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Fantasy S.A.

* « Ilya bien longtemps, des
chevaliers partaient par monts et
par vaux pour secourir des
princesses en détresse et massacrer
des dragons en échange d'une
somme modique : la moitié (50%)
du royaume. De nos jours, le
chevalier errant moderne n'est plus
si ignare en matieére de business, et
il comprend tout I'avantage qu'il y a
a tirer des contrats de sponsoring.
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Introduction

Chevaliers Médiévaux et capitalisme contemporain
Articulation entre tradition et modernité

Mise en scéne du Moyen Age aujourd’hui
Médiévalisme

Thése

Du mythe au jeu : approche anthropo-
communicationnelle du Nord. Des récits médiévaux

scandinaves au MMORPG Age of Conan : Hyborian
Adventures






Medievalisme

Vincent Ferré (2010 : 8)
« laréception du Moyen Age aux siécles ultérieurs (en
particulier aux XIXe-XXIe siecles) dans son versant
créatif et son versant érudit »

Lorenzo Ditommaso (2006: 110)
« une reconstruction du monde médiéval - stéréotypée
et simplifiée, pour étre sir, un mélange de mythe et de
meémoire — et lorsque les circonstances présentes
changent, alors la texture du médiévalisme change elle
aussi »
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Runes

Magie des runes

Référence au poeme
eddique Hdvamadl

Recherche
d’authenticité

He who would read the sacred runes
given by the gods,
that Odin set down
and the sage stained with color,
is well advised to waste no words.
— Sayings of the High One

Nordic magic can be roughly divided into two
different groups. There is the normal type of
magic, reflected by the wizards and spells of
the AD&D® game system, practiced by or
learned from foreigners. The second type is
rune magic, peculiar to the Nordic lands.
Rune magic is vastly different from the nor-
mal AD&D game system of memorization
and spells.

What Are Runes?

Runes are an ancient form of writing used
throughout Scandinavia. The stick-like letters
are easily carved with a knife, a tool every
man and woman commonly carried. A piece
of wood, shaved flat on one side, commonly
served as a “tablet”” Runes were carved into
wood and stone, and used for things such as
charms, contracts, boundary markers, and
memorial stones.

Thus the Vikings had their own written lan-
guage and were not illiterate. However, runic
script had its limitations. Most important
(and what made the Scandinavians seem illit-
erate) was that only short messages could be
written using this method. Paper, parchment,
and hides were not used, and boards were just
not practical for writing books. Thus, Viking
literature was all oral and not written down
until after the Viking age. Without a collec-
tion of books, it was easy for later historians
to assume the Vikings were illiterate.

Magic Runes

While runic script was used for messages,
the Vikings also believed in special runes that
could be used to create potent magical effects
and charms. This was, however, a difficult

CHAPTER

Rune Magic
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process, since such runes were highly secret
and hard to master. Not everyone could use
magical runes, only those who had taken the
time to master this difficult art. This is be-
cause magical runes were ancient secrets that
came from Odin. Even Odin suffered trying to
learn the secret words, as this ancient text in-
dicates:

I know that I hung on a high windy tree for
nine long nights;

I had a spear wound—that was my work—I
struck myself . . .

They brought me no bread, no horn to drink
from. ..

Crying aloud, I seized the runes; finally I
fell . ..

Thus I learned the secret lore, prospered and
waxed in wisdom . . .

Sayings of the High One

If the leader of the Aesir had to undergo such

Rune Magic * 33
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Reception

Nouvelles significations
Pas une repeétition ou un retour au source

Hans Blumenberg (2005 [1971] : 34)

« une telle validité offre pour ainsi dire des points de
référence pour des “allusions” et de vagues renvois : on
peut supposer des éléments familiers, sans qu’ils se
distinguent par une sanction particuliére ou imposent
de les traiter de maniére conservatrice »
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Du Haugbuinn au Nécrophage

» Chainmail 3¢ édition : Wight, Goules et Zombies
Catégories de Morts-vivants

WIGHTS (and Ghouls): Although they are foot figures, Wights (and Ghouls)
melee as Light Horse and defend as Heavy Horse. They cannot be harmed by nor-
mal missile fire. Wights (and Ghouls) can see in darkness, and must subtract 1
from any die roll they roll when in full light. If they touch a normal figure dur-
ing melee, it becomes paralyzed and remains so for one complete turn. A par-

alyzed figure is considered to be able to strike a blow at the Wight just prior to
paralysis taking effect, so melee can occur but only one round. Zombies are in
this class but attack as Orcs and move as Goblins.

