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ABSTRACT. In Ancient Greece, the child’s game ephedrismos (piggyback) is well known as
a sort of blind man’s bluff. According to literary sources and dictionaries such as Julius
Pollux’ Onomasticon, a young boy rides a friend who carries him piggyback. The bearer
leans forward for balance. The one receiving the piggyback squeezes his knees together.
This game is possibly linked with theatrical or dancing festivals. It was also very popular as
iconographic subject in vases, terracotta statues, and gems. Furthermore, many piggy-back
games in modern Greek Folklore are related to Ancient descriptions too. Finally, French
novelist Alain-Fournier gives a point of comparison by portraying teams of ephedrismos

players in Le grand Meaulnes (1913).
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PREFACE

thletic exercise,
teen-age’s game,
or competition
ruled by an ex-
act choreogra-
phy, the practice
of being carried
piggyback on their companions persisted
in popularity in Antiquity. Such a ritu-
al is countermarked by various, playful
and athletic elements and is worthy to

Athenian black-figure lekythos, Edinburgh Painter, 525-475 BC.
Youths, ephedrismos. With inscription (KELEUSSON).
Ashmolean Museum, Oxford, 1890.27 (CC 4.0).

be wide-ranging examined. The analysis
of this contest concerning a segment of
Graeco-Roman ludic culture includes his
survival through modern and contempo-
rary Folklore. We can also draw a parallel
in early 20™ century’s French narrative.
The above-named terms of comparison
are highly revealing and allow us to better
understand interpersonal dynamics with
respect to such a performance largely
practised in Ancient times.
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a. A chapter of a somewhat biograph-
ical novel Le Grand Meaulnes (1913) writ-
ten by French author Alain-Fournier,
semi-pseudonymous of Henri-Alban
Fournier (1886-1914) greatly helps us to
introduce the game called ephedrismés in
Classical Greece. In this novel, boys car-
ried piggyback on other pupils were di-
vided in couples and defied each other in
order to unhorse their adversaries. They
gained their contest through an eminently
physical test. At this respect, qualities of
nimbleness, agility, and bodily harmony
were requested. Subsequently, it was mat-
ter of a contest comparable to a choreutic
framework based upon an overflowing
competition.

At the beginning, we read a vivid de-
scription offered in the 2" part of the nov-
el, 3 chapter: The gypsy at the school (Le
Bohémien a l'école, Leuwers 1983: 115-116):

De tous les plaisirs nouveaux que le bohémien,
deés ce matin-13, introduisit chez nous, je ne me
rappelle que le plus sanglant : c’était une espece
de tournoi ot les chevaux étaient les grands
éleves chargés des plus jeunes grimpés sur
leurs épaules.

Partagés en deux groupes qui partaient des deux
bouts de la cour, ils fondaient les uns sur les au-
tres, cherchant a terrasser 'adversaire par la vi-
olence du choc, et les cavaliers, usant de cache-
nez comme de lassos, ou de leurs bras tendus
comme de lances, s’efforcaient de désarconner
leurs rivaux. Il y en eut dont on esquivait le
choc et qui, perdant I’équilibre, allaient s’étaler
dans la boue, le cavalier roulant sous sa mon-
ture. Il y eut des écoliers 2 moitié désarconnés
que le cheval rattrapait par les jambes et qui,
de nouveau acharnés a la lutte, regrimpaient
sur ses épaules. Monté sur le grand Delage qui
avait des membres démesurés, le poil roux et
les oreilles décollées, le mince cavalier a la téte
bandée excitait les deux troupes rivales et di-
rigeait malignement sa monture en riant aux
éclats™

The team competition has its denoue-

ment in recess at school, when the two
protagonists, Francois Seurel and Augus-
tin Meaulnes, are involved in the fighting.
The first is the homodiegetic narrator
and the son of Mr. Seurel, the school di-
rector at Saint-Agathe in Sologne. He has
been invited to play by either, the epon-
ymous hero, the good giant, called “Le
Grand Meaulnes” by other pupils, who
is always ready for adventure. Both defy
a newly arrived schoolboy with a bandage
around his head “disguised” as a gypsy
(“le bohémien”). The latter quickly be-
comes the new leader. Only in a second
time, this mysterious young man will re-
veal his identity to Meaulnes: He is Frantz
de Galais himself, the brother of Yvonne
and the unfortunate lover of Valentine,
who plays a crucial role in novel’s plot. It
is also interesting to consider the end of
the defy when the grand Meaulnes and the
young Seurel intervene on the scene. At
the beginning, they are merely spectators,
not participants of the game. Immediately
afterwards, they do not resist the appeal of
the competition by getting soon into the
fray (Leuwers 1983: 116-117):

Augustin, debout sur le seuil de la classe, regar-
dait d’abord avec mauvaise humeur s'organiser
ces jeux. Et j'étais aupres de lui, indécis.
Partout, dans tous les coins, en I'absence du
maitre se poursuivait la lutte : les plus petits
avaient fini par grimper les uns sur les autres ;
ils couraient et culbutaient avant méme d’avoir
recu le choc de l'adversaire [...] Bientét il ne
resta plus debout, au milieu de la cour, qu'un
groupe acharné et tourbillonnant dott surgis-
sait par moment le bandeau blanc du nouveau
chef.

Alors le grand Meaulnes ne sut plus résister. Il
baissa la téte, mit ses mains sur ses cuisses et
me cria :

« Allons-y, Frangois ! »

Surpris par cette décision soudaine, je sautai
pourtant sans hésiter sur ses épaules et en une
seconde nous étions au fort de la mélée, tandis

1 ) Transl.: Among all delights newly introduced by the gypsy among us since that morning, I remember just the
most cruel of all: it was a kind of tourney, where the horses were the great pupils carried by the youngest pupils
sitting astride them. They were coupled in two groups at the two corners of the courtyard, and were jumping each
other, they attempted to unhorse their adversaries through the violence of the bullet. The riders attempted to un-
horse their rivals by using their scarf as lassos or their arms outstretched as spears. Certain boys dodged a bullet
from those, who fall in the mud after having lost balance, while the rider rolled under his horse. There were some
pupils half unhorsed, the “horse” took the child by the legs. These boys persisted again in fighting and they climbed
again the shoulder of their “horses”. After having carried the great Delage, a red-headed boy with enormous limbs
and prominent ears, the frail rider with a bandage around his head was exciting rival troupes and maliciously driv-

ing his horse by laughing out loud.
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que la plupart des combattants, éperdus, fuy-
aient en criant :

« Voila Meaulnes ! Voila le grand Meaulnes ! »
Au milieu de ceux qui restaient il se mit a
tourner sur lui-méme en me disant :

« Btends les bras : empoigne-les comme jai fait
cette nuit. »

Et moi, grisé par la bataille, certain du tri-
omphe, jagrippais au passage les gamins qui
se débattaient, oscillaient un instant sur les
épaules des grands et tombaient dans la boue.
En moins de rien il ne resta debout que le nou-
veau venu monté sur Delage : mais celui-ci peu
désireux dengager la lutte avec Augustin, d'un
violent coup de reins en arriere se redressa et fit
descendre le cavalier blanc. La main a I'épaule
de sa monture, comme un capitaine tient le
mors de son cheval, le jeune garcon debout par
terre regarda le grand Meaulnes avec un peu de
saisissement et une immense admiration :
«Ala bonne heure ! » dit-il.

