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[. INTRODUCTION

In 1972, engineer Al Alcorn from Atari creat®dng the virtual tableennis
game that became a classic staple of the video gaming world (Kent). The 1960s to the
1980s contain some of the game industryads
of the first interactive video gan&pacewaby Steve Russ| | in 1961 to Nint
release oDonkey Kongn 1981 (Kent). Video games sought to go further in
technol ogi cal advancement -playinggamesIRPGaA r e Eni
wi th 19Birtldantasyti o shli nt endo 6és Thelegendofazélday accl ¢
Ocarinaof Tmeé n 1998, one of Nintendodés first ga
developers continued to create new stories in this new and constantly improving genre.
The first cited video game taking inspiration from Greek mytholagyes with the text
based adventure gafidadness and the Minotalay Spectral Associates in 1981
(AMadness and the Minotauro), and the worl
games only blossomed from there, includingKi Icarusseries (Nintendo 18¥-2013)
and 2Rise 8fthe Argonauttiquid Entertainment).

Over the past forty years, video games have become a staple in the world of
narrative activity. From point and click mystery games to sb@sed roleplaying games
(RPGs), this relatively me format of telling a story opens the way to redesigning the
production of narratives of all kinds. Poems, paintings, novels, movies, and now video
games take influence from Greek mythology, reused and revitalized throughout the history
of the Western ciVization. Many games take inspiration from mythology and literéture

the God of Warseries (Sony 2008018), for example, takes heavy influences from Greek

1Atext—basedgameusesatetextased user interface and players type
story.



and Norse mythology, as well 8ke Banner Sagistoic Studio 2014 However, influence
and inspiratbn may not mean accuracy. Retelling Greek myths is not a new concept:
mul tiple novelists rework the cl asserecycs t o
Jackson and The Olympiaseries (2002 009) or Ma drelSonga AcMlles | er 0 s
(2011) These novels prove that reframing the oral and written tradition of myths to fit a
new narrative can be successful, and films followed suit with the visual mandgsaf
and the Argonaut$1963) and Clash of the Titang2010), but video games are a new
medium entirely. Interacting with the narratives past just reading or watching them was
relatively unheard of until games allowed players to immerse themselyestad the
story, rather than on the outside looking in. For my research, | played thexeghlsGreek
mythology-based video games to judge their accuracy in portraying the myths correctly,
and to evaluate the relationships between narrative and simulation when combining Greek
myt hol ogy and video games; sutcessorifthegworkof t h
together to tell a coherent, new story with classical influences.

The four games | chose as my primary sources for this project come from 2015 to
2020 in publication date. | chose more recently published games because new properties
are available for new scholarship and research, and | want to explore uncharted territory
in the games | picked. In order of earliest to latest publication, the gam&gaiheon
(Alientrap2015),As sassi nb6s @ALC:OdUubisoft 20d8)ades(Bupergian
2020), andmmortals Fenyx RisinFR) (Ubisoft 2020). In order to get the best
understanding of how mechanics affect the narrative, all four games are different
genre$ different types of narratives in different typdsggameplay. Wherdpotheons a

sidescrolling twadimensional platformer gameadesis a dungeostrawler set in an



i sometric angl e-anftahblfsDm )k n anverma ndisregsiormhv @ hr e e
perspective that reveals more of the surrounding settargathopdown or twe
dimensional game could achieves s as si n6s (S aneRP@, whe@ plgysrs e y
choose one of two possible protagonists, wimienortals Fenyx Rising an adventurous
openworld game with one protagonist, where players explorevtrll as it unfolds to
them. These four games all use Greek mythological influences to further their stories in
various ways, and my research it how and why they diffan gameplay
mechanics, storylines, use of mythologies and culture, and nanasign

Translating literature between mediums is no easy task, but Janet Murray
documents the shift from paper to program in her bdailet on the Holodeck: The
Future of Narrative in Cyberspa¢#997)whi ch i nvestigates fAnarr a
and hav new technologies have the capabilities to tell new stories (Murray 6). Murray, a
professor at MIT who teaches courses about electronic fiction, explores how digital
creators redefine narrative Anot by repl ac
their timeless bardic work within another f
example of this reframirdy telling the myths without replacing them, rather adapting
them into a new, digitized | ight. Murray a
medium, to help us understand the whrl d an
just like the Greeks used the gods of the Pantheon to help them understand the world.

Il n order to explore these ideas in my t
studiesapproach to better understand the effects of transitioning from one medium to
another. Al ong with Murr ayHaif-RealgVadeoeGames udi e s

between Real Rules and Fictional Wor{@611) to investigate the evshifting



relationshp between the fictional world and the real world. | also plan to use myth
studies for this project, following Eva Pa
myths and Edith Hamiltonbds contemporary re
TheOdysseyndThe lliad O vMetdrmosphosegandTheogonyandWorks and Days
by Hesiod By using these sources alongside the games | chose, | aim to understand the
links between modern media and classic mythology and how game developers do not
depend on Gaek mythology to create their story, but rather use different aspects of it to
craft an independent story steeped in classical influences. The relationship between
narratives within the myths and the games themselves are linked for all four games, but |
bdieve the games use their source material differently to create different stories based on
the same mythological inspirations. Narrative in nature is an unstable force; stories
change as time goes dareek mythavereoriginally religious narratives thatistedinto
myths as they lost practice, but also how people came to understand the world (weather
caused by Zeus, seasons caused by Demeter and Persephone, etc.). By incorporating
thesestoriesinto video games, the two work together to create new stbia¢sim to
inform and entertain; with my thesis, | aim to illustrate the different ways each game
accomplishes this, whether it be through familial ties of the characters, storytelling
techniques, artistic choices, or utilizing mythology as living retigio

