ypauuaic  Exov
dlakeIpévag: Kai TO PEV TTAIVOBioV KaAEgITal
TOAIG, TV O WAQWV EKAOTN KUWV-
dinenuévwy 8¢ €ig dUo TV YPHRPWV KaTA
TOG Xpoag, n Téxvn TAG TaIdIBG £OTi
TTEPIAAYEl OUO WAPWY OPOXPOWV THV
ETEPOXPWV QAVeAEV- 6Bev kai Kpativw
TTETTAIKTAI

Tlavoiovida TOAewg PBaociAéwg  TAG
¢pIBWAaKoC, 0ic0' Av Aéyouev, kai KUV
Kai TTOAIv, fv TTaidouciv'. &yyug O £aTi
T00TN TH TTAIdIA Kai O SIAYPAUMIOUOG Kai

according to the proverb: 'moves the from the
sacred line [stone]'.

And the game with many pieces is a plinthion
[=board], that has fields [=lands, spaces,
squares] lying in between lines- and the board is
called polis [=city], and each of the pieces kyon
[=dog]- and as the pieces are divided in two
according to the color, the art [=way of playing]
of the game is in summary that two pieces of the
same color eliminate [=destroy, kill] the one of
different color- from where and by Cratinus was
played [=told in a play]:

'Son of Pandion King of the fertile city, you know
the one that we mean, and the dog and the city,
that they play'. And close to this game is

diagrammismos [=action/product of dividing with
lines] and diagrammizein [=dividing with lines],
game that is called also lines.

10 Olaypappilelv, AvTiva Taidiav  Kai
YPAUNAG wvouadov.

So here we have three games played with pessoi:

¢ One that we'll call Five Lines [= Pente Grammai] for ease [under A.4.]. | won't deepen too
much in it. It's presented mostly for completeness and comparisons.

¢ One propably called Polis [under A.5.], that is my main target.

¢ And one similar to the latter, that is called Diagrammismos [also under A.5. in some points for

comparison with polis].

4. Five Lines - Pente Grammai up

Pollux, in 2nd c. CE, seems to be the first mentioning this early reference of the game, pessa
pentegramma [=five-lined stones], but, according to what he was writing, found in a Sophocles'
tragedy of the 5th c. BCE. Hesychius, almost 400 years after Pollux, is making the same
reference [in text 04], but he's giving the name of the tragedy too, Nauplios Pyrkaeus. It has
been traced that Hesychius was sometimes copying entries of previous lexicographic works,
but here the new element of the name of the tragedy can signify either that both, Pollux and
Hesychius, were consulting a third independent previous source, or that Hesychius had in

hand a possible more complete Pollux's work. In any case the addition of the name of the

Sophocles' play gives a validity to the source.
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fig. 06: Greek vase of the early 5th c¢. BCE. It's a unique case of the group of vases depicting
Achilles and Ajax playing, where a five-lined board with pieces/stones on each side are shown.
Schéadler [2009] gives it as in Musees Royaux d’Art et d’Histoire, Brussels, inv. no. R2512.

Pollux, in an other entry of his work [VII 206], is classifying the game among the ones that
were played with dice, though in a descriptive way, using actually only the phrase 'the sacred
line'. But a phrase that could refer only to this game in his work. A case where petteia [piece-

games] and kybeia [dice-games] are crossed.

The dice element can be confirmed by archaelogical finds, too. Schadler has given some really
interesting items in his of 2009 paper. One of them is the following [fig.07], discovered in a
tomb in Anagyros, Attiki, Greece. It's a gaming table with five parallel lines on it and four
mourning women on each edge, dated in 7th c. BCE, and accompanied by a die. We know
from a mourning poem attributed to Pindar [of 5th c. BCE] that there should be a belief around

dead, who were amused in playing with pessoi in the afterlife.
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fig. 07: Gaming table and die of 7th c. BCE in Anagyros, Greece. From Kallipolitis, ‘Anaskaphi
tafon Anagyrountos', Archeologikon Deltion 18, 1, 1963, tables 53-55, in docplayer

Pollux seems also to be the fist in literature matching the aforementioned Sophocles' proverb

of 'five lines' with the probably ancient proverb of 'moving the from the sacred line stone' [=the

middle line]. Phrases that were repeated and analyzed by Eustathius, Archbishop of

Thessalonica, in his comments on Homer's Odyssey, too. Specifically he was writing:

Text 15: Eustathius of Thessalonica, Homer's

1, p.

Odyssey, rh.A'/v.107, in the 1825 edition, vol
28

0 0¢ 10 Tepl ‘EAANVIKAC TTaididg ypdyag...
TOUG &8 TTE000UC AEYEl, WHPOUC Eival TTEVTE.
aic €T TTévTe ypapp@v Emaifov EKaTépwoey,
iva EKOOTOG TV TTETTEUOVTWY EXN TAG KaO’
€auTéV. ZOPOKARC. Kai TTE0CA TTEVTAYPAPHA
Kai KUBwv PBoAai. trapeteiveto &€ @noi O
aUT@V, Kai Yéon ypauun. fv iepdv wvopalov
w¢ avwTtépw dnAodTal, £TTEl O VIKWUEVOG, £TT°
€oxATnV auTnV ieTal. 00gv Kai TTapolyia, KIVEV
TOV Q@  iepdg, AiBov OnAadn, Emi TV
ATTeyVWopévwy  Kai  éoxdtng  BonBeiag
Oeopévwy. ZWEpwV. KIviiow 8’ AdN Kai TOvV
aQ’ iepdc. AAkaiog &€ enaiv €k TTARPoug, viv
& oUtog &mikpék[Tlel KIvAoag TOV TrEipag
TIUKIVOV ~ AiBov. Tolo0TOV 8¢ Kai  TTapd

The one who wrote on the Greek game...
says that pessoi are five pieces. which were
played on five lines on each side, so each of
the players has his own [lines, most
probably]. Sophocles. and five lined stones
and dice throws. and it's lying among them,
he says, a middle line. which they called
sacred as it's mentioned above, as the loser
moves it at last. from where and the proverb,
'moving the from the sacred', that is stone,
for the desperated and the ones asking for
the last chance help. Sophron. I'll move now
the from the sacred. And Alcaeus says it
fully, 'now he prevails, moving the from
sacred compact [<-possible translation]
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stone'. and the same by Theocritus the
OeokpiTw TO, TOV AMO Yypauuds kiviow|[proverb], 'I'll move the from the lines stone'.
AiBov. Alodwpou &¢ ¢noil 100 MeyapikoU/And he says that, though Diodorus of
gvayovTog 1OV TolodTov AiBov €ig opoioTnTalMegara was likening this kind of stone to the
TAG TV daoTpwv xopeiag, KAéapxog Toiglorbit [=literally 'dance'] of the stars,
TéEVTE eNoi TTAGvNGOIV GvaAoyeEiv. Clearchus says that [the five pieces]
correspond to the five planets.

Firstly it should be underlined that Eustathius lived in the 12th c. CE. But his mentioned prime
source is 'the one who wrote On the Greek game'. A lost now work whose author has been
identified as Roman Suetonius of 1st c. CE [check eg. Wardle [1993]]. For me it's not clear
enough if the proverbs that followed, are taken all from Suetonius' work or Eustathius was
using other even earlier sources. This repeated 'says' has not always a clear subject. However
the mainstream approach is that were all given by Suetonius [check eg. Kidd [2017a], where
generally an approach on the references for this game, though | have doubts on one by

Aristotle, that will be mentioned below].

Just a short list of the by Eustathius mentioned here names: Sophocles, tragedian of
5th c. BCE, Sophron of Syracuse, writer of dialogues with comic elements and mimes,
of 5th c. BCE, Alcaeus of Mytilene, lyric poet of the 7th c. BCE, Theocritus, Sicilian poet
of the 3rd c. BCE, Diodorus Cronus of the Megarian philosophy school of 4th-3rd c.
BCE, Clearchus of Soli - Cyprus, philosopher of the 4th—3rd c. BCE.

To these it should surely be added one line by Plato.

Text 16: Plato, Nomoi [Laws], 5.739a

N on 10 petd T0UTO POPd, KaBATTEP TrETTWV The next move on the law construction,
aQ’ iepold, TAG TWV VOUwv KaTaokeufg, being unusual just like of pessoi of the
4néng oloa, Tax Gv Baupdoar TOv|sacred, might cause surpise to the one who
akouovTa TO TTPWTOV TTOINTEIEV. would hear it for first time.

Not sure if it was unusual to move from the sacred line [=rare], or the move was unusual
[=different]. Kidd's in parallel analysis of the aforementioned Alcaeus' passage shows that
moving a stone from the sacred line may have special attributes, that could change the game's

outcome.
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In any case, with these and more in mind and though Murray's approach was different [1952,
p. 28], the game seems to be in general a backgammon-like one, played with dice, on a board
of five lines [or more of odd number], with pieces moving on them possibly on the same
direction-orbit [like planets], and with a possible ultimate goal this sacred line in the middle

[mainly, Schadler [2009] & Kidd [2017a]].

fig. 08: Bronze mirror in British Museum [n. 1898,0716.4], of 3rd-2nd c. BCE, Italy. Here we have
11 lines in total on the board

5. Polis up

Repeating Pollux so to start:

And the game with many pieces is a plinthion [=board], that has fields [=lands, spaces,
squares] lying in between lines- and the board is called polis [=city], and each of the pieces
kyon [=dog]- and as the pieces are divided in two according to the color, the art [=way of
playing] of the game is in summary that two pieces of the same color eliminate [=destroy, Kill]

the one of different color- from where and by Cratinus was played [=told in a play]:
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'Son of Pandion King of the fertile city, you know the one that we mean, and the dog and the

city, that they play'.

So let's see the given characteristics one by one:

a. The game is played with many pieces. This 'many’ comes after a description of another
game that was played with five stones. So probably Polis was played with more than five

pieces on each side. The piece is called kUwv [kyon = dog].

Diagrammismos was probably played with even more pieces. Pollux doesn't mention it, but
Hesychius in the 6th c. CE describes it as played with '60 pieces, white and black, drawn

[dragged] into fields'.

b. We have a game played on a board called moAi¢ [polis, city], probably with squares, as
'fields lying between lines'. The square element is underlined also by the chosen word mAivBiov
[plinthion], a word derived from mAivBog that literally means brick, signifying either a board-
frame with little bricks or a bigger squared board [or both]. To have a clue, it's also a word

[plinthion] that has been used to signify a squared-rectangular formation of soldiers in battle.

The fact that there were these kind of gaming-boards in ancient Greece can be seen in all four
of the following photos [fig. 09, 10, 11, 12]. The following fig. 09 specifically is an artifact found
in the archealogical area of Pella, Greece, now exposed in the local museum. Ignatiadou
describes it as 'a turquoise faience plaque with a plain grid of 11x11 squares, from Pella; it is
exhibited with twelve glass counters that may or may not belong together' [in Ignatiadou
[2019], pp. 145 & 152, where also a list of items and a photo of another smaller marble board,

p. 146, of 3rd-2nd c. BCE, in Arch. Mus. of Abderal].

Unfortunately she doesn't give a picture of this board. The following is a compilation of two

shots found in web, and picked according to the description. Without finding an official
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presentation | couldn't either identify in a certain way the exact dating of it. Ignatiadou sets it

with a question mark in the Hellenistic period, that is mainly during the 4th-2nd centuries BCE.

fig. 09: Gaming board of 11x11 squares, in Archaeological Museum of Pella, Hellenistic period [?].
Big photo, the board with knucklebones on left, from sophiarenblog, smaller [up left] for comparison
and identification, the board with pebbles on right, shot from Muxaun HasapeHko youtube channel

The item of fig. 10 & 11 is clear. A gaming scene made of terracotta. Two playing on a checker
board with pieces and without the presence of dice, while a third is watching. It was dug out in
the area of Athens in the 19th ¢, now in the National Archaeological Museum of Athens.
Unfortunately not in the permanent exhibition. Archaeological websites are dating it in the 1st

c. CE.
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fig. 10: Gaming scene made of terracoftta, 1st c. CE, in the National Archaeological Museum,
Athens [EAM 4200]

h

fig. 11: Drawing of the board from above. The pieces seem to be placed randomly. From
Archéologische Zeitung, 1863, col. 37 & tafl. CLXXIII
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c. Dice. Pollux doesn't mention the use of dice or knucklebones for the game Polis. In a
previous entry of his Onomasticon [VII 206], is listing games played with the help of dice.
There as we've seen Pente Grammai are given. Also Diagrammismos, the game that was
close to Polis. However Polis not. [There's also an allusion of Diagrammismos as a dice-game,
in a fragment by Philemon, a comedian playwright of 4th c. BCE, mentioned by Eustathius in

lliad's comments, rh.Z'/v.169].

Kidd [2017b] indicated convincingly and specifically with examples, that this Pollux's list of
dice-games in the VIl 206 entry, doesn't include strictly dice-games only, but generally
gambling-ones. However he suggests further that by the term gambling [=kybeia] Pollux was
meaning mostly the money-betting feature. This could let us have the impression that games
played without the help of chance could be part of gambling, if they were played for money.
And this would be really useful for our current approach, so to show that Polis and other
games weren't played via chance, even if kyboi [=dice] are mentioned. However | think that is
better to remain more strict on this very latter approach, so to seem more convincing. The fact

that Polis-game isn't included in the Pollux's dice-list should be sufficient for now.

Further, in the current entry of IX 99, the knucklebones' description is following, and Polis isn't
mentioned or implied at all, again; underlining the total absence of the luck-element for this
particular game according to Pollux. Eustathius of the 12th c. CE, gives a different version

involving knucklebones, that will be discussed below [under A.5.1].

d. The way of capture seems to be similar with the Roman Ludus Latrunculorum and Northern
Tafl. Two pieces can eliminate one of the opponent's. Though it isn't mentioned exactly if these
two attacking pieces should be on the opposite sides of the target-piece. Hubner [2009, p. 88]
suggests that this was a Pollux's loan from descriptions of the Roman game in Ovid, and not

the game's original method of play. We will be back on this [under A.5.2.3 & A.5.3].
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e. There's a clear reference of a comical play written by Cratinus of the 5th c. BCE, where the
game polis is mentioned, something that justifies at least the existence of the game since then.
Cratinus' passage seems to be given and in earlier writings. Zenobius of the 2nd c. CE but
surely earlier than Pollux, wrote a compedium of proverbs that were given by Didymus

Chalcenterus of Alexandria, 1st c. BCE, and by Lucillus of Tarrha [Crete], 1st c. CE.