Mais aussitét la cloche sonna, dispersant
les éléves qui s‘étaient rassemblés autour de
nous dans l'attente d'une scéne curieuse. Et
Meaulnes, dépité de n’avoir pu jeter a terre son
ennemi, tourna le dos en disant, avec mauvaise
humeur :

« Ce sera pour une autre fois ! ».

Therefore, we must await to know
the final result of the contest among the
challengers. This outcome will be cleared
through subsequent vicissitudes imagined
by Alain-Fournier who continually over-
laps the unreal and the real (see Guiomar
1964: 159-161). Anyway, it is still very sig-
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They are enacting a kind of war dance
relating to an initiation’s framework en-
acted by youths who are going to enter
adulthood, once closed the time of adoles-
cences.

In addition to basic novel’s male pro-
tagonists such as the grand Meaulnes and
his helper, the narrator Fr. Seurel, we must
also include Frantz de Galais who plays a
crucial réle in plot plains. Here, de Galais,
who organizes this extraordinary tourney,
is said to metamorphose into a gypsy and
comedian (“bohémien-comédien”). Such
a circumstance prefigures a symbolic con-
firmation about the determinant role re-
served to ludic ritual in this novel which
is at once a game of life and a game of
death+.

b. As far as concerns rituals of carrying
playmates piggyback, we find a necessary
term of comparison with the ephedri(a)
smds game. For current ephebic rituals
of piggyback rides in Ancient Greece,
an antecedent is given by Gilgames, the
mythical Sumer king sitting astride the
inhabitants of Uruk, while he pursues a
ball-game similar to a floor hockey match
(see Rollinger 2006: 21-24 for the parallel
case of the giant hero carried piggyback by
his subjects in Gilgames, Enkidu and the

nificant to stress the value assigned to the

Netherworld poem: such agonistic exercise
contest among the pupils sitting astride.

2 Transl.: Augustin, standing at class’ threshold, looked at first in low spirits which games they were organizing.
And I stayed with him on the fence. Everywhere, the fighting persisted at every corner in the absence of the teacher:
The smallest boys finally gave each others a piggyback ride; they were running and unhorsed still earlier to have
received the bullet of their adversaries. [...] Very soon only one dogged and swirling group of guys was standing in
the middle of the court, from where the white bandage of the new leader rose up at that very moment. Then, the
great Meaulnes had no way to resist. He lowered his head with his hands on his thighs and shouted me: «Go on,
Frangois!» Astonished by his sudden decision, I carried, however, him astride without hesitation, in a second we
were at the heart of the fray, while most of fighting boys were lost and escaped shouting: «Here’s Meaulnes! Here’s
the great Meaulnes!». Among the remaining guys, he began to spin around and told me: «Stretch out your arms:
hold on them like I did last night.». And me, aroused by this fight, sure about our triumph, I caught the boys who
were squirming and oscillated on the shoulders for a while before falling in the mud. In a moment, no one was
still standing except the newcomer mounted on Delage: This one, however, unwilling to be involved in the fighting
against Augustin, straightened up with a violent sudden jump backwards and lets the white rider down. The hand
on his rider’s shoulder, like a captain holds the bit of his horse, the young boy, standing up, looked at the great
Meaulnes a little astonished and he told him greatly admired: «Finally!». But, as soon as the break bell rang, the
pupils who have gathered together around us awaiting a beautiful scene dispersed. So, Meaulnes vexed by having
failed to rid his enemy down turned back and said in a bad mood: “It will be another time!”.

3 See Cellier 1963 for this book conceived at the beginning as an initiation’s novel, following as an adventure’ s novel
and ending as a failure’s novel, Leuwers 1983: 303-304 shares this judgement on condition to do not admit the fail-
ure of the novel itself. See Maclean 1973: 67 on the tourney among classmates ended by a scene of cavalry, where
competition-agon, simulation-mimicry, and vertigo-ilinx according to basic attitudes governing play established by
Roger Caillois (see 1971: 71) are intertwined.

4 See Leuwers 1983: II. As Guiomar 1964: 156-159 remarks, Frantz de Galais represents the chimeric, fantastic
self, while the great Meaulnes is a dynamic, proteic self in opposition to the shy narrator, oppressed by his parents.
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is so attested since the 1** half of the 3™
millenary).

In particular, the lexicographer Julius
Pollux of Naucratis (2™ century AD) exam-
ines the ephedrismds game in two distinct
sections of his thematic dictionary, the
Onomasticon, which offers an extremely
relevant source for ergonomics in Ancient
games and their real outcome.

This game was so called through a
deverbal term derived from ephedrizo
or ephedreid (< epi + hédra)®, two synon-
ymous being used to indicate the act of
sitting astride a companion and being car-
ried around. In the passage of the 9" Book
specifically devoted to ludic culture (§ 94-
129), we also read:

119 0 9’ £QedPIoUOC, AlBoV KOTOGTNGAUEVOL
noppwbhev antod otoydloviol ceaipais fj Aiboig
0 0 O0K GvaTpéyog TOV GVaTPEYOVTO QEPEL
TOVG 0QOUALOVG ErEINUpUEVOS VT adTOD, £0G GV
amhavidg EMON £mi tov Abov, 0¢ kodeitar 6iopog.
[.]

122 N P&V &V KOTOAY, O UEV TEPLAYEL TM YEIPE
¢lg tovmiom kai cvvamrel, O O& KATA TO YOVUL
£QloThpevog avtols eépetal, EmAaBmV TV
XEPOIV T 0POBoiu®d T0d @épovtog. Tavtnv kai
Kupnoivoa KoAoDoL TV TAdIGy.

119 Ephedrismds («piggyback game»): when
players put down a stone from a distance and
throw at it with pebbles and balls. The one, who
fails to overturn the stone, carries the either
having his eyes blindfolded by his rider, until,
if he does not go astray, he reaches the stone,
which is called target (dioros). [...]

122 A variant of the game was called en kotylé
(«in a hollow»), where someone, eyes still cov-
ered, locked his arms behind his back to form
a cradle (a cup), in which the either placed his
knee and was then carried up. This game was
also called hippds («mare») and kybésinda.

Pollux gives a detailed description that
is worthy as reference study. In the first
above-quoted passage, he focuses on this

children’s game as a test of strength and
dexterity, courage and skill, in which the
winner sits on the loser’s shoulders and
blindfolds him, while the latter must
reach the stone previously designated as
a target (dioros) and then hit it. Previously,
the players placed a stone on the ground
in the middle of the playing field”.