Il n her arti cl(2010)cEna Parigoex @ll agyné fAmyt ho to
traditional story which expresses human perceptions of, and reactions to, a variety of
aspects of the worldo (396). Tmmgthosvord Amyt
meaning fistoryo, or Aa network of Greek st

CrashCourseds introductory epi(Xb/dhestt o t hei



Mi ke Rugnetta references mythography, or t

clamtat myths wer e a f odpeopledndefsipadithenworldtheyy s ci e

lived in based on the myths told to them (CrashCourse). Rather than claiming mythology

to be true or false, CrashCourse bases their retellings and information as interpretations o

the mythologies they reference, including but not limited to Greek mythology. They work

with a definition of mythology that focuses on fiction rather than fact; storytelling is the

main goal of mythology in the present time, as the characters andvesifatied from

religion to retellings in novels, movies, and now, video games. CrashCourse tells the

audience that Amythology has been argued a

and many myths can be read, aasilCowseder stood

Mythology #1 2:042:13), and this claim also applies to video games in how the different

developers took the classical influences and coded them into their own, new stories.
Edith Hamiltonbés book of M@hokg@013yt h r et

delivers abridged versions o fOdysseyndTBGe eek ep

liad, as well as the c¢r e Metamomphosed md i essiiandd 1 d

TheogonyWhile all these sources are included in my project for details andra@c y 6 s

pur poses, Hamilton includes an opening cha

Myt hol ogyo that gives a brief background o

were (and are) so populiatherowninage. UGt teee, k s mad

gods had had no semblance of reality. They

emphasis) . Part of the succéandmanyoth&r eek my

worl d myt hol og-igteabthesnaia panthean ofmads/veere liké us

human, vith flaws and humanlike characteristics that set them apart from the non



anthropomorphic gods of other mythologies and religions. Greek mythology includes
multiple monsters, of cour8ethe Gorgons, the Minotaur of Minos, the Furies, and
Cerberus are justfaw exampled but the gods and goddesses were the worshipped
ones, even when they took on animal forms. The monstrous characters were important to
many myths, and like with many other religions, the Greeks sought to understand their
world through thespreachingsturned storied for example, the tales of Persephone
staying in the underworld with Hades for s
her daughter causing the winter season (Ovid1I13®). Through making their gods
relatable through their steris , wi t h Demet er 6s grief at | os
Persephonedés worries about marrying so you
like a real human family. David Leeming comments on how Greeks understood their
society through their gods and goddesséche World of Mytt{2016):
More than any other Pantheon, the Greek hierarchy of gods and goddesses is
modeled on human families. The official Olympian gods, the family of Mount
Olympus, headed by Zeus, is simply the most powerful of Greek families. Like
other members of the rich and powerful classes, the Olympian family is marred by
instances of i mmorality, arrogance and
trusted and they could not be counted on for mercy. They were an exaggerated
version of what a humarmifily might become if endowed with infinite power.
They were a mirror of human nature its@lfeeming 98)
These human qualities are what make Greek gods so memorable, so reproducible into
new forms of media like video gamésades for example, follows Zgreus as he tries to

escape the underworld his father, Hades, governs over, and he addresses the other gods



and goddesses he encounters as distant family meiniekdn c |l e Posei dono, f

when he finds one of his boons in the near endless duagawmter While a large part of

the popularity of Greek mythology comes from Gr&mman culture spreading through

Europe and dominating religious practices, alongside Christianity (Madser@reek

gods are a family (albeit a dramatic and tangled one) andfdhe reason the Greek

myths are so popular in the first place. People see something likeable in these gods, and

thus, they are posited into all sorts of media to tell new stories with familiar faces.
JespeMajbomMadsen discusses the spread of Greek religion and subsequent

myt hol ogy i n AEager t @020,andbhowiGreek@uitieee k and R

traveled outside of Greeceds national bord

that Greek influence in nelRoman cities was modest at the outset (154), but over time,

fithe adoption of Greek norms and customs was the result of a gradual process by which

active decisions were made to embrace Greek deities, cultural instidusaoh as the

gymnasium, the theateand various religious festivdls and the adoption of Greek as

the language of cultuee ( 156 ) . He bhelcBoire ohpergomad ramds,ithet At

decision to embrace Greek gods, and the efforts to introduce Greek cultural institutions

into the civic landscapes testify to how people in the hinterland did adopt Greek culture

over time and developed a sense of belonging to the Greekowor{d1 5 6 ) . Madsenod

chapter fromFrom Trophy Towns to City Statddrban Civilization and Cultural

Identities in Roman Paansdocuments how Greek culture and religion spread outward

over time, focusing on Rome, but his points apply to present day. Without the gradual

spread of Greek imperialism over Europe, Greek mythology would have had much less

influence over popular culte today. The video games in this project tell stories of their



own, but their classical influences come from a centdoeg cultural spread and
takeover by the Greelkshd the Europeans as a whdéler example, all four of the games
feature talented voicacting but all inEnglish not Greek, and by British or American
voice actors, rather than actual Greek actbme omitsthat importantulturalhistory,
and the alternate historical narrativeishin these video gamesgould tell very different
stories.

