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Abstract

Board games has to a large degree, been studied bashistorical sources. Ironically, this is
true even for prehistoric games, where the Icetasdgas have been used as a starting point for a
deductive hunt for the mysterious game Hnefatadtek studies of gaming have to a large extent
been transferring older research results. Accortbrippe author, this has created a rather skewed
picture of historic games, which he means to proide.

The author of this thesis will use gaming matefiam Scania as a starting point for an
inductive study. Both archaeological and histore@lrces will be used as a basis for the results,
but due to the over-representation of historicadligs on the subject, the archaeological material
will be given far more room in this study.

For the analysis of the Scanian material, studie® fthe whole Scandinavia will be used
as a comparison material. The objective of theishedl be to connect gaming items to their
user, and to shed some light on what made perddhe past take up gaming.

The author manages to deconstruct many of the widetepted interpretations about
historic and prehistoric gaming. Checkered gamiogrtts from the Iron Age cannot be accepted
without question as being used for Hnefatafl, Cheas not a game for knights alone, and
women and children might have had an even biggergiahe evolution of board games than
previously acknowledged.
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1. Prologue

1.1. Introduction

| have been interested in board games for a lang.tin my family and amongst my friends a
common way to socialize is to spend some time tagedver a thrilling game. The games we
play today are of course not entirely the saméiaset played a thousand years ago. My interest
for historical games was awakened in 2009, whenrdteva thesis about board games in
medieval Scania during my second semester of historical archagoi®pjuth 2010). | then
came up with the subject by chance when | sawtangiof some medieval gaming pieces on the
cover of a book (Martensson 1976). During thist fiteesis | had difficulties in finding enough
literature, and also had trouble getting a comprsive overview of the subject. | therefore
decided to write my thesis as a research review.tfsis focused mainly on Swedish research,
and how board games had been dealt with, whatddirichds had been made and how they had
been interpreted. By the end of my thesis the rebdaad awakened a lot of questions, some of
which I will deal with in this work.

1.1.1. Problem formulation

The research on the topic of Scandinavian boarcegaslimited. Most of the research questions
are based on the types of board games that haveftneed, and how they have been played. In
my view some of the results in this research alenmsto be quite speculative. There is, for
example, still uncertainty and disagreement aboluatwgaming pieces were used for which
game. However, my interest is not primarily to knavich games were played and what rules
were used, actually, for our understanding of th&t guch information is of little use, even ifst i
indeed very interesting. For me it is not only ldwger social structures that are interestingad fi

it more relevant to know what kind of people playgaimes and why. My interest lies with the
single individual, in this case the gamers. My obyje is to get beneath the skin of the historic
gamers. Who were they? What motivated them to pdatain games? What really interests me is
who the actual actors behind the board games Werst researchers have some ideas about who
the past gamers were, but it has seldom been fleetadf an investigation and they therefore
have quite a small basis for their results. Sorsearchers have portrayed board games as a male
hobby, but is there any reason to believe thisyene females just as engaged? Moreover was it
a hobby for adults, perhaps even restricted torgfd@/ere specific games exclusive for different
social classes?

In order to reach the persons behind the board gdmell first of all have to make a
typology of some of the gaming pieces. For examiplewant to know whether the common
people played Chess during the Middle Ages, | fisste to know what pieces belonged to Chess
and which did not, and in what social contexts thatgaming pieces are found. | will also have

! Scania (Sw. Skéne) is the most southern part efenmoSweden. Scania was a part of the Danish reating the
Middle Ages.
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to know from which period a find belongs in orderknow when a specific game was common
in different social classes. A side objective aktthesis is to create a catalog of the Scanian
gaming material and bring it into the researchalisse, and to make the Scandinavian research
discourse available in English.

1.1.2. A brief presentation of the source material and lii@tions
Gaming pieces comprise a large material and therdirads in this category from almost every
large town excavation. Collecting all archaeolobicaaterial from Scandinavia (Sweden,
Norway and Denmark) will be a far too large projémt this Master’s thesis, therefore, | will
make three case studies. | will analyze the gammagerial from the prehistoric settlement of
Uppakra and from the medieval town of Lund. | wilo study the material from a two Scanian
castles to see whether the gaming material diff&etdveen social spheres. For breadth | will
compare my results with other studies of gamingenmtfrom Iron Age burials in Sweden and
Norway, from the Norwegian medieval towns of Bergam Trondheim, and from Swedish
monasteries.

| will also read a large amount of Scandinaviaeréture on the subject of board games, as
well as foreign literature in order to be able tagp the full research discourse. To get a better
view of the dating of gaming pieces, | will alsaudy archaeological reports from relevant
excavations.

For the study I'm largely going to limit myself tustorical sources and gaming pieces
from Scandinavia. But examples from other countrsesh as Germany and Great Britain will
be used as comparison material.

1.2. The gamers as actors
When gaming has previously been studied a largasfbas been given to the rules of the games
and the practice of gaming, but the practice of iggmequires an actor (Barrett 2001: 148).
Gaming has also previously been mainly dominatedthyctural perspectives. The gamers are
seen as parts of a larger network, and have seltken acknowledged as independent actors
with minds of their own. It is not just the largawcial structures that are interesting, but algo th
individual actors (Hodder 2004: 32). This is whatwhnt to question using an Agency
perspective. It might be argued that archaeologiealains are not the best way to find the
individuals, but the archaeological finds are remdrom human actions, and these actions were
made by human actors (Johnson 2010: 224). An atarsocial being with individual beliefs
and desires. My interest is what these beliefsdasires could have been and how it motivated
individuals to play games. For the purpose of thesis the gamers will be treated as the actors.
The social structures can be seen as a framewoskhioh individual can act in different
manners. Different games were available to diffeeators depending on their position within
the social framework (Callinicos 2006: 275, Garde2@G08: 95).

Without individuals, there will be no agency, batas can not only be seen as individual
actors. They are defined by their actions, and taelions are always made in interaction with
others and in relation to social structures (Gaede&®08: 100). There exists no historic game

made for one person. In this sense the actorsarenty actors but social actors, also referred
8



to as agents (Cowgill 2000: 52). The object ofttiesis will be to find out what drove actors to
gaming. Was it the knightly ideal? Did actors hawe little to do during their spare time? Or
might there be other reasons?

To know why certain persons played games, | wiitfhave to know who they were. The
gamers of the past, the actors or agents, werenptyeshells. All individuals have an individual
agency, but groups of similar agents may have rmmosmmmon (Cowgill 2000: 54). It will be
important to differ between groups of gaming agewhat kind of gamers were there? Old and
young, men and women, rich and poor, celibate puafy active (Dobres & Robb 2000: 11,
Gero 2000: 38, Johnsson 2000: 213-214, Joyce 28P4: A gender perspective will be
especially important due to the androcentric stdé the past. As gender is difficult to
differentiate from biological sex in the archaeatad) material, no difference will be made
between the two.

The general agency is not constant and the redsorgaming might not have been the
same in the Iron Age and in the Middle Ages, notoday (Johnsson 2000: 213). Martin Wobst
(2000) means that artefacts are not only the resnafithuman actions, but are also an indication
of the actor’s will to change (Wobst 2000: 41-4BY. introducing new board games or keeping
to the old ones, the gamers show their desirefange or a comfort in traditions.

1.3. Methodogical perspective

It is important to look at all available sources fostoric board gaming. Much research has
focused only on one kind of source material, sughihe historical sources; by doing so, the
possibility to reach a believable picture of thetpa reduced (Moreland 2010: 48).

To eliminate the risk that a false assumption isspd on from one source to the next, |
think it is of utter importance to have an empiristudy material of my own, and also to keep a
critical view towards earlier researchers. | whietefore personally study gaming material from a
choice of sites in Scania, namely the Iron Agele®nt of Uppakra, the medieval town of
Lund, and the castles of Lindholmen and Skandr. fven of Lund, has a long history of
excavation and its large body of material will e tcore of my study, the much smaller
assemblages from Uppakra and the castle sitesbwilised as comparisons to give a larger
chronology and social spectrum. | will first collesnd make a catalog of all the finds of gaming
items from the Scanian sites. From this materialil make an inductive analysis of the
archaeological material from the Scanian sitesdy also be used as a base for further research.

The results from my own investigations will then t@mpared with other sites already
studied by other researchers, for which there leas la large amount of well investigated board
game material. The different sites will be compasith respect to spatial, chronological, social
and gender differences. Material from Scanian siék be compared to material from the
following sites: Iron Age burials in Norway and S¥esm, the medieval towns of Bergen and
Trondheim in Norway as well as Alvastra monasteithh womparisons to other monasteries.

To get an as wide view of historical gaming as fided will also look at written sources
and art from the Middle Ages. Due to the limitedesof this thesis, | will not examine historical
sources or art myself, but will rather be using thaterial presented by previous researchers.

Sadly there exists no study of gaming in art, whicluld have been of great assistance.
9



1.4. Research background
This chapter follows a summary of the most promingaming researchers in board game
research, with focus on a Scandinavian researcloutise.

1.4.1. Iron Age gaming research

Scanian gaming material from the Iron Age has imishadows. Berta Stjernquist wrote a small
passage about gaming objects in her work abougrdnee field in Simris (Stjernquist 1955: 124-
126), but it contains only brief information ab@aming items in Scanian graves. For Denmark
Karsten Kjer Michaelsen (1992) has summarized trehigtoric gaming, the work is quite
general, and the references few. It gives no mestid Scanian material.

The Scandinavian research discourse was damaged atrly stage when the Chess
historian Harold Murray released his book aboutgsH{&913; next chapter). His book featured a
chapter about the game Hnefatafl found in Icelasdigrces. By a mention in Carlus Linnaeus
travels, Murray combined the rules for Hnefatafthwihe game of Tablut (Murray 1913: 445-
446). Since then a large part of the Iron Age bagthe study has been enthralled with locating
Hnefatafl pieces. An example of this is Lars Bengl(1971) who wrote an article about the
gaming pieces from Bjorkd, and how the gaming @eftem graves were similar to those in
Tablut, this is however only true for one gravewinich the number of pieces are the same as in
Tablut with the difference of one odd piece (Benglidi971: 88).

A very good qualitative article with a clear thetoral perspective was written by Martin
Rundkvist and Howard Williams (2008). It discusdesard games, their purpose in the
prehistoric graves of Scandinavia in relation tobamgaming pieces found in Skamby,
Ostergotland. Their conclusion is that graves ditl gontain a complete set of gaming pieces,
like assumed by Berglund, but only the pieces lsed single player.

Malin Lindquist has studied gaming on Gotland iroterticles published ilGotlandskt
arkiv (Lindquist 1991, 1992), one about prehistoric gayjramd one about historic. The articles
are kept quite general, and with a certain focugaming pieces from Gotland.

The Norwegian graves were part of an earlier lesgale investigation of social status,
spatial differences and gender in graves from Ngrima Jan Petersen (1914). He studied 58
graves from the Early Iron Age (Roman Iron Age aidjration Period) containing gaming
items, and 46 from the Late Iron Age (Merovingiawl &arolingian Period). The largest focus in
his study was differences between types of gamiegeg, how they evolved and in what areas
different types were most common. Petersen’s study complemented by Bergljot Solberg
(2007), who linked the graves with gaming objeota teligious genderless class (Chapter 6.1.).

1.4.2. The histories of Chess

The research on Chess is mainly made up of researdfistoric sources. The first of note is
Willard Fiske’s Chess in Iceland and in Icelandic literatugiske 1905). Fiske was an
American scholar educated in Scandinavia, who hattew articles for a Chess journal for many
years during the f0century but today is most famous for his researmtChess in Iceland. In
his famous work he goes through all the referefme€hess in Icelandic medieval literature, but

the book is hard to follow and is mainly made uptoay notes on different historical games.
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A name even more prominent than that of Fiske ioldalames Ruthven Murray with his
groundbreaking study History of ChesgMurray 1913). It is a tome with nearly 900 pages
about the development of Chess and how it changedtone. Murray’s work is partly based on
earlier German research on the topic of Chess éuids also gone through a vast number of
sources from Chess libraries across the worldudic hundreds of texts from the European
Middle Ages. Murray’'s book is an attempt to writee thistory of Chess and he has focused on
literature about Chess. Murray’s interest is lisgjoi and his study is based on the spread of
Chess in relation to the names used for differeheésS pieces. He therefore seems a little
blindfolded when making social interpretations amerpretations about other board games such
as Mill and Games of Tables. Murray’s interpretati® based very much on his own “common
sense” and his interpretations are sometimes atiotoay. For example, he says that Mill was
seen as a child’'s game (Murray 1913: 438-439), theanother sentence states that the famous
Chess player, Duke Charles of Orleans in Franagyepl not only Chess but also Games of
Tables and Mill (Murray 1913: 431). Even so, he madhuge pioneering study, and almost
every researcher to my knowledge has at leastefaeence to Murray’s work.

A much later attempt to write the history of Chess made by Richard Eales (1985). He
corrects many of Murray’s errors, for example tBaess was by no means without competition
when it arrived to Europe, nor did it compete wlik other games. Variants of Games of Tables
were both of earlier date and more popular througtite Middle Ages (Eales 1985: 49).

Peter Carelli, a Swedish archaeologist, wrote aflarticle on the subject of medieval
Chess in Sweden published in the yearbook of theeom of Kulturen in 1998 (Carelli 1998). It
is mainly based on older research with some exaie€Chess pieces from the exhibitions at
Kulturen in Lund. But he has also gone throughdnisal material from Sweden and Denmark,
where he found some interesting letters of will #Gter 7.2.).

Marilyn Yalom is a feminist historian who got inésted in the gender roles behind Chess
and ended up writing a book about it (Yalom 2004)e book focuses on the queen piece and
how it was converted from the Arabic pieviir to the European queen, and how it was
transformed from one of the weakest pieces in @n@eyto become the strongest. She writes
about this evolution in relation to powerful queatisover Europe.

1.4.3. The histories of board games other than Chess

In Middelalderske Byfund fra Bergen og OsRigurd Grieg writes about games in medieval
Oslo (1933). Grieg makes the assumption that teesdiound in historical sites were related to
the game Drought. Today most researchers agre¢hthaiscs are from Games of Tablesthe
part about board games, Grieg writes exclusivelgualChess and Drought. Grieg is of the
opinion that the holes in some of the discs werdenahen the gaming pieces were remade into
spinning whorls (Grieg 1933: 258).

Harold Murray, who continued to investigate thetdrg of board games for a long time,
has also written a small article focused on Gani€gables (1941). His main interest is in the
different names of the games, and no more focusbbas put on social aspects, apart from a
mention that Games of Tables were played by albstayers and both genders (Murray 1941
57). Murray is also famous for his woA History of Board Games other than Chéskirray

11



1952). This book is about pretty much every otheavkn historical game except for Chess. This
could have been used to reinterpret the role os§he relation to other board games, but here
Murray shows no interest in the social roles of g@mThe vast number of games makes the
room for every individual game quite slim. There anly a couple of pages for each of the
medieval games, and there are no social interpresat

1.4.4. Student papers on board games

Only a few pure archaeological studies are madgamning material from Scandinavia. These
are mainly Bachelor and Master level theses. Tha$enly be described briefly in this chapter

as they will be very important for my own study awndh the exception of Dahl (2003) the

results will be analyzed in further detail in chexps.

The first one is Christohper McLees (1990), who terbdis master’s thesis about the
gaming material from a large excavation in Trondhdilorway. The work is very methodically
advanced and he makes analysis from both a sgathlchronological perspective. McLees
invented a system of categories to be able to agpaetween gaming pieces, and connect them
to different games.

The second, Anna Bergman (1993) wrote her bachbksis about gaming at Swedish
monasteries. She used Alvastra monastery as the toasher study, but also compared the
results with gaming pieces from three other Cisé@renonasteries. As this is only a Bachelor
thesis it is quite brief and the method is to agdaextent inspired by McLees. Amongst
Bergman’s results is the connection between gapigces and the infirmary.

Martin Sandberg (1994) wrote his master's theswualiron Age graves in Sweden. He
criticized the view that gaming objects are onlyrfd in rich male’s graves, and showed with his
studies of 181 graves that gaming objects is atsonton in female graves, and in graves
without rich items.

Another master’s thesis from Norway is Anette Dafflafl emk Orr at efla..(2003), a
study of the social roles of gaming based on la#taand Norwegian sources.

Guro Koksvik Lund (2010) wrote her master’s thedi®ut gaming in the medieval town
of Bergen, Norway. Her study is similar to thatM€Lees, but Koksvik Lund has invented a
different system of categories to better suit henmppses. Her objective was to investigate the
social aspects of gaming in a relation to the town.

12



2. The historic board games

2.1. Scandinavian board games

To be able to follow the thesis it is importantive some brief knowledge of the relevant board
games discussed. The following chapter will preskatgames played during the relevant time
periods.

2.1.1. Duodecim Scripta

Duodecim Scripta, also known as Alea or Tabula Roman racing game, similar to modern
backgammon, played with 15 pieces each, and with dwthree dice. The game was played
along two sides of the board, where 12 circleseonisircles on each side marked the available
areas where the pieces could move (fig. 2). Bouaiitls three rows of circles are also known.