Generally said, we deduce from the
Greek source that the one, who is charged
to carry his companion on his back, is the
loser who failed to reach the target stone
at the beginning of this child’s ritual. With
respect to the performance of boys sitting
astride their companions, we cannot ne-
glect performative features linked with
bodily, space-oriented exercises according
to a previously established schema. Sub-
sequently, this game appears eminently to
be meant as a very popular test of skill. In
this contest, the winner carries astride the
loser, who must take him for a piggyback
ride. The difficult task of being blindfold-
ed is added to the burden of being mount-
ed by a companion®

As far as concerns the rule of proceed-
ing with his eyes blindfolded, we may
recall the similarity with the aptitude of
Frantz de Galais in the defy portrayed by
Alain-Fournier. The boy appears on the
scene with a bandage, and he conceals
his real identity. Upon this perspective,
he can be likened to a well-known fig-
ure in Ancient ludic framework known
as the katamyon the protagonist of many
hide-and-go-seek plays, such as myinda
=myo~ “to blindfold”) and apodidraskin-
da games, literally the «runaway game»
(< apodidrdsko= “to escape”, “to fight”, cf.
drapétes= a “fugitive slave”). In another
hide-and-go-seek game called chalké muia

5 In the sole thematic dictionary of Antiquity, Pollux shows his attention for the Realien together with his priority
for euglottia-a shameless language from stylistic and rhetoric point of view countermarked by a moderato Atticism.
This ideal is proposed first to the work’s dedicatary, the emperor to be Commodus and then to all membres of Grae-
co-Roman elite, see Tosi 2007: 5; Id. 2013: 140-146; Zecchini 2007: 17-26; Matthaios 2013: 67-140; Conti Bizzarro

2018: 2-5; Costanza 2019a: I-4.

6 On the use of the verb £pedpevm in Pollux’ Onomasticon, see Busses 2011: 60: the lexicographer would not be
coherent because he rejects this verb (I 209: &ottv pév Prondtepov GAL" ovk EE® puLoTipiog), but he accepts it in the
following (II 184)). The first quoted passage has, however, certain reservation against this term in the first passage,

but he did not unconditionally reject it.

7 On ephedrismds, sce Neri 2003: 248 for literary context, Jiithner 1905: 2747; Zazoff 1962: 35; Paraskevaidis
1990: 22; Lazos 2002: 262-271; Id. 2010: 34-35; Miller 2012: 125, 178; De Siena 2009: 92-99; Karanika 2014: 166;

Costanza 2019; Id. 2020¢: 400.

8 See Mandel 2013: 28-29; Dasen 2016: 73-100 for iconographical developments of ephedrismds.
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(Latin: Aenea musca, literally «bronze fly»,
see Italian: Mosca cieca), a bandage is ex-
pressly requested, in order to blindfold the
boy destined to pursue his playmatesg.
In such cases, the player metaphorically
subsumes an identity opposed to his/her
real identity, as well as in the ephedrismds
contest boys are meant to metamorphose
into “horses” or “riders” depending on the
respective playing roles. Indeed, symbolic
or fictional games are very well-known in
Graeco-Roman culture. They are founded
upon a conscientious fiction, a mise-en-
scéne shared by every participant. We may
recall the basilinda game, that is, the “king-
game” also described by Pollux (Onom.- IX
110) and attested by many historiographi-
cal sources. There, the protagonist plays
the role of the “king”, while his playmates
act as his servants and are obliged to obey
to his orders. They must also accept to be
hardly chastised by their “king” player

Therefore, the piggyback game is to
be interpreted as a punishment against
an outrageous act, as well as a gymnastic
exercise in view of the ephebic training,
given their future military life under the
service of the polis.

Black and red-figure Attic ceramics of-
fer very common representations relating
to this play ritual. A scene faithful to Pol-
lux’ description (Onom. IX 119) appears in
a chous of the Shuvalow Painter (430-420
B.C., Berlin, Staatliche Museen, Preussis-
cher Kulturbesitz, Antikensammlung inv.
nr. F 2417), in which a youth sits astride
another and blindfolds him, while a third
boy is kneeling before them and desig-
nates two stones put down on the ground
corresponding to the dioros, the target. The
young man mounted by the companion
seems to proceed in order to reach the

EPHEDRISMOS

stone, just as Pollux prescribes to do".

Still in athletic context, the subject of
an Attic black-figure lekythos attributed
to the Edinburgh Painter (500-490 B.C.)
is slightly different, where a bearded man
is to be identified with the gym teacher,
and he is about to throw the ball to three
youths mounted by their playmates piggy-
back®. The Theseus Painter was special-
ized, even if not exclusively, as decorator
of black-figure skyphoi, and he regularly
affronted this ludic subject. For example,
on each side of a skyphos from Ernest Al-
len Collection (500 B.C.) six naked young
boys practice ephedrismds, two couples
piggyback alternating with two single fig-
ures, all moving right. The artist stresses
different play-roles among the players:
the mounted youths are hefty, strong,
and large-headed men, while the riders to
which they give a piggyback ride are quite
slight and frail®. The difference between
young mounted as “horses” and their rid-
ers carrying them is also remarkable in
the above-quoted French novel that pro-
poses the rivalry of ancient contest again,
Alain-Fournier also distinguishes in cou-
ples of this tourney the heftiest youths act-
ing as horses, such as the grand Delage or
the grand Meaulnes, and the slightest boys
carrying them astride such as Fr. Seurel or
youngest pupils.

With respect to the age of ephedrismds
players, we may easily deduce that it is con-
ceived not as a little child’s, but indeed as a
youth’s game practised by ephebes which
needed a relevant physical stress. We may
apply the conclusion to kyndalismds, the
stick-game (kynddle), where players had
to throw a stick and to drive it in ground
floor, as well as for other hard exercises
that Pollux accounts in detail (IX 128, see

9 See Pollux, Onom. IX 113, 117 and 123 respectively about pivda, dmodidpackivda, and yodxf poio, further see
Lambin 1975: 168-177; Id. 1977: 108-113; De Siena 2009: 100; Lazos 2002: 158-159; Id. 2010: 33-34; Dasen 2018: 29;
Costanza 2019a: 237-242; Id. 2020c¢: 396-397.

10 At first, we may recall Herodotus I 114, Suetonius, V- Ner.35. see Costanza 2019a: 224-230; Id. 2019b; Id. 2020b;
Id. 2020¢: 393-395. The Modern game called “vizier” (BeC0png) is absolutely different. It has nothing to do with role
plays. Indeed, it is based upon the use of knucklebones, see Id. 2018. On the notion of bullying in Ancient ludic
culture, see Laes 2019.

11 Berlin, Staatliche Museen, Preufischer Kulturbesitz, Antikensammlung inv. nr. F 2417, see Miller 2004: 174,
pl. 256.

12 Oxford, Ashmolean Museum, inv. nr. 1890.27 (250), Miller 2004: 174, pl. 257.

13 Coll. Haverford, EA 1989-4, see the description given by Harnwell Ashmead 1999: 3132, pl. 37-40 and ephed-
rismds as subject of Theseus Painter’s bowls according to the catalogue of Borgers 2003: 20, pl. 12 (nr. 54-63).

