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ABSTRACT:

This study examines how Warhorse Studios achieves a balance between historical accu-
racy and an engaging gaming experience in the Kingdom Come: Deliverance series. The
aim of the research is to identify key aspects that have managed to maintain the high-
est degree of verifiable authenticity in game development, reveal areas where significant
compromises have been made to enhance playability, and describe how narrative design
integrates the aesthetic and interactive aspects of the game world. The methodology
combines selected methods of logical analysis, a qualitative method using semi-struc-
tured interviews with developers, and the study and analysis of expert sources focused on
historical games. The study shows that Warhorse projects emphasize in-depth research
of historical sources, from topography and urbanism to sacred buildings and ethical and
cultural patterns of everyday life, with consultations with internal and external historians.
At the same time, it demonstrates that certain game mechanics, such as fast travel, visual
guidance of the player, and simplification of dialogues and clothing details, are necessary
for smooth and intuitive interaction. By incorporating fictional stories into the gaps in his-
torical records, the narrative design shows how factual boundaries can be preserved while
offering dynamic player freedom.
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accuracy, authenticity, digital games, Kingdom Come: Deliverance, ludoforming, medi-
evalism.
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Introduction

In the field of historical digital game development, we often encounter a dissonance
in the goals of creators. On the one hand, there is a desire to achieve a faithful and de-
tailed reconstruction of the past, while on the other hand, they are limited by the need to
create an entertaining and financially successful product. Strictly adhering to historically
accurate elements or complex political or cultural contexts can be incomprehensible or
monotonous for players, while excessive action elements or fiction can compromise au-
thenticity. A successful designer must therefore find a delicate balance between historical
verifiability and an engaging gaming experience, so that the game not only educates but
also entertains and delivers the expected commercial success. This dissonance can result
in the reduction of complex social, political, or cultural phenomena to simplified mechan-
ics, which increase the level of interactive enjoyment but undermine the authenticity of
the period setting. The role of the designer and producer is therefore to balance the accu-
racy of historical representation with the attractiveness of the game mechanics and nar-
rative. The goal is for the final product to ensure not only educational value and credibility,
but also commercial success and emotional engagement for a broad player base.

The narrative and conceptual setting of games in historical periods has prov-
en to be a successful approach in various game series. For example, the Sid Meier’s
Civilization series (MicroProse et al., 1991-2025) captures key events in evolution, while
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the Assassin’s Creed series (Ubisoft Montreal et al., 2007-2025) incorporates modes such
as “discovery tours” into its games (“Assassin’s Creed Discovery Tour”, n.d.). These high-
light the historical aspect of the game and add an educational character to a game that
is not primarily educational. However, these are still elements that are only added value
in worlds with many fantasy mechanics that distort the audience’s perception and ideas
about historical phenomena. Such games use selective authenticity, which mixes histori-
cal representation with audience expectations. Zimmermann (2021), in the context of his-
torical digital games, points out the essential difference between accuracy and authen-
ticity. According to him, it is the feeling of authenticity that ultimately decides whether
a player accepts a game as an authentic representation of a given period. Accuracy is
only a means of increasing the likelihood of a feeling of authenticity (Zimmermann, 2021).
Game design with selective authenticity focuses primarily on feeling and experience
rather than strict accuracy, choosing which historical elements to use and which to omit
(Salvati & Bullinger, 2013).

However, in addition to game series with fantasy elements, there are also games
that strive to preserve the accuracy of cultural realities as much as possible. Ambitious
projects include games from the Czech studio Warhorse Studios - Kingdom Come:
Deliverance (Warhorse Studios, 2018; hereinafter referred to as KCD1) from 2018 and its
sequel Kingdom Come: Deliverance Il (Warhorse Studios, 2025; hereinafter referred to as
KCD2) from 2025. The game developers are known for distancing themselves from fan-
tasy elements, which has been a characteristic feature of their marketing since the launch
of their Kickstarter crowdfunding campaign for the first game.! In addition to raising addi-
tional funds for development, the campaign also allowed for market research and gauging
the interest of a potential future audience in a historically accurate game set in the Czech
Kingdom at the beginning of the 15th century:

