
The second volume of Terminus from 2025 is devoted to games in 
the late Middle Ages and early modern period. Even though games 
were part of everyday life for all social classes since at least antiquity 
the preservation of the media and means of play (such as decks of 
cards or game pieces) has been very poor. We know almost noth‑
ing about the boards, cards or game books that were produced 
or used in Poland in the Middle Ages and early modern times. 
This makes Magdalena Herman’s study of fragmentary preserved 
16th-century card decks, discovered in the binding of a volume in 
the Cathedral Library in Gniezno, all the more significant. In her 
text, Magdalena Herman analyzed iconography of the cards, re‑
constructing their origin and situating them in their historical and 
artistic context. Małgorzata Biłozór-Salwa’s work investigates rare 
copies of the graphic series: Enigmes joyeuses pour les bons esprits 
and La femme d’honneur. The text presents them as multi-layered 
puzzles designed to stimulate the erotic imagination of the audi‑
ence and surprise them, but also as a source of knowledge about 
social games popular in 17th-century France. Barbara Milewska-
Waźbińska focuses on Neo-Latin texts that mention games played 
with dice. She argues that careful reading early modern Latin sources, 
which have been little studied so far, allows for a better understand‑
ing of the origins of astragali and how they were used as a tool for 
entertainment (gambling included). The author also proves that 
for writers drawing on Greco-Roman literature, dice games were 
a code—a tool of cultural communication and a vehicle for symbol‑
ism understandable to those familiar with the rules of the game. The 
text by Michał Sawczuk shows that games and entertainment were 
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also part of ther’scode for troubadours—they served to build and promote a model 
of masculinity, both chivalrous and courtly.

The articles collected in this volume demonstrate that games diverse in nature 
and function permeated the lives of Europeans in the past centuries. They consti
tuted a source of honest recreation, amusement, delight and titilliation. They were 
a tool for fostering social interactions, stimulating intellectual activity and generating 
laughter. The rules of play were drawn upon when constructing allegorical structures 
in texts and images. Therefore, without knowledge of contemporary games, it is dif‑
ficult today to properly decode the meaning of many mediaeval and early modern 
texts and visual sources.
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