(Murray 1952: 30-31)

2.1.2. Ludus Latrunculorum

Ludus Latrunculorum, like Duodecim Scripta, wasapylar Roman game and was especially
favoured by the soldiers at the Roman frontier. lame was played on the intersections of a
latticed board with variable size (fig. 3). The gamvas played between two evenly matched
teams. An opposing gaming piece is removed frongtrae if two friendly pieces are placed to
either side of the opponent’s piece. The game Waged on a grid of 18 x 18 squares according
to Susan Youngs (1983: 862), but according to Maiimdquist it was played on a grid of 8 x 8
squares (Lindquist 1980: 97). The players usuabdu30 of 60 gaming pieces each.

OOO0000HYOOOOOO

0O00000EIOO0000

Q00000000000

Fig. 2. Board for Duodecim Scripta. The Fig. 3. Board for Ludus Latrunculorum. The
game was played on the circles to the top, game was played on the intersections of the
middle and bottom. grid.

2.1.3. Hnefatafl
The name of Hnefatafl is taken from medieval Icdlarliterature. The game seems to have
disappeared during the .2entury and no name of the game in Swedish ori§inbhs survived
to this day (Murray 1952: 56). The game has beguoet to have a varying number of squares,
from 7 x 7 squares based on a gaming board fromland, 11 x 11 from a game called
Tawlbwrdd in Wales (Riddler 2007: 256) to 11 x 1idal3 x 13 squares (fig. 4) found in
Norway (Chapter 2.2.). A gaming board of 18 x 18asgs is shown in an lIrish t_“Ll:entury
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manuscript but its connection to Hnefatafl has baéeubted (Riddler 2007: 256). No rules for
the historic game exist today, but Harold Murraynaged to apply the rules for a Saami game
called Tablut to the historic gaming boards anccgseof this type. Tablut was described by
Linnaeus during his travels through Sweden in #f&century and is played on a board of 9 x 9
squares (Murray 1952: 63-64). The king piece isrtwst important piece and is placed in the
middle of the board. The king piece is surroundgdelght defenders with the purpose of
defending it. Along the edges of the board theegintattacking pieces are placed. All the pieces
are moved in the same way as the Chess rook. Adlegi except the king are taken in the same
way as in Ludus Latrunculorum. The defending sideswf the king is moved to one of the
corners of the board, and the attacker wins if Kimg piece is captured; this is achieved by
surrounding it on all four sides. Hnefatafl is coomty referred to as a battle game, and it is not
uncommonly only associated with the Late Iron Agdenwarriors culture (Whittaker 2006).

The rules for Tablut should not be uncriticallynséerred to Hnefatafl. The board has
shifted in size, and the rules probably differeahfrplace to place. Recent research has shown
that Hnefatafl is largely inspired by the roman ganadus Latrunculorum. It is not unlikely that
Hnefatafl had more similarities with Ludus Latrutetum than with Tablut. Some researchers
suggest that Hnefatafl was played with three dRergson 1976: 379). This is because they are
sometimes found together. The dice may however bal@nged to a second board game on the
back side of the board. The gaming sets may evea belonged to games entirely unknown to
us. lan Riddler (2007) has shown that gaming set&ngland are too easily interpreted as
Hnefatafl sets, and this is certainly true for Sttaavia as well.

2.1.4. Mill

Mill (Sw. Kvarnspel) is a kind of three in a rowrge, but of a more advanced type (fig. 5). It is
sometimes referred to as Nine men’s morris duédn¢onine pieces used by each player in the
version played in medieval Europe. Different kimdshe game were played worldwide. When a
player manages to place three of her gaming piecasow, she is allowed to remove one of the
opposite players pieces. The game ends when ogergias less than three pieces left. (Murray
1952: 43-47).

2.1.5. Chess
Chess is first mentioned in written sources fromape in 990 AD, in a poem written in a Swiss
monastery. During the course of thé"kEntury Chess is known in sources from Italy apéils
(Eales 2007: 164). When Chess was introduced todstavia is debated. The possibility that
Chess reached Sweden from the Iron Ages routesighrdrussia is a possibility, but the
Scandinavian names for Chess (Dk. Skak, No. Sjakkw& Schack), shows a close link to the
Germanic language, and that the widespread inttamuof Chess into Scandinavia came from
central Europe is beyond doubt (Eales 2007: 164-1MdbLees places the introduction of Chess
in Norway to the 12 century (McLees 1990: 166-167). The game cameutmge from the
Arabic world. The game rules looked quite similataday’s Chess. It was played between two
players on a checkered board (fig. 6), each hatth@hess pieces (One king, one queen, two
bishops, two knights, two rooks and eight pawn$e goal of the game is to kill the opposite
14



players king. About the game play it can be saat the king was more free in its movement
during the Middle Ages and that the queen was mltwe restricted (Yalom 2004: 17).

Fig. 4. Hnefatafl board. The  Fig. 5. Mill board. Fig. 6. Chess board.
boards had either 11 x 11 Sometimes four diagonal
or 13 x 13 squares. lines were drawn between

the corners.

2.1.6. Games of Tables

The Games of Tables (Sw. Brade) are a number okegateveloped from the antique game
Duodecim Scripta, and was played on boards sirtelanodern Backgammon boards (fig. 7). At
least 20 different sets of rules have been destfiteen historical sources in England and France
(Watkins 2007: 239), and 25 in the whole of medi&aope. (Murray 1941: 60). The Games of
Tables were all different kinds of racing gamesemha number of discs are moved through the
board. The most common number of discs for eacyeplia twelve or fifteen. Two or three dice
were used to see how far they could be moved. Bneegseems to have been one of the most
common games during the Middle Ages, but it hdslsen very neglected in research.

2.1.7. Alguerque

Alguerque is played on a board with five times fpa@nts, each connected to a number of other
points by lines. Each player has twelve gamingesedhe pieces are moved along the lines,
enemy pieces are taken by jumping over them tedtit beyond (Murray 1952: 65). Alquerque
was developed in Spain, and quickly spread acrosspe. No mention of the game is found in
Scandinavian sources, but at least one gaming BoaAlquerque is found in Norway dating to
the 168" century (McLees 1990: 36).

Fig. 7. Board for Games of Tables. The “points” deewve

a varying style. They can also be rounded or fiverered Fig. 8. Board for Alquerge.
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2.1.8. Drought

Alguerque later evolved into the game Drought (Bamspel), a game played on a similar board
as Chess, but only played on every other squattegreihe black ones or the white ones. The
gaming pieces were moved diagonally over the b¢lhdrray 1952: 72-73). However most
researchers seem to agree that this game was ungddn Scandinavia some time after the
Middle Ages (McLees: 1990: 35). The game uses dineesgaming board as Chess (Fig. 6), and
the same kind of gaming pieces as those used fore&af Tables (Chapter 2.3.4.). The game is
therefore invisible in archaeological material, aihds possible that it actually did reach
Scandinavia during the Middle Ages, but no furttiealysis of the game is possible.

2.1.9. Fox-and-Geese

Fox-and-Geese (Sw. Ravspel) was possibly playe8cendinavia during the Iron Age, but |
have not been able to find any actual proof forgkistence of this game during the relevant time
period. Some researchers want to connect Fox-aedés® a game called Halatafl in the
Icelandic sagas (McLees 1990: 27, Koksvik Lund 2@)0neither very convincingly. Fox-and-
Geese has also been interpreted as similar to éhethich is debatable (Koksvik Lund 2010:
9), Hnettafl could also be another name for Hnéfafgart from the references to Halatafl in
the Icelandic sagas there is only one referené®eand-Geese before the™dentury, and that

is in England during the War of the Roses (Murr@%2 102). Some researchers have argued
that Fox-and-Geese might be one of the inspiratfon$inefatafl, but it seems more likely as
Eales (1985: 50) suggests that Fox-and-Geese voagedvfrom Hnefatafl, after the former game
lost it’s popularity.

2.1.10. Dice

There are also a lot of mentions in the historiarees of people playing with just dice. Most of
them seem to have the single goal of rolling thghést number on a varying number of dice,
usually two or three. Dice seems to have been fmgasagering with high amounts of money or
other possessions. Dice gaming is named in manyeweddaws, with restrictions on the amount
of money that it is allowed to play be bet, or stimes when or if it is allowed at all.

2.2. Gaming boards from Northern Europe

As most gaming boards can securely be connectadspecific game, gaming boards gives the
most reliable information about historic games. thsre are relatively few gaming boards
preserved, gaming boards from all over Northerrogewill be included in this chapter, and not
just gaming boards from the case studies.

2.2.1. Iron Age gaming boards

In a bog at Vimose on Fyn, Denmark, four gamingrdeavere uncovered. The boards had a
pattern for Duodecim Scripta on one side, and @ afriL8 x 18 squares for Ludus Latrunculorum
on the other (Engelhart 1869: 11, Youngs 1983: ). The squares had a size of 13-31 mm.



The boards were found with two oblong Roman dioar quare ones, and 80 gaming pieces of
bone, amber, burned clay and black and white gieeses (Engelhart 1869: 11).

There are many suspected gaming boards from Irom Agial mounds in Scandinavia
where the gaming boards have decayed and only parteof a metal frame exists. For example
in Simris, Scania (Stjernquist 1955: 125-126), BiprUppland, where traces from at least three
board games have been found (Arbman 1940-43, §diB40: 135-141), in Valsgéarde, Uppland
(Arwidsson 1954, 93-94), in Skamby, Ostergotlandin@vist & Williams 2008) and at the
Ladby ship burial on Fyn, Danmark (Thorvildsen 1988). From Arby, Uppland, a Mill board
was found in a grave (SHM inv.nr 21062), but thavgrcould not be gendered (Arbman 1936a:
249, Lindquist 1992: 96, Sandberg 1994). Anothargy from Léta, S6dermanland (SHM inv.nr
13974), included about 30 fragments of wood, inetgd as the remains of a gaming board
(Sandberg 1994). Gaming boards have not only beendfin graves. From a cave at Stora
Karlsd, a charcoal grid of 13 x 13 squares was drawa stone (Selling 1940: 142-143).

From Norway only one preserved gaming board has bmend. The board was found in
the Gokstad ship burial, showing a Mill pattername side and a grid of 13 x 13 squares on the
other, for some variant of Hnefatafl or Ludus Latulorum. The board, found with a single
gaming piece of horn, was buried with a male ottan 50 years (Nicolaysen 1882: 46-47, 75).
As all the Scandinavian gaming boards for Hnefatafle 11 x 11 or 13 x 13 squares, it seems
farfetched to connect the boards from Vimose, Dkt Hnefatafl as Michaelsen (1992: 43)
and Dahl (2003: 22) suggests, and | agree with ¥s|{h983: 862) that these are indeed Roman
gaming boards.

In Bornstien, Germany, close to the Danish bordaimilar decayed board as the Swedish
ones was found together with 24 gaming pieces atkbglass and 18 pieces of white glass,
dating to Roman Iron Age (Steinert 1968: 4-5). &aImGerman finds were made in Gommern
(Becker 2001: 158-159), and in Leuna (grave 3, 1L9%6m around 300 AD. In Leuna 29 black
and 30 white glass pieces were found together aigaming board for Duodecim Scripta and
Ludus Latrunculorum. The gaming pieces was formedgaone border with 18 pieces in a row,
with three pieces of each colour placed togethgprabable setup for Ludus Latrunculorum
(Schulz 1953: 63-65, Youngs 1983: 862).

A preserved gaming board from the™@entury York, England, had 15 squares in a row
(Hall 1984: 114-115). There are brittish cases tdwere only a metal frame is found. At
Stanway, Colchester, England, a metal frame wasdfauith gaming pieces set up as for play
around the edges. The board was found in a grayethter with surgical equipment, and was
interpreted as made for two games, when thoughwtiee had decayed (Hall & Forsyth 2011:
1327-1328).

The gaming board from Gokstad, Vimose and Leunagaawing patterns on both sides, it
is likely that this was the case also in the deddyen Age gaming boards from Sweden.
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2.2.2. Gaming boards from medieval towns

From the town of Lund, Scania, three gaming boaale been found. Two made of stone, one
with squares and one with an incomplete Mill paittend one made of wood with a pattern for
Games of Tables on one side and a small Mill patter the other. These boards are part of my
case studies and will be analyzed further in chhap&2.

From Arhus, Denmark, there is a Mill board carvaetbia plank from a ship. The plank
was later used to build a well (Skov 2005: 32)cBgeof gaming boards have been made in the
trading place at Hedeby, Denmark (Michelsen 199258).

From excavations in Lod0se, Sweden, there is amggroard for Mill made on what
seems to have been a basket. The pattern was t@bfemgaming discs to be used. The text
describes finds of other Mill boards from Loédoseweell as boards for Games of Tables (Ekre et
al. 1994: 116).

From the town of Trondheim, Norway at least foumgeg boards have been found. Two
of the boards have a Hnefatafl pattern on oneandeMill on the other. They both date from the
first half of the 13' century. The first with two thirds of the boardsmaining had edges of
375mm. The Hnefatafl board had a grid of 11 x 7asgs, with four rows missing along one
edge. The other board was only a fragment and slabwesast 10 squares. Two gaming boards
were carved into everyday objects dating from tB& @entury. The first with a Mill game
carved into a seat, with a playing area of 155 %mi@® (McLees 1990: 241-243). The second
was an Alquerque pattern carved into a barrellich{lstrom 1977: 18-19, McLees 1990: 36).

From Bergen in Norway a total of seven gaming beane found, five of them used for
Mill. The size of the gaming boards make it unhkéiat discs have been used to play on them.
One of the Mill boards also includes a surface Hoefatafl on the other side, and is notably
larger. Apart from the Hnefatafl board on the baake of the Mill board, there is one other
Hnefatafl board. This one is slightly larger and thhole board is preserved, but in two pieces.
Both boards have a grid of 13 x 13 squares. Theblaard found is a board for Chess. It is
broken but probably had 8 x 8 squares. The squaesather large with sides of 40-50mm
(Koksvik Lund 2010: 25-27).

Patterns for Mill are also found carved on everydsyjects in Oslo, Norway and
Soderkoping and Nykoping in Sweden (Lundstrom 120j: In Novgorod, Russia, Mill boards
are preserved in 3and 14' layers, and can be connected to trading with akEurope, mostly
from, Gotland in Sweden and Northern Germany (Ryli992: 173).

From the LUbeck, Germany, a similar basket bott@ntlee one from Lédése was
excavated, showing an Alquerque pattern 8 x 8cmelaPieces from a board for Games of
Tables was also found, apparently one where it p@ssible to open and close (Falk and
Muhrenberg 1995: 107-110). Lubeck was a merchayiacid part of the Hansa network and had
lots of contacts with Scandinavian towns.

Combined boards for Chess, Mill and Games of Tabks® often used in Europe from the
14th century (Caldwell et al. 2009: 180, Murray 2984).
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2.2.3. Gaming boards from castles

From the Norman castle in Gloucester, a board f@m&s of Tables including gaming pieces,
was found (Stewart & Watkins 1984; Stewart 200 He Board was found in a deposit pit in the
outer bailey, dating from 1070-1100 (Darwill 19885). The board was exquisitely made, its
base material wood, but decorated with thin stoifgsorn. It was found with a complete set of 30
gaming pieces. The gaming pieces were circularsdidcskull-bone and horn, 15 of each. All
pieces were carved with an individual mythologipatture, for example a centaur (Darwill

1988: 31-35). The size of the board was 600 x 450giwng room for little less than 50mm for

each “point” on the board, which fits well with teze of these and comparative gaming discs.

2.2.4. Gaming boards from sites

There are many examples of gaming boards from sesliécal sites. Hoveddya monastery has a
carved Mill board, as do St. Bendt's church in Rieg and the monastery in Vasteras.
(Lundstrém 1977: 20).

A gaming board of stone, combining a pattern fom@s of Tables and a pattern for Chess
sits in the wall at Povls church in Bornholm, Demkn@/ellev 1988: 10).

From Lubeck a Mill board is found in Saint Johanmmnastery and in Lubecker
Burgkloster there is a sculpture of a woman andaa playing an odd board game (Falk &
Muhrenberg 1995: 105). There are also several rpatfer Mill carved in British churches and
monasteries (Murray 1913: 44).

2.3. The gaming pieces

| have divided my material into different categsrg&milar to the system made by Christopher
McLees (1990). The system made by McLees was baseis specific material, and a few

changes have been made due to my different matenal my interpretations of it. Another

system has been used by Guro Koksvik Lund (201@) hbr system is very clearly defined by
the pieces available to her and it did not suitmaterial particularly well. In the end the gaming
pieces have been divided into the following categgor

2.3.1. Category A

Category A is used for prehistoric gaming piecedew attempts have been made at dividing
this material into categories. An example is thasitbn between shapes of hemispherical pieces.
My material is very small and would hardly benéfiim such a division. Instead the material has
been divided into three subcategories dependinth@material.

Category Al represents circular pieces of Romaa,typade of glass and often coloured in
black or white. These pieces have probably beerd use the Roman games Ludus
Latrunculorum and Duodecim Scripta, a connectionlenalready in 1833 (Petersen 1914), but
possibly also for Hnefatafl and Mill.

Category A2 is used for Hemispherical pieces ofehdrorn or ivory. This subcategory is
to a large extent similar to McLees category A (Mek 1990: 38-39). These pieces date from
the Roman Iron Age until the T1century and are usually connected to Hnefatafl and
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sometimes Mill. From the Vimose find we can alse #&at they have been used for the Roman
games Ludus Latrunculorum and Duodecim Scriptdhgpes as replacement for lost glass pieces.