Text 17: Zenobius, Compendium of Proverbs, 5.67

MoAeig aileiv: péuvnran TauTng Kpartivog|Playing cities [poleis]: Cratinus remembers it in
év Aparménioiv- 1) 8¢ TONIC €i066¢ £oTi|Drapetisin [=Run-away women]; and the city is
TTaIdI8G TTETTEUTIKAG. Kai ookeila kind of piece-game. And it seems that was
MeTevnVvEXBal amd TV Tdig  wnoig|transferred [the name] from the players of the
TTai{dvtwy, Tai¢ Agyopévaig viv xwpaig, pieces, that are called now fields, then [were
TOTE OE TTOAECIV. called] cities.

The proverb seems to be given in a different way. In singular by Pollux, in plural by Zenobius.
And Pollux names the board as polis [=city], while Zenobius the pieces as poleis [=cities].
Pollux's proverb is bigger. Maybe it was just a repetition in the same play. However, it
underlines that they didn't copy each other, but there should be at least one other third earlier
source. Zenobius mentions also the name of the theatrical play, fact that adds more validity. It's
also important that dice, or generally the luck-element, isn't mentioned or implied at all, again.
Generally the passage gives the impression of an old game that had survived; as the change

of the piece-names indicates®.

5 One interesting thing is that the expression in Pollux goes 'and the dog and the city, that they play' [see above, text 14].
The relative clause that starts with 'that' in the ancient text refers only to 'city’, as the relative pronoun [introducing the
relative clause] 'fjv' is of feminine gender like méAic [city], while kUwv [dog] is masculine. Something that may cause
questioning if these are two different games; the whole phrase would probably need a neutral gender. If | would read it in
an historical text | would feel more sure for this approach, however, as it's written in a comical play, maybe it's just given
for a comic emphasis. The word 'dog' [=kUva] is probably referring to a game-piece. The knucklebone throw [check

below under A.5.1] bearing the same name seems less possible, as here it's in singular.
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fig. 12: Carved 8x8 board on the west-side colonnade of Parthenon, Acropolis, Athens. Karakitsou
[2009], informs us that around Parthenon there are about 50 carved games on the marble stones,
most of them close to each other. Only three of them could be of the pessoi-group. Dating is
difficult according to Karakitsou. However she suggests that they should be carved in a period
when ancient god worship would have started to decline, so after 3rd c. CE. But before 6th c. CE,
as many of them are found on a trace of a wall built in those years

5.1. The problematic Eustathius' comments on the game Polis

up

Eustathius, a Byzantine Greek scholar and Archbishop of Thessalonica, gave some confusing

information. Possibly the fact that he was writing in the 12th c. CE, hundreds of years after,

had played its part. Commenting on the Homer's lines on pessoi [text 01], wrote on Polis:

Text 18: Eustathius of Thessalonica, Homer's Odyssey, rh.A'/v.107, in the 1825 edition, vol

1

, p- 29

0 10 Tepi TAG KaB' "EAANvag TTaudidg
ypdwag... mepi ¢ 100 €ipnuévou Kuvog,
KAKEIVO Aéyel auTOg ypagév Kai aAAayxod,
&T1 €166¢ TI KUBEIOG, Kai TTONIS: &V 1] WAPWY
TTOAM@OV €v JIayeypPaPPEVAIG TIGT XWPEOIG
KEIEVWY,  €yiveTo  AVTAVOIPEDIG  Kai
EKAAOTVTO ai PEV YpauuIKai XWpal, TTOAEIG
aoTeldtepov: ai 0¢  avremBoulslouaoal
GANAAaIG  wihol, KlUveg i TO OifBev
avaidég. Om 08¢  kai TG BOAog
Ao TPAYAAIOTIKOG, KOWV EKQAETTO,

The one who wrote on the pastime [=game] of
Greeks... and around the aforementioned dog,
he says and that [<-pronoun], which is written
and elsewhere, that [<-conjunction, that-clause]
it's a kind of dice-game, and a city; in which, as
many pieces lying on some divided with lines
fields, occurs [ant-]elimination. and the drawn
by lines fields are called poleis [=cities], for
[seeming] more funny. and the pieces that are
planning against one another, [are called]
kynes [=dogs], for [seeming] supposedly rude.
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And that some knucklebone throw is called

TTpodednAwWTaL. dog, has already been said.

These information of Eustathius on the game Polis seem coming again from Suetonius of the
1st c. CE. The passage comes right after an entry on knucklebones, where a throw, the '1', is
also called dog [=kyon, kUwv]. Compared to the Pollux's text, Eustathius gives the reason of
the names. But also gives/repeats the term avravaipeoig [antanairesis], as the main action of
the game. avravaipeoig, a rare term, is a compound word, 2nd element is avaipeoig, same
word-root found and in Pollux, translated as killing, eliminating, destroying. 1st element is the
preposition avr(i), with prime meanings 'against' or 'instead'. However Liddell & Scott lexicon
gives the whole word avravaipeoig as meaning here 'alternate removal'. The term removal is
ok. But | believe that anti [=av1(i)] here could retain its prime translation as 'instead'. Meaning

removal instead of a move, more literal, or, more allegorically, removal taking the piece's place.

The big problem with this entry is that Eustathius seems classifying the game Polis among the
dice-games, or the knuckldbone ones; coming somehow in opposition with the earlier Pollux's
and Zenobius' writings [texts 14 & 17]. The Kidd's approach [2017b], that kuBeia could stand
for all the gambling-game group, doesn't seem possible to be applied here. Before this entry,
precedes a comparison-similarity between knucklebones and dice [='6uoiw¢ kUBw'] based on
the fact that knucklebone is like a four-sided die. Thus the term [=kuBc¢ia, dice-games] seems
to have a more literal meaning here, rather than a wider approach. However syntax and
grammar of this Eustathius' entry combined with possible meanings could be a real problem,

too, but better to put this aside, as analysis would make things just more complicated®.

6 Suffice to say here that the term méAic [polis] seems at first to be component of the first sentence where the dice are
mentioned [fact on which the confusion is based], but kinda separated and at the end of the sentence, maybe a little as a
foreign part. It seems better belonging semantically to the following sentence where the term is explained. This
assumption is strongly underlined by the punctuation found in the manuscripts. In P1 of the 12th-13th c. CE [BNF Grec
ms 2702, f. 9r] the word is separated with a comma from the first senctence and with a mid-point from the following
sentence [as in the text 18 that | give above]; but in P2, a later manuscript of the 16th c. CE [BNF Grec ms 2703, f. 18v],
which is considered partially copy of the previous, the term moAi¢ [polis] is separated with a mid-point from the previous
sentence and with not any sign from the following, signifying that it belongs only to the explanatory 2nd sentence; like a

correction [?]. However P1 is considered an autograph by Eustathius, though not for official showing, but rather personal.
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A possible answer to this classification is that Eustathius was writing only 'around the
aforementioned dog'. Statement repeated and after the description of the game Polis. So
Schadler [2002] considers this passage just part of a context. The assumption, that in text 18
there's just a logical connotation, could be signified, too, by the statements that the
knucklebone throw 1" is called dog, and so the game pieces in Polis; but the latter not cause of

a possible connection with the knucklebones. It's just so to seem supposedly rude, brash.

Schadler, in his of 2012 paper, also suggests that 'Eusthathius was confused by the double
meaning of dog as a counter in polis and as a throw in dice games', taking in account and an
other Eustathius' passage [text 20]. With this approach may come along, the naming of the
knucklebones' throws by Greeks and Romans.

Text 19: Propertius, Elegiae 4, VI, v. 46

me quoque per talos Venerem And as | was looking for Venus through my second
quaerente secundos semper damnosiknucklebones, the injurious dogs have always
subsiluere canes come out

At least at three instances in Latin literature, one can read about these 'damnosi canes'
[=injurious dogs]. Specifically once in Sextus Propertius and twice in Ovid, all of the 1st c. BCE
[Propertius, Elegiae 4, VIII, v. 46 - Ovid, Ars Amatoria, Il, v. 206 - Ovid, Tristia, v. 474].
Something that may show a possibility of mistransliteration or just a confusion, either by
Eustathius or even in a source he used; just a possibility with doubts of course. However it's
underlined by the fact that 'dogs' seems to be the only common name as a knucklebone throw,
both in Greeks and Romans; the rest seem altered [eg. Venus was the best Roman throw,

while Euripides probably the best Greek one].

So can't be sure of anything, just for the fact that the interpreter or transcriptor of this passage seems facing the same
difficulties since 16th c. CE. And it has been also noted that P1 had passed through other hands that added mainly
marginal comments; a mid-point wouldn't be such a notable addition, while these specific words in the early ms seem a
litle damaged, like more ink had poured. Further, another manuscript of the 14th-15th c., L: [Laurenz. MS Plut. 59.06, f.
16r], has a similar with P2 'corrected' punctuation; the term polis is seperated with a comma from the previous sentence
and not at all with the next one. This L manuscript is a copy of another autograph M: [Marc. Gr. Z. 460 (=330)] of 12th c.,
of which unfortunately | couldn't track an online copy. So my search ends here. According to these, the early transcriptors
saw in Eustathius' personal notes that the term polis should belong to the next sentence [for general approach of these

manuscripts, Makrinos [2005 & 2007] & Cullhed [2012 & 2016]].

30




But Eustathius is writing again on the game Polis in his comments. This time directly in
connection with knucklebones.

Text 20: Eustathius of Thessalonica, Homer's lliad, rh.\P'/v.88, in the 1830 edition, vol 4, p.
270

SmAoT S8 6 pndeic Kowv BOAOC and the said throw dog signifies the

SVTAVAIOEGTV TIVA WAGOU- £V Yhoaic VEO TIo [ant-]elimination of some piece, and while
PEOTY wne Xwpdis yap T many pieces lying in some fields drawn by

OIAYEYPOUMEVAIG  TIETTEUTIKWG,  TTOAAQV|,. , > . .

KEILEVIOV WAOWY. &C EYORY GVIaValoel. G lines in the petteia way, which [pieces] one

“IHEVIWV Pnowy, as exenv PEIV, Al ohould [ant-]eliminate, the fields are called

MEV XpaI TTOAEIG EAEYOVTO VOUW KUBEUTIK®,

. i , . cities according to the dice rule, and the
KUveg O¢ ai aAAAAaig avtemBouAelouoal| . . .
WAGO! pieces that are planning against one another

[are called] dogs.

Comparing the two texts [18 & 20], they're like been written by the same person but at different
periods of his life. Opposed information, or at least altered, are given. Sounds also weird the
saying that the game was played on a board for a petteia-game, while the fields were called
cities [=Poleis] according to the dice rule; a mixing between piece-game and dice-game rules
is premised. But the biggest contradiction is that, in text 18, the fields are called cities so to
seem more funny, while in text 20, are named this way just according to the aforementioned
dice-rule. Is it implied here that were called and played elseway according to some other rule,

like a petteia piece-rule? It seems like Eustathius is just using two different sources’.

7 In accordance with this, Eustathius gives Suetonius as his source for the first text [18], while none for the second [20].
One notable observation is that in the autograph manuscript of the lliad of the 12th c. [Laurenz. MS Plut. 59.03, f. 189v]
the passage of text 20 and some lines before were added by Eustathius as a footnote at the end of the page. Cullhed
[2012, p. 447] gives the dating of the Eustathius' works. He wrote firstly his comments in lliad, then the ones of Odyssey.
However, in lliad he added some footnotes, as this one, written in a long period of time ahead, using new sources. And a
strange coincidence occurs. In the knucklebone description in lliad [rh.W'/v.88, around text 20], Eustathius gives two
pieces of information, not repeated in the relevant passage in Odyssey [rh.A'/v.107 around text 18], though the latter is
bigger. Firstly the fact that the knucklebone game was played with four pieces of knucklebones [='Téooapaiv
aortpaydhoig’], secondly a proverb by Kallimachus. Both these hints, along with the rest of the text, were given by Arethas
in the 9th c. CE, as remarks in the Plato's dialogue Lysis, 206e; fact that can signify a possible origin of Eustathius'
comments in lliad [Bodl. Clarke MS 39, f. 308v & transcr. in Greene [1981], p. 456]. However, some other Byzantine
remarks could be enlightening, too; indicating maybe a general view. For example the anonymous Plato's scholiast of the
9th c., commenting on Laws 7.820c, writes around petteia: "and pessoi are cubes [=dice]... and Aristarchus calls
pessous the pieces with which they played..." [in BNF Grec 1807, 9th c. CE, f. 230r & transcr. in Greene [1981], p. 333].
Comment that probably underlines a possible misled identification between pessoi-pieces and dice, that could exist

during those years in Byzantium, though Aristarchus' correct saying is also collated [possibly Aristarchus of Samothrace
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In any case this last text 20 seems irrational, or at least intentionally incomplete. Taking for
granted what it's written, let's see what we have: in a game played on a board with fields, the
purpose is to eliminate opponent's pieces. This elimination, however, comes if | throw a dog,
"1'. This 1 was the worst knucklebone throw, so what does it mean? That | should remove my
own? But let's ignore this. If my prime goal is achieved by a throw and only, then why to play
this game, and not just knucklebones? And what would happen if | never threw a dog? Best
case scenario is that rules are omitted intentionally and that there were and other ways for
capturing pieces. If that's the case, Eustathius is just giving the knucklebone version or part,
without meaning that the game was played only with knucklebones [compare Schadler [2002],

p. 97]. And this as a best case scenario.

Schadler was right. Eustathius does seem confused. Generally | believe that Eustathius'

entries [texts 18 & 20] should be taken in account very cautiously.

5.2. Possible allusions of game Polis in petteia references since classical antiquity
up

As we've seen in Cratinus' passage, mentioned by Pollux and Zenobius [texts 14 & 17], Polis
was a known term in classical antiquity as a game. However polis also meant the city, the
state. Texts have been tracked where petteia references and examples/comparisons are used

on a discussion around the city/state. So an allusion of the game Polis is really probable.

