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Appendix Il: A guide to recognising
carved pavement signs in the Greek

and Roman World

INTRODUCTION

When walking on an archaeological site around the
Mediterranean and beyond, it is common to stumble
across carved pavement signs, but interpreting their
function can be frustratingly complex. This appendix
seeks to provide a guide to recognizing the main
carved pavement signs found across the ancient world
(here with a focus on Greek and Roman periods). Our
starting point is the morphology of boards, playing
surfaces, and floor markings which have sometimes
been interpreted — with or without firm evidence —
as game boards or surfaces for playing games which
are not board games (e.g. throwing or rolling games).
The scholarly community has undertaken extensive
analyses of these markings, but little work has been
done to provide a unitary framework for identifying
them: most existing work focuses on specific board
types, topics, themes or regions, and the information
is dispersed across a diverse range of book chapters
and journals, as well as the occasional monograph.

The most serious problem students of ancient
carved pavement signs must face is the difficulty
of understanding which designs (traced on any
medium) should be interpreted as a game. We have
therefore decided to propose a list of the main designs
that are known from antiquity, and to accompany
each of the main macro-categories of designs with
a historiographical discussion. But we do not wish
to limit ourselves only to proposing an updated
typology; our aim is instead to advance functional

interpretations. Accordingly, for each type presented
in this guide we specify in the tables below whether
a connection with gaming has been posited in past
scholarship. In the accompanying text we briefly
note, where possible, any historiography associated
with the floor markings. As games research is
ongoing, these interpretations are provisional.

For the sake of consistency, we build on the
typologies proposed by Charlotte Roueché and R.
C. Bell based on work undertaken at Aphrodisias in
Caria (“Graeco-Roman Pavement Signs and Game
Boards: A British Museum Working Typology” In
Ancient Board Games in Perspective: Papers from the
1990 British Museum Colloquium, with Additional
Contributions, ed. 1. L. Finkel, London, The British
Museum Press 2007, 106-109). This earlier work
provides an important descriptive framework and
is a firm foundation for the guide presented here.
As such, in this appendix the typologies already
proposed by Roueché and Bell appear in their
entirety (with some additions). In presenting these
markings, along with the gaming boards themselves,
we hope to provide a sort of easy and ready-to-use
guide or vademecum for anyone approaching this
area of research.

The reader should note that by identifying the use of
a given design for a game, we mean whether it was
used for one of the main games known in antiquity.
We are acutely aware that the principle of affordances,
discussed by Penn, Pace and Schadler (this volume),
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means that even in instances where the use of a
given layout for games which are attested in texts
or iconography can be excluded, the possibility that
they were used for other unknown games remains
open. For example, Type 4 traditionally interpreted
as ‘round merels’ is no longer considered to be used
for a known board game, but nothing excludes that
it, or other circular floor markings, were used for a
type of tossing game (i.e. tropa or omilla).! Other,
uses, unrelated to gaming, have also been advanced
in recent years: for example, Charlotte Roueché has
suggested that this marking have played a role as
a topos marker or place markers for the illiterate.”
Elsewhere, it has been argued that these markings,
which have not infrequently been found in and
around temples, could be used for divination.> Ine
Jacobs has also noted that a circle with eight spokes
(4-6) could be read as a monogram resolving: IXOYX
i.e. “Inoodg Xplotdg, Oeod Yiog, Zwtnp” (“Jesus
Christ, Son of God, Saviour”).* Likewise, we cannot
tell whether the signs commonly interpreted as board
games have been used (even if only temporarily) for
other purposes.

In this appendix, we encounter first a group of mark-
ings consisting of circles that can be intersected by
two or more lines, with increasingly complex pat-
terns (1-20). Square-shaped signs also come in all
manner of variations (21-28), with several linked
to merels-type games, including tic-tac-toe. These
range in size and elaborateness from the simple tabu-

1 BEHLING (2013); SCHADLER (2018). On the circular series of shallow
cup-shaped cavities surrounding a central hole see Talloen in this
volume with additional bibliography.