Our investor is strong and capable of funding the complete development of our pro-

ject. But he does not follow the game industry very closely and needs proof that

publishers and marketers are wrong about our game — that you are indeed inter-
ested in a mature, medieval RPG that emphasizes freedom and authenticity. And so
we stand, as a studio, at a crossroads. Either those naysayers are right, and there
truly is no desire for the game we are making, or we are right. Either way, we think

Kickstarter is a great way to find out. (Warhorse Studios, n.d., para 6)

For investors and creators, making historically accurate games is a risky move be-
cause of their smaller fan base. According to Houghton and Alvestad (2021), authenticity
and accuracy in representing the Middle Ages in media works face several limitations.
The first is that creators’ ability to create historical replicas is limited by the need to cre-
ate an entertaining and often profitable product. Creators are also limited by constraints
arising from genre conventions, media format, and audience expectations. According to
data from 2025, up to 65% of players of KCD2 on Steam also played The Witcher 3: Wild
Hunt (CD Projekt Red, 2015), more than 50% also played Cyberpunk 2077 (CD Projekt
Red, 2020) and Elden Ring (FromSoftware, 2022). Almost 49% of players also played
KCD1, 46% played Baldur’s Gate (Larian Studios, 2023), and almost 38% played The Elder
Scrolls V: Skyrim (Bethesda Game Studios, 2011) (Elliott, 2025). The survey shows that a
large proportion of players are experienced fantasy gamers, and therefore the absence
of fantasy elements may have reduced interest in the game among the target audience.

1 Remark by the authors: One of the distinctive features of the game highlighted in the campaign is the
antithesis: “Dungeons & no Dragons” (Warhorse Studios, n.d.), which refers to the well-known fantasy
tabletop RPG Dungeons & Dragons.
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The campaign’s goal, which was to confirm the audience’s interest in the game
by raising 300,000 GBP, was achieved by the authors within 36 hours (“Kampan na
Kickstarteru”, 2014). Both games were commercial successes, with KCD2 aspiring to the
prestigious Game of the Year award (Grantham, 2025). A comparison of the sales of fan-
tasy titles and KCD2 shows that historical games still do not achieve the same sales as
fantasy games (Elliott, 2025). Nevertheless, they find their audience and compete with
top games in prestigious world awards, such as the aforementioned Game of the Year.
Communications Director at Warhorse Studios, Stolz-Zwilling, states in an interview that
although the game remains as authentic as possible, some aspects have to be exagger-
ated or simplified in order to tell the story (Osborne, 2025). The aim of this study is to
identify which aspects of the game show the highest degree of accuracy, which aspects
had to be modified in order to maintain entertainment value, and how the narrative design,
which forms the link between the aesthetic-visual and interactive parts of the game, was
approached. The methodology combines selected methods of logical analysis, the study
and analysis of academic sources focused on historical games, and a qualitative method
using a semi-structured interview with Martina Danék,? a quest designer at Warhorse
Studios, who has worked since 2020 on the game KCD2.

The first chapter presents the theoretical foundations of historical game devel-
opment. In four subchapters, we walk through the process of creating both Kingdom
Come: Deliverance games. The first subchapter looks at historical game development at
Warhorse Studios. The next three focus on authenticity in individual parts of both
Kingdom Come: Deliverance games: visual, interactive, and narrative.

Authentic Historical Game
Design

The process of incorporating historical facts into the game world is referred to by
Bazile (2022), as “historiographical game design” (HVG) (p. 859). Unlike selective authen-
ticity, which combines historical facts with audience expectations that are not always ac-
curate, the HVG model is characterized by prioritizing historical objectives over purely
gaming or entertainment elements. In practice, this means reorganizing power relations
within the creative and decision-making process, in which the historian becomes the deci-
sion-maker. In addition to management and strategic decision-making, historians ensure
that historical and ludic mediation are mutually aligned, thereby preventing conflicts be-
tween historical accuracy and playability (Bazile, 2022). The involvement of historians in
the game development process is an established and legitimate practice used by some
big companies, e.g. Ubisoft. In some other cases, histgameconsulting, as Mochocki and
Kot (2024) refer to the process of historical consultation for digital games, involves ex-
ternal collaboration only for fact-checking purposes. In other more unique cases, it may
involve internal involvement and the employment of a historian.