5.2.1. Polis, a game of ruling virtue up

Text 21: Euripides, lketidai [Suppliant Women], 403-411

Onoelg: mpTov MEV ApEw TOU AOyou Theseus: Firsty you started your speech
Weudwg, E€ve, {NTWV TUpavvov £EvBAad: ou yap|falsely, stranger, in seeking an absolute
ApxeTal €vog TTPOG avdpdg, GAN' éAeuBépalruler here. As [this city] isn't ruled by one
TTOAIG. dfjpog &’ avdaooel diadoxaiolv €v yépellman, but is a free city. People rule it in
éviauaiaiolv, ouxi T@® TAoUTW Od1d0UG TO|succession every year, without giving the
TTAEIoTOV, GAAG XW TTEVNG EXWV ioOV. most to the wealth, but the poor have equal.
KApug: &v pév 100 nuiv wotrep év TTecooig Herald: You give us one advantage, as in a
didwg kpeicoov: TTONIC yap NS éyw mdapeiy’|game of pessoi; as the city from which |

of the 3rd c. BCE]. Here also it could be applied Kidd's approach [2017b] but maybe in a wider way; meaning that the

phrase 'pessoi are cubes' could be translated more freely as 'pessoi are gambling', but this with a huge doubt.
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armo  évog  TPOG  avOpog, oUk  OxAw|come is ruled by one man only, not by the
KpaTtuveTal: mob;

A possible allusion of Polis game is obvious.

Euripides' lketidai is a play written in 422 BCE ca. The plot till this scene, inspired from legend,
has as follows: A battle for the control of the city of Thebes took place. Invaders lost, but both
leaders died. Thebes' new leader ordered the non-burial of the enemies' dead bodies.
Suppliant women from the city of Argos, that had sent troops against Thebes, ask from
Theseus to intervene so to bury their beloved ones. However, he had to convince his Athenian
co-citizens for this, as the city has democracy. Meanwhile a herald from Thebes arrives to

Athens, so to ask from the city to keep neutrality.

So a comparison between monarchy and democracy is tried, using the game of pessoi with a
probable allusion to the Polis one. Kurke [1999a, pp. 265-266] saw here a possible reference
in two games, one corresponding to tyranny, one to democracy. More probable seems to me
that the comparison between two political systems isn't transfered into a choice between two
games. This as only the herald does mention pessoi. Theseus doesn't answer afterwards on
this petteia reference. Instead, he calls the herald a good worker of the words, and starts

analyzing directy the benefits of democracy.

Herald, right after considering that ruling by one man, instead of a mob, is an advantage, is
explaining that not all men are able to rule a city, while many of the mob could be misled by
words. If we apply these to the game, the meant advantage probably refers to the kind of the
player, and not to the possible game rules. Seems more probable that the herald is implying
here that ruling efficiently a city [polis] needs some quality, like playing in the game of Polis. An

approach that agrees with Plato, in Politicos [Statesman], 292d-e [text 09].
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5.2.2. City or cities? up

Text 22: Plato, Politeia [Republic], 4.422d-423b

- Ti O Qv Tpeofeiav TEPUWPAVTES €i¢ TAV
ETépav TTOAIV TAANGBR eimwaolv, o1 ‘AUEIS
MEV  OUdEV  Xpuoiw oUd  Apyupiw
xpwueba, o0d nAuiv Béuig, Upiv o€
OUPTIOAEUACAVTEC 00V HED’ AUV EXETE
TO TV ETéPWV; OiEl TIVOG AKoUoavTag
Ta0Ta aiprioecBal Kuai TTOAEUEV OTEPEDIG
TE Kai ioxvoic MGAAOV 1 HETA KUVQV
TpoBdToic ool TE KAl ATTAAOIG;
- o0 poi Qokel. GAN’ €av eig piav, £on,
TTOAV  ouvaBpoloBil T TV  GAAwvV
xpripata, 6pa pn kivduvov @épn TH HN
TTAouTOUON.

- e0Baipwv €, AV & éyw, 6T oier GEiov
gival GAANV IV TTpoceITTeiv TTOAIV 1 THV
TOIQUTNV olav  NUEIC  KATEOKEUALOMEV.
- GAAG TI pAv; Eon.

peigdvwg, AV 8 &yWw,  XPR
TTpooayopevelv Tag GAAAG: €kdoTn yap
aUuT@V TTOAEIG €iol TTAUTTOAAal GAA" oU
TTONIG, TO TV TTaIdOvTwy. dUOo pév, KAV
omo0v f, ToAepia GAAAAQIG, 1) pév
evATWY, 1 O¢ TAouciwv: ToUTwv &' €v
EKaTéPa TTAVU TTOAAGH, aic &8V PV (¢ pId
TTPOC®EPN, TTAVTOC Av audpTolg, £av O
w¢ TTOAAQIG, BIBOUG Ta TV ETEPWV TOIG
ETEPOIC XPAMATA Te Kai OUVAMEIS A Kai
aUToUG, OUMMAxoIS HEV  Gel  TTOAAOIG
XPAON, TToAepiolg &’ OAiyoIG. Kai Ewg av N
TOANIC 0ol Oiki] cwEPOvweg w¢g apT
ETaYON, peyiotn €oTal, oU TW €UOOKIUEV
Aéyw, GAN wg GANBMG peyioTn, kai €av
HOVOV N XINwV TV TTPOTTOAEHOUVTWV:
oUTw Yyap PeyadAnv oAV piav ou padiwg
oUte év "EAAnOIv oUte €év BapBdpolg
gupnoeig, OokoUoag Of TIOAAAG Kai
TTOAaTTAQCiag TAG TNAIKAUTNG.

- So what if they would send an embassy to the
other city and tell the truth, that ‘we don't use
neither gold or silver, nor this is our law, but it's
yours; so if you fight with us, you will get the
[wealth] of the others;' you think that, after
hearing these, they would prefer better to fight
against dogs solid and thin or along with the
dogs against sheep fat and tender?

- | think not. But if the wealth of the others, he
said, are accumulated in one city, look if there's
danger for the non-wealthy [city].

- Fortunate you are, | said, thinking that some
other [city] deserves to be called as a city,
compared to the kind of the one that we are
constructing.

- But what [it should be called], he said.

- The others, | said, should be called in a
greater way [=plural]; cause each of them are
many, and not one city, as the saying of the
players goes. And two [cities they are; meant as
components of a big one] at least, each fighing
the other, the one of the poor, the other of the
rich; and in each of them many [cities], which if
you treated them as one, you would fail totally,
but if [you treated them] as many, giving the
wealth, powers or even persons, of the ones to
the others, you would always have many friends
[=allies], and few enemies. And till your city is
governed prudently, like it was set above [=the
one they were constructing], it will be the
greatest, not in reputation | say, but truly the
greatest, and even if it has only one thousand of
defenders-fighters; cause you won't find easily
one big city of this way neither in Greeks, nor in
barbarians, but [you'll find] many and multiplied
in size [cities] that seem [big].

The implication of the game Polis was so intense, that even the Plato's Scholiast of the 9th c.

mentioned the game in his brief comments,

39r & transcr. in Greene [1981], p. 221].

and without a dice reference [BNF Grec 1807, f.
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Here Plato, is praising the city that shows unity and discipline compared with the one that has
such diversity, that could be even considered as more cities in one. He argues that the former
could prevail in war over the latter, even if the numbers were against. The transfer of this

comparison to the game is easy. Just assume that the citizens are the pieces.

It's noticeable that here the word city [=TTOAIG] is close to the one for dogs [=kUveg], as its
defenders-fighters; the name that Pollux had used for the game pieces. The term dogs had
been used and at other instances of ancient Greek literature, out of game's references, to
signify generally the guardian [eg. Aeschylus, Agamemnon 896] or even a god's agent [eg.

Aeschylus, Prometheus Bound 1022].

The difficulty of this text is the phrase '16 rwv mailovrwy', literally meaning 'the one of the
players' making the allusion more intense. It's a phrase that has been tracked in Plato and in
other excerpts, freely & safely translated: 'as they say (jestingly)'; and it's placed around
possible proverbs [in Rep. 9.573d & Laws. 6.780c, but also see Laws 4.723¢]. However the
mainstream approach, based and on the Scholiast of the 9th c., is that at least in this case, the
game is implied too [check also Dobbs [2018], p. 69, Adam [1905], p. 211, in comments, contra
Stewart [1893]].

5.2.3. The lonely piece - Gfu§ up

Text 23: Aristotle, Politics, 1.1253a

€K TOUTWV o0V Qavepov 8T TOV QUOEI
N TONG €0Ti, kai OTI O AvBpwTTog
@Uoel TTONITIKOV oV, Kai O ATToAIg
01 @Uolv kai ou O TUXNV ATOI
@alNOC  éoTlv, 1 KpeEiTTwv N
avBpwTrog: WoTrep Kai 6 U@’ ‘OurRpou
AoidopnBeic  'appriTwp  ABEIoTOC
avéoTiog'- aua yap @uoel TololTog Kai
TToAéPou €mOuUNTAG, Gte Trep AQUE
WV WOTTEP €V TTETTOIG.

So from these it's obvious that the city [=organized
society/state] is of the natural [things] and that the
man is by nature a political animal [=meant to live in
organized society], and the citiless man by nature
and not by fortune, is either lower or better than a
man; just like the one who was reviled by Homer
[as:] 'clanless, lawless, hearthless [=familyless,
homeless]'; as he's by nature like this and at the
same time desirous of war, just like being single
[=without partner] just like in pettois.

An important text of the 4th c. BCE. And a really difficult passage, that has caused many and

different thoughts among the writers.
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Aristotle considers that man is born meant to live in a society [in polis]. In case this doesn't
occur cause of man's choice/nature, and not just accidentally, he considers man either lower or
higher than the average human being. For this sets a poetic example taken from Homer,
where a man actually out of the society is considered as 'desirous of war. A strange
expression, that connects it seemingly with an allegoric picture of a single piece [= 'a@{u€] in

some petteia game®.

The mention of the word polis [=city] along with the relevant meanings gave a strong argument
for supporting a connection with the game Polis described by Pollux [Austin [1940]]. Such a
connection could even be a justification of Pollux's description of capturing [text 14], where two
pieces prevail over one; this as a{ué [Fazyx] means the unpaired. And it's one strong enough
coincidence that in the Roman Ludus Latrunculorum, the enemy that could capture a piece

was called on the contrary 'twin' or 'two-headed' [under B.2.4.].

But the word alué had been also tracked in a poem of Agathias Scholasticus, of the 6th c. CE,
describing a backgammon-like game, where this single piece seemed to be a 'blof, a piece
that can be hit during the game; regarding the Aristotle's time, possibly the Pente Grammai
would be meant [from the latest and really enriched Kidd [2017a], also Susemihl & Hicks

[1894], p. 148].

However a general sceptisism has been expressed already since 19th c. [Newman [1887], p.
121, Jackson [1877]]; and Thraede in 1967 just considers it a poetic addition having speech-
metrical characteristics. Hubner [2009] seems rejecting, or at least arguing against, both

possible connections with the specific games of petteia. Regarding the backgammon-like one

8 On the word 8qu¢: It's a compound word. 1st component is the privative prefix 'a-', 2nd is the word 'quyd¢’ with first
translation as 'yoke'. So Gfu¢ is the unyoked, commonly used for a pair of animals that should drag a vehicle. And based
on this it was meaning metaphorically the unpaired, the one without partner/match, the single; used for example for the
unmarried or even the virgin. However one of the early translations of '(uyd¢’ was also the rank, file, of a troop formation.
And made me wonder if this GZu¢ here would have also the meaning of the one out of this formation. Really wide

approach. In any case the translation as 'single' or better 'unpaired' are sufficient enough.
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of Agathias, mostly cause of the really long time that separates the two texts, almost 1.000
years, without the existence of any other intermediate written record that would mention the
term. The fact that also Pollux doesn't cite the word, though he was quoting terms even without
explanation, agrees with Hubner's argument. Regarding the possibility of Polis, Hubner rejects
it mainly with the thought that a single piece can't be considered as 'desirous of war', while it
can be captured by two of the opponent's, not being itself able to attack. He seems partially
concluding that game comparisons were usual in ancient texts, and we shouldn't take them to

the letter.

But | think that this 'desirous of war may give the solution. Before analyzing it, two

preconditions:

i. Aristotle's text is a philosphical/political one, not poetic. In the relevant petteia allegory the
particle '-mmep' is used, literally meaning just->very much/exactly, signifying the accuracy of the
comparison. And in fact this word can be seen twice. Aristotle seems to feel sure for this

allegory.

ii. Ancient Greeks were quite familiar with the Homeric epics. These were the most famous
work for centuries by far and part of their entairtainment. To such degree, that it was said that
Solon the Athenian, legislator of the 6th c. BCE, had issued decree ordering the bards of the
Homeric epics to recite them in sequence when in public; meaning each would continue from
the point that the last stopped; and this according to law. Fact that underlines the position of
these works in the life of the ancient Greeks. So when Aristotle is referring to Homer in this

passage, he's probably addressing to an aware audience.

Already since 1877 Jackson had noted that the Homeric passage should be seen complete so

to understand Aristotle. And he was right on this.
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Text 24: Homer, lliad, I''63-64

appnTwp  abéuiotog  avéomiog  €oTiviclanless, lawless, hearthless [=familyless,
€keEIvog, OC ToAéuou Epatal €mdnuiouhomeless] is he, who loves the chilling
OKPUOEVTOG. [=horrible] civil war.

So that 'desirous of war' is based on Homer and it's in fact a 'civil war'. To understand what
Homer was saying let's see the plot. The Achaeans were losing by the Trojans, so badly that
their leader Agamemnon suggested quiting the war. Reaction followed in the camp. And the
above were of the words told by Nestor, of the elders and wisests. He was trying to forestall
some possible reaction in a conference that would follow, where Nestor was planning to
propose to Agamemnon a delegation to the mighty warrior Achilles. Achilles, the best Achaean
warrior, was refusing to fight, cause of a dispute he had with Agamemnon. So Nestor was
actually suggesting that an apology should be asked with ultimate goal Achilles to join again

the war against the Trojans. And Agamemnon was convinced.

Hence this civil 'war' wasn't even a war, but a possible dispute, a verbal conflict, between
leading men of the same side. At a first level the obvious is meant: a conflict between the side
that would do anything to continue the war and the one that would quit. But at a second level, it
should be at least implied the dispute between Achilles and Agamemnon, of the main elements
of lliad. And | don't know if it's a poetic irony or just a word-toying, but the use of the word
'moAéuou’ [='war'] in Homer creates here a verbal-meaning contrast; the mighty warrior
Achilles, actually is refusing to fight and join the Trojan war, cause of the previous dispute
[='civil war'] he had with Agamemnon. So the emphasis in this phrase is transfered on the word

Emonuiou [=civil].

