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ABSTRACT

This dissertation addresses the social significance of parlour garfieesaf cultural
expression in medieval and early modern England and France by exploring how the convergence
of textual materiafies, players, and narrativasanifested in interactive texts, board games, and
playing cardsMedievalgames, | argue, do halways fit neatly into traditional or modern
theoretical game model s, andoftencsttraminy frdamithen k et d
study of digital games provide an anachronistic understanding of how medieval people
imagined their games and gawerlds.

Chapter 1 explores what the idea of O6gamebd
pl ayer s i n wheadtlitstdry texsltHat blarge@ theemodern boundaries between
what we would consider 6gamed dtendhougHttobeer at ur e
out si de t he dc€hapterR éexamondsowrdcreabiana methendatics puzzles and
chesgroblems penned in manuscript collections operate as sites of pleasure, edification, and
meditative playspaces different social contex from the gentry households to clerical cloisters
Themechanics, layout, narrative, acoimpilationof chess problem®ndered them useful for
learning the art and skill dhe gamen England.Chapter 3races the circulation, manuscript
contexts, andfterlives of two gamdext genresn England thed e ma n d e s andthea mo u r
fortunetelling string games in order to understand hatveyfunctioned aplacesof
engagement and entertainment for poets, scribes, and pl@iearger 4llustrateshow narrative
and geography becardeiving forces for the development and rise of ttnedernthematic game
in Early Modern EuropeThis chaptechartshow changing ideas of spatiality enabled tabletop
games to shift from abstract structures enjoyed by players in tdiéviges, in which game
narratives take place off a board, to ludic objects that incorporatelifeeglements in their
design of fictional world$ thereby fashioning spaces that could visually accommodate narrative
on the board itself

This dissertatiomplaces games into a more nuanced historical and cultural context,
showing not only the varied methods by which medieval players enjoyed games but also how
these ideas developed and changed over time.
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Chapter 1
0

What isa Medieval Game?

Is there such a thg as anedievalgame? If something is a game, then what makes it so?
These questions encompass the chiefilpqand argument of this dissertatiagames in the
Middle Ages manifested as a popular form of entertainment, and this manifestation dentbnstrate
amedievalnotio of 6 gamed t hautmodeansunddrstasdinghe overt ptirposem
of focusing on premodern games in this dissertation is not to dismiss the historical development
that many games underwent since their invention in anciesic&r&®&ome, and other early
civilizations or diminish the significance of modern digital and tabletop games, but rather to re
examine in more detail the cultural development of games as complex and nuanced ludic space,
thereby questioning and expandingaus sumpti ons about what we con:
Games in the Middle Ages present a compelling space to redraw the theoretical
boundaries mapped by game studies scholars precisely because such boundaries were being
reshaped and reformed by players and medligame designers.e an de Maawnds | i tt
fortunetelling manual, th&odechedron de fortunevell illustrates this blurred boundary, for its
design and mechanics raise questions about wh
sense. Firstopiedin 1356, theDodechedronnstructs its readers to choose a predefined
guestion, cast a twelv&ded polyhedral die, and matttieir dice rollsto an answer that
corresponds to one of the twelve houses of astrology. At first glance, this text maynméksee

a game; indeed, by the midurteenth century, people used similar methods of textual



prognostication which formed part of a larger longstanding tradition in divinatory pra&tice.
theDodechedron h o we v e r purpdsevasvhet sotely ® cete a system of divination,
but to design a pleasurable, ludic experience for his readers. Questions covered typical matters of
life, from asking whether the reader will be prosperous in laboguéstioninghe loyalties of a
spouse, and the text cautsmeadergo take responses in a nonserious, lighthearted manner

Nevertheless, part of the fun is in whether the paired question and answer make sense or emerge

as nonsensical. As the 1613 English tthansl at.
Dodechedront dye; [/ 1 f he hit truth o&twil]l mo
|l ye, |/ That is the sport, for thee to | augh o

To give content , ?Sdwolds haww nangetdiscerned thé gopulariy.oftthe
Dodechedronn the fourteenth century, but the fortutedling text underwent several printings in

1556, and was subsequently reprinted in 1560 and 1576. In these later printings, the title changes
to Le plaisant jeu du dodechedron de fortyiie Pleasant Game of the Dodecahedron of
Fortune] or includes the word fAjeuxo [game] i
a 0 gsgmads dts purpose as a pleasurable pastime for premodernsidadas this text in

fact agame

Sections of this chapter have been Gahesand hed i n i
Gaming in Medieval Literatureed. Serina Patterson (New York: Palgrave MacMillan, 2013) and

i Demandes indTdeAEmayclopedia of Medieval British Literatuszls. Robert Rouse and Sian

Echard (Oxford: WileyBlackwell, forthcoming 2017).

Wi lly Loui s BrTeléngbyéhe CastifigrobDice: A Middle English Poem and Its

B a c k g r $tudia Neoghilolgica52 (1980): 329.

2 Jean de MeurThe dodechedron of fortunans. Sir W. B. Knight (London, 1613), B1r. Early English

Books Online. Henry E. Huntington Library and Art Gallery. 2 Dec 2016
<http://gateway.proquest.com.ezproxy.library.ubc.ca/operiuri?er=239.88
2003&res_id=xri:eebo&rft_id=xri:eebo:image:12992:7>.



Scholarswithin the emerging field of cultural game studies have largely neglected
premodern gameand arguedhat the creation and rise of video games designate a break from
what Jesper Juul call e AbeJidaol a<lasaidnghg sense h emo i m
that it is the way games hatraditionally been constructed. It is also a model that applies to at
least a 5,00Qear history of games. Although it is unusual to claim that any aspect of human
cutue has remained unchanged for mi PRedapsaisa, t he
consequence of this exclusive focus on modern digital games, game studies scholars have
relegated medieval and premodern games to stasis in their form, functiayltamal meaning.
In an effort to challenge this viewpoint, the essays collected in my contributed vGames
and Gaming in Medieval Literatuitustrate that games in the Middle Ages not only appeared in
diverse social settingsthe Church, the couyrthe school, and the househdltdut were also used
as potent metaphors to negotiate the boundar.i
meaningless childish activities, games enabled authors and poets to discuss cultural issues to a
variety of readers in genres ranging from motets and ecclesiastical documents to alliterative
poetry and romancg.

This dissertatiorwontinues this investigation of the significance of medieval gdayes

exploring medieval modes of gaming foundhe convergence oéxtual materialities, players,

3 Jesper JuuHalf-Real: Video Games between Real Rules and Fictional W@hisbridge, MA: The

MIT Press, 2005)23.

4 Top journals in game studies, suchGasme Studiessames and Culre, L 0 a d i, andSémulation in
Gamingall focus solely on digital games, together with academic organizations likeditel Games
Research AssociatiqaiGRA). To date, there are no journals that encompass all game topics (digital and
nondigital). In2014, | cefounded the Game Cultures Society, which is a consortium of North American
and European scholars pursuing the study and appreciation of games, play, and ludic activities as
significant aspects of cultures from antiquity to the digital age.

® Saina Patterson, e@Games and Gaming in Medieval LiteratiMew York: Palgrave MacMillan,

2015).



and narrativethatmanifested in medieval culture through manuscripts, board games, and
playing cards. By focusing on the spaces in which medieval games are found and the types of
experiences they strive to elicit in thelaypers and audiences, this dissertation unsettles the
disciplinary limits that have traditionally been placed on the study premodern games and lays the
groundwork for new ways in which to discuss this popular form of entertainment. In the
following chaptes, | aim to: create a framework for identifying and discussing medieval games;
discusghe varied methods by which medieval players enj@gtbur ganesandhow these
gamed andid e ed t he idddevalopedfand&iipagateoder time; dedhonstratéiow
the study of medieval arehrly moderrgamescan broadethe discourse of game studiag
placingpremoderrgames into a more nuanced historical and cultural cantext

Each chapter focuses on a differtartm of engagement withremodern games,
beginningin Chapter 1 with a discussion of interactive literary games, a genre that has been
neglected by both medievalisiad game studies scholars because its manifestatiertamits
the explicit markers of what ‘beards, gompetitian, | v c on
winners, and other elements). Cha@explores the association between games and skill
acquisition in medieval England by showing how game prolilerasreational mathematics and
chess problends operate as sites of learning and medigaplayspaces he mechanics, layout,
narrative, and@ompilation of chess problems rendered thparticularlyuseful for learning the
art and skill of the gamé&hapter 3races the circulatia manuscript contexts, and afterlives of
two gametext genresri Englan® thed e ma n d e s and theafontangelling string game$
in order to understand how they functionediéssof engagement and entertainment for poets,
scribes, and playergVhile earlier chapters focus on medieval games and their culturaktgnte

Chapter 4 provides the firstver segue between medieval and modern games by cHaoting



narrative became a driving force for the development and rise of the thematic game in Early
Modern EuropeChapter 4howshow changing ideas of spatiality enatbltabletop games to

shift from abstract structures enjoyed by players in the Middle Ages, in which game narratives
take place off a board, to ludic objects that incorporatedifealements in their design of
fictional world® thereby fashioning spac#sat could visually accommodate narrative on the

board itself.

Games in the Middle Ages were valuable commodities and important spaces for play among all
levels of society. In &ttle-known Middlelrish poem, presumably writtdretween the late

fifteenth and early sixteenth centuriaggoet demonstratbe significance of recreational objects
as 0 c o mtha help passgh@ time. The authtbiought to be an amateur writer composing

t he wor k At owrpek theahe leas ih hisnpesselssh hoak full of Gaelic stories, a

book of arihmetic,aharpa | yr e, an d dathafiidaicletueradbboadd similaraor d
that of chess which he also used for gambfiibiplike other forms of entertainment in the

Middle Ages, games were valuad a pastime at all levels of society, though the materials and
social contexts change depending on the specific playleesprbduction of game piecisthe

Middle Agesreflectsthis wide range of play among socialassesthe famous Lewis and
Charlemagne ivory chessmen are notable for their careful craftsmanship suitable for royalty and

nobility, and Edward | 6s -wBablistyachess sed madeoftomt f or

®Osborn Bergin, ed., AUnpubl i sAhlesh QuarerlysRevieRD48 ms : X X |
(1923): 59799.



jasper and rock crystal and another from ivbfjne importance ofuchrecreational objects is
also shown in the wills of the nobility, esyely in the fifteenthcentury. h her will from 1459,
for instance, Joan Stevens of Bury bequeathed a chess set and backgammib¥diaespite
the evident popularity of chess among tioble élitelower social orders could also purchase

cheaper sets made of copper allbigurel.1).

Figurel.l: Late TwelfthCentury Knight Chess piece from Derbyshire,
Basssetlaw Museut

"Harold J. R. MurrayA History of Ches@Northampton: Benjamin Press, 1913), 449.

8 Ibid.

°A Ch e s s Pdéttabde Artiquities Schemiast modified June 25 2012, accessed July 20 2012,
http://finds.org.uk/database/artefacts/record/id/76635.



ThoughColleen Schafroth observes that lower sociatmsdvere mag likely to play dice or
merels® a porter could enjoy chess as much as a king, or a noblewoman could delight in a game
of fox and chickens as much as a choir boy.
Fidchell and chess fall squarely within the bounds of what game studies solmléds
|l abel a o6classicb6é6 game, following Juul 6s def.
Chapters 2 and 4, chess varied widely in its development throughout the Middle Ages). These
are the types of games that historians, archaeologists, andrsdmaVe studied and typically
reference in their discussions of premodern games. This chapter challenges this notion of the
6classicb6é model by showing how games in the M
objects that could serve the multiple puses of the diverse array of players who enjoyed them.
In the following pages, éxaminehow medieval literary gamé@sthat is, texts similar to the
Dodechedrorhat were designed as social, interactive experiences for medieval audiences (what
|  her egganmet e ad ppotdie a different understanding of games through their use as
game spaces by gamesignersscribesyeaders, and playeid/hile gametexts are not a
ubiquitous genre, they do appear in manuscripts and incunabula across Europe from the
thirteenth to sixteenth centuries, especially in England, France, Germany, and ltaly. If we focus
our attention on gamiexts such as questions of love, interactive dialogue, and fetelimeg
poems$ recreational texts that originated from both the mediesadl@mny andthe i né a mor s
(refined love) traditiod then the context for examining such teligs only in part within the

text itself and must include the wider networknoddievalcultural influences and textual

10 Colleen SchafrothiThe Art of Ches@New York: Hary N. Abrams, 2002), 36.



contextsin order forustogainamorecpmh et e pi cture of the gameds

valuel!

To datemedievalists have paid little attentionrteedievalgametexts perhaps believing

thatthey do not have much literary valua.His edition of one such ganexttitied Le Jeu

do Amaiscrussed bel ow) , Eri k Kraemer notes that A
pretention, | es textes qui ont conserve |l e |e
valeur lit®r ai redo [ Compositions of <cir c bhavesret@necc e, Wi |

these medieval pani games do not have much literary valltfefor the most part, previous

studies of gamexts have simply indexeat transcribedhem with little or no analysis, or have

defined them as interchangeable or formulaic andsfoewd pr i mari |l y on a game
suspension of realit} Recent critical studies note the cultural value of interactive garis,

but do not place them into a wider cultural history of gathéstranscribing the first edition of

1See, for instance, Hmman@ayInBehdtemandDiamguer Aldn on i f
Chatrtier in his Cultural ContexOxford: Clarendon Press, 2006),-16.
2Erik KraemerLe Jeu dO6Amour : Jeu ditdakec mtroduationenotdsyet Moy en ag

glossaire Commentationes Humanarum Litterarum 54 (Helsinki: Societas Scientiarum Fennica, 1975), 7.

13 Previous attention to interactive medieval games have focused on their transcription, with few critical
analysis of thgames themselves. See Margaret Felhegv i t t 6 s t hdesdemantles edi t i on ¢
tradition for an overview of the genre and a complete listing of edl@mande&nown: Margaret Felbert

Levitt,Le s De ma n d @¢Mentrehlb Idedita & Rara, 1995); for @heditions, see: James

Woodrow Hassell, jr,eddmour ous Games: A Critical P®dstinti on of @
University of Texas Press, 1974)wo Lat e Medi ev al Love Treatises: He
Coll ection of ¢ebdéanle € Bosk Mediuvmevum Modographs (Oxford: Society

for the Study of Medi eval Language and Literature

of Wol fenbuttel Her zog A GtgdiadediealB4.11{1993): 384161 f 84 . 7 A
14 Critical studies of interactive ganrtexts have tended to focus on one particular text or genre or employ

thegamd ext as an example for a differenteRouUuipose. S
NeMenand Ar i st ocr aQourtly Lit€ature:r Cukureiamd Caontexedited by Keith Busby

and Erik Kooper (Amsterdam: John Benjamins, 1990);2H ; Er n e s tLesWoeaxpdtl gacete r , i
lesDemandes amoureuses&rchivum Romanicum (1920): 991 0 4 ; Ernest Lanmil oi s, f

8



the fifteenthcenturyChaucerian dicgoemThe Chaunce of the Dydeleanor Hammond
remar ks that the poem is conventional because
iha[ d] no c¢hance !2®Thischaptertaimo goxbeyond these imitialms e | f . 0
observatios and value judgements byploring the social significance of medieval and early
modern parlour games and interactivity created through their material playspaces.

Gametexts havealsobeen omitted fronmotablehistorical indexes of games such as
Harold Mu r r & Histary of BoardGames other than Chess Dav i dThe@xfolde t t 6 s
History of Board Games R o b e Bdaard Brel Tdblé Games from Many Civilizatiohkese
types of interactive literary games have also been deemed to be borderline casegaonasn
by some game studies scholars and such | itera
continue to straddle the border between game and litefdtMedieval gameexts, | argue, do
not always fit neatly into traditional or modern thearatigame models, and adopting a modern

bl anket def idrmftehsteenmingdrom tbegstady ef digital gardegelds an

ne ment et | e | eRomathischerForschueg3 (1962): 16&73; Beatsy Maormick,
ARemembering thelLé@gm@odmba [hetagendof GdodWomen: Context and
Receptionedited by Carolyn P. Collette (Cambridge: Bgwer, 2006), 1081; Nicola McDonald,

i Games Medi ev al Tha\legerdrof GBdd &Vgmen: Context and Recepiited by

Carolyn P. Collette (Cambridge: D.S. Brewer, 2006)-975 ; Ni cola McDonald, AFrag
Your) Desire: Brome Womerta P | avigdiewal Domesticity: Home, Housing, and Househettited

by P.J.P Goldberg and Maryanne Kowaleski (Cambridge: Cambridge University Press, 2068), 232

Allan J. Mitchell,Ethics and Eventfulness in Middle English Literat(Mew York: Palgrae MacMillan,

2009), especially chapter 3; and John Steviglusjc and Poetry in the Early Tudor Co\fttondon:

Methuen, 1961). My edited collection is the first comprehensive examination of the relationship between
games, literature, and culture and airntediscuss the gartexts in their own right. See: Patterson,

Games and Gamingspecially chapters 3,4, 5, and 9.

El eanor P. Hammond, TfEnhdlisehe Sthdemor(1925):40f t he Dice, 0
18 Harold J. R. MurrayA History of Board Games other th@hesgOxford: Clarendon Press, 1952),

David Parlett,The Oxford History of Board Gamé@Sxford: Oxford University Press, 1999), and Robert

Bell, Board and Table Games from Many Civilizatig@sxford; Oxford University Press, 1960). See
Juul,Half-Real 44for a diagram of activities defined as games, borderline cases, aighmas.



anachronistic understanding of how medieval people imagined their games ardqydoise

This chapter will not attempttoconstract f ul | y resol ved definition ¢
it reorients the theoretical boundaries i mpos
investigating conceptual commonalities such as narrative, interactivity, player effort, rules, and

lusory attitue to open avenues of investigation into medieval games and gaming.

Sincegamé exts unsettle the boundaries between
intersections between O0gamedandted prévibuisxt 6 pr ese
assumptions about ent@éinment and recreation in premodern literature and culture. Critics and
editors dismissdthe early Middle English birdebateThe Thrush and the Nightingale. 1272
82), for instance, as a compl et el bputédbtmvent i on
note that the text's purpose was not focused toward a literary rhetorical competition, as in the
earlierThe Owl and the Nightingale. 1250) found in manuscripts fockrgyinterested in
secular literaturebut an oral one: the majuscules marking the dialogue for eaakesp
throughout the work denote thahe Thrush and the Nightingaleas designed for a household
audience who wished to perform a debate in a hall, chamber, or garden by interacting with the
text. Medieval manuscriptgereoftenproduced for a patron airculatedthrough acommunity
of readergthough this was natlways the casgjt was not until the late fifteenth century
through developments in printing, commercial book production, and the guild of Stationers

(established c. 1403) that the demand for books spreadde@gakets of literary communitié$.

17Bruce Dickens and R.M. Wilson, edzarly Middle English Text&Cambridge: Bowes and Bowes,

1951), 71.

¥ am thus using the term 6t eeénseaniore aknnorthe madely 6 i n &
deployed by Brian Stock than Martin Irvine, in that medieval texts and manuscripts not only generated
cohesion through their circulation within existing social networks, but also enabled their reading

audiences to actively pgicipated in this transmission. Brian Stotlstening for the Text: On the Uses of

10



As interactive literary objects, gartexts are akin to other performative texts in the Middle Ages
which create contingent moments among readers in each iteration of their gameplay and
performance. The texts, manustsipand reading communities in which these entertainments

were found attest to the cultural tastes and trends of a broad social spectrum. It is these spaces of
play between the ludic and the literary that this chapter takes as its focus, exposing contrived
dichotomiesand assumptionsat have long plagued game scholarsbipxplore what the idea

of 6gamedé held for authors and players of med

1.1 Defining Game

Any critical discussion of games and play in culture must invariaédiyn with Dutch
medi evalist and cul tur al hi st ¢cdlomodudend:dhean Hui z
Play-Element in Culturewhich was the first investigation of play in culture and remains the

initial touchstone in play and cultural game studfddui zi nga coined the term

the PasiBaltimore: Johns Hopkins University Press, 1990). In his recent book on English literary
communities, Ralph Hanna Ill considers London as a distinct communiéadérs in the fourteenth and
fifteenth centuries. Although London grew into a metropolis known for commercial book production in
the early modern period, its status as a literary centre was equivalent to York, Bristol, Winchester,
Worcester, and othertes of continual book production since it was neither a centre for administration
until the 1340s nor city with a | arge wuniversity.
the lack of universities near the city, explain in part the gigdrcbook production in London before
1380.London Literature, 130A.380(Cambridge: Cambridge University Press, 2005}31C. Paul
Christianson also provides an early history of the book trade in London and Misery of Stationers in his
valuable resourecA Directory of London Stationers and Book Artisans, 1BB00(New York: The
Bibliographical Society of America, 1990). For an overview of textual communities in the later Middle
Ages, see also: Ralph Hanna Riyrsuing History: Middle English Manusctgand their Texts

(Stanford: Stanford University Press, 1996}, Band Paul Zumthof,oward a Medieval Poeticgans.