In reference to all mediums of storytelling, David Fraudenfelder remarks that
Agood stories have a profound effect o
from different cultures can il |l umlOphat e
Whil e Fraudenfelderés article, t i(2005ed
is pedagogical in focus, he makes the main point that myths are @gtoaried genre;
while originally rooted in religion, myths were passed down from generation to
generation, their immense staying power one of the primary tokens that made them
malleale into new forms of media today. That staying power is something that
CrashCourse notes as well: AA myth is
two primary characteristics: significa

Significance andtaying power are the two characteristics of Greek myths | focus on

n al
bot

nPop

a st

nce

throughout this project, as those characteristics are part of the reason they get translated

and transformed into video games at all. Fraudenfelder comments that with Greek

my t h ol oampariséntofrc@nscious retellings of tales serves unique and valuable

intell ectual purposeso (211); he reference

argument relates to mine in that retelling the myths in new mediums and integrating them



into new stoies can prove to create a unique experience for the audiewbether they
be holding popcorn or a controller.

I n similar regard to the shifting forms
Half-Realdiscusses how video games are simultaneousgaesfrom and a direct link
to traditional storytelling. He states Ath
not to require much consistericyhe world of a game is something that the player can
oftenchooseto imagine at will. Fiction plays affierent role in different games and game
g e nr e s ccontinGesnith aHbeef history of video games and game studies, a
relatively new field at the time of this p
playing video games. He argues that theti@miahip between rules and fiction in games
i's inherent: Avi deo ¢gametsansmnediastdrytefirapvhére of a
contentcanmove et ween di f(Jud 17emytemphesid)ikedilns and
novels, video games can take elemenisopiular stories (like Greek myths) and integrate
them into their own narrative gdmeexdolggy, Juul
where the video game incorporates other kinds of games and inspires other types of
gameso; t he f outhispgeanhaesall heaviyinspked by thieioGreek
inspired predecessors (alR was made by a large amount of the same production team
from AC:0O). While Half-Realdiscusses games in a general study, his points on rules and
fictional worlds in all sais of game genres relates to my project in how the player moves
through each game, creating their own stories through their choices and adhering to the
Arul eso within the game.

Juul ci t es Hdnmlet onghe Bldidedkohow stories affect reader

moviewat cher s, and gamer s. Murray posits that



closer to the computer and comptib@sed environments have become more dtoryk e 0 ,
and that the computer has become a new and improving medium for telling stories
digitally (59; 73). She provides ample examples of computerized storytellingdikea
textbased adventure game in which players type their actions into a search bar to explore
the world written for them on the screen. Murray also discusses the wliffere

characteristics of digital environments, narrowing them down to four properties:
procedural, participatorgncyclopedicand spatial, that then fit into two main

characteristics, being immersive and interactive (71). Immersion and interactivity in

games are important features in keeping players invested and playing the game, Murray
argues, and parallels Juul s points about
that keep the immersion from fading. This immersion quality applies to all foue of th
games | chose for this project; by adding familiar, mythological faces and stories to a
newly crafted narrative to seat them in, the myths and the games work together to make a
new story, capable of immersing the player in a new environment while fsm@f
recognizable story elements from the pantheon of old.

Whil e Murray discusses the fantasy and
Joseph Laycock widiatye :1gi rGafind s w(@DR%HEb@itdRRMe ani n
Tol kienbés theory of Aescapismod in games, a
RPGs based on how they play them (180), dropping themselves into an idealized fantasy
world and creating the story as they see fit. Inside that fantasy wayjerplwith the
ability to customize their characterdés app
shown to remember the game better, as well as come back to it more often (Turkay &

Adinol f) . Laycock al so asser mefworldrmakingi nar r a

10



We are narrative creatures, and stories render the world apprehensible. Narrative tells us
about the world we |Iive in and our place w
ancient Greeks and how they interpreted their world thralg stories that create their
mythology we know today; learning about the world we live in through stories is one of
the most universal ways of understanding our surroundings, evident in not just Greek
mythology, but other world myths, as well. CrashGoeré s seri es seconds |
about Greeks using the mythology we know as the religion they relied on, but that
nobody knows who wrote them down, aside from the famous Homer, Hesiod, Ovid, and
Virgldanot her call back t o mngpbwel Evenywitheut si gni f
true Aprimary sourceso, relying on retell:]
myt hol ogyds stories were retold and republ
of old become characters in new forms of mediaeGete myt hol ogy és -t al es
changing, and their constant adaptations attest to their staying power. Paul Christensen
and Dominic Machado comment on that power of adaptation in video games with their
article AVideo Game £01@yn di \Cil daescs | gcaarhe sAna ri g uti t
through which a large and growing percentage of students get their primary exposure to
the ancient worldeé It is, therefore, incum
seriouslyo (107).

Structurally, | plan to devotene chapter to each of the games | chtogecus on
each game separately, rather than combining them into chapters based on issues | find
within the games. By concentrating on one game per chapter, | can organize my thoughts
about each one in a more lindashion, also including my secondary sources (both those

sources including the games themselves and the various game and myth studies articles)

11



across all four chaptersorganized the four chapters in chronological order of game
publication in order teimultaneously examine how technology surrounding games has
evolved through the four documented, as well as the representation of Greek mythology
from 20152020.

Apotheon(Alientrap, 2015) is the subject of my first chapterotagonist
Nikandreosabandoned bthe godsrises to Mount Olympus to take revermgethe
pantheon who left humanity behinipotheonis stylistically different from thether
games in this projecasit runs as a 2D platformer rather than an epend 3D game,
but Alientrapdevoted their time to makingpotheoras mythologically and artistically
accurate as possildethe art style throughout parallels that of Greek amphoras, or wine
jars, blackon-red terracotta with intricate scenes and characters from mythology carved
into them. UnfortunatelyA p o t h gameplayssufferbecause oits dedication to the art
style and mythological accuracy, but the g
mythology to create a new story with classical influences that jumped straight from
terrecotta to TV screen.