The educational potential of historical games has also deepened cooperation be-
tween academia and game developers (Mochocki & Kot, 2024). Historical accuracy in the
Kingdom Come Deliverance games is based also on the creators’ interest in researching

2 Remark by the authors: As part of the creative process, she created quests, devised the circumstances in
which the quests take place and wrote dialogue between characters. We would like to thank the respondent
for her helpfulness, willingness to share her experiences, and time spent on the interview, which enriched
the content of this work with valuable practical insights.
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and studying historical sources to ensure accuracy, while also verifying and consulting re-
constructed elements with historians and specialized experts (Pilous, 2018). To this end,
Chapman refers to developers who create meanings about the past through digital games
as “developer-historians” (Chapman, 2016, p. 15). This thesis is also confirmed by histo-
rian Petr Cornej,® who stated in a documentary film about the creation of KCD1 that he did
not believe in the project at first and considered it more of a lucrative commercial project
that would ultimately only scratch the surface. However, he was ultimately intrigued by
the setting in the Hussite period and the creators’ knowledge of the details available at the
time. According to him, some of them were so deeply immersed in the subject matter that
they knew details that he himself had overlooked (Vortex, 2025).

Despite the similarities with the work of historians in presenting history, Chapman
(2016) points to obvious differences between developer-historians and professional histo-
rians. He sees them in the differences in goals and interests, in adherence to professional
standards, and in job responsibilities. The combination of development and the complex
historical research required to create a historically authentic game world has revealed
the existence of time and personnel constraints. According to Bittner, game designer at
Warhorse Studios, a professional historian has years to devote to researching a very nar-
row topic. This could be, for example, researching patterns on pottery from the period
1400-1415 in a specific area. However, the developers had to complete everything in a
much shorter time frame with far fewer people. Despite these limitations, he considers
the game to be historically very valuable: “| dare to say there is no more historical accurate
game on the market and it's the closest you can get into the 15% century” (Domingo, 2024,
para 6).

As part of the preparation of the game environment, it was necessary to carry out
extensive research focused on the historically accurate depiction of real-life locations.
Given that the game is set in an authentic geographical and historical context, the re-
search had to cover a wide range of aspects. It included the topography of the region, the
historical development of individual settlements, including their founding and ownership,
as well as the approximate number of inhabitants, which was crucial for designing the size
and structure of settlements, e.g. the number of houses. Church buildings were also taken
into account - their location, significance, and whether local residents attended services
in their own village or travelled to more distant churches. All these factors influenced the
narrative and visual layout of the game world.

The placement of Kingdom Come: Deliverance games in a historical real environment
can be described as a process that Aarseth (2019) refers to as ludoforming. In his more
detailed definition, he describes it as a specific phenomenon that is not entirely identical
to simulation, remediation, or adaptation. It is a game-motivated modification of spacesin
which the landscape is “recreated” or changed to better serve the game’s objectives. This
creates a game topology that may not be faithful to the original but must be functional
in the game context. Ludoforming creates a paradox where players know the history of a
place better than its present.

Many of the real places that served as models for locations in the game are adapt-
ing in the real world to the increased tourism brought about by both games. For example,
at Trosky Castle, the administrators have prepared boards with QR codes for visitors at

3 Remark by the authors: Petr Cornej is a Czech historian and professor emeritus at Charles University in
Prague, specializing in late medieval history, particularly the Hussite period and historiography. He has
published several academic publications and textbooks for secondary schools, for example Tajemstvi
Geskych kronik [The secrets of Czech chronicles] (Cornej, 1987), Historie deskych zemi. llustrované déjiny
[History of the Czech lands. Illustrated hStory](CorneL 1999), Ceské déjiny. Vypravna historie eskych
zemi [Czech history: An epic history of the Czech lands] (Cornej, 2012), Spory o Jana Zizku 1424-2024
[Disputes over Jan Zizka 1424-2024] (Cornej, 2023) and others.
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various locations, where they can compare the current location with its digital game ver-
sion in the past (Klimsa, 2025). According to Pycha and Vana (2024), this game space is
better known than the actual physical space that serves as a template for the game. At
the same time, this virtual space accelerates the understanding of history in public space.
A demonstrative example of how real-space-based ludoforming contributes to this under-
standing of history is the participatory creation by players on social networks, e.g. in the
form of comparisons (Picture 1).