Philip Bennett (Minneapolis: University of Minnesota Press, 1972p413

19 Johan HuizingaHHomo Ludens: The Play Element in Cult@@®ston: The Beacon Press, 1955).
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his effort to explain how games create their own sense of reality with different rules that do not
have meaning or si gni fisidectte gicle of thengameevhe lawsdirady af f a
customs of ordinaryife no longer count. We are diffent and do things differentéy® The

magic circle, at itsnost literal, is the physical place and tinfea game (e.g., on a boardiora

field). It is a way in which to ascribmeaning to cultural objects aodcumstanes. The

Ahal | owéodniedieva games occur withboth physical spaces (e.g., hall and garden)

and material spaces (e.g., gabnoard, manuscript, and text). As a sjnaoncept, however,

Hu i z i magi@ac@rcke has met with criticism in red¢grearsas being too formalistjgid, and
idealistic in its c¢on adegdCastoonoya, iotiis bodByatmeécé and 0
Worlds, ar gues t ha tsealpdaomapietel; pedpiera@ croshirgy ithe time in

both directionsgarrying treir behavioural assumptions artde i t u d e s 2’ wde¢dthe t hem. 0
game/life dichotomy remains a iopf ongoing debate within tHeeld of cultural game studies,
especiallym light of recent trends in thgame industry, such as the use of augmergaity

technology, persuasivgames, and gamificatiGnthat is, the application of game elerten

(points, scores, turns, contests, badg@sipngame activities as a form of external motivatfon.

More recently, videogame scholars have suggestedng beyond @dcussions of thenagic

20 |bid., 12.

21 Edward Castronova&ynthetic Worlds: The Business and Culture of Online Gé@tésago: The

University of Chicago Press, 2005), 147.

22In her recent article, game studies scholar Mia Consalvo critiques H@izengaé ma gas@a ci rcl e d
limiting, passé structuralist concept. She argues that games should instead be regarded as frames, showing
the fluidity of experience in and outside of the ptayp a c e . ATher e iGamebland Magi ¢ Ci 1
Culture4.4 (2009): 408l17.See al so: Jacques Ehr maYal@eFrendghiStades L uden
41 (1968): 315 7 ; Eugen Fi nk, AThe Oasis of VYdlafrgmchness: To
StudiesAl (1968): 1830; T. L. Taylor,Play Between Worlds: Exploring Online Game Grét

(Cambridge, MA.: The MIT Press); Thomas Gamésaby, 0
and Culture2.2 (2007): 95113. | discuss medieval and early modern game spaces in Chapter 4.

12



circle concept altogether in the study of garftddeverthelessiui zi ngads magi c cir
an enduring concept, and one curiennderexplored in the conteaf medieval studies.
Approached from different disciplin@ésmathemats, economics, anthropology,
psychology, sociology, computer science, languages and literatures, and @thersonstituting
a wide range of activities, games are easy to identify but difficult to concretely defieed,
each discipline seems to have awn definition of the term. In order to demonstrate how
medieval gaméexts differ from our modern understanding of games, it is first necessary to
outline the definitions conceived by game studies schdlaesfollowing chart includes ten
influential modern definitions of game from game theorists and desighabdg 1.1 emphasis

mine):

B2See, for instance, Eric Zi nChreled @laanng thé Airdenkreacs Ar ou n.
L at &amasutraFebruary 7, 2012, accessed January 12, 2013,
http://www.gamasutra.com/view/feature/6696/jerked_around_by the_magic_circle; and Darryl

Woodf ord, AAbandondpwapdfdrdmet 2008 acissed Septembelr 2 2003,
http://www.dpwoodford.net/Papers/MCSeminar.pdf.
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Table 1.1Def i ni t i o hysGamd Studigs Schaads and Designers

CRITIC DEFINITION

HUIZINGA (1938) fi [ Pl afyee activily standing quite conscisiyo ut si d e @ o asdeinya
finot s éutatthasamedimabsorbing the playerintensely and utterly. It is an
activity connected witimo material interest, andno profit can be gained by it. It
proceeds within its own propboundaries of ime and spaceaccording to théixed
rules and in an orderly manner. It promotes the formatioscafal groupingsd®

CAILLOIS (1958) i Pl ay activity wiiehns essentiallyFree (voluntary),separate[in time and
space]uncertain, unproductive, governed byrules, makebelieved?®

ELIOTT AVEDON Ai[ As game i svplungary coaetrolesystemsim which there is an
opposition between forcesconfined by grocedure and rulesin order to produce a
AND BRIAN : S 2
disequilibrial outcome. %
SUTTON-SMITH

(1971)

BERNARD SUITS AiTo pl ay a ¢ a acavityidsecteddowards grimging abbuspecific
state of affairs, using only means permitted byles, where the ruleprohibit more
(1978) efficient in favor of less efficient means, and where sudés areacceptedjust
because they make?possible such acti

CHRIS fi perceive four ¢ o mmolosedffoamaltsystendhat r e p
CRAWFORD (1982) subjectively repr ehnemndio, canflics, u baj nedc theaof fe
results of a game are alwdgss harst han t he situati®n t

SID MEIER (2000) i A g a nseriesofsnter@stingchoicesd?®

24 Huizinga,Homo Ludens13.

%5 Roger CailloisMan, Play, and Gamérans. Meyer Barash (New York: The Free Press of Glencoe,
1961), 1611.

26 E. M. Avedon and Brian Sutte®mith, Studyof Games (New York: Wiley, 1971), 7.

27 Bernard SuitsThe Grasshopper: Games, Life, and Utoffiaronto: University of Toronto, 1978;
Peterborough: Broadview Press, 2005), 34.

28 Chris Crawford,The Art of Computer Game Desi(ferkeley: McGrawHill/Osborre Media, 1982), 7
14.

29 Andrew Rollings and Dave Morri§game Architecture and Desig8cottsdale, Arizona: Coriolis,
2000), 38.
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SALEN AND i A g a nsgstemis whizgh players engage in antificial conflict , defined ly rules,
that results in guantifiable outcome %
ZIMMERMAN

(2004)

THOMAS MALABY | i A g a nsemilhosndedandsocially legitimatedomain ofcontrived contingency
(2007) that generateisiterpretable outcomes 3

ESPEN AARSETH fi [ Ga mefacilitatorsetiatstructure player behavior, and whosenain purposeis
(2011) enjoyment. %

Table1.IDe f i ni t i o mysGamd Studigs Sahaads and Designers

While each definition prests its own set of crite@aand illustrates the polysemous natafe
0 g a dneerdain characteriis of games remain consistentles, autonomy and freedom,
known outcomesindgoalswithin a feedback system.
Therule-based, formal systedetermines player behavior by limiting methods for achieving
a goal or solving a problem. Limiting actions eresplayers to creatively explore possibilities in
support of achieving their desired outcome.
Games also include definikmown outcomedNhile Salen, Zimmerman, and Juul believe
that outcomes must be quantifiabbse, Mal aby in
Ai nterpretable, 0 which can include qualitatiwv

definitions, theorists note that players either know the outcome or know the type of outcome they

could achieve by winning the game.

30Katie Salen and Eric ZimmermaRules of Play: Game Design Fundamen(@ambridge, MA: MIT

Press, 2004), 80.

®Mal abyndiBéwpyg, 0 106.

2Espen Aarseth, #fl Fought the LawSitudledBlaysgressi ve
Proceedings of DiGRA 2007 Confereri2807): 130.
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Games also requiutonanyandfreedom of playwithin the accepted goals, rules, and
system. Player autonomy ensures a safe space for surmounting challenges and handling conflict.
In fact, conflict becomes one of the main criteria for Avedon, St8toith, Salen, Zimmerman,
andMal aby. For Juul , fdpl ay e*Thealitbnomytexperientedloy i mp | i
the player thus requires an opposition in order to be considered a game.

Finally, games include goal, which is the specific outcome that players will strive to
achieve (whether personal or shared). The goal not only generates a sense of purpose, but also
reinforces participation and motivation througfeadback systei

Ot her criteria, such as Thomas Mal abydés fAsoc
Aenj aymemre mphasi ze qualities that are common e
necessarily need to apply to classify an activity as a game. Sid Meier offers such a broad
definition that other activities, such as cooking, would have to be included as well. More
implicitly, definitions of games by game designers, scholars, and criticssitit@tenotions of
player autonomy and cultural production squarely within the domain of modern history. In his
theoretical discussion of play and game, Miguel Sicart interjgi@mes as successors to the
Bakhtinian carnivalesque space of subversion:
behavior that leads to festive liberation in segodhf r eedom, expr®ssion, and
Medievalists are, of course, well aware of iigmoded view of medieval spaces of laughter,

play, and festivitYY et schol ars continue to claim ideas

38 Juul,Half-Real 40.

%An edge case to this criteri omamedtkeMingcrafiveheréthee mode
goals of the game (e.g., survive) do not take precedence over the -coe&iun of the player.

35 Miguel Sicart,Play Matters(Cambridge, MA: The MIT Press, 2014), 11.

®Mi khail Bakhtino6s not ieobeenadcribédhoghe MiddlerAges asla postppfi e  h a -
comparison to the modern world, whether in ter ms

16



oentertainment d as c emedevgh Fallowingittee tfallaayrofeascdbing t i n c t
the modern concept of a Wdrecreation dichotomy to the medieval perfddpcial historian

Peter Burke reasons that the concept of Ol eis
invented in the early sixteenth centdfBurke argues that leisure developed as an

institutionalized timespace as working hours becamewviek f i ned, so peepl e en;
utilitariano | eisure act PVdrabithe Middle Ages of plagfisl t hey
spaces means discounting thaysin which players, designers, readers) acribes understood

games. It is not that people in the Middle Ages did not géayesbut rather thathe games they
enjoyedupheldand reflectedamiliar cultural systems and we significant aspect in the social

fabric of those who played theriheidea of labar may have been defined different{gr not as

sharply) for the nobilitybut pastimes were often considetede methods for occupying free

time andinvolved active participatioff As abstract systems that were often used to allegorize

socid organization, rules of conduct, and inanimate agencies such as chance, medieval game

texts in particular share a novel relationship with literature that perturbs the seemingly core

features of modern games outlined above (rules, known outcomes, autgoaisyfeedback

early modern period, but remains a romantic notion that critics do not support with historical example

See, for instance, Chris Humphré&he Politics of Carnival: Festive Misrule in Medieval England

(Manchester: Manchester University Press, 2001), especially chapter 1 for an overview of critical

approaches to the notion of misrule in medieval England.

For historians and sociologists t h+#ntlustiabandcept ual i
industrial societies regarding the notion of leisure, see: Joffre DumaZBaoli@rd a Society of Leisure,

trans. Stewart E. McClure (New York: Free Prd€67); Michael MarrusThe Emergence of Leisure

(New York: Harper & Row, 1974); and Jean Verdbes loisirs en France au Moyen Agiaris: J.

Tallandier, 1980), 9.

¥Peter Burke, fdAThe I nvent i onPags&Prdseni46 (19%E 130.n Ear |l y
*1bid., 149.

“See my discussion of medieval | ei GameseandiGamingl ntr od
in Medieval LiteraturgNew York: Palgrave MacMillan, 2015);®
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loops). But before | turn to a discussion of medieval giaRes, it is first necessary to explore

the etymol ogi cal roots of O0gamed and Oplayd a
When is a game in the Middle Ages considergdme(as opposd to play, pilgrimage,

love, and so on)? Can such boundaries exist? And, perhaps more importantly for the purposes of

this chapter, how do we formulate a boundary between a game anggamenn a literary

context? The concepts of game and play changesiderably throughout the Middles Ages.

TheMiddle English Dictionard e f i nes bot h &édgamed and o6pl ayd a:

include amusement, joy, merrimejatst, jokes, contests, fun, sport, and amorouslayother

analysesofgamesfom t he Mi ddl e Ages, the idea of G6gami

the more generalized concept of o6play, 6 but

and parading pet€.Huizinga observes that despite their seeming interchangeatbiétyyords

6gamed and Oplayd possess a unique derivation

vernaculars; while most Romance languages contain a single word to express these concepts

(derived from the Latin worbcug, English contains two words (derivédm ludusandplegd).

In Middle French, for instance, the ®nhrase fp

classical Latinjocusor i gi nal ly signified joking or jestir

eventually broadened atyin &arlyp Enplishdexts, halurh Kendaigkn er o f

4IMED, pleien s.v.; MED game s.v.; andVIED, gamens.v.

42 TeresaVicLean,The English at Play in the Middle Agéerks: Kensale Press, 1985), 89.

43 Other derivatons ofocus in Romance languages includgioco (Italian), juego (Spanish),joc
(Rumanian), angbgo (Portuguese). See: Huizingdpmo Ludens36. Laura Kendck notes that Old

English shows some evidence of the semantic stru
unknown) did not adopt this structure lenge r m. ifGames Medievalists Pl ay:
Still Rewj Liteyary Histgy 40.1 (2009), 4050.

44 Huizinga,Homo Ludens36.
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notes that scribes used the Old Engfidgato translatdudus,andgamernto translatgocus*

Originating from the Old Saxgolegan meaning to expose oneself to danger, the ASgioon

word plegaand the veb pleganwere associated with movement, exercise, and actions such as
clapping, dancing, fighting, grasping, and other forms of physical actiitythe Canons of

Edga, Wul st an writes: iwe | Pbraf I bPt preanst ne b
his bocum swa his hade gebira#fHo [ We advise th
gambler, but play with his books so as to sustain his natwejgesting that not only were

books considered to be playthings, but reading was also consideogthevhile activity for

priests?*” Gamen on the other hand, evolved to incorporate not just feelings of pleasure but also
pastimes that produced positive emotions, including activities such as hawking, jousting,

debating, sporting, playing board games] ather forms of recreation. Games, in essence,

become the object of play (a deviatioom the term found in modern notions of garffegy the

late thirteenth centurgamenin England began to lose its earlier connotations and became more
closely associatl with strategy, rules, arking-nessin a narrower sense. Nearing the end of the

early Middle English biredebateThe Owl and the Nightingalghirteenth century) for instance,

the Nightingale states to the GhwkthatyoMast T uncl 1
that gamed thereby attempting to declare herself the victor over her oppthEnen when

considered from a philological perspective, ideas of game and play are determined culturally. V.

®Kendrick, fnGames ®ledievalists Play, o0 43
46 Huizinga,Homo Ludens38.
47 Wulfstan,Canons of Edgared. Roger Fowler (Oxford: Oxford University Press, 1972), Ixv.14.
8 philosopher Miguel Sicart writdksh at games fiare part of the ecology
Play Matters 4.
4 The Owl and the Nightingaled. and trans]. W. H. Atkins (Cambridge: Cambridge University Press,
1922), line 1649.
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A. Kol v e Iludustwighst Erglistaequiafents play and game, became the ubiquitous
generic term for vernacular dramao and argues
which is now divorced from our understanding of the t&tm.

However, the etymology of eofhmwmeedievalauthers des on
understood and employed notions of the entert
Middle Ages, we might wonder whether such a definition would prove useful for exploring the
many games found in/as medieval literate@specially in conjunction with the modern
definitions of 6gamed di scussed above. |l ndeed
6gamed6 to argue for the impossibility of such
be i dentmifliy dr éyé&inhiencydopeadic theatisthe Oxford History of
BoardGames Parl ett also writes that A[t] he word |
that it is not worth insisting on any proposed definition. All in all, it is a slypje¢icological
customer, with many friends &6Gidenthefluidityadf ons i n
terms, defining 6gameb6é6 in the Middle Ages is
texts thus present us with candidate media objecthéostudy and destabilization of properties

long thought to be essential for considering what makes something a game.

50V, A. Kolve, The Play Called Corpus ChristBtanford, CA: Stanford University Press, 1966); 12.
Kolve continues his philological discussion, arguing that vernacular drama in the Middle Ages was often
perceived as a game, which sets it apart from Latin liturgical drama (often aall®dorocessipand
repraesentatip In the same vein, Lawrence Clopper, in his discussion of medieval drama, remarks that
Aithe word O6playd is historically and conceptuall
way ar brama,dPlap and Game: Engh Festive Culture in the Medieval and Early Modern
Period(Chicago, IL: University of Chicago Press, 2001), 12.

®1 Ludwig WittgensteinPhilosophical Investigation@New York: MacMillan, 1953), 6667.

52 parlett,The Oxford History of Board Gamels
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Before turning to a discussion of medieval gamds, it isalso important to keep in
mind the potential perils of discussing medieval cptee conjunction with modern models of
games. Glending Olson cautions us on assuming a seamless understanding of play in the Middle
Ages, which could be applied to the idea of games as well:

The idea of recreation is in one sense an attempt to fiimtiaan ethical framework. It

invites consideration of the idea of play itself, which has been the topic of some well
known theoretical tr eat midomoLudepsa.dntsomeul ar | vy
respects medieval views of play aeasonably closeo modern onesdut in general they

tend to treat the subject from an ethical perspective rather than a psychological,

sociological, or anthropological one. | prefer to stay with medieval theorizing here,

especially since its point of view .is more diectly related to medieval literary claims

and criticism than modern pl®%y and game th

We should note here Ol send6s hesitance in subs
study, lest he stray from medieval ideology and sendxto a false ahistoricism. For medieval

players, games were not just a form of recreation, but one means by which they could understand
their own moral nature within the social fabric of medieval soéfEEpallowing an ethical

framework for studying recagion in the Middle Ages, Olsen reminds us that the acceptance of
entertainment was he aWNicomaclkanktHics whemadeddn by Ar i st
Al i beralizing view[s] of recreationé[on] ethi
medieval pastimes should be viewed within this Iéhin Ethics a text discovered in the twelfth

century and adopted by scholars at Oxford, Aristotle discusses the appropriate relationship

bet ween fAthe desire for ent er tthe foomaram t and vir

%3 Glending OlsenLliterature as Recreation in the Later Middle Agilaca: Cornell University Press,

1982) 100.

54 Game Studies scholars have also recently illustrated how players are not passive receptacles, but rather
understand games as ethical objectsiwithwider network of moral responsibilities. See, for instance,

Mi g u el TBeEthesof Gomputer Gam@ambridge, MA: The MIT Press, 2009) for a
comprehensive analysis of the ways in which playe
% Qlsen,Literature as Recreatiqrd4.
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i nstr ume nt > ®Bvén fronhtleis ovealy athical frame of reference, a compiler or

scribe, whose manuscripts were destined for public recreation, wodkklgming for a user
experiencd an experience often rooted by an attempirtmukaneously moralize and entertain

for aspecificaudience; for instance, the twesttyo demande#cluded in British Library MS
Additional 46919, an early fourteentientury friar'smiscellany owned by the Franciscan

preacher William Herbert, are feadaralongside a number of didactic works such as the French
manualArt de Veneri@nd are prefaced with Latin commentafyVithin such a pluralistic

et hical and cultural fréamewankfiaEBtui apagadsf om
w o r B daand always be so clearly delineated along strict boundaries for medieval games (just
as the concept finds issues with the influences and consequences of play in videtijEnees).

0 hal | owwealfindinprecreatianal garrexts in the Middle Ageappearm the same places

and manner that we might find other texts: in collections of similar items (as witerttendes

d 6 a m,dnuanthologies like the Findern manuscript, or in miscellanies among other texts and
documents significant to medieval lifEhe scibe-compilers were obviously not always

following Aristotelian ethics, but their choigef textual and visual arrangement for

entertainment existed within a larger cultural framework, which can only be expounded by

analyzing these historical, physicahdamaterial spaces.

