
 

 

 

Last february came out Kingdom Come: Deliverance, a historical game made by 

Warhorse Studios that is settled in the 15th century Bohemia. To know more about 

its development, specially concerning to historical research behind it, we 

interviewed Daniel Vávra, director of the game and Tobias Stolz-Zwilling, PR 

Manager of the company. We recorded it and bring it to you in video with images 

from the game and also written so you can read it in Spanish and English. 

 

 

Tobias Stoltz-Zwilling (T): Hello. 

El Octavo Historiador (EOH): Hello, I’m Patricia and I will be your interviewer,       

  nice to meet you. 

T: Hello, I’m Toby and he is Daniel. 

EOH: Okay, Tobias and Daniel, greetings from Spain, welcome and when you want  

  we can start. 

T: Okay, let’s go. 

EOH: Okay. First of all, from the information that you released and the gameplays we    

could see until now, in Kingdom Come: Deliverance we can observe that we 

have a society with social, religious and cultural problems. As a historical role 

game,    how much freedom of choice will we have to compromise our character 

with one or other ideas? 

Daniel Vávra (D): Generally, let us say, that we give the player lots of choices about     

 how to solve problems. In the story, if you reach a moment when you have 

to make some choice it is usually kind of a personal choice, if you help 

someone or don’t help, if you lie to someone or help him… this kind of 

choices. Regarding this kind of big scale choices, you cannot switch sides. 

For example, you cannot join the opposing forces and start to be against your 

nobility; you cannot switch religion or something like that, so these high-

level choices are not there that much. And it is funny because we were 

already accused of that… because we let the player do something and we are 

not… we let him do whatever he wants and that is absolutely to the player, 
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if he is going to be evil or if he is going to chase women or if he wants to stay 

in celibate, basically. So it is the players choice and, generally, he can do 

whatever he wants, and it is up to him to decide which person he wants to 

be and this is the true role-playing, I would say. 

T: Yes, you need to imagine that for those, I don’t know, one hundred quests we have 

in the game the end is for everyone the same. There is a plot and there is an 

end and everyone has to get to the same point, but how you get there is up to 

you, in most of them, but not in all of them. I would say that for most of the 

quests there are several ways how you can end them, we only tell you the 

most obvious one, usually, but you can solve many quests by using your 

sword, by using your speech skill, by using your thievery, pickpocketing, 

lockpicking and so on… we emphasize the role-playing aspect of RPG pretty 

much, so we want to give the player the choice to do whatever he wants. Of 

course with some limitations. You cannot just say “I want to attack a castle” 

or so. You need to stick to the main story or side quests somehow, you cannot 

break out completely, well theoretically yes but, you cannot attack castles or 

so, this will only happen throughout the main story.  

D: For example, you don’t have to kill anyone in the game, except one person which 

is really unavoidable, do or die situation, that can happen… that will happen 

in the game once. But other than that, you don’t have to kill anyone… and 

even if you fight with people and win, you don’t have to kill them, you can let 

them go, that is how much freedom there is. 

EOH: Well, that sounds great, really great. Okay and having in mind that the game 

begins in 1403, we suppose we will see the first years of the Hussite movement, 

the internal problems of the Catholicism and the beginning of the Protestant 

reform. Do you think those subjects can upset religious sensibilities? 

D: We have [laugh]… there are other things that can upset religious sensibilities, 

much more than those things in the game, I would say. Generally, we touch 

this subject a little, not that much, generally, it is a setup for the Hussite wars. 

In one of the first scenes of the game, people are discussing two Popes, the 

schism, and they are arguing which Pope is the right one and that stuff, so it 

is their present. Several priests in the game are kind of like … this type of 

priest that was criticized by Huss and stuff, so they are the guys who are 

enjoying the rich life and living in sin, basically. While on the other hand, as 

in real life, there are also religious people that are quite good. There is a big 

quest in a monastery where you have to live like a monk for days, basically, 

and sticking to the rules. So yes, we touch religious subjects and I would say 

that I tried to be unbiased, so there are good religious people or good 

examples of how people are guided, and there are also very… quite sinful 

people. Sometimes it is like even funny and… it is kind of… like in real life. 
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T: Yeah, but definitely Kingdom Come has no focus on religion. Well, there is… as 

Daniel said, religion is a topic, but a very minor one. We focus on the civil war 

pretty much and the story of Henry. How he gets turned to the war and so on. 