Aristotle doesn't need to repeat the whole Homer's words; and the sentence's structure was
altered, changing places between subject & predicate. While in Homer the civil war lover is a
clanless man, in Aristotle the citiless is a desirous for war; probably a change for emphasis, as
he's speaking to an aware audience. And Aristotle's lines are making sense now. The citiless

man is one who desires a dispute/disruption inside his own [previous] city.
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Transfering these to a possible game of petteia, the single piece [Glué] is a piece that would
cause problems, disruption, to its own side. And this piece seems to be something exceptional,
not the rule, just like the case in lliad. A known to the auditors game strategy is probably

implied here; pieces should be united and close to each other.

These could be understood easily for an open-boarded, draught-like game; a backgammon-
like one doesn't seem that possible. There the 'blots' are almost a necessity in the gameplay
and would occur by force cause of the dice-throws. They would just cause a delay, as more
possibly the struck piece would start the race again or just wait till it would be free again
[according to the possible backgammon rules as we know them today]. Something common,
maybe no big deal. And in any case if here this backgammon-type game would be played with
only five stones, just like Pente Grammai, a blot is not just a necessity but almost the only real

thing, cause of the small number of the pieces.

Further this caused disruption in one's camp cause of a single piece feels a little irrational, if
it's applied in a backgammon-like game. It would just start the race again. In an open boarded
one, where less pieces would mean gradually less power, makes more sense; and it would be
mainly the player's choice either to isolate a piece or to attack with two or more pieces. If that's
the case, pieces' moves shouldn't also be that free and powerful, meaning not a rook-like one;
as then the single pieces could be supported easily or flee, and they wouldn't be such a

problem.

With these in mind, if | had to choose between Pollux's Polis or Pente Grammai, | would

choose Polis®.

9 | was curious enough to search for the manuscript tradition of this Aristotle's passage, and I've managed to find 8
manuscripts. A strange, and noted generally by writers, thing is that in five here manuscripts [d, e, f, g, h] the word au¢ is
omitted, but leaving a gap at its possible place. Like the transcriber avoided to write it, cause maybe he couldn't read it or
recognize it. From the rest three, two [b, c] have the text as above, but with a scholion/remark of the word mereivoic
[peteinois], that literally means 'birds/able to fly', as explanation of the word merroic [pettois, the game]. The latter seems
with a little doubt that has to do with the first latin translations of text in the 13th c. by William of Moerbeke, where the

relevant Aristotle's game expression was given as a free-lonely birds, instead of single piece. Possibly mistransliteration
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5.2.4. Mixed up pieces, an ugly picture up

Text 25: Euripides, Erechtheus, frag.360, in Lycourgos, Kata Leocratous [Against
Leocrates], 100

Eyw O0¢ dwow TNV éunv maida kraveiv. And | will give my daughter to be killed. And |
AoyiCopar ¢ TTOAAG- TTpTa pév TTOAIv think of many; firstly that one can't have a better
oUK &v TIv' BAANV Tiiode BeATiw AaBeiv- f|city than this [=Athens]; where firstly people
TTPWTA PEV AEWG OUK £TTOKTOG GAAN0Bev,|aren't brought in from elsewhere, indigenous
auToxBoveg &' Epuuev: ai & GAAail[=natives] we were born; and the other cities are
TOAeig  Teoo@v  opoiaig  diagopdig|built by moves similar [to ones] of the game-
ékTiopéval  GAAal  Tap’  GAAwv  €ioiv|pieces, others are imported from others [<-
gicaywyiyol. probably colonies meant].

This is a fragment from a lost now tragedy of Euripides, called Erechtheus, the mythical first
king of ancient Athens. According to this legend, at the time of Erechtheus, Athens was about
to be attacked by the Thracians, and the Athenian king went to the oracle of Delphoi asking for
a prophecy. He was said that he should sacrifice his own daughter. The passage is part of the
acceptance of the prophecy by Praxithea, the girl's mother, praising actually the city of Athens.
It's a text of the 5th c. BCE that was used & found in a rhetoric speech by Lycourgos in 332
BCE ca.

The general meaning is easy to understand but an exact translation is really difficult as the
work is poetic. However, the main line that interests us isn't that hard. Trying to describe the
cities that aren't constituted by native citizens, says that they are 'built by moves similar [to
ones] of the game-pieces'. Putting aside the obvious xenophobia, this is said describing
something unwanted compared to homogeneity of Athens. And regarding the petteia-Polis
game, the only picture that could come up is one on an open board with pieces trying to

constitute a city but being mixed up in color, as a mosaic.

but not sure [for English translation of the Latin text, check Regan [2007]]. There's no doubt among the writers that the
correct Greek text has the game as comparison. The manuscript (a) has the correct text as given here, without remarks,
which seems to be the oldest of all these. The manuscripts: (a) BNF Coislin MS 161, 14th c., f. 168v / (b) BNF Grec MS
2025, 15th c., f. 2v / (c) BNF Grec MS 2023, 15th c., f. 117r / (d) BNF Grec MS 1857, 1492 CE, f. 3v / (e) BNF Grec MS
2026, 15th c., f. 3r / (f) BL Harley MS 6874, 15th c., f. 2r/ (g) LOC Greek MS 2124, 15th c., f. 26r / (h) VAT Barb. gr. 215,
15th c., f. 2r
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A similar fragment of this tragedy is given by Plutarch, some centuries later. Of the following
four lines, three are identical with the previously given and one slightly altered. The rest of the
whole passage, not given here, is different; and by this it can be concluded that isn't just a
different tradition of the same text, but a repetion of some lines, slightly altered, belonging to a
different passage of a tragedy, possibly as a response.

Text 26: Euripides, Erechtheus, frag.981, in Plutarch, Peri Fygis [De exilio], 604d-e

% ~ 5 . . . |... where firstly people isn't brought in from
N TPWTa MPEV AEWG OUK ETTOKTOG - T _

. . . . =, elsewhere, indigenous [=natives] we were born; and
AaAA0Bev, auTOxBoveg & EQuuev: ai d

BMAl IO TGOV OLOIW the other cities are scattered [torn in pieces,
51000 eaTooug BoAdic, GAAG “ﬂa g,disrupted] with strikes [or throws] like of game-
OlaQopNYEIoa AL, P pieces, others are imported from others [<-probably
aAwv €ioiv eicaywyiyol. colonies meant]

Plutarch gave it as an example of contradiction; explaining that the one who wrote these lines,

Euripides, actually died away from Athens, in the court of the Macedonian king, Archelaus.

Regarding our approach, the image given here is more violent. The cities now are 'scattered
by strikes like of game-pieces'. A translation problem is the word BoAdic, literally meaning
'strikes/'hits', but also 'throws', used sometimes with the latter meaning as 'dice throws'.
However here is difficult to understand how a 'piece throw' in a petteia-Polis game could work.

This would lead to a throw-type game that was derided in the Athenaeus' passage [text 02].

A strike could be understood more easily, as an aggressive capturing move. This is underlined
by the words that changed. The cities from 'built of moves of the game-pieces' became 'torn by

strikes of the game-pieces'.

These two passages [texts 25 & 26] seemed to me to belong to the same group of the
previous ones [texts 22 & 23]; depicting a specific strategy of the Polis game, the unity of the
pieces. But with the latter [text 26] adding almost clearly the element of capturing. It also may

bring some light to the following excerpt.
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Text 27: Socrates, in Stobaeus, Anthology 1V.56.39

Life is like some piece-game, and it's necessary the
incident [=occurence, fact, event] to be placed
[=arranged] just like some piece. Because it's not
possible to strike from above nor to replace the
game-piece.

TETTEIQ TIVIi €0lkEV O Piog, Kkai O€l
wotrep  Wieoév Tiva TiBegBal 1O
oupBaivov. oUu yap EoTiv GvwBev
BaAgiv 00dE avabéabal THV YHov.

The proverb is attributed to Socrates of the 5th c. BCE, but found in Stobaeus' Anthologium of
5th c. CE. One thing that concerned here is the reliability, cause of the long time that separates
Socrates and Stobaeus. | couldn't track some earlier source copying this specific proverb,
however Stobaeus can be considered reliable as other of his entries have been confirmed by

earlier writings [check eg examples in Mansfeld/Runia [1996]].

The difficulty in this proverb lies in the expression avwb6ev BaAeiv, literally translated as either
'to throw..." or 'to strike from above'. The mainstream approach is 'throw', explained as a dice
throwing [=from above] [eg. Dobbs [2018], p. 81]. If that's the case, maybe here we can find a
certain reference of a piece-game without the use of dice. This, as the verb is 'to throw', not to
're-throw', while on the contrary regarding the piece's [re]placement, the attribute of repetition
is expressed. So it's not possible to throw the dice in a piece-game, as it's not possible to take

back a move. Absence of luck in life; progressive idea for its time but kinda weird!

However | can't be sure for this approach. It's certain that the verb BaAsiv [=as throwing] has
been used many times for dice, and the adverb Gvw6ev [=from above] seemingly helps here.
But we just saw that the same word-root has been used at least once for pessoi [=pieces, text
26, above], with the most probable translation as 'striking' -> capturing. In our sentence here
only the game and the stones are mentioned, not the dice. So it seems more probable that

here the piece-strike is meant.

If that's the case, the only implied meaning that | could think here, is that the game-pieces
hadn't a specific arrangement at the beginning of the game and were placed in turns before
they start to move. This way, not striking from above could mean that one couldn't strike-

capture during this 1st phase of the game. Approach repeated for the Roman Ludus
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Latrunculorum by Schadler [2001 & 1994]. This would underline even more strongly the need
for the unity of the pieces. With this approach then, the whole proverb gives the meaning that
in life one's first actions won't have immediate consequences but will define the future. Partially

determinism.

5.3. Concluding on the game Polis from Greek texts up

Trying to see characteristics given and written before Pollux, so to confirm his entry on the
game of Polis, we can feel almost sure that there were gaming-boards with squares, since
classical-Hellenistic period. By the fact that a game called Polis was known since the time of
classical antiquity [texts 14 & 17], we can conclude, with almost certainty, that
examples/comparisons of petteia-games around the word TTOAIG, as city/state, are referring to
this game. Therefore the game of Polis was possibly the one resembling to the art of ruling
[text 21 compared with 09], assumption that could possibly certify the absence of the luck-
element. There's an almost clear reference of it as a war game [text 22, with 07]; and a strong
allusion of the capturing feature [test 26], while there's a possibility of surrounding capturing
moves [text 07]. There's also some possibillity that the pieces were placed in turns on an open

board, without being arranged from the beginning [text 27].

But the most repeated information is this of the unity of the pieces, as a strategy [texts 22, 23,
25, 26, & and possibly underlined by 27], that could indicate more possibly an open boarded
game than a backgammon-like one. This unity is suggested as a winning element in war, most
probably in attacking [text 22]; with a maybe more defensive sense, as an almost obligatory
precondition so for the camp not to be weakened [text 23, with argument of 24]; and generally
as power [texts 25 & 26]. And this need for unity may indicate the one-by-one move, excluding
the dice-use, too. On an open board, where pieces move multiple squares or even more with

dice, unity can be restored easily | think; in any case it wouldn't probably be the prime concern.

So the two vs one capturing feature that Pollux wrote about, isn't exactly confirmed by these.

However, as unity is suggested in order to win, one surely would need two or more pieces
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close to each other. Remembering that this was probably a war-game with a capturing feature

[compare texts 07, 22, 25, 26], this unity should exist either for defense or attack. Assumption

that tends to confirm Pollux.

fig. 13: Gods of Olympus Surrounding a Chess Board, engraving by John Carwitham, 18th c.,
in metmuseum

6. Some more excerpts on Petteia up

And three more philosophical excerpts-proverbs from ancient sources, that may just show

some vague general view on petteia.

6.1. Better to play with a professional up

Text 28: Plato, Politeia [Republic], 1.333b:

Ap’ olv 6 dikaiog dyaBd¢ Kai Xproipog/So, is the lawful-man a good and useful
KOIVWVOG  €ig  TIeTTv  Béolv, N Olassociate in the placement of pessoi, or the
TTETTEUTIKOG; ‘O TTETTEUTIKOG. professional player? The professional.
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| translate as professional player the word merreurikd¢ [=petteutikos], that could also have the
meaning of skilled player or one who plays often. In the rest of the passage [not shown here],
Plato sets a dialogue where the lawful [fair, just] man is compared with professions, so to
choose the best partner regarding some certain activity [eg. with a builder for a house
construction etc]. By this obviously playing with pessoi could be a profession, or at least

something that would need a level of knowledge.

I'm not sure if here is meant the opponent, so the game would be a friendly one and gambling
would be out of question; or it's implied a game in pairs, so the professional would be the

partner.

6.2. Time is a child playing up
Text 29: Heraclitus, frag. 52 in Hippolytus of Rome, 1X.9,4

Aiwv Trdig ¢om Traifwyv, Tegoelwv: The [eternal] time is a boy playing, arranging the
Ta1d0¢ | BaaiAnin pieces; the kingship is of the child

6.3. God is a player up
Text 30: Plato, Nomoi [Laws], 10.903d-e

€trel O¢ agl yuxn ouvretaypévn owpat Tote And as soul, being united now with one body,
MEV OGAMw, TOTE Of GAAW, petaBdAAciithen with another, undergoes all kinds of
TravToiag peTaBoAag &1 éautnyv i OI° £Tépavichanges cause of itself or of another soul,
Wuxnv, oudév GAAo Epyov T TreTTEUTH there's no other task left for the piece-player
AeitreTal ARV peTamiBévar 10 uév Aueivov but to transpose the growing better character
yiyvopevov fBoc¢ eic BeAtiw TOTTOV, XEipov|[<-with a moral sense] to a better place, the
0¢ €ig TOV xeipova, kata TO TTPETTOV aUTWV|\worse [character] to worse [place], according
g€kaoTov, iva TAG Tpoonkolong poipag/to what suits to each of them, so to may
Aayxavn. obtain the appropriate fate.

Plato's approach of reincarnation. God here is a piece-player who decides the next life of each

human being.
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B. Ludus Latrunculorum up

1. As introduction up

No matter how much | tried, | couldn't find a relevant legend of some game creation in Roman
mythology. The closest was an entry in the Etymologiae, an encyclopedic work written by
Isidore of Seville in the early 7th c. CE. According to the lemma De tabula [Etym. 18.50], tabula
is alea [more possibly a backgammon-like game or generally a dice-game?]; it has come from
Greece and was created by a hero in the Trojan war named Alea [compare with Palamedes,
above under A.1.]. This encyclopedia of course was written hundreds of years after the period
that interests us, however probably underlines a Greek origin, or at least a belief around, for
games in general. And comes along with the mainstream opinion that some petteia games
passed into the Roman empire from Greece. Like Roman Ludus Latrunculorum is suggested
to be originated from Greek Polis [discussion indicatively in Austin [1940], Richmond [1994],
Schadler [2012]].