% |bid., 95. In her book on ethics and medieval enjoyment, Jessica Rosenfeld notes that few philosophical
treatises praising enjoyment survived in the ear/|
deniedas a valid ethical goal 0 in subsequent iideolog
Cicero.Ethics and Enjoyment in Late Medieval Podt®ambridge: Cambridge University Press, 2011),

21.

7 See Chapter 3 for a discussion of this manpsand the circulation af e ma n d e s in En@ylancho u r

%8 Huizinga,Homo Ludens]0.
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1.2 The Medieval GameText

Scholars have noted the gaifitee qualities of the earlier Angi®axon riddles in the
Exeter Codex, but there are relatively few extant representations of games in English
manuscripts and texts prior to th&70s>® The earliest known reference to chess in England
occurs in the Latid Wi n ¢ h ersd{c.el150)Pwdich outlines the rules for chess by describing
the moves and positions of the chess pieces on the gamebvdiille gametexts could be
viewedas semming in part from intellectual influences such as the tradition of performing and
circulating Latindisputatiq a rhetorical competition created for medieval university curricula in
Paris and Oxford during the 11584heir play and circulation a@emwhelmingly found in the
f i nd ceurtytradition originating from the lyrics of the troubadours in twelfth century
France. This tradition of love is perhaps a fitting trend for the introduction of the interactive
gametext, forf i n 6 wasmota séction of actual behaviour among the aristocracy, but
rather a stylized expression of l@vea fiction that could be enjoyed through lyric poetry,

romance, and |iterature or performed at court

¥ For discussions of the Exeter riddles as playful texts, see: John®lifeEnglish Poems and the Play

of the Text§Turnhout, Belgium: Brepols, 2006); Dieter Bittefiay What | am Called: The Old English
Riddles of the Exeter Book and the Angitin Riddle TraditionToronto: University of Toronto Press,
2009); and Patrick Murphynriddling the Exeter BoofJniversity Park, PA: Pennsylvania State
University Press, 2101).

0®See Chapter 2 for a discussion of the 6Wincheste
®1 For a more detailed analysis of tflisputatiotradition, see: B. C. Bazan, J. W. Wippel, G. Fransen, and
D. Jacquartl.es Questions disputées et les questions quodlibétiques dans lessfdeuthéologie, de

droit et de medicingBelgium: Brepols, 1985). For a description of the medieval university see: Hastings
Rashdall,;The Universities of Europe in the Middle Ag&d/olumes (Oxford: Clarendon, 1987); John

Van Engen, edL.earning Instiutionalized: Teaching in the Medieval Univergi§otre Dame: University

of Notre Dame Press, 2000).
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in 1883, thecultural concept has long endured dispute and scrutiny among medié¥sistse

thef i n 6 traditienhas been well documented by medievalists, my aim here isprovide

a comprehensive discussionfoi n 6 , kautmatherso explore how garexts became part of

this tradition and, through this tr@odryti on, d
Love, the Love of Courtliness, and the History of Sexydbiyes Schultz describes the cultural

tenor in which literary games firstemergédf c] our t I 'y cul t-speciicidealch bor at «
social life that required certain sedstraind at table, in speech, in response to insult or

challengg and pr omi sed di®dnttwelfthecéntury Rrancenthig ceurt auttune. o
developedchew ways to display refinement and sophistication among the ruling elite, including
debates of love, verbal sparring, and displays of skill (e.g., tournaments and chess). Love in the
medieval literary imagination was not only a fiction enjoyed by the mphilut also a mode of

cul tural production that could display this 6

®2The termamour courtoisvas popul ari zed in 1883 by Gaston Pari
Le Cont e deRomanial2 (1888)r468%34. ¥Vhilé the term has become widely adopted

among medievalists, many scholars have criticized its ahistorcism andvaridtit definitions. C. S.

Lewis argued that courtly love represented an idealization of sexual love, but described it as a social

process created by landless knights rather than an exclusively literary TiedAallegory of Love: A

Study in Medieval TraditiofOxford: Oxford University Press, 1936; Oxford: Oxford University Press,

1988), 1114. In response to such claims, D.W. Robersangues t hat O&6écourtly | ovebd
chastises those who discuss it believing that 6c
literature. AThe Concept of Courtly Love as an I m
The Meaing of Courtly Loveed. F.X. Newman (Albany: SUNY Press, 19688l In his influential

study on the meaning of courtly | ove, Roger Boase

in the Middle Ages, one of which is through a ludic leree Bis chart comparing the various theories in

The Origins and Meaning of Courtly Logdanchester: Manchester University Press, 1977), 27. More
recently, James Schultz argues in favour of reins
| o vmeré accurately reflects the discipline of courtliness in which it originally flourisbeartly Love,

the Love of Courtliness, and the History of Sexuélityicago: The University of Chicago Press, 2006),

15972. In this chapter, | prefertouse thener 6 mat t er s of | oved and O6court |
more factual.

63 Schultz,Courtly Love xvi.
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Green writes, the Al ate medieval nobl eman was
power of | ove t hatonylehadhimselftppag thedleser,itorjoi gvithris

fellows in an elaborate game of romantic make | i *&éForanedieval audiences, to participate

inf i n & wasessensially to playn the prologue to book four of the Middle English

Confessio Amntis the lover Amans lists actions he can perform in pursuit of hisdoaer
collection of soci al activiti®s that John Ste

And whanne it falleth othergate,
So that hire like noght to daunce,
Bot on the dees to caste chaginc
Or axe of love som demaunde,
Or ells that hir list comaunde

To rede and here of Troil§8.

John Gower describes here the ludic space for lovers (in this case, unrequited) at play, crafting
cooperative activities like dancing, reading, or playingdithc e or questi ons of
of Il oved as described by Stevens is not quite
chapter), but rather a way in which to define all manner of social activities in the expression of

love. While the terninas long been adopted by medievalists to figuratively describe the activities
associated with participating in thei n 6 traditianyitscomprises vague, arbitrary social rules

that he does not explicitly defirfé.

® Richard Firth GreerRoets and Princepleasers: Literature and the English Court in the Late Middle
Ages(Toronto: University of Toronto Press, 19)8115.

% StevensMusic and Poetry in the Early Tudor Coitondon: Methuen, 1961; Cambridge: Cambridge

University Press, 1979), 15202.

% John GowerTheConfessio Amantigd. Russell A. Peck. TEAMS: Medieval English Texts Series

(Kalamazoo: Medievdhstitute, 2003), 2:4.27905.

®For instance, in his study of English court poet:
terms of the type of stylized writings of court poets. Gr&amts and Princepleaser$01-34.
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| n f ac tstermSas applietmnsedieval phenomerdoes not actually align with
medievalusesob game of | ove. 6 Medieval pl ayers invok
depicting games likke Roi QuiNe Mens howi ng t hat the medi eval us e
ideathat the term incresed in specificity in the later Middle Ages. The pursuit of a lover as a
6gamedé6 to win their favour was nevertheless a
mar ginalia signify this parallel b eResor@mdn g a me
Sensuallytéc. 1407) is a translation and expansioh.@§ Echecs Amouretixatillustrates how
games in literature can reflect both the allegorical potential of love and the materiality of chess.
Following a string of encounters with mythological gadsl goddess in the Garden of
Pleasance, the narrator withnesses a game of chess played HeedediPleasure) and a young
lady. After the game results in a tie, the narrator subsequently begins a game with the lady in an
effort to win her love. Like ches games in other romanchsyethe chess game acts as a
performance of courtly behaviour. As the narrator claims, Venus had sent him to the garden to
|l earn the art of chess so that he may be succ
playi n al[le] wyse, [/ That his tyme $®enat | ese
concepts of oO6gamedé and o6l oved clearly shared
would caution against using the textoosely in the descriptions ofi gocial activities
surrounding i n 6 .latmbirs di ssertation | thewgaindlamse 6 game
discussing is specifically related to matters of lda&ing my cues frontexts, manuscripts, and
boards, and the mor discgsgEng etheasbcialtactivities raaped ta y when

amorstradition

% John LydgateResorand Sensuallytesd. Ernst Sieper, Early English Text Society (London: Kegan
Paul, Trench, and Trubner, 1901), line 594t
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The first gamsof love to emerge and gain widespread popularity werde¢hendes
d 6 a ma luerary genre composed in both verse and prose and comprising a series of questions
and answrs that deal with the ideologies, attitudes, and etiquefteioh 6 . \@hiheothie s
d e ma n d e s codldbe enjoyed in their own right as a form of courtly literature, they were
primarily used as a social framework for debating matters ofdadéor highly stylized
conversation, and prowed a basis for aristocratic and gentry parlgames. In their ability to
function as both a literary form and a social amusement for the leisured classespdmeles
d 6 a mfocused on opernded questions concergithe nature of love, the acquisition of love,
the practice of loving, the effects of love, and the characteristics of an ideal lover; thus, they
mirrored the formalization of love developed by the literary imagination of medieval France and
later dissemiated in England and elsewhere. Readers coulders@ande$or engaging in
casual, sophisticated discussion about amorous topics that could test knowliedgendd a mor s
and linguistic proficiency as well as reflect personal statusdTeéema n d e s alsb@ravided u r
a model for teaching aspects of courtesy, morality, proper social conduct, and social refinement,
reflecting the literary tastes of the French aristocracy.

As a genre with widespread popularity among the gentry and nobility between the
fourteenthand sixteenth centuries, thee ma n d e s are féuadnr@5unranuscripts and 30
incunabul@ including literary anthologies, didactic manuals, miscellanies, and printed
collection® in France, England, and elsewhere. Collectiord efma n d e s, whidha mo u r
comprised various lists of questions of love and their answers, first appeared in the early
fourteenth century and likely sprung from the earlier rise of courtly debate literature and the
idealsoff i n6 iaamarhse t wel ft h cent jewrpgart, foArdtance, asls | a Ha

~

the question: Anif you were to enjoy the favou
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take them i mmedi at eldyaqoestiondamdtin latelocollecikondobng t i me
d e mand e s. Tlhednadularityioflema n d e s  thdicatesaheifluidity as a ludic form

without ascribing specific static outcomes of the game or winning objegteiesnents that

Avedon, SuttorBmith, Salen, and Zimmerman include in thogfinition of games. The

d e ma n d e s codldthumlze wged for a variety of ludic activitiesmn leisurely reading

among an audience to more structured forms such as the social qaesteorswer gameoi

Qui Ne Mentdiscussed in more detail below).

Scholars have suggested the mutual influence of botth thena n d e s and thea mo u r
jeuxpartis on social debate. Alexander Klein and Eero lllvonen first noted that questions and
answers resembling tleke ma n d e s appe@aradrothe twelftbenturygam¢ uec doéamour
and may have been an antecedent to jatéra speculation also shared by MargarabErg
Levitt, the most recent editor of tdee ma n d e s. Hdwewem@husta Schlumbolm posits
instead that thd e ma n d e s arasé feom thel Rrovengalc-partit, linking thejoc-partit to
social games at court. Similarly, Madeleine Lazard arguéshted e ma n d e s dedvéda mo u r
from theLe Roi Qui Ne Mergamein the early thirteenthentury. In contrast, Arthur Langfors
observes thatthed e ma n d e s maly deabasedion theuxpartis. While the origins of the
d e ma n d e s arecieéalydificutt to trace with any certainty, they certainly influenced and
were influenced by other debate genres and may have begun as an oral amusement that were
later written down. Felberfevitt notes that thd e ma n d e s maly iaverbean mitially
transmitted oridy and later circulated in loose folios or unbound manuscripts for memorization
earlier than the fourteenth centuihe origins of earlyl e ma n d e s, devéogped avithin the
open structure of medieval debgtepvided a foundation for creating morelstyc debates,

guestions of love, and anaay patterns of communication.
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Precursorstothéd e ma n d e s colleétiansareialso inspired by the courts of Eleanor
of Aquitaine and her daughter Marie the Countess of Champagne in toagiiilny France and,
from the beginning, elicit a ludic, interactive experieticd emphasizes an adaptable system for
debating mattersoflove I n book two of Andreas Capell anus¢
love, De Amore(c. 1186 90), Capellanus identifies Eleanand Marie among other court ladies
in a section titlede variis iudicisamori§ Var i ous judgements on | ove)
judgements, 0 totaling 21 in all, encompassed
and gentlemen discussed, debated, @solved with one person designated as a judge. It is
doubt ful whether Capellanusés cases on | ove w
within the courts (and textual communities) of Eleanor or Marie, but tug &b situate this
ludic playspace nevertheless indicates a popular trend within courtly culture. Building on the
traditions of scholastic dialogue and debate, including classical fields of grammar, rhetoric, and
dialectics, and the poetiensos, partimensindcoblaexchangesfahe troubadous that is,
forms of courtly debates on love in which noble ladies were expected to paréicipate
Capell anusdéds Al ove judgmentso present a struc
forerunner to lated e ma n d e s whkr@ia eachestion ends with a single answer (a
structure that mirrors that question and answer pattern foundéhehma ndes dobéamour
collections). Other twelftttentury French debate poetry also incorpordttdanddike
guestions, incl Diddebgmaeanhade dCo ed @ahdkthgeudx a ma n't
partis of Thibaut de Navarre. Similarly, the Frendbrc-chevalierdebates such &orence et
Blanchefleuy written in the twelfth century, focus on a central question: is it the clerk or knight
who is he best at love? In these instances, questions and answers acted as points of contention

and encouraged debate among the audience; the conventfonswfé cauld thusde
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explored among a group of readasa pleasurablpastime in the courts of Framand the
d e ma n d e s codldbe osedta elicit this experience, whether through a formal game or
through playful debatéor both)

Courtly games adopting titke ma n d e s asdc éemtraloaspect of gameplay echo the
collective debating community of the Frencludaand appear frequently in romances, debates,
and other recreational literatti®One such gamé.e Roi Qui Ne Mentvas enjoyed by the
aristocracy and gained widespread popularity in northern France during the thirteenth and
fourteenth centurieasa caurtly entertainment played alongside other debating games such as
the populajeuxpartis andtensonsLe Roi Qui Ne Menwas played by both men and women,
and, more important for our purposspecific rules of the game variaddely depending on the
region or particular group of player®ne of the most common ways to play the game wasthat
player was typi cal | gndhelreskeavauldask eachhother player a guéstion
concerning love. A player was requiredéspond with sincerity anthte 6 &ouldhpgrish the
player if he or she judged the answer unsuitaffier a round of angers the players could ask
t he @kRuestiagl®A pl ayer was required to respond wit
punish the player if he or she judi@e answer unsuitabl&he questions asked may have been

personal in order to draw out amorous love interests, but the nuntemwmsa ndes dobéamour

® The Middle French romandee Chevalier Erran{c. 139496) contains scenes that incorporate deth
demandeandLe RoiQuiNeMntSe e al so: Ri cle&oiduine Mentoh -Zirleen, 0
Al exander Kl edenndasn dset sulatipdmamitonaiutieghat the game had no fixed rules
and could be played in a variety of wake altfranzésischen MinnefrageMarburger Reitrage zur

romani schen Phil ol ogie (Marburg: Adolf Ebel, 1911
Richard Firth Green explores the rules and parameters Bbi Qui ne Mertbased on depictions of the

game found in romances addmandeso | | e c t i ole®Roi quie Blentno, -ZGilFbdr more
information onLe RoiQuiNeMent see al so Ernest Langlois, ALe Jeu

R e i rRemanische Forschung@3 (1907): 163/3.
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collections indicate that riddles and general questions of love were chiefly used to encourage
courtly, polite onversation and verbal sparring through lengthy debate. While the game could
have a dfinite winner (and losers), this was not always the case and the game could amhtinue
infinitum until the participants tired of the gafhe notion that would be troublifor the

modern definitions of game quoted abovkis open, playful, and nerestrictive attitude toward
medieval games igrevalent among numerous gate&ts. As Emma Cayley remarks, the game
of I ove i n | at playedenchicanstaatistaté-af gesire fer cantingation rather
than completion; the end of the game (closure) is often deliberately defemekr to

perpetuate the gandesimilar to narratives of courtly love in roman@élhe gamealsoserved a
more sigificant social function: as Richard Firth Green notes, the purpose was to pair off
couples and potential lovers, providing a certain degree of social and emotional intimacy. The
rules and parameters of the game therefore varied dependingamtdei edesiresnhite
maintaining a loose, recognizable form for play.

Le Roi Qui Ne Menwas depicted in romances (such as the DRimman van Heinric en
Margriete van Limborch fabliaux (e Sentier Batuwhere a queen is chosen instead of a king),
andothermgi eval text s (FRilocdoabbdk ), Bhatt often cesdrile dhe
game in play. Players could draw inspiration dechande$rom the large collections of
d e ma n d e s fouhd ia memuscripts; alternatively, tdemandesould be, in part,
reor dings of past games. Jo HhesVbeaxdgRagiithevows Al e x a
of the peacock) (1312), which he wrote for Thibaut de Bar, bishop of Liege, includes a lengthy
depiction of the game played by five characters in the Chamber of Vethegsratjuest of

Cassamus: Betis, his younger sister Fesonas, his cousin Edea, Ydorus, and theirguresaner

1 Cayley,Debate and Dialogu€l,2 (see chap. 4. 1J).
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Cassiel. Cassamus encourages this game in an effort to pair Edea and' Qlas$tel. Qui Ne
Mentwas also mentioned by other authors as a forsooifal activityto reflect the refinements
of court cultureln Le joli Buisson de Jonec@ean Froissart notes that a gathering of nobles
played the game as a form of elite entertainment. Guillaume de Machaut depicts a group of
courtiers playing the gaenin Reméede déortuneand a gathering of nobles, including Charles,
Duke of Normandy, playinge Roi Qui Ne Menit Voir dit. That the game was referenced
continuously in literature is a testament to its popularity and significance as a space for role
playingf i n 6 amang friemds and family.

Another game based on tdee ma n d e s, calléilae e aux Rois et aux Reines
(The game of kings and queens) has been suggested by scholars to be a parétlyi Qfui Ne
Ment Adam de | a Healeude Robin gl Masidicol@83)aslamang the first to
mention the game, which is played in a similar fashideet®oi Qui Ne Mentn the pastourelle,
Adam de la Halle usesdemandéo mock courtly etiquette by asking personal questions such as
AQuwilande tu ai mes miex?0 (What meat do you
kingbés ability to request a forfeit. Robi n,
unsuitable, pays a forfeit demanded by the king: he must kiss Maridre Todrnoi de
Chauvency(1285), Jacques Bretel observes three questimfanswer games played by the
aristocracy following the tournament of Chauvenci, includiadgroi Qui Ne MerandLe Jeu
aux Rois et aux Reinashich he lists as separate games. Feghhevitt also suggests thae Roi
Qui Ne MentandLe Jeu aux Rois et aux Reimaay have been two completely separate games,
though they have decidedly similar rules. While questions could be devised orally, collections of

d e ma n d e s may daveratsween consulted by players as inspiration or aid for such games

2See Chapter 3 for a discussion of this scene in a fiftezamttury Middle English excerpt.
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and other recreational activities. Indeed, different serids®fma n d e s cotleGtianslestar
wide variety ofdemandesranging from questions that incite lengthy discussion to questiahs t
accompany onvord answergor no answers at allfhe extant utterances and model dialogues
foundinthed e ma n d e s collebtiang) @uestions that are often reiterated in textual
depictions ol_e Roi Qui Ne Meraind other questieandanswer games nevertheless provide
insight into the particularsf aristocratt cour tl i ness and entertai nmet
modularity could adapt to serve the interests of its audience.