So yes, religion is something people talk about there, but in Kingdom Come it 

is something secondary.  

EOH: That is great, I mean, it is part of the life in that time so it should be there. 

T: Yes, of course. 

EOH: Okay, and how many problems entails to develop a plot in which the gamer can 

identify him or herself with the main character during the decision-making 

process and, at the same time, has to deal with a closed plot. The same, almost 

I asked before, okay, you have… you can make decisions but, at the same time, 

you have a plot. Is it very difficult to design something like that? 

D: Not for me [laugh]. I don’t know, I’m like really happy, I’m really happy that a lot 

of people, and I mean really a lot of people, like hundreds of people, already 

wrote me and I’m receiving a lot of messages every day, that we are one of 

the very few games where they actually identified with the main character, 

or… actual role-played his life because they felt for him. And also many 

people told me that we are one of the first games where they actually listened 

to what people said, even if it was long because we are very talked at the 

game. There are lots of dialogues and they are quite lengthy… and I hate 

lengthy dialogues in other games, I have to say [Laugh]. But they told me that 

it is so natural and authentic and believable, that they really are interested in 

what those people said and that was our goal basically. We wanted to avoid 

all the cliches and filler dialogues and we really wanted to create like… 

human beings with their own interests and emotions, and we based all the 

quests on those people. So basically what is happening in the quests is driven 

by the motivations and needs of the people that you meet. And I think that 

not many games do this, and when you do it, it kind of doesn’t feel that hard, 

so, I don’t know, if it is hard to other people, for us… of course it is, you need 

to think a lot about what and how you write and how you approached it, and 

writing took us a long time. But generally, you have to set yourself some kind 

of… philosophy, that you will follow during your writing and that is what we 

did and we followed and it worked, seems so far. 

T: Yeah, but the technical side is another issue because the game was somehow 

scripted to be… well, there is an ideal way, of course, of how to play the game. 

Then, there are branches and ideas we added to it as well. But now, that a 

million people are playing Kingdom Come: Deliverance, we see how many 

crazy ideas the people had, and now we see where it eventually break a little 

bit, so… yeah, we have now a million game testers who are telling us what is 

possible and what not… the problems in big RPGs, where you have the 
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freedom to do anything and go wherever you want and do anything you 

want. 

EOH: And during the development of the videogame, which historical documentation 

method do you followed? 

D: I don’t know any documentation method [laugh], but we have a historian on the 

side. The biggest problem for us was that, when you write, for example for 

this monastery quest, you need to know a lot of things of the daily life. How 

they are organized, how do they pray, whose are the text of those prayers… 

and all that little details are very hard to find out for a regular person like me. 

So I read a lot of books but, generally, my knowledge was still limited, so we 

hired a historian. We worked with several other historians as advisors and, 

basically, she compiled a book about daily life and important events for the 

needs of the development, and most of this information we collected is 

present in the game in the form of a Codex. So there is, basically, a medieval 

encyclopedia as a part of the game in the inventory. And it is like a one 

hundred fifty pages long book… so it is quite large… like a lot of information. 

T: Yes, and this historian we have, as Dan said, at the studio, she is also not working 

alone. She was consulting at universities, museums and outside of the studio, 

of course. The game takes place around above fifty kilometres south of us, so 

we went there, we took pictures of all the castles, the churches… we were in 

close contact with the people who are taking care of those churches for 

example. In the big monastery we have in the game, we were even able to go 

inside the bell tower and pretty much everywhere, and all of the hidden 

chambers… We have also a combat system in the game so we invited 

swordfighters to the studio, they told us how 15th-century sword fighting 

looked like, we told them why this is not possible in a videogame and 

together we created some kind of compromise. So yeah, we tried to get a lot 

of information and talk to a lot of people who can help us somehow, but, then 

again, it is just a videogame, so we had to do compromises here and most of 

them are of technical nature. I don’t know, doors have regular height, back 

then they were smaller because they wanted to keep the heat inside, but we 

needed to have them high because of the NPC. When he is walking through 

it, he would have to crouch, which is theoretically possible, but if there is a 

combat situation this would be really a problem, so we said, okay, regular 

heights for the doors, so yeah, it is a thing about compromises. 

EOH: Okay and in that way comes my next question, for example, we are all historians, 

do you use a multidisciplinary group of people specialized in different areas?  

D: You mean advisors? 