2 RoUECHE (2007), 100.

3 HOCKMANN (1996), 259-261; WiDURA (2015), 73-75; SCHADLER
(2018), 92-94.

4 JacoBs (2013), 619; SCHADLER (2018), 93.

la for Three Men’s Morris (23) and that for the Nine
Men’s Morris (27). Some other types (e.g. 25) have
also been linked with other merels type games.” We
then move on to the various grids, made up of series
of squares ranging from 6 x 6 to 11 x 16 (29-30); in
the literature these are usually connected with po-
lis and its probable later form ludus latrunculorum
and it is now known that there is a wider variety of
board layouts (see Walter Crist et al., in this volume)
than originally proposed by Roueché and Bell ; some
may not have been suitable for ludus latrunculorum.
Finally, we move on to the groups of points, boxes,
depressions, or lines that can be organized in differ-
ent ways to form smaller or larger playing surfaces;
many of these are intended for well-known games
such as pente grammai (31, 33, 35, 37-38, 42, 44-46,
65-68) or perhaps mancala,” as well as ludus duodec-
im scriptorum and/or alea (52-63).® One particular
group comprising larger depressions with diameters
of 4-10 cm, and often accompanied by a pair of par-
allel lines (64-66), may have been used for playing
marbles-type games.” We then look at several types
of floor which at present seem unlikely to be con-
nected to gaming, and may have had other functions
(71-76) — for example, some floor markings includ-
ed in this section seem to have served as abaci."

5BELL (1977).

6 AUSTIN (1934); AUSTIN (1935); LAFAYE (1900); SCHADLER (1994a);
SCHADLER (2001).

7 Pente grammai: KIpD (2007); SCHADLER (2009). Mancala and its
relation with pente grammai: SCHADLER (1998).

8 SCHADLER (1995); SCHADLER (1999).

9 SCHADLER (1994b); SCHADLER (2013); SCHADLER (2019); see also
PENN, COURTS, SCHADLER 2023.

10 PRITCHETT (1968); DASEN, GAVIN (2022).

as tropa or omilla cannot
be excluded

TYPOLOGY
CIRCLES
Typology i .
Type Form (Roueché-Bell) Description Interpretation

Not a boardgame, but use

1 c1 A cirdle for a throwing game such

as tropa or omilla cannot

be excluded
/ Not a boardgame, but use
2 k C2 A circle enclosing a cross for a throwing game such

AL

Christogram ?
(not a boardgame, but use
for a throwing game such
as tropa or omilla cannot
be excluded)

A circle enclosing three

3 intersecting lines
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C4

A circle enclosing four
intersecting lines

Christogram or
topos marker ? (not a
boardgame, but use for
a tossing gamesuch as
tropa or omilla cannot be
excluded)

C5

A circle enclosing four
intersecting lines; four
semicircles join the ends
of the lines

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

C.6

A circle enclosing four
intersecting lines; eight
semicircles join the ends
of the lines

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

C.7

A circular enclosing a di-
amond, within which are
two intersecting lines

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

CC.1

Two concentric circles
joined by six radial lines

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

CC.2

Two concentric circles
joined by eight radial lines

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

10

CC3

Two concentric circles
joined by four intersecting
lines

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

11

CC4

Two concentric circles
bisected by a long line; a
shorter, perpendicular line
divides the long line in
two within the innermost
circle

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

12

CC.5

Two concentric circles.
Four semicircles on inside
of outermost circle

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

13

CCe6

Two concentric circles;
eight semicircles on inside
of outermost circle

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded

14

X

CcC7

Two concentric circles;
eight semicircles on inside
of outermost circle; four
radial lines between
innermost circle and some
semicircles