Category A3 is similar in shape to the previousgaties but represents gaming pieces
made of stone or amber, and have likely been uzmethé same games.

2.3.2. Category B
Category B is sometimes similar to the hemisphknmaces of category A2, but with an
extended upper part, creating larger piriform andbde piriform pieces. Category B is divided
into two subcategories; Category B1 for singlefpim pieces (Fig. 9.), and B2 for double
piriform (Fig. 10.). These cannot be connected my apecific game. McLees (1990) and
Koksvik Lund (2010) have interpreted them as pdsgwns for Chess, an interpretation which
| do not agree with. They do not look similar toy&mown Chess pieces. Also a similarly shaped
piece from Gotland dating to the MOcentury predates any known Chess pieces from
Scandinavia (Lindquist 2001: 12-13 ). They mighttba other hand have been used for Mill.
Mill probably used the same gaming pieces as Ha#fduring the Iron Age, but after the
Hnefatafl boards and pieces become unpopular, bdardMill can still be found.

Category B1 is similar to McLees category B. Catgdg? is in McLees study included in
the category for undefined gaming pieces.

Fig. 9. Piriform
gaming piece of
category B1.
Drawn after find
KM 38419: 98b.

Fig. 10. Double
piriform gaming
piece of category
B2. Drawn after
find KM 20281
VB10.

2.3.3. Category C
This category includes Chess pieces and hnefatadiskof differing materials. This group is
divided into four separate sub-categories. C1lésldsr hnefatafl kings (Fig. 11).

The Chess piece has gone through a series of sttesn it reached Europe in the™ér
11" century it had an abstract style used in the Aratorld, this style was still in use when
Chess reached Scandinavia and pieces of this $yeéeirred to as category C2 (Fig. 12).

Category C3 is used for medieval pieces of figueatstyle. This figurative style was
evolved in Europe with very detailed pieces of kirmgnd queens on fashionable thrones, knights
on horses etc. The most famous of the figurativesStpieces are probably from a find made at
the North West coast of Scotland, the gaming piecesusually referred to as the Lewis Chess
pieces.

Category C4 is used for turned Chess pieces, ievaabstract style that emerged during
the Late Middle Ages.
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Fig. 12. Category
C2. Abstract Chess
piece in Arabic
style. Drawn after
find KM 38315:
76b.

Fig. 11. Category
C1. Possible
Hnefatafl king.
Drawn after find
KM 38252.

2.3.4. Category D

Category D represents discs of bone or horn, thet m@mmon group of gaming finds.
These gaming pieces were most likely used for ptaggames of Tables. As seen in the Bergen
material, they are too big to have been used fgradrthe gaming boards found there (Koksvik
Lund 2010), and the find in Gloucester comprisingaaning board for Games of Tables and
circular gaming discs shows an indisputable conmec{Stewart & Watkins 1984, Stewart
2007). Many of the pieces have a hole made in tidell;nwhich has caused a debate about if
they are gaming pieces or spinning whorls. For phigpose category D, has been divided into
two subcategories; D1 for gaming discs of bonelsrd without a central hole (Fig. 13) and D2
for discs of bone and horn with a central hole.

The size and decoration of gaming discs with oheut holes are very similar and they
were probably made for the same purposes. FrondarfiMalmd with 20 discs of horn, some of
the pieces with holes, are interpreted as a gaseh{Ohnegard 1984: 41). Also the find contexts
of discs with and without holes look very simildris my belief that hole or not, these discs were
still used as gaming pieces. If the pieces werepaotted, this might have been a way to tell the
two players’ pieces apart.

Fig. 13. Gaming disc of
horn, decorated with the
common concentric circles
and circle holes. Discs of
this type are referred to as
category D.

2.3.5. Category E

Category E is made up of discs of stone. Thisgsite small finds category. They can perhaps
be seen as a kind of poor cousin to category Boime cases these pieces have been interpreted
as rough materials for spinning whorls, and theag tve some truth to that.
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2.3.6. Category F

This category looks very much the same as categpwith the exception that these are made
of wood instead of bone or horn. This find categ@ymuch smaller in Lund than in
Trondheim (McLees 1990) and Bergen (Koksvik Lund@0 This might be either due to the
higher amount of wood in Norway or to the bettezgervation of wood in the Norwegian
soils. The larger amount of wooden Chess piecasdfcuNorway suggests the latter.

2.3.7. Category G
This Category is for gaming pieces that cannotdfendd as any specific kind. Some of them
might not even be gaming pieces.

2.3.8. Category H
This category is used for all kinds of dice. Theliest kind of dice was made from the
knucklebones of sheep. These were used widelyeratiiquity, and are found in prehistoric
graves, but their uses in Scandinavia have not heémer researched (Lundstrom 1977: 3).
The first dice found in Scandinavia are of RomaretyThe Romans used both cubic dice, and
oblong dice with numbers on only four faces (Lindtj1980: 97). None of these early styles
of dice are registered as gaming objects in angytase studies.

The Roman dice were later exchanged to almost alib& of quite large proportions
used during the Late Iron Age (Lundstrém 19771tHgse are referred to as category H1.

During the Middle Ages, cubic dice were used, vgities of around 10mm or 15mm.
The smaller ones are referred to as category Hasmdade in a solid piece of bone or horn.
The larger dice are referred to as category H3 ardpierced by a small hole, sometimes
refilled.

A type of eight-sided dice were also used, theskahstick penetrating two of the sides,
making it possible to spin the die around so anthefother six sides came to be on top (Fig.
14). These are referred to as category H4.

Fig. 14. Category H4,
spinning die.
Drawn after KM 20344: 8

2.3.9. Category |
This category is used for gaming boards for all ggnHnefatafl, Mill, Games of Tables etc.
Most of them are made of wood, or carved into stone
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3.  Case study 1: Uppakra

3.1. Uppakra

Uppakra is one of Scandinavia’s largest Iron Ag#iesaents (over 40 hectare), with continuity
from before the Birth of Christ until the Viking &g Uppakra has mainly been excavated on a
small scale for the past two decades, comparekettatge size of the settlement, therefore this
case study should only be regarded as a startiimg fos board game research in Uppakra. The
coming years of archaeological excavations wileguyield a greater number of gaming pieces.
The finds from Uppakra indicate a high social ragkiand Uppakra is nowadays seen as a major
central place within the Scanian Iron Age cont&dming pieces are not entirely uncommon in
settlements or trading places from the Iron Ageer&€hare, for example, gaming pieces found in
some Danish settlements: Hodde in Sdr. Ravnstrumdéborg on Fyn and in Hedeby
(Michaelsen 1992: 37-38, 46-48, 50-51). The studdsmaterial from settlements with
accidentally lost gaming pieces are surprisingly.fi#lost studies on Iron Age material are based
on material from consciously made deposits suclgrases or bog deposits. Therefore the
material from the Iron Age settlement of Uppakrdl wiake a very interesting comparison to
other Iron Age materials and to material from medi¢owns.

3.2. The excavations of Uppdakra

Uppakra was first excavated in 1934 by Bror-Maghfifet. He found a small building with
ceramic finds dating to Late Roman Iron Age andlyEMtigration Period (Hardh & Larsson
2007: 5). The place was not excavated seriousljnagatil 1996, when the Uppakra-project
started, a project with focus on Southern Swedish Age. The investigations started with metal
detections and a few smaller excavations.

The first large excavation was in 1999, this waslenap of long trenches in order to find
the layout of buildings (Lenntorp & Lindell 2001).7An area in the centre of Uppakra was
chosen in 2001 for a more in-depth investigatiome Tayouts of several buildings were found,
and a few of them became subject to smaller eximms(Lenntorp & Lindell 2001: 12). This
was the first time that the finds from Uppakra weegistered digitally in a program called
Intrasis (Lenntorp & Lindell 2001: 48). This makisvery easy to collect finds of specific
categories and connect them to exact locations.

The building excavated with a start in 2001 hadesy\specific structure with huge wall
trenches and post holes for a building of only 18,% meters. The finds suggested a very
specific religious use of the building, probablythwa temple function (Hardh & Larsson 2007:
45-53). The yard around the building was filled hwiiones, and to the north and south two
weapon deposits were excavated, with deposited amsafrom Roman Iron Age until the
Carolingian Period and a continuity of at leasteniuilding phases (Lenntorp & Piltz-Williams
2002: 9-12, Lenntorp 2006: 2). The excavationsdgél several finds, most famous perhaps,
hundreds of small gold foil figures.

From 2006 onwards, the excavations in Uppakra hbaeen limited to small-scale
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excavations for educational purposes. The excawatiave focused on the buildings in the close
vicinity to the temple.

3.3. The Uppakra gaming material

There are a total of 18 gaming pieces registerau {ppakra (Appendix 1). Of the eight pieces
of glass found, | have only been able to examirgtbree of them black, one red, one white and
one white-greenish. One of the unexamined piecdsssribed as white.

There are three pieces of stone registered as gaprenes. One of them looks very similar
to a find (LUHM 31251: 935) registered as “Glattstand is probably not a gaming piece as
such, but might have been used as one. One isisahdarger than the other gaming pieces,
about the size of a sling stone, but flatter. Tds tone has not been put at my disposal.

Seven pieces of bone or horn found have been neteigh as gaming pieces. Five of them
is exhibited at Lund University Historical Museuamd has not been measured or studied in
detail. They are all made of bone or horn in roydmmispherical shapes. The last two were
similar to what McLees called category A; hemisptadrpieces (McLees 1990: 40-43). One of
them was fragmented, and the other was decoratéld svnhall circles. One other piece
hemispherical piece of horn was found (LUHM 312%925), but a hole drilled in one corner
caused it to be interpreted as a pendant.

3.4. Analysis of the Uppakra material

The result of the Uppakra material will be verydsid due to the selective excavations made so
far. The excavations have focused on the centrédibgs, with a great hall and a temple. The
finds made can therefore be expected to representgper classes in Uppakra.

3.4.1. Finding contexts

Of the gaming pieces of glass, six were found entémple, most of them in layers used to refill
holes made for roof posts and walls, similar corsteas the famous gold foil figures (Hardh &
Larsson 2007: 44). One gaming piece of glass waadian a weapon deposit north of the
temple. The use of ritualistic deposited gaming@secan be seen in several Iron Age bog finds,
not the least in the Vimose find, referred to aboMee last glass gaming piece was found in an
undefined layer.

Of the three stones, only one was found in the leyrgnd that one is only doubtfully a
gaming piece. The second was found in an undefiagdr. The third was found within a
weapons deposit, together with one gaming pieceglags, hundreds of spear points and
fragments from shields, making it a possible slsigne. In the weapon deposit, another
seventeen sling stones were found, with a dianoétbetween 22 and 42 mm (Helgesson 2010:
104).

Five gaming pieces of bone and horn were foundhénTtemple, one in a mud layer (Sw.
svamlager), and two from undefined contexts outsidebuildings.
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3.4.2. Spatiality

All the gaming finds are concentrated to an arearadt the centre of Uppakra. This is to be
expected since it is the main area to have beessiigated archaeologically. A large majority
are found within the boundaries of the temple. gheat hall neighbouring the temple, shows
indications of high status, and more gaming piecesd have been expected to been found here.
This building is however not yet fully excavateddahis analysis will probably come to change.
In fact a new gaming piece of burnt horn was fodaodng the last stages of writing this thesis,
however it has not yet been registered and areftdrernot included in this work.

3.4.3. Chronology

No certain chronology can be made from this smallemal. A majority of the pieces are found
in undated and mixed layers. From the temple bugjdior example, some pieces were found in
the filling from the postholes, and some finds lm&de in one of the weapon deposits. However
gaming pieces are found in different phases ofital building, and it seems that gaming was
known in Uppakra from at least the migration periottil the last intact layers of the temple
during the Late Iron Age. As similar gaming pie@s known from Early Middle Age, it is
likely that games were played in Uppakra for agjlas Uppakra remained a central place.
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4, Case study 2: Lund

4.1. Lund

Lund makes a perfect object of study for any mealievaterial. It is one of the oldest towns in
Scandinavia dating from the late™6entury. It has contained a royal residence anura, a
bishop’s castle and several other church instisti@nd therefore covers a great variety of social
levels.

There has never been any compilation of the ardbgieal gaming material from Lund. |
have contacted the museums that have been exaavatiund. The two relevant museums are
Kulturen and Lund University Historical Museum (LWH. Kulturen have excavated in Lund
for over a hundred years and keep over a milliomieval finds in their stores. The finds at
Kulturen have never been collected into any eleatrdatabase, but | have received help from
the museum with finding the relevant material tigiloaheir manual catalogue system. LUHM
keep only a few items from Lund.

Lund was an important town in the Danish realm mtyrthe Middle Ages and has been
excavated for over a hundred years. A large amolugaming finds can therefore be expected to
have been found, and this will make up the biggestof my study.

4.2. The archaeology of Lund

4.2.1. The archaeology of Lund up to 1960

The development of archaeology can be dividedtimee general stages. The first, from the end
of the 19" century until around 1960, started by Georg Kattia Founder of the museum of
Kulturen (Larsson 2000: 165). There was no reahagology to speak of, but artefacts were
found by chance when digging out new sewer systenfeundations for buildings, and were
collected at the museums. Only limited documentatreas made on what archaeological
contexts the finds were made in. Medieval artefactsld easily get into the hands of private
collectors, as is the case with several of the ggmpieces found in Lund. The finds with ID-
numbers starting with ‘LUHM 11028’ were all founcetiveen 1881 and 1883, when some
workers had nothing to do and decided to dig fon&n bones at Pennegatan in southern Lund:

"Alla under detta nummer upptagna foremal aro Hét@a en vid vastra sidan af
Pennegatan i syddstra delen af staden Lund beldgewts Hospital tillhdrig tomt.
Nagra arbetare, som saknade sysselsattning, faraiggnamligen vintern 1881-2,
samt i borjan af 1883 att @ namnda tomt grafvar gféenla ben och funno inte blott
hvad de sokt, utan afven en hel mangd af mennisibfgiorda?] foremal...” (Notes
from LUHM’s archives)

These finds were later bought by the LUHM, as & ¢hse with Find ‘LUHM 12591 XV’ and
‘LUHM 12828'. Sixteen finds with an ID number rangi from ‘KM 38312’ to ‘KM 38456,
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were bought by the museum of Kulturen in 1936-36sivof the finds still have a note on the
finding quarter, but a couple is only registeredcasd in Lund.

The lack of documentation before 1960 makes it dfficult and time consuming to get
any knowledge of the finding context besides whadrter or which street they were found at.
This includes close to hundred gaming objects, rttwae a third of the full material from Lund.

4.2.2. The large excavations in the 1960’s, -70’s and -80’

The archaeology of Lund improved gradually during first half of the 20 century, under the
lead of Ragnar Blomqvist (Larsson 2000: 191). Btgrin 1961 the archaeology of Lund entered
a new phase. Anders W. Martensson had gotten eeglby Kulturen, and five large scale
excavations with decent documentation methods weoiized the archaeology (Larsson 2000:
205). At this time no reports were filed in connegtto the excavations. However a project was
held in 2007 to write reports for old excavatiorséd on notes and diaries from the field. The
time was limited and these reports are very bflef.analyse the larger excavations | have
studied detailed finding lists at the archives aftiren.

Starting the new wave was an excavation in qua@egaren nr 22 (Blomqvist 1963: 14).
When the excavation started cellars from th8 a8d 28 centuries had already been dug down
through the soil to a level of 2,25 meter bene&th surface, and thus the greater part of the
layers from the 14 century onwards were gone (Blomqvist 1963: 10YifRyuthe excavation six
gaming pieces were found (KM 53436); one die, twszgl of wood, two pieces interpreted as
Hnefatafl pieces, one hemispherical (category A®) ane hnefatafl king. Also one piece is now
missing and has not been analysed. The excavaguits were published in a book (Blomgvist
1963), but at the time of publication all the findere not yet fully preserved and the gaming
finds were not analysed. | have looked at soméefdocumentation done in the field without
any further results.

The second large excavation was at quarter S:tliBatd 2 in 1964-65 (Gardelin 2007h).
Thirteen hundred square meters were excavatedeXdsyvation is described as confusing, it was
divided into two parts, one east and one west, lamdtings from different phases were
excavated simultaneously. No remains from laten thd” century were excavated (Gardelin
2007h: 3). The finds made indicate remains frompiteeluction of combs and shoes, as well as
remains from bronze casting and tanning (Gardd)®/a: 10). Eleven gaming items were found
(KM 57135). The first is a gaming board for GamésTables and Mill. Two pieces were of
category B from the western side of the streetrdwategory D evenly spread over the whole
area. Two discs of wood, category F were foundhéndame area in the western side. Finally two
undefined pieces were found, one of wood and oradl griece made of stone (KM 57382: 372)
similar to Roman gaming pieces.