EOH: Yes. 
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D: Yeah, for example, when we were trying to find out something about clothing, 

first I studied how it was, I wrote an eighty pages long book, basically, with 

illustrations about what people wore and we drew a lot of sketches of the 

basic types of clothes. Because artists needed to know how it was, and it was 

very different from today, and then we contacted a guy who rolled his… 

diploma or his thesis about medieval clothing and probably the guy is the 

biggest expert in this field in our country. And he is in living history 

reenactment, so he is basically making lots of clothes, even the expensive 

ones, so he is probably the biggest expert around that we could contact, and 

he gave us a lot of advice about clothing. We made later some compromises 

so, some of the costumes might not be 100% accurate… because there are so 

many things in the game that is very hard to keep control about everything 

so, sometimes something could be a little inaccurate or fancier, for example, 

if we want to kind of make some hack to look distinctive. The main hero is a 

blacksmith, so I also spoke with several blacksmiths who are trying to use 

the same methods as they used in medieval times, so I asked them:  “Are we 

doing this right? There is this cutscene where they are assembling the sword, 

is it done this way or is it done in some other way?” So… in such details we 

consulted. 

T: What is funny is that even people who we didn’t talk to contact us. For example, 

there was a guy who was doing medieval furniture and contacted us when 

he heard about this game because wanted to help us, because he was doing 

medieval furniture and he has some pro-tips and if we wanted to talk to him. 

So of course we said: “Why not?” Then he came to the studio, we talked about 

medieval furniture… and it goes even further. I was telling you about the 

swordsmen, we had bow-shooters in the studio; we had those furnishing 

guys in the studio, people who know about clothing and so on. Now, a funny 

thing is that we released the game on Tuesday, right? On February 13, and 

there is a guy that contacted Dan about housing, that the outside of the 

houses is not completely appropriate or not completely right or if he can 

come and tell us something. We said: “of course, come and let us talk about 

housing in Middle Ages”. So yeah, that is  pretty funny. We contacted with 

historians and so on, but we always tried to cooperate with the community 

as well. Daniel was even going to many Facebook groups where reenactment 

groups are meeting and talking about all the stuff… We had to write this 

quest about the monastery and we wanted some backside information: 

“what do you think about this or that? Does anyone know?” And even 

Facebook was actually a help for getting the information. 

EOH: Great, and my next question comes about that, about the background, I mean, 

clothing someone it is not so difficult, there are more studies, but doing a 
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credible background with all the details is very complicated and you have to 

look at every detail. Was it so complicated as it sounds? 

D: It depends. It could be annoying at times because if you write something from the 

present, or if you do anything from the present, you know everything. You 

know how the world around you looks and works, mostly. So, for us 

everything was basically new and unknown, so we had to get to know the 

world and then start to use it and of course that, sometimes, you still kind of 

use nonsensical things, because you forget how… how it worked. But 

generally, if you’re creating a fantasy world, for example, or a science fiction 

world, and if you are serious about it, you also need to create the lore and 

kind of think it through… quite well, so it makes sense. So basically we didn’t 

have to create the background and the lore of the world, we had to learn it, 

that is the difference. And the question is if it is harder to come up with your 

own world or learn how some existing world worked. So basically, I would 

say it feels that it is seriously a very similar work. 

T: But then, it is again something not really good written down or noted from History 

so, for example, music is such a topic we have in the game, but there is almost 

nothing we know about music from the year 1403. There is, of course, some 

music somewhere in France and so on, but many things we found were the 

medieval chorus and usually only Christian texts, with no melody. So our 

musicians had to come out with a little interpretation of this kind of things, 

so when there is, for example, a forest which is pretty much timeless, because 

it looks the same today then we used, we tried to use some kind of timeless 

melody, timeless theme. Sometimes when you go to the pub or so, you get 

what you expect from medieval music, but this is usually something that 

comes or came a little bit later in time. So this is just an interpretation 

because we have no correct evidence of the type of music, but this is a game, 

so you need to have some background music. But we decided to have 

something that fits into the environment. 

EOH: Right. Next question. You have talked about a mission in which you have to be 

inside a monastery, like a monk. And one of our colleagues from the journal has 

seen that it has some similarities with The Abbey of the Crime, another game. 

Is it intentional? A coincidence? How much will we know and live in the 

monastery? I mean, will it be really a religious experience or will it be almost 

something different? 