However the earliest written connection between Ludus Latrunculorum and the Greek game
Polis I've found, was tried by Claudius Salmasius in 1620. Specifically in his comments on the
life of Proculus, in Historia Augustue, a late Roman collection of biographies that has raised
questioning around its authorship & dating [possibly late 4th c. CE]. Salmasius' connection is
really loose, actually just mentioning proverbs. More important seems the excerpt of the
original text, where Proculus, a Roman usurper of the 3rd c. CE, is called imperator for winning

ten times in the game of Latunculi.
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fig. 14: Gaming board with counters, die and shaker. 2nd-3rd c. CE. In Corbridge Roman Town
museum, in English heritage

2. Laus Pisonis up

The latin references on Ludus Latrunculorum are fewer than the Greek ones on the game

Polis. However they seem clearer at many instances. Writers [eg Richmond [1994], Schadler

[1994]] have used, in their game approach, as main basis few lines of a panegyric Latin poem

of the 1st c. CE and of unknown authorship. Next to this the rest of the shorter excerpts are

collated, confirming or explaining. Seemed a useful idea.

Text 31: Laus Pisonis, v. 190-208

te si forte iuvat studiorum pondere
fessum non languere tamen
lususque movere per artem,
callidiore modo tabula variatur
aperta calculus et vitreo peraguntur
milite bella, ut niveus nigros, nunc
et niger alliget albos. sed tibi quis
non terga dedit? quis te duce cessit

If you like by chance, tired of the weight of studies,
not to be idle and yet to move the game through
[=by means of] skill, in a clever way the stone is
varied [<- also changed, moved] on an open board
and with a glassy soldier wars are accomplished
[=take place], so the snowy-white [binds] the blacks,
and now the black binds the whites. but who hasn't
given to you back [=>retreat]? what piece is lost
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calculus? aut quis non periturus
perdidit hostem? mille modis acies
tua dimicat: ille petentem, dum
fugit, ipse rapit; longo venit ille
recessu, qui stetit in speculis; hic se
committere rixae audet et in
praedam venientem decipit hostem;
ancipites subit ille moras similisque
ligato obligat ipse duos; hic ad
maiora movetur, ut citus ecfracta

prorumpat in agmina mandra
clausaque deiecto populetur
moenia  vallo. interea  sectis

quamvis acerrima surgant proelia
militibus, plena tamen ipse
phalange aut etiam pauco spoliata
milite vincis, et tibi captiva resonat
manus utraque turba.

when you are leader [=>player]? or what [piece] that
would perish hasn't detroyed enemy? In a thousand
ways your army fights; that [piece], while escaping,
itself captures the attacker; that, which has stood in
mirrors [??=>possibly meaning mirrored but in a
distance], comes from long retreat; this dares to join
in quarrel and, coming for the spoils, cheats the
enemy; that [piece] enters into two-headed
hindrances [=delays] and, seemingly tied, itself
binds two; this moves to greater [deeds], so that [it]
rushes quickly forth into the troop lines [?] while the
enclosure bursts open, and so, with the
entrenchment hanging [=down], to destroy the
sealed city walls. Meanwhile, although the combats
rise sharpest in the divided soldiers, and yet you win
with the phalanx itself complete or even disarmed in
few men, and each hand resounds the captured by
you crowd.

2.1. Identification of the verses as referring to Ludus Latrunculorum

up

Latro in Latin means mercenary, soldier; and with a following meaning of a robber. Latrunculus

is its diminutive. The term isn't tracked in the poem, however, one can read an equivalent; the

stone is called miles, that means also soldier.

Schadler [1994, p. 54] gives an additional argument based partially on history. The addressee

of this panegyric poem has been identified, though with some doubt, as Gaius Calpurnius

Piso, a Roman senator of the 1st c. CE and the mastermind of the unsuccessful so-called

Pisonian Conspiracy against Emperor Nero. His name can be, also, tracked in the 5th Satir of

Juvenal, a Roman poet of the late 1st c. CE. In an edition of these poems by Georgius Valla in

1486, some remarks were published written by a certain Probus, possibly taken from a

manuscript in Valla's possesion and now lost. This Probus has been questioned as an original

source [for these check, Duff, [1934, ff.

Green [2010], Dobbs [2018, ff. 126]].

289], Anderson [1965], Reeve [1984], Champlin [1989],

In any case this Probus' remark has as follows:
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Text 32: Probus' Scholion on Juvenal's Satura V/109, in Georgius Valla edition of 1486

in latrunculorum

Piso Calpurnius (ut Probus inquit), antiqua
familia, scaenico habitu tragoedias actitavit,
lusu tam perfectus et
callidus ut ad eum ludentem concurreretur.

Piso Calpurnius (as Probus says), from old
family, he played in tragedies on stage, at
playing latrunculi [he was] so perfect and
clever that they flocked to [see] him playing

2.2. Board & pieces up

The earliest surviving source, given by Marcus Terentius Varro in 1st c. BCE, informs us that

Latrunculi were played on a board with squares. He's using it as an example of table, where

one could decline in grammar an adjectif. This example implies a 6x6 square board, however it

isn't clear enough that these exact dimensions were used for the game of Latrunculi.

Text 33: Marcus Terentius Varro, De lingua Latina, X.22

Ad hunc quadruplicem fontem ordines
deriguntur bini, uni transversi, alteri
derecti, ut in tabula solet in qua
latrunculis ludunt. Transversi sunt qui ab
recto casu obliqui declinantur, ut albus
albi albo; derecti sunt qui ab recto casu

in rectos declinantur, ut albus alba
album; utrique sunt partibus senis.
Transversorum ordinum partes

appellantur casus, derectorum genera,
utrisque inter se implicatis forma.

At this four-sided source two sets of lines are
drawn, the ones accross, the others straight, as
is used in the table on which they play with
mercenaries. The accross ones are those that
are inflected from the direct case [=nominative]
as oblique [=rest cases], such as albus, albi,
albo; the straight ones are those that are
inflected in straight by the direct case, such as
albus, alba, album; each of two are of six parts.
The parts of the accross lines are called cases,
of the straight lines genders, with each of both
attached to each other in shape.

The board could be sometimes used on both sides, one for draught-like games, one for

backgammon-like ones, as it's written in a Martial's epigram. It's also a source indicating the

way of capture in the game [that we'll see below under B.2.4]

Text 34: Marcus Valerius Martialis, aka Martial, Epigrammata, 14. 17-18

Hac mihi bis seno numeratur tessera

puncto; Calculus hac gemino discolor
hoste perit. Insidiosorum si ludis bella
latronum, Gemmeus iste tibi miles et
hostis erit.

From this to me [=from my side] a die is counted
twice, marked each with six; From this a stone
perishes by a twin enemy of different color. If you
play wars of the cunning mercenaries, this set with
gems will be soldier and enemy for you.

The pieces were pebbles-gems, many times described as glassy, as in Laus Pisonis, in Ovid

or in Martial. And of different color; Laus

Pisonis mentions them as whites and blacks.
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2.3. Initial set-up and possible formations up

Nothing totally clear is found around a possible initial setup in Laus. By this absence Schadler
[1994 & 2001] concluded that the pieces should be placed in turns, before starting moving.
Mainly with the thought that Latrunculi was a war-game, being described many times with
military terms; fact that would make one to expect a relevant military designation for the initial

position, too.

This may be underlined by the existence of terms like 'mandra’, 'vallo', 'moenia' & 'phalanx',
words that could signify a possible troop formation; but being on the contrary towards the end
of these lines [when the final winning strike is described], can't easily be connected with the
start of the game. '"Mandra', a word of Greek origin, is actually an enclosed space, meaning
sometimes a pen for animals. | can assure you that in modern Greek has also the meaning of
the wall surrounding this space. It's a word used by Martial, too, for this specific game.

Text 35: Marcus Valerius Martialis, aka Martial, Epigrammata, 7.72

Sic vincas Noviumque Publiumque/So you may win Novius and Publius, shut with
Mandris et vitreo latrone clusos; enclosures and a glassy soldier;

In the poem Laus Pisonis, the term 'mandra’ seems to be treated in a same way with the term
'vallum' [as both are broken]; the latter literally meaning wall, rampart, entrenchment, but
usually made by nature. Both can give the image of soldiers in line, while being in defense.
Moenia are the city walls, word that may be a reference to the Greek game Polis. And

'phalanx' is primarily a troop formation.

Coming back to the approach around the pieces' initial position, Schadler's opinion seems to
be supported and by the phrase ‘'tabula variatur aperta calculus'. It's translated literally: 'a
stone is varied on an open board', and the problem seems to be in the interpretation of the
verb 'variatur'. Being in the first lines of this excerpt, it can easily give the impression that at the
beginning of the game the stones are placed with variety. Austin [1934a] translates: 'the pieces
are disposed on an open board', agreeing actually with Schadler's approach. But Richmond

[1994] gives instead: 'you vary the moves of your counters on an open board'; so in a more
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general way that may signify that there's no such 1st phase of the pieces' placement. The verb

choice seems to tilt to Schadler's approach, though not in a totally certain way.

fig. 15: Ludus Latrunculorum. 7 x 6 gaming board made by terracotta with pieces. From Fayum,
Egypt, of Roman Period. Now in Petrie Museum [UC59258]

2.4. Pieces' moves and capturing up

Laus Pisonis doesn't give a clear image on piece moving. It mentions however an attribute of
the counters to tie, to bind, the opponents' ones, expressed mainly with derivatives of the verg
-ligo. It's described as a main goal on the first lines, where white binds blacks, and black binds
whites. And few lines ahead in more detail where, a piece 'enters into two-headed hindrances
[=delays] and, seemingly tied, itself binds two'. The poem also mentions a destoying attribute,
and probably a removal one as 'each hand resounds the captured by you crowd'. But the
aforementioned imprisonment isn't associated in the poem directly with the capturing-removal
result. However, the binding and the destroying attributes should be connected, or else why to

bind and not destroy at once?!
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Ovid also mentions in his poems the 2 vs 1 feature, but mainly directly to the destroying result:

Text 36: Ovid, Ars Amatoria lll, 357-360

Cautaque non stulte latronum proelia And [if] she'll play the battles of mercenaries
ludat, Unus cum gemino calculus|cautiously, not foolishly, one stone perishes by a
hoste perit, bellatorque sua prensusitwin enemy, and a warrior detained is fighting
sine compare bellat, Aemulus et/without his equal [=companion, fem.], and rivaling
coeptum saepe recurrit iter. takes often back the started path.

So here two pieces destroy one. While a single piece can't do much and retreats. Besides the
repeated 2 vs 1 feature that results a destroying-removal, there's seemingly a contradiction
between Ovid and Laus Pisonis around the possible attributes of a single piece. In Laus it can
bind two, in Ovid can do nothing but retreat. However, it should be underlined that in Ovid is

emphasized that it's single, while in Laus it's unclear if it managed this tie alone.

The particle 'prensus' in Ovid, also, may raise some difficulty. It's literally translated as
‘occupied', 'detained', but also 'taken by surprise'. Richmond [1994, p. 171] considers it as
equivalent to 'tied'. Though it gives seemingly an impression of the aforementioned 'tie', it has
more probably the meaning of 'battle' in a more general way. It seems more rational, as this
piece achieves a retreat alone; if that was possible in a tied situation, it would make the latter
meaningless. Another interesting, and unexplained, point here is that the piece's possible
companion is feminin. This made me think, without any further possible explanation, the

Aristotle's term aué [look A.5.2.3. above], that could be translated as unmarried.

But Ovid comes back to this 2 vs 1 rule:

Text 37: Ovid, Tristia Il, 477-480

discolor ut recto grassetur limite How a soldier of different color attacks in straight
miles, cum medius gemino calculus|path, when a stone perishes in the middle of twin
hoste perit, ut bellare sequens sciatienemy, How [a] following [stone] knows to fight and
et revocare priorem, nec tuto/to recall a prior [soldier], or how doesn't turn out
fugiens incomitatus eat; unaccompanied retreating safely

The destroying result comes in the middle between two enemies. Another hint is that the stone

moves-attacks in a straight path. But it's also described an ability of a stone to come to the aid
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of an advanced one and help it retreat. We know from Seneca that a tied stone wasn't
immediately removed, but it could be saved instead.

Text 38: Seneca, Ad Lucilium Epistulae Morales, 117.30

Nemo, qui ad incendium domus suae currit, Noone, who runs to the fire of his house,
tabulam latrunculariam prospicit, ut sciat,/looks at the lantruculi board, so to
quomodo alligatus exeat calculus. understand, how a tied stone escapes.

By these it's almost certain that tying a piece and removing it out of play, were two different
plies. Richmond [1994] suggests that this rescue comes if the 2nd helping piece lands on an
adjacent square of the tied piece. Schadler expressed a possibility of a leap-move of the
rescued piece over the rescuing one. This was based on the 'straight path' of the rescuing

piece, that could block the retreat of the rescued one.

According to Schadler, here is explained, too, the phrase of Laus Pisonis: 'that [piece] enters
into two-headed hindrances [=delays] and, seemingly tied, itself binds two'. Depicting
Schadler's approach with whites and blacks: a white stone is tied in the middle between two
blacks. One more white comes to rescue the tied one. And now two whites have tied one of
the black attackers, that was previously bounding the first white one. And this way the white,

which was tied, is freed [fig. 16]. Richmond seems more sceptical on this.

fig. 16

Maybe at first it's an acceptable approach; but not totally convincing. As this way, the whites
would tie only one black, while in the poem the stone binds two. For this rescue mission they
would be needed at least two rescuers, | think. Further, the use of the verbs seems signifying

that 'submitting in two-headed delays' and 'binding two' are two actions that the piece
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completes almost at the same time. Maybe the answer lies on the poem's term 'similisque
ligato', meaning 'like tied', not already tied. And maybe it isn't described the rescue feature, but

just a risky smart move [possible move taken by Richmond's paper, fig. 17].

fig. 17

By these Schadler [1994 & 2001] also concluded that the pieces should move only one
square, as in the opposite case it would be too easy to rescue one piece. Richmond [1994, p.
168] considers that the pieces should move more squares, like a chess rook. His approach
was based on a line of Laus Pisonis where a piece 'which has stood in mirrors [=>possibly
meaning mirrored but in a distance], comes from long retreat', explaining that this long
distance sould be covered more quickly. It's a dualistic choice: difficulty vs speed of the game-

play. Seems more probable the one by one movement.