My second chapter covefss s assi nds @AC:O)dUbisoft, Qalg)ans e y
RPG where players choose their protagonist of either Kassandra or Alexios, and choose
their weapons, fighting style, and armor as the game progresses. Tdraizability
all ows players to craft t h-establishedwtory,nar r at i v
making Kassandra or Alexios an assassin, a hunter, or a biyaavidr for the first time
intheAs s as s i sedies, players aralgiven the ability to creoadether to be a
male or female hero. While tlmhergames in this project focus on interactions with the

gods themselve#®\C:O takes players back to how ancient Greaksvedthe gods: as

12



religion, as faraway figures to worship or curse. Instead afadtieg with the immortals,
Kassandra/Alexios forges their own story, searching for remnants of their past and trying
to save the future from the evil cults that try to run Greece. The immense customizability
combined with the ability to choose differemttips for the protagonist creates a game that
does not make use of its Greek mythology influences as much as the other games in this
project buttakes a more geographical approach to Greek culture: with a detailed, multi
location map that players can freely expl@€,:O frames its story as one based in
realism, including multiple redife figures from Greek and Spartan culture.

My third chaptercoversHades(Supergiant Games 2020), a game where players
act as Zagreus, son of Hadesdesfocuses in on the familial ties of the Greek pantheon
and how the gods interact with each other outside of the myths they are known for; gods
and goddesses talts Zagreus as a member of their extended family, offering him boons
and assistance as he tries to break his way out of the Underworld to see the surface world.
Through interactions with the gods, the monsters Zagreus fights, and the myths
intertwined witht h e g a me 6 $ladesfwausesim an thg connections between
characters in Greek mythology, on their f|
to detail in the conversations between gods and goddesses, as well as the immense replay
value fromthe gameplay itself, both leaditade® st ory being intricat
classical influences, creating a game that utilizes Greek mythology to tell its own story
about families that many outside of the Underworld can relate to.

Chapter foucoversU b i s bnimortals Fenyx Risin(2020), which follows the
entirely customizable Fenyx through their adventure to free four imprisoned deities and

fight Typhon the Titan to save humanity. What is unique about Fenyx as a character is

13



their role as both herand storyteller; while they are the hero of their own story, told in

frame narrative format by a bantering Zeus and Prometheus, they also recall mythology

as stories they told to friends and family, meeting each new deity as if they were a

celebrity. Fey x 6 s st ory foll ows the epic herods na

inclusion of their own prophecy, paralleling AchillesTihe lliad(Homer, 12 B.C.).

IFR6s I mmense customizability in playersodéo pr

companion adsla personal touch to each playthrough, as well as theveqdoh style of

the game itself. With no set order to complete the stolf-R gives players the freedom

to create their own version of the narrati

(monsters included) to show a new, 1interact
My conclusion presents my findings and summarizes my thoughts about modern

media using classical influences to create new narratives. Through combining Greek

mythology withthey a me 6 s own concepts, each game | s

their influences differently, whether focusing antistic influences, geography and

culture,family connectionsor narration andtorytelling Greek mythology goes hand in

hand with videgame narrative design to create new stories based in classical influences,

and each game portrays that link between mythology and gaming in @amidue

contrastingvays.

14



I. THE AMPHORA&ESLERMABRT STYLE AND ASSASSINATION IN
APOTHEON

Al i e nApotlzepn@@L5) follows Nikandreos (ny€AN-dreeohs), human
warrior of zero words and occasional grunts of pain, as he challenges the Olympians for
vengeance when the gods abandon the earth. Stylized artistically to parallel the style of
Greekamphoras, large wine vaségotheorshowcases itself to be dedicated to the
classical influences it builds itself upon. While Nikandreos himself is fairly blank as a
player character (so players can easily identify with him), the Olympiameb&tsare far
more antagonistic than the interpretations in other games in this project. Alientrap
focused on the mythological accuracy in their game; as a result, their original story
intertwined with the mythology feels rich and full of content for players to desc®n
the other hand, the gameplay itself suffers from the attention on history. With no
dedicated targeting system, fighting enemies gets tedious and frustiqtatgeommay
not be the easiest game to battle through, but with its concentrationoincaisand
myt hol ogi cal accuracy, Ni kandreosbé story w
artistic inspirations to form a new narrative that jumped straight from a Greek amphora
into the modern gaming console.

Apotheod s art st yl erowsdeaviyfom the Graelestyle of b o r
painting on vases. By employing this unique art style, the game applauds its Greek
influences in a way unlike the other games in my project, as it takes directly from the
source to create a new story in familiar col@isck-figure pottery was a common art

style for amphoras, especially for representations of iconography and mythDjteyy.

15



Jo Smith discusses the prominentblackfigure pottery and Greek amphora art in
ifGreek Vases: From Ahthieotil iogi B@ILY Coaltieit s
me nt i o n ilthoggh Greek vase8 are rife with depictions of gods and heroes, it is

all too often assumed they are mere snapshots of antiquity and that their decorated
surfaces exist in large partitustrate the stores better known to us from ancient téxts

(549, my emphasijs Apotheortakes full advantage of this notion in their game; by
implementing this artistic style, it tells the stories of ancient Greek mythology in a new,
high-definition mannerFigure 1 shows an image of a Greek amphora, fittes

Bateman Amphorand the blaclon-red painterly style of blackn-red terracotta; Figure

2 shows the title screen Apotheonijllustrating the parallels between the two mediums

of art in life and art inhegame.