The Middle French dicpoemL e J e u [thé@ameadi lrove] (c. 1300)sd played
with this code of love by producing a more structured interactivelinear literary experience
in which players are directly inserted into the courtly rhettiirough dice rolls. Found in a
single extant manuscript penned during the laréemth century,. e  J e u  wiad phayeal in r
mi xed company of aristocratic men and women.
and fAbel ami 0 app etlerscribelemhanceg thi® performartcesof them & v e s
amorsethos by literally trasforming each page in the manuscript into an ornate gaming board,
listing eight fortunes on a page enclosed in gold and blue medallions and organized’®y sum.
The designof. e J e u isl\@skhaltlyelaborate and, given the prevalence of otherlgourt
games in the late thirteenthent ury, the authoroés preoccupatio
of dalliancedoes not come as a surprise. Kenneth Varty conjectures that the game was played
with four men and four women. Each player would cast two or theeeathd match their rotb
amedallion’* Upon further inspection, the manuscript contains four game sets ranging from a

sum of three to eighteen, save the first set which begins at the sum of nine, and a sequential

BKraemerL e Jeu lihésA%4p268; gnd 542.
“Kenneth Varty, reviewof e J e u , Hy@EAkrKmenrerModern Language Reviev2.3 (1977):
678.
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single game of two dice on folios 3v,,7and 11vThe abilityof readergoplayL e Jeu d &6 Amou
in any number of ways, ranging from a few people playing a siegl@gaving four to choose

from) to each player possessing their own set of pageseshe nalleability of thedemandes

d 6 a m®Tihe gamepoet utilizes the binomial triangle in order to organize his sums, but he
appliesno specialmeanilgany number, including his mention

6.6.6, which can contain a positive or negative fortune depending on {fiaisket 12):

Good Poor

Set #1 Cbest bien Set #2 Tu contrefes le papelart,

Il est fol qui sens vous demande, Et sb6éas un droit
Car vous haves vostre estudie Personne qui se fien toy
Boute en | 6amdur N6best pas bi en68a

Table 1.2: Comparison of Fortune 6.6.6ie Jeu do&é Amour

In these two outcomes, the focus lies in revealing aspects about the player @ plalyeling

whether they will receive love or whether theg ardeceiver in matters of lovin order to

create opportunities fantimatetension, the author occasionally separates the outcomes in

certain sums depending on whether the player was a man or woman, and dictates different

actions a player can comple@ne combination of 5.5.3, for instance, asks a fellow player to call

the roller Afoll e | beed i f the player is a w

perhaps suggestively, a ma |"°©thgy fortuges nrequiteo e mbr ac

5 To date, no scholar has examined how these texts function together (or even how the game is played).
®KraemerL e Jeu ,linésABd@ndrl46.
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players to pay money to a pot and some rolls even required players to sit out, shenglng

that the game can have a potential winhdre players choosetotutne Jeu idtd@&A mour
gambling gamé’ Teresa McLean comments on this type of ludic atresgn noting that these

forms of love games and romance were incredibly popular among women and created
iconversation [that was] ¢ ha  r’%nethtveir theganpeos si b |
poet references popular literary couples from Arthuraanances, including Lancelot and
Guineverethoughhe evokes a general knowledge of the characters rather than a specific trait.

The game thus initiates discussion and delo@iéiance and moments of courtly flirtation with

fellow participants as theygad and draw connections between a player and their fortunes;

perhaps anticipating this readerly agency, the gaost maintains minimal authorial presence,
focusing instead on the reader 6s ovVvedpaet l udi
ment ons fiv eounsed ttihm erst -fandredeidhteendimed’Treough the use of the

codex and probability, the garpeet creates the rules, actions, and future outcomes for the

players, and the players in turn enjoy spontaneous play in mattergedfdav their own

interpretations of the pages. Chance by casting dice is not figured as the primary agent in love,

but as an implied, necessary factor for generating this amorous play. Although specific outcomes

7 |bid., lines 36568.
8 Teresa McLeariThe English at Playd3.
For instance:
Ongues Lancnel ot nbama ta
Genevre au gentil corps pleasant
Céon vous aime de cuer parfait.
(! mdéest avis qQquelLedod&sestn WEB;MOGRAA] t (Kraemer,

This element is common in other digea mes as wel | . See Aeés od AAMBWOWMHD,S i NS
Franzusskajgyadalnaja kniga 15 wek&t. Petersburg, 1856 for a similar use of romance characters.
8KraemerL e Jeu ,80 Amour
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are possible, they are rare among the fasumather, the emphadies on immersing players in
thef i n 6 traditienring similar fashionto thbe ma n d e s. Wil thedemamndes
d 6 a maolkeationsfocus on polite conversation and verbal sparrireg, J eu do6é Amour
transforms each player into a potenkaler themselves, and the suggestive outcomes denote a
higher level of intimacy among the players. In both instances, the objective of the game is to
participate in this fiction. The manuscript provides the feedback loop necessary to facilitate play,
butthe nuances of the text area are only revealed in the moments of play between the players and
their relations. Although such a game shows evidence of rules and autonomy, its lack of
competition and goals particular to the game would render it an edgeit@sghe confines of
many of the definitions dhemodern game. e J e u whé evedheless clearly
understood and played as a game in medieval French social circles.

The appeal of courtly literature and games imahis access to specialized knedye: a
code of conduct only the most noble could seek to imitate, perform, and enjoy. From the rise in
popularity of thed e ma n d e s collebtiansiand games and the visually ornate pages of
J eu d §wemansae that social courtly games emEeprovided not only a form of
recreation, but also a status sympadsentedisually on the page. Furthermore, these courtly
games of love affirm the ethicahdsocial conditions pstulated bysStephen Jaeger, but their
prevalence and appeal does not seagly speak to a rise from primitivism: the courtesy,
civility, and refinement exhibited in ttdemandeandLe J e u  detnfAroes virtues and
accomplishments in order to achieve an aesthetic that promotes status and répiatian.

their inventionand popularity among readers who wished to practice and particigate in

81 C. Stephen Jaegérhe Origins of Courtliness: Civilizing Trends and the Foundation of Courtly Ideals,
939-1210(Philadelphia: Universitpf Pennsylvania Press, 1985)93
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talkyng thed e ma n d e s gathésamile u § e u  de@eAl imawplayers negotiated a fluid
boundary betweemte t er ms Oganabdahbhdt wé & thengegptmdhil@ and
thed e ma n d e s codldbe oseduas a literary device or narrative framework, they could just
as easily lend themselves to courtly games dependent on stylized debate and performance.
Similarly,L e J e u 06ds6é Ammovuorc at i on o f arfda@ravochtiveagestutes t er ar y
testifies to the desire to become immersed inn 6 . Ehedoernsa n d e s arelrta mo u r
referenced as games in themselves, but their capadigctonea game was certainly known to
audiences. In this way, medieval gategts reinbrce the main tenet of games as formal systems
(and are akin to medieval board games like chess and merels) at the same time they unsettle the
criteria formodern games such gsantifiable goals and outcomes as posited by modern game
studies scholardéeJ e u d 6aAdhedrai Qui Ne Mentould potentially be played

competitivelyd that is, players can win or lose the g@mait a number of literary gamesmain
deliberately variable in their form and content and are thereby ableptaymleither

competitively or norcompetitively.

Another feature of modern game definitions troubled by medieval literary ludic games is the
assumption that all games include disequilibrial (Avedon and S6ttaith), quantifiable (Salen,
Zimmerman, and Juuldr unproductive (Caillois) outcomes. In the fifteestmtury Chaucerian
dicepoemThe Chaunce of the Dyée 14301450), the gampoet constructs a poem that
deliberately depends on chafcthe unknows in order to create meaning for the players.

While other gametexts such aRagman Rollequalize chance (e.g. every fortune has a 1/23
odds),The Chaunce of the DydikeL e J e u , dniplays diae as an active agent for
distributing fortunes to the players. Players cast three dice and match theo eolls t

corresponding stanza, a series of seven lines that assigns the player a specific-gloatacter

37



The gamepoet also organizebhe Chaunce of the Dybg combination, descending from 6.6.6
to 1.1.1%2 While ather dicepoems suchds e J e u @ngldysyoabability as a simple
mediating agent between the player and their forflheChaunceof the Dysenstead uses
these structures to denote symbolic relations. Fortune i@@uiresone of thdeastprobalbe
rolls, and i s cons d dfenassbciatedivath \CebddFeliowiing this précept, the
poet not only dedicates the fortune tos her, b
exempl ary ideal: ASo youre mekenesse ageysn a
condiciou/  To yow may be ma@eTheChaurcenfring Bysgresenisa o6 ( 2 6
deepened preoccupation with characters and character types, and uses mnemonic devices such as
Vensiis@®o ki | | ed and foselate smmediate expedentm®preaious
knowledge®* Not surprisingly, 1.1.1 reads fAPore is t
(408), indicating the poor cast and, perhaps coincidentally, allowing the author to end the poem
by Al eu[ing] i n woo o0 -péetsio®sp clar warking knowdedgeafy , t hi s
both literary conventions and the conventions of recreational dicing games.

While the author also includes good and bad fortunes, the entertainment lay primarily in the
discussions and dallianeéthin the text. The gamp o e additisn of weltknown Chaucerian

characters, including Griselda and Troilus, and allusion to popular locations in London generate

82 Three sixsided dice have a total of 216 possible combinations and 56 sets of combinations. One cubic
die has a 1/6 chance of displaying a specific number. As the rolls areratépendent according to

basic combin@rics, the probability of receiving any given fortune ranges from 0.46% to 2.78%.

83 . Bar b éNptesi® Qiedess5IW (1878): 302.

8%Hammond, @AThe Ch a-B5cHereaitér, lirte munbebsifdheeChaunce & the Dyséll

be given in pardaheses.
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a relationship between author, player, and text that is markedly situated within fiteeiiny
English literary cultur&® Fortune fortythree reads, for instance:

Of olde stories / taken ye grete hede

That ye ne had moo bokes / is gret skathe

ffor your talent / ys gretely set to rede

Ye kan by rote / the wifes lyfe of Bathe

He might wel sey ful erlyche / and to rathe

Chosa he had / that machched with yow were

Sure of a shrewe / might he ben with oute fere {295).

In this particular fortune, the garp@et addressesplayer not only wetread, but also well
acquainted with Chaucer 60s Wififseeditorfof th® eexth. As E|I
writesthegamgpoet fdoes change the formula, he does
attempting t o i%FerfTheClatnoe obtheDyskerganepodt delibarately

attempts to craft fortunes that could apyoth men and women, resulting in the creation of
ambiguous charactgortraits. While Hammond contends that this ambiguity causes the game

poet to maintain a stiff, expressionless poet
outcome, a in fortune fortythree, shows considerable skill in medieval game dé$ighe

r e a dplayer@gency inThe Chauncef the Dyseaesults not only from the spontaneous

interplay of self and tegt players matching the topically variable fortunes to thein ow

predicamen® but also from the conversational dialogue between author and reader in the
confirmation of moral vitueandi n 6 earmorss Accordingly, the aut!
structure, local and literary allusion, and temporal immediacy cagag¢eformatie space that is

rich in debateandinnuendatypical of other games in tHa amorstradition.

8. Allan Mitchell explores the allusions to Chaucerian charactdisérChaunce of the Dyaed their
relation toTroilus and CriseydeSeeEthics and Eventfulnes61-68.

®Hammond, AThe Chance of the Dice, o 3.

8 1bid., 4.
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The gamepoet, then, distinguishdhe Chaunce of the Dyseboth form and conterfitom

otherso-called&lassi©@gamesinthisgamea ext , t here is no decl ared
pleasure of playingthegamecoins es t he audi enceds i mikeracti on
other contemporaneous dipeo e ms i n Fr ance and | tlibitogella such as

Ventura[The Book of Chance] (c. 1482) and thedechedronwhich both use elaborate tables

and mechaisms reminiscent of philosophical divination practices to determine prognostications,

The Chaunce of the Dygamepoet creates a gaming system that is closer to popular gambling
games. While gambling games sucthagardwere a subject of continual saloct and criticism

by the Church, courtly games of chance that mimicked such gambling games did not fall under

such scrutiny since their outcomes did not includedifanging stake€Chaucer 6 s Par don
associates the play of hazard with riots, taverngigsaand betting, warning his fellow pilgrims

of the dangers of gambling: A[ h]asard is verr
forswerynges, [/ Bl asphe me®ThéoutCome rsotonly becmmes | a u g h
guantifiable, but &o involves a higher emotional (and financial) investment as the gamester

places a wager in order &mhievetheir future outcome. For the Pardoner, false outcomes

become an enabler of immoral things to come:

Seven is my chaunce, and thyn is cynk andetreyo
ABy Goddes armes i f thou falsely pleye,
This daggere shal da hurghout thyn herte go! o

8Rhiannon icegamcée ®, amMd t he Bl as |dddievalFutues: Atltudesdoithet i on, «
Future in the Middle Age®d. J. A. Burrow and lan P. Wei (Woodbridge: The Boydell Press, 2000), 167

84. During the twentyourth year of Henry lll, the Council of Worcestigcreed that clergymen were

prohibited from playing at dice or chess, see John AsHiea History of Gambling in Englar{@lew

York: Burt Franklin, 1968), 13. For a comprehensive study of gambling in France, see also Thomas M.
KavanaghDice, Cards, and Weels: A Different History of French Cultug@hiladelphia: University of

Pennsylvania Press, 2005).

8 Geoffrey ChaucemRiverside Chauceed. Larry D. Benson (Boston: Houghton Mifflin, 1987), lines

V1.591-94.
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This fruyt cometh of the bicched bones two,
Forsweryng, ire, falsnesse, homiciie.

As Rhiannon Purdie remarks in her examination of-digeme s, A [ t ferbneeliesinuci al
whether or not somethirigat s% Th&tthegam@ oet 6 s Thg Ghaumam ofitha Dyse
emphasizes simplicity in |ieu of complex ritu
within high societyThe Chaunce of the Dyseas thus an acceptable, and indeed prestigious,
game that empowered aristocratic men and women to play within the space. of

In his bookConvergence Culturenedia studies scholar Henry Jenkins observdsatha
Amedi umds c o n titeaudiecemaay chamd.i. .&nd itssocial status may rise or
fall . . . but once a medium establishes itself as satisfying some core human demand, it continues
to function within the | ar%dkean kwygesdéstaddressesc o mmu
the coexistence of analog and digital media in the twentieth century, but the idea of diffusion
and fluidity of content across media can also be found with medievatigaisdikele Roi Qui
ne Ment , &mdlhe Ghaunee @fihe Dysand, indeed, constiies one of the
properties of medieval gantexts that trouble our modern notion of ganfes medieval
readers, thejumpfroimax e of | ove som demaundeodo to firede
been a matter of turning the pégthe text as a playful obgt does not change despite the varied
presentation, content, and audiences. While giaxts could be experienced singularly and read

as text, the convergence of game, text, and player brings the gamelged into existence. It

% ChaucerRiverside Chaucelines 65357.

“purdi egarmnmeés ceand the Blasphemy of Prediction, o 18:
study of Balinese culture; specifically, he observes that in gambling games with greater amounts of
money, Amuch more is anel gyt ales ttefeann madherri, aldi gaiir:y
Interpretation of CulturegNew York: Basic Books, 1973), 433.

92 Henry JenkinsConvergence Culture: Where Old and New Media Colliiew York: New York

University Press), 14.
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is this interactivityy formed through variable and evelnanging sequenc&@ghat rendesthe
gametext a playfulexperienceGame studies scholar Eric Zimmerman contends that stories and
games comprise two widely differemodus operandi fia st ory i s theoexper.
while games are experience through pfass we have seen, medieval gategts blur this
clearcut distinction by creating interactive spaces that enable players to participate in the wider
emergent narrative ¢f i n 6 . eheranmrative becomes the gamas of the players, while the
rules outline the form of play. As Zi mmer man
games are narrative, bustead how they are narrative we need to ask how games can be
narrative systems in ways thatothez mh i a  S“dt is this interactivity that sets gantexts
apart from the fAdidealizing i nfpForlganetexs, and di s
agency comprises a series of negotiable,-elianging elements: the poet, the scribe, the
player(s)t he gamedés manuscript context, and its pl
and game traditions thereby produces a distinct form of entertainment.

Thed e ma n d e s gathéshed e wr d § akdTbeuChaunce of the Dyaé craft
games of loe fortheirvarious literate audiences, predicated on the effort to create and
encourage immersion within thiei n 6 oaliteraryethos enjoyed by the specific audiences
who playedthe@a ki nd of Avirtualityo bet whegame games

oriented fifteentkcentury Spanisbancioneropoetry®®fi Recr eat i on, 06 as Ol sen

BEric Zi mmer ma n,ctivityNPéay, and Gamese Four Naughty Cancepts in Need of a

Di s c i p FiistrPersod. NewrMedia as Story, Performance, and Gaae Noah Wardrigruin and

Pat Harrigan (Cambridge, MA: The MIT Press, 2004), 161.

% lbid., 16162.

% Arthur BahrandAlge andra Gil |l espie, AMedieval English Manu
Lit er arChaucérRrviewd704 (2013): 351.

%®Juan Escourido, fAText ualCakomeko eatnr@Gamnds and Gamihg t y i n
in Medieval Literatureed. Seria Patterson (New York: Palgrave MacMillan, 2015),-288.
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some kind of activity, some form afduswhich creates physical refreshment or meqta¢s
throughdelectatip t her eby i nvi Ylderialies ankgy conbept inphe wagshine . 0
which medi eval audi ences understood games: th
Bernard Suits, is fAthe acceptance of constitu
acceptanc&TehonsocguatdDitude can also be promp:
signification as a playful objeeind ethical views and tastes of its playEm the gamdexts
discussed above, gameets signal this lusory attitude through the literary content, visual
aesthetis, and manuscript contexts. However, as we shall see in Chapter 3, medievtdgame
were often appropriated for pedagogical purposes and were regularly used as learning tools
outside of gaming contexts. Therefore, typically playful markers such aseha dice with a
given poem may or may not encourage a lusory attitude.

Consider an anonymous Middinglish dicepoem found in four manuscripts dating
from the fourteenth and fifteenth centurf@aihile the gamepoetofL e J e u dleérkxnad u r
a vision of the desired game and its probable outcomes, the anonymopse€ingresents a
moreeclectic and general view of literary dipying.The poemés fortunes see
the tradition of astragalomarniythat is, lots by dio@ and prophecy® As such the majority of

thef ortunes caution the player to be wise, foll

97 Qlsen Literature as Recreatiqri03.

% Suits, The Grasshoppeb4.

®Ni cola McDonald has recently suggested naming th
(Have Your) Desire: Brome Woment P a58., 06 232

100 Reflecting on this observation, Braekman notes that thierdion of the poem, located in Aberdeen,

Aberdeen University Library, MS. 123, completely diverges from the authoritatisex€8on, located in

Boston, Boston Public Library, $1 100. Since the #ersion focuses more exclusively on matters of

love, Braeckman suggests that the original text is based from-batéefor lovers and a book on general
prophecy-TeiFongunel?7.
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meekness and steadfastness. The authmosf ofthe poem even occasionally stands in as a
surrogate counsellor for revealing the futarel aiding the reader; in fortune 5.5.4 he states that:
Quinesandcater you haues on ye disse,
| consayl ye be waandwhysse,
Trast n no hertly thing [y]at may be,
For ye warld is noght bot vanité!
This particular fortune concerns the foolishnefssursing worldly things, ancecalls tothe
readeraneed to set his or her sights on God. The author is concerned not only with imparting a
general knowledge of the future, but also reinforcing Christian moral practices. Chance in the
Middle Ages, as Hoard Patch has argued, often becomes subservient to divine providence in
order to normalize previously conflicting ideas about future eVéfBuilding from this
conventional medi eval concept of chance, Thom
funct i on was to encourage the soul %l choose th
accordance with a Christian model of moral truth, chance in this particulapaioe is not
associated with the goddess Fortuna or romantic outcomes, but is integsratsthte of luck
governed by Godo6és providence. Fortune 6.6. 3,
schaunssce / gyf you wilt yi seluen auaunsse,
hape, go wherqu @ doctunes that reinfoza general state of goodwiftt Fortune 5.5.3 even
goes so far as to combine el ements of chance

the author bangt maiwiit$ ftilsiwi a¢lsaunce, / gode i s

states howhe player should put their trust in the virgin Ma?yAgain reflecting this

iBr aekman TeflHoirntgu9%e | i nes 92

102 Howard Patch;The Goddess Fortuna in Mediaeval Literat¢@ambridge, MA: Harvard University
Press, 1927), 19.

103 Thomas Kavanagh, Dic€ards, Wheelsl5.

4Br ae k man [ TeflAoirntgutdand i50h es 15

105|pjid., lines 9396.
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generalized, notinear view of chance, the poetaknot place varying weights on the numbers.
Organized by combination from 6.6.6 to 1.1.1 and depicted by red or black dias {ogne
manuscript, Arabic numerals), the outcomes and their subsequent fortunes seem to be equally
randomized. 1.1.1, for exampleatenregarded among gambling circles as the worst roll.
Although the final outcome is not favourable, the poet doésint at this gambling convention;
instead he remarks that the player should pray hard in order to be red€&wibille thisuse of
prognosticatiorwould usually suggest that the poem was used for serious purposes, a certain
number of fortunes do hint ptayful matters of lovewhich werean addition from a different
manuscript as noted by Braekm&hFor the player, the scribes' amalgamation of generalized,
prophetic fortunes and amorous love ak@afreedom of interpretation as the poet(s) rarely
invoke any spedif desire. In this manner, the game could be played with serious intentions or it
could be played as a ludic pastime. Whatever
clear that the moral agenda is the highest priority.