2.5. Concluding on Ludus Latrunculorum up

The game was played on a chessboard but of unknown specific dimensions.

The pieces possibly were placed in turns before starting moving.

More possible that the pieces were moving square by square. The alternative is a rook-like
move.

One piece could be tied between two stones of the opponent. This would result elimination and
removal. The tying and the removal were most probably two different plies.

Even if one piece was tied, it could be saved with the help of a 2nd piece. However, the rescue

way is not totally certain.
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Probably the winner should be the one that

had eliminated all the opponent's pieces, but one.

T

e

3. And a couple of excerpts on Ludus Latrunculorum

3.1. Playing just before execution

fig. 18: Gaming board found in Roman Fort, Vindolanda, in Handrian's Wall,

o B

England, in here

up

up

Text 39: Seneca, De Tranquillitate Animi, 14.7

Ludebat latrunculis, cum centurio agmen
periturorum trahens illum quoque excitari
iuberet. Vocatus numeravit calculos et
sodali suo: "Vide", inquit, "ne post
mortem meam mentiaris te vicisse"; tum
annuens centurioni: "Testis", inquit," eris
uno me antecedere". Lusisse tu Canum
illa tabula putas? Inlusit!

He was playing latrunculi, when centurion
dragging a crowd of moribounds ordered him,
too, to come forth. Being called he counted the
stones and said to his companion: "Look, don't
lie after my death that you won"; then nodding
said to the centurion: "You will be witness that
I'm ahead one [stone]". You think that Canus
was playing with that game-table? He was
mocking!

By these words Seneca described the last hours of Julius Canus [or Canius], a stoic

philosopher of the 1st c. CE, condemned to death by emperor Caligula, possibly with the
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accusation of a conspiracy [check discussion in Kavanagh [2001]]. Here seems lying some
first reference of a man playing an intellectual game, just right before being executed; a theme
that has been transferred and in chess with some illustrated examples [check this previous

blog]. At least this seems to be the earliest reference.

An other weird fact [and off-topic], that Seneca is describing few lines ahead, is that Julius
Canus promised to his companions that if there was some afterlife, he would get back to

inform his friends. Strangely enough we can find a similar reference written by George

Syncellus, a Byzantine chronicler, ecclesiastic and monk, of the 9th c. CE.

Text 40: Georgios Syncellus, Chronographia, Anni Mundi 5537, in 1625 edition p. 330

OUto¢ kai 1OV ‘loUAiov Kéavov, &va TGv
STWIKQOV  QINOCOPWY, AvelAe: TIEPi oU
Tapadoéov  "EAANnGIv, wG  OOK®,
TETAAOTOI.  ATTAYyOUEVOG yap TIPOG TO
Baveiv atapayxwg Aéyetai TIvi TOV ETaipwY
AVTIOXW TOUVOUQ, ZEAEUKET, OUVETTOPEVW
TIPOEITTETV, WG EVTEUEETAl AUTW KOTA TAV
aUTAV  VOKTO  PETA TRV €Eodov,  Kai
dlatroproel T TWV oTToudAg agiwv, kai OTI
HETA  TPEIC Nuépag 'PekTdC, €I TGV
¢Taipwy, UTTO Mdiou @oveuBAoeTal. & Kai
yéyovev, TOoU pEv avaipeBEvTog TpiTaiou,
100 O' AvTid)ou TRV £mToyiav €iTTOVTOG TAG
VUKTOG, OTI @aveig louAlog Kavog 1a TTepi
dlapovic TAG WUXAC Kai KaBapwTépou
QWTOG WETA TRV EE0dovV dinyRoaTo. TadTta
MAoUTapPXOG O XaIpWVEUG IOTOPET.

He [<-Caligula] killed Julius Canus, one of the
Stoic philosophers; around him, a paradox is
invented [=fabricated] by the Greeks, | think.
Cause, being led to death quietly, he is said
that foretold to one of his friends who was
accompanying him, named Antiochus of
Seleucia, that he will meet him at the same
night after the exit [=death], and will question
[=doubt] something of the worthy of study, and
that after three days Rectus, one of the
companions, will be killed by Gaius [Caligula];
and these they took place, latter [=Rectus] was
killed on the third day, and Antiochus spoke of
the inspection [=the image] of the night, that
Julius Canus, appearing after the exit [=death],
narrated the things around the soul's residence
and the clearer light. These are told by Plutarch
of Chaeronea.

So Canus seems to be a man of legend. This reference hasn't been found in the Plutarch's

surviving texts. And it's quite weird that a man of church [Syncellus] was narrating around the

characteristics of a person, even as fiction, that they should be attributed to Jesus Christ.

3.2. If you want to have sex... just lose

up

Text 41: Ovid, Ars Amatoria I, 203-208

Seu ludet, numerosque manu
iactabit eburnos, Tu male iactato, tu
male iacta dato: Seu iacies talos,

them

Or [if] she will play and will throw numbers of ivory
with her hand, you, if it's thrown badly, you throw

badly; Or [if] you will throw knucklebones, no
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victam _ne ~poena .s_equatur, satisfaction will follow beating her, make the injurious
Damnosi facito stent tibi saepe

canes: Sive latrocinii sub imadine dogs remain often to your side; but if a stone of
Ca|CU|l.JS ibit Fac pereat vitreo rr?iles military service will proceed under the picture, make
ab hoste tUL;S P your soldier perish by the glassy enemy.
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C. Expanding and concluding up

The attributes we were searching are all there; a war-game played on an open board without
dice, and even more. But does this feel enough? A stronger connection would be needed
between the aforementioned Greek-Roman games and the Indian game tradition. The problem
is the poor records that can be found in this area [regarding games], during these last
centuries before [& first after] common era starts. So the approach can only be surrounding
and approximate. I'm trying to see some aspects, though | think that only one [under 2.2.]

could give some positive results.

1. The Buddhist game list up

Murray [1913, p. 34] attracts our attention at an excerpt of Brahmajala Sutta [DN1]. It's the first
part of the Buddhist texts of Digha Nikaya/Agama. And more specifically this text is of the
tradition of the so-called Pali canon [Sri Lanka?] of the Theravada Buddhist school. What can
be a point of interest, inter alia, is the mention of the games afthapada and dasapada. The
eight-way and ten-way boards, that Murray considered as a first basis for the development of

chess. An other is the use of dice.

"Or he might say: 'Whereas some recluses and Brahmans, while living on food provided

by the faithful, continue addicted to games and recreations; that is to say,

Games on boards with eight [atthapada], or with ten [dasapada], rows of squares [*].

The same games played by imagining such boards in the air [akasa] [**].

Throwing dice [khalika] [***]

Games with balls [akkha] [****]

[*] Chess played originally on a board of eight times ten squares was afterwards played

on one of eight times eight squares. Our text cannot be taken as evidence of real chess
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in the fifth century B. C., but it certainly refers to games from which it and draughts must
have been developed. The Sinhalese Sanna says that each of these games was played
with dice and pieces such as kings and so on. The word for pieces is poru (from
purisa)-just our men.’
[**] Akasam. How very like blindfold chess !
[***] Khalika. Unfortunately the method of playing is not stated. Compare Eggeling’s
note as in his Satapatha-Brahmana 111, 106, 7. In the gambling-scene on the Bharhut
‘Tope (Cunningham, PI. XLV, No. 9) there is a board marked out on the stone of six
times five squares (not six by six), and six little cubes with marks on the sides visible lie
on the stone outside the board.
[7***] Akkham. The usual meaning is ‘a die.” But the Sinhalese translator agrees with
Buddhaghosa. Neither gives any details. "
[The above translation was made by Rhys Davids [1899, p. 9]. More recent ones, by Bhikkhu
Bodhi or Bhikkhu Sujato [that can be found in The Prime Net], mention some 'negligence’ that

the games may cause, while there's one allusion of gambling. | follow Rhys.].

The text's dating isn't certain. According to what I've read, | could understand that generally the
first textual form of these Buddha's discourses should appear possibly not earlier than the 3rd

c. BCE. While this specific Pali version in the 1st c. BCE™.

10 On texts in more detail: Digha Nikaya is part of the Buddhist literature, considered of the early Buddhist texts.
According to Jens-Uwe Hartmann [in Buswell [2004], p. 10 - 'Agama'] it's not known when the Buddhist monks started to
gather and compile these Buddha's discourses. Tradition says that they were already collected by the time of the First
Council, shortly after Buddha's death [though the historicity of this council is under question, check eg Berkwitz [2010], p.
43]. So since 486 BCE ca or 404 BCE ca, as Buddha's exact dates of birth and death aren't certain. Hartmann, however,
adds that there were 2-3 centuries of oral tradition before the possible first written records. The specific aforementined
translation was based on the so-called Pali canon of the Theravada school, possibly the oldest surviving complete text of
the Nikayas of Indian origin. Gethin [1998, p. 42] informs us that 'the tradition is that the Pali texts were subsequently
written down for the first time in the first century BCE,' based on an oral inheritage coming from northern and started in

the 3rd c. BCE, during Asoka time.
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This aphoristic game list is repeated, as it is, two more times in these Nikaya texts of the Pali
canon [in Samaffiaphala Sutta - DN2 & in Tevijja Sutta - DN13]. And once elsewhere, in the
Vinaya texts, of the Pali tradition again, that are regulating the monastic life [Cullavagga
1.13.2]. The latter's dating is obscure, but probably can't be earlier than the aforementioned

Nikayas [3rd c. BCE]".

A somehow different list of games, that are discouraged, is appearing in the tradition of the
Mulasarvastivada Buddhist school. In manuscripts found in the area of Gilgit [Pakistan] is
given another version of the Vinayas [that seems corresponding to the aforementioned
Cullavagga [1.13.2] of the Pali tradition]. Some games are omitted, others are added, while
according to transliterations I've seen, there should be some part impossible to read [?? - there
were dots...]. However, astapade and dasapade are common ground and again first in the list.
Generally the manuscripts are dated in the 5th-6th centuries CE, analyzed that are based on

tradition of the 2nd c¢. CE during the Kushan rule of Kanishka [Gnoli [1977], pp. Xix-xX].

Further, the Chinese translation of the Digha Nikaya/Agama [DA20 & DA21] of the
Dharmaguptaka school, that corresponds to the aforementioned translated by Rhys Buddha's
discourses, is repeating the game list. It's dated in the 5th c. CE, considered that reflects
earlier tradition. There the items are even fewer, but it seems that the eight-ways and ten-ways

boards are again in [/\i&. +3&].

11 On texts in more detail: Legend has that Vinayas were product of the aforementioned First Council, too. However an
account of the Second Council can be found in [100 years later]. The oldest texts we have are dated much later, since
5th c. CE. Textual analysis of the different Vinaya versions of the early Buddhist schools may show some common
structure and topics. The latter has been interpreted either as a common origin of them, placing the possible dating of the
first forms of the Vinaya texts [or oral tradition] before the first separation of the Buddhist schools [3rd c. BCE - ?? -, in
Asoka time], or as loans and interaction afterwards. Generally scholars set their initial writing form in the first centuries
CE, though with some opposite opinions for earlier and later dates [Schopen G. in Buswell [2004], p. 885 - 'Vinaya',
Lamotte [1988], p. 165, check also Schopen [1999], p. 75, for the dating of the possibly earliest written

Mulasarvastivada-vinaya placed in the years of Kushan rule with references].
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Finally, to these it should be added the Jain tradition. In one of their sacred texts
[Sutrakritanga], possibly dated since 2nd c. BCE and later, the games on ashtapada board are

also forbidden for monks. And these are the only mentioned games'2.

What can be seen easily, is that this game list is dynamic. The items in it are changing; due to
different traditions of the Buddhist schools? Or cause of different regions and times? Can't be
sure. | wish | could find a complete edition-translation of the Gilgit manuscripts of the

Mulasarvastivada school, as closer to the lands that interested me.

However afthapada or ashtapada is always mentioned. Was it popular or just an item of the
earliest tradition? The Chinese version of the Agamas [DA20 & DA21] mentions almost
exclusively the items-games according to the number of the ways [squares or rows] of the
boards, 8-way, 10-way, 100-way. This may indicate the popularity as a reason. In any case the

term ashtapada as an 8 squared game board seems to be known at least since the mid 2nd c.

12 On texts in more detail: The Vinaya of the Mulasarvastivada Buddhist school can be found in the so-called Gilgit
manuscripts written in Sanskrit, discovered in Gilgit [Pakistan] in 1931, and dated since 5th c. CE, but possibly from a
tradition since 2nd c. CE, during the Kushan rule. The specific excerpt that interests us is in the last 17th part called
Sanghabhedavastu. All these texts of the same school, though with some differences, seem to have been translated into
Chinese in the 8th c. CE, and into Tibetan in the 9th c. CE. Unfortunatly | couldn't find some translation of the Sanskrit
text, only transliterations and general info [check Gnoli [1977], introduction, Gnoli [1978], p. 235 transliteration, also Kin
Tung Yit [2004], pp. 136 & 312, Schopen [1999], p. 75, Schopen in Buswell [2004], p. 885 - 'Vinaya', Sasson [2013], pp.
46-47]. The Chinese translation of the Digha Nikaya as Dirgha Agama of the Dharmaguptaka school is dated since 5th c.
CE, possibly with an origin since 2nd c. CE again under the Kushan rule of Kanishka. It's noticeable that though the
game list is quite shorter, the eight and ten ways boards are also mentioned along with the introductory fact that monks
are living by the charity of the laity. In Ichimura's translation, the only I've found, these words are given as chess,
gambling, checkers on 8 and 10-squared boards. | can't feel sure for it as chess has also been mentioned in translations
of Sanskrit texts for asthapada, but with explanatory footnotes. Maybe it's just given freely. I'm staying in the item list as
given in Kin Tung Yit [2004], p. 136 -> J\i&. & ... [check Ichimura [2015], introduction, and [2016], p. 153 & [2018], p.
7 for English translations, also Kin Tung Yit [2004], pp. 136 & 312, Schopen G. in Buswell [2004], p. 885 - 'Vinaya'].
Sutrakritanga is considered the 2nd Agama of the Svetambara canon of Jainism. The text is dated either towards 4th-3rd
c. BCE [Jain [1999], p. 4], or not earlier than 2nd c. BCE cause of a possible Buddhist influence [Bronkhorst [2019], p.
171]. Ashtapada is mentioned as forbidden for monks [translation by Jacobi [1895], p. 303]. But generally I've found

really few accounts on this work.
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BCE; though possibly it isn't quite certain if an 8x8 or an 8xn board was meant. It's given as an

example in the Sanskrit commentary-grammar of Patanjali™.