131



Costanza 2019a: 257-259, 298-299 for
games’ age classes). The same happens,
as we have noticed, in Alain-Fournier’s
novel, in which explicit details upon age
are provided by the writer according to
prose gender. In fact, at the very moment
of the defy in the boarding-school, Au-
gustin Meaulnes is almost seventy years
old (Leuwers 1983: 11: «C’était un grand
garcon de dix-sept ans environ»), while
Frangois Seurel is just fifteen years old
(Leuwers 1983: 7: «J’avais quinze ans»),
as well as his further classmates.

With relation to the number of partic-
ipants involved in this performance, the
Greek lexicographer mentions two boys,
but he does not exclude girls as players
a priori, as he specifies for other plays
which are strictly male games such as the
chytrinda, the “cauldron game”™. Never-
theless, Pollux does not take out a game
performed by many players distributed in
pairs, as we may verify in quoted examples
of Attic ceramic painting or in the spectac-
ular tourney enacted by the school-boys
of Alain-Fournier’s novel. Surely, this lu-
dic ritual needs at least two persons who
are engaged to hit the stone and to carry
a companion astride in case of losing. It
is very likely that two or more couples of
boys were involved in such attempts cor-
responding to skill tests. Even in basilinda,
the game of the “king”, Pollux just quotes
two players respectively acting as “king”
and “servant”. Thus, he accounts only the
basic plot of this role-play. Indeed, histori-
ographical sources inform us about a col-
lective ritual, where many boys were play-
ing around the boy chosen (or designated)
as a “king”®.

In the second passage (IX 122), Pollux’
interest is centred upon a term of Attic
dialect (kotyle) indicating a cup and the
hollow of the hand. This term is subject
of attention for other commentators since

Athenaeus of Naukratis till Eustathios of
Thessalonica. In this case, the loser locked
his arms behind his back to form a cup,
in which the companion placed his knee,
in order to be carried on his back. With
respect to the act of carrying someone
astride on his shoulders, Pollux provides
another ludonymous: kybésinda also attest-
ed by Pausanias Atticist (k 52 Erbse 1950,
p. 191: kuPnocivoa: &ni KeQUAfg Pépewv §j
Katd vtov. «The kybesinda is the practice
of carrying someone on his head or on his
shoulders.»). Reasonably, Pollux employs
here Atticising sources at § 122, as we may
deduce from the frequent use of the dual
number, a vestige of Classical morpholo-
gy disappeared in Hellenistic and Roman
koiné. We find here many occurrences of
the dual number said of hands with accusa-
tive (10 yeipe) and dative case (toiv yepotv,
but with agreement to a pronoun in the
plural number: avtaic), and still of eyes
with accusative agreement (1 09O0ALD).
In the same phrase, there are, thus, two
subsequent nouns in the dual number. In-
deed, there are no occurrence of the dual
number in § 119, probably because Pollux
employed here different sources.

In Ancient times, other two titles for
the same game are attested, such as the
“mare” (hippds), where the stress is put on
the image of the player mounted on his
blindfolded companion as a rider piggy-
back on a horse. At this respect, we may
quote the Modern Greek title of kavdla, a
case of transparent semantic continuity,
in view of Late result from Vulgar Latin
caballus = horse. Other corresponding lu-
donymous entered in current use such as
plakitses, the “tiles”, loumbdrda, the “bom-
bard”, nothing to say about this practice
often requested as chastisement for the
loser in many playing rituals®.

Definitively, Pollux associates four dif-
ferent titles to an extremely popular game,

14 If the boy with a cauldron (xvtpo) on his head kicks a playmate, the latter takes his place in the middle of the
playing field, see Costanza 2019a: 242-245; Id. 2019b: 7; Id. 2020b.

15 See Costanza 2019b: 99. Among the undertones of report given by Pollux Onomasticon, a choral dimension is
evident. It is not so striking the opposition marked by Harnwell Ashmead 1999: 31 between Pollux’ text and The-
seus Painter, who shows teams of players, not just two participants.

16 See Koutsoklenis 1986: 56-57; Papazis 2011: 173-174; Vdokakis 2014: 52; on Aovupapda, see Babiniotis 2005:
1023; on practice of carrying a playmate piggyback as a chastisement of the loser in other games, see Darakis 1994:
29. The name of karfid (“nails”) is founded upon the use of such items, see Kakridis 1925: 172; Darakis 1994: 29.
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as we may deduce from this exuberant
ludonymic wide. Conversely, the practice
attested in some iconographical sourc-
es of Classical times imply a clear erotic
mark as a ritual of seductiveness among
adult people, in which also women, possi-
bly portrayed as menads, satyrs or erotes
are involved (see especially Mandel 2013).
Evidence of games with erotic emphasis
comes from Hellenistic coroplast groups.
Small-scale terracotta figurines from
Tanagra (4"-3" century B.C.) are very re-
markable, in which two women wear a
thin chiton, one is straddled by the oth-
er. This subject has evident epithalamic
undertones and foreshadows the possible
triumph of Aphrodite on the shoulders of
the parthénos, the young girl in marriage-
able age subjugated from the seductive
power of the goddess’ chdris”. However,
no parallels on eroticised piggyback games
come from literary documents. In Ancient
Greek everyday life, interactive games
imply a strict physical contact and need
participants of the same sex confront-
ed with endurance challenge or balance
tests, which clearly reveal contact points
on a dancing competition performed as a
dance duet®. Correspondingly, we remark
an individual exhibition in the Classical
world based upon the ability of staying
balanced by leaping on skins smeared in
oil. This was the game called askoliasmés
(< askolidzein= “to hop on one foot”, a
paretymology derived from askds= “skin”
being chronologically subsequent). It was
likewise conceived as a skill test as well
as an exhibition of moral and intellectu-
al harmony". It was enacted at Dionysian
festivals (Askdlia) with cathartic value®.
An analogous framework for the game
performed by boys sitting piggyback is also
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depicted by Hesychios of Alessandria. The
lexicographer of the 5"-6™ century attests
a double title of ephedrismds and en kotyle
for this game. In his alphabetical Lexicon
such a game appears in two different sec-
tions, as well as we remarked for Pollux’
criterion to describe the same ritual in two
distinct passages. We may quote the fol-
lowing Hesychian glosses:

£ 3167 'Ev kotOM) @épetv: Toudidc £150¢, O yop
QEPOV TIVAL €K KOTOAY €moiel Omicm Tag YXelpog
Kol O aipdpevog €vetibel to yovata koi obtmg
£Ppactacero. [...]

7362 £pedpilev -TEdiEokevey, Emaulev
7363  £geopilewv:  moailev TV Aeyopévny
£0edpIoHOV  Todidv, OTav  TEPLOYOYDY  TOC
YEIPAG TIG KaTO VOTOV €K TAV Katomy Bactdln
oV vikhoavto. Taoumy 6& v madwv  Attikol
£V KOTOAN Aéyoustv. AXAot 8¢ THV cuvagny Tdv
YEPAV TapA TOV Kpikov.