The large scale excavations continued in 1974-7%uatrter S:t Clemens nr 8. The
excavation took place in the south-east of the tquaand mostly focused on the different
churches in the area. Because of this prioritytéée most recent meters of cultural layers were
removed without documentation, and no layer datmgfter the 1% century was analyzed
(Martensson 1976: 13). The excavation covered aa af 1200 square meters dating from the
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founding of Lund in the late f0century until late 18 century (Gardelin 2007i: 2, 7). The
excavation yielded 32 gaming items (KM 66166), sahéhem published in connection to the
excavation (Person 1976). Some of the gaming piasdgslice were of Iron Age style and could
be connected to buildings from the first half of thi" century. Some of the ornamented discs
were from after 1150, and cubic dice from after@ {Bersson 1976: 379).

The first large excavation in quarter Apotekarers weade in 1979-80 at Apotekaren nr 4
(Gardelin 2007a). The excavation was close to thmmoad leading up from the central square.
The area contains both secular buildings on theripart of the area and workshops closest to
the street. It had a building chronology datingnfrthe end of the fDcentury until year 1410
(Gardelin 2007a: 3-16). The excavation was quitg bovering 222 square meters. (Gardelin
2007a: 17). The material contains 24 gaming piés®d4 70361). 7 dice, 11 discs of wood, 3
discs of bone/horn. Three pieces cannot be secdediped as gaming objects. The gaming
pieces were evenly spread out over the excavatea amd it appears that for the matter of
gaming, the secular buildings and the workshop&weén similar context.

The last large excavation was made in 1982-84 taCl®@mens nr 9. The excavated area
covered 3800 square meters with cultural layers) fa®0-1300 (Gardelin 2007j: 3, 14). Focus
was on finding the monastery of S:t Drotten and theest cemetery. 3056 graves were
excavated, but in the northern part of the trenclsesular buildings from the T1ito 14"
centuries were located (Gardelin 2007j: 2, 7)e#ras that most of the gaming pieces were found
in this secular area: “I omraddena med profana lagan patraffades en stor mangd foremal
knutet till vardagen i hushallen. [...] tarningarehmpéaser [...]" (Gardelin 2007j: 12). Due to the
confusing notes made during the excavation no gaupieces can for sure be connected to the
monastery, though some seems to have been fouthisiarea. One gaming piece (KM 71839:
2074) was found inside the church itself, but caxdche from a period when the church was not
part of the monastery.

4.2.3. Smaller excavations in the 1960'’s, -70’s and -80’s

During the same time period, a lot of smaller ext@awns were made. As these do not contain a
large find material this study is only based onrigorts written in 2007. These reports make it

possible to get some information without deepehigecstudies, and they will be presented here.

Three discs of wood, one die, one piriform, and ondefined gaming piece (KM 59126)
were found at Glambeck nr 4 in 1966. Soil youndeant 1200 was removed with digging
machinery, so all the finds date from 1000 to 120Be area contained remains from the
production of bone and horn throughout the per@®drdelin 20079: 6-7).

Five gaming pieces (KM 62892) were made at qua&tertbroder nr 23 in 1971 and 72.
(Karlsson 2007g). The area contained buildings, nutgood documentation was made. The
excavation was very rich in finds, 4004 in total.

One die from the High Middle Ages and 18 decordtadments of wood (KM 70917),
interpreted as a gaming board, were found in aa afequarter Fargaren nr 25 in 1980. There
was an economic building in the area (Karlsson 3083Y.

Quarter Fargaren nr 28 was excavated in 1981 (8@ml2007d) on an area of 2100 square
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meters. Four pieces have been found, that arepneted as gaming pieces, none completely
convincingly. Two are made of wood, but slightlgder than the ordinary gaming discs, one is
missing, and the last one was made of an unevee stith drilled circles.

S:t Marten, nr 28 was excavated in 1981-82. 6 fiidd 71570) were made of which two
are now missing. A total of 5600 square meters rgazoved but only 215 with precision. The
area included house remains from 1000-1225. Foretbeenth century the finds included
remains from a bone and horn workshop (Carelli &riterp 1994: 15-16 and Karlsson 2007f).

In quarter Grabréder nr 32, one die (KM 71719: 88} found in 1983, at area containing
a graveyard and a small pond (Karlsson 2007e).

Quarter Drotten, nr 6 & 7 was excavated in 1984s Was an excavation of a stave church
and 133 graves. 550 square meters were dug by (Gardelin 2007e: 2-6). Only one die (KM
72552: 92) was found, possibly from one of the gsathat date from 1050 to the beginning of
12" century.

Quarter Fiskaren, nr 14 was excavated in 1984. @Onlgquare meters were excavated, and
the soil was removed until the layers from™18entury were reached. The area contained
ordinary buildings, where one die and a disc ohh(&M 72354) were found (Gardelin 2007f).

Billegarden has only been the subject of one lasgmavation. This took place in 1984-85.
Most of it was removed using digging machinery. YOnbo areas of 130 square meters each,
were dug by hand (Gardelin 2007d). The archaeddlgiexcavated areas were dominated by
the remains from the production of combs. Accordimghe excavation report a lot of dice and
gaming pieces were also found (Gardelin 2007d:, 46 only two dice and a fragment from a
Chess piece in Lewis style (category C3, KM 7255@)known to me.

One disc of bone/horn was found at quarter S:t Blika 1985. The area contained a richer
milieu with houses of stone and brick, and cointhanfinding list (Gardelin 2007c).

165 square meters were excavated in quarter Sggdaba nr 11 in 1985 (Gardelin 2007b).
The area contained buildings from 11th — 17th agntath usual household find. (Gardelin
2007h: 2-6). One gaming piece from category B (KA8J4: 22) was found.

An excavation in Gyllenkrok nr 29, 1989 yielded q@uential gaming piece of wood. But
it could not be dated or related to any particddaiding (Karlsson 2007b: 3), and a gaming
board of stone with small squares on it, possildufor Chess (KM 76123).

The area excavated at Gyllenkrok nr 30 in 1992, ymaxkshop status during Early Middle
Ages and a high status in Late Middle Age (Karls2667c). No clear context can be connected
to the two dice and wooden disc found (KM 77658)ldyers from the Early Middle Ages a
small gaming board of stone was found (KM 7765%8)51

4.2.4. Modern Archaeology in Single Context
At the start of the 1990’s the archaeology of Laledeloped into its current stage. The method
of digging insingle contextvas introduced, making it possible to connectladl finds to exact
locations and contexts.

In Glambeck nr 4, 1990-91 (Carelli 1992) two gamfimgls were made; One undefined
piece (KM 76579: 16) from 1175-1200, the secontypé D (KM 76579: 135) was from the end
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of 12" century until 18 century. During the relevant time period, the eeted area contained
buildings with clay floors, used for human actiegj either as houses or storages.

Gyllenkrok 3, 4 and 5, 1991. Five finds were mat@o gaming pieces of category D
were found in layers from 1150-1225, perhaps tagethith a die. The most impressive piece
from the Lund material is a Chess king made oftatyKM 76420: 113). It was apparently
found in one of the ovens from 1225-1400. The oveng not been connected to any particular
building, but a brick floor might suggest they &@m a high status mason (Carelli 1991: 13-15,
22). It was found in the same context as a poimggepof horn (KM 76420: 185), perhaps used
as a replacement for a pawn in the same game.

Quarter Myntet, was excavated in 1992. Five garpieges were found (KM 77714). The
area contained a stone building, but no functios wantified. Only three of the gaming pieces
were included in the report, all dating from théhbentury (Larsson 1993).

In S:t Marten nr 25 & 26, 318 square meters wereaeated with precision in 1993
(Carelli & Lenntorp 1994). Three gaming finds wenade, all of them discs of bone/horn (KM
78367). One of the gaming pieces was found in gegf@rave 68).

Stortorget, year 1993. The excavation was madepeyiag a total of 10 trenches. From
the southern part of Stora Kyrkogatan to the nonthmart of Stora Sddergatan. (Eriksdotter
1994). 8 gaming pieces were found (KM 78415), ofclviiwo are missing. The finds were two
dice, one disc of bone/horn, two discs of wood ane undefined piece. The finds were made in
mixed layers of clay and soil, filed with rest poots of straw, leather and brick fragments, used
to stabilize the sunken areas of the main square.

Tegnér nr 1, 1994. (Carelli 1996). Three pieceseweund, of which one seemingly lost
(KM 79551). A die was found in a layer dating te th3" century. This phase was represented
by a high amount of discarded bone and horn framekshop (Carelli 1996: 32-37, 113-114). A
disc of bone/horn dating to $4entury (Carelli 1996: 25-26) was found in an at@n layer. It
appears that the layer originated from of a higtkirag residence.

A disc of bone/horn (KM 85 986: 14a) was excavated hearth from the first half of the
14" century in quarter Myntet, nr 9 in 2002-03. Thélding was interpreted as a workshop for
noble metals (Karlsson 2004).

An excavation was made in quarter Blekhagen in 280% 10, 11, 12. In this excavation
two discs of horn were found. The quality of theasation makes it possible to locate the exact
places where the finds were made. The first gampiage (KM 86581: 1154) was discovered in a
tanner’s farm dating from 1400-1420. The gaming@iwas found in a well filled with layers
from the garden. The other find (KM 86581: 1762swaade at tanner’s farm from 1320-1350.
This one was located in the remains of a burnt doause (Ericsson et al. in print).

4.3. The Lund gaming material

There are 238 finds of gaming items excavated indL{FFig. 16). But there is some difficulty in
defining which pieces were actually used as garpiages (Appendix 2).

30



4.3.1. Gaming pieces and dice

The largest find category from Lund is by far clesudiscs of bone and horn (Category D) (Fig.
15). This category is followed closely by dice (&giry H). Discs of wood (Category F) are also
common. All these categories may have been use@dares of Tables. The finds categories are
spread out evenly in the town, with a higher dgrsitthe centre. It therefore appears that Games
of Tables was the most common game in Lund durivg Middle Ages, and that it was
played by most of the social layers. Discs of
stones were probable also used for Games of
Tables but very few of them have been
found, most of them from the same
excavation (S:t Clemens nr 8, 1974-75).
Chess pieces (Category C) and piriform
pieces (Category B) are uncommon. Quite a
lot of pieces are still undefined, and if these
can be connected to specific games, the
balance might shift slightly.

Fig. 15. Exquisitely decorated disc of bone
found in Lund. Drawn after KM 23445.

100 Fig. 16. Amount of gaming
pieces from Lund in different
90 categories. A, hemispherical

pieces. B, piriform and
double piriform. C, hnefatafl
kings and Chess pieces. D,
discs of horn and bone. E,
discs of stone. F, discs of
wood. G, other. H, dice. I,
gaming boards.
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4.3.2. Gaming boards from Lund

There are four potential gaming boards from Lunbde Tirst board was found in quarter S:t
Botulf in 1964. It was a fragment of wood. On oiesvere the remains of rounded points used
for Games of Tables (Fig. 17). On the other sidalshmes carved to shape the pattern for Mills
can be seen. The pattern for Games of Tables i$ havger than the Mill pattern, with room for
gaming disc up to about five centimeters. It ishadge that the Games of Tables board first got
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broken, and that the board got a secondary uddifor

Fig. 17. A board for
Games of Tables, on the
back side there are
traces of a pattern for
Mill. Drawn after KM
57135: 1229.

From the quarter of Gyllenkrok there are two pdssdaming boards made of stone. The first
one with squares (Fig. 18). The squares are aneiten and do not resemble the gaming boards
for Chess found in Norway. It is possible that shieares are only part of a decoration.

A gaming board for Mill, was made by a similar typfestone as the previously mentioned.
The Mill pattern comprises only two squares (Fi@). 1t was either a less complicated variant of
Mill or the pattern was never finished. None of theavated gaming pieces from Lund would
have been small enough to use on the pattern.

A - " j
i . '
i . 3

v
% /

Fig. 18. Fragment of a possible Chess Fig. 19. A possible gaming board for Mill.
board. Drawn after KM 76123: 84. Drawn after KM 77655: 518.

The last potential gaming board was probably ngaming board at all (KM 70917: 215). It
comprises 18 decorated fragments of wood.
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4.4. Analysis of the Lund material

4.4.1. Finding contexts
Most of the finding contexts are rather vague, thaetre are gaming finds made in both high
ranking mansions and from commoners workshops.

4.4.2. Spatiality

The gaming items from Lund are spread over the smédieval town, but with a rapidly
increasing number the closer to the centre one glts outermost quarters include no, or only a
single gaming piece, and the quarters closer tac#mer includes higher numbers. This is the
expected picture due to the density of the poparabeing higher closer to the centre. The
simplest pieces such as dice and discs of bonspaiead out quite evenly over the town. This
shows that games were played in all corners of Lpndbably in proportion to the number of
inhabitants in the different quarters.

The quarter Gyllenkrok close to the south of Lunelalis this pattern. Here eleven gaming
items were found compared to none or one in thegnding quarters. This find includes some
of the most interesting pieces from Lund, a cry§taéss king in Arabian style (Category C2),
and two gaming boards of stone (Category I).

The medieval town of Lund had a higher populatiemsity closer to the centre, and a
lower in the outskirts. This view has been highemated in the larger part of the'™6entury,
with the result that the central quarters were fadyeexcavated in large scale. The antiquarian
value of the outer quarters was therefore not densd high, and many parts have been dug
away without any archaeological excavation. To aterd the spread of gaming finds are in
relation to the amount and detail of the excavatioade. An example of this can be seen in that
the two most well excavated quarters, Apotekareh&ih Clemens close the central square have
about 70 gaming pieces together, which is almdstuah of the entire gaming material from
Lund.

4.4.3. Chronology

Any good estimation of the chronology of gamingésy difficult to make based on the material
from Lund. The dated pieces are few compared tdattge amount of undated pieces. There is
also a problem that in most of the larger excavatithe layers from later than"™.8entury were
removed before starting the actual digging.

Gaming pieces of category A and H1 can only be eotad to the very first stage of Lund,
dating to prior 1050. The crystal chess piece foprarter Gyllenkrok (KM 76420: 113) is dated
to between 1225 and 1400, which shown that Chessepiwhere used for a long time and
cannot reliably be dated by their style. Gamingslisf bone, horn and wood are found in layers
from at least the 2century until 1% century. The gaming boom described by McLees (1990
can so far not be either proven or disproven ind.uksimilar dating as for the discs is true also
for the small cubic dice (Category H2).
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5. Case study 3: Royal Castles of Scania

5.1. The castles

The town of Lund gives a wide variety of socialdag, but the nobles are missing. To get this
social group into the spectrum, the gaming matérah a two castle sites will be analyzed. To
study all castles in Scania is not possible hetesamce the status of castles have varied a lot, |
have chosen to only study the royal castles. Fraittem sources we know of five Medieval
royal castles in Scania, these are: Beritsholmst&ddohus, Helsingborg’s castle, Lindholmen
and Skanor’s castle (Carelli 2007: 46). This is rehthe top nobles had their seats and ruled as
castellans. The castles were also visited by thal @urt from time to time.

Beritsholm was owned by the Danish king from 1368 antil 1526. It is untouched by
archaeological excavations (Odman 2002: 46-49).

Falsterbohus and Skanér's castle were built dutfiegl3" centuries to control the herring
markets in Skanor and Falsterbo. Falsterbohus waset down in the 4century, but rebuilt
as a strong castle with twin moats. It was excavatel887-1891 and 1907-1911, without any
report written. It was left for the archaeologisaidRar Blomquist to summarize the results in
1950 (Carelli 2007: 169-171). Skanor's castle waded to Falsterbohus around 1425 and left to
deteriorate. It was excavated by Otto Rydbeck 6719911, with what was for the time, very
good methods and the results were published irok ®ydbeck 1935).

Helsingborg's castle was a large fortification e tnorth-west of Scania. The first tower
was built in the 12 century but new parts of the defense were addéiti the 14" century.
Helsingborg’s castle was excavated in the 1930J¢,smaller excavation has been made more
recently (Carelli 2007: 103). No gaming items frélalsingborg castle have been published, and
there have not been time for any further invesiogain this thesis.

Lindholmen was built in the beginning of the™dentury as a strong brick castle in the
centre of Scania, supposedly built there to keeleroamong the local nobles (Reisnert 1995:
71). Lindholmen was first excavated in the 193big, was excavated by archaeology students in
the 1990’s, when well documented excavations wexdenfAugustsson 1995: 11).

5.2.  The Castle gaming material
The gaming material from Lindholmen has been studiy Helen af Geijerstam (1995).
According to her there were 13 gaming pieces foumast of which were circular discs of bone
or horn, and few turned pieces for Chess, as w€llsadice, of which two were spinning dice (af
Geijerstam 1995: 201). The material from Lindholmeas very hard to get access to. Of the 28
gaming items that were found, only six seem to df¢ &t the Lund University Historical
Museum, of which three are missing. Two can be sadkfinitely be gaming pieces. They were
of type D (Appendix 3).

The material from the castle in Skanér is muchdarg total of 33 pieces, however three
were missing from LUHM’s stores. Of the 30 pieckattl have looked at, 22 were dice, four
were of type D and four are undefined. One of thalentified pieces may have belonged to
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Chess, but the others are probably not gaming piatall (Appendix 3). Otto Rydbeck, who
was responsible for the excavation, interpreteddibe as a way for the soldiers encamped in
one of the buildings to pass time (Rydbeck 1938)16

A Chess rook in Late Medieval abstract style (Cate@4), made of ivory had been found
in the moat of Falsterbohus. The piece which wasetl; dated from 13— 14" century (Ferm &
Tegnér 2005: 34).

