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The medieval past is frequently taken as the inspiration for the settings of tabletop role play 

and miniature games. These games bring together a group of interested participants (players), 

who may have varying degrees of knowledge – both popular and/or scholarly – about the 

medieval past. Such games are (usually) grounded in rule books that outline mechanics for 

arbitrating the game or story being told, while also presenting contextual information on the 

specifics of the thematic setting. Consequently, tabletop games provide an opportunity to 

inform on the medieval past and push back against misconceptions. Conversely, if information 

on medieval sources and settings employed in role play and miniature games is not examined 

critically, then the games may instead reinforce misinformation and misconceptions. 

 

Contributions for an edited collection are sought which address the incorporation and 

appropriation of the medieval past into tabletop gaming systems and settings. Contributions 

grounded in any discipline(s) addressing the medieval past are welcome, including but not 

limited to archaeology, anthropology, art history, folklore, history, history of medicine and 

science, law & legal history, linguistics, literature, manuscript-studies, numismatics, 

philosophy, politics, theology, etc. The collection intends to bring together studies extending 

across the medieval world, and spanning the long thousand years from roughly the fifth to the 

fifteenth centuries. Contributions may focus closely on the incorporation into game-settings of 

a specific time, place or set of historical events within the medieval period, or else look more 

broadly at comparative settings or examine approaches taken in tabletop games to themes and 

categories of social-identification, such as disability, ethnicity, gender, race, sexuality, slavery, 

etc.  

 

Three main threads are envisaged for the proposed chapters:  

• the reception of the medieval past in role-play games and miniature games. 

• the educational potential and pitfalls of tabletop games for informing and inspiring 

participants about the medieval past, and direct independent learning and engagement 

with medieval source materials and modern scholarship. 

• the adaptation of specific medieval source materials and settings as resources for 

gaming-groups to provide the plot-hooks, scenarios and campaigns.  

 

Abstracts of 250-500 words along with a short biographical note should be sent to 

thomas.gobbitt@oeaw.ac.at, in English, by Wednesday 31 August 2022. 

Submission of accepted chapters, of 6000-9000 words including footnotes, are provisionally 

anticipated for October 2023. 
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