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1 F orew ord

The Ludus Asso ciation, the Museum of Science of the Univ ersit y of Lisb on,

the P ortuguese Mathematical So ciet y and the Cen ter of History of Science

of the Univ ersit y of Lisb on are organizers of the Board Game Studies Collo-

quium XI (Lisb on, April 2008, 23rd-26th).

The In ternational So ciet y for Board Game Studies holds y early collo quia in

whic h sc holars, univ ersit y professors, m useum curators, historians, arc haeol-

ogists, psyc hologists, mathematicians, game in v en tors, collectors and others

share their researc h results on b oard games. Previous BGS collo quia ha v e

b een held in the Netherlands, Italy , Switzerland, Spain, German y , USA, UK,

Brazil and Austria.

The Board Game Studies Collo quium XI also includes a strong mathematical

comp onen t with sp ecialists in Com binatorial Game Theory . More informa-

tion can b e consulted in the follo wing w eb pages:

h ttp://www.b oardgamestudies.info/

h ttp://ludicum.org/bgs08/

The Organising Committee
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2 In vited Sp eak ers

Alex de V oogt (Leiden Univ ersit y , Netherlands)

Alex de V o ogt is a researc her at Maastric h t and Leiden Univ ersit y , the

Netherlands. His w ork on exp erts of bao, an African mancala b oard game,

has lead him to in v estigate the distribution of mancala games across the

glob e. He has published b oth m useum catalogues, historical b o oks and w orks

on cognitiv e psyc hology .

Bo ok publications:

2005: A Question of Exc el lenc e: a Century of Afric an Masters ; Africa W orld

Press: T ren ton, NJ.

2004: F ernand Gob et and Jean Retsc hitzki; Moves in Mind: The Psycholo gy

of Bo ar d Games ; Psyc hology Press: Ho v e, UK.

1997: Manc ala Bo ar d Games ; British Museum Press, London.

1995: Limits of the Mind: T owar ds a Char acterisation of Bao Mastership ;

Cn ws Publications.

A viezri S. Fraenkel (W eizmann Institute of Science, Israel)

A viezri F raenk el is a professor of Computer Science and Applied Mathematics

at the W eizmann Institute of Science, Reho v ot, Israel, curren tly Gorenstein

Visiting Professor at Queens College, Queens, NY. He has published 200

pap ers and b o ok c hapters in mathematics, computer science, information

storage and retriev al, and Judaica.

He is a mem b er of the Editorial Board of Discrete Math., Electronic J. of

Com binatorics, Theoretical Computer Science, In ternat. J. of Appl. Math.,

In ternat. Computer Games Asso c. J.; and on the A dvisory Board of IN-

TEGERS Electronic J. of Com binatorial Num b er Theory . Mem b er of the

Electronic Publishing Committee of the Europ. Math. So c.

Selected Honors: F eder F oundation Prize for initiating and creating the Res-

p onsa Pro ject (1972); Qualit y Initiativ e Citation to the Resp onsa Pro ject

for creativ e, high-qualit y and visionary pro jects to celebrate the 50th an-

niv ersary of the establishmen t of the State of Israel (1998); The F raenk el

F estsc hrift: Electronic J. Com binatorics, v ol. 8(2); Euler Medal recipien t

of the Institute for Com binatorics and Its Applications 2005; Recipien t of

WEIZA C Medal for the WEIZA C computer pro ject, designated as IEEE

Milestone (2006); Israel Prize to the Resp onsa Pro ject (2007).
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Br uce Whitehill (The Big Game Hun ter, German y)

Bruce Whitehill is kno wn as �The Big Game Hun ter�, authorit y on American

games. Author of o v er 100 articles on games, and t w o b o oks, Games: A meri-

c an Games and Their Makers, 1822-1992, a guide to A meric a's game c omp a-

nies , and A meric anop oly � A meric a As Se en Thr ough its Games , published

in conjunction with a ma jor exhibition at the Swiss Museum of Games.

He has b een quoted in a college textb o ok and in The W all Street Journal,

Time, Esquire and other magazines, has written on games for Grolier's New

Bo ok of Kno wledge encyclop edia and has published in the journals Board

Games in A cademia and Board Game Studies/2. Curren tly he is the Senior

Con tributor for Kn uc kleb ones, a games and puzzles magazine.

He is the founder and past presiden t of the Asso ciation of Game and Puzzle

Collectors (A GPC) and on their b oard of directors, and a mem b er of the In-

ternational Game Designer Asso ciation (Spieleautorenzunft�SAZ). Besides

his large div ersi�ed collection of early American games represen ting o v er 400

U.S. game companies from 1840 to 2000, he also o wns an extensiv e collection

of game adv ertisemen ts and ephemera, and a small collection of Europ ean

games and mec hanical puzzles. Bruce con tin ues his researc h on American

games, unco v ering new information ab out the man y companies that once

made them, and on the links b et w een American and Europ ean games and

companies.

Bruce has w ork ed as a game in v en tor and dev elop er for man y ma jor Ameri-

can game companies and as a consultan t to the T o y and Game industry for

o v er 20 y ears. He is the author of o v er half a dozen published games, and

has b een instrumen tal in the dev elopmen t of man y others.

In August of 2005, he mo v ed to Ham burg, German y , and he and his wife no w

ha v e a translation service for game rules (English and German). Bruce has

con tin ued his game w ork and researc h here and has b een designing games

for publication has b een designing games for publication; his �rst Europ ean

game, �Change Horses�, w as released in Marc h, 2008 at the Nuern b erg T o y

Sho w.

D a vid P arlett (Games sc holar and games in v en tor, UK)

Da vid P arlett w as b orn in 1939 in London, where he still resides, has a

degree in Mo dern Languages from the Univ ersit y College of W ales, Ab erys-

t wyth, and describ es himself as a patriotic Europ ean. In 1972, ha ving giv en

up �rst language teac hing and then tec hnical writing in public relations, he

started con tributing to Games & Puzzles magazine, whic h he subsequen tly
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(and brie�y) edited. In 1974 he b ecame self-emplo y ed as a games in v en tor,

writer, historian, critic and consultan t.

His man y b o oks include The Oxford History of Board Games, The Oxford

History of Card Games, and a translation in to English v erse of mediev al

Latin lyrics from the Carmina Burana. He is also the author of a dozen

published games of whic h the b est kno wn is Hare and T ortoise (Hase und

Igel), whic h has b een published in a dozen di�eren t languages and sold t w o

million copies since it �rst app eared in 1974. Da vid giv es talks and run

w orkshops on the history , theory and appreciation of games, advises on the

staging of games in p erio d �lms and TV pro ductions, and is a consultan t on

games terminology to the Oxford English Dictionary .

D a vid W olfe (Gusta vus A dolph us College, Canada)

Exp erience:

Gusta vus A dolph us College, Sain t P eter, MN, Asso ciate Professor: 2001 to

presen t, Departmen t of Mathematics and Computer Science.

Univ ersit y of California, Berk eley , Lecturer: Spring 1992 to Spring 1996,

Division of Computer Science.

P ost-do c: F all 1993 to Spring 1994, Departmen t of Mathematics.

Education:

Univ ersit y of California, Berk eley: Ph.D. in Computer Science, 1991.

Cornell Univ ersit y: B.S. in Electrical Engineering, 1985.

In terests:

Discrete mathematics and computer science, Game theory , Probabilit y and

sto c hastic pro cesses, Recreational mathematics, Com binatorics, Queueing

theory , Randomness and Computation.

Publications:

L essons in Play: A n Intr o duction to the Combinatorial Game The ory , with

Mic hael Alb ert and Ric hard No w ak o wski, A K P eters, Natic k, MA, F ebruary

2007.

Puzzlers' T ribute: F e ast for the Mind , with T om Ro dgers (editors), A K

P eters, Natic k, MA, Decem b er 2001.

Mathematic al Go: Chil ling Gets the L ast Point , with Elwyn Berlek amp, A

K P eters, Natic k, MA, Jan uary 1994. Also in pap erbac k as Mathematical
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Go Endgames: Nigh tmares F or the Professional Go Pla y er, Ishi Press In ter-

national, San Jose, CA, Decem b er 1993. In Japanese as Igo no Semp o: Y ose

no Kenkyu, T ranslation b y Y oshik a w a T ak eshiro, T oppan, T oky o, Japan,

No v em b er 1994.

Ir ving Finkel (British Museum, UK)

Irving Fink el w as b orn in London in 1951. He receiv ed his BA in Ancien t

New Eastern Studies in 1969 from the Univ ersit y of Birmingham. That w as

then follo w ed b y a PhD in Assyriology for w ork he did in the �eld of �An-

cien t Mesop otamian Exorcistic Magic� in 1976. After sp ending a further

three y ears as a Researc h Asso ciate at the Orien tal Institute at the Univ er-

sit y of Chicago he returned to the United Kingdom in 1979, where he w as

app oin ted Assistan t Keep er of W estern Asiatic An tiquities at the British

Museum.

He is a man of man y and v aried in terests. His sp ecial sub jects are Ancien t

Mesop otamian Studies, Cuneiform writing, Lexicograph y , Medicine, Esote-

rica and the study of Ancien t Magic. In addition to the publication of articles

and con tributions in his �eld of exp ertise, he has written a n um b er of c hil-

dren's b o oks as w ell as a b o ok on The History of Board Games.

He has con tributed frequen tly to radio and television programmes. He wrote

and presen ted a four part series on Mesop otamian Medicine, Den tistry and

Magic titled The W edge Bet w een Us, on Radio 4.

Jean Retschitzki (F rib ourg Univ ersit y , Switzerland)

Educational bac kground:

1968: Licence in Psyc hology , Univ ersit y of Genev a;

1973: Ph.D. Psyc hology , Univ ersit y of Genev a;

1987: Habilitation, F acult y of Arts, Univ ersit y of F rib ourg.