Other castles have been interpreted as built &l mymmand. For example the castles of
Loshult and Vittsjo in the Northern Scanian foregp®ssibly built to protect the Danish
production of iron and tar. From Vittsj6’s castéesingle die was found close to the hearth in the
main hall (Odman 2002: 163).

50 Fig. 20. Amount of
gaming pieces from
451 Scanian castles in
40 different categories. A,
hemispherical pieces. B,
35 piriform. C, Chess pieces.
30 1 D, discs of horn and bone.
E, discs of stone. F, discs
251 of wood. G, other. H,
20 - dice. I, gaming boards.
15 1
10
5 i
0 |
A B C D E F G H |
B Falsterbohus O 0 1 0 0 0 0 0
@ Skanor's castle 0 0 0 4 0 0 4 22 0
O Lindholmer 0 0 0 2 0 0 11 15 0

5.3. Analysis of the castle sites
The most common gaming items in castles seems thicee Rydbeck’s interpretation that this

was due to all the soldiers getting bored and takip dice play is a possibility. A few pieces
from Lindholmen have been interpreted as Chesepjend none from Skanor. One Chess piece
has been found in the moat of Falsterbohus, bsitnbt connected to any larger gaming context,
and other gaming items were most likely used inctmstle. Chess is seemingly more common in
castles than in towns, but the items used for Gawhd&ables are still in majority. The lack of
Chess pieces at Skanor’s castle might be due tedttier dating.
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6. Comparison sites
For a wider discussion about board games in Scam@inl will here present a few studies made
by other researchers in the field.

6.1. Scandinavian lron Age burials

6.1.1. Iron Age gaming in Scania

In 1955, Berta Stjernquist wrote that there areydalr excavated graves with gaming pieces
from Scanian Iron Age. One grave in Hammenhdg oedligaming pieces of bone (Category
A2) and two dice of Roman style. From Hagestad; foeces of bone were found. From Simris
gaming items were found in two graves, grave 415hdsrave 41 included 58 gaming pieces of
glass (Category Al), of which 29 were white andok. Grave 54 included 56 gaming pieces
of bone (Category A2) and the remains of a gamoayd where the reinforcing parts were made
of bronze (Stjernquist 1955: 109-110, 124).

6.1.2. Swedish Iron Age burials

Martin Sandberg wrote his master’s thesis on thgesti of gaming pieces deposited in burials
during the Iron Age (Sandberg 1994). The aim waset® if the graves with gaming finds did
indicate a high ranking male person, as has oftem largued (Sandberg 1994: 5). His argument
against this hypothesis is that it almost alwaysaised on rich male graves (Sandberg 1994: 11).
To try this hypothesis Sandberg went through alvgs with gaming equipment acquired by the
National Historical Museum in Stockholm, Swedenwsen the years 1891 and 1983. A total of
181 graves from Sweden were analyzed with respedcheé gender and social status of the
graves.

As gender was the focus for Sandberg’s study rdtteer actual sex, the genderization has
been made using archaeological data rather thaeological (Sandberg 1994: 14-15). The
gender of the graves was analyzed by the gravesgadd the result of 33 female graves from
the entire Iron Age, 69 males and 79 undefineddBarg’s results shows that both rich and poor
were buried with gaming objects as well as both arhwomen.

From the Early Iron Age a total of 16 graves weamalgzed, eight were analyzed as male
graves, and only one as female, and seven ungeh(leamdberg 1994: 56-60). From the Late
Iron Age 58 graves were analyzed, 18 defined a® medves and 18 as female, 22 remained
undefined (Sandberg 1994: 56-60). From the Car@m@eriod seven graves were gendered as
male and 14 as female, with ten unspecified.

It seems that gaming pieces were found in grava® fa larger variety of social groups
during the Late Iron Age than during the Early Irdge (Sandberg 1994). Perhaps the games
were introduced by the rich male individuals, butrevlater adopted in other social layers and
amongst females.
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6.1.3. Bjorko, Vendel and Uppsala
Three of the most famous burial areas from Swedene wot used in Sandberg’s main study; the
burial mounds from Uppsala, the graves in Valsganae the Bjorkd burials. (Sandberg 1994:
62). Bjorkd has been excavated over a long timéegeiThere are gaming pieces found in 18
graves from Bjorko, half of them from cremation\gga and the others from inhumation graves.
Of the inhumation graves six were gendered as noale,female and two were double graves
(Arbman 1940-43, Lindquist 1984: 215), this hasrbased to argue that gaming was a male
habit during the Viking Age. According to Martin8iberg, there are another seven graves with
gaming equipment from Bjorko, of which three cangeemdered as male graves, two as female
and two double graves (Sandberg 1994: 63). At limst of the graves include gaming boards,
however only parts of an iron frame remained, andwood. It is therefore impossible to see
what games they actually belonged to. It is noikehy} that the boards originally had patterns for
two games, one on either side, like the one fouarttié Gokstad ship burial in Norway. Some of
the gaming pieces excavated in Bjorkd were veryuistig pieces of glass. Similar pieces were
found in Langtorna, Uppland (Arbman 1936b: 95-97).

Amongst the large grave mounds in Uppsala, Uppland, grave (grave 1) contained 23
gaming pieces of bone. The grave belonged to aim#re age of 35- 45 years (Nordahl 2001:
16, 18).

6.1.4. Norwegian Iron Age burials

Jan Petersen (1914) examined 104 Iron Age graees Rorway containing gaming items. Of
the 58 graves from the Early Iron Ages, 16 belongechale graves and 10-12 to female graves.
Of the 46 graves from the Late Iron Ages 27 gravexe male and three graves were female.

Bergljot Solberg (2007) has written an article loé tupdated material from burials with
gaming pieces or dice from the Norwegian Iron Alder material includes 141 graves; 85 from
the Early Iron Age and 56 from Late Iron Age.

From Solberg’s material only 13 graves from thelfaon Age could be gendered since
most of them were cremation burials, and few comtdiany gender specific grave goods. Of
these graves seven were males and seven femaléastigrave was a double grave with both a
man and a woman. About half of the graves included grave gifts, and half of them, barely
any gifts (Solberg 2007: 266).

From Late Iron Age it was possible to gender 34/gsa 32 of them male, with weapons
and riding equipment as grave gifts and only twodke. That many of the graves were large
burial mounds or ships burials indicate a high alo@nking of the deceased persons (Solberg
2007: 266-267).

Solberg want to connect gaming in graves to a géestesocial elite, that was believed to
have magical powers, a social group of heatherststidhis should also be strengthened by the
deceased being buried with golden arm rings andlaees. Birds and horses in the grave
symbolises an ability to speak with these aninmeatsl, the gaming boards should be connected to
a sort of divination (Solberg 2007: 268).
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6.1.5. Comments on the Iron Age material

From studying two spatially different materials,n8berg (1994) and Solberg (2007), have
managed to describe the introduction of board ganmtesSweden and Norway respectively, in
two entirely different ways. Sandberg has descrii@atd games as, introduced by a small group
of high ranking males, and later spreading dowkess rich individuals and females. Solberg on
the other hand, shows a picture of how board gasteeted out as a genderless habit, and later
came to be connected to an elite male social graith, unnatural powers. Solberg’s view on
gaming in Late Iron Age is similar to the analysimde by Malin Lindquist on the Bjorko
material (Lindquist 1984: 215-218).

Neither Sandberg nor Solberg have any large mafeoia the Early Iron Age, and these
interpretations should be taken cautiously. If seernhe light of the other, | think that the
material from Early Iron Age looks rather similarthe two studies, neither material has many
gendered burials and a large part of them are fcommation graves. Sandberg’s view that
gaming was a male activity during the Early IroneAg based on only eight male graves of 16
analyzed (Sandberg 1994: 43-44), and it is vergiptesthat a similar picture as that in Norway
would be visible if a large material from the periwas gendered.

The variety in the materials show that interpretati based on the four graves found in
Scania from the Iron Age (Stjernquist 1955: 124gldagive a very skewed result, and have a
little reliability.

6.2. Norwegian town studies

The results from excavations in two Norwegian towase been carefully investigated by two
Norwegian researchers. They will be presented imaialy as a comparison to the material from
Lund.

6.2.1. Trondheim
The archaeological material from Trondheim has baealyzed inGames People Playeldy
Christopher McLees (1990). It is a very ambitioapart. The work is based on an excavation
made in the 1970’s and early 1980’s, on the s@ddlibrary site. The excavation is very large
and performed with high standards which make ioaderful base for McLees work. He makes
spatial, chronological and social analysis. Hediagled the board game finds into nine different
categories. From these categories he is analyzimggernand when these games were played.

There are a total of 470 gaming pieces excavatdleat ibrary site in Trondheim (Fig.
21). Of the material about half (229 pieces) arelenaf stone. All of these pieces have been
added to category E, but not all of them are caxcdiscs. The next two large groups of gaming
pieces are discs of wood and bone/horn. Comparkdrtd, there is a surprisingly small material
of dice found. Some small changes has been matieNrlLees’ material with my study, for
example two of the pieces McLees interpreted as€peeces (Category C) have been moved to
category B. McLees’ contextual study shows thatiggnpieces are mainly found just outside
the buildnings, possibly due to the cleaning insigleere the pieces are sweeped outside (1990:
163-164).
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6.2.2. Bergen

The gaming material from Bergen has been studiedsbyo Koksvik Lund (2010) in her
master’s thesis. The work has lot similarities tp own. She studied how gaming has differed
between different social classes (Koksvik Lund 2(-@), though she has a different time span
for her study (1120-1702).

There are 1068 pieces from Bergen interpreted asnggpieces (Fig. 22). They are made
of bone, horn, wood, stone, ceramics and metalski&kiund, has developed a categorisation
system of her own, but to be able to compare it Wit results from other sites, | have made an
attempt to convert it into my own. The material t@oms a single hemispherical piece, 15
piriform or double piriform pieces and 34 Chesscpge 215 pieces are discs of bone or horn,
while 424 pieces are discs of wood. The size vaiést and some were probably not gaming
pieces at all. 289 pieces are discs of stone. 4Beopieces have odd shapes and got defined as
category G. There are a total of 30 dice excav&eden gaming boards were found as discussed
above (Koksvik Lund 2010: 28-50).

Koksvik Lund is criticizing the interpretation oaming as spare time habit, as spare time
is a modern construction (Koksvik Lund 2010: 88-8B) support this Koksvik Lund had to
know who played. 80% of the material from Bergersweacavated in an area called Bryggen
during the 1950’s and 1960’s, and the possibilitystudy the contexts and dating of the pieces
are limited. Bryggen was an area with a large $ativersity, and gaming was seemingly
popular amongst various groups of people. The mahisrvague, but it is likely that gaming was
equally common amongst both genders (Koksvik LubitO2 85-86, 93).
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6.2.3. Comments on the Norwegian town material
The material from Norway shows both distinct simiies and differences from the material in
Lund. The circular discs are overwhelmingly thegést find category in all three towns. The
difference here is that the two Norwegian townstaiona very high proportion of wooden discs
and stones. The lack of stones in Lund could betdwexcavation praxis and the lack of wood
due to poor preservation of wood in Scanian sbitould therefore be expected that a higher
number of discs of stone, and discs of wood agtwedire used in Lund during the Middle Ages.

Compared to Lund, very few dice are found. Evenugfiothe material is much larger, they
contain less dice, however, | am not sure how shisuld be interpreted. Lund was to a large
extent an ecclesial town, and dice games should baen prohibited, but this does not seem to
have been the case.

Finds from category A, B and C are low in all thteeuns. This means that games like
Hnefatafl never had any large foothold in the meai¢owns, and neither did Chess.
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6.3. Swedish Cistercian monasteries

6.3.1. Alvastra, Ostergétland

Alvastra monastery was built in 1142 by the OrdeCwtercians by royal initiative. Through
donations the monastery soon became very rich,rgMand in many parts of Sweden. Alvastra
monastery was excavated between the 1920s andly988to Frddin, but no academic report
was made (Bergman 1993: 1). However Anna BergmarbbBan going through diaries, sketches
and find list from the excavation, and written adis with a focus on gaming. Her research is
mainly spatial, by connecting the finds to theeldint buildings she wanted to know who played
games, where and what.

In the original finds list made during excavati@total of 82 finds from games were
included. Bergman managed to find 50 of these; &Rigg pieces and 28 dice. Of the gaming
pieces 10 were interpreted as Chess pieces by Bergmo in Arabic abstract style (Category
C2). All were made from horn, bone or ivory. Twongag pieces could have been used for
Games of Tables. The rest were undefined but heolgaply been used for Chess or Mill. Most
of the finds were made outside the buildings; thlso goes along well with McLees’
interpretation that people were careful with theading inside. Probably the small gaming
pieces were swept outside during cleaning. A migjai the gaming finds were found around
the infirmary for sick and elder monks (Bergman 3:925).

6.3.2. Other monasteries
Bergman has also compared the results from Alvaitrafly with three other Swedish
monasteries belonging to the Order of Cisterciafisey were all fully excavated in the
beginning of the 20 century, with worse methodologies than the Ahastionastery. Very little
can therefore be said about the dating of the ggumieces.

The first one is Varnhem, Vastergotland (1160-1527nonastery for monks. 21 gaming
related finds were made (Bergman 1993: 26).

The second, Gudhem, Vastergotland (1150-1527),aMdannery. Two dice and one disc
were found.

And lastly, from Vreta, Ostergotland (1160-1527ptdice, three Chess pieces and one
disc of stone have been found. Vreta was built @seBlictine Nunnery but was converted to the
Order of Cistercians in 1160.
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6.3.3. Comments on the monasteries

Bergman’s studies shows that games were a faimynoon sight in monasteries of the Middle
Ages. Compared to other sites, Chess is highlyrepeesented in monastic sites, which supports
the thesis that Chess is a game for the highel, edeicated classes. Most gaming finds were
made in relation to the infirmary; gaming might rfere not have been clashing with the
ordinary duties. While the amount of Chess pieceshigh, the discs for Games of Tables are
very few. It appears that the church law forbiddgagming was much stricter where Games of
Tables was concerned, than with Chess. A lot of evere also found and perhaps these were
perfect for smuggling in a pocket to play in secfetew of the dice were found in the cemetery.
Similar finds are made in Lund, and it appears thatas not an uncommon ritual to be buried
with a single die.

In Russia the Arabic influenced abstract gamingceistyle seems to have endured
throughout the whole middle Ages (Kolchin 1989: PMaybe that can be true to some extent
in Sweden as well where abstract Chess piecesahié@style seem to remain at Alvastra after
1400 (Bergman 1993: 15).

Gaming is mostly connected to male monasteriestheutaterial presented so far is rather
small and gaming pieces have been found on all sterias investigated.

One Cistercian Monastery was located in Scania. Heeevad monastery built in 1144
was the first monastery of the order in Scandinaltihas been excavated seasonally, but no
report has been published. This monastery coule §mme new clues to monastic gaming.
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7. The gamers in art and historical sources
To complement the archaeological material andve gnd as wide picture of historic gaming as
possible, games in historical sources will be presgkin this chapter.

7.1. The gamers in medieval laws

There were several laws trying to restrict the plgyf games during the Middle Ages. One of
them was the Church, forbidding bishops to play leng of board or dice game. There are also
examples of town laws forbidding gaming for a dareanount of money or during a certain time
of the day. In one law from the continent, appieedihad to keep away from Chess and Games
of Tables, and in universities, knightly occupatipmcluding Chess and games of chance, were
prohibited (Murray 1913: 440-441).

From the coopers’ guild in Malmo, at that time paftDenmark, gaming with dice was
dealt with harshly. The first time a member wasgtauplaying the participant was fined 3
Scanian marks, 9 the second time, and the thirdheealusion from the guild (Ohnegard 1984:
40). Copenhagen’s town law under Christopher ofaBiavsaid that if someone killed another
while gaming for money, the killer was condemnedéath (Lindquist 1992: 60).

The town law of the Swedish king Magnus Il “Ladsil@isallowed gaming with “under
aged persons” or gaming with people with no possesslit was also forbidden to play for more
than the value of one mark, or with goods belongang company where a third person was part
owner. In Magnus’ household law it was forbiddergonble with a horse or weapon at stake,
and gambling after the king went to bed was naivad. In the law of Gotland (Gutalagen) it
was completely forbidden to gamble. (Lindquist 1:98Q).

Olaus Magnus writes that youths playing with dicecards for money should be put in
irons on the square (Lindquist 1992: 61).

In Norway and Iceland no laws against gaming ammeamtil the middle of the i3
century, when suddenly a pair of different laws wsmied by King Magnus IV “Lagabgte”
Hakonsson (Dahl 2003: 70-78).

7.2.  The gamers in letters of will

Chess starts to show up in letters of will in Sparsources from early Ticentury. The first
from Count Ermengaud of Barcelona, dating from 1(8rray 1913: 405-406), describes how
a Chess set was donated to a convent. The secting tam 1058 and is found in Countess
Ermessind’s letter of will, 40 years after the dheat her husband Raymond Borel, who was also
brother to Ermengaud. This second will is also aation of Chess pieces, apparently made of
crystal, to the very same convent, Saint Giles sly1913: 406).