7364 £pedpnocmv: TopaKadUEVOC.

7365 égedprotijpog: TOVG Emkubnuévoug &v Ti
elpnpévn moudid

«e 3167 To carry in the hollow (en kotyle phére-
in): a kind of game, whoever carries someone
in the hollow gets his hands back and the either
places his kneel and so carry him on his back.
[..]

7362 ephédrizen: ... he was playing. 7363 ephe-
drizein means to play the ephedrismds game,
when someone gets his hands behind his back
and carries the winner on his back. The Attics
call this game en kotylé (in the hollow). Others
indicate the hollow of the hands around the
ring-arm. 7364 ephedrésson: sitting astride. 7365
ephedristéras: those who are sitting astride in
this game.»

Hesychius (¢77363) explains that the At-
tics, that is, authors of Classical period of
Greek literature, mention the game “in a
cup” (év xotdAn). We also discussed that
the text of Pollux depended upon Attic
sources because of the frequent use of the
dual number. In a previous gloss (¢ 3167)
about the game “in a cup” Hesychius con-
firms the information provided by Pol-

17 See Neils-Oakley 2003: 75; Jeammet 2010: 182; Beaumont 2012: 132; Karanika 2014: 167; Madej 2016: 30, pl.

43-

18 See Paraskevaidis 1990: 21; Mandel 2013: 28; De Siena 2009: 104; Mitchell 2009: 224-226; Lazos 2010: 37:
iconographic representations assign greater emphasis to girls as players.

19 Attested by classical (Aristophanes, Pl 1128-29; Plato, Smp. 19oc-d; Eubulus, Apdifeuwa (?), fr. 7 K.-A.; Lucianus
Lex. 2, Vergilius Georg. I1 380-84) and lexicographical sources (Pollux II 194; Pausanias Gr. . 161, Erbse 1950: 166=
Eustathius 1769,45; Hesychius a 7680, 7722, 7723; Photius o 2974 Th. 1,2974; Timaeus o 74 Valente 2012: 111; Suda
o 4177 s.v. A0oKOG Ev Tayvn; Etymologica Genuinum o 1283 s.v. dokoMalew; Symeonis o 1460; Gudianum 213, 24 Stef;
Eustathius 1646,24), see Latte 1957; Déonna 1959; Riidiger 1967; Hurschmann 1997; Paraskevaidis 1989: 86-87;

Costanza 2019a: 155-159, 259-260.

20 See Lissarague 1987: 66-68, 147; Costanza 2019a: 260-262, 296.
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lux, but he does not precise, if the player
mounted by a friend was obliged to stay
with closed eyes or not. At this respect,
Athenaeus of Naucratis (2"-3™ century
A.D.) does not mention the rule of blind-
folding the player, on whose back some-
one was sitting. Confiding the authority
of the mythographer Apollodorus of the
1 century A.D., Athenaeus attests (Deipn.

XI 479a):

Amolh®dopog 6¢ motnpiov 1€ YEVOG VYNAOV
Kai £yKothov, v 6 TO KOOV KOTOANV -ONoiv-
£kdhovv oi Takawoi, Mg Kol 10 TV yEPdY KOThoV
[....] Koi év kotodn 8¢ Tic moudiédr kositan, &v 1)
KOWLGoavTES TOG YElpOg d&xovTal Ta yovata TdvV
Veviknkotov ol veviknpévolr kol Pactalovoty
adTOvC.

Apollodorus of Athens (FGrH 244F 254) adds
that the Ancients define kotyle a kind of high
and concave bowl, and furthermore any sort of
hollow object, such as the hollow of the hands
[....] A game is also called en kotyle, in which the
losers shape a hollow through their hands and
accept the kneels of the winners and they give
them a piggyback ride.

If we do not focus on the correspond-
ing omission in the Deipnosophistae (Soph-
ists at Dinner), probably for a choice of a
more concise style with comparison to
its model, we must admit a variant of the
en kotyle game, in which no rule of blind-
folding the with-players was active. Sub-
sequently, the concurrent in such a cho-
reography must be carried by another on
his back, but he goes with his eyes open.
In such a case, the attempt of carrying a
friend and reaching the target stone, that
is, the dioros, appears a valuable effort for
a ludic competition. So, we may suppose
that the rule of proceeding with closed
eyes by a companion sitting astride was
successively added in order to increase
the stress of the player by imposing him
a supplementary effort. The Patriarch of
Constantinople Photios (9™ century) does
not add further information, but he simply
attests that an Ancient game was associat-
ed to verb ephedri(d)zein, whose memory
was still living in Middle Byzantine times.
In his Lexicon (n 61 Theodoridis 3, 142),
he quotes the comedy known under the
title of Ephedritai or Ephedrizontes, liter-
ally “Those who are sitting astride” writ-
ten by the poet of New Comedy Philemo
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of Syracuse (or Soloi in Cilicia). Photios
lists some terms drawn from this piece,
in order to justify the use of palasté as a
feminine noun (= Philem., fr. 26 K.-A.:
oKumddov Ev Kal KOdtov Kol yiddov / iomg
noAaotiic. «A barrow, a wool-skin and a
little mat, maybe of a spamy»).

As far as we may deduce from the title
of this comedy, the ritual of ephedrismds
played a major role and it was probably
practised by main characters. This sub-
ject was aimed at ironically perfect mim-
icry, especially if the audience had to see
adult men, not teenagers involved in such
exercise. However, we cannot reconstruct
the plot in detail nor to specify how com-
ic figures were described as sitting on
someone’s back. It would be tantalizing,
but too perilous to risk more circumstan-
tial hypotheses, given that we have just
two short fragments provided by indirect
tradition. Besides Photios’ quotation, we
just account an absolutely generic apho-
rism given by John Stobeus (5" century):
YOAETOV TO TOLETY, TO & KeEAELGOL PASIOV
(«It is a hard thing to do, but it is very
easy to order it» = Philem. fr. 27 K.-A. ap.
Stob. 4, 49, 3, V, 1018). We could apply this
sentence to every possible situation of the
plot, not only to an order of sitting astride
on the back of a companion or giving him
a piggyback ride, as the title seems to sug-
gest. Further conclusions about Philemo’s
comedy are not ascertainable. Neverthe-
less, this piece attests that the game per-
sisted in popularity in Hellenistic times,
given that it should be easily identified by
spectators who were perfectly aware of its
rules. Otherwise, the Comic poet had not
chance to propose a piggyback ride to his
audience at theatre, if it was not able to un-
derstand the allusion to this ludic frame.

Besides, it is useful to examine dis-
cussion about polysemic values of the
Attic term kotyle. Similarly, the paroemi-
ographer Zenobius (2™ century) remarks
(3,60, CPG Ly1):

"Ev KoTOM] 0épN: TudIdg €100¢ 6 Yap QEpoV
Ve €V KOTOAY, €moiel omiow TOg yeipog, Kol
0 aipopevog &vetifer T yovata, Kol oVTmC
£Raotilero.