From the few interactivgametexts discussed in this chapter, the signification of the
ludic function is often signaled througihdinatio and aesthetics, such as the placement of the
Chaunce of the Dysamong other texts encouraging debates on matters oind@eford,
Bodleian Library, MS Fairfax 16 and Oxford, Bodleian Library, MS Bodley @38.,alongside
La Belle Dame Sans Meicgnd its dice pictographs accompanying each stanza. Such position
and visual markers cannot be construed with certainty as a lumittdfia, however; more often,
the signal for play occurs either in the text itself, such as id thema n d e s cotlebtians) @ru r

through the audiencebs own pur pose-poethwhich usi ng

108 1hid., lines 22124.
1071hid., lines 329.
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appears alongside decidedly Aodic texts. Wheris a textthennot a game? In the litdkenown

Middle Englishpr ophet i ¢ poemeitWheéry Pumchaly Cg 6 t he r eac
like the anonymous diegoem. While the use of dice may at first glance suggest a ludic function,
thepurpose of the poem is political rather than personal. Fouatdéast fourteemanuscripts,

the poem appears most often in miscellanies with other prophetic texts, many of which deal with

the War of the Roses and Engldfiéiln Oxford, Bodleian Library Bwlinson D.1062, for
instance, the poem appears on fol. 93v, sandw
and Mar | y9#)god aeétrfical pr@Becy abole future ofEngland (ff. 119120v)10°

I n four manuscripts, RWhes Sandaygy woebhhabptbe
political prophecy via the stat$? Although a number of variants depict the dicedrt via

pictograph (see, for instance, London, British Library, MS Harley 559, fol. 39rv), the poem itself
closely follows theradition of prognostication arfdnctionsmorelike the textswith which it is
paired. The poet designates six and one as th

schalle the {six} be the best cast on the dyce / Whan that {one} beryth up thgdgbond

108 The extant manuscripts are: Cambridge, Cambridge University Library, MS 1i.6.11; Cambridge,
Trinity College, MS 0.2.53; Dublin, Trinity College, MS 516; London, British Library, Cotton Cleopatra
C.1V; London, British Library, MS Harley 55%;0ondon, British Library, MS Harley 7332; London,

British Library, MS Sloane 2578; London, Public Records Office, MS SP 1/232; Oxford, Bodleian
Library, Arch. Ee. B. 8; Oxford, Bodleian Library, MS Rawlinson D.1062; London, British Library,

Cotton Rolls 1123;

19 See also the contents of the sixteerghtury commonplace miscellany London, British Library,
Lansdowne 762 that includes the poem: proverbs and gnomic verses; texts discussing anger and discord; a
recipe for removing wine, water, and milk staifgge prophetic poems on the conquest of France; The
First Scottish Prophecy; various animal prophecies; and poems against marriage. For more information
about this manuscript, see: David Reed Parkiee, Commonplace Book in Tudor London: an

Examination oBL MSS Egerton 1995, Harley 2252, Lansdowne 762, and Oxford Balliol College MS 354
(Lanham, MD: University Press of America, 1998).

110 Cambridge, Trinity College O.2.53, f. 41r; London, British Library Cotton Cleopatra C.IV, f. 123v;
London, British LibraryHarley 559, f. 39r; and London, British Library Lansdowne 762, f. 96r.
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schal b e 4 The pregnoatidation ef thé poem concerns the generabeily and
stability of England, as line 6 indicates with the prophecy of a new king to rule if the reader
happens to throw a two: @&Wepaa h'idhiosaduseal a new
widely as prognostication tools in the Middle Ages and the combinatidite and poetry alone
does not thereforeuggest a ludic function.

Returning to the questiamfw h et her J e hendoddchedrvirede forfusein fact
a medieval game, we can speculate that the text certainly served fuhaticnnot unlike the
other nonlinear interactive texts discussed alameecontains a number of elements found in
other gameéexts The text focuses on the individual ratkieain the political, aligimg more
closely with other ludic texts, but does not emphasize any particular theme; instead, the text also
maintains a fluidity in both content and purpose since the text could just as easily be used by a
reader attemptingtorfid answers to |ifebs difficult quest:
scholars have often used premodern teuth as the prophetic Chindsghingas examples
whenexplaining concepts in interactive electronic literatlifee textual matrix e
dodectedron de fortun@alsogenerates a plurality of possibilities that can be interpreted as ludic
or nortludic depending on the audience. In his discussion of cybertext readers, Aarseth notes that
Ayou are constantly reminthsednot tmkeanesvioblces
when reading nonlineartext* This is also true of medieval gartexts, but not in a sense that
the text formulates a linear narrative path through player choice; rather, the feedback loop in the

manuscriptorgamecreate a f i ctive (O6virtual 6) reality theas

111 Dublin, Trinity College, Dublin 516, fol. 118, lines2L The transcription is my own. Brackets
represent pictograph of dice corresponding to the number.

12 DPublin, Trinity College, iblin 516, fol. 118, line 6.

113 Aarseth,Cybertext 3.
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ACybertext, 06 Aarseth writes, fAshifts the focu
text/message, and reader/receiver to the cybernetic intercourse between the various
particip a n t*{* Bh@se gaméexts appear atfirsbbea ki n t o -yomr@wniic hoos e
adventureo interactive fiction popularized in
assumptions that characterize the modern interactive fiction genre (e.g., partiadgowahd
inputs). In his analysis of electronic interactive fiction, Nick Montfort, for instance, notes how
the genre requires an fexpl idelenentcthaalehnd@nge and
always present in medieval ganexts!®| highlight theconcepts developed in interactive
fiction criticism here because this genre is often considered a ¢famugh thenatureof
interactive fictionasgameis rarely discussed. Montfort notes how:
The typical interactive fiction game differs from a game tikess not only because the
players in chess oppose each other but because in that game total information about the
situation is always available to players. Not only is the state of the game (i.e., the
situation of the IF world) known only in part in in&éetive fiction, but the workings of
this world (and of the interf&%ce to it) ar
If we were to define medieval garexts under these criteria, however, they would not qualify
as interactive fiction or a game, for thee ot necessarily competitive (though gameslike
Roi Qui Ne Mentan set up players in opposition) and the text is completely known to the
players, whether they choose to read it linearly or nonlinearly. In this way, medievateydme

do not easilyif into discussions of modern interactive fiction, yet they are more than the sum of

114 Aarseth ,Cybertext 22.

115 Nick Montfort, Twisty Little Passages: An Approach to Interactive Fici@ambridge: The MIT
Press, 2005), 3.

118 Montfort, Twisty Little Passage$4.
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their parts: they present an interactive ludic experienpetentiaon the page, thereby moving
beyond the idea of playful linguistics theorized by Mdrgire Ryan irNarrative as Virtual
Reality!t’

In Twisty Little Passages: An Approach to Interactive Figtidontfort notes that the

Apl easure involved in interaction is not simp
r e a d'i® Medieval gameexts reval a complex network of text, manuscript, poet, and

audiencehat serveso create a ludic textual experience. These gdmreetion as both social and

literary activities that encourage participation through the manuscript interface and interactive
mechants. While medieval audiences considered them asypaygnes to be playad a social

gathering, the texts nevertheless struggle to find coherence within modern definitjamseof

and its modern cousinteractive fiction Indeed, they straddle the libetween game/play
game/literatureand | udi c/ nonl udic depending on a part:.
and cultural circumstancé$Mor e recent definitions, gamech as

a s a -bausdedrand socially legitimaterdain of contrived contingency that generates

interpretabl e out aonostrelevancepgaemediexgh gameext, huestilldallst h e

17 Marie-Laure Ryan degnates three ways in which a text can be considered a game: literally (through
fixed constraints such as poetic metre), metonymically (offering a problem for the reader to solve like a
riddle or include a game mechanism), and metaphorically (participatimerbal competition that

involves skill where the text itself is not the ludic activity). While certain medieval gaxie embody

some of these categories (e.g., @munce of the Dysmuld be considered metonymic since it uses
dice), | would argu¢hat none satisfy any category completely, for the ludic experience of thetgegme

is made up of a complex network of manuscript, text, poet, and player (e.g., its poetic form or use of
dice).Narrative as Virtual Reality: Immersion and Interactivityliherature and Electronic Media
(Baltimore: The Johns Hopkins University Press, 2001);8179

118 Montfort, Twisty Little Passages$.

119 A modern equivalent that troubles definitions of games is the sandbox simulation genre where the
goals of the game (wHetr personal or shared) rarely take priority over the activity of building and
creativity (e.g.MineCraftandSimCity).
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short in capturing the duplurpose ludior nonludic experiences that these texts offered
audiences. From thidiscussion of medieval gantexts, | propose the following features for
identifying medieval games:

1. A formal systemthat can be eithepen or closed Given the modularity and plurality of
forms medieval literary games enjoyed as they circulated, gamkkioolude a plurality
of formal rules, regional styles, and so on. Thus, the game still contains certain
constraints, but the rules are often not static; rather, they can change based on the
audiencebs tastes, rdodahgreby creatigteavediypes thatare and p
nevertheless stil]l comprise an activity th

2. Outcomesare not always known, quantifiable, or disequilibrial (e.g. win/lose structure).
Games do not always include a beginning, middle eamut but are at the discretion of
the players.

3. Games containegotiable consequences i n Jesper Juul 6s words,
characterized by the fact that they can be assigned consequences-pnlamer Hasi s. 0
Games can thus be played with or without-tdalconsequences; this fluidity of
interpretation reflectmedieval ideas of games.

4. Interactive participation and player effort can be competitive or rompetitive. A
gametext can elicit participation through literary modes. Contramnany modern
definitions, the concept of player effort in many medieval géawes d@snot
necessarily need to be challenging.

5. Games emphasiz®cial activities and serve a social functianVhile modern games

often include individuals versus ndnuman agnts (e.g. playing titactoe against a

120 Jyul,Half-Real 36.
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computer), medieval literary games were inherently social and could be played either by

one gender or in mixed company.

These criteria also align with other tabletop games enjoyed in the Middle Ages. On folf 157v o
London, British Library, MS Royal 13 A XVIIl a backgammon board is etched in the space
below the end of a travel route listing the towns one passes when travelling from London to

Avignon via Amiensand Clermonferrand (Figure 1)22!

22For an updated Latin transcription of the text,

Backgammonspiel i m Ms . Royal 13 A Spoitund Spiekldei deBGerntapea h L i br
ed. Matthias Teichert (Berlin: de Gruyter, 2014), 629
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Figure 1.2: Londo, British Library, MS Royal 13 A XVIII, fol. 157v

Labeled fiLudi ad tabulas, o the following page
rules as well as five game problems in Latin that can be played with the bleawdng how the

game of bakgammon could change depending on the region or playleesgame board does
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not signal a particular game, but rather acts as an empty vessel for a number of games, problems,
and variants. Furthermorehile thetravel route and list of gaesseem distinctthe game board

image acts as @ictorial hinge linking them together. Inked in the same hand as the travel route,

the play spaces of the board follow an alphabetic numeric system for placing pieces (similar to
thechess problemdiscusgdin Chapter 2) and may have been used as a practice board in order

to learn different games or solve game problems presented in the subsequent pages. More

curious is the order of the games and proslemwh i ch begin with an Engl.
Anglicorumb) and turn to French Games such as AFayl
Lombard Game] following the geographic route from London to Southern France outlined in the

travel route. While evidence is scant, | posit that the texts enabled théetréwgllaythe

various games and rules from different regiamith fellow players of the areaan imaginary

space that is also wholly connected to the geographical spaces mapped by Tine texne

boardalso servesa dual purposandcould be used for formal games or problems with differing

outcones and negotiable consequences.

1.3 Conclusion

Inthischap er | demonstrated how, in the words ¢
games provide an earlier starting point and foundation for studying how games both affect and
reveal culture: while the Middle Ages inherited games such as chess and backgammon from

earler peri ods, its players molded gafhes into f

122Bet sy Mc Cor mi c kGames anfl Gaenmgvio Medieval Literatueglited by Serina
Pattersor{New York: Palgrave MacMillan, 2015), 215.
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Medieval gamdexts operate through different means than modern games and other forms of

recreation. As texts lik€he Chaunce of the Dysen d u il i  a d illustath mnediaval 0
games are not simply static, mechanized systems. Modern definitions of games do not
sufficiently take into account the cultural production aissemination of medieval games and

their relation to other forms of recreation (i.e. vernacularditee).Gametexts, as | have

shown, trouble modern definitions otéxtsangamed b

manuscripteould accommodate different types of entertainment and interactivity that we no
longer associate with books and readMgdieval adiences enjoyed a fluidity and openness in
their play and design of gan@s notion that | explore in further detail through an analysis of
medieval game problems in the next chaptend therefore offer the field of cultural game

studies a more comprehersiv devel opment of the idea of
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Chapter2
0

Mind Games: Learning, Skill, and the Pleasures of the
Problem

Could we look into the head of a chess player, we should see there a whole world of feelings,
images, ideas, emotion, and passidgkifred Binet'?

It is better to follow out a plan consistently even if it isn't the best one than to play without a plan
at all. The worst thing is to wander about aimlesgl@randmaster Alexander Kott#

I n Hil ary Manningdistdiical naveldolfldbll ( 2 009) , Thomas Cr c
apprentice, Thomas Avery, smuggles in ALuca P
is taken ill . Cromwell has quickly Adone all
pages at the back. His lettersaredu ght and he revi ews ftHist | at est
glance, thédook of chess problenis likened toa trivial activity in a list of tasks: a pleasurable
amusement to pass the time andeveliboredom while Cromwell, an avid chess player, regai
his health. Yet the chess problgnon closer inspectiomoth becoméoth a motif for the larger
|l egal and political moves Cromwel | plays in t

andact asan activity that keeplsis mind sharp in ordetio perform his job successfully. For

123 Alfred Binet, Psychologie des grands calculateurs et joueurs en géteecs: Hachette, 1894), 33.
124 Alexander Kotov,Think Like a Grandmastetrans. Bernard Cafferty (London: Batsford, 1971), 137.
125 Hilary Mantel,WolfHall (New York: Fourth Estate, 2009), 508.
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Mantel 6s Cr omwel | , anbtleodias solpingpmdlemmswhentthe potitical n  a s

landscape of the Tudor court is not readily available.

A subtler detail i n the scespobléenstoMahbutae | 0 s
Bartolomeo de Pacioli (1446//517), an Italian Francisadriar, mathematician, armgrominent
figure in the development @farly accounting practices. Ttext Mantel alludes to is a treatise
on chess, title@®e Ludo Scaccham[On the Game of Chess], composed around 1500 by Pacioli
andredi scovered by book historian Duilio Contin
volume private library in 2008°Dedi cat ed t o the chess enthusi as
manuscript includes @nhundred chess problems that Franco Rocco speculates may have been
designed and drawn by Leonar daohedknace tdihen@oliden Paci
Mean (a numericatio of approximately 1: 1.6185/ Additionally, the collection includes an
amal gamation of problems that use either medi
furious], which refers to t h'Conposedfordosth new, mo
edi fication and entertainment, plwlearar¢ i 6s (and
glimpse into the gameds transition to modern
in other manuscripts across Europe in the fifteenth and sixteenth cetttimed/olf Hall,
Cromwell does not simpluy sompeskRaciholsi @svnp Mo m

the backodo of the manuscript, indicatinog his p

126 Attilio Bartoli Langeli and Enzo Mattesini date the manuscript between the late fifteenth and early

sixteenth century.

127 Franco Roccad,.eonardo and Luca Pacioli, the Evidence: New Rules New Shapes in the Njanofscr

Luca Pacioli about Chegtexington: CreateSpace, 2013).

1%See Mark Tayl or fAHow [Chedsintthe Midd@wges and Eady Mblderd Age: i n

A Fundamental Thought Paradigm of the Premodern Worlde d . Dani el O6Sul,Jivan (
2012), 16984.

129Murray, A History of Chess776-810 (see chap. 1 n).7
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political strategyChess here stands in as a metaphor for emerging early modern politics:

Cr o mw eompositens areriginal, contributing to new ideas alongside Pacioli rather than

copying older Arabic and Muslim problemss a man rising in political stature from among the

lower ranks of society, Cromwell is, in effect, also creating this new political game as snuch a

he participates in it, pioneering new forms of political maneuverings in early modern Enhgland

that is, moves that mark a distinct shift from medieval to early modern prakistas the

changing rules in chess mirrocantinent n  t r an s ist iaonnd, CRacmweelliléds che
become a space showcase skill of the game and, for Cromwtelldevelop skilldor problem

solvingthat he will later applyo other areas of his life.

This wider, more general application of games to-gamerelated taksd a hypothesis
that considers whethetaying gamegan not only improve cognitive abilities such as memory
and attention, but alsenablea transference of expertise to other tésksscurrentlya prevailing
areaof researcthin the fields of cognitive psyh ol ogy and neurosci ence. A
studied using games?0 ponder s PekingbfichesSaar il uo
players and thempactof chesn mental facultie$>° Cognitive scientists Mark Blair, Jozef
Pisk-Dubienski, andAlexander Lee, et al. at Simon Fraser University have also recently begun a
largescale study investigating how players become experts at a skill, using Blizzard

Ent ert ai n reaegy@anSarCraft llasa controlled environment. Using a dataset

130pertti SaariluomaChess Pl ayersd Thinking: ANe@dagkni ti ve Psyc
Routledge, 1995), 3. For study of tasks that chess players of various skill levelggereeialso William
Chase and Herbert Si Qagnitive FsyRologg €978)i58Hh. i n Chess, 0
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of 3,305 players, aged 481, Blair has found cognitiveotor performance decreases after the

age of 24 regardless of skitthe taski*! As Blair, et al. write:

[0]ne possible concern is that our finding of agkated decline in StarCraft 2 could be
due to a speed accuracy traolé older players become slower in virtue of focusing on
accurate movements or strategic planning. It is straightforward to imagine this kind of
tradeoff in a strategy game like chess, where one could improve one's decigions b
spending moréime exploring possible mové#

Players thus reveal how we as humans cultivate learning. In light of the recentsosmld

Obrain trainingdé digital appl i cavwecogniten, softwa
psychologist Eot T. Berkman has also conducted a study showing that thedanaimprove

performance for a given task, buatlkeognitive improvement does not necessarily transfer to

other environment¥’3 Expertiseat chess an&tarCraft II, in other words, may not geralize to

other problerrsolving tasks that require strategic thinking. Conversely, neuroscientist Joaquin
Anguera, et al. studying motor control in adults age8®found that playing video games could

enhance multitasking ability and cognitive contfolh i gh !l i ght [ i ng] the r obus
prefront al cognitive c o¥ilikewssk, the Nirgendw DS dgame t he ag
Brain Age: Train Your Brain in Minutes a Dayvhich is based on neurologist Ryuta

Ka wa s hTramaréus Brain: 60 Day$o a Better Brairand has sold over 33 million copies to

BlJoseph J. Thompson, Mark Blair, and AnRklatedw J. He
CognitiveMotor Decline in Reaction Times in &tologically Valid Video Game Task Begins in Early

Adul t HPboS ONE®.4 (2014): n.p., accessed April. 2014,
http://www.plosone.org/article/info%3Adoi%2F10.1371%2Fjournal.pone.0094215#pone.0094215

Chasel.

132 bid.