Professional exp erience:

1973-1975: Maître-assistan t in a researc h pro ject in Iv ory Coast;

1975-1977: Maître-assistan t, Univ ersit y of Genev a;

1977-1980: P ost-do ctoral fello w, Univ ersit y Carnegie-Mellon (Pittsburgh,

USA) Dept. of Psyc hology (Prof. H. A. Simon);

1980-1982: T eac her (c hef de tra v aux), Departmen t of Psyc hology , Univ ersit y

of F rib ourg;

1982-1990: Asso ciate Professor, Departmen t of Psyc hology , Univ ersit y of
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F rib ourg;

since 1990: F ull Professor, Departmen t of Psyc hology , Univ ersit y of F rib ourg.

Asso ciations:

1998-2003: Presiden t of the Swiss So ciet y of Psyc hology;

1998-: Presiden t of the Scien ti�c Committee of the �Institut de Rec herc he et

Do cumen tation P édagogique� (Neuc hâtel);

2001-2002: Mem b er of the Group of exp erts for the preparation of the future

La w ab out T raining of Psyc hologists in Switzerland.

Bo oks:

P . Dasen, B. Inhelder, M. La v allée, J. Retsc hitzki (1978), Naissanc e de

l'intel ligenc e chez l'enfant b aoulé de Côte d'Ivoir e ; Berne: Hub er.

J. Retsc hitzki, M. Bossel-Lagos, P . Dasen (1989), L a r e cher che inter cul-

tur el le; Paris: L'Harmattan , T omes 1 et 2.

J. Retsc hitzki (1990), Str até gies des joueurs d'awélé ; P aris: L'Harmattan.

J.-L. Gurtner, J. Retsc hitzki (eds.) (1991), LOGO et appr entissages ; Neuc hâ-

tel: Delac haux et Niestlé.

J. Retsc hitzki, J.-L. Gurtner (1996), L'enfant et l'or dinateur ; Liège: Mardaga.

P . M. Green�eld, J. Retsc hitzki (1998), L'enfant et les mé dias ; F rib ourg:

Editions univ ersitaires.

J. Retsc hitzki, R. Haddad-Zub el (eds.) (2002), Step b y step. Pro ceedings

of the 4th Collo quium �Board Games in A cademia�; F rib ourg: Editions Uni-

v ersitaires.

F. Gob et, A. de V o ogt, J. Retsc hitzki (2004), Moves in Mind: The Psycho-

lo gy of Bo ar d Games ; Ho v e, UK: Psyc hology Press.

Ranga char V asantha (Sri Krishnadev ara y a Univ ersit y , India)

Ph.D. in Art History and Arc haeology and engaged in researc h on Art and

Cultural studies. She is presen tly Professor of History and in c harge of the

Art and Arc haeological Museum, Sri Krishnadev ara y a Univ ersit y , Anan ta-

pur, India. Her principal researc h in terests are Scien ti�c and tec hnological

asp ects of Ancien t Indian Culture and Art. She has authored sev eral b o oks

and her latest publications are Symmetry and Prop ortion in Indian V astu

and Silpa; and Islamic Arc hitecture of Deccan.

Her area of in terest extends to Indian Board games and Chess. She has

demonstrated in her researc h and talks that games and the pla ying of games

are not at all simple ob jects of am usemen t but phenomena of high signi-

�cance for cultural, p olitical and ev en religious history . Her recen t pap er,

�deciphering the b oard games in v en ted b y the Ra ja of Mysore�, unra v els

man y puzzles, tric ks and n um b er patterns, whic h ha v e tested the in tellect
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of mathematicians for thousand of y ears Her ma jor sc holarly researc h at

presen t is the translation and critical edition of Chatur anga Sar asarvasavam ,

encyclop edic man uscript on the Indian b oard games and c hess b y the King

of Mysore, Krishnara ja W o dey ar I I I, and her �rst publication, Mahar aja's

Games and Puzzles , is outstanding. She has also carried out imp ortan t �eld

w ork in researc hing games pla y ed in con temp orary so ciet y .

Richard No w ak o wski (Dalhousie Univ ersit y)

Education and Emplo ymen t Information:

B.Sc. (Hons), 1974, Univ ersit y of Calgary; M.Sc. (Mathematics), 1975,

Univ ersit y of Calgary (advisor: R.K.Guy); Ph.D. (Mathematics), 1978, Uni-

v ersit y of Calgary (advisor: R.K.Guy). 1998-2003: Chair, Departmen t of

Mathematics and Statistics, Dalhousie Univ ersit y . 1992-presen t: F ull Pro-

fessor, Dalhousie Univ ersit y . 1987-1992: Asso ciate Professor, Dalhousie Uni-

v ersit y . 1983: A w arded ten ure, Dalhousie Univ ersit y . 1979-1987: Assistan t

Professor, Dalhousie Univ ersit y . 1978-1979: Sessional Instructor, Univ ersit y

of Calgary .

Researc h In terests:

Com binatorial games, graph theory , ordered sets.

Bo oks, b o oks edited and c hapters in b o oks:

M. Alb ert, RJN, D. W olfe, L essons in Play ; AK P eters, 2006.

M. Alb ert, RJN (editors), Mor e Games of No Chanc e 3 ; to app ear, Cam-

bridge Univ ersit y Press, 2007.

RJN (editor), Mor e Games of No Chanc e ; Cam bridge Univ ersit y Press, 2002.

RJN (editor), Games of No Chanc e ; Mathematical Sciences Researc h Insti-

tute Publications 29, Cam bridge Univ ersit y Press, 1996.

RJN, �... W elter's game, sylv er coinage, dots-and-b o xes, ...�, Com binato-

rial Games, Pro ceedings of symp osia in applied mathematics 43, 1991; AMS

Short Course Lecture Notes, R. K. Guy (editor), pp. 155-182.

Thierr y Dep a ulis (P aris, F rance)

Thierry Depaulis (b orn 1949 in Bordeaux), prepress manager and editor,

studies in History (Bordeaux Univ ersit y), game and pla ying-card collector,

indep enden t game historian mostly in terested in �mind� games. Chairman

of the In ternational Pla ying-Card So ciet y and Honorary F ello w, winner of
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the 1992 Mo diano Prize (for his publications on the history of pla ying cards

and card games), Secretary General of �Le Vieux P apier�, a so ciet y dev oted

to the study of ephemera and other p opular prin ts, mem b er of the Board of

A dministration of the F ondation du Musée Suisse du Jeu, La T our-de-P eilz.

Ulrich Schädler (Musée Suisse du Jeu, Switzerland)

Ulric h Sc hädler(* 1958), Arc haeologist (Greek and Roman Arc haeology , Pre-

history); director of the Swiss Museum of Games (Musée Suisse du Jeu) at

La T our-de-P eilz at the Lak e Genev a; mem b er of �Iniativgrupp e K önigstein�

for c hess historical researc h; n umerous articles in �Spielb o x�, the German

games magazine, and �F ac hdienst Spiel�.

Select arc haeological publications:

�Ionisc hes und A ttisc hes am sogenann ten Erec h theion in A then�, Arc häolo-

gisc her Anzeiger 3 (1990), 361-378;

�A ttizismen an ionisc hen T emp eln Kleinasiens�, Istan buler Mitteilungen 41

(1991), 265-324;

�Ik onologie und Arc häologie�, An tik e und Ab endland 39 (1993), 162-187;

Be ge gnungen. F r ankfurt und die A ntike (F rankfurt am Main 1994), 2 v ols.

(with Ursula Mandel and Marlene Herfort-K o c h);

�Arc häologie, Theater und Sp ort im F rankfurter W aldstadion�, Stadion 23

(1997), 16-59;

�Sca vi e scop erte nella Villa dei Quinitli, Catalogo dei rin v enimen ti scultorei,

Catalogo dei do cumen ti d'arc hivio�, in La Villa dei Quin tili. F on ti scritte e

fon ti �gurate, a cura di Andreina Ricci (Roma 1998), pp. 29-234.

Select publications on the history of games:

�XI I Scripta, Alea, T abula � New Evidence for the Roman History of `Bac kgam-

mon� ', in Alexander J. de V o ogt (Hrsg.), New Approac hes to Board Games

Researc h (Leiden 1995), pp. 73-98;

�Spielen mit Astragalen�, Arc häologisc her Anzeiger 1 (1996) 61-73;

Globusspiel und Himmelsschach. Br ett- und Würfelspiele im Mittelalter (Darm-

stadt 1998);

�Gaming pieces for c hess v arian ts�, The Chess Collector 1 (1999), 8-13;

�Damnosa alea Würfelspiel in Griec henland und Rom�, in 5000 Jahre Wür-

felspiel, cat. of the exhibition Salzburg (= Homo Ludens supplemen t) (1999),

pp. 39-58;

�Sphären-`Sc hac h'. Zum sogenann ten `astronomisc hen Sc hac h' b ei al-Mas'udi,

al-Amoli und Alfons X�, Zeitsc hrift für Gesc hic h te der arabisc h-islamisc hen

Wissensc haften 13 (1999/2000), 205-242;

�Latrunculi � a forgotten Roman game of strategy reconstructed�, Abstract

Games 7 (2001), 10-11;
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as editor: Jeux de l'Humanité. 5000 ans d'histoir e cultur el le des jeux de

so ciété , Genèv e 2007 ( German e dition: Spiele der Menschheit. 5000 Jahr e

Kultur geschichte der Gesel lschaftsspiele , Darmstadt 2007);

�The do ctor's game � new ligh t on the history of ancien t b oard games�, in:

Ph. Crumm y et al. (ed.), Stan w a y: an élite burial site at Cam ulo dun um,

London 2007, 359-375;

Bo ar d Game Studies (v ol. 1, 1998 - 7, 2004), edited b y Thierry Depaulis,

Irving Fink el, Ulric h Sc hädler, Alex de V o ogt, and V ernon Eagle.