Figure 1 The Bateman Amphoray a Lysippidepainter circa 53%20 BC (Picture by Cleveland
Museum of Art in Ohio).
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APOTHEON

Figure2. The opening loading screen fapotheonStill from Apotheorn(Alientrap2015).

Apotheortakes heavy influence from the classic art style, evident in the first loading

screen alondn Figure 2 the game presents (from left to right) depictions of Dionysus,

Demeter, Apollo, Artemis, Ares, and Aphrodifepptheoi. By using this art style,

Apaheord s i nspiration clearly comes from Greel
accurate to the actual blafigure pottery as possible. The entire game is rendered in this

art style, but Alientrap puts their own spin on it in certain areas; each goodaesg

have their own dedicated location throughout Mount Olympus, and they all appear

di fferently throughout the game. For examp
portray a lush forest, where Apold obés pal a
prowess (Alientrap). Staying true to their inspirations while simultaneously adapting it to

fit their own narrative exhibitdpotheod s dedi cati on t o being his
also crafting a new story in a video game. Utilizing the blagkre pottery art style

through the narrative shows Alientrap wants to tell their story as close as possible to the

mythology that inspired it, especially with the different interpretations of the gods and
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goddessethat parallel their more traditional visuapresentations, evident with their
choice in blackon-red terracottaFigure 3, below, shows another example of Greek
blackonred terracotta on a different amphdfegure 4 shows Poseidon Apotheon

proving the parallels between the game and amphara art

Figure 3 A Greek amphora titledchilles killing Penthesilegby Exekias circa 530 B.C. (Picture by
University of California).

Figure 4 Poseidon challenges Nikandrénghe middle of his home turf, the ocean. Still from
ApotheonAlientrap 2015).
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While Apotheoradds more details with the help of technology, it remains true to its
influences of blaclon-red terracotta in linework, limited uses of color, and working in
two-dimensions. By utilizing the classical art style from amphora fgretheon
successfully arates a new story using the mdsiarly classical influences of any of the
games in my projectWhile Hades(Chapter 3) antimmortals Fenyx RisinfChapter 4)

feature the gods and goddesse&reek myth as well, they are stylized in their own art

stylesbot h of which | cover iWithaplagerdgvansery 6 r e s |
through Greek ar\potheorparallels its source material while also creating something
new within modern media, showing the versatility of video games as a storytetiolgy m
and the flexibility of adapting Greek mythology into modern media formats.

In an interview with part of the Alientrap team, Christian Rollinggks creative
director Jesse McGibney why they chose specifically Greek mythology, to which
McGibney replies hat Abooks, movies and many ot her
inspiration from the vast | ibrary of Greek
thatApotheorit ri es t o take a wider | ook at the el
recognizable elemenfsr om many sourcesé However, [ McGi
the narratives ipotheob adapt ati onsd, as that was never
cameos or allusions that help sufdport he

Rol | i nger @G&S8)focnseseon thea ceeative process and influences behind the
sidescrolling platformer, meaning the gameplay travels sideways as the player
progresses, rather than in an operld manner. Sidscrolling was a clear choice, as to

fit with the two-dimensionahrt style they adapted from amphora to screen.
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Apotheon s t he story of Nikandreos, which i
(Rollinger 19), as he ascends to Olympus to fight the gods for revenge. Regarding the
narrative design, McoGi bpnl eayy emr o taegse ntchya ti ni bve cd
often very difficult to use classic-al stor
21). Player agency is one factor that does not apply to books or movies that use classical
influence® something that makesdeo games unique is how they allow players to
insert themselves in the narrative of the game itself by choosing how it plays out.
Apotheorhas a storyline to follow, but the order players achieve checkpoints can be
varied depending on which god or goddéms/ choose to fight first, thus crafting their
own story t hr ovogehwadrldasped. inmg @ve platrough, |1 chose to
fight Apollo first, then Artemis, and finally descend to Hades to find Persephone to
compl et e De met e) Rayer ageneysstimportant in veded ganaep as it
makes players feel like they made a difference to the story, in comparison to watching or

reading it.
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Figure5. The map of Mount Olympustill from Apotheon(Alientrap 2015).
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Al i e nmythalggidéasand historical consultant, Maciej Paprocki, discusses the choice
of Greek mythology foA p o t h mawativ@ andhose Greek mythiddi st i ngui s h
themselves through their richness and interconnectedness: almost every character, be it
god or motal, features in at least several works that reveal his or her strengths,
i mitations, f2@).adarkenirgmatk tovthoset ceatactdristi® of Greek
mythd significance and stayingpoweP apr oki echoes Fraudenfeld
Greek myths @ storyoriented in nature, and the varieties in translations, retellings, and
interpretations are what crafted that staying power that kept Greek mythology in the
modern mind when creating new stories, whether they be games, novels, or films.
Fraudenfeld r refers to fil m when he argues that
of tales serves unique and valuable intel]l
to video games, as well. Modern media influences other modern media (Kasavin), and the
numerous films, novels, and previously published video games all influépoedeon
as it delved deep into Greek mythology.