Morale Rating -~ 10 Point Value == 10

ZOMBIE : MYTHE OU REALITE
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Barrow-wight

Influence de Tolkien
« Barrow-Wight » : Esprits des Tertres / Etres des Galgals

Enlévement des hobbits et Intervention de Tom
Bombadil

Etymologie

« Wight »
Vieil anglais « Wiht » : étre vivant, créature, personne
Proto-germanique *wihti-’
Vieux norrois vettr : chose, créature

« Barrow » : colline ou tertre
Viel-anglais « beorg »
Désué vers 1400 puis repris par I'archéologie moderne

« Barrow-wight » : traduction de la Grettis saga par Eirikr
Magnusson et William Morris en 1869

ZOMBIE : MYTHE OU REALITE 15



Wight*

Wl ht d &d Armor Class: 5 No. Appearing: 1-6 (1-8)
Hit Dice: 3* Save As: Fighter: 3
Move: 90’ (30) Morale: 12

Attacks: 1 Treasure Type: B

Wight dans « D&D » Damage: Energy drain  Alignment: Chaotic

A wight is an undead spirit living in the body of a dead human or

14
« NeCI‘Ophage » demi-human. It can only be hit by silvered or magical weapons.
L : Wights are greatly feared, as they drain life energy when striking a
Esprlt mort qul hante victim. Each hit drains one level of experience or hit die (life
energy, see page B29). EXAMPLE: A 3rd level fighter struck by a
wight becomes a 2nd level fighter, keeping only enough experi-
un Corps mort ence points to be at the midpoint of 2nd level, and losing 1 hit die

of hit points. Any person totally drained of life energy by a wight
will become a wight in 1-4 days, and will be under control of the
wight who drained him or her.

Wight dans « AD&D »

E : MYTHE OU REALITE 16




Wight

- D&D sth

Manuel des monstres

WIGHT

The word “wight” meant “person” in days of yore, but
the name now refers to evil undead who were once
mortals driven by dark desire and great vanity. When
death stills such a creature's heart and snuffs its living
breath, its spirit cries out to the demon lord Orcus or
some vile god of the underworld for a reprieve: undeath
in return for eternal war on the living. If a dark power
answers the call, the spirit is granted undeath so that it
can pursue its own malevolent agenda.

Wights possess the memories and drives of their
formerly living selves. They will heed the call of
whatever dark entity transformed them into undead,
swearing oaths to appease their new lord while
retaining their autonomy. Never tiring, a wight can
pursue its goals relentlessly and without distraction.

Life Eaters. Neither dead nor alive, a wight exists in a
transitional state between one world and the next. The
bright spark it possessed in life is gone, and in its place
is a yearning to consume that spark in all living things.
When a wight attacks, this life essence glows like white-
hot embers to its dark eyes, and the wight’s cold touch
can drain the spark through flesh, clothing, and armor.

WIOHT

Shadow of the Grave. Wights flee from the world
by day, away from the light of the sun, which they hate.
They retreat to barrow mounds, crypts, and tombs
where they dwell. Their lairs are silent, desolate places,
surrounded by dead plants, noticeably blackened, and
avoided by bird and beast.

Humanoids slain by a wight can rise as zombies
under its control, Motivated by hunger for living souls
and driven by the same desire for power that awakened
them in undeath, some wights serve as shock troops
for evil leaders, including wraiths, As soldiers, they are
able to plan but seldom do so, relying on their hunger
for destruction to overwhelm any creature that stands
before them.

Undead Nature. A wight doesn't require air, food,
drink, or sleep.

‘WiGHT

Medium undead, neutrol evil

Armor Class 14 (studded leather)
Hit Points 45 (648 + 13)
Speed 30 ft,

STR DEX CON INT WIS CHA
15(+2) M2 16(+) 10(:0) 13(+) 15(:2)

Skills Perception +3, Stealth +4

Damage Resistances necrotic; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't silvered

Damage Immunities poison

Condition Immunities exhaustion, poisoned

Senses darkvision 60 fit., passive Perception 13

Languages the languages it knew in life

Challenge 3 (700 XP)

Sunlight Sensitivity. While in sunlight, the wight has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

ACTIONS

Muitiattack. The wight makes two longsword attacks or
two longbow attacks. It can use its Life Drain in place of one
longsword attack.