Rhys also mentions a commentator of the Digha nikaya text, under the name Sinhalese
Sanna. He explains the asthapada as dice-board games, but Murray seems a little sceptical on
this, as these comments were written centuries after the first texts. Murray says he was of the
10th c¢. CE and later. Surely he commented after the times of the first commentator,

Buddhaghosa of the 5th c. CE.

However, there's a scene connecting asthapada with dice in the Harivamsa Sanskrit epic. Its
dating isn't certain, as it seems to be developed gradually, but probably was written during the
first centuries CE, and maybe with some even later additions [Brockington [1998], p. 326ff].
There [2.61] we can find Rukmi, an Indian prince and brother-in-law of Krishna, playing dice
over an asthapada with Balarama [or Balaveda], the god-brother of Krishna. Rukmi in the end
lost but didn't accept it publicly, so to pay the bet, and Balarama angry killed him with this
asthapada-board [trans|. Dutt [1897] ch. CXVIII]™.

13 On texts in more detail: Patanjali in the mid 2nd c. BCE wrote Mahabhasya, a detailed commentary for the
AstadhyayT of Panini, the latter being an ancient treatise on Sanskrit grammar and linguistics. Asthapada seems to be
mentioned by Patanjali as an example in two cases [in Astadhyayr's comments on 2.3.1 & 8.1.1], both with similar
content. Thieme [1962] seems considering it an 8x8 board, while Mehendale [2002] argues that 8 are only the squares of
each row without determining the number of rows. It's also noticeable that the earlier Panini's work doesn't mention it,
without of course meaning that the term didn't exist. The work was on grammar, not lexicographic. However there's a
point in Panini, where games' terms are mentioned, too, but not related directly with asthapada [Astadhyayr 5.2.9]. The
relative Panini's word was ayanaya, meaning moving from right to left and from left to right; and it was further explained
by Patanjali as clockwise and anticlockwise movement. Thieme [1962] sees it more likely as a primitive chess reference;
Mehendale [2002] not. Without having some knowledge on Sanskrit, | was more convinced by Mehendale's arguments.

From older analysis check Weber [1873, p. 472ff].

14 Not on our topic, but this reminded me the relevant scenes of killing with a chessboard, that can be found in the
medieval European romances of the Carolingian cycle [described in a previous post]. It also seems to be repeated in
Chinese literature. The scene is placed in 154 BCE and in the court of Chinese emperor Wen. There, Lieu Hsien, a guest
and heir-prince of Wu, started playing chess [#H] with the heir of the Empire. A quarrel arose for a doubtfull move, and the
future emperor killed Lieu Hsien with the game-board. This became the cause for upcoming revolts. This event is

described in Tongjian Gangmu, a Chinese history book of 1172 CE and attributed to philosopher Zhu Xi. It was based on
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By the above, we can tell that the writing form we have of all these Sanskrit texts appears at a
time, when there could be a parallel presence of the Yonas [or Yavanas; this is how Greeks
were called at the time by Indian people]. And we know that Greeks had draught-like games
played without dice. Is this reflected in these game lists? Generally hard to see. In the
translated above Pali game list, the best candidates for Greek board games would be
asthapada and dasapada, as game-groups that could absorb ones played on similar boards.
Same for the Chinese tradition, where it seems that the writer wanted to include every possible
type of board. But they have been interpreted as dice-board games and their origins maybe
are far away of the places that Greeks inhabited. In the Gilgit tradition it's the hardest to see as

the items seem to remain unknown.

But a question also is: a non-dice board game, of whatever origins, would it be in these lists?
The answer tends to be negative, if we choose that the main enemies that these writers-
teachers wanted to fight, were the gambling and the negligence. Dice-gambling & betting were
discouraged in the area and under Hindouism during these times [check Laws of Manu -
Manusmriti, eg 9.221]. And since much earlier [1000 BCE ca and maybe earlier] in the
Rigveda collection of Vedic Sanskrit hymns [10.34] [check Jamison & Brereton [2014], vol. 3,
p. 1429, for translation]. These may also underline the need for a more intellectual non-dice
game. But can't be sure. It seems also possible, though to a lesser perhaps degree, that open-
boarded non-dice games could be included in the terms asthapada and dasapada in a more

general way.

2. Word origins & etymology up

The Buddhist game list can't answer the question of a possible Greek game influence. So |
turned my attention to words, searching for a possible loan that would indicate a game
tradition. Difficult task. Indian and ancient Greek share many common word-roots, but not

cause of loans exactly. It's because these languages probably are part of the Indo-European

Sima Guang's famous history book of 1084 CE, under the title Zizhi Tongjian; though seems that this scene can't be
found in this earlier treatise. The 1172 book was later translated into Manchu [possibly 15th-16th c. CE], that was the
base for the first French translation by Mailla [1777, p. 571] [Check also Holt [1885], p. 358].
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family. So words such as the Indian raja for king and padati or patti for foot-soldiers, that
Murray [1913, p. 79] gives as the relative old Indian chess terms, they have common roots with
corresponding Greek words, such as dapxwv [=archon] for ruler & medo¢ [=pezos] for the one
on foot [some prime approach in Mayrhofer [1992], vol. 2, pp. 77, 74, 79 & 444]. Even the

compound word astapada has same corresponding word roots into Greek.

They have been noted some loans from Greek to Indian, after Alexander the Great; but
besides that they are quite few, they are mainly proper nouns. In any case they aren't words

that stand for so primitive meanings™.

2.1. The Greek word Treco006g up
The main word of the present post; though a possible etymological approach won't give in the

end some positive results. But for completeness...

The word me006¢ [=pessos] appears already as a gaming piece in Homeric epics [8th c. BCE].
In plural it could also stand for the place or the gaming table. In later ages, since Strabo [1st c.
BCE], it could have a meaning of a rectangular column. Most scholars consider it a word of
unknown origin [eg. Frisk [1960]], not possible to connect it with some Greek word root. In a
similar approach the word is also said to be pre-Greek. By this latter term, they are meant
words-roots appearing in the Greek language but with possible origins in prehistoric Greece,
before the appearance of the Achaeans [before 2nd mill. BCE]. The only Greek etymology I've

read about was in Bailly [1895] connecting it with the verb mrirrrw [=pipto], that stands for fall.

In some older dictionaries [or relevant works] they have been noted connections or origins

from Eastern languages. So, Lewy [1895, p. 159] connects it with the Aramaic pissa for stone,

15 Notable examples of these loans, though with a little uncertified exact dating, are the Sanskrit words mela, derived
from Greek péAav [=melan] for ink, and kalama, derived from Greek kdAauog¢ [=kalamos] for a reed-pen [Weber [1890], p.
914, & Tarn [1966], p. 376]. Something that may indicate when writing started becoming more popular in those lands, by
these more handy means. Without having knowledge on Sanskrit, melan seems more strong for this Greek-Indian

connection. Kalamos afterall is firstly a plant.
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gaming table; Grimme [1925, p. 18] with a Hittite relevant word for flat table; while Frisk [1960,
v.2, p. 519] leaves for a while the Semitic connections and attracts our attention at pasah, an
ancient Indian root for cube/die, found in Mayrhofer. A dating is not given for none of the

above. And generally they aren't the mainstream approach.

The most interesting for me is the connection with the Babylonian passu, for gaming piece;
suggested by Landsberger [1960, p. 126, fn. 5§5], also in Finkel [2007, p. 21]. Though perhaps
this latter connection is a little risky, as it relies on phonetics of an extict language like
Babylonian. Scholars seem a little arguing on this. For example Finkel [[2007], p. 16, fn. 1]
writes that: "Babylonian words can be spelt out phonetically (and unambiguously)". While
Caplice [2002, p. 87] that: "Their approximate pronunciation is deduced from other Semitic

languages".

However, this latter seems playing little part for our current approach. Whoever lent this word
and whoever borrowed, it seems that this occurred at a far ancient age, before 1000 BCE.
Meaning probably before a possible invention of a game with the attributes we are searching.

So the word-loan wouldn't indicate a specific game-spreading.

2.2. The Dogs: a loan from or a loan to? A possible game-connection between Greece
and the East world up

A different case seems to be the word for the gaming pieces of the Greek game Polis.
According to Pollux they were called dogs [=kUveg]. But this is a text of the 2nd c. CE. The
information was confirmed by Eustathius who used as source Suetonius of the 1st c. CE.
However the term seems to be mentioned centuries earlier by Plato [text 22] and Cratinus of
the 5th ¢ BCE as given by Pollux [text 14]. But the dog as a game-piece appears and in other

ancient texts not coming from Greece.
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2.2.1. Egypt. The tale of Setna up

In the 19th c. attention was attracted for a papyrus that was bought by the new-then Museum
of Antiquities at Boulaq, Cairo [Mariette [1871, pl. 29-32]]. It was written in Middle (Ptolemaic)
demotic Egyptian, fact that allows a dating since 4th c. BCE and after. Brugsch [1867]
specified it at 3rd-2nd c. BCE.

It was around a story of Setni-Khamois, one of the sons of pharaoh Usermaatre; the latter
being a name for Ramesses |l the Great, that has been adopted and by the Greeks. According
to the story, Setni was informed for the magic book of Theuth, the Egyptian god of writing and
knowledge [and possible inventor of piece-games; check text 3 above]. The book could be
found in the tomb of a living-dead ancient prince, buried in Memphis and somehow cursed or
enchanted. Trying to get it, Setni was challenged by the dead prince for a board game,
possibly Senet [an ancient Egyptian game], where Setni lost three games in a row. However,
he stole the book. Rest of the story seems like some kind of curse-pressure by the living-dead

prince to Setni so to return the book.

The game pieces are called dogs [=iwiw]. Two independant of the early translations both agree
on this, though they are apperaring some other slight differences [Révillout, [1879] & Maspero

[1905], p. 100ff, and from recent check Piccione [1994], p. 199].

Nash [1902, p. 347] was writing: "This name 'dog' does not seem to be applied to draughts-
men earlier than the time of the Greeks in Egypt". While Crist, Dunn-Vaturi & de Voogt [2016,
p. 63] that "it is probably more likely interpreted as a Hellenizing influence on Egyptian gaming
vocabulary". So we're talking for the Ptolemaic period of Egypt [4th-1st c. BCE], more possibly

based on the fact that this textual reference is the earliest and probably of the uniques.

An other possible textual reference comes a little later from 3rd c. CE. In the Greek
Oxyrhynchus papyrus 470 a device called meogoeurrpiov [=pesseutirion] is described, a word

derived from pessoi. The fragmentary text mentions a 30-squared board on which
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mathematical & astronomical measurements are applied. Hellenized Egyptian words and
terms are used, and Piccione [as cited in Crist, Dunn-Vaturi & de Voogt [2016], p. 63] suggests
that this is a Senet game-board. The moving pieces are called dogs [general approach and

ancient Greek text in Grenfell & Hunt [1903], p. 141]".

Fig. 19: Pharaoh Merenptah, son of Rameses Il, found in Naville [1914, pl. 2]. The only image of
the item I've found, located in a pass of Osireion, Abydos.

16 Eustathius [Od. A/107] in 12th c. CE, informs us that commentators of Plato's dialogues mention that Plato had this
device in mind, and not the Greek game, when he was talking around the petteia invention by the Egyptians [above, text

03]. This specific comment hasn't been tracked, | think, in known manucripts.
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However I've read in modern papers for a depiction of the dog-pieces since 13th c. BCE, at the

time of pharaoh Merenptah of the 19th dynasty [fig. 19].

But Naville [1914, p. 2], being a member of the excavation group, was describing the pass
where the above image was found as follows: "On both sides are chapters of the Book of the
Dead, the vignettes of which are well engraved. The deceased is supposed to be King
Menephtah. In the first vignette of chap. xvii. we see him sitting in a pavilion playing draughts.

Instead of the pieces being all alike as usual, each pawn represents a different animal".

Taking a closer look it's possible that the artist did want to present different animals and not

just dogs, but can't be sure for anything.

An other and more certain dog-depiction can be seen in the so-called game of Hounds and
Jackals. A game [probably a race-one] with approximately 2.000 years of findings, but mainly
played during the Middle Kingdom [2000-1700 BCE ca] in Egypt; it seems that it was
overcome by Senet game in the followings centuries. Its original Egyptian name isn't known
and generally as I've understood few records of it exist. It's also called by modern scholars the
game of the 58 holes or the shield-game cause of the board-shape. The hound and jackal
version is derived by the gaming-pegs, usually depicting two groups; one of jackal-headed and

one of dog-headed [general approach in Crist, Dunn-Vaturi & de Voogt [2016], p. 103ff].
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Fig. 20: Game of Hounds and Jackals, 1814—1805 BCE ca., found in Thebes' Necropolis; now in
Metmuseum [26.7.1287a—k]. Possibly the only example combining certain gaming-pegs with
certain game-board

However they have been found and other gaming-pegs [though fewer], interpreted as Hounds

and Jackals ones, but not having canine shapes on top [fig. 21].

Fig. 21: (a) British Museum EA 13594, no found specific date and site. It's unclear what kind of
animal is the left one. (b) Louvre Museum E 3674-6, New Empire, 1550 - 1069 BCE ca. Possible
gaming pegs or throwing sticks. (c) Decorated ivory sticks that have been seen as possible pegs

cause of the two distinctive heights and marks on them, British Museum F 9835, from Grave G244
at Amara West, Nubia. 13th-9th c. BCE [?]. (d) Metmuseum 15.3.949 & (e) Metmuseum 15.3.950.
Both Middle Kingdom, 1981-1640 BCE ca. From Egypt, Memphite Region.

69


https://www.metmuseum.org/art/collection/search/556942
https://www.metmuseum.org/art/collection/search/556837
https://britishmuseumamarawestblog.wordpress.com/category/games/
https://www.louvre.fr/oeuvre-notices/trois-baguettes-de-jeu-ou-batons-de-lancer
https://britishmuseumamarawestblog.wordpress.com/category/games/
https://www.metmuseum.org/art/collection/search/543867?searchField=All&amp;sortBy=Relevance&amp;ft=jackal&amp;offset=0&amp;rpp=20&amp;pos=5

As many findings, especially boards, can tell, this game had spread out all over Near East. It's

noticeable that the only reference of 'dogs' I've read about, is coming from Sumer.

'A fox/jackal walked around the game board' (SP 8 Sec B 34).