Unlike the other games in my projeApotheoradds another aspect to their
dedication to historical accuracy: throughout the gatimere are small stone steles that,
when interacted with, display different quotes from famous Greek authors. While their
primary source is with Homer and Homeric hymns, they also include quotes from
Nonnus, Euripides, Hesiod, ApollodorosAthens andseveral other authors. The
inclusion of quotations from famous ancient authors proves that Alientrap did their
research on the people considered the founding storytellers of Greek mythology. For
example, Homeric hymn 27, dedicated to Artemis, goddes® dftht, is placed in front

of the door into her grove and reads:
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| sing of Artemis, whose shafts are of gold, who cheers on the hounds, the pure
maiden, shooter of stags, who delights in archery, own sister to Apollo with the
golden sword. Over the shadowils and windy peaks she draws her golden
bow, rejoicing in the chase, and sends out grievous shafts. The tops of the high
mountains tremble and the tangled woods echoes awesomely with the outcry of
beasts: earthquakes and the sea also where fishes(gipadheon
Apotheorincludes small passages from various authors throughout the map, whether
traversing the rivers of Hades or running around the Acropolis on Mount Olympus.
Apotheortakes placafterthe stories within Greek mythology itself, creatingeav story
parallel to its originals. For example, upon challenging Ares, Nikandreos must defeat
some of Aresd former opponents before chal
chall engers is Diomedes, whosebebopear manag
(Homer,lliad); Apotheorp | aces a plaque outside Diomedes
H o melliad, she source material (Alientrap). By including the different quotes from a
variety of authorsApotheonillustrates a vast knowledge of Greek mytholegy the
primary sources associated with it. Regarding storyline itself, Paproki tells Rollinger that
AA p o t h sooyrwobuld be a sequel to surviving narratives within Greek myth. This
postmythological setting gave us more leeway in terms of narrativelaj@went: it
remains an unexplored period within the Greek mythic history, a relatively empty canvas
onto which we could paint our own Vvision o
defeats Diomedes, Ephaltes, and Otus (sons of Aloeus who imprisonedHAnesr

liad] ) i n Ar es 6 do{aaslasheathraugheis own le \with thek s
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involvement of the classics, a sequel to the metwn stories of Greek mythology that
the player themselves writes.

In comparison to the other games in this proj8idtandreos is a unique
protagonist in his silence. Where Zagreus and Fenyx chatter and banter with the divine,
and Kassandr a0 spicked laylthe glayer thegneelves, Nikandreos is
entirely mute, and never says a word throughout the entine ¢gaside from the odd
Ahyaho or Aoof o during battle sequences).
screen than a black silhouette against the colorful backgrounds, adhering to thenblack
red terracotta art style Alientrap aims to mimic, bugbts the occasional splash of blue
or red depending on the armor and weapons that players get to equip. McGibney
comments on player agency in the design for Nikandreos, and why they elected to create

a new hero rather than pluck one from an established:epi-gxsting Greek heroes

already have their own stories, and those
pl ayer character Nikandreos isnotistheal |y a
playero (17). Ni k a wedfrhis ows votltiod tes actions aretttel ko r
pl ayerbés actions, giving the player total

newest epic hero.
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You see, we are alike, you and 1.

Wi ife and Son, wounded by Husband and Father.

Unfaithful in matrimony, He discards His oaths for... lesser creatures.
Irresponsible in patriarchy, He discards His mortal subjects,

Like an ungrattful child, tossing away his toys.

Figure6. Hera appears before Nikandreos t er t he gameds prologue concl
similarities Still from Apotheon(Alientrap 2015).

Like HadesApotheod s t eam ai med to focus on the Afa
that is heavily present in Greek mythology; Paproki corfirmwi t h t hat HfAsi nce
very strongly influenced by the divine succession myth, we focused on-§ather
relationships within the myth, with Nikandreosasstand f or Zeus 6 son anc
successor 0 ( RolFRandA@:©, whichdive playdisithle chbiee to play as
a male or female protagonigtpotheordoes not allow for choice or customization of the
main character. Nikandreos, as McGibney argisdlge player, a blank slate for anyone
to project onto. While the lack of customima may affect player retention of the
narrative itself (Turkay and Adinolfppotheoris packed with Greek mythology
influences, references, and artistic choic
due to its unique appearance.

Apotheorfunctions in 2D, rather than the 3D opeworld (IFR andAC:O) or 3D
isometric Hades)that the other games in this project were programmed in. Without as

much freedom to explore Mount Olympus as they please, players have no choice but to
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focus on t atee, egew itbexachooae which gods and goddesses to

defeat first. WhileApotheortakes its artistic style from Greek amphora and btaeked
terracotta, it also takes influence from classic 2D platformer games outside of Greek
myt hol ogy 06 s Suyperarip BrotreengNintenda £985)Shovel KnighfYacht

Club Games 2014), aride Megamarseries (Capcom 1982018). As the technology for
developing video games progressed throughout the decades, many developers opted for
3D games with the advancements in technolo
cl assi cs 0 o flikezhe regehtlg reléasethavel Krgghgame and, of course,
Apotheorjust one year lateHowever,Shovel Knightakes influence from its 2D

platformer predecessors in both controls andiBart, versuA p ot h @reek 6 s
mythology backboneApotheoris unique in art style, based in blaok-red terracotta,

but the previously mentioned games are more polished in mechanics;Stioed

Knightis a relatively simple dungeesrawler gameApotheorhas its quirks with

gamepl ay due t o tfocasodthevswrly ang aast 6f mythwlogicaha r y
characters.