V. Balambal (Univ ersit y of Madras, India)

Professor of History , (Retd) Univ ersit y of Madras. Presiden t, Probus Club of

Chennai (Senior Citizens' Assn, Sp onsored b y the Rotary Club Of Madras).

Researc h publications: 5 Bo oks and 145 Researc h pap ers.

Bo oks:

F eudatories of South India (1978); Allahabad: Ch ugh Publication.

Paluvettar aiyars (T amil) (1980); Chennai.

Studies in the History of the Sangam A ge (1998); Delhi: Kalinga Publica-

tions, ISBN 81-85163-87-3.

Studies in Chola History (1998); Delhi: Kalinga Publications, ISBN-81-

85163-86-5.

F olk Games of T amilnadu (2005); Chennai: C. P . Ramasw am y Aiy ar F oun-

dation, ISBN-81-901484-2-7.

Honours:

Honored as one of the Best Historians in the South Indian History Congress

held at T riv andrum from 25-27 F eb. 2002, hosted b y the Univ ersit y of Ker-

ala.

�W oman of the Mon th�, in The Hindu, Do wn T o wn 7.3.2002.

A w arded �PR OBUS GEM� on 31.7.2004 b y the Probus Club of Chennai.

A w arded Service Medal b y the Russian Go v ernmen t in 2005 (80th y ear of the

F oundation of the Russian Cultural Cen tre) at the Russian Cultural Cen tre

for the services rendered through the Probus Club of Chennai.

�Excellence A w ard in V olun teering� giv en b y the Dignit y F oundation, Chen-

nai on Elders' Da y Celebration on 7th Octob er, 2006 at the Little Sisters of

the P o or, Harrington Road, Chennai.

Receiv ed the Certi�cate of Appreciation b y the Russian Cen tre of Science

and Culture on 26.10.2007 at the Russian Cen tre of Science and Culture.

A w arded the title KAL VIKKAD AL b y the Pudukk ottai Literary Assn at

Pudukk ottai on 16th Dec, 2007 for the academic ac hiev emen ts.
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3 Program

W ednesda y , 23rd April

8:00 W elcome and registration (Main En trance of the Museum)

9:00 Op ening Session (Man uel V aladares Amphitheatre)

Man uel V aladares Amphitheatre

9:30 Ancien t American Board Games, I: F rom T eotih uacan to the Great Plains

(35+10) Thierry Depaulis, P aris

10:15 The Game of Dasha vtar

(25+5) José Carlos Quadrado, ISEL

10:45 Co�ee-Break

11:15 Some Random Though ts on Chance and Skill

(35+10) Da vid P arlett, Games Sc holar and Games In v en tor

12:00 History , Exhibitions and A ctivities - Board Games in a Museum Con text

(15+5) P aulo Dias, Museum of Science, Univ ersit y of Lisb on

12:20 Co op erativ e Strategies in Board Games

(15+5) P aula F alcão, KDP Kepler

Aurélio Quin tanilha Amphitheatre (P arallel Session)

12:20 Jogos Matemáticos, a P ortuguese Pro ject

(15+5) Alda Carv alho, ISEL

12:40 Break for lunc h

Man uel V aladares Amphitheatre

14:15 Board Games in the Indian Ocean: Isopaedea of History

(35+10) Alex de V o ogt, Leiden Univ ersit y

15:00 On the Use of the Chess Game to Represen t F amous Battles

(25+5) P edro P alhares, Univ ersit y of Minho

15:30 Co�ee-Break

16:00 Draugh ts and A cademie des Jeux

(25+5)) Jurgen Stigter, TW A

16:30 Alekhin's Death: Murder or Natural Causes?

(25+5) Dagob erto Markl, National Museum of Ancien t Art
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17:00 Origami's Geometry

(25+5) Liliana Mon teiro

17:30 Visit to Lab oratorio Chimico

Marta Lourenço, Museum of Science, Univ ersit y of Lisb on

18:30 W elcome Co c ktail (Main En trance of the Museum)

Th ursda y , 24th April

Man uel V aladares Amphitheatre

9:30 Board Game, Astronom y and Astrology - A New In v en tion of the King of Mysor e

(35+10) Rangac har V asan tha, Sri Krishnadev ara y a Univ ersit y

10:15 Origami its History and Mathematics

(25+5) Fátima Granadeiro, Agrupamen to de Escolas de Carca v elos

José Man uel Ro drigues, ES Eça de Queirós

10:45 Co�ee-Break

11:15 The Use of Pit and P eebble Games in Education: Bene�ts and Limits

(35+10) Jean Retsc hitzi, F rib ourg Univ ersit y

12:00 O Jo go do Cr escimento and Col le cta

(15+5) Brian Castelli Azev edo, KDP Kepler

12:20 A T ransmedia Comparison of Game Mec hanics in Board and Digital Games

(15+5) Brian Magerk o, Mic higan State Univ ersit y

Aurélio Quin tanilha Amphitheatre (P arallel Sessions)

12:00 Metromac hia - An Ancien t P edagogical Game

(15+5) Isab el Catarino, ES Pinhal No v o

12:20 Education Via a Board Game: Understanding F orecasting Basics

(15+5) Rozain um Ab dul Aziz, Univ ersit y T ec hnology Mara

12:40 Break for lunc h

Man uel V aladares Amphitheatre

14:15 Board Games in Ancien t Ephesus

(35+10) Ulric h Sc hädler, Musée Suisse du Jeu

15:00 The So ciable Go ose

(25+5) A drian Seville, Cit y Univ ersit y London

15:30 Co�ee-Break
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16:00 Mathematical Games

(25+5)) Maria das Dores F erreira, Univ ersit y of Minho

P edro P alhares, Univ ersit y of Minho

Jorge Nuno Silv a, Univ ersit y of Lisb on

16:30 An English Riddle

(25+5) Arie v an der Sto ep, Univ ersit y of Leiden

17:00 The l'A ttaque F amily of Games: Comparisons Bey ond a P aten t

(25+5) Alex de V o ogt, Univ ersit y of Leiden

F red Horn, Games In v en tor

18:00 O�cial Op ening of the Exhibition Mathematic al Games Thr oughout History

Mariano Gago, Minister of Science, T ec hnology and Higher Education (to b e con�rmed)

Ana Eiró, Director of Museum of Science, Univ ersit y of Lisb on

Nuno Crato, Presiden t of the P ortuguese Mathematical So ciet y

Ana Simõ es, Presiden t of the History of Sciences Cen ter of Univ. of Lisb on

Jorge Nuno Silv a, Presiden t of Ludus Asso ciation

F rida y , 25th April

Man uel V aladares Amphitheatre

9:30 A Historical Surv ey of Com binatorial Game Theory

(35+10) Ric hard No w ak o wski, Dalhousie Univ ersit y

10:15 On the Puzzles with P olyhedra and Num b ers

(25+5) Jorge Rezende, Univ ersit y of Lisb on

Aurélio Quin tanilha Amphitheatre (P arallel Session)

10:15 Goths, Vikings and Hanseatic T o wn: Gaming Pieces F rom

Arc heological Exca v ations in Elblag, P oland

(25+5) Piotr A damczyk, The Museum of Arc heology and History in Elblag

Man uel V aladares Amphitheatre

11:15 Wh y Are Games Exciting and Stim ulating?

(35+10)) A viezri F raenk el, W eizmann Institute of Science

12:00 Com binatorial Games & BGS

(15+5) Carlos P ereira dos San tos, ISEC

12:20 Com bining Mutators and The Math Behind Progressiv e Mutators

(15+5) Bill T a ylor, Can terbury Univ ersit y

12:40 Break for lunc h
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14:15 On Problem Design in Games

(35+10) Da vid W olfe, Gusta vus A dolph us College

15:00 Arc himedes's Stomac hion

(25+5) Henrique Leitão, Univ ersit y of Lisb on

15:30 Group Photo (Main En trance of the Museum)

20:00 Conference Dinner (Meeting P oin t: 19:30 at the Museum En trance)

Saturda y , 26th April

Man uel V aladares Amphitheatre

9:30 T o w ard a Classi�cation of Non-Electronic T able Games

(35+10) Bruce Whitehill, The Big Game Hun ter

10:15 Chess as a Sc ho ol Sp ort: Its Relation to A cademic Success and Sc ho ol In tegration

(25+5) An tónio Lago, Basic Sc ho ol F rei Bartolomeu dos Mártires

Luísa San tos, P olytec hnic Institute of Viana do Castelo

P edro P alhares, Univ ersit y of Minho

10:45 Co�ee-Break

11:15 Reviv al of T raditional Board Games - Prosp ects and Retrosp ects

(35+10)) V. Balam bal, Univ ersit y of Madras

12:00 Games as Cultural Practice: P ost Colonial Imaginations

(15+5) F rancisco Ortega-Grimaldo, T exas T ec h Univ ersit y

12:20 Opp onen t: Enem y or Complemen tary?

(15+5) Gaspar Pujol, Univ ersitat In ternacional de Catalun y a

12:40 Break for lunc h

14:15 The Game of Fift y-Eigh t Holes: New Examples and New Ideas

(35+10) Irving Fink el, British Museum

15:00 Mancala Games in Brazil: is Board Game a Media?

(25+5) Maurício Lima, Origem

15:30 Game Systems and Rule Mutators

(25+5) João P edro Neto, Univ ersit y of Lisb on

16:00 Closing Session (Man uel V aladares Auditorium)
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4 Abstracts

The So ciable Go ose

Adrian Seville , Cit y Univ ersit y London

Abstract: The Game of Go ose (le Jeu de l'Oie) is a race game pla y ed with

double dice on a spiral trac k for stak es and p enalties paid in to a winner-

tak e-all p o ol. Within this simple format, there are literally thousands of

v ariations of theme, iconograph y etc. In the great ma jorit y of these games,

the pla y er is not required to do an ything except thro w the dice, mo v e the

tok en according to the rules, and pa y to the p o ol as instructed.