T: This is a Spanish game right? 

EOH: It is a Spanish game, yes. 

T: I was asked the same thing in Spain when I was there for preview review and I 

think it is completely coincidence. 
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D: Yes… it is. Basically, you can relate it to The Name of the Rose from Umberto Eco, 

and it is similar, so it is kind like this locked area that you cannot leave, and 

there is a crime, and you have to solve it… and in our game, you could be the 

criminal as well, so… yes, there is this similarity but, generally, it is a 

coincidence. 

T: But, if you played Mafia II, maybe you will remember something like this already. 

EOH: It is okay, I mean, if the three games are about the same and they are all okay 

and similar, that means they are historically okay. That is good. Okay, why 

have you choose the medieval ages? I mean, it is a very used age and normally 

if you use medieval people you should use dragons. It is like a “canon”. We are 

not okay with that, we are historians and we want historical games so, why to 

choose this period? 

D: Because I like it [laugh]. Well, our country has a very long heritage. In every city 

there is a castle or château, the centre of the cities are renaissance, baroque, 

gothic…so we are surrounded by history here, luckily. I’m living in a building 

that was originated in the 14th or 15th century and I’m in the middle of the 

gothic area of Prague and I see a castle from my window and one of the most 

famous baroque churches in the world from the other window. So I like it. 

My grandparents took me to all the castles when I was young and it annoys 

me, it truly annoys me, that I don’t know… samurais are more popular than 

knights in the western world. That our own past or our own history or our 

own heritage is less known to many people than some other cultures that are 

far away from us. So I also wanted to bring this to life, to show people what 

is our own past, and that the knights were on pair with samurais. I like 

samurais but, generally, it is weird that a lot of the things are almost 

forgotten and it was also very surprising even to me. I’m interested in the 

area and I didn’t know a lot about it. But when we were researching for the 

game and trying different stuff I learnt a lot of new things that I never heard 

before and I don’t know why it is kinda weird… it is also weird that no one 

ever made a game like this.  

EOH: We have been researching about the game and I think it is the most historical 

game we have ever seen. 

D: [laugh] 

EOH: So that is great. Okay, based on your own experience, do you believe that the 

gamers demand content with a higher historical fidelity or on the other hand 

it is something that you wanted to do and that is something your team wants? 

D: Do you mean if I thought that the people were going to be interested? I did it 

because, when you look at other cultural media like movies or books, 
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especially books, History is one of the most popular, after criminal ones, 

basically. If you go to a bookstore, half of it is going to be historical novels… 

and cooking [laugh]. So it is kind of weird that no one made a game set in 

such a phenomenon, so basically I believe that people are going to like it. 

Someone watches a movie, reads a book and then he wants to play a game, 

but there is no game, so I was expecting that people would like to play such 

a game. We even made some market research and the answer was “yeah”. 

Everyone was super interested and now it seems that the game is really 

successful so far and people are really loving it. You wouldn’t believe how 

many people wrote us saying: “This is something I’ve been waiting for my 

whole life”. I have already received thousands of such comments so there was 

definitely hunger. There is a lot of people who would like to play something 

like that and there was nothing for them so, yeah, I expected that and it was 

right, it was a correct expectation. 

T: That is really interesting. That this realistic games or this historical accurate 

games seem to be like… exotic, actually, even though it is something that is 

based on a true story. We tried to make it as it was back then, but still, it 

seems like this is an exotic game for a lot of people out here, because it is 

unusual. They are used to dragons, they are used to magic, they are used to-

--- I don’t know what… Cinderella castles and the real thing seems to be 

exotic. Which is… an interesting paradox. 

D: And also, there is a basic misunderstanding or misconception… thanks to some… 

games in the past, that playing a realistic-history-accurate game means 

boring and complicated. Our game is complex, but I wouldn’t say it is 

complicated, it doesn’t hold your hand as much as other games, but it is still 

fun and it is not super hard to understand how it works. It is maybe hard to 

live in the world and do everything right… but that is what we wanted. But 

from understanding and complexity, how it plays, it is not that hard. 

Everything should be quite intuitive, I would say, and that is… everybody 

thought that it cannot be intuitive, it is historically accurate, so it must have 

very complicated controls or something, so… it doesn’t have to have very 

complicated controls, I guess. 

EOH: It is a great opportunity to live like they lived in that time, so I think it is good. 