Not a boardgame, but use

for a throwing game such

as tropa or omilla cannot
be excluded
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.Two concentric c1r.cle§; Not a boardgame, but use
eight semicircles on inside for a throwine eame such
15 CcC.7 of outermost circle; eight 3
1 . as tropa or omilla cannot
radial lines connecting
. . be excluded
inner and outer circle
Two concentric circles | Not a boardgame, but use
with 16 intersecting lines, | for a throwing game such
16 CC.8 . $
joined at the edges by 8 | as tropa or omilla cannot
arches be excluded
Not a boardgame, but use
Three concentric circles, | for a throwing game such
17 CCC.1 - . - h
joined by eight radial lines| as tropa or omilla cannot
be excluded
Three concentric circles, | Not a boardgame, but use
18 ccea joined by eight radial | for a throwing game such
’ lines; the innermost circle | as tropa or omilla cannot
encloses a cross be excluded
Three concentric circles,
with by four intersecting | Not a boardgame, but use
lines; alternating semi-cir- | for a throwing game such
19 CCC3 h
cles and crosses on the | as tropa or omilla cannot
interior of the outermost be excluded
circle
Q
Four concentric circles
flanked by two lines each | Not a boardgame, but use
20 ccccl  terminating in small | for a throwing game such
circles; the innermost two | as tropa or omilla cannot
circles are linked by six be excluded
1 radial lines
SQUARES
Typology L . .
Type Form (Roueché-Bell) Description Gaming function
Not a boardgame, but use
21 1 A square for a throwing game such
as tropa or omilla cannot
be excluded
Not a boardgame, but use
2 <2 A square with a triangle at | for a throwing game such
- each long corner as tropa or omilla cannot
/ be excluded
A square enclosing a cross Yes:
23 S.3 (also called cross-in- Tic-Tac-Toe /
square) Three Men’s Morris
T Not a boardgame, but use
24 —— S4 A square enclosing a small| for a throwing game such
1 Greek cross as tropa or omilla cannot
be excluded
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25 S5 A square enclosing four Yes:
\ ’ intersecting lines Three Men’s Morris
Not a boardgame, but use
26 SS.1 Two concentric squares fora throwing game such
as tropa or omilla cannot
be excluded
Three concentric squares;
27 ™ $SS.1 the outermost two are Yes:
bd ’ intersected by two short Nine Men’s Morris
lines
Not a boardgame, but use
28 §8S.2 Three concentric squares fora throwing game such
as tropa or omilla cannot
r be excluded

Typology

GRIDS

Type Form (Roueché-Bell) Description Gaming function
A grid formed by a vari-
able number of squares . Yes:
29 SG (from 6 x 6 to 15x 17 or polis / ludr:'j/lutrunculo—
18 x18)
A grid formed by a vari-
Yes:
30 / able number of squares, olis | ludus latrunculo-
with each square divided p rum
by diagonal crosses
RECTANGLES
Typology . . .
Type Form (Roueché-Bell) Description Gaming function
| Yes:
31 | R.1 Two rows of five squares | pente grammai | mancala
®
mancala (?) / a use fora
32 R2 Two rows of six squares | throwing game cannot be
excluded
Yes:
33 / Two rows of seven squares| pente grammai / mancala
®
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I mancala (?) / a use fora
34 1 R3 Two rows of eight squares | throwing game cannot be
excluded
Yes:
35 / Two rows of nine squares | pente grammai / mancala
@
I Mancala (?) / a use for a
36 R4 Two rows of 10 squares | throwing game cannot be
1 excluded
Yes:
37 | / Two rows of 11 squares | pente grammai / mancala
1 ®
Two rows of five squares, Yes:
o aIo [ ] each enclosing a circular )
i i
38 k E B E E RS depression (the depression pente gmmr(r;r)n / mancala
may also be just circles) ’

HOLES

(When consulting this typology in the field, it is necessary to distinguish between deep cup holes, small holes, and simple chisel marks.
The difference can be decisive for understanding the function of a board)