VREALITY )
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Trosky Castle

Picture 1: Comparison between real and in-game visualizations of Trosky Castle
Source: the authors’ screenshot from the video by ElAnalistaDeBits (2025)

Given that many game titles allow interactivity with historical realities or create a
deeper bond with the player through immersion, they are rightly referred to by some au-
thors as virtual museums (cf. Politopoulos et al., 2019; Vandewalle, 2023). As Peterson et
al. (2021) point out, digital games display historical artifacts in detailed visual and textual
form and go beyond passive demonstration by allowing the player to actively manipulate
the realia of the historical environment typical of that historical period. Unlike other me-
dia, simulation in digital games provides space for experimentation and hermeneutic veri-
fication of the functionality of artifacts, promoting a deeper understanding of the charac-
teristics of people, places, and circumstances. Accurate rendering of cultural realities can
thus serve as an important mediator of history, especially for younger generations. This
approach is also confirmed in the document by the historian Cornej, according to whom
accurate depictions based on real foundations, where historical facts are not distorted
and developers follow trends in research on the 15% century, can be one of the ways to
bring historical periods closer to young people (Vortex, 2025).
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Warhorse’s Research
for Authentic Historical
Game Design

As Danék stated, historical research related to the development was extensive and
comprehensive. It included examining chronicles of settlements, records of what was
built and when, other historical sources, and professional literature, e.g. by Cornej. All
of this knowledge inspired the creators in how to build the world and focus on practical
questions: “How will these people behave? How will they dress? What exactly will they
have in their homes and how will their homes be furnished in terms of personal property?
How many clothes will there be in a chest and will there be anything else in the chests be-
sides clothes?” (M. Danék, personal communication, May 29, 2025).

The town of Kuttenberg was a specific chapter of the research. It was necessary
to respect its historical appearance from the period after the siege, which meant incor-
porating elements of partial damage to the urban structure. Particular emphasis was
also placed on the composition of the town council — the so-called Kuttenberg Council of
Consuls (M. Danék, personal communication, May 29, 2025).

The developers had to find out who sat on the council at the time, what positions they
held, what their names were, and, if possible, how old they were, so that the developers
would know whether to portray them as young men or, conversely, as dignified older gen-
tlemen. The research of historical facts was therefore very thorough, and where the crea-
tors had verifiable sources, they tried to use them as much as possible and as faithfully
as possible to reality (M. Danék, personal communication, May 29, 2025). The historical
research was led by Nowak, an in-house historian at Warhorse Studios who has been in-
volved in the development since the first game. Danék (personal communication, May 29,
2025) states that Joanna Nowak supervised the development and accuracy throughout
the entire process. At the same time, the designers approached their internal historian
with their ideas in advance to avoid later corrections, and if something needed to be ad-
justed for the sake of playability, they discussed how this could be done.

The credits for KCD1 include 30 experts and organizations that participated in or as-
sisted with historical research, including internal historian Nowak. The second iteration in-
cludes up to 47 consultants and experts who participated to ensure accuracy in the game.
However, according to Bittner, research alone is not enough to create a game, and the
challenge lies in using historical knowledge and shaping it into a playable and immersive
world, which may require a compromise between accuracy and entertainment (Osborne,
2025). When asked whether anything had been changed in favour of playability, which had
received negative feedback from historians, Danék replied (personal communication, May
29, 2025) that many people appreciated the creators’ thorough attention to even seem-
ingly minor details in their historical research, as well as the fact that all elements in the
game were based on facts.