133EJiott T. Berkman, LaurenE.Kahbn and Junai d S .-InditedGhdnges ih Inhibiioflyr ai ni n
Control Ne t WherJdurnal af Neurosciengd,.1q2014): 14%7.

1343, A. Aguera, et al. AVideo game t MNatirmmTheg enhanc
InternationalWeekly Journal of Scien&®1.7465 (2013): 97.
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date, includes puzzles, music, memory recall, Sudoku, and other exercises to improve cognition.
Aimed at older playerdrain Ageargues that completing these puzzles keeps certain regions of
the bain active, thereby developing increased mental capacity. The game also includes charts
that track the 6agedé of your brain in human

strategies for cognitive developméftGamestudies scholar Jesper Juainarks that games are

y

Afundamentally a | earning experienceo in thei

psychologists and neuroscientists are currently debating, this ability to learn new skills can be

potentially applicable both inside éwoutside the game®

Was thereanassociation between games, learning, and skill acquisition in the Middle
Ages, such as thoseiggestedhy Mantel? Were games thought of as useful for gaining
knowledge and improving cognitive ability? How were games tagiyen their many regional
variations, and what rolddinarrative play in the composition of these problems? This chapter
addressethese questions by continuing the discussion of games as fluid textual objects | began
in Chapter 1 by examining one foimwhich knowledge and application of games circulated in
manuscripts: problem&ame problent that is, puzzles composed within a closed, logical
system containing a definite solutibrhave longoeenenjoyed by players not only as
recreational activities,Ut alsoasexercises to learn techniques to improve their skill at the game.
As compositions found in manuscripts that negotiate the interplay between entertainment (the

pleasure of the problem) and education (learning new skills), game problems predeintanes

135While a number of neurologists have argued Bratn Ageis effective for combatting dementia

Al zhei mer 6s, others remain skeptical of its abili

136 Jesper JuuHalf-Real,5 (see chap. 1 n. 3).
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for examining how medieval players and readers thought of games as ways in which to gain

knowledge skill, and improve their lives.

Consider, for instance, problemseventh r ee i n Al fonso X0s encyc

opus,Libro de los Juegoplhe Book of Ganes] (Figure 2.1):

® W X & a 1

king queen rook bishop  knight  pawn

A B C D E F G H

8 8
7 7
6 6
5 5
4 4
3 3
2 2
1 1

Figure 2.1: Problem 73,bros de los juegos

Written around 1282, thextfeatures problems and instructions for a variety of games played in
the Spanish courts at the time, including chess, merels, tables, dice, and asaiogmes.
This particular problem is not of Arabic origin, but rather part of a supplementary collection of

fifteen problems composed in thirteertntury Europe. The other eighgight problems are
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derived from Arabic manuscripts. Problem sevehtge s achesanate in threg@uzzlethat is

solved by checkmating with a black paiva move considered highly skilled, for the lowest

valued piece wins against the highest valued pEcgire 2.1)*” While the problem promises

to teach the player a covetedchess v e, whi ch woul d certainly sho
more I mportantly, oneoseppesetegen Ahéopsobbkei

leading a balanceahnd virtuous life"3®

Chess problems, which | discuss in detail belexemplifycomplex spaces for
under standi ng t hTee Bgak of¢he DuchedsrGristanaec teerBtack Knight
blames his defat at a game of chess againatly. Fortune on his lack of skill, believing more

practice with chess problems may have helped thivarbss of hiserse(queen):

Ful craftier to pley she was

Than Athalus, that made the game
First of the ches, so was hys name.
But God wolde | had oones or twyes
Ykoud and knowe the jeupardyes
That kowde the Grek Pictagores!

| should have pleyd the bat ches
And kept my fers the bet therb3?

Here the Black Knight believes that intellect and knowledge of the game is the chief, and only,
factor in determining the outcome. Jenny Adam

instance to gamble f@ | a n ¢ h,andl sthet litefargritics have considered the game

137 Solution: 1. Kc3; 2. Kth2 +; 3. Pd3 m. See MurrAylistory of Ches§70-71 and Sonja Musser

Gol |l aday, fiLos Libros de Acedrex Dados E Tabl as:
Al fonso X0s O6BoPkhkDoDi &Gamesati on (UmMB.versity of Ar
1381 uis Vazquez de Parga, "Alfonso X el Sabio,'Libros del ajedrex, dados y tablasds. Vicent Garcia

Editores, Valencia, and Ediciones Poniente (Madrid: Patrimonio Nacional, 19828.13

139 Gedfrey ChaucerThe Book of the Duchesghe Riversid€haucer, ed. Larry D. Bensori¢ 8dn.

(Boston: Houghton Mifflin, 1987), lines 6639.
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met aphor as a deliberate r het or i"Batithechdss at egy
game also reveals adsanse ofloss f ort une proves to be a for mi
opponent who calls checkmat e doftanregandedimhed poyn
Middle Ages as one of the most difficult tactics to checkmate an opponent. As the Black Knight
states, A[m]lJ]yself | wol de hawasshed/&Ghetoghethe a me, /
more excused be. 0 The chess problems act as a
positions, but Chaucer paints the irony of the game in the problem: despite a foreseeable loss
against Ladyrortune, the Black Knight neveelesscharacterizethe jeupardyesas the key for

securing victory.

Gameproblems in the later Middle Agéssuch as thencyclopedigeu-parti collections
composed primarily for table gan@egjainedoccasionalusas t ool s f or i ncreasi
gamng, often for the purpose of winning wagers at court in addition to being pleasurable
intellectual exercise®espite the prevalence of game problem collections across Europe,
including seven extant problem collections in later medieval England, schalarpaid little
attention to the genre, with the exception of chess historian Harold Murray in his pioneering tour
de force A History of ChessThis chapteprovides a fresh investigation ofedievalgame
problem® namely recreational mathematmsd chesproblem® by addressing how thesexts

exemplify idea of skill, mastery, and pleasure within different social contexts, from gentry

“Jenny Adams, APawn Takes KniTgeBook of th€Quehesibhe Pl ayi ng
Chaucer Review84 (1999): 1323 4 . Mar gar et Connol ThgChauteCReua®® er and

(1994): 43. Connollydéds argument seems to be based
argues that the |line fiThogh vy edfilomafturé edisons. Rramkdin f er s e
D. Cool ey, ATwo Not e Bookof theacheSd#oelesnsLanjuage Nate&3i n

(1948):3435. Gui l l emette Bolens and Paul BBokofthay!l or , AT

Duchess ®he Chaucer Revie@2 (1998): 325.
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households to clerical cloisters and abbeys. Game problems are more than simple exercises: they
incorporate varying degreef storytelling, aestheticyout,andcompilationstrategies in order

to create interactive experiences for players, who use problems as supplements to learning the
game od similar to websites likkumosity astoolsto sharpen mental facultie&s a result,

game problems demonstrate how medieval games, like-tgxtse could be used for multiple

purposes depending on the .needs of their players. The first section examines how mathematical
problems, as the first type of problem in the Middle Ages uséabésfor learning and skill
acquisition, become intertwined with recreat:.i
observations of chess problems, collections, and manuscripts, the second section traces the
reception and compilation of chess problemezmions in later medieval England. In both

instances, game problems, which have their roots in medieval education, intersect with ideas of

learning and cognition and display the fluidity and adaptability of medieval games.

2.1 Algebrais for Lovers

Probkem solvingis atthe heart of all mathematics imedieval anadnodern educational
curriculat* it involves both a task and a motivated solver who must act in ordeivea
problem Problems demand active participation, requiring the solver to play ataligitate the
experienceln order to be considered a mathematical probteathematicatoncepts and
principlesmustbe used irthe derivation of aanswer. While problems may appear as a word or

visual problemsuch acomposition stands in to illusteat technique amathematical concept.

Wsee, for instance, Alan H. Shoenfeld, fALearning
Met acognition, and Se n $landbbbk foriraseprch on Matherhatices Tieachingc s , 0
and Learninged. D. Grouws (New York: MacMillan992), 33470.

63



Recreational mathematics, a branch of mathemedicgosed for entertainmethiat often
describs unrealisticsituations, highlights the enjoyment of problswmiving as a meaningful
activity. Puzzles and problemstaate to specific rules and have set goals but they are, for the
most part, not inherently competitive in nature. While modern game studies scholars separate
games from puzzles, their aspects in the Middle Ages are closely linked and, using the
framework loutlined in Chapter 1, could be considered gdikee especially for problems that
appear in collections af e ma n d e s ordmoagtextual game boardé A solver completes
the problem by discovering the solution, but does not necessarily lose iftie @arsot solve
the puzzle. Game designer Chris Crawford elaborates that puzzles are static and unchanging
while games are dynamic, but modern excep@iosisch as the card game Solitaire and the
adventure video game gefrelo exist. For medieval games anargaproblems, each
playthrough can have a number of divergent possibilities, while a modern crosswords or chess
puzzles do not often change on the page with each interdttidiathematical problems can
range from abstract puzzlt familiar, relatable sit@tions in need of resolutiodue in part to
their ability to interminglealgebraand storytellingrecreationaproblems can also reflect
cultural ideas and values in thdepictions of objects and issues or in tba@-world application
of a s obactker 6s ap

The earliestecreational mathematicptoblems in EHropestemmed fronalgebraic

exercises used to teach principles of algebra and other mathematical candepé&se not

142 For a discussion of the ontological difference between puzzles and games, SdatW&arhulahti,
APuzzle is not a Game! BPeoseedmgs SIIDIGRA 201BrDefsagginf Ch al | e
Game StudieDiGRA accessed August 22, R) http://www.digra.org/wpcontent/uploads/digital
library/paper_179.pdf

143The distinction between games and puzzles is difficult to discern and thoroughly subjective. Crawford,

The Art of Computer Game Desidr3 (see chap. 1 n. 8
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originally associated with other known gameéke oldesknowncollection ofrecreational

mathematical problemshe Latin treatisePropositiones ad Acuendos Juveffeoblems to

Sharpen the Youngyyasfirst composedn Anglo-Saxon Englandwritten by Alcuin of York(c.
740-804),Propositionesxists in twelve extant manuscrifitee earliest manuscripiates from

the late ninth centurgnd others extend to the eighteenth centtffyJhe fifty-three problems

combine narrative and logic, wherein #wd of the storyeveals thesolution.Problem eighteen,

for instance, presentsthee ader wi t h o0 ncer oosfs itnhged fpirroshtl efimsi,v etri

Probl em of t he Wol f , the Goat , and a Bunch of

Homo quidam debebat ultra fluvium transferre lupum et capram et fasciculum cauli, et
non potuit aliam navem invenire, nisi quae sltentum ex ipsis ferre valebat.
Pracceptum itaque ei fuerat, ut omnia haec ultra omnino illaesa transferret. Dicat, qui
potest, quomodo eos illaesos transferre potuit.

Solutio: Simili namque tenore ducerem prius capram et dimitterem foris lupum et
caulum.Tum deinde venirem lupumque transferrem, lupoque foras misso rursus capram
navi receptam ultra reducerem, capramque foris missa caulum transveherem ultra, atque
iterum remigassem, capramgue assumptam ultra duxissem. Sicque faciente facta erit
remigatio shubris absque voragine laceratiotts.

[A certain man had to take a wolf, a goat, and a bunch of cabbages across a river. The
only boat he could find could only take two of them at a time. But he had been ordered to
transfer all of these to ¢hother side mdamaged. Saype who is able, in what manner the
man was able to cross the river with the goods intact?

Solution: | would take the goat and leave the wolf and the cabbage. Then | would return
and take the wolf across the river. Having put the wolf orother side | would take the
goat back over. Having left that behind, | would take the cabbage across. | would then
row across again, and having picked up the goat take it over once more. Thus, by doing
all this rowing the man will become healthy, and withany lacerating catastrophe].

144 Menso, Folkertsed.,Die alteste mathematische Aufgabensammiung in lateinischer Sprache: Die
Alkuin zugeschriebenen: Propositiones ad Acuendos luy@ies: Springer, 1978), 180, see esp. pp.
15-21 for a list of extant manuscripts that cont@mopositiones ad AcuendduvenesSee also: John
Hadl ey, APr obl ems TheoMatBdmaticg) @azet#® (1992):Xa@26.n g , O

145 Folkerts,Die alteste mathematisch®&4-55. All translations from Latin are my own.
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Whil e the problems are pr esweritingard pasisgothee cr eat i o
problemneverthelesattempts to help improve mental faculti@écuin also composed the first

problems for children and desiredsés, objects, and subjects that would be both familiar and

delightful for retaining attentiah a methodology that he could have certainly borrowed from

texts such as Amsdoetica(EOBEE)® AsfHbrace writes ia His ofjuoted

di ct wtprodessa@uoluraut delectarpoetad aut simul et iucunda et idonea dicere @ita

[poets aim either tbenefit, or to amuse, or to utter words at@both pleasing and helpful to

life]. 24" For Horace, poets should aspire to teach and delight, ratherth t o use St. Pal
imagery, separate the wheat from the ck&fErom their inception in medieval culture,

mathematical problems, such as those composed by Alcuin, were often infused with a sense of

pleasure for the ease of learning.

Al cui nds emotonlybfemvgitten as descriptive stories,thatthemese
employs alsaelate to objects and events from everyday life, from ploughing fields to
propasitions ofmarriage.The object of the problems was, of course, to teach the reader

mathematicaprinciples or, at the very least, provide an interesting puzzle to pass the time, but

YD, A. Russel | ,Horadgred C.P.N.€ostdormonoRoltledge and Kegan Paul, 1973),

11334 and 137.

Y'H, Rushton Faircl ough, HoraceaSatges, EpisieE hne Aré\RPoeticao f Poet r
(Cambridge, MA: Harvard University Press, 1926), 483

148 By mingling pragmatism with pleasuretvit r egar d t o poetry, Horaceds do
writers and educators well into the Early Modern
profit and pleasure in relation to preatdary fAcreate

uncertainty about which activit iDbBefendiogliesmatureinut ed e
Early Modern England: Renaissance Literary Theory in Social Co(@anhbridge: Cambridge
University Press, 2006), 1.
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Al cuindés emphasis on everyday events al so

Problem twentyone, for instance, asks the solver how many sheep can begatfield:

Est campus, qui habet in longitudine pe@eS et in latitudine pedes C.ol6 ibidem
mittere oves, sic tamen, ut unaquaequs babbeat in longitudine pedegiMn latitudine
pedes IV. Dicat, rogo, qui valet, quot oves ibidem locari possunt.

Solutio: Est campus, qui habet in longitudine pe@eS et in latitudine pedes Colb
ibidem mittere oves, sic tamen, ut unaquaeque loabeat in longitudine pedegiMn
latitudine pedes IV. Dicat, rogo, qui valet, quot oves ibidem locari po&8unt.

[Thereis a field with a length of 200 feet and a width of 100 feet. | want to place sheep in

di

it so that each sheep has a space of five feet by four feet. How many sheep can be put in

the field?

Solution: This field has the length of 200 feet and breadth ofd€i0 The number of
fives in 200 is 40; dividing 100 by 4 the fourth paitL00 is 25 Since there are 40 fives

and 24 fours, 1000 fills the quota. Therefore, this is the number of sheep that can be

placed into the field].

The agricultural economic probleinere reveals how, for many of the algebraic problems,
solvers could apply them directly to their own realrld concerns, whether for increasing the

efficiency of their operations or gaining profit.

Indeed, recreational mathematics problems originated fnercantile trade and many

problem collections deal chiefly with finance, exchange, and other issues relevant to the lives of

merchantslin his discussion of the rise of algebra in early medieval Italy, Jacques Sesiano notes

that Al t al y dngintensely thtowgimotut he Meditereadean, had a pressing need for
mat hemati cs ap pPTymcdl probtemdoroapplicatiorc e cbuded s al

expenditures, an d®ltednardolfiPisa (fargousty knownas Leaardo. 0

149 Folkerts,Die altese mathematische Aufgabensammi|ub@57.
150 Jacques SesianAn Introduction to the History of Algebra: Solving Equations from Mesopotamian

Times to the Renaissandsns. Anna Pierrehumbert (Providence, Rhode Island: American Mathematical

Society, 2009)95.
11bid., 97.
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Fibonacci) leanedmathematic$or commerce from his father, a merchant who often traveled for
work to Bougie (Algeria); he later composed thiger Abaci(1202), a treatise of fifteen chapters
including numerous recreational mathematical probjenany of which were afipable to
mercantile economicg he problem Fibonacci is perhaps most known for is a recreational
mathematical problem involving tlieproductiorof rabbits!>>Wh i | e F i rhbbitprabtemi 6 s
began as a recreational exercise, it nevertheless mirronwoddlphenomena and has more
recently found utility in computational and biological algorithf¥ff=or modern instructional
designin educationDavid Jonassen argues thathematicaproblems encountered by students
are not engagindue to their abstractivand cannobe extrapolatd to reatworld concerng®
Conversely, lte educationaleconomicand mercantile origins of mathematical exercises and
recreational mathematios the Middle Ages reveal a much more nuanced interplay between

problems and life: @-world concerns and familiar objects influence the composition and

%2The fAFibonacci Sequenced asks the solver how man
single pair of rabbits shut inside a field using the following conditions: [1] the interval between two
generations, the gestation tinasd the time to reach adulthood are all one month; [2] rabbits mate

immediately after giving birth to offspring; [3] each litter comprises a pair of rabbits (one male, one

female); and [4] no rabbit escapes or dies during the year. The solution fobegaence (= Fi 1 + K

i 2). At the end of th@th month, the number of the pairs of rabbits is equal to the number of new pairs of
rabbits. For the first month, then, the first pair mates, so there is still only one pair. At the end of the

second mort, the female rabbits gives birth to a new pair, so there are now two rabbit pairs in the field.

At the end of the third month, the first pair produces another set of offspring, so there are now three pairs

in the field. At the end of the fourth month, bahe first and second pairs produce offspring, so five pairs

of rabbits exist in the field. Thus, the number of pairs at the end of the year i5377 (F

153 The Fibonacci sequence has, for instance, helped us reveal rhythmic patterns in nature such as the
shape of pine cones from conifer trees. See Al Tfre
Fibonacci Quarterly7.5 (1969): 52532.

“pavid H. Jonassen, #ATowar d aEduoaienal GechnolobyeResearzcho f Pr
and Development84 (2000): 63.
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narrative descriptions of these puzzles at the same time the mathematical mechanics at play

prove useful for realvorld issues.

Mathematical problems, due to their usefulness for sokwsgyday concerns and
playfulness, also find applicability among women educating their children and governing
households. In the Carolingidiber Manualis(841-43), a handbook written by the Duchess
Dhuoda to her son William to help guide his social adearent and moral behavior, she
devotes book nine to computations, numerology, and mathematics, drawing her inspiration and
sources from computi ng Trextatesar tlee,GospehadJomni t es Aug
Bi blical numerologhosanotd A&dotDhundafvdseamaviti e o bi rt
reader and had access to mathematical books. She also likely had a rudimentary understanding of
mathematics and computation. As the only book written by a woman to survive the Carolingian
period,Liber Manualisthus sheds rare insight into the education and knowledge of noble

women.

Women were often nainly educators, but also househab@dnagersn chargeof stock,
farming,revenueservantsandentertaining guests® Christinede Pizan, in her fifteentbentury
conduct manual dedicated to Princess Margaret of Burguuedyesor de la cité des dames de
degré en degrfThe Treasure of the City of Ladies, also known as The Book of the Three

Virtues] (1405), discusses the various household responsibilities andeqsksd in order to be

155 Marcelle Thiebaux, Introduction tdber Manualis Handbook for her Warrior Sgriby Dhuoda

(Cambridge: Cambridge University Press, 1998), 10.

%jJoanna H. Drell, AAri st ocr a fTHe OxfoEddHandlmokiofaMomen Wo me n
andGender in Medieval Europeds. Judith M. Bennett and Ruth Mazzo Karras (Oxford: Oxford

University Press, 2013), 322.
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effective managersyhich oftenincluded the need to eoficient in mathematic®’ In another
household book from fourteentientury Paris written by an aging husband to his teenage wife,

Le Menagier de ParifThe Goodman of Parisfection three (now lost in all extant manuscripts)

was dedicated to parlour games for indoor entertainment, including dice, chess, riddles, and
mathematical games. Christine Rose argues that this conduct book shapes the identity and role of
womenfromanal e per spective: fiHis book of keeping
womerd i n t h e P®Nevprihadessethedousehold management and games sections

indicate how women assumed responsibility for governance and entertainment.

