
More info  at:     
http://www.lcc.gatech.edu/~kfletcher/underworld

The undead capital 
Undercity shares the 
Inferno’s vertical axis of 
power and concentric 
geographic model. 
This spatial construction 
of meaning literaltly and symbolicaly inverts the 
human capital, Stormwind City, an idealized citadel 
evokes the Heavenly City of the New Jerusalem 
envisioned in medieval arts and literature.

                                                              WoW’s in-game 
                                                     experience is structured     
                                                     according to somatic       
                                                     metaphors and rituals     
                                                     that translate game 
                                                     mechanics and 
                                                     conventions through 
bodies.  At the same time, the avatar exists as a 
body integrated in an environment whose 
geographic and symbolic structures anticipates 
and reinforces the embodied perspective in the 
game world.

The body stands at the axis of 
experience in underworlds – 
and in game worlds like the one 
in World of Warcraft.  

Video games have referenced the mythic 
underworld throughout their history and across 
genres.  These references crop up in diverse games, 
such as 2D scroller Kid Icarus (1986),   the “Megaten” 
RPG series (1987- 2008), the FPS Doom games 
(1993-2004), adventure game Grim Fandango (1998), 
and the extreme-action Devil May Cry series 
(2001-2008).

Mythic underworlds often share several key 
characteristics:  spatially distinct geography, 
embodied experience for intangible beings, and 
journey narratives of challenge, in a world  bound 
by symbolic logic and ritualized rules peculiar to 
that landscape.  These traits appear across cultural 
boundaries, despite varied and separate traditions.

                                           MMOGs extend the mythic   
                                           space shared by underworlds.  
                                      The MMOG World of 
                                                  Warcraft (WoW) uses 
                                            the underworld in several    
                                            ways and also shares      
                                            chthonic tropes with
                                            Dante’s Divine Comedy. 

Video games display significant mythic underworld themes, values and references in their narratives, 
worlds, and visual representation. These chthonic elements have appeared in games across genres, 
settings, platforms, and target audiences.  This remarkable prevalence reflects a formal relationship 
between the mythic underworld and video games. Video games uniquely support the spatial, thematic, 
and narrative elements that characterize underworlds and the spiritual embodiment they engage. 
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