This con trasts with certain other race games, in whic h the pla y er is exp ected

to sp eak, e.g. to answ er a question correctly , or mak e a form ula resp onse

or to undertak e some action e.g. b y a prescrib ed �forfeit� observ ed b y the

pla ying compan y . In these w a ys, the game b ecomes more �so ciable�, in the

sense that there is a crosso v er in to what are often called �jeux de so ciété� or

�part y games�.

The presen tation, illustrated b y games across the cen turies and across Eu-

rop e, will explore this in terface. It will also co v er Go ose-t yp e games that,

though not �so ciable� in the ab o v e sense, do nev ertheless deal with asp ects

of so cial in teraction, suc h as lo v e, marriage, the art of con v ersation, and the

dev elopmen t of civilized b eha vior.

Jo gos Matemátic os, a Portuguese Pr oje ct

Ald a Car v alho , ISEL

Abstract: Ludus Asso ciation and other mathematical asso ciations organize

y early the P ortuguese T ournamen t of Mathematical Games ( abstr act games

is the standard term). Since 2005, this tournamen t is gro wing up. In 2008,

1100 studen ts (ages 7 to 17) from all the coun try join at Braga to pla y six

di�eren t abstract games. In this talk w e will see ho w it is p ossible to imple-

men t a pro ject lik e this and wh y it is go o d for the y oung studen ts.

Bo ar d games in the Indian Oc e an: Isop ae de a in history

Alex de V oogt , Univ ersit y of Leiden

Abstract: Researc h on the disp ersal of mancala games is frustrated b y a lac k

of historical evidence p ertaining to rules and pla ying practices. This is com-

p ensated b y n umerous systematic descriptions of mancala games that detail

b oard and rules sho wing patterns of similar games across the con tinen ts.

The question concerning the origin of mancala games has en tered the li-
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terature since the �rst systematic descriptions b y Stew art Culin (1899) w ere

published. Sp eculation w as added that mancala m ust b e African and this

w as supp orted b y the unique presence of four-ro w mancala in Africa and the

complexit y of rules found in Africa and not elsewhere.

Recen t �ndings sho w that four-ro w mancala is found outside sub-Saharan

Africa, for instance in Oman, and that complex rules are not limited to

the African con tinen t. On the con trary , at least t w o distinct w a ys of mo-

ving around a mancala b oard, commonly kno wn as so wing coun ters, can b e

distinguished for Asian mancala games that ha v e no signi�can t presence in

Africa.

Recen t researc h on the Indian Ocean coast of Africa has made it p ossible to

relate trade routes to the disp ersal of four-ro w mancala. Making suc h a con-

nection has a dual purp ose: It sheds ligh t on the history of four-ro w mancala

and it establishes a w a y to understand mancala disp ersal as it is found to da y .

The l'A ttaque family of games: c omp arisons b eyond a p atent

Alex de V oogt , Univ ersit y of Leiden

Fred Horn , Games In v en tor

Abstract: In the study of b oard games, historical researc h on so-called au-

thored games has concen trated on paten ts. Although legal pap ers and paten t

registrations remain imp ortan t sources for tracing the history of these games,

their history is not necessarily limited to what is sealed in writing. The distri-

bution of authored games outside the w estern w orld particularly complicates

the understanding of their history . Connecting games from di�eren t time p e-

rio ds and from di�eren t con tinen ts requires insigh t in the unique elemen ts

of a game, not just from a legal but from a historical p oin t of view.

The p ossibilities and complexities of comparing authored games in an in ter-

national con text is w ell-illustrated b y the game of l'A ttaque and its in�uence

on a series of games that are found in Europ e, the United States and China.

A �rst analysis of the c haracteristics of this game raises the question to what

exten t a similar set of game elemen ts p oin ts at a historical connection.

Chess as a scho ol sp ort: its r elation to ac ademic suc c ess and scho ol inte gr a-

tion

António La go , Basic Sc ho ol F rei Bartolomeu dos Mártires

Luísa Santos , P olytec hnic Institute of Viana do Castelo

Pedr o P alhares , Univ ersit y of Minho

Abstract: W e are dev eloping a study in order to ascertain the p oten tialit y of

c hess as a sc ho ol sp ort for all and to promote a b etter in tegration of c hildren
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considered at risk b y the sc ho ol and ultimately their academic success. This

study will tak e place in a basic sc ho ol (5th to 9th y ears of sc ho oling). W e

ha v e so far administered a questionnaire to studen ts and w e will presen t the

analysis of this data.

A n English R idd le

Arie V an Der Stoep , Univ ersit y of Leiden

Abstract: A thing and the w ord for this thing are an indissoluble unit y . An

example. In 1000 AD w atercourses called 'riv er' ran through England. T o-

da y they are still running, and they are still called �riv er�. If a thing liv es

on but it receiv es a new name, something sp ecial m ust ha v e happ ened. It is

a signal that an in v estigation is necessary . AD 1000 English p eople pla y ed

c hess, and they still do. But in 1000 the game had another name than to da y .

What could ha v e happ ened?

Why ar e games exciting and stimulating?

A viezri Fraenkel , W eizmann Institute of Science

Abstract: Games ha v e a natural app eal, that en tices b oth amateurs and

professionals to b ecome addicted to the sub ject. What is the essence of this

app eal? P erhaps the urge to pla y games is ro oted in our primal b eastly

instincts; the desire to corner, torture, or at least dominate our p eers. A

common expression of these dark desires is found in the passions roused b y

lo cal, national and in ternational tournamen ts. An in tellectually re�ned v er-

sion, w ell hidden b eneath the façade of scien ti�c researc h, is the consuming

driv e �to b eat them all�, to b e more clev er than the most clev er, in short

� to create the to ols to Math - mas ter them all in hot c omb inatorial c omb at!

Reac hing this goal is particularly satisfying and sw eet in the con text of com-

binatorial games, in view of their inheren t high complexit y .
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Combining Mutators and The Math Behind Pr o gr essive Mutators

Bill T a ylor , Can terbury Univ ersit y

Abstract: W e mak e a few remarks on mixing m utators, with esp ecial re-

ference to ho w m utators ma y need to b e mo di�ed to ensure pla y abilit y .

The main topic is the study of m ulti-mo v e m utators, including v arious t yp es

of progressiv e-mo v e m utators, (as in e.g. �Progressiv e Chess� with its 1; 2; 3; 4:::
progression of mo v es p er turn).

A metho d of judging the fairness of m utators is suggested, with commen ts

inspired b y the theory of Div ergen t Series (based on Hardy's seminal w ork),

whic h includes suc h �gems� as

1 + 2 + 3 + 4 + 5 + ::: = � 1=12

and

1 � 2 + 3 � 4 + 5 � ::: = 1=4:

�O Jo go do Cr escimento� and �Col le cta�: exp erienc es of the use of b o ar d

games in the implantation of new administr ation mo dels in Br azilian c om-

p anies

Brian Castelli Azevedo , KDP - Kepler

Abstract: Observing the history of the h uman dev elopmen t w e can note the

great imp ortance of the games as form of transmitting v alues, kno wledge and

so cial living standards to the new est generations. The use of games mak es

p ossible to dev elop tec hnical abilities and b eha viors considering the four as-

p ects that comp ose the in tegral h uman b eing: ph ysical, men tal, emotional

and spiritual. The p erceptions of this fact made the use of the games in

training and, ev en in education, enlarge signi�can tly in the last y ears.

In Brazil, the use of games b y the companies is gro wing. This use is not

restricted only to training designed to transmit tec hnical kno wledge or to

promote w an ted b eha viors. Games, mainly b oard games, are used as an

en tertaining sim ulation of new administration mo dels that should b e un-

dersto o d and incorp orated b y the compan y's collab orators.

This article seeks to presen t and to analyze the pro cess of creation of t w o

b oard games: �O Jogo do Crescimen to� dev elop ed to transmit the Mo del of

A dministration for Comp etencies of the compan y UNIP A C, and �Collecta�

created for the group PEPSICO with the understanding ob jectiv e, b y their
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collab orators, of the Mo del of Rem uneration adopted.

The creation pro cess and pro duction of the games can b e divided in 6 parts:

understanding of the compan y and of the mo del to b e sim ulated; conceptual

creation of the game; v alidation and adjustmen ts; making of a protot yp e;

b eta-test and last adjustmen ts; and �nal pro duction of the game.

Regarding the �rst part (understanding of the compan y and of the mo del)

it can b e noticed the in�uence of the culture of eac h compan y and of the

complexit y of mo del information in the c haracter of the game. It is v eri�ed

the imp ortance of a go o d registration of the information and observ ations of

these c haracteristics b y the resp onsible professional for the accomplishmen t

of this stage.

The conceptual creation refers to the idealization of the mec hanics and for-

mat of the game. In this stage the game rep ertoire and a state of in tuitiv e

p erception constitute essen tial factors for it´s accomplishmen t.

The v alidation phase and adjustmen ts happ en w orking side-b y-side with the

customer. Asp ects as visual iden tit y and mec hanics of the game are ap-

praised in relation to the corp orate norms and essen tial c haracteristics of

the mo del, resp ectiv ely , and v alidated with the adjustmen ts that migh t b e

necessary . A critical factor of this stage is the participation of the resp on-

sible for the creation and/or implan tation of the mo del in the compan y , or

b etter, the clarit y that these ha v e in relation to the essen tial c haracteristics

of the mo del.

Once the visual iden tit y and dynamics of the game are v alidated, and ad-

justmen ts made, it´s time to pro duce one game unit that will b e used in the

b eta-test. In this stage the suppliers c hoice is critical in order to guaran tee

qualit y and time of deliv ery .