In cases where something appeared in the game that might surprise a casual player
unfamiliar with the period, they were able to demonstrate that it was historically possi-
ble and justified. One example is the character of Jan Hus, with several players asking
what he was actually doing in medieval Bohemia and why he would be interested in this
environment, given that the majority of the population was Christian and he himself pro-
fessed a different faith. It might seem unlikely, but the creators researched the situation
and confirmed that it fits into the historical context. Similarly, many were surprised to see
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characters with different sexual orientations in the game. Although this was considered
taboo at the time, it does not mean that such people did not exist. Quite the contrary.
They were present and accordingly found ways to live, albeit often in secret. The crea-
tors again backed up these facts with historical sources. If anyone objected that such be-
haviour would have been immediately exposed and punished, research showed that the
reality was often more complex. Overall, the creators received mostly positive reactions,
and the respondent does not recall any criticism from historians. On the contrary, they re-
ceived feedback such as, “It's great that you included this and backed it up with thorough
research” (M. Danék, personal communication, May 29, 2025).

Visual and Aesthetic
Authenticity of the Game
World

Of the individual parts of games, the visual and aesthetic part is the first that players
encounter. As Schell (2020) points out, emphasizing the role of aesthetics in the creation
of digital games, developers do not create designs solely for game mechanics, but also
for the overall experience. The goal is to create a world with a certain atmosphere that
is difficult to describe but is based on how visuals, sounds, music, and game mechanics
complement each other. A game with this balance can make the game world feel solid,
believable, and spectacular.

Setting the game in a historical period allows for the creation of imaginary barri-
ers that clearly define the sources of inspiration for obvious cultural elements such as
architecture, clothing, armour, weapons and combat methods, fauna and flora, social
hierarchy, heraldry, ways of spending time, crafts, and others, as well as intangible ele-
ments and symbols of culture. The more precise the time frame, the more specific the
requirements for the created elements. According to Joanna Nowak, the design of the
visual elements was preceded by preliminary research focused on contemporary produc-
tion processes: “We designed not only the aesthetic elements of the medieval world but
also paid close attention to how things were made in the past: what materials were used,
and the types of construction methods, techniques, colours, and overall craftsmanship”
(Osborne, 2025, para. 9).

The authors focused on various important details that resulted from the availability
of materials and colours, or manufacturing processes. However, in terms of game design,
the creators sometimes had to compromise on these details. Danék cites as an example
the use of certain materials that ensure sufficient visual variability of characters in the vil-
lage environment. Player navigation in the game world must be smooth and natural, and
in some situations, it is necessary for the game to clearly indicate which character the
player should look for, for example through a description such as “wearing a red coat”.
However, according to historical sources, such clothing would not have been common at
the time, as red dye was a costly commodity and villagers would not have worn such a coat
during a normal working day (M. Danék, personal communication, May 29, 2025). Despite
minor concessions to playability, however, the designers had to pay attention to detail.
According to Bittner, the more details a designer adds that are not authentic, the more
players begin to sense inaccuracy, even if they do not know exactly what is not accurate
(Osborne, 2025).
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According to Bogost and Klainbaum (2006), what makes the environment authentic
in some game titles is a more complex understanding of place. This is not based solely on
the physical attributes of places such as specific buildings or streets, but also on the in-
clusion of cultural codes and popular symbols. As Champion (2011) elaborates, this more
complex understanding can be described through the concept of “sense of place”, which
refers to the player’s embodied and cognitive perception of being situated within a co-
herent and meaningful environment. A convincing sense of place is not achieved merely
through visual realism or architectural accuracy, but through the interplay of spatial de-
sign, player interaction, and cultural meaning. It emerges when the environment responds
to the player’s actions, when spatial cues and social dynamics evoke an awareness that
a location is not merely a backdrop, but a living and culturally grounded world. In histori-
cal games, this sense of place connects visual authenticity with procedural and narrative
design: the player's ability to move, act, and be recognized within a space reflects how the
game models historical experience and cultural belonging.