Okay and, returning to your historian, could you explain to us what was his or 

her main task during the development of the game? 

D: It is Her. She is a polish extra, so she isn’t even Czech and basically, as I said, I 

spent like two or three years reading historical books before we started 

making the game. But, still… I don’t know how to search through archives, I 

don’t have access to many libraries that actual historian have, I don’t know 

how to collect the data in the right way. There is like one hundred or eighty 
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quests in the game, and each quest is quite unique. It could have from fifty to 

hundred pages long screenplay. So when you are writing a hundred pages 

long screenplay about something you don’t understand very well if you have 

someone who is helping you collecting the data or facts that you need to do, 

it is very useful and if this person is better than you… absolutely in a different 

league [laugh] of knowledge and searching capacity, that is very very useful. 

So basically we were writing, I didn’t write the game just myself, we were 

like seven people writing the game. So when we were writing something, we 

were like: “Oh, I need to know how these people worked”, “we need to know 

how people were greeting each other”, because the greetings were different 

from today, “we need to know if this book was already written” or “we need 

to find out some Jan Huss preaching that he could do already en 1403” and 

stuff like that. And she started to search it… search for it and gave us the data, 

and then we should focus only on writing and just trust what she provided, 

so that, that was her main goal, I would say. And of course it wasn’t just for 

us, so basically when the artists were making something, she was kind of 

trying to find some information for them. We also went to several museums 

and cooperated with some advisors and it was also all orchestrated by 

Joanna Nowak, that is her name, so basically, all the contacts at universities 

and the cooperation with other experts were orchestrated by her. 

T: And it is also interesting that her work kind of shifted from the beginning to the 

end. So of course, in the beginning, she had a lot to do with the plot, with 

writing itself, by giving information to the designers and so on. Then, when 

we had to create items, weapons, armour, types of food and so on, she had to 

find out which types of armours were believable or acceptable, what they 

might have used back then for the animators, who were working on different 

jobs. For NPCs, she was helping to find out how… I don’t know, the 

blacksmiths were working, she finds out how the scribe was working, etc. 

And still today she is working, of course, on Kingdom Come, and she is now 

taking care of the language, translations, the way people spoke back then, if 

it is correct or not. We decided to have someone more of a modern approach, 

but trying to add some at least medieval, I don’t know, swear words and so 

on. That mixture of modern English and archaic English. She also speaks 

several languages. so she is helping with the translations to German, French, 

Polish and so on, and trying to keep the same style in every one. So even after 

release she is fully occupied, and fully busy. 

EOH: Oh My God, that is a lot of work. 

T: Yes, The most interesting for her, I think, it is the rebuilding of old buildings. 

Because we have a map that it is sixty square kilometres big, it is a satellite 

map of the region here where the game takes place, and inside this map, 

there are several cities, of course, some of them are still standing today, some 
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of them are looking different. And inside those cities, there are castles and 

churches. Again some of them are still standing, so you can go there and take 

pictures and so on, but some are completely destroyed and, for her, I think 

the most interesting was to rebuild old churches. So, for example, next to the 

monastery there is a church and today there is just a big hole, but she had to 

find how it looked like, based on some old blueprints. She had to find out how 

the church could have looked like, then she needed to find what kind of holy 

…what it was... so, let’s say, Holy Barbara, for example, then she had to find 

out… because there is no evidence of which painting they used inside, so she 

needs to find out what is typical for churches of Saint Barbara or what was 

typical for churches in the region, and together with the art designers try to 

repaint the inside of the churches and so on. I think this… rebuilding might 

be the most interesting for her. 

D: And she is also singing in our company band [laugh]. 

T: Yes, she is a singer in the Warhorse band. 

EOH: Oh my god…that is… she is a real treasure [laugh]. Okay, you spoke about 

fighting and about weapons, do you contact with historical recreation groups 

or looked at scripts from the period, of the medieval period, to know how they 

fought and what kind of weapon every soldier used or what kind not. 

D: Yeah. I would say, there is a lot of tension in HEMA living history fencing 

reenactment communities. Everybody says that all the others do it wrong, so 

we worked with several different people. We worked with a guy, Peter 

Nusek, who has, I don’t know, like thirty years of experience. He is a member 

of some European martial arts society, one of the founders actually, so he 

basically knows everything. You ask him to show you how anyone from any 

part of the world fought and he can instantly show it to you, and his 

movement is absolutely unbelievable. This guy is basically a machine [laugh]. 