Peter Carelli (1998) names a couple of wills whéteess boards were left to others in
Denmark and Sweden. When the Danish archbishopGemal died in 1327, a Chess board was
amongst his possessions (Carelli 1998: 138-13%mFDenmark Chess is named in three
different wills before 1450. In the first Bennikeehtiksen from Ahus and cantor of Lund left
two Chess boards to two fellow priest colleague&368, one to Sir Niels, a provost in Lund,
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and one to Sir Jens, who was archdeacon. Archbishelg, had been given a Chess board by
the Norwegian queen, which he left to the wife afems Ulf in 1379. The canon of Ribe, also
priest in Al, Ebbe Jensen left his Chess boardipBl(Carelli 1998: 138).

In Swedish medieval sources, Chess is named iw deteers of will. The canon Henrik in
Uppsala left a Chess board to Sir Jacob of the Mres{a parish in Uppland) in 1346. In the will
of Arvid Karlsson, son of Karl Elinasson, castellarKalmar, a Chess board was named (Carelli
1998: 139).

Due to historian’s interest in Chess, these stugies a very biased towards Chess. No
games other than Chess are mentioned in the literbhave been studying.

7.3.  Other historical sources

Chess is first named in Swedish sources in 133@n fthe Chronicles of Duke Eric of
Sodermanland (Sw. Erikskronikan). It tells of howe@n Sofia was playing Chess while her
husband King Valdemar was defeated by his brothegrivs at the battle of Hova in 1276 (Ferm
& Tegnér 2005: 34)

The Gotlandic Noble, Sir Ivar Axelsson Tott, waayphg "wortaffwel” and lost money on
at least two occasions in 1485-86 (Lindquist 1982). Wortaffwel means something similar to
dice board game, probably one of the different Gaaid ables.

A large ivory Chessboard was found in the treasafryhe Swedish king Magnus VIi
Eriksson (Carelli 1998: 139) and from an inventorgde at the Castle Bohus in Ostergoétland an
ivory Chess board is named in 1340 (Ferm & Teg@5235).

There are a couple of sagas in Icelandic medigteiature that includes references to
gaming. They are usually used as sources for allNbrdic countries, but due to the source
critical aspects involved when referring to Icel@nslagas, which often take place long before
the text were written, | will not use them to aayger extent. One interesting passage is however
when the Norwegian king Knut was playing Chess Withsecond in command, Jarl Ulv:

“Nar de nu lekte schacktavel [Chess], kung Knut bibh jarl, da gjorde kungen ett
svart feldrag, och jarlen schackade av honom earé&Kungen flyttade da tillbaka
taveln och sade att man skulle ta till ett annatl.sparlen vart vred, slog ned
pjaserna, reste sig och gick.” (Olav den heligegasguoted through Carelli 1998:
138).

This may not represent an actual story but it showg even a king after a loss at Chess wanted

to take up another less royal game instead. Fahdurdiscussions of games in the Icelandic
sagas see, Fiske (1905), Berglund (1971) and R280I3).
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7.4. The gamers in art history

7.4.1. Prehistoric art
On the Gallehus horn from Denmark, there is a péctf two persons playing a game engraved
into one of the gold bands. The two gamers eacti aalrinking horn and beneath the table a
dog sits looking up at the game. The game depistexivs circles along all the edges of the
gaming board, probably some sort Roman game suclDwaslecim Scripta or Ludus
Latrunculorum is suggested but the arrangemenh@fgaming pieces similar to those in the
Leuna find (Youngs 1983: 861-862).

The now lost Ockelbo runestone in Gastrikland, dspitwo men playing a game
reminiscent of Hnefatafl, while each holding a &mg horn. The picture is made in a style very
similar to the one on the Gallehus horn, exceptifergame depicted (Lindquist 1991: 96-97).

7.4.2. Medieval art

There are paintings of gaming in three medievalrdies from Sweden; the Taby, Eskilstuna
and Rada churches. The Taby church features a midjing Chess with Death. In the wall
painting at Eskilstuna church a woman and a mastawe/n playing dice, there are a lot of coins
on the table between them and something has gonebmeause both the man and a man beside
him have drawn their daggers. A third man behirelgambling man is pulling the gamers hair
and seems to be aiming at his head with a bottleR@da church in Varmland two men are
playing dice. Here too one of the participants &&sife drawn, and securing the money with his
other hand (Ohnegard 1984: 40-42). These threeclaegly used as propaganda or warnings
against gambling. These paintings are likely irexpiby real events and might give a clue as to
why gaming was prohibited in laws.

From Norway there is a church painting in the Alvet church. The painting depicts Adam
and Eve naked beneath a tree. The picture is qortkising, and they could be interpreted either
as eating fruits or as playing a board game (D&AB267).

From the continent games are depicted in a largeuatrof codexes. The most famous is
probablyThe Book of the Games of Chess, Dice and BoardmfSaf Tablesyvritten in 1283
by decree from king Alfonso X of Leon and Castilée book is filled with Chess problems and
descriptions of fifteen different variants of GanwdsTables (Watkins 2007: 239). In the book
board games are described as especially fittingvtonen, elderly persons, prisoners, slaves and
sailors (Yalom 2004: 57). The book contains beall§ifillustrated pictures of high ladies, nuns
and children playing Chess (Yalom 2004: 59, 60,)166
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8. The Agency of gamers

This thesis has tried to sum up relevant souraeprihistoric and historic games, and to connect
them with their contexts, which can tell us someghabout the users, the gamers. So who were
the actors responsible for leaving all the gamiragamal behind and what were their motives?

8.1. Games and gamers

8.1.1. Players of Roman gamers

Very little can be said about the first gamers aar8a, the import of games might have come
from other Germanic peoples in contact with the Bosy rather than directly from the Roman
Empire. Few gaming boards for Roman games arempegsé Scandinavia, the only actual find
being that in Vimose, Denmark. Roman gaming piecesdifficult to separate from those used
for Scandinavian games such as Hnefatafl. No ¢telcations can be found of Roman games
after the Vimose find, around 300 AD, and no gamiogrds are represented from medieval
towns. The dice found at Bjorkd and other Late lAge burials suggests that games similar to
Duodecim Scripta were played still during that tilv@ungs 1983: 863). It seems reasonable to
draw the conclusion that the Roman games lost ffapularity sometime during the Late Iron
Age.

8.1.2. Hnefatafl gamers
Hnefatafl is often connected to the warrior cultofehe Iron Age. A battle game only fit for
warriors who roam the seas and plunder lessermsatldowever the fact that similar games can
be found in a variety of places, shows that theegardid not only enjoy the warfare but also sat
down with the “enemy” to learn new games. Nonehefpreserved gaming boards from the Iron
Age contain only a Hnefatafl pattern, but also wdeld a pattern for Mill, the game which
Murray thought was only fit for children (Murray 13: 438-439), which means that the warriors
who played Hnefatafl also played Mill. There is nertain link between the battle game
Hnefatafl and a warrior culture. The interpretatibrat Hnefatafl was used as a method of
grooming great strategists must be considered hgpiot

We should also consider that the gaming pieces tmgh all have been intended for
Hnefatafl. Boards found on Bjorko in combinationttwonly one type of gaming pieces and a
king or two, might not have been used for Hnefatait maybe for Roman games still played in
Scandinavia. As in England a much more varied pegctdl which games were played in Iron Age
Scandinavia must be considered (Youngs 1983: 864).

Hnefatafl seem to lose its popularity during th& téntury. However since it still can be
seen in a slightly different shape among the Saaming the 18 century it must still have been
played in some groups.
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8.1.3. Chess gamers

Harold Murray is clear in his interpretation thateSs kept a unique position as a game for the
higher classes and that is kept this ranking wittmmpetition (Murray 1913: 429). He also
states that it was not probable that Chess reattieetbwest levels of society, but still refers to
sources claiming that “the plain ploughmen, weil#iglat Chess play” (Murray 1913: 441), and
Chess seems to have been fairly common in tavéostay also mentions that children are
playing Chess in several sources (Murray 1913:.433)

It seems to me that Chess was not a game limitatetchigher classes. It was merely
priced as a game requiring a higher level of iatell As such the game could probably be found
among skilled gamers in a variety of social clas$ég limited spread of Chess might be due to
the simple fact that the Chess rules was morecdiffio learn than those for other games. It was
therefore a necessity to learn it from an alreddesl player or read it in a document, which of
course was only possible for higher classes.

As shown, Chess also seems closely linked to tbiesal part of society (chapter 6). This
goes well with Richard Eales description of Chesstsoduction into Europe as part of the
Arabic learning (Eales 2007: 166). This way of spliag Chess in the world of learning seems
to have remained even when Chess reached Scaralinavi

8.1.4. Games of Tables gamers

In the same quotes where Murray describes the Isadéa of Chess as a game for the higher
classes, Games of Tables are almost always nameelaslhere are several examples where
Games of Tables is played by kings, queens and ptbeninent individuals. The vast amount of
gaming pieces from Games of Tables found in townrt their contexts shows that Games of
Tables was played by all sorts of townspeople. GaafeTables was played by all: rich and
poor, old and young, sick and healthy, male ancafem

8.1.5. Mill gamers
It appears that Mill was not always the childregame it later became. During the Iron Age,
Mill seems to have high status, to later dwindlenase advanced games became popular.

The medieval Mill boards found are often carvedoodinary objects. The fact that Mill
boards outnumber the boards used for Games of J atdicates that Mill might have been an
even more popular game than Games of Tables. Hovieigelikely that Mill was played with
small rocks or other small objects of similar pfess as the gaming boards and that the pieces
used for Mill therefore not are found or recognizieding excavations.

8.1.6. Dice gamers
Dice is used in combination with gaming boards frdma time when board games are first
played in Scandinavia. Like Games of Tables, diaeehspread widely across social layers,
probably even wider, as dice is found in high antewaiso at Castles and monasteries. As the
number of dice used to play, the numbers of dieegaite large in comparison to other gaming
equipment.
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8.2.  Social structures and gamers

8.2.1. Social difference
Gaming in Uppakra can so far only be connectedhéoetite, working in the ritual centre. Seen
together with Dahl’s study (2003) connecting Hnaflatvith Old Norse religion and Solberg’s
(2007) interpretations of gaming as a part in haatpriesthood, Iron Age gaming can be
connected to a social religious elite. The samebmaraid for Chess which is frequent in priest
letters of will and at monasteries. Thereby gamagehover a thousand year connection to
religious elites. This does not however imply ttieg games themselves were used as tools for
divination. These individuals represent person$ gidod connections to the surrounding world
and a high level of learning and social status.s€hare the actors with the strongest position
within the social structures and with the best nsearchange society, and it is not surprising that
gaming is found in association with these individua

Gaming was not restricted to any social group. Fomards found with a combination of
Chess, Mill and Games of Tables, it is fairly omsahat the higher classes played all kinds of
games. The diversity of gaming objects, from méxaped rocks and gaming boards on barrels,
to the exquisite manufactured gaming pieces ofsglglsow that gaming was common through
the social layers from the $2entury onwards. The means available to diffeiretividuals may
have restricted what games could be played. Busiimplest games were popular throughout
society.

8.2.2. Gender differences

During the Iron Ages the connections between gersthelt gaming have been described in
different ways. A common belief is that gaming c@nconnected to a male elite, this is however
based of very deductive studies with a small nunob&xamples as basis for the results. Larger
studies show that gaming during the Iron Ages dsm lae to a large degree connected to females
and at least to some extent to middle class gariensever, there seems to be some regional
differences. In Norway gaming is associated witthbgenders to an equal amount during the
Early Iron Age, to become more dominated by mateghe Late Iron Age. Swedish material
shows a different picture with male dominance ia farly Iron Age and female dominance
during the Carolingian Period. There have surelgnbeegional differences even within the
countries, for example, Bjorkd, Sweden, was stdimthated by male gamers during the
Carolingian Period.

In medieval sources both females and males aredhamessociation with different games
from when they are first introduced.

Gaming has been described as an effective waydangy females and males to get to
know each other better. An innocent game couldyehsi arranged, and gaming is common in
romantic tales from the Middle Ages. But games wereonly used by the sexually active, even
celibate monks could be deeply involved in strasgif game play.
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8.2.3. Age differences

The matter of children playing games is a conttadycone. On one hand we see sources
prohibiting under aged people from gaming, and lun dther it is encouraged as a means to
develop an intellectual mind. It is obvious thatrngs were to at least some extent played by
children during the Middle Ages. The age differenaiiring the Iron Ages are even more
confusing, since the skeleton is often decayeapasge analysis has been published. A German
grave from Bonn, containing an 8-10 years old gl gaming pieces of glass, dating to tfe 3
century AD, implies that gaming were common forldtan already from around the time when
it were introduced (Haberey 1961: 319-320, 327-330)

8.2.4. Health and gaming

Gaming seems to have been common in relation tmaess and death. From the Iron Ages,
gaming items are common finds in graves, and duhiegViddle Ages, a single die could still be
deposited with a deceased person. From one ofa$ggthls in Lund there is a cluster of gaming
pieces found at the end of the™@entury, from Alvastra monastery in Ostergotlahe, gaming
pieces were closely related to the infirmary, amdvialmd, Scania, gaming pieces have been
found close to the hospital (Carlberg-Kriig 2003:-@b). In the Spanish king Alfonso’s book of
board games (Yalom 2004: 57), gaming is nhamed dylarly well suited for old persons and
individuals with bad health. Surgical equipment fanend at the temple of Uppakra as well as in
the weapon deposits (Frolich 2007: 59-60), the saomexts as the gaming items, continuity
between gaming and illness can possibly be founasaa long time span. It seems that gaming
was used as a way to ease the time spent in sickbed

8.2.5. Chronology

A shift in traditions can be seen during the 11tid 42th centuries when the older games of
Hnefatafl or Roman games are replaced by Cheshap®ithere is also an earlier break when
Hnefatafl was introduced and Roman games abandditexte breaks can be seen both from a
larger structural perspective, but also in the ssedle of individual actors. As Dahl (2003: 56-
57) has tried to link Hnefatafl to the heathengieln and Solberg (2007) interpreted gaming as a
shamanistic action.

8.3. Agency and gaming

I have now gone through the groups of gamers aedstitial spectrum. However in such
summaries it is easy to forget the individuals. IAstated in chapter 1.2., the categories and
trends pictured are based on material culture edgelay the individuals. It is individuals that are
responsible for all the historical and archaeolagimaterial. Single actors represented in the
material are not always acting in the same cousstha general trends. The first gamers were
acting against the social structures, and createshaparadigm.

Even when the gamers are divided into larger grotifese are not representative for the
individuals in the groups. The reasons behind ggnasennot be described in general terms, as
has been done by archeologists with a more stralgherspective. Simple explanations of how
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there is one reason for gaming is not likely. Itswet the boredom in the higher classes that
made gaming popular, but an individual desire fomsthing new and different from the
traditional ways of life.

From my study | think it's apparent that there vaawill to play games through all social
levels. Old or young, rich or poor, woman or mdhware potential gamers. What seem to have
been decisive for whether someone was playing glaisie or that game are simply their
boundaries within the larger social framework. Aoponan did not have the means to get a
Chess board, or to learn the rules.

The older ideas that games were played amongstaiiéty because of a lack of things to
do can be discarded. The nobility did not necelsshave more spare time than any other social
class, and the vast amount of gaming pieces foandund, Trondheim and Bergen, clearly
shows that the townspeople had plenty of time #omes. The fact that games can also be found
amongst the monasteries, whose days were schefilaladdaybreak until nightfall, shows that
time was not the decisive matter for gaming.

The picture of Chess as the knightly game is ngiralsiematic. The nobility was not
restricted to playing Chess, but had the meangayp gny game they wanted, and so they did.
Gaming as a part of the knightly virtues should hettaken as a wall between knights and
commoners, but rather shows how popular gamingrbe¢hroughout the social levels.
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9. Epilogue

9.1. Further research
In hind sight this thesis feels too small to corspihe whole material | have been studying; only
the most relevant aspects of gaming research hese resented. There is still a lot of smaller
topics that | wish | had more time to analyse. Bhady on gaming material from lron Age
settlements is very brief, and further investigagionight give lots of new information’s about
the prehistoric gaming.

There is still a lot to learn about gaming both the study of historical sources and
archaeological material as well as board gamed.in a

Many large Swedish towns, for example Loddse armtkdiblm, have yielded large
number of gaming artefacts that have never beelysethin any larger study. An attempt has
been made in this thesis to summarize as many ganaards as possible, but there is probably
more hiding in the large stores of Scandinavianeuuss.

The relationship between nobles and games arebrefyin this thesis, and a larger study
on board games in connection to castles and thlnfincontexts within the castles would be
interesting.

9.2.  Summary

This thesis has summarized most of the relevaetirel done in the gaming topic. This research
has been used as basis on which to relate my owdy stff gaming material from Lund and
Uppakra. The gaming material has been treatednaaims of actions made by individual actors.

An introductory chapter has been made to give ¢aeler a general overview of prehistoric
and historic board games, as well as a summarygeofaming boards and gaming pieces found
in Scandinavia.

In my studies | have gone through the excavate@mahfrom the Iron Age settlement of
Uppakra, the medieval town of Lund and the castleSkanor and Falsterbo. An attempt has
been made to connect the gaming finds to a confesm Uppakra there is a clear connection
between the gaming pieces found and the religibtes &his might however be due to the so far
very small scale excavations made. From Lund tleeelarge material of gaming items. They
are found from the whole medieval period and inidewariety of social contexts.