If he holds in a cup (en kotyle): a kind of game,
in which one was mounted by another boy on
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his back, he locked his arms behind his back,
while the rider placed his knee up, so to be car-
ried.

The above-quoted grammarian Pau-
sanias Atticist (2" century) echoes (¢ 6,
Erbse, p. 175 ap. Eust,, II. 1282,54):

"Ev kotoAn" moudid Tig, &v 1) Sromhé€ag Tig omicm
TOVG OOKTOAOVG TAOV YEWPDV Emevmtileto TOV
avalpoduevov: 0 & €vleic 10 yYOvu TOIg YxepoL
Kol Tepafdv 10D aipovtog TV KEQUANVY 1| TOV
tpdynhov £Paoctalero. Exindn o6& €y kotoAn,
£mel 1O KOThoV TG xe1p0¢ KOTOAN Aéyetan, €ig O
[koihov] évetifet TO yovu 0 Pactalopevoc.

En kotyle: a game, in which one clasped the fin-
gers and carried a companion on his back to lift
him. The either placed his knee with his hands,
clasped the head or the neck of the guy who car-
ried him and he was carried up this way. It was
called eg kotyle phérein, because the hollow of
the hands is named kotylé, in which the one was
carried up and placed his knee.

Finally, the encyclopaedic knowledge
of Eustathios does not omit the game “in
the hollow”. The interest of the commen-
tator focuses on various meanings applied
to the use of the kotyle by the Ancients,
the palaiof, that is, authors of Archaic and
Classical period (p. 550,4 ad II. 5.300):

‘Ot 8¢ o0 punpod pdvov, AAA Kol OPOv KOTOAN
Ayeton 10 KotT aOTV KOIAOV TAG OMOTAGTNG,
Ayovowv oi moahoroi. [Afjlov 87 61t KOTOAN
Koi PETPOV TIC €106 E6TIV 0D pEYEOV, GAAG
Tvog Ppayéoc. Tibetor 8¢ kol €ml KothdTNTOG
xepds. Obev kai mondid Tig maileton kKahovpévn
é&v kotoAn. llpodyetor 8¢ oVtmg mepayaydv
£1epog 0& TIC €ig T KOOUOTO TOV YEPDV,
dmep giol kotOAaL, T0 yovara €vleig Kol ovtme
AvoBormdv EQUTOV EEPETL ETO0YOGC, EMAUPAV TOVG
0@Bakpodg Tod gépovtog. Eita v pépet 6 téng
Pepouevog katehdav @épet Tov Etepoy. Kod v
bt Todu £V KOTOMY).

The Ancients call kotyle not only the hollow of
the thigh, but also of the arm and the shoulder
upon the shoulder-blade. It is well-known that
the kotyle is also a not great, but short unit of
measure consisting in the hollow of the hand.
Subsequently, a game is called en kotyle, and it
is performed as follows: one places his knee in
the hollows of the hands called kotylai, he is so
carried sitting on a companion’ back and he
blindfolds the one who carries him. After that,
the one who is carried astride till that moment
goes down and he carries the either piggyback.
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And this was the game “in the hollow” (en
kotyle).

In turn, Eustathios insists on closed
eyes of the one who carries astride his
companion on his back. This point omit-
ted by Athenaeus and Hesychios appears
in an analytic way in the detailed descrip-
tion of the 12% century’s universal erudite.
A further point to be taken in account is
given at the conclusion of Eustathios’ com-
mentary, that is, the principle of reciproca-
tion. Whoever sits piggyback is obliged to
carry his companion in turn, once he goes
down from the latter’s back. According to
Eustathios, it is necessary to reverse their
roles: such areversing through a passing of
the baton between the two players is even
more interesting since nothing is said at
this respect by the above-quoted authors.
Far from supposing a mere invention or
arbitrary addition given by the Late Byzan-
tine intellectual, it is better to imagine a key
issue in ludic practice. In fact, role plays
often request such a reverse, as sources re-
lating to chelichelone, the “tort-tortoise” and
chytrinda, the above-named game of “caul-
dron”, expressly state®. All this ascertained,
Eustathios is trustworthy upon this point,
whose meaning is also very significant in
piggyback play ritual. In such a perspec-
tive, the game of mounting astride is in-
structive to favour social cohesion: It does
not appear merely as a severe punishment
for the loser, who overthrew the stone, but
also a shared effort to carry on his back his
own companion and to be carried in turn
on the one’s back. This frame was coherent
to the ideal of homotimia valuable to citi-
zens of the polis, in whose ranks the partic-
ipants were entering for ever, once sealed
the period of their adolescence. The fact to
reverse their roles refers to the score of a
dance stage, in which boys enact roles as-
signed to them by an exact choreography.

c. As we have already noticed, there
are many games founded upon the act of
sitting astride in Modern times: one guy

21 In an initiatory game strictly reserved to young girls, the tortoise-girl (yehdvn) must catch a girlfriend who takes,
then, her place in the middle of the scene, see Karanika 2012; Ead. 2014: 166; Costanza 2017; Id. 2019a: 265-275,

242-245; Id. 2020a.
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bends down, while another jumps upon
him and holds the arms on his back, a third
similarly jumps upon the second boy and
so on*2. This ludic ritual is variously known
as kavdles (“mares”), kavaldria (“riders”)
or makrid ghaidhotira (“long donkeys”) on
the grounds of similes drawn from animal
world or as the karekldki (the “chair”) or
teichdki (the “wall”) through a metaphor
of boys imagined in column®. Of course,
the first youth of the line was necessarily
the heaviest boy sitting astride, as we re-
marked for an Attic black-figure skyphos
and the French novel of Alain-Fournier.
In contemporary Greek ritual each of two
teams are formed of four or five boys, who
make the attempt of standing up without
falling on the ground.

The game called afromeélid, the “flow-
er of the apple-tree” shows the test of
mounting piggyback on the captain of the
rival team named the “mum” (mana) as
its main subject. This one tries in every
way possible to prevent a playmate to
mount on his back: A war dance meant
to unhorse their companions becomes,
in fact, a satyric dance countermarked by
stubborn spites and useless revenges (see
Koutsoklenis 1986: 57-58).