T: One with big muscles. 

D: So we worked with him, then we worked with Robert Waschka, who is a similar 

guy, but has a little bit different approach, then we talked with some guys 

from HEMA, to recreate an absolutely perfect manuscript level of fighting, 

but is very tough. Peter told us: “So do you want me to be some kind of 

master, martial artist or am I just a regular soldier or bandit or something?” 

Because those people would fight absolutely in a different way, one would be 

like… perfect, according to the manuscripts, and the others would be like… 

very lame, absolutely not according to manuscripts. And we had to do some 

kind of compromise between those two and also there is a lot of 

compromises thanks to limitations in controls and limitations in speed of the 

movements and all those things. So basically we needed to create a big 
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compromise. It is not possible to do it and make it look absolutely natural. 

But on the other hand the basic concepts of swordfight and the… there is like 

a high level of complexity, and we went to search depth, also in regards to 

armour and all those things. So basically in most games, you buy an armour 

and it is one piece of armour for the whole body, or you have a helmet, 

armour and boots or something. In our game, we have sixteen slots where 

you can combine different pieces and layers of armour. So it is very complex 

and it should work as expected and if somebody manages to hit you to the 

body part that it is not covered, even if you have an armour on all the other 

body parts, but I manage to find that one spot that is unprotected and hit you 

there, I’m still going to damage you, no matter what armour you have 

somewhere else. So it was a very complex process… I even tried to fight 

myself. I went to several trainings with guys who are doing   medieval battle 

in the Nations Championship. So I went to train with them, I wore armour, 

they beat me a little bit, so I could feel how it was like to be hit in an armour. 

Some people in our team also are doing fencing in… either in living history 

or as a sport. So yeah, some people are in the reenactment in the company, 

so they have their own armors and swords and costumes, so we used this 

kind of mixture of all this knowledge that we have in the company. 

EOH: Okay, we have been talking about Joanna and some other enterprises that do, or 

affirm that do, historical games, say that it is not necessary to have a historian 

on their teams. What do you think about this? 

D: Let’s say that I think… It is kind of a lazy approach. Even if you decide not to have 

a historian on the team. I really hate that most of the writers, for example, 

kind of… ignore facts, and their excuse usually is that they need to create an 

interesting story, and the facts are against this story. So they need to twist it 

a little bit so it works, to create a better story. And I totally disagree with that. 

In most of the cases… in most of the movies, I saw and I heard that they 

changed the history in order to have a better story when I knew how the 

actual history happened, the history was more interesting than the story 

[laugh]. So I totally disagree with that and I hate when I see a Viking movie 

and they have armours from 16th or 17th century, it is like… Why? What is 

the reason? I don’t like when you have this medieval movie and all the castles 

are kind of like grey stone with torches and all the people have to wear 

brown, dirty rags on them. It is not how it looks at all, it looked absolutely 

different. Everything was colourful, people were clean, their clothes were 

much more high quality than today, they were very expensive, usually. 

Ridiculous. And thanks to these movie clichés, our knowledge about our 

history is absolutely twisted and basically for no reason. It is like: “they did 

it, so I will do it as well, and I don’t care how it actually was”. So it is kind of a 

very lazy approach and I don´t like it. 
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T: But it also depends on what kind of game you make. I mean, if you are doing a 

strategy game or something like… I don’t know, with… medieval soldiers 

where you just click on armies and go on, then you don’t need the huge 

background or deep information or knowledge. Well, it really depends on the 

game. Our game is an RPG where one of the main goals is immersion and you 

should be able to… dive into this game and… like feel the medieval lifestyle 

and understand what the people are talking about, what the problems were 

and you should imagine yourself being in the Middle Ages. There it makes 

great sense to have a historian because she would help you to double check 

the facts, double check the plot, items and so on. But if you have, I don’t know, 

let’s say a strategy game, like Age of Empires or something like this, I don’t 

think you need a historian to make sure that… I mean, if you have basic 

knowledge about this, it is sufficient. It really depends on what kind of game 

you do and, because you were talking here about Paradox, they have great 

games, like grand strategy games: Europa Universalis or Crusader Kings and 

so on. They actually have a lot of backside information of the historical things 

as well… then it eventually would also make sense, but it depends. If they are 

skilled enough to find the information themselves then… good for them, for 

Dan, it was a huge help that we had Joanna. 