Type Form (R(?Zei (;:Zggell) Description Gaming function

Not a boardgame, but use
39 DB H1 Two rows of three circular | for a throwing game such
o @ ’ depressions as tropa or omilla cannot

be excluded
Not a boardgame, but use
40 eoeQ H2 Two rows of four circular | for a throwing game such
R ) . depressions as tropa or omilla cannot

be excluded
Two rows of four circular | Not a boardgame, but use
41 omg Bﬂ@ H3 depressions, divided by | for a throwing game such
’ a row of two circular as tropa or omilla cannot

eeod depressions be excluded

Yes:
2 o0 oo Ha4 Two rows of five circular | pente grammai / mancala
PP ’ depressions (If the depressions are
large enough)
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43 N ) Hs Two rows of six circular | mancala (If the depres-
P90 0 00 : depressions sions are large enough)
P00 B OO0 Two rows of seven circular Yes:
44 / depressions pente grammai / mancala
o009 )
ee00C @000 Two rows of nine circular Yes: l
45 000D B OODB / depressions pente gmmm?az/ mancala
. Yes:
46 200200000000 / Tworowsof Il circular | o s
20000000000 depressions penteg: i
200 QOO Not a boardgame, but use
47 oeOB OO0 He Three rows of six circular | for a throwing game such
poO OO0 ’ depressions as tropa or omilla cannot
be excluded
P2 Not a boardgame, but use
48 000 H7 Three rows of three circu- | for a throwing game such
pee ’ lar depressions as tropa or omilla cannot
be excluded
o008
00000 , ,
49 oPE B O Hs Five rows of five circular
PE e @O ’ depressions Sija!
D00 56
@00 0P 0
eoe00O00@
P20 @008 ¢ X
50 eeOE 000 HO Seven rows of seven circu- sija
eTO R OE D lar depressions
-
o000 ®
e ® e
e ) A larger circular depres- | Maybe: Schalchenkreise
51 e @ e H.10 sion surrounded by 12 (or or marbles or a
e ’ 10 or 11) smaller circular | throwing gaming such as
& o eo depressions tropa or omilla ?

11 The game of Sija (also transliterated as Seega, Seejeh or Sidjah) is a strategy game of Egyptian origin; it is not certain when it first developed, and it
may not be ancient. The players take turns to move their pieces on a game board, and have to try to eliminate those of their adversary.
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ROWS (3X12)

(This section contains gameboards for ludus duodecim scripta and alea. Here we report only the most common types but there are many other

forms,e.g. boards with connected squares, boards with vertical strokes, boards with symbols, boards with letters in squares, boards with letters in
squares or circles and so on and so forth)."

Type Form (R(;l;yepl:(l)'llc(é)-%’ell) Description Gaming function
CODODOO|DODODOOO
52 o0DDOOO|DOOCOOO 3Rows.1 Three rows of 12 dots Yes:
COOOGCO |D0DODOO ’ divided by a line duodecim scripta | alea
[ I N N NN N ERNNN]
53 sesses ()sssess 3Rows.2 Three rows of 12 dots Yes:
ssseans IR RN ’ divided by small circles | duodecim scripta / alea
o] : Y p
Coo0OOO0OO|ODODODOOO
54 CoO0O0Q0O00 |oOoDOODOD 3Rows.3 Three rows of 12 small Yes:
000000 |DOOOOO ’ circles divided by aline | duodecim scripta / alea
bocoocoo @ coooo0D Three rows of 12 small Yes:
55 CODOOCO P oooDOOO 3Rows.4 circles divided by ro- duodecim serivta | alea
cCooDOoOOO @ OO0DOOO settes enclosed by circles i scrip
C0OO0DDDO XO000D0DOD
56 COOOOOXOOC D DD 3Rows.5 .Thlre:;."v.if ‘(’lfblz Sm:uS dnodeci Yes;.pt ! di
COODOOX000O0 OO0 circles divided by crosse: uodecim scripta | alea
ODoooOooX oooooo
57 ODoo0O0O00¥ oooooo 3Rows.6 Three rows of 12 squares Yes:
DOoOoDOoOoO X OoOooooo ’ divided by rosettes duodecim scripta | alea
Ooooooo @ ooooono Three rows of 12 squares Yes:
58 Ooooooo @ oooooo 3Rows.7 divided by rosettes duodecim seripta / alea
oooQogoo @ oooooo enclosed by circles P
Three rows of 12 squares Yes:
59 3Rows.8 divided by rosettes duodeci g ]
enclosed by squares uodecim scripta | alea