If algebraic problems dmbit aspects of pleasure and edification and could be used
recreationally, then what is their relation to medieval gameg®o fifteenthcentury
incunabula printed by Colard Mansion of Bruges, a friend of William Caxton, a collection of
recreational miematical problems is preserved among a larger miscellasgnofndes
d 6 a mditled Les Adevineaux amouret® As James Hassellr. notes, much of the content
for LesAdevineaux amourewxas drawn from multiple oral and written sources and compiled in
Northern France or Belgium sometime around 149Thed e ma n d e s , whizheareo u r s
guestions and answers of love used in gdike Le Roi Qui Ne Menfdiscussed in more detail

in Chapters 1 and 3), were played among a mixed group of playessiaed as social context

157 Christine de Pizalh Me di eval Womandés Mirror of Hedor: The
Madeleine Pelner Cosman, trans. @yaCannon Willard (Tenafly, NJ: Bard Hill Press, 1989).
8Christine M. Rose, fiWhat Every GodaeMepagiere Want s:
Paris/ The Goodman of Parjs8tudia Anglica Posnaniensia: International Review of English St@8ies

(2002): 397.
159 paris, Bibliotheque Nationale de France, Rés. Ye. 93 and Paris, Bibliotheque Nationale de France, Rés.
Ye. 186. The accepted dates are c. 14 ArflorousSe e J a me

Games: A Critical Edition of Les Adevinea@moureuxXAustin: University of Texas Press, 1974), xvii.
160 Hassell Amourous Gamesxviii.
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for intimate conversatiarAs questions that illuminate cultural values and relatable situations
through discussion and refgay, thedemandeseflect interests and concerfogaindwithin

spaces oflalliance, much like the sections reserfer games as one way to amuse guest®in
Menagier de ParisQuestion 220 asks, for instance, to calculate the number of dinner guests

seated at the table:

Compaignons estoient assis au disner; ille
compgni e et feussi ®s ung cent. o Et |1 6un des
point cent, maiz se nous estions encoires autant que nous sommes, et la moittié de autant,
et | e quart de autant, et toy avecgtaes, ad

savoir quell nombre ilz seoient au disher.

[ Companions are seated at dinner; they see
companions and make them one hundredAnd one of the dinner gt
are not at all a hundred, but we asgce as we seem, half of what we are, and a quarter,

and also you included, and we are neither
seated at dinner?]

None of the recreational mathematical problems concern matters of loveydivatthey do
contribute to a culturef polite societyand good household managemétar the above
guestion, the composer provides the algebraic equation in order to solve the probleri2 2
x/4 + 1 = 100, which, when solved, reveals that there are 36 guestst @edimner®? While the
mathematical problems could be considered educational on their own, their insertion in the
demandesollectiord as problems added without any visual differentiation from other
demanded suggests that their primary purposd.@s Adeineaux amoureuwas for leisure
rather than learning. Like othdemandeg the collection, the algebraic problems could be
asked within a social parlour game among house guests, family, or friends. Sjrotlaty

mathematical problemnia the collectiorfocus on themes of feasting, wedding gifts, travel, and

181 1bid., 55. The translation is my own.
162Tg solve: 1k + 4 = 400x = 36. Therefore, there are 36 guests present at the meal.
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the division of estate§ive problemq214, 215, 220, 223, and 22&nong the 40 mathematical

demandegxplicitly focus on suppefor instance.

Earlierdemande# Les Adevineaux amouretocus onquestions of loveand the
mathematical problems add a sense of realism to the colleQumstion 75, foexample asks
whatis the best virtue a man or woman in this world could possess other than loyalty (answer: a
prudent manner and temperament) andeQs t i on 38 asks the player,
quelle chose est amour $inlLesRAdevineauk amasektkey ou wh a't
compiler organized the miscellany by grouping different types of questions together, including a
series of prose @stions of love between@amoiselleandChevalier(fols. 1w+13v), riddles
(fols.24r-2 1 r ) , fAvendiot iwohn sc he na r adivacgieasies queneudiéat o
collection of popular superstitions) (fols. 228v), and mathematical problerfisls. 24r-27v).
An early modern manuscript, Chantilly, Musée Condé, MS 654 (1b&2¢adplaces the

problem collection between questions of love (fols.-88v).

Whil e the pr obl ePropositiooeainpthy a vaetyAflfictitiousarad s
reaklife concernsthemathematicaproblems inLes Adevineaux amoureagrrespond more
directly to issues relating to élite entertainment and household manadieémbse found or
alluded to in other domestic advice manéashowing again how algebraic problenmull be
used simultaneously as forms of entertainment and as tools applicable to, or at least familiar
with, reatworld issuesMedievalistsdo not yet know the origin of the mathematical problem
groupin thedemandesollection butthe problems seem deed, in part, from mercantile

exercisesimilar to those composed by Fibonadbree problems depict wine merchants (217,

163 Hassell Amorous Game£2 and 4.
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229, and 230), one asks the solver to divide casks of fish among merchants (234), and another

deals with the purchase of horses (2Rl others discuss the exchange of animals (219),

capital gains (246), and dealings at a tavern (224). The insertion of a recreational mathematical

problem group into a collection demandesherefore does not recycle or appropriate the genre,
but raher illustrates how easily the genre could suit a variety of entertainarehtsocial
classesMathematical exercises were not ongedin university curriculeandthe apprenticeship

of merchants, but also enjoybg noble and gentle men and womemass in which topass the
time as a social amusement and form of edificatrmiyuding in good household management,

whichreflects thevaluesand lifestyes of the gentry and nobility.

Recreational mathematidke earliest problemto appear in medievahgland,thus
move between spaceslefirningandplay and as we have seen ab@dvevasadapted for either
educationabr leisurelypursuits. While recreational mathematersblemsare not games in
themselves, compilers could adapt thesquestiondo be usd in courtly games such as those
played withthed e ma n d e s Thénaexhsectionof.this chapter explores more closely the
relationship between skill acquisition, cognition, and storytelling in medieval chess prdblems

the most popular type of game plain in medieval Europe.

2.2 Sites of Learning

AThat due knowledge of any subject not per
knowl edge of its el ements or parts is a truis
chessmaster James Mason (18995) in hs widely influential treatis@ he Art of Chesgl895);

Anow to form just ideas of the parts or el eme
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consider them each separately at first, and not to confound them all into one view, so that, as it
were,wec annot see t he%wWaumber df chess masters compesedschess
books in the ninet €leerAit dfiChesgvastonerofithe firdt nahdbdsta s o n 6 s
provide a general overview and methodology for learning the game. For Masnmdedress
was more than simply memorizing solutions to problems. He devised an approach for teaching
chess to beginners that met with lasting appeal and remained popular well into the twentieth
century: fAhavi négacored methockwd eabld s to frace thes connections
and interactions, until we may eventually perceive them working together according to that
controlling principle of unity in diversity which is the last to be discovered in the actual
g a m¥°Mason breaks down the ganméa sections compiiisg problems focusing on a
different aspestof the gamé endings, combinations, and openiddseginning with the
endgame since it has the fewest piegbikh makes iteasier to learn how pieces move and work
together. Mason alsgradually incrementghe quantityandvariety ofpieces on the board,
moving from pawns (the simplest pieces) to the Queen (the most complicated piece), and
presents not only the correct sequence of moves for the outcome, but also a reasoning behind the
strategy.

Masonbds t eac hiThedrt gl @hesknpliesthptistydentsrmust go beyond
memory and mimicry in order to learn the game. Chess is such a complex logic system that
numerous theorig®r skill acquisitionhave been developed over the past twadhesh years that
combineideasof learning cognitive processing, and the mifychologisA | f r ed Cl evel ar

mo d e | of skill acquisition in chess similarly

164 James Masor he Art of Ches@New York: Dover, 1958), 3.
165 pid., 3.
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sense, 0 wherein pl ay eingandyaue of eawhwpiecedondifferent of t h e
situationst®® Still others suggest that learning (agxteling at chess involves pattern

recognition otthe use of knowledge of chess to search for alternative situations to given
positions on the board’Chessis 6 per fect o strategy game: al l
displayed to each player and there are no chance moves. While chess may at éirsiaqmbe

in design, with sixtyfour chequered squares, thittyo pieces, two opponents, and one winner,

the numiler of variationd which contains between 40" 10°°positions and 1%° possible chess

game variations in the modern gainmakesthis finite gamehighly complex®® While the

medieval game had a smallermber of variations, the fusion of simplicity and nfaliousness

still presented a challenge for medieval players who wished to mastet®@hessnentioned

above, cognitive psychologidtave long studiedhether chess, agask environment, can

illustrate human thinkingrocesseand show howelatedbehavoural models are transferable to

ot her situations. I n the words of Saaril uoma,
chess, we can certainly be able to develop theories that describe selective thinking in other task

environmeR{CGhesa s awse Itlh.ed0 idr osophila of cognitiywv

A1 fred A. Cleveland, fAThe PsychliurmagfiPsyohblogfhess an
18.3 (1907): 269808.

167See Saariluom&K hess Pl ayg0d.o6 Thinking

1881n his £minal work on chess, Claude Shannon determined the lower bound for the number of chess
positions was estimatedtobe®i0now cal |l ed the fAShannon Number o) u:
32!(8)4(2")°. His conclusions, however, did not omit illegal moves. Boildi on Shannondés forn
Victor Allis calculated the upper bound of gatnee complexities to be 30 Allis also estimated that the

possible number of game variations to b&3@vhich is more than the number of atoms in the universe.

Cl aude Shogmrmammi nfigPra Co mp ut Rhilosophical M&yazmdli(1859): Ches s, 0
25675 and Victor Alli s, AfSearching for Solutions il
(University of Limburg, 1994).

189 Scholars have yet to calculate the number of tiaria in the various medieval assizes.

"SaariluomaChess Pl ayelf.sd Thinking
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we as humans acquire knowledge, but also what differentiates novices from masters in the game

and in other areas of expertige.

Masonds methodol ogy for t eaaebntimtgachinge game
chess. Before the nineteenth century, teaching chess from manuals often consisted of an
explanation of rul es, s uc hThae €om@léabGamestE679ot t on O
or a series of problems (or botfi§.How did medieval @yers learn the skill of the game? Were
there strategies for teaching chess to novices and, if so, how did they differ from later
epistemological approaches? Were medieval chess problems adapteddanreorelated tasks?

This section examines the stratsgand methodsy which teachers, composers, and scribe
compilers taught the popular game of chess to players in medieval England, including

ecclesiastics, thgentry, and university studenia order to understand hawedieval players
learned the gamand how this educatiadiffers from our modern notions of chess and skill

acquisition.

While game studies scholars paint an image of the staticenadard games before the
invention and dissemination of video gamé®ess in the Middle Ages was facta game in
transition. Originating in northern India, chess traveled to Spain and Italy sometime before
1000CE and entered a long period of experieu@mtd in pieces, rules, and material
representatiod throughout medieval Europ@®ur modern rules did not come into play until
about 1475, when the Bishop changed from a leaping to a fluid piece (andeebtesnd

movement to the edges of the board) and}heen adopted the powers of the Rook and Bishop,

1 bid., 3.
172 Charles CottonThe Compleat Gamestaxd. Thomas E. Marston (Barre, MA: Imprint Society, 1970),
42-59.
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thus becoming the most powerful piece in the gafhi&/e can view this transition toward the
modern game through the problem collections that included both medieval and modern rules,

much | i ke PnsinDeludo8ccchpudidcussed at the beginning of this chapter.

Known aslocus partitugLatin), jeu-parti (Old French), angupertie (Middle English),
the medieval chess problem wagginally inherited from earlier Indian and Arabic manuscripts,
wherein solutions to chess problems (also caftedii b)Jt wer e fhi ghly est eeme
players as intellectual puzzI&$.Pioneering chess historian Hardltlirray found over 1600
mari b,UOt many of which are concerned with techni
mani b U was not hi nnginatiomaf & adtuhl game pldyes overehe board which
was deemed worthy of preservation by the players or their contemporaries because of the
brilliance, the diffi cul®Aychesoproblems speadogwaes i a l
in the thirteath century from ltaly and France, the two main centres of problem composition and
compilation, thgeupartieand other game problems became more generallykno as fa posi

in a gamevhd ch the chance of wifhing or | osing

Leaning chess from manuscripts did not, however, begin with the circulation of
problems. he earliest reference tochés€Europeo c cur s i n t he AEinsiedelr

Switzerland(997CE) though the game was likely known beftnes first recorded allusion.

"see Taylor, f@AHow Di d-84ahdeMai@uYalemBir@ of tht1@hésd QueenlA6 9

History (New York: HarperCollins, 2014), 1922 6 f or di scussions of the que
movement on the board.

4Murray, A History of Ches281. Translated from Arabic, the temaril b ($ing.ma n s)imbaas
Afarrangement 0 or fApositiono amddba s meamii wegd Aft ororarte
up, 0 or fAarrange. o0 | bid., 266.

178 1bid., 270.

178 bid., 566.
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Historian RichardEales speculates that the introductiomaithematic$o school curriculavas
accompaniethy chess problems, which actasl exercises to teach practical knowletlgés

Dani el O6Sullivan posits, fAthe notiitbwelFof t wo
established rules that call for implementing social strategies might very well have struck the

i magination of mor e t%Chess remched ESglamddy tledeiienth t hi n k
century, but it did not gain popularity until the twelt@ntury. The earliest playing pieces, found

in Gloucester and Winchester, date between IZ5CE and are sculpted from deer antlers in

an abstract Eastern styi€ All known chess pieces excavated in England date from the post
Anglo-Norman conquest and maave follaved the reintroduction dibula(backgammonin

the eleventh centuryf°

Recorded rules for chess circulated at first in cleteeis such as th¥ersis de Scaccis
in southern Germany and t he L atandnThebetviestc hest er
references to chess show nwgrelycuriosity, butinterest in learning the gamé.he O Wi nc hes't
P o e found in Oxford, Bodleian Library, MS. Cat. Bibl. Cod. 58, p. 110 ¢midlfth c.),

describes each pieead its corresponding movents on the board. For example, the author

177 Richard EalesChess: the History of a Ganfildew York: Facts on File, 1985), 41B. Se also

Murray, A History of Ches<}05.

Dani el O6Sullivan, #Al nt r Ghéssinthe Middle AgedaadERrlyau j eu n
Modern Age: A Fundamental Thought Paradigm of the Premodern World d . Dani el O6Sul I
De Gruyter, 2012), 3.

W1, G. Hassall and J. Rhodes, fAExca¥%,ad iioms at the
Transactions of the Bristol and Gloucester Archaeological Sogt5s (1974): 100 and Martin Biddle,

Object and Economy in Medieval Winchegt@xford: Clarendon1990), 704. Other chess pieces found

in England from the eleventh to the fifteenth centuries were created from chalk, whalebone, wood, and,

mo st not abl vy, j et . For a table of pN oer cneasn  a(hhde st sh, edi
New Appoaches to Board Games Reseatokernational Institute for Asian Studies Working Paper 3,

ed. Alexander de Voogt (Leiden, 1995), 104.

BRji ddl er-NoMimmaagl ©hess, 0 103.
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descri bes t he pawn ntessasseqgiddtorypedites. I Timgpieat pgresties e d e
praelium committere / Neque verti retro queant, sed directe properent / Quod repererint
incautum, per transversumfarnt . 0 [ Each pawn proceeds on foot
a battle of infantry / And do not recoil, but directly they can hasten / In order to strike a guard
diagonally]®! The rules for chess were often regional (called assizes), and players could change
their methods of play oa whim. In England, two assizealled theshort assizeand thdong

assizavere common forms of play, the latter of which waglusechess problem$?206 Sul | i v an
argues that when chess was relatively unknown to audiences, the transmitted allegories and rules
of chess remained nec e $%Ascheskigcredseddmnxptominehde gnd ¢ u mb
popul arity, A pvtetedousexplanatidns dnd srgate dysanic allegories
capable of conveying mean ihAs clancalrtexts and durtidulg an d
relied increasingly on the written word, manuscripts began to act as a method for recording and
circulatingrules to games. Earlier Angldaxon games, such as Hnefatafl, are mentioned rarely

in Anglo-Saxon literatureastheir ruleswere disseminated orally among playetanversely,

181 Murray, History of Chess514-15, lines 1518. The translation is my own.

1821n medeval chess, the movement of the pieces favours leaping as opposed to gliding, which is found

in the modern game. The differences in movement folotig assizere as follows: the King can leap to

a third square on his first move as long as he canndtdxeked by his opponent. He cannot leap over an
enemyds piece or capture a piece by Il eaping to it
only move one square in any direction. A pawn can move two squares in its initial move andwan capt

another pawn, calleen passanf he Queen and promoted pawn have the
(the opponent only has the King piece left on the board) is not necessarily considered a win. See Murray,

A History of Chess46468.

BDani el a®g SuilClhiamgi ng t he Rul es i n GhesdintheMidle di ev al
Ages and Early Modern Age: A Fundamental Thought Paradigm of the Premodern ¥doianiel
O6Sullivan (Boston: De Gruyter, 2012), 201.

1841bid., 201.
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chess allegories describing basic rules begin to appear across Europeesoon dfth e g a me 0 s

inception and rise in popularit§®

Chess did not remaimantellectual activitysolelyof the clergy, however. As the game
gained popularity among the nobility and gentry, chess became an essential pattlef a
chil dbés up bsthougltiomstill goped moral cheracter, tactical skill, and courtly
val ues. Petrus Al fonsi, H e-pentyry tleaiisDis@phinas i ci an,
Clericalis, thatt he seven knightly skills inclwkie, drid
chess,andversgr i t¥hmg. Mer anal ysi s Perteva@idthe DPidoen de Tr ¢
Percevaj Jenny Adams similarly observes that <ches
and intellectual development and can be linked to the growimpda&sis on education in the
thirteenth century®’ The knowledge and education of chess among secular playegainad
primarily through t ut o,0bsttha reardddyulesianchthessat i ng t h
problems show evidence of their use of books#on the game as wéfi® Such an education is
often reflected in medieval romance, where authors describe knights such as Tristram and
Lancelot as accomplishetheslayers By the sixteenth century, chess and other pastimes had
become a weléstablishedorm of entertainment in household gardens and chambers across
England.In The Boke Named the Goverr{@631), Sir Thomas Elyot praises chess as a suitable

game for governing members of the nobility and gentry:

185 See especially Muay, A History of Chess496528.

186 Eperhard Hermes,ed,h e fADi sci pl i na CI| etranscPaR. Quadie (Befkeldyet r us A
University of California Press, 1977), 115.

8Jenny Adams, iMedi eval Chess, Pea gy nwghésdistheEd uc at i
Middle Ages and Early Modern Age: A Fundamental Thought Paradigm of the Premodernétlorid

Dani el O6Sullivan (Bo-3%t on: De Gruyter, 2012), 111
188 Eales,Chess53.
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The chesse, of all games wherin is no boeXgrcise, is mooste to be commended; for

therin is right subtile engine, wherby the wytte is made more sharpe and remembrance
quickened. And it is the more commendable and also commodiouse if the players haue
radde the moralization of the chesse, and whay playe do thinke upon hit; whiche

bokes be in englisshe. But they be very scarse, by cause fewe men do seeke in plaies for
vertue or wisedomé&?

Elyot devoted sections of his educational handbook to pastimes deemed proper for his audience,
includingnot only hunting, dancing, and physical sports, but also board games considered
Ahonest exerciseso comprising methods for fin
as deuising a bataile, or contention betwene vertue and vice, or other like mtieashbonest

i n u e B taBentimént occasionally at odds with ecclesiastical writitfg=or Elyot,

sanctioned gaméschess, tables,and cadds n st i | | desired values, con
and provideanother social outlet as a rest from lab&hessin particular, improves the mind

and teaches moral behavior. Notably, in the passage quoted above, Elyot also ties the experience
ofchesstt he | essons taught i n-cehtargadldgaryhibedde Cessol i s
moribus hominum et officiis nidlom super ludo scacchorufiBook of theMorals of Men and

the Duties of noblés or the Book of Cheys and i s | i kely refEeencing
Game and Playe of the Ched8EWhile he does not address chess problems directly, Elyot
neverthelessssociates chess with the developmentgfroved memory andognitive abilities.