EOH: Good, and from my point of view, if I wanted to be a historian in a videogame 

company. What should I do? How can I work with you for example, what tips 

can you give to me work with you? 

D: We were looking for someone that knows several languages, that knows German 

and Latin, for example. Because some of the sources are in those languages. 

We were looking for someone who has some experience in the period, who 

is educated in the period. I don’t even know what were our requirements for 

the job. I told them but I don’t remember them anymore. 

T: Joanna always says “right time, right place”, because in the beginning she was 

applying in Warhorse Studios and in the beginning neither Warhorse Studios 

nor Joanna knew what is she is actually going to do here. So it was a little bit… 

trying and error. She didn’t tell anyone, but her boyfriend was already 

working here at Warhorse Studios. 

EOH: Okay, having a boyfriend already working there helps [laugh].  

T: Yeah, yes, the boyfriend already was so he actually like… came up with her, but 

however, it is, of course, tricky for a historian in a videogame company, cause 

you need to find a company that is actually interested in doing such games 

and you need to… justify why you are a big plus for the studio. I mean, as a 

programmer it is easy because for them it is something they can immediately 

show. Of course, many programmers were needed, but it is definitely tricky 

to find a job at a videogame company… 
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D: But, generally the more renaissance person it is the better. I would dare to call 

myself also kind of renaissance person. I have… an artistic education. I 

studied in an art school, so I’m able to paint a little bit and stuff… I did some 

music, so when you are discussing music I’m not the guy who is sitting in the 

corner of the room like “Aaah, that is interesting guys” like “keep going guys”. 

I have something to say and I understand it a little bit as well. So, for such 

complex projects is quite useful to know a little bit of everything, and that 

applies to this position in our company as well. 

EOH: Good. Okay, do you think that this videogame could be used for Educational 

matters, for example teaching History? 

D: I would say so. I could be the very critical person about what we did. I see where 

we could do it better, a little bit, but generally, that was actually my goal. I 

always said I don’t like how medieval times, the medieval period, is displayed 

in most of the movies, so one of the reasons why we were creating this was 

so I could see how it actually looked, to make it right and see how it actually 

looked. So basically I would say that it is quite an interesting or accurate 

depiction of how the world might have looked and, as such, it should be very 

interesting for people interested in History or historians. I even considered 

that we could do, and I would love to do, reconstructions of some actual 

places that are today different than they were six hundred years ago. So 

basically the monastery that is in the game is really as an accurate 

reconstruction of the monastery as it looked at the beginning of the 15th 

century, and basically, you could have some kind of virtual reality demo at 

the monastery for the visitors to see how it looked at those times. And we are 

able to do it for any place, we have the technology and we can basically 

reconstruct any historical site and let people walk in it and see how it looked 

back then. Which is quite unique and I would like to, sometime in the future, 

like to explore this area, to make this possible for example. 

T: Well, definitely Kingdom Come has it is moments. But I wouldn’t say it is an 

educational game because I don’t see it used in History lessons in school or 

so, but definitely, when you play the game I’m certain that if you are at least 

a little bit interested in History you will get a lot of information there. Not 

only by playing the game, but with the Codex for example. Whenever you, I 

don’t know, find a beehive, it will open you a new codex entry about medieval 

beekeeping and why this was important, we have hundreds of pages of 

Codex. We rebuild this area here pretty much. We tried to show how the 

feudal system in Bohemia kind of worked or what the problems were here in 

that time. So it has it is moments, but in the end, it still remains a videogame 

and an entertainment product with a historical or realistic background. 
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EOH: And in relation with that, to use it like as a virtual museum? I mean, for example, 

when the second Assassin’s Creed came out a lot of people wanted to visit Rome 

or Venice or other cities and see them like they were in that period. So, the same, 

could it be used to be like a virtual museum, to interact with things… 

T: Kingdom Come as it is right now, I guess not. However, if we adjust it and cut out 

several things and just add places exactly as Daniel said, like the monastery, 

and put some VR tour or something, then yes. But as it is right now, it has a 

strong focus on the story. Of course, you can break out and wander around 

and so on, but… yeah. 

D: But the thing is that we purposely choose a very small anonymous [laugh] area. 