However, this part of the creation must also be complemented by intangible cultural
elements. For example, the reactions of non-playable characters in the game to the ap-
pearance of the player’s character. Through non-playable characters, the game world re-
acts to the character’s current clothing and determines the player’s social status based
on it. This intangible aspect reflects the charisma mechanic, which is determined by the
hero's reputation and clothing. Charisma plays an important role in situations where the
player needs to convince someone or advance to a certain location, for example, if the
player cannot attend a wedding until they find decent clothes. According to Danék, this is
also a tool to occasionally force the player to change the character’s clothing. However, it
is still the player’s decision, so it is only sporadic coercion (M. Danék, personal communi-
cation, May 29, 2025).

Interaction Authenticity

Interactivity is a unique means of understanding artifacts and context that digital
games enable. Digital games allow for immersive interaction with the past in ways that other
modern media do not, and they largely immerse players in their medieval and medievalist
worlds (Peterson et al., 2021). According to Lind (2022), for players, authenticity is much
more about how the gameplay matches the player’'s expectations than whether it matches
the original reality. The audience’s expectations are not only directed at the reconstructed
historical message itself, which may be subject to tropes and stereotypes about the period,
but also at the medium that conveys it. As Houghton (2018) points out, the interactive na-
ture of games means that the authorship of a game is never the monopoly of its designers.
The authorship of games, as well as other media content, must be viewed from two perspec-
tives. Through the prism of the author, who creates their work intentionally and is the only
one capable of interpreting it and giving it meaning; at the same time, the work is always
interpreted and given meaning in each individual act of reception by the player, regardless
of what the author intended to say at the moment of creation (Heinemann, 2021). Accord-
ing to Danék, Warhorse developers wanted to allow players to customize their characters.
She further explains that in KCD2 players can choose whether their character will be evil, an
outcast, a murderer who robs everyone, or a good Christian who helps everyone. The game
world responds to this but cannot prohibit the player in any way. If the player comes up with
anything, the world should allow them to do so, even at the cost of the consequences of their
actions (M. Danék, personal communication, May 29, 2025).
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Games evoke expectations of entertainment in recipients, which is ensured by a
sense of immersion. This is often based primarily on the visuality of the game environ-
ment, objects, or characters. However, the confrontation with the possibilities of action
within the game structured by its mechanics reveals that representation extends beyond
visual or narrative means. Game mechanics themselves serve as models that interpret and
simulate aspects of the past through systems of rules, affordances, and constraints. As
McCall (2023) argues, historical games make procedural arguments about history: they
do not merely depict the past but invite players to engage with historical processes and
decisions through play. Similarly, Bédi (2022) emphasizes that the ludic agency afforded
to the player determines how history is experienced and understood. The player’s capac-
ity to act is embedded within a framework of designed limitations that reflect particular
interpretations of social order, morality, or power. In this sense, the mechanics perform
a representational function by shaping the player’s understanding of what actions were
possible, acceptable, or consequential in the depicted world. These perspectives suggest
that in historical digital games, mechanics are not neutral instruments of play but act as
representational devices that embody specific viewpoints on history. Entertainment and
historical representation therefore coexist not in opposition, but in the procedural logic
of play itself. The player’'s engagement with the game world is thus mediated by both the
rules of play and the technical affordances of the medium, which together define how the
past can be experienced, simplified, or transformed into interactive form.

In the case of Kingdom Come Deliverance games, we can find several examples
where the limitations were not only entertainment value, but also the technological limita-
tions of the medium. Nowak states that the biggest compromises in the game are time
and space, which are two fundamental components that give us the feeling of being pre-
sent in the game. According to her, time must always be altered in games because they
contain accelerated elements such as fast travel* or skipping the sleep mechanic (Bloody
Heart of Europe - History Podcast, 2025). Waschka, who collaborated on the design of
fencing in KCD]1, cites a strike from a guard position as an example of such a technologi-
cal limitation, which in reality can be read by an opponent from micro-movements. This
reading is not possible through the screen, so the game designers adapted the gameplay
so that both the player and the attackers have to react to a technique before it is execut-
ed. This also allowed for the addition of special blocks and combos linked to the timing
of movements (Vanco, 2024). These necessary design modifications illustrate how me-
chanical and technological constraints become part of the game’s representational logic.
The resulting systems not only enable playability but also model the sensory and physical
mediation of medieval combat, turning practical limitations into procedural expressions
of historical experience.