As much as Alientrafocused on Greek mythology and accuracy, retaining a deep
connection to its inspirations, the gameplay itself suffers as a result. Swapping between
weapons gets dicey in the middle of battle, especially as the weapons themselves break
after extended us®&Vith no targeting system to allow players to focus on one target at a
time, the game feels messy and panaucing with several enemies attacking at once.

The puzzling platforming levels offer no guidance other than a checkpoint to reach; for
inexperiencd players, this can get frustrating, and some may give up on the story as a

result. { had to resort to walkthroughs and video playthroughyet past certain levels.)
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For instance, when descending into Hades to find Persephone, Nikandreos must cross the
five rivers to get to the house of Hades: Styx, Lethe, Archeron, Cocytus, and Phlegethon,
which is an upward platforming level where players are chased by rising flames. Along
the way, Nikandreos battles past several undead warriors and must pick deaviiek
avoiding the flames until he reaches three shootable tarppetswithout a proper
targeting system or crosshairs to aim at, shooting the targets takes several tries, and the
player does not have a lot of time to get all three. If a player weregag on the game
because of the gameplay being too difficult, the narrative itself would suffer as well.
Without the proper ending to the storyAgotheonthe experience would be akin to
ripping out the last chapter of a novel; missing the integakdiend the narrative in a
neat bow. Gameplay is a major aspect that ties into the success of a game, and without
dedicated coding to make it feasible to fini8pptheod s st or yl i ne coul d h
abandoneduot tedagdedy pl anyskirfe research purpesgsjand e d t
their attention to mythical detail within the dedicated amphora art style would be lost.

The gods and goddessesd interpretations
in my projecd instead of assisting the player thghutheir quest, Nikandreos must Kill
the Olympians to enact revenge upon them for abandoning and ruining his home village,
Dion. Apart from the select deities of Demeter, Persephone, Hades, Hephaestus, and
Athena, Nikandreos must eliminate the other memb&Olympus and receive their
godly powers. The deities are also far more antagonistic than in other gaiades)
the Olympians like Zeus and Poseidon are sociable with protagonist Zagreus and make
jokes, whileA p o t h iaeterpredations are less fridly. Figure7, below, shows Apollo

making notso polite conversation with Nikandreos. Something interesting to note is that
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Apotheoris the only game in my collection to evieaveHera and Apollo presentjades

andIFR make no references to these twoidsitvhatsoever.

You seek salvation for your doomed homeland.
Well, I'm afraid your time bnskmg in the sunhgh[ 1S over.
Father’s declared that miserable place not worth the dirt it's made from.

Figure7. Apollo meets Nikandreos and has some biting commentary about &tfttiom Apotheon
(Alientrap 2015).

Apotheors hows t he Greek divineds darthkantsoudes: a
mentality that many interpretations of Greek mythology look p#mtles discussed in

Chapter 3has moments where Zagreus must pick between two different gods to get one

boon ability, and the unchosen god, feeling ignored, sends enemies t6 ditathe

problem is quickly forgiven and forgotten after Zagreus finishes the bdtilde§.

Ni kandreos gets no such mercy, but the con
treatrent from the gods exhibits the dynamism and versatility different video games and
development teams take when creating new stories with classical influences. Christensen

and Machal do argue that @Aone signiifeicant p

invol vement of <c¢classicists in the product:i
classicists to become involved in writingtéeé
thereby take an active role in stimgning [ ga
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entirely new waphiyedmythdl@yP donsult@nt Famacki #potheon,

and the dedication to accuracy is clear throughout the game with the stone steles of

historical quotes, the appearance of minor characters, and the carefutlydsiyli style.

Apot hegaamépsl ay may be clunky, but it i s wor't

climactic fight with Zeus on the ruins of Dion after he ascends to godhood.

Thief...You were never destined to become a God.
'

Figure8. A newly immortalized Nikandreos battles Zeus amidst the ruins of Bidhfrom
ApotheonAlientrap 2015).

The conclusion oApotheons also unique from the other games in my project, as
Nikandreosstands alone at the beginning of a new age and a new mythology. After

defeating Zeus, Nikandreos walks through his destroyed hometown a giant (literally, as

the combination of the different godly powers made him grow ten times his original size),
untihec omes across a pile of c¢clay that he str
creates a new man to restiawimanity A p o t h teeatmentsof humanity directly
parallels Hesiodob6s document atWoknandDayst he or
i F o r itis @race of iron; and they will never cease from toil and misery by day or

night, in constant distress, and the gods will give them harsh troubles. Nevertheless, even
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t hey shall have good mixed with il). Yet Z
Apotheortakes this quote from Hesiod to heart in the crafting of their story: Zeus and the

other Olympians abandoned humanity, leaving them to fend for themselves without the

assistance of the divineds godl gupgndheire r s . H
first meeting: AThe | aw of Zeus is absol ut
Without the seeds of Demeter, your crops f

fields aApahedpdlikandreo®lives through the Iron Age thadibd writes
about, and the player must navigate throug
might.