These studies have been connected to studies by mbearchers and historical sources.
The material from medieval towns in Norway showsnailar pattern as the material from Lund.
As the archaeological material often is difficudt donnect to specific actors or users, historical
material has been used as a complement. As theribaédtmaterial often is used in deductive
studies with the purpose of highlighting the rofeGhess during the Middle Ages, a critical
perspective has been applied.

The combined results show that gaming was a habithie whole social spectrum. From
the introduction of board games to Scandinavia,iggipieces can be connected to both genders.
The Iron Age grave material can be connected nbt tinrich graves but also less affluent
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people. During the Middle Ages gaming can be cotateto all social levels of the town life,
from those without any possessions to the wealtleychants and high ranking priests. The
reasons for gaming presented by previous researsheuld not be accepted without question as
the gaming individuals of the past all had diffari#estyles and desires.
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Appendix 1 - Find list from Uppakra
Most of the pieces from Uppakra are of the romae that predates the town of Trondheim, and
only a few pieces of this kind were therefore reprged in the system made by McLees (1990).
Instead McLess category A, has been widened, grataed the gaming finds from Uppakra has
been divided into three subcategories, dividedhieynhaterial the pieces were made of.

Category Al represents gaming pieces of glass.

Diam. | Height Dating
Find nr. ID (mm) | (mm) Find place and year Comments
LUHM 31251: 1062| 201153 - - Stora Uppékra, 2002. Unsupplied.
LUHM 31251: 1063| 201154 18 7 Stora Uppékra, 2002. Red.
LUHM 31251: 3059, 203180 12 6 Stora Uppakra, 20d)2. Black.
LUHM 31251: 3776 203923 11 6 Stora Uppakra, 20d)2. Black.
LUHM 31251: 4381 204535 12 7 Stora Uppékra, 20d)2. White.
LUHM 31251: 7776/ 207981 - - Stora Uppékra, 2005. White. Unsupplied.
LUHM 31251: 7860, 208066 14 7 Stora Uppékra, 2005. Greenish.
LUHM 31251: 9613 209910 16 7 Stora Uppakra, 20@7. Yellow?

Category A2 represents gaming pieces of bone amd ho

Diam. | Height Dating

Find nr. ID (mm) | (mm) Find place and year Comments
LUHM 31251: 980 | 201069 17 10 Stora Uppékra, 2001.
LUHM 31251:1834| 201939 - - Stora Uppékra, 2002.
LUHM 31251: 1925/ 202031 26 9 Stora Uppékra, 2002. Pendant.
LUHM 31251: 1962 202069 - - Stora Uppékra, 2002.
LUHM 31251: 4079 204226 - - Stora Uppékra, 2002.

Stora Uppéakra, 2003
LUHM 31251: 6692| 206891 - - | 2004.

Stora Uppakra, 2003
LUHM 31251: 6840 207040 22 7 |2004.

Stora Uppékra, 2004
LUHM 31251: 7775| 207980 - - | 2005.

Category A3 represents gaming pieces of stone.

Size | Height Dating
Find nr. ID (mm) | (mm) Find place and year Comments
16 x
LUHM 31251: 820 | 20086 19 10 Stora Uppékra, 2001. Small rock.
LUHM 31251: 1579| 201679 - - Stora Uppékra, 2001. Unsupplied.
34 x Stora Uppakra, 2003
LUHM 31251: 6780| 206980 34 16 | 2004. Sling stone?
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Appendix 2 - Find list from Lund
Category A

Category A is made up of hemispherical pieces gfraaterial. The pieces from Lund include
only pieces of bone (Category A2) and amber (Categ8). These pieces are mainly from the
Iron Ages, and are considered as used for Hnef&aflthey have most likely been used also for
other prehistoric games, such as Mill, Ludus Latuorum and Duodecim Scripta.

Height | Diam.
Find nr. (mm) (mm) | Dek. | Finding place and year | Dating Comments
KM 53436: 245 18 - - Fargaren 22, 1961. 1000-1050. | Amber.
KM 66166: 2330 18 - - S:t Clemens 8, 1974-75.  100860. Bone.

Category B

Category B consists of pieces with a rounded bady an extended upper part, so called
piriform and double piriform when the upper padahas a rounded shape. They are all made of
horn or walrus tooth. Eleven finds have been madm fthis category, one with a secondarily
made central hole. What games these were used fat iknown, some have suggested that they
were used as Pawns in Chess. The category hasdbeded into two subcategories; B1 for
piriform pieces and B2 for double piriform.

There are nine gaming pieces from Lund categoraze81. Six of them are piriform and
three has more of a conical shape.

Height | Diam.

Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
Central hole.

LUHM 11028 CXV - 25 | - Pennegatan, 1881-1883. - Spinning whorl?

KM 21029 37 - - Apotekaren 5. 1910. - Conical

KM 38419: 98b 33 - - - - Bought 1936.

KM 57135: 108 30 - - S:t Botulf 12 O. 1964. 11-14tntury.

KM 57135: 1084 37 - - S:t Botulf 12 O. 1964. 11H4entury.

KM 59126: 455 22 - - Glambeck 4. 1966. 11-13th gent

KM 66166: 2198 37 - - S:t Clemens 8. 1974-75 11800. Conical.

KM 66166: 2606 28 - - S:t Clemens 8. 1974-75 11800. Conical.

KM 72804: 22 33 - -- Sjalabodarna 11. 1985. -

Category B2 is used for double piriform pieces. Tmaces from this category has been found.

Height | Diam.
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
Unmarked 46 - - - -
KM 20281: VB10 29 - - Apotekaren 5. 1910. -
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Category C
Category C is made up of pieces that were likeBduass Chess pieces or Hnefatafl kings. In
difference to McLees (1990) study this categorysdoet only include pieces of wood, but
also pieces of bone, horn and a piece of glasdiffer between the Hnefatafl pieces and
Chess pieces of different styles, the categorydesn divided into four sub categories: C1
Hnefatafl kings, and C2 abstract Chess pieces abi&rstyle, C3 figurative Chess pieces and
C4 Late Medieval abstract Chess pieces.

Category C1 includes two pieces, one conical méaaeod and one figurative made of
walrus ivory.

Height | Diam.
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
KM 38252 47 - Yes | Kulturen 25, 1936. - Walrus taoth
Hnefatafl king?
KM 53436: 770 69 27 - Fargaren 22, 1961. 11th agntu| Wood.

Category C2 includes three pieces in Arabic absside, of which two are made of wood
and one of crystal.

Height | Diam.

Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
Arabic Chess
king/queen.
Wood. Bought

KM 38315: 76b 28 31 - Apotekaren 5. - 1936.

S:t Clemens 9 mfl., 1982- Arabic Chess

KM 71839: 831 20 - - 84. - pawn. Wood.
Arabic Chess
king/Queen.

KM 76420: 113 26 - - Gyllenkrok 3,4,5, 1990. 122400. Crystal.

Category C3 includes one piece is made in ivoryewis style.
Height | Diam.

Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
Fragment of
Chess knight.

KM 72550: 45a 28 28 - Billegarden 49, 1984. - Ivory.

Category C4 includes one Chess rook is made of indate medieval abstract style.

Height | Diam.
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
14-15th
KM 77714: 490 27 - - Myntet 3,4,5, 1992. century. Chess rook.




Category D

Category D represents the most common group osfiftdncludes 77 gaming pieces in the
shape of discs of bone or horn. These gaming pia@s most likely used for playing
different kinds of Games of Tables. Many of theceehave a hole made in the middle which
has caused a debate about whether they are gamiresor spinning whorls. Category D is
therefore divided into two sub categories, D1 gandiscs of bone or horn without a central
hole, and D2 gaming discs of bone or horn withrared hole.
Category D1 includes 47 finds, of which 38 are detmal. Five of the pieces are very
rough and are probably raw material for the makihgaming pieces.

Diam | Height
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
Sewer excavation 19th
LUHM 12828 40 - Yes | century. - Broken.
KM 6236 37 45 | Yes| S:tJakob 8, 1891. -
KM 6237 45 9 Yes | Grabrodersgatan, 1891. - Broken.
KM 12924 44 15 - Skomakaregatan, 1902. - Raw nsdferi
KM 16704 40 13 | Yes| S:tMikael7,1906. -
KM 20311b - - Yes | Apotekaren 5, 1910. -
KM 20346 - - Yes | Apotekaren 5, 1910. -
KM 20433 43 10 Yes| Apotekaren 5, 1910. -
KM 21663 40 8 Yes | Labratoriegaten 6, 1911. - Rawenial ?
KM 22752d 43 14 - S:t Laurentius 1-2, 1913. - Raatenial?
KM 22813 36 15 - Stortorget, 1913. - Raw material?
KM 23445 35 5 Yes| Sjalabodarna 1, 1914. -
KM 23577 45 8 Yes | S:ta Maria Minor 6. -
KM 32935 23 2 Yes | S:tMikael5, 1927. -
KM 34502 45 8,5 | Yes| Tegnér1and8, 1929, -
KM 35472 a7 11 | Yes| Galten 17, 1931. - Half.
KM 35860 41 12 | Yes| Paradis 44, 1932. -
KM 38343: 2 43 10,5| Yes| S:tMaria Minor 2. - Boud!936.
KM 38343: 23 40 10 | Yes| S:tMaria Minor 2. - Boud!936.
KM 38344: 4 44 5 Yes| Stora sddergatan 3. - Bou§B61
KM 41043a 39 10 | Yes| Kulturen 24,1941, -
KM 41312 46 10 | - Gladjen 8. 1942. -
KM 49185: 422- S:t Jérgens Hospital, 1934-
423 44 11 | Yes |45.
KM 49326: 120 54 9 Stortorget, 1954. - Raw mat@ri
KM 57135: 78 42 12,5| Yes| S:tBotulf12, 1964, €204.300.
KM 57135: 347 46 9 Yes| S:tBotulf 12, 1964. ca.99300.
KM 57382: 214 41 75| Yes| S:tBotulfl2, 1964, €204.300.
KM 62892: 274 45 4 Yes| Svartbréder 23, 1971. 14 Teintury,
KM 62892: 891 37 9 Yes| Svartbréder 23, 1971. 14 Teintury
KM 66166: 878 34 9 Yes| S:tClemens 8, 1974-75. 968-1300.
KM 66166: 1302 32 11 S:t Clemens 8, 1974-75. 11.300.
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Diam. | Height
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
KM 66166: 1390 36 9 Yes| S:tClemens 8, 1974-75. 968-1300.
Made of a
KM 66166: 1594 54 6 Yes| S:tClemens 8, 1974-75. 98A-1300. | Scapula.
KM 70361: 154a 39 7 Yes| Apotekaren 4, 1979-80. A tentury
KM 71570: 14 61 8 S:t Marten 28, 1982. - Too big!
KM 72354: 3 45 8 Yes| Fiskaren 14, 1984. -
KM 73504: 196 44 9 Yes| S:tMikael5, 1986. -
KM 76420: 376 41 9 Yes| Gyllenkrok 3,4,5, 1990. £B50-1225.
KM 76579: 135 42 8,5 | Yes| Glambéack 4, 1990-1991. 13th century,
KM 77714: 129 42 7 Yes| Myntet 3,4,5, 1992. 14-1&htury
KM 78367: 712 38 9 Yes| S:t Marten 25 and 26, 1993.2-13th century
KM 78367: 458j - - Yes| S:tMérten 25, 26, 1993. 1315 Horn.
century.
KM 78415: 66 45 22 Stortorget, 1993. 1250-1300.
KM 79551: 59e 40 11 Yes| Tegnér 1, 1994, -
KM 85986: 14a 36 10 | Yes| Myntet9, 2002-2003. 13666aL
Blekhagen 10, 11, 12, 2003}
KM 86581: 1154 39 10 | - |2004. 1400-1420. Raw material?
Blekhagen 10, 11, 12, 2003t}
KM 86581: 1762 34 9 Yes| 2004. 1320-1350.

Category D2 is made up by 30 finds, 24 of them deed. Category D2 is the same as D1
with the exception that in D2 all the gaming piebase a hole drilled through the middle of

the disc.
Diam. | Height
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
LUHM 11028: 110 40 9 Yes| Pennegatan, 1881-1883. -
LUHM 11028: 111 32 8 Yes| Pennegatan, 1881-1883. -
KM 8529 40 9 Yes| Kiliansgatan, 1893. -
KM 10978 36 8,5 | Yes| Adelgatan, 1899. -
KM 12793 32 11 | Yes| - - Bought 190P.
KM 13187 33 8 Yes| - - Bought 190p.
KM 16703 40 9 - S:t Mikael 7, 1906. -
KM 17992 - - Yes | Sodertull 6, 1907. -
KM 22621 37 10 | Yes| S:tClemens 6, 1913. -
KM 22743: K 9-10 42 12 | Yes| Stortorget, 1913. - Whate.
KM 23122a 37 8 Yes| Agardh 4, 1913. -
KM 31585: 16 29 10 | Yes| Fiskaren 8, 1926. -
KM 38315: 64 37 10 | Yes| Apotekaren 5. - Bought 1936.
KM 38315: 65 38 4 Yes| Apotekaren 5. - Bought 1936.
Secondary
KM 49326: 55 46 5 Yes| Stortorget, 1954. - made hole.
KM 57382: 640 40 13 | Yes S:tBotulf 12, 1964-65. HLéentury
KM 66166: 596 32 9 Yes| S:tClemens 8, 1974-75. 968-1300.
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Diam. | Height
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
KM 66166: 946 46 95| - S:t Clemens 8, 1974-75. 11500. Small hole.
KM 66166: 1311 38 12 | Yeg S:tClemens 8, 1974-75. . 988-1300.
KM 66166: 1323 36 75| Yeg S:tClemens 8, 1974-75. a. 980-1300.
KM 66166: 1647 42 10| - S:t Clemens 8, 1974-75. 968-1300.
KM 66166: 2637a 42 14| - S:t Clemens 8, 1974-75. 011300.
KM 66166: 2745 30 11 | Yeg S:tClemens 8, 1974-75. 00111150.
KM 70361: 477 35 17 | Yes Apotekaren 4, 1979-80. Tathtury
KM 70361: 483 35 95| - Apotekaren 4, 1979-80. I&thtury
KM 71570: 24 - - - S:t Marten 28, 1982. -
KM 71839: 347 29 7 Yes| S:tClemens 9 mfl., 1982-84.-
KM 76420: 384 48 55| Yesg Gyllenkrok 3,4,5, 1990. . £B50-1225.
KM 77714: 911 39 12 | Yes Myntet 3,4,5, 1992, -
KM 78367: 237 40 9 Yes| S:tMarten 25 and 26, 1993/ 11-15th century
Category E

Category E is made up by discs of stone. Thisgagite small finds category. Ten pieces have
been found, only one of them decorated with smaticentric circles. It can perhaps be seen
as a kind of poor cousin to category D. In someegdkese pieces have been interpreted as
rough materials for spinning whorls, and there rhaysome truth to that. One of the stone
discs has a central hole, which make the resemblanspinning whorls closer. This category
is made up of quite few finds, especially consiigthe huge group of finds belonging to this
category from Trondheim and Bergen. The reasothiermay simply be that stones have not
been considered finds in the many old excavatidrisiod. Half of the finds comes from the
same excavation in the quarter S:t Clemens.

Diam. | Heigth
Find nr. (mm) | (mm) | Dek. | Finding place and year Dating Comments
KM 16429 35 18 | - Klostergatan, 1906. -
KM 20556 43 14 | - Kulturen 25, 1910. -
KM 25567 50 18 | - S:t Mansgatan 248D, 1917. - Half.
KM 35827 42 17 | - S:t Clemens, 1932. -
KM 66166: 1313 39 12| - S:t Clemens 8, 1974-75. 11300.
KM 66166: 2067 37 10| - S:t Clemens 8, 1974-75. 11300.
KM 66166: 2493 34 85| - S:t Clemens 8, 1974-75. 011300.
KM 66166: 2635 29 8 - S:t Clemens 8, 1974-75. 11500.
KM 66166: 2637b 31 8 - S:t Clemens 8, 1974-75. 11300.
KM 77714: 1123 47 13 | Ye§ Myntet3,4,5, 1992, - Cartole.
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Category F
Category F is made up of wooden discs. The shafieedinds from this category is similar to
those from category D. The category consists opid8es, of which four have some kind of

decoration. Three of the pieces had a a central Bohilar to those in category D2.

Diam. | Height

Find nr. (mm) | (mm) |Dek. | Finding place and year | Dating Comments

Unmarkt find. Ev.

37297-37366. 51 13 - Apotekaren 4. -

KM 20311a - - - Apotekaren 5. 1910. - Central ho

KM 20530: 2 26 3 - Apotekaren 5. 1910. -

KM 22606: 6-8 49 9 - Stortorget, 1913. - Broken.

KM 22743: 59-60 37 11 - Stortorget, 1913. -

KM 22743: 9 36 12 - Stortorget, 1913. -

KM 22743: 9-10 37 11 - Stortorget, 1913. -

KM 22783a 6-7 51 12 - Stortorget, 1913. -

KM 37488 557 15 Yes | Avlopp, 1935-36. - Fragment.