The b eta-test refers to the application of the game for v eri�cation of it's

e�ectiv eness and iden ti�cation of p ossible �nal adjustmen ts that can mak e

it more in teresting and dynamic. It w as v eri�ed that the participan ts' c hoice

for the b eta-test should re�ect the pro�le of the public to whic h the game is

destined, as w ell as, the ignorance for these participan ts that it is a test are

the critical factors of this phase.

After the accomplishmen t of the b eta-test and facts to the adjustmen ts that

w ere iden ti�ed, it o ccurs the pro duction of the n um b er of units that the cus-

tomer needs, in this phase the critical factor is also the c hoice of suppliers.

Un til this date, �O Jogo do Crescimen to� w as already applied in the pro cess

22



of implan tation of the Mo del of A dministration b y Comp etence in the com-

pan y UNIP A C, with excellen t results, sho wing the e�ectiv eness of the use of

games in the companies. The game Collecta is in the phase of pro duction

of the units w an ted b y the group PEPSICO and un til Board Games Studies

Collo quium XI accomplishmen t it will b e p ossible to presen t data regarding

it´s application.

T o �nish, w e can iden tify , with the analysis of the creation pro cess of eac h

one of the t w o games, whic h are the critical p oin ts of the executed stages,

allo wing the teams of games creation, that ha v e as ob jectiv e the use of these

in the implan tation of new administration mo dels or with similar ob jectiv es,

to establish plans for their o wn dev elopmen t with creators of games.

A T r ansme dia Comp arison of Game Me chanics in Bo ar d and Digital Games

Brian Ma gerk o , Georgia Institute of T ec hnology

Abstract: Digital computer games are a relativ ely new en tertainmen t medium

that has formed sev eral distinct genres, suc h as �rst-p erson sho oter games

or real-time strategy games. Eac h genre has asso ciated with it a t ypical set

of means that the pla y er in teracts with the game mo del (called game mec ha-

nics). Digital games ha v e y et to explicitly dra w from a w ealth of applied

game mec hanics used in a medium far older and more matured than they

are�b oard games. This talk will explain the researc h goals of the Digital

T abletop Researc h Group, whic h are to a) iden tify the k ey game mec hanics

in b oard games that mak e them engaging or en tertaining and then b) iden tify

ho w those mec hanics relate to curren t or h yp othetical digital games. Rather

than simply explore ho w b oard games can b e adopted to digital coun ter-

parts, w e are in terested in ho w understanding the underlying mec hanics can

b e used to in�uence design inno v ation in the digital realm. A secondary

in terest is in exploring the opp osite relationship b y studying digital games

that ha v e b een adapted as b oard games (e.g. /Do om/ or /Starcraft/). I will

go through sev eral case studies of analyzing mo dern b oard games, presen t

our �ndings, and p oin t to a generalized approac h to conducting this t yp e of

transmedia analysis.

T owar d a classi�c ation of non-ele ctr onic table games

Br uce Whitehill , The Big Game Hun ter

Abstract: Game theorists ha v e long attempted to devise a metho d of classi-

fying or cataloguing the m yriad t yp es of games that exist and ha v e existed.

Scien tists examine sp eci�cs within b oard games, cataloguing games b y their

metho d of pla y . Mo dern game companies separate their game pro duct line

in to c hildren's games, family games, and adult games. Pla y ers use divisions

according to the t yp e of game: b oard game, card game, skill and action
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game, part y games, and other. F urther classi�cation includes b y author,

n um b er of pla y ers, complexit y , and length of pla y . This author examines

whether all the factors used to di�eren tiate games can b e emplo y ed in one

system of classi�cation and attempts to determine if they can b e applied to

all games, past and presen t.

Combinatorial Games and BGS

Carlos Pereira dos Santos , ISEC

Abstract: Mathematics is an exact and abstract science with an h uge n um-

b er of applications. Games are v ery mathematizable. A recen t mathematical

�eld named Combinatorial Game The ory is gro wing up. In ternational So-

ciet y for Board Games Studies holds y early Collo quia with, among others,

a considerable n um b er of v ery go o d game in v en tors. In m y talk i will sho w

ho w mathematics is presen t in their in v en tions.

A lekhine's De ath:Mur der ou natur al c auses?

D a gober to L. Markl , National Museum of Ancien t Art

Abstract: On the 24th of Marc h 1946, the W orld Champion Alexander

Alekhine w as found dead in his b edro om at the Hotel do P arque in Es-

toril. Ov er the causes of his dead the �rst v ersion w as that he c hok ed and

asph yxiated while he w as ha ving dinner in his b edro om. A second v ersion

ac kno wledged a heart attac k.

Ho w ev er, these �rst theories are refuted b y the fact that Alekhine w as pho-

tographed t wice after he w as found dead. The fact that he w as seating in

a couc h, as if he had fallen asleep and ha ving b y his side, on top of a small

table, sev eral in tact pieces of the dinner service and the un touc hed fo o d

pro v ed that his didn't died c hok ed, for the natural violen t con vulsions w ould

pro v ok e his fall from the couc h and the break of some ceramic.

Another susp ect evidence is the fact that, comparing b oth photos, some ob-

jects are placed in di�eren t p ositions. This fact leads us to b eliev e that it

w as a forged scene mean t to disguise a m urder.

T o da y w e kno w that the Romanian industrial Aristides Sain, whic h b y that

time liv ed in Estoril, recen tly declared that he w as called that nigh t b y the

p olice to iden tify a b o dy of man that held in his p o c k et a visiting card with

his name. It w as Alekhine. Sain learned that Alekhine w as killed in the

place that his b o dy w as found. A park close to the Hotel do P arque.

Wh y he w as killed? W e supp ose it w as the P ortuguese p olitical p olice, b y

that time the PVDE, along with the so viet p olice and p ossibly with others
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form the Allies coun tries. The cause? Alekhine had b een a collab orator of

the Nazi regime.

A serious con�ict had emerged in the So viet Union when Botvinnik agreed,

against the disp ositions of the so viet go v ernmen t and the c hess federation, to

pla y one matc h for the W orld Championship against Alekhine. This matc h

w ould b e held in England and curiously the next da y to Alekhine's dead a

telegram arriv ed to Estoril con�rming the date of the ev en t.

Kno wing of these facts the secret p olice acted and set the scenery of dead

b y asph yxiation.

Some r andom thoughts on chanc e and skil l

D a vid P arlett , Games Sc holar and Games In v en tor

Abstract: Games are ancien tly and p opularly divided in to three classes:

games of skill suc h as Chess and Go, games of c hance suc h as Snak es and

Ladders and Roulette, and games of mixed c hance and skill suc h as Bac kgam-

mon and Bridge. Suc h categorization is paten tly inadequate. It is sligh tly

more adequate to demolish the divisions and regard c hance and skill as p olar

opp osites of a single con tin uum, so that an y giv en game ma y b e regarded as

in v olving x p er cen t skill and (100 � x) p er cen t c hance.

But then skill and c hance are themselv es inadequate terms. Games in v olv e

man y di�eren t forms of c hance, some of whic h are p erceiv ed rather than real.

A more appropriate term for this end of the sp ectrum is uncertain t y , or un-

predictabilit y as to the outcome of a game. All games b y de�nition in v olv e

a degree of uncertain t y , for if the outcome of a game w ere ev er en tirely cer-

tain or predictable there w ould b e no p oin t in pla ying it. Hence, in a sense,

there is no suc h thing as a game of �pure� skill. What are the elemen ts of

uncertain t y or t yp es of c hance that ma y b e encoun tered in games? Can they

b e categorized, and if so, to what exten t are they relev an t to a classi�cation

of games?

A t the opp osite end of the sp ectrum lies the an tidote or coun ter to un-

certain t y , whic h is the degree, if an y , to whic h a pla y er ma y con trol or at

least in�uence the outcome of a game. The opp osite of uncertain t y is b et-

ter c haracterized as con trollabilit y rather than skill, as skill itself is not an

atomic prop ert y: there is no suc h thing as a single, univ ersal �skill at games�

but rather man y di�eren t t yp es of skill. P eople tend to pla y those games

for whic h their particular talen ts suit them, or, if their talen t is not one of

con trollabilit y , to whic h they are most attuned b y temp eramen t. What are

the elemen ts of con trollabilit y , or t yp es of skill, that ma y b e encoun tered in

games? Can they b e categorized, and if so, to what exten t are they relev an t

25



to a classi�cation of games?

Also relev an t to an enquiry in to c hance and skill, or uncertain t y and con-

trollabilit y , is a consideration of v alue judgmen ts. Wh y do so man y p eople

extol games of high strategy suc h as Chess and Go to the relativ e detrimen t

of games of c hance? T o what exten t do they do so on grounds of in tellectual

arrogance and to what exten t on grounds of moralit y (b y asso ciating games

of c hance with gam bling)? T o what exten t are suc h critiques v alid?

Inciden tally , do es skill at games include skill at c heating? And do es the use

of �magic� coun t as c heating?

These and similar questions I p ose only b ecause they are in teresting, and

not b ecause I ha v e an y in ten tion (or pretension) of answ ering them.

On Pr oblem Design in Games

D a vid W olfe , Gusta vus A dolph us College

Abstract: Astutely p osed problems can serv e m ultiple goals in the �eld of

games. More than merely en tertaining the though tful, problems can further a

researc h agenda and connect researc hers and games practitioners. I'll presen t

examples from b oth p opular and abstract games, as I discuss ho w problem

design can a�ect the games culture.
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Origami: its history and mathematics

F á tima Granadeir o , Agrupamen to de Escolas de Carca v elos

José Manuel R odrigues , ES Eça de Queirós

Abstract: One of the main attractions of using origami, the Japanese art of

pap er folding, is that, b y de�nition, it requires the use of y our hands; the

laten t mathematical learning will then happ en.