Life Drain. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature. Hit: 5 (1d6 + 2) necrotic damage. The target must
succeed on a DC 13 Constitution saving throw or its hit point
maximum Is reduced by an amount equal to the damage taken.
This reduction lasts until the target finishes a long rest. The
target dies if this effect reduces its hit point maximum to 0.

A humanoid slain by this attack rises 24 hours later as a
zombie under the wight’s control, unless the humanoid is
restored to life or its body Is destroyed. The wight can have no
more than twelve zombies under its control at one time.

Longsword. Melee Weapon Attack: +4 to hit, reach S ft., one
target. Hit; 6 (1d8 4+ 2) slashing damage, or 7 (1d10 + 2)
slashing damage if used with two hands.

Longbow. Ranged Weapon Attack: +4 to hit, range 150/600 ft.,
one target. Hit; 6 (1d8 + 2) piercing damage.




Trolls et classifications

* Trolls et géants
* Magie

* Regeéneration
Poul Anderson, Three Hearts
and Three Lions

Large giant, chaotic evil



Usages et histoire

Michel de Certeau (1990 [1980]

« Comme les outils, les proverbes, ou autres discours,
sont marqués par des usages ; ils présentent a I'analyse
les empreintes dactes ou de proces d’énonciation ; ils
signifient les opérations dont ils ont été l'objet,
opérations relatives a des situations et envisageables
comme des modalisations conjoncturelles de 'énoncé ou
de la pratique ; plus largement, ils indiquent donc une
historicité sociale dans laquelle les systémes de
représentations ou les procédés de fabrication
n'apparaissent plus seulement comme des cadres
normatifs mais comme des outils manipulés par des

utilisateurs. »
19
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Thor - Vikings Gone Wild
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Reception
esthétique

» Style Wagnérien

ThE GLoRIES
of YSGARD

Ysgard's a plane o epic scale, with soar-
ing mountains, deep fjords, and dark caverns
that hide the secret forges of the dwarves. A bit-
ing wind always blows at a hero's back, and many of
Ysgard's petitioners are heroes who've been slain in battle
a thousand times. These petitioners don't call on proxies to
help them in times of trouble, for they are martial, glory-
seeking, and fully able to defeat primes and cocky pla-
nars who ignore Ysgard's code of honor.
From the freezing fjords and many scattered
settlements to the sacred groves of Alfheim’s elves,
Ysgard's terrain is sparsely settled by petitioners
and planars who want to triumph on their own.
If they fail, they'll do it on their own, too. When
they band together, few bloods can stop them,
but the proud Ysgardians only join forces in an
emergency. Most Ysgardians are stubborn berks, and they consider
charity an insult. Here's the chant: Ysgard is where anyone can make a
name. A town's founded just by pulling longships up onto shore and
turning the masts and ribs into long halls. In Ysgard, a basher can wres-
tle with the proxies — and even win. In a place where petitioners die
each day and then get up for a hearty breakfast, anything is possible.

PERFEC+H

— HRAFNUL +4e BOLD,
YSGARDIAN
PE+I+I®NER

31
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Stereotypes

Ruth Amossy (1991: 21)

« I'image préfabriquée, toujours semblable a elle-méme,
que la collectivité fait monotonement circuler dans les
esprits et les textes »

Lorenzo DiTommaso (2006)

« une reconstruction du monde médiéval - stéréotypée et
simplifiée [...] »

Imaginaire contemporain
Origine parfois tardive des stéréotypes
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Races

Transformations de races classiques

Humains et demi-elfes
Plus classiques

Elfes

Coureurs des dunes

Tribus nomades
Halfelin/ Petites gens

Sauvages

Proche de la nature
Nain

Non souterrain

Absents : Ghomes

37
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Chevalier futuriste

Cloud Strife
Final Fantasy 7
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Fantasy S.A.

* Chevalier moderne
Capitaliste

41



Culture et hybridations

» Francois Laplantine, Alexis Nouss
(1997 : 76)

« la spécificité d'une culture ou
d’'un individu vient des
combinaisons infinies qui
peuvent étre produites — en
dehors de nous, mais aussi en
nous, il y a des multitudes -, des
agencements de termes
hétérogeénes, dissemblables,
différents, bref de la
reformulation de plusieurs
héritages »

42



Conclusion

Imaginaires et références médiévales
Reconstructions

Héritages multiples

Naturalisme (lumiéres), Romantisme, sublime, pulp,
fantasy, science fiction, etc.

« Continuité non linéaire » (Di Filippo, 2016)

Nouveaux cadres ludiques
« distance ludique » (Henriot, 1989)

43






