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Senet game box; Egypt, Louvre E2710



The Digital Ludeme Project
• 5-year ERC funded research project    

Run by Cameron Browne

• Using the available historical 
evidence, use Artificial Intelligence to:

• Model and preserve the knowledge 
of games from the past 

• Reconstruct missing knowledge 

• Map transmission of games



Evidence-based Approach

• Evidence: anything which 
provides information about 
the rules, location, or 
chronology of a specific 
game

• Artifacts, Texts, 
Ethnographic Accounts, 
Artistic Representations



Types of Evidence

• Artifacts
• Artistic 

Representations
• Texts
• Ethnography

Les joueurs de tric-trac, Maître des jeux 1650, Louvre



Required Information

• Game Rules!
• Materials, roles of players, 

allowed, required, or 
restricted actions

• Geographic Location
• Chronology
• Social information
• Class, gender, age, space

Mehen Game Board; Louvre E 25430



Uncertainty Factors
• Used in cases where the nature 

of the evidence creates 
questions about the content

• Incomplete; Graffiti; Written 
about foreign culture; 
Secondary texts; 
Unrepresentative depiction; 
Insufficiently described rules

58 Holes game board; Susa, Louvre SB 10191





http://ludii.games/library.php



























Game Reconstruction

• A large portion of the 
games in our database 
have incomplete rules.

• Use the evidence within 
our database as the basis 
for reconstruction.



Evidence Profiles

• Create an Evidence 
profile for each game.

• Describes the dates 
and locations where it 
was played.

58 Holes 
(2200 – 301 BCE)



Geacron (geo-political social network)




Hypothesis

• Games which are closer are 
more likely to share concepts.
- Equipment
- Rules
- Gameplay

• When reconstructing games, 
we can take inspiration from 
other nearby games.



Example #1

• Dhola (~1883CE)

• Pachisi-style board design.

• Probably shared many 
concepts/rules with other 
nearby games.

Dhola

?
Barjis

Pachesi Pahada Keliya

Chonpa



Example #2

• Use rules of Tablut as a 
basis for reconstructing 
other Tafl games.

• Similar time and place.
• Similar board design.

• Probably similar rules.

Tablut (1732CE)

Hnefatafl (790 - 1413CE)



Example #3

• Apache game based on 
archaeological evidence.

• All known games with a 
similar board used dice.

• Highly likely that this 
game also used dice.

Ancestral Apache Game (1280 - 1580CE)

TsaydithlKawasukuts Kints



What do you think?

• Game network expected 
later this year. 

• Currently developing a 
library of game concepts.

• We would love to hear your 
opinions and ideas!



Thank you!

• Merci beaucoup to the conference organizers!
• Download Ludii and play at ludii.games/download
• Browse our database of 1000 traditional games at ludii.games/library
• Read more about the Digital Ludeme Project at ludeme.eu
• Suggest games/evidence to us! walter.crist@maastrichtuniversity.nl
• For technical questions contact us at ludii.games@gmail.com
• Follow us on Twitter: @archaeoludology, @LudiiGames
• Thanks to Cameron Browne and team members Éric Piette, Dennis J. N. J. 

Soemers.
• This project is funded by the European Research Council (ERC Consolidator 

Grant #771292).
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