W e will tak e y ou in to a journey to its past and a trip through time that will

allo w y ou to build an origami �gure, p erhaps the w ater b om b or a cub e or

ev en, who kno ws, the famous crane... but most imp ortan t of all, w e will use

only the set of axioms published b y Humiaki Huzita in 1992. Eac h applica-

tion of an axiom is akin to folding a sheet, using some features of the sheet,

lik e p oin ts and lines, and then unfolding it again. In the mean time, w e'd

lik e to sho w ho w this p o w erful set of axioms allo ws y ou to solv e an ancien t

problem: The trisection of the angle, whic h has no solution within Euclidean

geometry .

Games as Cultur al Pr actic e: Post Colonial Imaginations

Francisco Or tega-Grimaldo , T exas T ec h Univ ersit y

Abstract: It is m y b eliev e that b oard games are a v ery strong medium to

presen t so cial issues and b e used to stim ulate dialog, a w areness, and ev en

a c hange of opinion on those who pla y them. Board games, in con trast to

In ternet games, promote a direct connection b et w een individuals, they al-

lo w a direct dialog that electronic media, ev en no w, has not b een able to

repro duce. The capacit y of In ternet games to promote so cial problems has

b een explored with in terest b ecause of the app eal on tec hnology and b ecause

of the immediacy that the In ternet allo ws. Still, so cial issues, ev en in our

fast paced w orld, are mostly settled in p erson. In debates, confron tation,

p olitical manifestations, or �gh ts. F or this reason, our �arc haic� w a ys of

pla y , meaning the use of b oard games, can serv e as the means to presen t

di�cult-to-talk issues.

In m y researc h, I explore the issues related to immigration b et w een the p o-

litical b orders of Mexico and the United States. I presen t this theme in

b oard game scenarios that illustrate the problematic b eing faced b y these

t w o coun tries and b y the p eople a�ected b y the unsettled issues. T opics lik e

drug dealing, sm uggling, illegal crossing, abuse, and the searc h for a b etter

life are included in three games that I am presen ting to sp eci�c audiences in

order to arc hiv e their reactions to the games and to the US-Mexico b order

problematic. Conclusions ha v e not b een reac hed y et but I am in terested in

presen ting the pro cess for this researc h.
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Opp onent: enemy or c omplementary?

Gasp ar Pujol , Univ ersitat In ternacional de Catalun y a

Abstract: Games (as opp osed to c hildish casual pla y) are inconceiv able wi-

thout rules, and those without a goal. That goal, whic hev er it is, m ust

presen t some kind of di�cult y or c hallenge to pla y ers. Without that di�-

cult y , that �something not trivial� to ac hiev e, there is no game. One of the

premises in games is that the �nal result is not kno wn, and that uncertain t y

is what mo v es pla y ers to pla y . As this uncertain t y is caused b y the c hallenge

that the game itself presen ts, without c hallenge the in terest for the game

falls to minim ums.

Ho w should one �nd this c hallenge? Ev en though y ou can pla y alone with

puzzles there is no b etter c hallenge that �nding a w orth y opp onen t for pla y-

ing. An opp onen t can presen t the optimal c hallenge, and in the end, allo w

prop erly pla ying a b oard game. But is this opp onen t really an enem y? Are

w e really comp eting with our adv ersary? Is our an tagonist really �gh ting

against us? Are w e riv als or just pla y ers? W e will �rst analyze all these

terms et ymologically to put do wn m yths ab out gaming, pla y ers and comp e-

tition.

F ollo wing that w e w ould discuss the idea of the opp onen t as complemen-

tary , eliciting the analogies with traditional cosmological sym b ols suc h as

the Yin-Y ang. W e w ould see that the opp onen t allo ws and limits the game

at the same time, and that it has to b e understo o d as a re�ection of oneself.

The altering is dissolv ed in to the unit y , and b oth p oles (b oth pla y er and

opp onen t) b ecome one in the game.

So in short this comm unication re�ects some philosophical and an throp ologi-

cal implications ab out the �gure of the �opp onen t�, essen tial in b oard games.

A r chime des's Stomachion

Henrique Leit ã o , Univ ersit y of Lisb on

Abstract: Arc himedes's �Stomac hion� is one of the lesser w orks of the famous

mathematician from Ancien t Greece. The con v oluted history of its textual

transmission com bined with the di�cult y in in terpreting the fragmen ts of

extan t text has obscured the true meaning of the w ork; usually it has b een

in terpreted as some sort of game. Ho w ev er, paleographic �ndings and new

in terpretations in recen t y ears seem to ha v e shed a new ligh t on this strange

and di�cult text. In this presen tation I will summarize the history of this

text commen ting on its p ossible in terest for the history of b oard games.
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The Game of Fifty-Eight Holes: New Examples and New Ide as

Ir ving Finkel , British Museum

Abstract: The ancien t Game of Fift y-Eigh t Holes w as one of three long-

lasting b oard games from the w orld of the ancien t Near East. Mysteriously ,

this game ac hiev ed widespread in ternational p opularit y o v er some t w o mil-

lennia. The game as usually reconstructed b y writers to da y , ho w ev er, seems

deadly b oring. This pap er will reconsider the arc haeological evidence, and

with the help of some newly-disco v ered examples will outline the history and

ev olution of this game, and sho w ho w the desire for a more in teresting and

comp elling con test came in time to a�ect the v ery design of the b oard.

Metr omachia - an ancient p e dago gic al game

Isabel Ca t arino , ES Pinhal No v o

Abstract: Metromac hia is a game that unfolds in an imaginary w ar scenario,

deeply in�uenced b y mediev al ideas, ev en though it w as a time of lib eration

from obscure concepts. T w o armies tried to defend their castles and conquer

their enem y's. Metromac hia can b e apprehended as a w ar game included in

the family of the abstract games.

Metromac hia w as a game where all the elemen ts of the t w o armies �gh ting

eac h other w ere represen ted b y plane �gure and geometric solids. The hie-

rarc h y w as c haracterized b y the attributes of eac h piece.

As a game where t w o geometrical armies face eac h other, all mo v es, blo c k a-

ges and captures are grounded on mathematical concepts and kno wledge,

namely arithmetic and geometry .

The �"� �o����� , sive Ludus Ge ometricus , it's a game created in 1578 b y

William F ulk e, professor in Cam bridge.

The use of pit and p e ebble games in e duc ation: Bene�ts and limits

Jean Retschitzki , F rib ourg Univ ersit y

Abstract: Man y authors ha v e claimed that pla ying b oard games should bring

sev eral b ene�ts in di�eren t asp ects of c hildren's life: motor skills, so cial abi-

lities, cognitiv e pro cesses.

W e will review the literature ab out pit and p ebble games in education. Un-

til no w w e found mainly sup er�cial suggestions, a few rep orts or testimonies

ab out p ositiv e outcomes but only a few results of go o d researc h pro jects.

The a v ailable data are not conclusiv e and more rigorous researc h needs to

b e done b efore one can b e con�den t that b oard games in general, and man-
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cala games in particular, ha v e p ositiv e e�ects on instruction in general.

Because of the nature of the rules go v erning pit and p ebble games, most

educational prop ositions are ab out mathematical concepts. W e will discuss

the p ossible activities at di�eren t ages, ranging from elemen tary sc ho ols to

college studen ts. W e will discuss the imp ortan t concept of �Mo v es in hand�

and sho w ho w it could b e used in a curriculum.

Game Systems and R ule Mutators

Jo ã o Pedr o Neto , Univ ersit y of Lisb on

Abstract: Abstract games, lik e almost all other games, are rules and mate-

rial. In the design of new abstract games, sometimes the original rule idea

comes �rst, sometimes the a v ailable material de�nes ho w the rules are created

and �xed. This latter mo de is quite common in what w e call game systems:

a set of gaming hardw are used to pro duce new games under its material p os-

sibilities. P erhaps the most famous of all game systems is the dec k of cards

with literally thousands of games through History and Geograph y . There are

other game systems, some traditional, lik e Dices or Domino es; some commer-

cial, lik e Icehouse or Piecepac k. W e wish to presen t t w o new game systems

that man y p eople already ha v e in their houses: the c hess/c hec k ers set and

the Go set. W e will also talk brie�y ab out a new w a y to think ab out abstract

games: rule m utators.

Polyhe dr on puzzles: c ombinatorics and gr oups

Jor ge Rezende , Univ ersit y of Lisb on

Abstract: In this talk w e shall discuss the construction of the p olyhedron

puzzles and, at a v ery elemen tary lev el, the mathematical concepts in v olv ed

and the p ossible scien ti�c dev elopmen ts. W e shall treat the follo wing topics:

1. Construction of the puzzles using com binatorics.

2. P olyhedron puzzles, symmetric groups and isometry groups.

3. Construction of the puzzles using group theory .

4. Existence of solutions and the problem of coun ting them.

5. Generalizations.

The Game of Dashavtar

José Carlos Quadrado , ISEL

Abstract: Hand made Ganjifa Cards reminds ev ery one ab out ric hness of the

art w ork. These cards are made from circular pieces of pap er on whic h in-

tricate designs of Dasha vtar (T en A vtars of Go d Vishn u) are hand pain ted.
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The pain tings ha v e in tricate patterns depicting ro y al lifest yle as w ell as spi-

ritual b eliefs of the p eople in Asia, dating bac k to almost the 7th cen tury .

The m ythological �gures are pain ted with Chitrak atha, T emple or Ganjifa

st yles. Images b elonging to the Chitrak atha st yle are of b old nature, with

the �gures depicting some action. T emple st yle usually p ortra ys deities in a

sitting p osition. Ganjifa is more st ylish and depicts the ten incarnations of

Lord Vishn u.