Chess, El yot argues, has the potential to i mp

Setting up the board, as it were, was both a recreational and spiritual nedtteruid incite

189 Sir Thomas ElyotThe Boke Named the Gouernped. Henry Herért Stephen Croft (London: Kegan
Paul, Trench, and Company, 1883), 134
FEor a survey of attitudes toward board games by

et illicitus?6 Chess, Ga me s ,Garaes andGanting in Médevalc h i n Me
Literature, ed. Serina Patterson (New York: Palgrave MacMillan, 20154323
BlFor a detail ed dibegsceGhaptendn of Cessol i sd
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eithervirtue or vice, bukither waythe ability to play chess was an important skill for the social
élite.

Historical dcuments, material artifacts, and literary references may reveal opinions and
evidence of gameplay, but they fail tacoghin detail how the game might have been taught
every case, especially when the specific rules of the game could be changed so easily depending
on the audience or localBroblems recorded on rolls and in manuscripts reveal another way in
which playerdearned chess in the Middle Agd$ie AngleNorman Latin,and Middle English
chess problem manuscripts show evidence of an increased interest in mastering chess as the
manuscripts operate as sites of learning for players$.will demonstratethe probéms also act
as cognitive exercises for learning skills such as proisieliving and logicandcould be adapted
to other academic subjects such as astronomyretldematicsMoreover, chess problems reveal
that board games were not considered static abigcimedieval composers, compilers, and
players, but rather dynamic, malleable textual playspaces. Chess problems were not only valued
differently from modern games in terms of their composition, but were also used for different

purposes by the players arghders who enjoyed them.

Murray remarks that chess problefosnd in Englandi ar e generally of a
elementary and simpletyge di smi ssing them as fAunsophistica
audience of chess playefé Richard Eales similarly downpla the significance of chess
problems, stating that problem manuscripts sh
high, o0 since they fArarely showed signs of tec

pr ot ot2yet adosed glance at medieval chpesblems found in England indicates an

192 Murray, A History of Chess607 and 565.
1931bid., 69.

82



organizational and compositional strategy for teaching chess to the clergy, English gentry, and
students that merifsirtherscrutiny. Sevesurvivingmanuscripts in England, which date from c.
1248to c. 147Qinclude a total 183 problems, 106 of which are variant. Problem collections also
range from agew as two problems to amanyas fifty-five and, and, as a emccurrence matrix
shows (Table 2.1), a number of problems appear in multiple manuscripts, suggelstéirggda s

network ofcollections omproblem collections that stem from completely separate sotfttes.

194 The manuscripts are: London, Britisibtary, Cotton, MS Cleopatra B IX; Cambridge, Trinity

Coll ege, MS O. 2. 45; London, British Library, MS S
MS 13 A.XVIII; London, Royal College of Arms, Roll 20/26; New Haven, Yale University, MS Porter;

Oxford, Bodleian Library, MS Ashmole 344.
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MS 0.2.45 MS MS Sloang MS Royal | Roll MS Porte | MS
(c. 1248) | Cleopatra | 3281 13 A XVIII| 20/26, (c. 1450) | Ashmole
B IX (c. (early (14thc.) | dorse 344 (c.
1273) 1l4th c.) (14th c.) 1470)
Number of
PIEIS 1N G281 g 18 11 55 14 40 41
Manuscript
MS 0.2.45 (c.
1248)

MS Cleopatra B
IX (c. 1273)

MS Sloane 3281
(early 14th c.)

MS Royal 13 A
XVIII (14th c.)

Roll 20/26, dorse
(14th c.)

MS Porter (c.
1450)

MS Ashmole 344
(c. 1470)

Table 2.1: CeOccurrence Matrix of Chess Problem Collections in England, c.-12786
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Murray speculates that four of the seven extant chess problem collections in England were
derived fran a single Latin source (MS Cleopatra B IX, MS Royal 13 A XVIII, MS Porter, and

MS Ashmole 34432° but the low survival rate of early manuscrigtewide variation of

problems among these manuscrjpisd thevariations inordinatio, even among manuscripthat

share a large number of problems, indicate that thiere most likelyseveral nowost problem
collections in circulatiod®® MS Cleopatra B IX, one of the earliest collection of problems in
England, and MS Ashmole 344, the latest problem colleati@ngland, share only three

problens between their collections, for instance (see Table 2.1). Chess problems in England may
not have been overly popular among players, but their composition as an aesthetic puzzle and
cognitive exercise reveals how the magics, texts, layout, aratdinatio render them useful as
pedagogical tools for learning the art and skill of chess in Englahdracteristics that also

show how medieval composers, compilers, and players thought of their game Fpacstsidy
thereforer econsi ders Murrayés initial sdverditg of che:
attention to the genre and provides a starting point for further research in the history and cultural

understanding of chess and other games in the Middle Ages.

2.2.1 Warm Ups and Cool Downs: Early Problems in England

Just as the first recorded rules appeared in clerical manuscripts, members of the clergy
were also among the first players to copy game problems in England despite the suspicious

attitude ecclesiastics heldaard chess and other games in the later Middle AY&he first

19 Murray was unawared®o | | 20/ 26, which also shares a | arge
socal | edNorAmagnh ®@ gr oup.

196 Murray, A History of Chesss79.

¥see Bubczyk, ALudus #4hhonestus et illicitus?,0 2
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extant problems appear in Cambridge, Trinity College, MS O.2 .4t ¢hirteenthcentury
trilingual miscellany penned and compiled at Cerne Abbey in Dorset, England (c. 1248). Two
chess proldms appear at the top of fol. 2r followed by a fourt®s Latin poem commonly
titled ACarmina Ludi Scachorumo [ The Song abo
comprises a diverse array of texts, includimgthematicapuzzles, satires, treatises o
mathematics and astronomy, tracts on the computus, prayers, and prose tales, troesgdies
anintentionalorganizational schema for the first three pages of the manuscript: each leaf
contains visual, interactive texts and activities that focusoatemplating the afterlife, enjoying
earthly pleasuresndsharpening mental faculties, respectivdlfiese introductory texteay
have not only prepared the reader for the other academic and devotional texts in the
manuscripd effectively serving asvarmup exercised but also offered a respite from reading
and studying®® Before | turn to a discussion of the two chess problems, it is necessary to first
outline the items on the first two | eaves in
texts awl inclusion of the problems.

On fol. 1r, the scribes begin the miscellany with a labyraaimposed oén eleven

ringed circuitthrough acircle (Figure 2.3.

%The manuscriptoés missing quires, which include t
comprise sections of London, British Library, Egerton 843. Montague Rhodes Jamé¥estern

Manuscripts in the Library of Trinity College, Cambre&d\ Descriptive CatalogugCambridge:

Cambridge University Press, 1902), 3:48D
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Figure 2.2MS 0.2.45, fol. 1rLabyrinth

Unlike mazes, which consist of a serié$avking paths and dead ends, a labyrinth is a unicursal
winding path that leads to the centre of the civcdecentre that, as the final destination on the
path,sometimegepresented heaven or Jerusalem. Thefldrsymmetry along the path as the

reade 6s eye moves fr om eitcohstrtiorveath severaltRbnenand r c | e

Anglo-Saxon labyrinths, and the spread of the elesigruit design in France, including its
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construction on the pavement floor of Chartres Cathedral in 1201, &dté@stsignificance as a

religious symbol in the Middle Age$§?

The development and popularitytbe medieval labyrintlalso reflects he | mage 6 s
continued representati@s a symbobf devotion and faith. A number of labyrinths, such as
those found at fiens and Reims, were designed as paths for personal meditafitve. image
of the labyrinth in this particular manuscript supports this notion as well. A Latin riddle appears
above the |l abyrinth, signaling Honhgingpoeasmeishcy as
gue sint hec tria dicas: / Quod facit & num f
but what are the three things you declare: whether what he does is done, what he does is done,
and what he does is not dor&]The iiddle provides a guide for the reader with which to use the
|l abyrinth; while the three things stated (fAhe
general, the | abyrinth may have also highligh
locations after death: purgatory, heaven, or hell. While the manuscript pagescdoveythe
same kind of performative, physical experieasealking alongactualpaved labyrinths (which

canmeasure0 0 f eet i n di amet er )nindtofocussoma spdcifice nabl es

199 Between 863 and 871CE Otfrid, a monk from Weissenburg, modified the classicatseu#n

labyrinth pattern by adding four extra circuits, creating the more complesradercuit labyrinth design

known as the fAmedieval | abyrinth. o His drawing in
the development of a number of later thirteenth and fourteenth century labyrinths found in cathedrals and
churches acrossutope. See Wolfgang Haubricl3tdo als Form, Strkturstudien zur Zahlenkomposition

bei Otfrid von Weissenburg und in karolingischer Litergfliibingen: M. Niemeyer, 1968), 2&3.

200 David McCullough,The Unending Mystery: A Journey through Labyrinths lsiades(New York:

Random House, 2004), /@F. For more information about medieval labyrinths and mazes, see also:

William Henry MatthewsMazes and Labyrinths: A General Account of their History and Developments

(New York: Longmans, 1922) and DeAnna Darabkvs ALabyrinths in Medieval
I nvestigation of Form and Function, 06 MA Thesis (U
201 Cambridge, Trinity College, MS 0.2.45, fol 1r.
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space: the singular path directs the eye (and possibly a finger) and the tietirptss
meditative activity furthers the embodied pracfiteThe aesthetic, bounded space thus becomes

a toolwith which to gain spiritual inght and contemplate the path of the soul through life.

The second image on the leaf depicts the spiritual journey more exgidyother
visualexercise portraying a ASpheara Pythagoraeo tha

path fromvitl Aidd)f to mortis )Adeatho) (Figure 2.3

Figure 2.3MS 0.2.45,fol. 1y A Spheara Pyt hagoraeo

202 nterestingly, clinical psychologists and therapists have used medieval labyriigihsdies counseling

and therapy sessions. See, for instance, Michelle
Approach t o Coun s elburnal of Callege Coanselird2t(20a9)a k3#A8 and Ingrid

D. Bl oos and Th o masdMede@blabyrinth and GoltengporarynNarrative

Therapy: How PasworalPsyehglog§0i(2002); 2180.
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The labyrinth, coupled with thfiSpheara Pythagoradhus provides a physical space for such

meditation orthe afterlife. While they differ fronthe chesgroblems, the riddle, labyrinth, and

fiISpheara Pythagoraeevertheless underscore a different kind of problem: salvation after death.

The problems are Asolvedo by édraherdforengndedtopur e C
providea site forexploringmatters of the soul that céimenbe plumbed further by engaging

with the other spiritual texts in the manuscript.

The next leaf, fol. 1v, turns to another matter entirely: that of the leisurely board game

(Figure 2.4:

Figure 2.4 MS 0.2.45, follv, Gane boards
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That these images appear alongsidabyrinthandiSpheara Pythagoraeeveals a close

relationship between mind and soul: the first images provide spiritual nourishment while the later
problems provide intellectuaind pleasurablstimulation.Clergymen often criticized board

games as activities that encouraged idleness, addiction, gambling, and othmrt Hiese is no
indication in MS 0.2.45 that the scribes or compilers exhibited such criticism. In fact, despite
bans from the Cheh, board games continued to be played in abbeys and monasteries
throughout the Middle Age®3 With no instructions or text to accompany the three gooaeds

in MS 0.2.45, the ggemay have been a model for the creatiogarheboards ointended as a
portable collection of games that would haleadybeen familiar to the players (or, at least, the
owner of the manuscript). The games could be played by a reader and another player, much like
the game boardand interactive gamextsdiscussed in Chapters 1 and 3. The game facing the

top right of thepage is merels (from the Latmerellusfgame piece]), which is closely related to

the game Ti€TacToe (also called Noughts and Crosses) and maintained widespread popularity
across medieval Europe as a game for the sociaf®if@gether with chess ardbles, merels

formed the triumvirate of the most wddhown and played board games in medieval Europe.
Game historian David Parlett notes that dAf[i]t

[Marellg] that accompanied the larger varieties of the gamzhneg England in the wake of

22Bubczyk, ALudus inkB8nestus et illicitus?,0 23
204The aim of the game is to arrange three or more pieces in a vertical, horizodi@djomal line on a

board and capture the opponentds pieces. I'n the f
board, and after the pieces have been placed players move pieces onto unoccupied spaces. After each
successful line, heorshexca capt ure an enemyds piece. A player w

with no moves or the opponent only has two pieces left. Alfonso X also includes a variant of the game
using three cubic dice inbros de los juegosA die cast during the first pba of the game with throws of
6,5,4;6,3,3;5,2,2;0r4,1, 1 could break an enemy line and capture a piece. If a line was formed with
the charging piece, the opponent would lose two pieces from the board. After all pieces have been placed
on the boed, the game continues without the use of dice.
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The game board in MS O.2.45 depicts¢har | i er variant of Nine Meno
a triple mill of twentyfour points withotiany diagonal line&’® Each player begins with nine

pieces in this case and can only create vertical or horizontal lines. While the merels board in MS
0.2.45 is a unique textual witness, investigations at ecclesiastical sites in Enegkealthat

othersenjoyed thegame: various merels boards have been found carved into cloister seats at the
cathedrals of Norwich, Canterbury, Gloucester, Chester, Durham, Chichester, Lincoln, Salisbury,

and Westminster Abbeyhich suggespossiblyplay bybuildersor eventhe clergy.?°’

The game board on the bottorght of the page is alquerque, a positional strategy game
and antecedent &nglishdraughts. Players begin by placing twelve pieces onto the two rows
closest to them and the two rightmost spaces in the centre of the board. The scribe clarifies this
positioning byusing green and red ink on each side of the board, though the four pieces placed in
the centre row are reversgskbe kgure 24). In this game, whichwadcas si fi ed as a Aw

by Harold Murray, the player 6s agpiureic,endcan | ump

multiple captures are allowed by jumping over successive pi&dslike merels, alquerque

205 parlett,The Oxford History of Boar@ames 109 (see chap. 1 n. )16

206 See: MurrayA History of BoardGames 37-45 (see chap. 1 n. L@ther popular variants of the game
included Three &e®@dsMMorirs ,s,armsd xTwel ve Mends Morri
207Bell, Board and Table Gamge82 (see chap. 1 n. 16

208 players must capture a piece if it is possible to do so, or else his or her gaming piece is removed from

the board. A player wins the game by capturing allefthopponent 6 s pi eces or the
move. Murray speculates that the Moors introduced the game to Spain. MuH#esfory of Board

Games6566. See also Parlefthe Oxford History of Boarbames 24344 and BellBoard and Table

Games47-48.
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was not widely played in Europ€’ though agame board has also been found etched into the
cloisters at Norwich Cathedral, indicating that the gameplagd on occasion in Englaftf.
The vast majority of gamieoard carvings at English monasteries, cathedrals, and abbeys are
found in the secular and novice cloisters and quarters, though, as Henry-Speggs@otes,
some of the games may have been ettiydolilders?!t

The last gaméoardonthe leftmost side of the page has been much more difficult to
identify. In contrast to the two quadrilateral games, this gasaea 2 x 11 squared board with
twenty-four points coloured red and green (presumaidicatingtwelve gaming pieces for each
player) placedlongthe outer edge of the board. The game appears to have started with a red
piece moved to the centre point of the third row and a green piece moved to the centre point of
the first row (see figue 2.4. Historian Peter Michaelsen conjectures that the game was a chase
game played with digandwaspossiblyanearly version of the Danish gardaldgs®'? The

game board appearing in MS 0.2.45 is the only extant example of this game in Europe outside

209 Alfonso X includes alquerque iribros de los jueggsalling italquerque deloze, and classifies a

variant of t he ¢ga mgueduwe dé\hueyeParleindhe ©sfordNHstory of Boarfl

Games 243.

210 Murray, A History of BoardGames 66.

211 Henry Donald Maurice Spend®nesThe Secrets of a Great Cathed(abndon: J. M. Dent, 1914),

137-38.The game of Fox and Geese also sometimes accompanied Merels. In the North Alley at

Gl oucester Cathedral, for i nsvadantsoFox and Géesa lmoardde n 6 s
are carved into a stone bench. As Henri Jean Loui
exclusively confined to the novicesd alley, the o
ONinemoemdsd board in the south alley, TRend one or
Cathedral Church of Gloucester: A Description of its Fabric and a Brief History of the Episcopal See

2nd ed(London: George Bell, 1900), 108. See also: Peter Hanp#oinfield, The Cathedrals of Great

Britain: Their History and Architecturd_ondon: J. M. Dent, 1916), 203 and 351.

2pet er Mi baidaseAlns el ,mofst f or g ot Board Gamhe Steiedf20td) 22 g a me , 0O
31.
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Scandinaia, and may have been adapted from Arabic or Norwegian versions of thé'game.
Franz Rosenthal notes that a versiodatigswas known in the Near East by 1300CE, but the
game depicted in MS 0.2.45 places the game in Europe nearly half a aanrtienf'*

While gameboardsalsoappear on benchesteps and cloistersnore frequentlyhan
manuscript leaves, the games appearing in MS 0.2.45 show evidence of the use of manuscripts
for interactive activities beyond readimgnother surface for learning and leis. That they are
not accompanied by rules is also telling: while the rules to merels and alquerque were certainly
played on these board layouts, there may have been other rules in circulation as well. The textual
game boards therefore do not necessarggal or dictate the rules of the game. While this may
be suggest that game boards betray signs of signification, | argue that the boards become an open
structure ripe for play depending on the immediate needs of their audiences. The game boards
could beplayed by a small group of clergy playing together huddled around the manuscript, or
perhaps by two monks who wish to use the game as a moral vehicle to reflect on earthly
pleasure. Scholars do not have direct access to such experiences, of courseahugpeeulate
on the ways in which such games may have been used and undbestedan theicompilatian
and readership.

That the chess problems and rules appear together on the page opposite theagdsne
indicate aclear proximal relationship to leisurely play. The inclusiothef poem of chess rules
which appeain four other extant manuscripts including MS Cleopatra B 1X, sugtfest chess
was a new, unfamiliar game that readers may not have been as achwéintesthey were with

other games in the manuscript. The scribal adaptations in the manuscripts copied in England

2131bid., 2527.
214 Franz RosenthaGambling in Islan{Leiden: Brill, 1974), 4445.

94



further attest to a clarification of the rules; while variants of the poem found in France and

Germany devote one or two linestothemogemt s of each piece, endi

cli peo def thakihg deferelthe maces araund[him with shield and swpotide two
versions in England extend the line in order to explain the conditions for ending the game:

Si scacces rege, regalem perdere sedem

Cogitur, et totus sit rex de sede remotus.

Dic regi scaccum; si semita non patet illi,

Matus erit factus nusquam latuisse coactus.

Miles et alphinus, rex, roc, regina, pedinus,

Et inter scaccos alphinus inutilis astat.

[If the king loses his royal seat

Declined, then the king is completely removed from his throne.
Says the king of chess; If the path is not clear to him,
Checkmate will remain hidden by constraints.

Knight and Bishop, King, Rook, Queen, and Pawn

And even among thethe bishop of chess stands helpless].
The goal is to find a way to dethrone the
until pieces are moved and strategies are put into play. While the rules familiarize vatiders
the game, the omissiai a chessboard upon which to pkyggests that readers may have had
access to a physical board. Furthermaredditionto teaching chess, the poem may have also
been conceived as a supplement for solving the chess problems directly above it orethe sam
page.

The two chess problems in MS 0.2.45 also apfmegatheras problem 19 and 20 MS

Cleopatra B IX (Figure 2.5}he two problems in MS Cleopatra B IX were also inserted in a
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different hand and clearlyerenot part of the sources for the origirallection (discussed

below).

Figure 2.5MS 0.2.45, fol 2r, chess problems

Thefact that scribes copied these two problems as a pair in two thideemtlry manuscripts
with their accompanyingatin titles suggests that the problemay havecirculated in other

now-lost Latin collections. The first problem MS O.2.45 (problem 19 in MS CleopaBdX)
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