KM 44479: 38 31 5 - S:t Clemens, 1946. -

KM 52131: 153 37 11 - Kiliansgatan, 1959. -

KM 53436: 369 35 9 - Féargaren 22, 1961. 13th cemtur

KM 53436: 1063 45 3 - Fargaren 22, 1961. - Two @sec

KM 57382: 827 42 10 - S:t Botulf 12, 1964-65. 11t dentury.

KM 57382: 877 41 7,5 - S:t Botulf 12, 1964-65. 14tH century.

KM 59126:3 47 7 - Glambeck 4, 1966. 11-13th century | Broken.

KM 59126: 341 53 6 - Glambeck 4, 1966. 11-13th agnt Oval-shaped

KM 59126: 767 40 2 - Glambeck 4, 1966. 11-13th gent Broken.

KM 66166: 675 49 9 - S:t Clemens 8, 1974-75.  c&-9800.

KM 66166: 1326 44 55 Yes| S:tClemens 8, 1974-7p5.10011150.
Not a gaming

KM 66166: 1480 53 18 - S:t Clemens 8, 1974-75. 988-1300. pieces?

KM 66166: 2731 40 9 - S:t Clemens 8, 1974-7%.  11080.
Fire

KM 70361: 338 30 7 - Apotekaren 4, 1979-80 14-1dhturies? | damaged.
Central hole.
Five

KM 70361: 365 50 9 Yes | Apotekaren 4, 1979-80. lth enturies? |fragments.

KM 70361: 397 48 8 - Apotekaren 4, 1979-80 14-1dhturies?

KM 70361: 414 41 9 - Apotekaren 4, 1979-80 14-1dhturies?

KM 70361: 460a 52 7 - Apotekaren 4, 1979-80| 1k Ieinturies?

KM 70361: 460b 47 10 - Apotekaren 4, 1979-80| 1thenturies?

KM 70361: 496 53 10 - Apotekaren 4, 1979-80 1R 1dnturies? Broken.

KM 70361: 536 46 13 - Apotekaren 4, 1979-80 1AIdEnturies?

KM 70361: 585 48 14 - Apotekaren 4, 1979-80 1A 1dnturies? Half.
Fire

KM 70361: 797 48 11 - Apotekaren 4, 1979-80 1Ridnturies? | damaged.
Two fire
damaged

KM 70361: 1139 49 6 - Apotekaren 4, 1979-80 1MI&inturies? | pieces.
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Diam. | Height
Find nr. (mm) | (mm) |Dek. | Finding place and year | Dating Comments
KM 71075: 708 55 13 - Fargaren 28, 1981. - Half.
S:t Clemens 9 mfl., 1982}
KM 71839: 792 43 15 Yes | 84. - Central hole.
KM 77655: 65 39 7 - Gyllenkrok 30 (5), 1992,
KM 78415: 103a 49 8 - Stortorget, 1993. Half.
KM 78415: 117 28 - Stortorget, 1993.

Category G

Category G is for gaming pieces that did not reéitlynto any of the other categories. It
includes about 37 pieces of different types.

Find nr. Size | Height | Dek. Dating Comments
(mm) | (mm) Finding place and year

LUHM 11028: 25 12 Yes Pennegatan. 1881-1883. - Chess pawn?

132b

LUHM 11028: 109 - - Yes Pennegatan. 1881-1883. - iecdof bone.

LUHM 12591: 15 38 11 Yes Stora Kungsgatan. -

KM 16553 - 16 - S:t Mikael 7. 1906. - Horn.

KM 20468 23 68 - Apotekaren 5, 1910. - Wood.
Hnefatafl king?

KM 31581: 9 36 3 Yes Grabroder 21, 1926. - Weavaiget.

KM 36941: 16 43 13 - Grabroder 26. 1934. - Huméensur
head.

KM 38317: 7 45 21 - Blekhagen 1. - Burned clay.
Bought 1936.

KM 38419: 98 (a) - 21 Yes - - Horn. Bought
1936.

KM 39018 - 15 - Glambeck 2. 1938. - Burned clay.

KM 41043 (b) - 19 - Kulturen 24. 1941. - Amber.

KM 49326: 56 39 7,5 - Stortorget. 1954. 1100-1150.| Raw-material
of bone.

KM 53436: 770 27 69 Yes Fargaren 22. 1961. ™ dantury. Hnefatafl king?
Wood.

KM 57382: 313 - 33 - S:t Botulf 12 V. 1964-65. 14Mcentury. | Wood.

KM 57382: 372 18 10 - S:t Botulf 12 V. 1964-65. 14" century. | Stone similar tp
Al.

KM 59126: 358 - 40 - Glambeck 4. 1966. 11 t8ntury. | Wood.

KM 62892: 2578 - 26 Svartbroder 23. 1971. 13006tdl. | Wood.

KM 66166: 1690 19 9 - S:t Clemens 8. 1974-75. 68-9300. Small stone.

KM 69497: 39 58 11 | - S:t Peter. 1978. 13 t@ntury. | Two fragments.
Hardly a
gaming piece.

KM 70361: 154b - - - Apotekaren 4. 1979-80. 13 téntury.

KM 70361: 204 - 7,5 - Apotekaren 4. 1979-80. 18-tdntury-| Piece of horn.

KM 70361: 1102 41 25 - Apotekaren 4. 1979-80. 6%-dentury | Humerus/femur
head.
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Find nr. Size | Height | Dek. Dating Comments
(mm) | (mm) Finding place and year

KM 71075: 142 - - Yes Féargaren 28. 1981. ca 113001 | Slate.

KM 71075: 691 58 13 Yes Fargaren 28. 1981. - Waotaadly
a gaming piece

KM 71570: 28 36 14 Yes S:t Marten 28. 1982. - Homsdemur
head.

KM 71839: 283 - 10 - S:t Clemens 9 mfl. 1982-84. - Horn.

KM 71839: 328 41 6 Yes S:t Clemens 9 mfl. 1982-84- Button?

KM 71839: 585 - 10 - S:t Clemens 9 mfl. 1982-84. - Horn.

KM 71839: 1074 - 17 - S:t Clemens 9 mfl. 1982-84.- Horn.

KM 71839: 1210 36 18 - S:t Clemens 9 mfl. 1982-84 - Humerus/femur
head.

KM 71839: 1561 18 ? - S:t Clemens 9 mfl. 1982-84- Bottom of a
gaming piece?

KM 76123: 172 - 23 - Gyllenkrok 29. 1989. - Wood.

KM 76420: 185 - 40 - Gyllenkrok 3,4,5. 1990. 12P430. Horn.

KM 76579: 16 20 65 - Glambéck 4. 1990-1991. " g2ntury. Conical piecs,
penetrated by a
pin.

KM 78415: 133 - - - Stortorget, 1993. - Four
fragments.

KM 80545: 14 - - - Paradis 51, 1996. - Bone. Base
from a Chess
piece?

KM 82609: 28 - - - Apotekaren 7, 1999. -

Category H

Category H is made up of dice. Most dice is madieanfe or horn, but there is also one made
of amber and one of clay. The category includedié@. The dice have been divided into four
different sub categories depending on their style.

Category H1 represents large slightly oblong diiee of this kind are connected to the
Late Iron Age, and can be found in burials front feiod. Two dice of this style are found
in Lund, one with and early dating, and one witheay vague dating.

Find nr. Size (mm) Finding place and year Dating Cmments
KM 66166: 1869 18 x 18 x 16 S:t Clemens 8, 1974-75| ca. 990-1300. Half.
KM 66166: 2898 17 x 17 x 29 S:t Clemens 8, 1974-75| 1000-1050.

Category H2 represents the largest subcategorgifer It is small dice made in one piece,
usually with sides of around one centimeter. Tree dire all made of bone, except for one
made in ivory, one in amber and one in clay.

Find nr. Size (mm) Finding place and year Dating Cmments
LUHM 11028: 117 9x9x9 Pennegatan, 1881-1883. -
LUHM 11028: 118 9x9x10 Pennegatan, 1881-1883. -
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Find nr. Size (mm) Finding place and year Dating Cmments
KM 20348: XII D8 11x11x11 Apotekaren 5, 1910. -
KM 22768 12 x12 x 12 S:t Laurentius 1-2, 1913. -
KM 22792 8x8x8 S:t Laurentius 1-2, 1913. -
KM 22824 8x8x8 S:t Laurentius 1-2, 1913. -
KM 38331: 19 9x9x9 Grynmalaren 23. -
KM 38355: 4 8x8x8 S:t Botulf 3-4. -
KM 38419: 9 10x 10 x 10 - - Walruss Ivory.
KM 38419: 96 75x75x75 - -
KM 53436: 200 8,5x8,5x8,5/ Fargaren 22, 1961. -
KM 59126: 695 11x11x11 Glambeck 4, 1966. 11-¢8ntury.
KM 62892: 241 10x10x9 Svartbréder 23, 1971. 154-century.
KM 66166: 678 9x9x9 S:t Clemens 8, 1974-75. (:1800. Amber.
KM 66166: 812 8,5x8,5x8,5 S:tClemens 8, 19%34-7 1100-1300.
KM 66166: 1700 6,5x6,5x6,5 S:tClemens 8, 19%4- 1100-1300.
KM 66166: 2347 22 x18x 20 S:t Clemens 8, 1974-75. | ca. 990-1300. Burned clay.
10,5 x 10,5 x
KM 66166: 2675 10,5 S:t Clemens 8, 1974-75. 1100-1300.
KM 66394: 25 9x9x8 Kattesund 1974. 11”—‘1&ntury.
KM 69023: 333 8x8x8 Repslagaren 23-24, 1977 -
KM 70361: 154c 10x 10 x 10 Apotekaren 4, 1979-80. 13-14" century-
KM 70361:265 12x12x9 Apotekaren 4, 1979-80. hi&tntury.
KM 70361: 298 10x10x8 Apotekaren 4, 1979-80. - Nr 3 & 4 are missing.
KM 70361: 320 8x8x8 Apotekaren 4, 1979-80. 1&thtury.
KM 70361: 329 9x9x9 Apotekaren 4, 1979-80. 1&thtury.
KM 70361: 330 10x 10 x 10 Apotekaren 4, 1979-80. -
KM 70361: 896 11x11x11 Apotekaren 4, 1979-80. -
“High Middle
KM 70917: 87 8x8x8 Féargaren 25, 1980. Age”
KM 71570: 106 5x5x5 S:t Marten 28, 1982. -
KM 71719: 38 9x9x9 Grabroder 32, 1983. -
KM 71839: 44 8x8x5 S:t Clemens 9 mfl., 1982-84.
KM 71839: 129 9,5x9,5x9,5| S:tClemens 9 mfd82-84.| -
KM 71839: 2074 10x 10 x 10 S:t Clemens 9 mfl., 283, | -
KM 72354: 10 10x10x 10 Fiskaren 14, 1984, -
KM 72550: 45 b 9x9x9 Billegarden 49, 1984. -
KM 72550: 47 10x10x 10 Billegarden 49, 1984. -
KM 72552: 92 15 Drotten 6, 1984 -
KM 76420: - Gyllenkrok 3,4,5, 1990. -
KM 77655: 345 a - Gyllenkrok 30, 1992. -
KM 77655: 345 b - Gyllenkrok 30, 1992. -
KM 77714: 61 9x9x9 Myntet 3,4,5, 1992. 14-16&mtury.
KM 78415: 103 b 8x8x8 Stortorget, 1993. 130643
KM 78415: 153 10x10x 10 Stortorget, 1993. 12804
KM 79551: 379 g/h 12x12x 12 Tegnér 1, 1994, Ithtury.
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Category H3 represents slightly larger dice madbearfe. These are made from bone pipes
where the marrow cavity has been refilled.

Find nr. Size (mm) Finding place and year Dating Cmments
KM 15243 18 x 18 x 16 Thomander 22, 1905. -
KM 22752 d 15x 15 x 15 S:t Laurentius 1-2, 1913| -
S:t Peters kloster’s
KM 38411: 7 15 x 15 x 15 | cemetery. -
S:t Peters kloster’s
KM 38456 16 x 16 x 15 | cemetery. -

Category H4 represents eight-sided dice. Two ofsided have been penetrated by a pin,
making it possible to spin them into motion. Onheoof the two dice found in Lund still has

its pin in place.

Find nr. Size (mm) Finding place and year Dating Cmments

KM 20344: 8 41 x18x18 Apotekaren 5, 1910. - With.

KM 38312: 3 15x 18 x18 Altona 2. - No pin. Boud!®36.
Category |

Category | is used for gaming boards. Only fragmémm four potential gaming boards have
been found in Lund. The first is a fragment of aoden board for Games of Tables, with a
small Mill pattern carved on the back side. Theoselcis made up by 18 fragments of wood,
with decorations. The other two are both made @festand found in quarter Gyllenkrok, one
has what seem to be an incomplete pattern foravdl the other parts of a grid.

Size | Height
Find nr. (mm) | (mm) | Game pattern | Finding place and year Dating Comments

170 x Games of
KM 57135: 1229 125 - Tables & Mill | S:t Botulf 12, 1964. -

190 x Gaming board? 18
KM 70917: 215 90 13 - Féargaren 25, 1980. - fragments.

52 x Fragment of
KM 76123: 84 54 18 Chess? Gyllenkrok 29, 1989. - stone.

Fragment of

KM 77655: 518 - - Mill? Gyllenkrok 30, 1992. - stone.
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Other

The following items have not been available to are] further interpretations based on this

material have not been possible.

Find nr. Category: | Size | Finding place and year | Dating Comments

(mm)
KM 62892: 400 - - | Svartbroder 23. 1971. 122%@ntury
KM 66166: 950 - - S:t Clemens 8. 1974-75.  ca. 9906l
KM 70361: 208 H - | Apotekaren 4.1979-80] "34" century
KM 70361: 548 H - | Apotekaren 4. 1979-80; ™&ntury Raw-material for die
KM 70361: 653 H - | Apotekaren 4. 1979-80; ™&ntury Raw-material for die
KM 70361: 720 - - Apotekaren 4. 1979-80 -
KM 70361: 836 H - | Apotekaren 4. 1979-80; ™&ntury
KM 71075: 710 - - Féargaren 28. 1981. -
KM 71570: 77 - - S:t Marten 28. 1982. -
KM 71570: 14 - - S:t Marten 28. 1982. -
KM 78415: 63 - - | Stortorget, 1993. 13" dentury
KM 78415: 169 - - | Stortorget, 1993. End of"12

century — ca. 1250
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Appendix 3 - Find list from Castles

Lindholmen
Of the gaming pieces found at Lindholmen, | haviy been able to examine a few. A total of
13 gaming pieces, and 15 dice were found.

Find nr. Category: Size | Height | Dek. Comments
(mm) | (mm)
LUHM 30563: 226 G 46 12 Yes Hardly a gaming piece.
LUHM 30563: 233 D 37 4 Yes Circles also on the edge
LUHM 30563: 249 D 37 6 Yes
LUHM 30563: 251 - 14 19 - Lost?
LUHM 30563: 347 - 23 7 - Lost?
LUHM 30563: 2812 - 34 55 - Lost?

Skandr’s castle
Find list from Skanér’'s castle. The majority of thieds are made up by dice. A few piece
were used for Games of Tables, and some are uedefin

Size | Height
Find nr. Category: | (mm) | (mm) |Dek. Comment
LUHM 17300: 278 G 37 13 - Two fragments.
LUHM 17300: 279 G 34 7 - Bottom?
LUHM 17300: 280 - - - - Lost?
LUHM 17300: 282 G - 2 - Small fragment of ben.
LUHM 17300: 283 H 7 7 Yes
LUHM 17300: 283 H 8 Yes Broken.
LUHM 17300: 508 G 21 27 Yes Flute?
LUHM 17300: 760 - - - - Lost?
LUHM 17300: 761 D - 3 Yes Fragment.
LUHM 17300: 923 G 40 8 - Spinning whorl?
LUHM 17300: 924 D 28 5 - Central hole.
LUHM 17300: 925 - - - - Lost?
LUHM 17300: 926 H 8 8 -
LUHM 17300: 927 H 9 9 -
LUHM 17300: 928 H 8 8 -
LUHM 17300: 929 H 7 8 -
LUHM 17300: 930a H 15 16 -
LUHM 17300: 930b H 15 16 -
LUHM 17300: 931a H 9 9 -
LUHM 17300: 931b H 9 9 -
LUHM 17300: 931c) H 8 9 -
LUHM 17300: 931d H 9 9 -
LUHM 17300: 931e) H 6 7 -
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Size | Height
Find nr. Category: | (mm) | (mm) |Dek. Comments
LUHM 17300: 931f H 7 7 - Fragment.
LUHM 17300: 931g H 8 9 -
LUHM 17300: 931h H 8 8 -
LUHM 17300: 931i H 7 7 -
LUHM 17300: 931 H 9 9 - Fragment.
LUHM 17300: 932 H 10 8 - Fragment .
LUHM 17300: 933 H 11 11 -
LUHM 17300: 1083 D 33 4 Yes Fragment.
LUHM 17300: 1084 H 3 8 - Broken.
LUHM 17300: 1085 - - - - Lost?
LUHM 17300: 1086 H 8 8 - Unmarked.
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