The game expansion in Asia had some dev elopmen ts related with the ma jor

trade ev en ts, as the silk road, and the P ortuguese presence in India, among

others. No w ada ys the game existance supp orts the preserv ation of ancien t

mark ets with minimal damage to the surrounding ecosystem, tourism acti-

vities and large-scale tree plan tations. These places pro vide inspiration and

spiritual regeneration. They are a p o w erful represen tation of the forces of

nature. Ecotourism sustains these resources, not only b ecause they serv e as

an ev olutionary link to our future, but for the pure jo y of exp erience. And

all due to the game pla y ed in the honor of the Go ds.

Dr aughts and A c ademie des Jeux

Jur gen Stigter , TW A

Abstract: Ho w do y ou kno w when and where a game w as pla y ed and ho w

p opular it w as? The evidences come from written accoun ts and illustrations,

game artifacts found and linguistic analysis. But the reason for men tioning

a game - or not - are erratic, so it is v ery di�cult to dra w �rm conclusions

from this evidence. E.g., it ma y b e the case, that c hess w as a �sexy� game,

ab out whic h m uc h w as written, though it ma y not ha v e b een pla y ed m uc h,

while on the other hand draugh ts w as often pla y ed, but not a game y ou

w ould lik e to write ab out. It w ould not b e in teresting to explain its rules,

b ecause these w ere w ell-kno wn! F ollo wing a query from Arie v an der Sto ep,

I w en t through the man y editions from A cademie des Jeux (whic h all con tain

c hess). The earliest evidence of the ��at game� is a fron tis in 1723, sho wing

it w as pla y ed and m ust ha v e had some p opularit y , but without reference in

the text itself ! Can one conclude that c hess w as less w ell-kno wn?

Origami's Ge ometry

Liliana Monteir o , F CUL

Abstract: Origami is the famous Japanese art of folding pap er. In this

presen tation y ou will �nd out that there are essen tially only sev en p ossibi-

lities for one single Origami fold. These form the Huzita-Hatory Axioms for

Origami, and they will b e sho wn to y ou b y the in teractiv e geometry program

Cinderella. Y ou will also see that this geometry go es b ey ond Euclidean Geo-

metry , solving the classic problems of trisecting an angle and doubling a cub e.
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Mathematic al Games

Maria D as Dores Ferreira , Univ ersit y of Minho

Pedr o P alhares , Univ ersit y of Minho

Jor ge Nuno Sil v a , Univ ersit y of Lisb on

Abstract: The national c hampionship of mathematical games in P ortugal is

on its 4th edition, with a great success. But what is a mathematical game?

And ho w can w e sa y that b et w een t w o di�eren t mathematical games, one is

more mathematical than the other? W e will presen t a framew ork that will

help us answ er these t w o questions.

Manc ala Games in Br azil: is b o ar d game a me dia?

Ma urício Lima , Origem

Abstract: There is no evidence of the presence of mancala pla y ers in Brazil

to da y . San tos Silv a, a P ortuguese mancala researc her, do es not men tion a

Brazilian presence in his b o ok on Angolan mancala dating from 1995. Lase-

bik an men tions the rep eated in tro duction of the Nigerian game of A y o to

the cit y of Salv ador in the 1960s in whic h he himself to ok part. The Brazi-

lian folk researc her Câmara Cascudo men tions that the blac k p eople used to

pla y a game named A-í-ú in that cit y in the b eginning of the XX cen tury .

Recen tly , in a attempt of Alex de V o ogt, this game w as only found in a

m useum of W est African culture in that same cit y and pla y ers app eared to

b e recen t African immigran ts. There are man y cities in Brazil created b y

African descenden ts. A researc h in this sub ject in that places will preserv e

the memory of a particular asp ect of the culture they brough t to the coun try .

It will happ en in 2008 as a pro ject of researc h to the P on tí�cia Univ ersidade

Católica de Minas Gerais.

Co op er ative Str ate gies in Bo ar d Games

P a ula F alcã o , KDP Kepler

Abstract: Despite the traditional comp etitiv e approac h to all kinds of games

- including b oard games -, since John Nash in tro duced the co op erativ e dy-

namics to the theory of games, the searc h for alternativ es to a strategy for

co op erativ e, am using and c hallenging b oard games has b een increasing.

This pap er has t w o main purp oses:

1. T o conceptualize co op erativ e, comp eting and comp etitiv e b oard games.

2. T o sho w the main c hallenges of pla ying co op erativ e games, namely:
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a) Change in strategic pattern - ho w to reorganize m y thinking in order

to win with, meaning w e win co op erativ ely with other p eople, instead

of winning against them?

b) Challenges of in terp ersonal relationship - ho w can I articulate m y re-

lationships in order to ac hiev e b oth m y goal and the other p eople's

goals?

c) Change in paradigm - is it p ossible to build a w orld where ev ery one

wins together?

With this in mind, I will b e using the w ork of Nash, T erry Orlic k, Fábio

Brotto and m y o wn exp erience with b oard games in training and dev e-

lopmen t of p eople as the basis for m y lecture. I will sho w some co op erativ e

b oard games to the p eople presen t and explain ho w the third generation

games suc h as T an trix, Carcassonne, Catan and San Marco can b e adapted

for a co op erativ e strategy .

History, Exhibitions and A ctivities - Bo ar d Games in a Museum c ontext

P a ulo Dias , Museum of Science, Univ ersit y of Lisb on

Abstract: Museums of science are not sc ho ols and teac hing scien ti�c con-

ten t is not among their ob jectiv es. Their mission encompasses stim ulating

a w areness to w ards scien ti�c pro cesses, while at the same time pro viding a

so cial and historical con text.

When kids pla y abstract games they con tact with a reasoning metho d. This

is also a main goal in con v en tional mathematics. This is the reason wh y

abstract games �t a m useum of science lik e �sh in w ater.

The Museum of Science deliv ers educational programs and activities in the

areas of Mathematics, Exp erimen tal Sciences and Astronom y for sc ho ol

groups of all ages. As far as Mathematics is concerned, a set of c hallenges

and b oard games is prop osed to stim ulate abstract reasoning in visitors -

namely Amazons, P a wns, T ak e-a w a y , Mancala, Hex, T ra�c Ligh ts, Slime

T rail, 5 in a ro w (3-D). In this comm unication, I will presen t a few of these

b oard games - namely T ak e-a w a y , T ra�c Ligh ts, Slime T rail, and discuss

their imp ortance for the Museum.

On the use of the chess game to r epr esent famous b attles

Pedr o P alhares , Univ ersit y of Minho

Abstract: The game of c hess has attracted great passions throughout its

history . Some of its en th usiasts ha v e pushed c hess in order to represen t dif-

feren t kind of situations. Lewis Carroll used a c hess game to b e the cen tral
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elemen t of one of Alice's stories. The struggle b et w een go o d and evil (the

latter represen ted b y the devil himself ) has b een the theme of a series of

problems. There w ere also some attempts to use c hess to represen t battles.

This has o ccurred in the end of the 19th cen tury and b eginning of the 20th

cen tury in a p erio d where the �rst w argames w ere in fact app earing (al-

though apparen tly w ere y et to o exp ensiv e to b ecome really p opular). In this

presen tation I will lo ok in to t w o examples of these trials, examining the w a y

the main problems link ed with this represen tation w ere solv ed.

Goths, Vikings and Hanse atic T own�gaming pie c es fr om ar che olo gic al exc a-

vations in Elblag, Poland

Piotr Ad amczyk , The Museum of Arc heology and History in Elblag

Abstract: Presen tation will sho w some arc heological �ndings of gaming

pieces whic h can b e found in Museum of Arc heology and History in El-

blag, P oland. They are mostly unkno wn outside P oland.

There are three main sites of our arc heological exca v ations: v ery big Gothic

cemetery in W eklice (80-300 A.D), Viking settlemen t/trade emp orium: T ruso

(VI I I-XI cen t. A.D.) and Old T o wn in Elblag (since XI I Ith cen tury). Exca-

v ations, started in early 80's, brough t us so far man y to ys and gaming pieces,

made of di�eren t materials, suc h as: w o o d, am b er, b one, horn, stone.

A Historic al Survey of Combinatorial Game The ory

Richard No w ak o wski , Dalhousie Univ ersit y

Abstract: Com binatorial Games (essen tially games with p erfect information

that ha v e no c hance devices lik e dice) ha v e b een around for millennia. Eac h

successful game has had its prop onen ts who disco v er tric ks, heuristics and

strategies of the game�witness the n um b er of b o oks written on Chess, Go

and Chec k ers, for example. Ho w ev er, the �rst complete (mathematical) ana-

lysis of a non-trivial game did not app ear un til 1902. It w as not un til the

1930s that a more general theory w as teased from this pap er. I will presen t

a brief history of this y oung �eld including the p eople and the main ideas.

Educ ation via a b o ar d game: understanding for e c asting b asics

R ozainum Abdul Aziz , Univ ersit y T ec hnology Mara

Abstract: The purp ose of this presen tation is to put forw ard a �learning and

teac hing� strategy through a b oard game, whic h w e call �n un-forecaster�.

The whole idea is to in tro duce forecasting to studen ts. Nun-forecaster is a

metaphor to camou�age learning and teac hing, through an activit y .

This game sym b olizes the signi�cance of planning, then w e go deep er in to
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forecasting in a business or ev en in our ev eryda y life. The game tak es us

through a journey of ups and do wns and uncertain ties where w e are not sure

of what lies ahead so w e are forced to accept circumstances here. Nev erthe-

less, w e m ust pro ceed till w e �nish.

In the ev en ts, eac h of whic h w e can form ulate through mathematics and ex-

plain b eha vior, consequences etc. so as to o�er insigh ts and solutions. The

game is lik e �snak e and ladder� in the �ups and do wns� squares. This game

tests p ersev erance, patience and educators.

Pla y ers can b e sc ho ol c hildren, college and univ ersit y studen ts to academi-

cians and researc hers. Eac h group with di�eren t lev els of understanding.