The above translation is given by Vermaak [2011]. The previous one was giving 'throwstick'
instead of 'board" [Alster as cited in Vermaak [2011]]. This newer approach could let a
connection be between this Sumerian proverb and the game of Hounds and Jackals. Some
other Sumerian proverbs are also mentioning dogs but it's really not clear if, even with the
given translations, they were actually the game-pieces that were meant [see Vermaak [2011]].
The above is the clearest, | think. | couldn't track a dating of this specific one, but generally
most proverbs from this Alster's collection "are from Nippur and most date to the eighteenth

century B.C." [Taylor [2005]].

According to all these, pegs with canine forms were used for a board-game at least since
2.000 BCE ca in Egypt. On this, Crist, Dunn-Vaturi & de Voogt [2016, p. 111] are writing that
"the choice of fast-running animals for playing pieces is appropriate for a race game". There's
also a possible reference of a game-piece as a ‘jackal' or 'dog' since these years, but by
Sumerians and without a solid proof of what exactly was. 'Dogs' are mentioned surely as game
pieces since the Ptolemaic period and more possibly related to the game Senet, that was
played on a board with squares. By these, it seems that Greeks found some zoomorphal

game-piece tradition, but established a name.

2.2.2. Babylon. A pack of dogs up
One of the most interesting finds. However the most ambiguous for two reasons: its meaning

and its dating.

Bottéro in 1956 published pictures of a Cuneiform stone-tablet. By that time, the object was

already lost or destroyed during WWI [its short story is narrated in that article], and by pure
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luck the photos had survived. Let's name it DLB after Finkel [2007]. DLB remains of unknown
exact origin. It was written in the Neo-Babylonian language, something that as we'll see below
it was used for its dating, though in a really general way; none of the writers gave a specific
number for it. On its both sides Cuneiform signs were carved in a pattern of 3x4 squares;
totally 12 squares on each side, that after some studying had been identified as the zodiac. On
a third side, as the back of a book, there're just two written lines that start with "A pack of
dogs...". All three papers I've read, agree with this translation, while there was a difference on
a following word translated either as "game" or "joy"; game being more probable [Finkel

[2007], Bottéro [1956], Landsberger [1960]].

The identification of DLB's writings as the zodiac, became possible after comparison with an
other Cuneiform tablet, BM33333 preserved now in the British Museum. This is originated in
Babylon of the Seleucid Empire, dated in 177-176 BCE with certainty based on its writings.
One of its sides is almost identical with one of DLB, a zodiac. The other BM's side is describing

the rules of an ancient game, identified as the Royal Game of Ur [Finkel [2007]].

| don't have any knowledge on Akkadian, Babylonian or Cuneiform script; but with common
sense and other info some things seemed impossible to accept, at least without some more

given information.

i. The meaning of these dogs

Finkel connected the phrase "A pack of dogs" with the rules of the Royal Game of Ur; and
actually mentioning the use of the term dogs as gaming pieces, in Greece, Egypt etc. This
connection seemed to me really loose. Finkel actually warned that "These suggestions are
mentioned with diffidence". To get a clue, he starts with the side of the game's description,
then goes to the other side where the zodiac is, and finally to the previous tablet with the same
zodiac that bears the title "A pack of dogs"; in the end connecting the game's description with

the dogs of the title of the other tablet.
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But there weren't presented enough textual evidence, | think, to connect primarily the game's
description with the zodiac. They could be two different things, one of each side; a fortune-
telling calendar on one, the game's rules on the other. Further, my attention was attracted by
the given translations, where the game pieces in the rules' part are mentioned as different

kinds of birds, not dogs.

But maybe I'm more sceptical than | should, cause of my ignorance.

ii. The dating of DLB

Both Finkel and Bottéro are dating DLB tablet based solely on its Neo-Babylonian script, but
without giving numbers; Finkel is just writing that "judging from its NeoBabylonian script, it is
several centuries earlier than the Seleucid tablet BM", the latter of 177 BCE. The problem is
that the circumstances and the place of DLB tablet's discovery remain unknown, not letting
further conclusions to be drawn. Generally NeoBabylonian script has a dating range in the first

half of the 1st mill. BCE, with more evidence between 800-550 BCE, but this can't be binding".

The appearance of the zodiac could help with the dating, | think. The zodiacal belt and its
signs were surely known by Babylonians since 1000 BCE and maybe even earlier. However
they weren't presented as 12 at first. In a tablet [BM 86378] dated in 687 BCE ca, the path of
the moon has 18 [or 17] constellations. Waerden [1953] gives a tablet [VAT 4924] dated in 419

BCE, as the first item containing only the 12 signs of the zodiac. However later [Waerden

17 Babylonian language came to decline after the fall of the last Babylonian empire [in 539 BCE], and its use afterwards
can't be considered regular. It was substituted by Aramaic as a lingua franca. To such degree that the following phase of
the Babylonian language, the so called Late-Babylonian, has been considered by many scholars as not a spoken
language [though with some different opinions, check Hackl [2011] for discussion]. Just to mention an example from an
other point of view. The Antiochus cylinder [BM 36277], an object from Hellenistic Babylonia, is dated in 260 BCE ca, but
written in an archaic traditional Babylonian dialect, "that was used for official and cultic purposes" according to Strootman
[2013, p. 6]. DLB isn't written in this dialect, but generally can't know if a zodiac is out of some religious-astrological

background, reflecting some earlier tradition.

72


https://www.britishmuseum.org/collection/object/W_1880-0617-1

[1974], p. 126] mentions also a tablet - lunar table of 486 BCE, concluding that it implies as
precondition the 12-sign zodiac. Koch-Westenholz [1995, p. 163] mentions as start the 5th c.
BCE.

But the most striking fact, that actually made me question the given DLB's dating, is underlined
by Finkel [2007, p. 27], though not analyzed astronomically; only linguistically. Finkel mentions
that the zodiac in both tablets that interested us, DLB & BM33333, starts with the constellation
of Pegasus [?7?], instead of Aries as it would be expected for the sign of the vernal equinox.
And this in the possible place of Pisces [before Aries and after Aquarius]. In a night sky one
can easily see that Pisces and Pegasus are attached. Taking in account the precession of the
equinoxes, this would indicate a year close to the start of our common era, the start of the age

of Pisces; like the date of BM33333. Is there another explanation possible?

Taking for granted that the dogs are meant here as game-pieces, | can't be 100% sure if this
reflects a loan, or generally a common ground, during the Hellinistic period; though it seems to
me more probable according to the aforementioned possible astronomical dating. However
even earlier, trade between these people isn't under question; afterall the western limits of the
Babylonian empire were the Mediterranean coasts, same for Persians. While even stronger
connections, as residence and immigration, have been also suggested, though they should be

taken in account caustiously™.

18 For Greeks at the Near East area before Alexander the Great, check Zorn [2014], where trade should be somehow
reduced during the short-lived Neo-Babylonian empire of the 6th c. BCE. Lehmann [2014] where evidence for more
intense Greek elements in the Persian empire since 5th c. BCE; trade, art, architecture. Also Lehmann [1998]. Niemeier
[2001], as being more sceptical and strict regarding the early presence of the Greek element, however with references of
the opposite opinions and in any case mentioning connections since Late Bronze Age-Early Iron Age. Main period under
question for this paper were the 9th-7th c. BCE accepting mainly the presence of Greek mercenaries. Before this, the
Philistines as of Aegean origin, and since late 7th c. BCE the apparent presence of Greek merchants in Near East. Also

Waldbaum [1994 & 1997], being more sceptical but mentioning relevant findings. Yamauchi [1981].
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2.2.3. The Babylonian Talmud up
Schadler [2002] attracts our attention at the pages of the Babylonian Talmud, a Jewish sacred

text that is considered written between 3rd-6th c. CE.

In Kethuboth 61b, 8, translated under Epstein editorship [Soncino edition], one can read: " The
practical difference between them [is the case of a woman] who plays with little cubs or [is
addicted to] checkers.", explaining in the notes 'A woman who spends her time in this manner

may be exposed to the temptation of unchastity but is in no danger of falling into idiocy'.

These 'little cubs' has been given equivalently as 'little dogs' [eg. Goldschmidt, V, p. 192 &
William Davidson Talmud]. They have been interpreted as game-counters for a board game,
connected via Talmud commentaries with an other excerpt that will follow [Kiddushin 21b, 15].
Checkers is a translation of the word 'nardshir', with obvious connection with the known nard
game. Rashi, a Talmud commentator of the 11th c. CE, is writing on this: 'chess'. But reading
Ya'qubi's history [under 2.2.4], nard is probably a backgammon-type game; in Firdausi's

Shahnameh isn't clear enough.

At three following instances in Talmud there's a term mentioned: 'iskundre'. In two of them,
Nedarim 25a, 2 & Shevuot 29a, 10, the term is interpreted as tokens-counters used instead of
money. While Goldschmidt translates as Spielmarken. For the 2nd it was noted as comment in
Epstein: "Perhaps the debtor (who has to swear) had given to the creditor counters, such as

are used as tokens (instead of money) in the game of iskundre (a kind of draughts or chess)".

At the third excerpt, Kiddushin 21b, 15, the game 'iskundre' is mentioned as a waste of time.
Chananel, a Talmud commentator of the 11th c. CE earlier than Rashi, seems connecting this
iskundre with the aforementioned game of little dogs, of Kethuboth 61b. | couldn't find any
original translation of this specific commentary; but Kohut [1892, p. 131] seems saying so
[using as source Nathan's Arukh for Chananel's comments]. Notes in Epstein are saying that

Chananel translated 'iskudre' as 'dog-racing'.
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Kohut [1892] connected the term 'iskundre' with the Persian & Arabic Iskandar, a name for
Alexander the Great. Seemed quite plausible; but Schadler [2002] mentioned some critisism
so went further. He connected the term 'iskundre' with Alexander Jannaeus, as same sounded;
latter being an Hellenized [to a degree] king of Judaea, a part of Seleucid empire that at the
time gained independence [for some aspects of Hellenized Jewism of that time, check Eyal
[2017]; generally Greek culture elements, out of religion, seem to be adopted]. Schadler
mentions coins, issued by Alexander Jannaeus, that are bearing his name on each side, in
both Greek and Aramaic, latter sounding similarly with iskundre. Coins that probably were

used as tokens or game-pieces.

| don't feel sure if the term iskundre signifies a Greek origin of a game, or just a use of
Hellenized coins; or possibly even both. But seems also quite a coincidence the board game of

little dogs.

2.2.4. The dogs of Ya'qubi up

And we come at a clear case where dogs are generally the pieces used at some game.

Ahmad al-Ya'qubi, a Muslim geographer & historian of the 9th c. CE during the rule of the
Abbasid Caliphate, gave some illustrative scenes on the invention of chess and nard games.
In the chapter of the Kings of India of his Tarikh [History], these games are described as
creations of wise-men of India; Qaflan being a repeated name. In both, chess & nard, the

game pieces are called dogs [=kalib, ' Lis ]!
[original Arabic text found in wikisource: for nard:' gzl z oy sl alibs L TS (8D L jua s

"...for chess:" 3 aen 3ac a5 (s 0hy OB s 5 ciuai Led LS dgiaud 1Ye ' Also check Gordon &

others [2018], p. 353, fn. 399, and generally for modern English translation].
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3. Concluding with Firdawsi's Shahnameh up

From the above, clear cases seem to be Ya'qubi and the Egyptian one, | think [2.2.1 & 2.2.4].
Generally, according to what I've read, the term dogs should be considered a scattered
example, as usually other words-terms can be found instead. However, it seems that some
Greek game tradition passed in these lands, probably through a game vocabulary. But one can
notice easily that all the aforementioned possible examples seem coming from Semitic

languages or the Egyptian one.

I've tried to see in Persian sources, too. The only text | could check to a degree is one of
Middle Persian literature under the title 'Wizarisn 1 Catrang ud Nihisn T Néw-Ardaxsir'
[Explanation of Chess and Invention of Backgammon]; and this cause of an edition-translation
of Daryaee [2016] that gives a glossary and transliterations. Daryaee earlier [2002] considers
its date of composition unclear, but with the text pointing at late 6th c. CE, under the reign of
Khosrow | of the Sasanian Empire. Brunner [1978] sets the writing in the 9th c. CE, based on
an oral tradition since the 6th c. In any case, the text doesn't give some relevant term that

could be used for our current approach™.

In the text the game of chess is appearing as an Indian invention, compared with the game of
nard that was invented by the Persians as an antagonist; in the known story where the games
were presented to the kings of each court so their rules to be discovered. Nard here is
described like a backgammon type game. Similar description of it is given by Ya'qubi, but
mentioned as an Indian game. In Shahnameh by Firdawsi, a long epic Persian poem of the
10th c. CE, the legend of chess and nard inventions are given just like in the aforementioned

Persian 'Wizari$n 1 Catrang ud Nihi$n 1 Néw-Ardax3ir'; but nard is described differently.

In Shahnameh the game of nard is played on a chess-board and is a war game with dice,

where king-pieces are involved. | don't know if poet wanted to create some legendary game so

19 The text shows some surviving Greek legacy but not on game terminology. Silver coins are mentioned as drachms
[after Greek dpayun], but just standing for money; a possible surviving term via Parthians, that today is known as

Dirham.
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to be compared with chess convincingly as superior, but it hasn't been tracked this way
nowhere else. At two instances there are possible allusions of the ancient Greek game polis

[or ludus latrunculorum], underlined by Schadler [2002].

Firstly the camp of the opponent is described as City. This according to all found translations
[check Mohl [1877], p. 313, Murray [1913], p. 157, Davis [2006], p. 701, while in Warner
[1915], p. 389, the term city is absorbed in the word 'siege' possibly cause this translation is

metrical. | couldn't find some transliteration from the Persian text so to track the exact words].

Secondly, a single piece would be defeated and killed by two of the opponent's. Murray [1952,

p. 54] considered nard as 'a modification of latrunculi'.

All the above are just a strong indication of a possible Greek influence, not proof. And further it
isn't 100% certain that Greeks were the first to reach at the game development we were
searching; possibly they were the reason for some spreading. The non-dice game element
could have been achieved and earlier, though Greeks seem to be the first to imply it. Maybe
they were the first to combine it on an open board; something that would let human
imagination free for the appearance of the other piece-movements. In any case this journey to
the history of ancient games was fascinating for me. And my attention was attracted more at
the way ancient Greeks & Romans were talking sometimes about petteia. In many cases it
reminded to me how chess was treated in the middle ages. Perhaps, it was serving similar

human needs.
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