Narrative Authenticity

History in narrative form faces the greatest obstacles to interpretation. It is in this
regard that authors agree on the subjectivity of history, which is more a process of ‘shap-
ing’ the past into something meaningful, a process that depends on the data selected and
how that data is assembled (Elliott, 2017). They can be shaped by the personal opinions,

4 Remark by the authors: Game worlds, especially those with open worlds, may contain locations that are
too far apart due to the size of the map. One solution is fast travel, which allows you to select a point on the
map and teleport there almostinstantly. These are usually points that the player has already visited (Dhule,
2022).
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perspectives, imagination, and interests of their creators and historians. The stag-
ing of the past in popular media and even in modern museums is completely different
from academic history, as these popular representations are designed to evoke emo-
tional responses from the audience in order to exploit the gaming public imagination
(Heinemann, 2021).

Although academic research or popular interpretations of events in any format can
provide credible versions of events, they can never reliably reconstruct the past. “It is
impossible to recreate the past as our knowledge is inevitably incomplete. Sources do
not survive; those that do distort events to suit the goals of their authors” (Houghton &
Alvestad, 2021, p. 3). At the same time, however, the incompleteness of historical evi-
dence and information allows media content creators to cross the boundaries of reality
and, in line with their goals, fill in the gaps in the facts with creative fiction. Such is the case
with the inclusion of character Jan Zizka in the narrative of KCD2. Capwell, a historian and
weapons expert, said in an interview with Jewitt that, as with many medieval figures, there
are gaps in the historical facts surrounding Zizka. This is particularly true of what we know
and do not know about his life in the first decade of the 15% century. According to Capwell,
he lived a life similar to that of Robin Hood, as a bandit and a kind of mercenary, which the
game’s creators used to fabricate a story without compromising historical accuracy:

So it's really clever of the game to put its story into that gap in the historical record.

That's when kind of historical fiction is at its best. When it's totally working within

what we know, but it’s trying to move towards we don't know. Trying to reveal some-

thing, put some light into the dark parts of the past. You know they don't have to
worry about contravening the historical record. They have quite a lot of freedom to
tell a story in the game because this is a period in his life when not a lot is known.

(EXP, 2025)

Zizka's way of life has been documented by several historians, but the reason for
the loss of his first eye during his youth remains unknown (Cornej, 2019). The creators of
the game KCD2 decided to fill this gap. Bittner says that historians have the privilege of
saying “l don’t know” but when creating the world of a digital game, you cannot say that
(Osborne, 2025). The game uses this absence of information as space for fiction. This is
not information that is essential to the story, but rather space for the creative develop-
ment of the historical narrative. Even if the real cause is unknown, its inclusion in a digital
game can distort the perception of the characters’ lives. However, there is no clear evi-
dence to rule out such fabrication.

According to Sweeting (2019), the unique way in which digital games engage players
in history is a potential strength. At the same time, however, it can weaken the under-
standing of history, because games inherently require player input, and their presence
and activities in the game must be taken into account in the historical narrative. There-
fore, large fictional stories are interwoven with broad historical narratives to make this
possible (Sweeting, 2019). According to Danék, it was also essential in the reconstruction
to show how people thought at the time, what troubled them, and how this was linked to
religion, which played an important role in their lives. The developers’ intention was to
show that people often faced similar problems to those we face today (M. Danék, personal
communication, May 29, 2025). At the same time, historical stories are limited by histori-
cal facts, which had to be taken into account when creating the game story. An exampleis
a part of the game KCD1 where the player can enter a monastery. A historian pointed out
to the design team that in 1403, it would not have been possible for anyone other than a
monk to enter the building. Therefore, the design team had to come up with reasonable
excuses or reasons why the player could enter the monastery (Iwaniuk, 2016).
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The reception of messages is also influenced by the use of language in historical nar-
ratives. According to Bhat et al. (2023), the language used can influence how events are
perceived and understood. According to Danék, the language in the game required special
attention. Kingdom Come: Deliverance games use common Czech, as many people would
not understand the Old Czech used at the time. One option was to add subtitles in modern
Czech or use Old Czech words in modern Czech, which would have sounded artificial. With
the exception of members of the clergy and high nobility, the characters do not speak
formally. At the same time, the developers chose to include a number of vulgarisms as
part of the dialogue. When creating the dialogues, the developers also had warning lists of
words and expressions that come from modern English and cannot be used for that period
(M. Danék, personal communication, May 29, 2025).