If you go to Rome it is super cool, like lots of historical cool sites and stuff. If 

you go to the locations of our game today… it is like a couple of villages and 

broken. There is not much remaining on it, so I… and it is kind of like a little 

bit poorer region [laugh]. So it is really like a remote location, even in our 

country it is like a little bit remote location. Not a very tourist-friendly place, 

I would say. That is… [laugh] That is the main issue. But the landscape is 

beautiful there… the Sasau river is beautiful… and like a few kilometres from 

here, there are much bigger sites than what we have in the game, but the 

reason why we chose this location is that something happened there. An 

important thing happened in this places,. There is a castle, a big famous 

castle, five or ten kilometres from the location where our game is located, 

and I was seriously considering to have it in the game, but nothing happened 

there at that time, nothing. It wasn’t involved in the events of our game at all, 

so it is not there and probably it would look much more epic if it was there, 

but it is not… that was my decision. 

EOH: But that is okay, I mean, people think we historians only write History of the 

great figures or people that have made or done great things and that is not… 

real, we also make history or we write history about the little people that 

lived in… far unknown villages. So, it is also another way to see history. And 

finally, looking forward to the future of the company, I don’t know if you want 

or if you will do another videogame… If you do it, will it be again in central 

Europe in the same period or are you thinking about other periods, other 

locations… 

D: Well, so far we already have, of course, some plans and I cannot speak about them 

yet [laugh]. Generally, I’m interested in other areas, cultures and regions as 

well… So I like, for example, I loved Assassin’s Creed, the latest Assassin’s Creed 

because I think that their depiction, the visual depiction of Egypt and what 

people did and stuff it is really really nice. I’m waiting for the release of the 

historical mod they said they have done, where they’ll do some kind of 

exploration around historical parts only. So, I’m looking forward to this, so 
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yeah, there are many things that I’d like to explore. I like ancient civilizations, 

for example… it is a super interesting thing and lately, there were huge 

discoveries that totally changed how we look at it. So it seems that our 

History of humankind is much older than we originally thought. Like Göbelki 

Tepe in Turkey is something absolutely “Wow, what is this? How it was 

built?”. Even the pyramids are kind of like… weird, nobody actually knows… 

like there are a lot of new discoveries about them that change how we see 

them. And I am not speaking about conspiracies now [laugh], there are things 

that are really new, even in a serious Archaeology. So... that is one thing that 

interests me a lot, the fall of Rome and the barbarians in Europe, the big 

movements of “khalc (sic) nations”… the tribes that moved around Europe. 

That is something interesting to begin with. I love Vikings, and they are not 

like just in Norway and England. They basically established Russia. I think 

they founded Moscow, they went to Constantinople… so the spread all over 

Europe and the Mediterranean area. This things are super interesting. I lately 

saw James Cameron, the Titanic director. He basically discovered Atlantis. 

Have you seen the documentary? 

EOH:  No 

D: He made a documentary looking for Atlantis and actually it is in Portugal. 

EOH: Really? [laugh] 

D: They found an ancient city buried under the shores of Portugal and close to a sea 

nearby. And it is something that was discovered like two years ago. They are 

still researching, but it is like… “oh this might be Atlantis” and movie maker 

found it. He financed an expedition to look into the Mediterranean area and 

it is also super interesting because they basically started… it sounds like a 

conspiracy, though is a little bit, they started a couple of very interesting 

theories about how the world could have been and it was with historians. It 

wasn’t like those crazy ancient aliens guys, it was like  actual historians were 

like: “Oh, this is interesting,  there seems to be a city buried under this site 

and we didn´t know about it before and the symbols we found here, they are 

also found there, and there is or probably could be some connection”. It was 

a very interesting thing that happened. There is a lot of stuff that could be 

explored in games as well. And of course it is a… it doesn’t have to be that 

accurate all the time, so I can make some aliens-built pyramids game and it 

will be also quite fun, I guess…  but maybe not. 

EOH: It would be a huge success for sure [laugh] Okay, the questions are over, I don’t 

know if you want to say something more to our readers.  

T: Thank you very much for your great support. Even if it sounds cheesy – without 

you – our backer, fans and friends we couldn’t make this happen. Let’s all 
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enjoy KCD and let’s look forward for some fresh material we have prepared 

for you in this summer! 

Goodbye:  

EOH: Okay, from our side that is all, thank you very much in name of all of us, of the 

seven members of El Octavo Historiador, and of our readers that will read you 

both, in English and Spanish, as we will translate the interview. 
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