12 There are also different forms of separating symbols, including almost the all possible combinations of shapes of squares and separators. The separating
symbols are usually circles, sometimes filled with a six-leafed petal, a Christian cross or other Christian symbols, or a square in the centre (semi-circle
or half square in the outer rows), X or simply a line or an empty space.
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ogooooQ Oogooog
60 OOoOooOoOd oooooo 3Rows.9 Thr?e rows of 12 squares ‘ Yes:‘
OOOoOoOO OOoooog divided by a blank field duodecim scripta [ alea
CIRCUS {® PLENVS Three rows of 12 letters Yes:
61 CLAMO R@ INGENS 3Rows.10 d1v11ded£)§ ro§et;es duodecim scripta | alea
IANVAE@ TENERE enclosed by circles
P20 e00 oo0O QO Three rows of 12 small Yes:
62 509099 DOPO QOO 3Rows.11 circular depressions | res:
PP0CEC0 BEB G OO divided by a line duodecim scripta | alea

Type

ROWS (2X12)
(This section contains gameboards for alea. Here we report only the most common types and there are many more uncommon forms, e.g.

boards with letters in squares or circles and so on and so forth).

Form

Typology

boards with connected squares, boards with vertical strokes, boards with symbols, boards with letters in squares,

(Roueché-Bell) Description Gaming function
goooooogg 000000 Two rows of four squares Yes:
63 ODoOoOoOoOY oooooo 2Rows.1 divided by interlocking aleté
leaves

ROWS OF HOLES
(Pockets are normally hemispherical but sometimes ‘special’ rectangular pockets are also present)
Type Form (R;yiﬂz_g};’; 1) Description Gaming function
Oo A
O o pyramidal arrangement
64 O O O / of hemispherical pockets, Yes: marbles lane
O O often adjacent to two
O O parallel lines.
00O
O 0O O A dense cluster of hemi-
spherical pockets, often es:
65 (o)e) OO , pherical pockets, oft Y
O O() O adjacent to two parallel marbles lane
O @) lines.
Sparse irregularly
O O arranged hemispherical .
66 / . Yes: possible marbles lane
@) O pockets, often adjacent to
two parallel lines.
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LINES

(Each line can feature a depression, bowl or pocket at each end)

Typology

Type Form (Roueché-Bell) Description Gaming function
Five parallel lines (the
circular endings are usu-
67 / ally cavities, but they can Maybe:
varies); in some instances pente grammai
a parallel line can divide
the field into two halves
Seven parallel lines (the
circular endings are usu-
68 / ally cavities, but they can Maybe:
vary); in some instances a pente grammai
parallel line can divide the
field into two halves
Nine parallel lines (the
circular endings are usu-
69 / ally cavities, but they can Maybe:
vary); in some instances a pente grammai
parallel line can divide the
field into two halves
11 parallel lines (the
circular endings are usu-
70 / ally cavities, but they can Maybe:
varies); in some instances pente grammai
a parallel line can divide
the field into two halves
STAR
Type Form (Rilyiﬂz.ﬁ 1) Description Gaming function
Not a boardgame, but use
-1 Starl Three intersecting lines | for a throwing game such
’ forming a star or asterisk | as tropa or omilla cannot
be excluded
TRIANGLE
Type Form (R(;I;lyepﬁllz_%ye 1) Description Gaming function
Not a boardgame, but use
7 T1 Three lines forminga | for a throwing game such

/\

triangle

as tropa or omilla cannot
be excluded
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UNCERTAIN

o«

Typology
Type Form (Rouec- Description Gaming function
hé-Bell)
Maybe:

this could be used as
boardgame for pente
grammai or as an abacus

Five parallels lines with a
semicircle on one side

& q | X

Maybe:
this could be used as
boardgame for pente
grammai or as an abacus

Five parallels lines with a
cross in the midline and
semicircle on one side

75

Eleven parallels lines
with a cross in the third
and ninth line and semi-

circles on two sides

No (Abacus)
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