Language carries connotations and implications that can influence the understand-
ing of events and suggest superiority over other cultures and societies. The language
used to describe marginalized communities can also reinforce stereotypes and marginal-
ize their experiences (Bhat et al., 2023). KCD2 reconstructs medieval Bohemia not only
through the perspective of Czech developers but also by depicting a multicultural and
multiethnic environment. While the dominant cultural framework of the game reflects
Czech national identity, its narrative and worldbuilding also represent minority groups
such as Jewish, Roma, and German communities.

Loban (2023) points out that game representations of cultures often offer simpli-
fied, essentialized ideas that do not reflect a deeper understanding or worldview of the
community being depicted. Such misrepresentations can lead to stereotypes, damage
relationships with communities, and lose the opportunity to draw on authentic cultur-
al narratives. Therefore, it is important for developers to find ways to respectfully and
deeply integrate cultural perspectives into their games. Therefore Loban (2023) proposes
three approaches to incorporating culture into game design in order to integrate cultural
perspectives into games in a deeper and more respectful way: community participation,
cultural immersion and rigorous research. All three models are also used by Warhorse
Studio. As Martina Danék states, in addition to extensive research, the developers con-
sulted with external experts on specific topics or themes. They had consultants for the
Jewish community, Yiddish® and their traditions, consultants for the Roma commu-
nity, as well as several external language experts (M. Danék, personal communication,
May 29, 2025).

Conclusion

The games in the Kingdom Come: Deliverance series are a prime example of game
design in which historical accuracy and playability complement each other, albeit some-
times with compromises. Analysis has shown that the highest degree of factual accuracy
is achieved in elements that required direct research and consultation with specialists,
such as the topographical and urban details of the region, including the partially destroyed
fortifications of Kutna Hora, the architectural design of sacred buildings, and the specifics
of dwellings and interior furnishings (M. Danék, personal communication, May 29, 2025).
On the other hand, compromises proved necessary in areas that would otherwise have
significantly slowed down or unnecessarily complicated interaction, such as accelerated

5 Remark by the authors: A West Germanic language with Hebrew and Slavic elements used by the Jewish
population in the US, Canada, Latin America, Central and Eastern Europe, Russia, and Israel (“*Jidi$”, n.d.).
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travel, visual highlighting of characters for effective player navigation, and simplified dia-
logue trees (Osborne, 2025). Similarly, the creators also focused on intangible aspects
of culture such as social customs associated with religion, such as church ceremonies,
the reputation and charisma of characters, the behaviour of rural populations, and the
existence of minorities and people with different sexual orientations, which are often over-
looked in games (Vortex, 2025; Salvati & Bullinger, 2013).

Story inserts, such as the fictionalization of Zizka in a period for which there are
no direct sources, illustrate that developers are able to fill gaps in historical records with
meaningful fiction that respects factual limits while expanding narrative possibilities
(EXP, 2025; Cornej, 2019). The approach of Warhorse Studios, referred to by Aarseth
(2019) as ludoforming, shows that the spatial and cultural transformation of real and his-
torical places into game topologies can lead to a paradox in which players experience and
understand a given space more deeply than in ordinary reality (Pycha & Vana, 2024). The
potential use of KCD1 and KCD2 games is therefore not limited to the commercial seg-
ment, but thanks to their authenticity, they can serve as interactive tools in museum exhi-
bitions, digital textbooks, and tourist guides (Klimsa, 2025).
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