In the tsaroiichi or papoutsina, the
game of the “slipper”, the captain of a
team placed at the middle chooses which
adversary must bend down in order to
mount a companion’s back. The players
of the opposing team bring their position
in front of these two boys playing defence,
and they try to avert the guy acting as a
“horse” to take over the tsarotichi, that is,
the boot thrown by playmates from a dis-

tance of around 5 meters. This term is a
loanword borrowed from Turkish c¢arik
that indicates typical men leather shoe
with a pompom on top that was used by
Northern Greece shepherds (see Babinio-
tis 2005: 1807). So, this game has, in turn,
its own setting in rustic surroundings. If
the rider is able and gets taking the shoe
thrown behind him, the same team makes
a new attempt. On the contrary, if he fails
to catch it, the two teams reverse their po-
sitions. They also change playing field, if
the rider loses balance in the attempt of
standing up on his friend’s back, and he
falls awkwardly: the fall is another parody
element that provokes laughter and mock-
ery (see Koutsoklenis 1986: 59).
Another ritual corresponding to
mount piggyback on a playmate is prac-
tised among two teams and it is called
cheimdnas kai kalokairi from the opposi-
tion between “winter and summer”. The
players decide by drawing lots which play-
ers are involved to act as “horses” (dlogha)
and which should be engaged as “riders”
(kavaldrédes) by mounting their playmates
piggyback. The contrast between distinct
times, meant as hypostasis of the oppo-
sition between darkness and light, is not
unknown to Classical games. We may
recall the Ancient ritual of pursuit called
ostrakinda, from dstrakon (“terracotta bit”).
This game shows the direct contrast be-
tween night and day performed by partici-
pants distributed in two teams. “Day” and
“night”, that is, the outer side left blank
and the inner side, darkened pece are pre-
viously assigned to the two teams?. This
terracotta bit serves as heads or tails as an

22 See Mellios 1985: 20, 82; Koutsoklenis 1986: 57; Papanis 1996: 38-41, 174; Vdokakis 2014: 52, 118 on other var-
iants known as “mares” (kofdheg or kaparopia), “long donkeys” (noxpid yaidovpa), or “wall” (teyakt), where boys
being carried piggyback are designated as animals or a rampart.

23 See Mellios 1985: 20-21, 82; Papaskevaidis 199o: 23; Papanis 1996: 38-41; Vdokakis 2014: 118.

24 See Koutsoklenis 1986: 56-57; Papazis 2011: 173-174; Vdokakis 2014: 52.

25 This kind of game is known by allusions given by Comic poets (Aristophanes Eq 856, see Schol. Ar., Eq. Koster,
p. 206 Vet. 8s5a; Etymologicum Magnum 402,39 and Plato Comicus Xvppoyia, fr. 168 K.-A.), Platonic discussion
(Phdr. 241b, R. 7.521¢, Tht. 145e-146a), Late authors (Dio Chrysostomus, Or. 15,455 R.; Eunapius 1,364; Marinus V.
Procl. 39) and paroemiographic tradition centred on the inconstancy of fate: Suda o 719 = Photius o 571 Th. 3,113;
Diogenianus (Coisl.) 6,95 = Pausanias Gr., 0 26 Erbse 1950: 202; Schol. PL., Phdr. 241b; Eust., Il. 1161,38; Gregorius
Cyprius 2,93, CPG 11,84; Apostolius 13,3 CPG I1,570; Diogenianus (Vind.), 6,95, CPG 1,285; Herm. in Phdr. 241b
= Prov. Coisl. 380,59,18-60,6 Couvr.; Schol. ad Luc., Apol. 1 ad D.Chr. p. 19 Morell.; Suetonius, De lud. 8, Taillardat
1967:70,168-169. See Paraskevaidis 1992: 22-23; Siewert 2002: 223-226; Lazos 2002: 436-439; Pirrotta 2009:306-
308; Costanza 2019a: 138-143, 231-232.
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alternative to a coin or other random-giv-
ers®®: A participant throws it in aria on
the playing field divided equally by a line
and after this he verifies on which side it
fell on ground floor. If he shouts: “night”
(nyx), then, the team associated with the
white side, thatis, with the “day” (heméra),
chasing immediately after the either team,
while the others went precipitously on the
run. If the side of the “day” was drawn,
the game for pursuers and fugitives be-
gins again with reversed roles. Even in this
case, we find the adhesion to a previously
accepted choreography, in which every-
one was conscientious about which act he
should then perform. For Modern Greek
ritual of “winter and summer” (yewdvog
Kot kodokaipt), is also known the lullaby to
sing in choirs, in order to accompany the
movements executed by children sitting
astride the other pupils:

2ol GO TOVG 0VPOVOVS / KOl OTOV YOOGI
mv avk) / eUTpoE [ Aepovid, / Aepovid,
TOPTOKOMA.

Bum bum in the heavens / and in butcher’s
courtyard / a lemon-tree sprouted, / a lem-
on-tree, an orange-tree.

After having uttered the last verse of
this rhyme, the rider asks the boy, on
whose back he is sitting astride:

IT6c0 ddytvra factd avorytd;
(How many fingers have I opened?).

Or he sings:

nooa Evha ot Papéha;
(How many rods are they in the barrel?).

If the boy-horse guesses the number
of fingers opened by his rider, he takes
the latter’s place and both of them reverse
their roles®. As in Ancient ritual of ephed-
rismés game, boys acting as riders are
charged to blindfold the pupils who carry
them astride. Evidently, the last must keep
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the eyes closed in order to guess the exact
answer without cheating.

Finally, it is useful to mention a vari-
ant of Ancient ephedrismds prescribed in
female milieu, which was known under
the title of pinakoti (mvakwt). According
to evidence drawn from literary and lexico-
graphical sources, there are not variants in
Modern nor in Ancient Greece, in which
participants of both sexes were perform-
ing together. This contemporary variant
strictly reserved to girls is called from
kneading-trough, the wooden table, where
women placed leaven in order to bake
bread. The ludonymous here employed
as a feminine noun derives from a not
otherwise attested adjective *mvakmtoc<
mwvdkiov, a Medieval hypocoristic of mivag
“table” (see Babiniotis 2005: 1407). This
game is well known in Amphissa and else-
where in Continental Greece and Cycladic
Islands?®. It is worthy to discuss in detail
lo development, in which a choreography
is to be recognized, where parts are previ-
ously assigned and movements to be exe-
cuted are rigorously defined according to a
directorial idea conceived in detail.

At first, a girl is chosen as the “queen”
(vassilissa). Another sits on her kneels or
crouches down at her feet, and acts as
the beloved “daughter” of the “queen”*.
A third girl is standing or sits at a little
distance, then she approaches the “queen”
and engages with her in the following di-
alogue punctuated by two voices giving a
series of antiphons:

“Daughter”: ITvako, Tvakot!

Pinakoti: Ilicow and T° Ghho pov 1° auti/ Eha and
T’ G0 pov T awti, / yoti v’ 1 pdve 6ov Koven.
“Daughter”: ITvako, Tvakot!

Pinakoti: Am6 ©” 6dho pov t” avti! Ti (ntag;
“Daughter”: Me £otethe 0 apynyog vo. Hov dMoelg
10 KahOTEpO apvi. / Eva kokopdkt!

(Or: Eine o Bactirbg va pov ddaoelg / éva on’ to
KOAMOTEPE GOV TOL TOSLAL.)

Pinakoti: Awihe&e kot mape.