Companies can use this as ice break er for their training sessions. Sc ho ols

can use this to stim ulate the class and adopt a new approac h of learning and

teac hing�i.e. use the b oard game; a platform to dev elop and build kno w-

ledge from.

W e hop e education can also b e acquired through a b oard game lik e this and

that it should not b e pla y ed just at home with family mem b ers and friends

leisurely , but bring it out in a formal class in a sc ho ol, in a univ ersit y and at

w ork. Hence, teac hing and learning can b e made more in teresting and more

stim ulating.

T o the high lev el readers, an insigh t in to a mathematical mo del prop osed

is giv en in concept with the hop e that b oth academicians and practitioners

will progress in ac hieving forecast accuracy . The mo del explains the use of

probabilit y distribution against p oin t forecasts, the cost function and funda-

men tals of Ba y esian metho dology in approac h.

Previous observ ations through pilot study , p ostal surv ey , case study and a

follo w-up surv ey form as a basis in form ulating the mathematical mo del ex-

plained. In writing the pap er w e attempts to giv e explanations for and cost

e�ects of imp erfect forecasts, an o v ersigh t whic h frequen tly o ccurs to ma-

nagemen t.

Bo ar d game, Astr onomy and Astr olo gy�a new invention of the King of

Mysor e

Ranga char V asantha , Sri Krishnadev ara y a Univ ersit y

Abstract: P ac hisi, the national game of India is the classic and most in-

teresting of all the race games, in whic h t w o or more pla y ers toss the dice

to maneuv er their pieces to get �home� �rst. The incredible pleasure of this

game is probably due to the fact that the game com bines b oth luc k and skill.
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Krishnara ja W o dey ar I I I, the Mahara ja of Mysore (1794-1868 AD), a com-

p eten t mathematician and a philosopher in v en ted a new t yp e of P ac hisi game

for nine pla y ers com bining geometrical shap es link ed with nine planets and

t w elv e zo diac signs. Placemen ts of the pa wns are in accordance with the

astrological science, prearranged with the planets. When dice are rolled, the

n um b ers on the dice directs the pa wn to b e placed on a particular place in

the zo diac sign, where eac h planet is the lord of the resp ectiv e zo diac sign.

My pap er mak es an in-depth in v estigation and analysis of this m ysterious

P ac hisi game, whic h is complex, and demanding.

A ncient A meric an Bo ar d Games, I: F r om T e otihuac an to the Gr e at Plains

Thierr y Dep a ulis , P aris

Abstract: Besides the ubiquitous patolli�a race game pla y ed on a cruciform

game b oard�the Aztecs had ob viously a few other b oard games. Unfor-

tunately their names ha v e not b een recorded. W e o w e to Diego Durán,

writing in the last quarter of the 16th cen tury from lo cal sources, some

hin ts of what app ear to b e a �w ar game� and a second, di�eren t race game

that he calls �fortuna�. A close examination of some pre-colum bian co dices

sho ws a rectangular design with a c hequered b order, together with b eans and

�draugh tsmen�, whic h has correctly b een in terpreted as a b oard game. Man y

similar diagrams can b e seen carv ed on stone in temples and public places,

from T e otihuac an (c. 4th-7th cen tury AD) to late T olte c times (9th-12th

cen tury AD). Of this game to o w e do not kno w the name. It has ten tativ ely

b een called quauhp atol li (�eagle- or w o o den-patolli�) b y Christian Duv erger

(1978)�although this seems to ha v e b een the classic p ost-conquest Nah uatl

name for the game of c hess�or, not m uc h b etter, �proto-patolli�, and more

concretely �rectángulo de cin tas� (rectangle of bands) b y William Sw ezey

and Ben te Bittman (1983).

The lac k of an y represen tation of this game in all p ost-colum bian co dices,

as pain ted b y Aztec artists commissioned b y Spanish sc holars in terested in

the Aztec culture, is clear indication that the game had disapp eared b efore

the Spanish conquest, at least in cen tral Mexico. No Aztec site sho ws an y

suc h b oard. F ortunately this game had surviv ed un til the 20th (and 21st!)

cen tury but lo cated in the T ar asc an coun try , no w the state of Mic hoacán. It

w as disco v ered, unc hanged, in a T ar asc an (Purep ec ha) village b y Ralph L.

Beals and P edro Carrasco, who published their �nd in 1944. A t that time

Beals and Carrasco had no idea the game w as attested in early co dices and

T e otihuac an to T olte c arc haeological sites. In Purep ec ha the game is called

k'uil lichi .

There is evidence of an ev olution that led to a simpli�cation of the game:

less trac ks, less games men (in fact only one p er pla y er, while k'uil lichi has
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four), and less �dice�. F rom a �complex� race game, the new debased v ersion

turned to b e a simple single-trac k race game with no strategy at all. It is

p ossible that this pro cess to ok place in Mic hoacán (a few examples of the

simpli�ed game w ere found in some T ar asc an villages.) Also it seems the

widespread use of the Nahua language, whic h the Spanish promoted, led to

calling the game and/or its dice patol. As it w as, patol pro v ed to b e v ery

app ealing and b ecame v ery p opular in the Mexican W est, �nally reac hing

the Northeast, that is the presen t North w est of Mexico and South w est of the

United States.

This seems to ha v e b een a recen t trend, since its progress w as observ ed with

m uc h detail b y missionaries living in close con tact with the Indians along

what w as called the �Camino Real�, the long high w a y whic h led from w estern

Mexico to what is no w New-Mexico in the U.S. The Spanish themselv es seem

to ha v e help ed the game in its di�usion, una w are of its presence. It is clearly

with the Spaniards that the patol game, sometimes also called quince (�f-

teen), the name of an extremely p opular gam bling game with cards, reac hed

the American South w est and settled in the Pueblo and the Zuni coun tries.

It is there that some new comers, coming from the North or from the Great

Plains, and getting in con tact with the Pueblos in the 18th cen tury , found

the game and to ok it o v er. The Kiowas and Kiowa Apac hes are noted for

their zohn ahl (or tsoñä ) game, while the A r ap ahos call it ne'b äku'thana . A

careful examination of zohn ahl sho ws that it has k ept the basic features of

an ancien t game that came�in Spanish times�from Mexico and ma y ha v e

b een p opular under T e otihuac an . Its spread north w ard - through the T ar as-

c an coun try - is, hop efully , w ell do cumen ted.

Bo ar d Games in A ncient Ephesus

Ulrich Schädler , Musée Suisse du Jeu

Abstract: In collab oration with the Austrian Arc haeological Institute a

pro ject has b egun in 2007 with the aim to pro duce a complete do cumen ta-

tion of the b oard games to b e found in the ancien t cit y of Ephesus (T urk ey).

The pap er discusses some preliminary results. The b oards of suc h games

app ear as incised patterns scratc hed in to the marble pa v emen ts of buildings,

colonnades and streets, but also as professionally cut marble gaming tables.

During the �rst campaign of 4 w eeks in July 2007, 240 patterns ha v e b een

found, 15 of whic h in the basilica of St. John (6th cen tury AD) outside the

Graeco-Roman-early Byzan tine to wn. T w o p oin ts ha v e to b e stressed:

1. There are man y �wheel�-patterns whic h raises doubts concerning their

generally accepted in terpretation as �round three men's morris� b oards.

2. The b oards in the basilica of St. John di�er completely from those in
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the Ephesus itself and b elong to games kno wn from the Arabic-Islamic

w orld, including �nine men's morris�.

R evival of T r aditional Bo ar d Games - Pr osp e cts and R etr osp e cts

V. Balambal , Univ ersit y of Madras

Abstract: India, esp ecially T amilnadu is home for man y traditional b oard

games lik e Snak e and Ladder(P aramapadam), Tiger and Goats (A du Pu-

liattam), Pit and P ebble game (P allankuzhi or Mancala) and Ludo (T a y ak at-

tam). Most of these games w ere pla y ed b y the rural p eople just for recreation

during rain y season when they w ere unable to go for their agricultural acti-

vities or during their lunc h break during w orking da ys. They nev er used an y

�made b oards�, and used the a v ailable materials for pla ying the games. In

course of time, the p eople sho w ed v ery little atten tion to these games.

In recen t times, there is an a w ak ening regarding the games due to in terest

sho wn b y some researc hers lik e presen t author. The researc h w ork under-

tak en in this �eld w as really an ey e op ener. Slo wly lik e a mo v emen t, the

in terest for the games is felt lik e an under curren t. The author to ok it a

pro ject to study whether a reviv al w as p ossible. More than the rural areas,

the in terest for traditional games is felt and infused b y di�eren t actions in

the cities and to wns to o.

The out come of the e�orts is v ery encouraging. The reviv al of b oard games

is made p ossible b y follo wing certain practical steps:

1. Creating a w areness among the studen ts ab out the b oard games b y

conducting simple and in teresting w orkshops.

2. In tro ducing Mancala in the Primary sc ho ol lev el to teac h Arithmetic.

3. Including it in the lo cal festiv als.

4. Conducting p erio dical W ork shops for the teac hers and paren ts.

5. Making the Ph ysically Challenged and Sp ecial c hildren pla y the tradi-

tional b oard games as a therap y .

6. Enric hing the lo cal m useums with game b oards and game pieces with

some literature.

7. Conducting w ork shop for the Museum guides ab out Board games.

8. In v olving studen ts in b oard games during Summer Camps.

9. Organising Board Games comp etitions not only for studen ts but for

p eople of all ages.
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10. W riting articles in p opular news pap ers and magazines ab out these

games with nice illustrations.

These ab o v e attempts ha v e b een pro v ed to b e fruitful in the metrop olitan

cit y of Chennai in India and it has giv en a hop e that the traditional b oard

games whic h ha v e man y uses and v alues could b e w ell reviv ed. This pap er

is based on the p ersonal exp eriences of the author who is v ery hop eful of re-

viv al of the games with the co op eration of the c hildren, paren ts and teac hers.
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