26 In Ancient Rome, an obol was used to make heads or tails, where Bifront Ianus on one side and a ship’ bow on
the either were portrayed, whence the title of nauia aut capita (“ships or heads”) assigned to this game, see Lazos

2010: 103; Costanza 2019a: 232.

27 See Darakis 1994: 174; Koutsoklenis 1986: 37-39. In some towns, the game is defined as kapekhdxt or kofodopica,

see Mellios 1985: 21.

28 See Koutsoklenis 1986: 37-39; Papazis 2011: 26-27; Vdokakis 2014: 115-116; Rossolatou-Deverakis 2017: 221.
29 On Pinakoti game, see Koutsoklenis 1986: 37-39, Papazis 2011: 26-277; Vdokakis 2014: 115-116; Rossolatou-De-

verakis 2017: 221; Costanza 2019a: 254-256.
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(Or: «Ilépe 6moto BEReIC!»)

“Daughter”: Pinakoti, pinakoti!

Pinakotf: «To the either ear, / approach to either
ear, / because thyn mum is deaf.»

“Daughter”: «Pinakoti, pinakotil»

Pinakoti: «To the either ear! What do you search
for?»

“Daughter” «The prince sent me so that you
give me thy best lamb (or cockerel).»

(Or: «The king told me to give me one of your
best children.»

Pinakoti: «Choose it and take it.»

(Or: «Take what you want.»)

Then, the playmate who adressed the
“queen” at first takes the girl setting at the
top of the column, lifts her and removes
her by putting her near to the place, where
she was sitting at the beginning. Then,
she engages again in dialogue with the
“queen”. Both of them reply the antiphon
they sang, until the “queen” stays alone
just with her beloved “daughter”, that is,
with the girl who crouched at her kneels
up to that time.

The “daughter” speaking with the
“queen”, after having dragged off all
playmates, addresses again Pinakoti and
claims for the handover of her most belov-
ed “daughter”. At this point, the “queen”
refuses, however, to give her “child” and
replies hastily:

"Evo 1030 kot 1o 06hm!
«I have got one child and I want it!»

After that, the “queen”suddenly stands
up and, in response, runs away from the
scene Dby letting her “child” alone. Thus,
her girlfriends take advantage of this in-
termezzo in order to take away the last
“child”. When the “queen” comes back,
she does not find her beloved “child” near
to her on the scene. Then, she starts look-
ing frantically all over the place and she
asks in the grip of anguish:

Iov ivot o Tadi pov; Mynag 1o idate;
«Where is my child? Maybe did you see it>»

The other girls answer her:

To gidape. Na mag tov kokKvo dpopo!
«We saw it. Go on the red road!»

The “queen” is, thus, in search for her
beloved “daughter” again and the others
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answer similarly after further attempts of
pursuit by suggesting her:

Na mog tov Tpacvo dpopo!

(Or : Na mag tov kitpvo dpopo! )

«Go on the green road!» (Or: «Go on the yellow
road!»)

After many attempts presupposing
movements of approaching and distanc-
ing of the participants from the middle
into the periphery of the scene and vice
versa, the “queen” asks them distrustful:

Mnrog tvat avto;
«Maybe is this one?»

The girls told her in chorus:

Nai, awto ivor!
«Indeed, it is this onel»

The “queen” approaches her “beloved
daughter” and asks her:

Ti o€ taicav, Touddkt pov;

«What did they feed you, my little child?»

(On feeding the children, the popular term
10iw from Medieval tayilw is here employed,
see Babiniotis: 1734 s.1.).

At this point, the playmate enacting the
queen’s beloved “daughter” admits:

Kovtoovid ko Aadt!

«Bird poop and oil» (from *Kkotro-tothd< An-
cient T.®, see Babiniotis: 950 s.v. e 940 s..
KOT®).

To this answer, the “queen” is infuri-
ated and runs together with her “child” at
the pursuit of the other girls, in order to
catch them one after another. After hav-
ing caught the first girl at her disposal,
she harasses her, while her “beloved child”
pleads:

KXiobpa, pava! Khovpa, péva!
«Please, a doughnut, mummy! A doughnut,
mummy!»

Subsequently, the two girls acting re-
spectively the “queen” and the “beloved
daughter”, release their prisoner and run
away to catch another playmate. Therefore,
they replicate a choreography according to
the above-mentioned ritual until they get
by catching all girlfriends who were previ-
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ously placed piggyback in column. Once
that all playmates are in the hands of the
“queen”, ludic plot begins again with re-
versed roles.

In this performance, the subject of the
motherhood and parental tutorship ap-
pears a binding task of the future moth-
er and it is not unknown to other playing
rituals such as “tort-tortoise”, in which
playmates ask the girl acting the role of
the protagonist news about the destiny of
her son. Therefore, the ending of Pinakot{
stresses kourotrophic theme through
a parody switch. At a certain time, the
“queen” becomes very angry, and she ac-
centuates her abrasive reaction against
her playmates who neglected their tasks
by serving up this unclean meal for her
beloved “child”. On the contrary, the girl
acting as her child claims a right feed by
asking for a right feed such as a “kolloura”,
that is, a sesame doughnut®*. The game
celebrates the kourotrophic task of the
woman towards her progeny through a se-
ries of predetermined movements of such
a peculiar choreography, whose pedagogic
value is undeniable?.

CONCLUSIONS

The Ancient ephedrismds is marked by
multifarious issues centred on motility,
psychomotor spatial coordination and ap-
titudes corresponding to good relationship
with their playmates. On the grounds of
proper social relations with target commu-
nity, children’s challenge piggyback exem-
plifies self-control through a limited and
ritualized violence. Rivalries are convoyed
into a spectacular competition exempt of
dramatic, irremediable harassment. Un-
der performative perspective, this contest
is useful to temper interpersonal antago-
nism. The heaviest and ablest youths of the
group rise to the top. These are designated
to perform a charismatic role and rightly
claim the leadership of the polis, given the
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physical and intellectual primacy that they
have shown in this tourney. Moreover, vic-
tory does not come to individuals, as we
have noticed in the for-mentioned askoli-
asmds, but to the pair, in which “rider” and
“horse” lead efforts, in order to do not lose
balance. Subsequently, they get to grips
with the opposition of their adversaries.
To achieve victory, they must have a good
understanding so far.

Therefore, ephedrismds was not matter
of individual attainment, but of a success
gained by the most reactive pair, whose
ability to control emotions was useful
to achieve its objectives. At this end, the
game is identifiable with a regulatory act.
A canonical variant was possibly included
in religious or theatre festivals as we also
stated for askoliasmds (as Harnwell Ash-
mead 1999: 31 also suggests for ephed-
rismds players as in a chorus).

Polysemic rituals of giving someone a
piggyback ride verify acts of resemanticiz-
ing (and reconfiguring) the meaning of
this choreography in Modern Greek Folk-
lore as well as in a significant rewriting
provided by Alain-Fournier’ novel, where
a dreaming atmosphere similarly corre-
sponds to an intense reflection upon the
implicit difficulties relating to transition
from childhood into adulthood.
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