Murrayodos points on tr aposheoandchovastristlytoer yt el |
game follows its classical influences, effectively shifting frioamslation to code the
stories of the Greek pantheon. Writing at the turning point of computerized storytelling,
Murray notes that H@Awe can expect a continu
bet ween games and st or i e sdthé marrative pleasuses and t
that will arise from this heady mixture, we must look beyond the formats imposed upon
the computer by the older media it is so rapidly assimilating and identify those properties
native to t he Apathetrnppeas somevehere ifitbe midalet While itis
a fully functioning video game with its own narrative, the inclusion of the stone stele
guotes roots it in its source material more securely than the other games in this project.
The game relies heavily on its influges to craft its story, blurring the boundary between
video game and story through its strong ties to its origins. Uhlddesor IFR, where
the gods and goddesses have unique designs and personalities unique to their respective

games while still respaag the source materiaypotheoruses the canon of Greek poets
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and authors to set the foundation for Nika
computer can be a compelling medium for storytelling if we can write rules for it that are
recognizableaan i nterpretation of the worldo (73)
as through programming a video game, the rules are set to make it parallel to our world.
As McGi bney notes, fAjust because something
isolatedfrors oci ety and exempt fR2d&Hm.n&wkiamtdereprseét
may not be a close interpretation of the modern world, but it acts as a window into the
world of ancient Greek myth that players can directly interact with and play through a
new, inpired story of their own.

Paprocki discusses the choice of Greek mythologfpro t h maoativ@ and
that they Adistinguish themselves through
every character, be it god or mortal, features in at leastadaverks that reveal his or
her strengths, | i mi-20 Harkening hackftoehmses and want
characteristics of Greek myhsignificance and staying powiePaprocki talks about
how Greek myths are unique. While some stories were more poparaottiners and the
di fferent fAauthorso favored some symbol s a
one met aphor i calthe diferenhnoythsdoand tales dreoewhanced by this
combination of contradicting elements and continuity mishagstdeki continues with
that

Greek myth has been adapted to new media and contddsat aliveits

enduring popularity testifies that it was a successful strategy. In fact, | believe that

myths demand to be adaptdidey live in our imaginations bease they subtly
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shift from retelling to retelling to accommodate divergent perspectives, clashing
voices, changing circumstances. (27, my emphasis)
Apotheorachieves its want to be as historically and artistically accurate as possible in
creating a new sty from Greek influences. With art style lifted straight from a cracked
amphora, the twalimensional platformer game is littered with cleat references to
Greek mythological characters, from the mi
the respecand care coded into each reference comes through with each interaction.
While the gameplay gets clumsy occasionally without a dedicated targeting system and
fiddly buttons to get aroundy p o t h stooyrdd@es not suffer if players grit their teeth
throughit. Nikandreos, the silent hero, sets himself apart from the other games in this
project by killing the gods and ascending to godhood alone, rather than being surrounded
by aid throughout his storApotheorcreates their new story leaning on Greek
mytholagy as influence, and players take Nikandreos from zero to hero through the halls
of MountOlympusl n t he next chapsseasslindsesve@udebdi sO
how Kassandraand Alexiops t he gameds pickable protagoni
mythology as religion, rather than physical characters one talks with, and how the

misthioscreates an alternate narrative throughout Greek history.
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[ll. THE MISTHIOS MAKES AN ALTERNATE HISTORY: ASSASSI NGO S
CREED: ODYSSEYAND MYTH AS RELIGION
Assassino6s Cafeera do:ad@Qthyaigheuythis chapter) (Ubisoft,
2018) takes a more Spartan approach to Greek mythology in video games; players take
on the helm o& Greek mercenary as they attempt to reconnect with their family and rid
Greece of enemy mercenaries. Rather than interacting with the gods themselves, as with
the other games in this projeiC:Orefers to the Olympians as ancient Greek$ cid
gods, réher than beings to interact with or gain power from. Like WR, players are
granted the ability to choose their preferred protagonist, Alexios or Kassandra, marking
ACOas the first game in the Assasshonsés Cr ece
to play as a woman. For the purposes of this chapter, | will refer to the protagonist of
AC:O, t i t Miethiooh T(hGr eek f or mercenary), as Kas:
woman for my own research and gameplay. Customization plays a large A&rO,
from designing armor to picking special abilities, and the power of choice is a heavy one
with gamechanging choices throughout the story. Wii(@:O does not directly interact
with the Greek gods and goddesses, it makes a new narrative stebstdry that
players get the chance to plagids sassi nbtagICree dids fAhistory i
pl aygr ound omisthiosasltheiwavatdr, playbre get the chance to create a new
story in 431 BCE.
Unlike the other games in this projegtC:O functions as a window into the

reality of ancient Greece, instead of a mystical adaptation of it. Rather than having
Kassandra interact with the gods and goddesses herself, the citizens of Greece she

interacts with réerence the gods and goddesses as deities to be worshipped with temples
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to be dedicated; in comparisonApotheonwhere Nikandreqsliscussed in the previous
chapterascends to Mount Olympus to converse with (and kill) the gods, Kassandra has
nodivinei nt er venti on from the Pantheon. Kassan
itselfd the gods are unseen forces, feared and revered for their power, but not atop the
mountain to interact with whenever she ple
accuate and leans on the fact that these characters were, in her time, worshipped as gods
before they became stories and myths instead of actively practiced religion. | examine
AC:Odifferently than the other games in this project, which all have their prutigo
directly interacting with the immortals and crafting their narratives with divine
intervention on their side. Kassandra tells a more redliased story, saving her family
with prayers to the gods and her own abil@iegithout boons or special powdrsm the
gods and goddesses, like the other three protagonists featured in previous and later
chaptersAC:Oi nt ert wines religion, architecture,
overarching narrative to tell a historically accurate, alternate history narabtve
ancient Greek and Roman people, rather than gods and goddesses.

AC:Ofunctions as a loose frame narrative: at the beginning of the game, players
meet the Assassins, a group of scientists who use a virtual reality system, the Animus, to
explore theilves of the protagonists of the different games.A®rO, Layla Hassan uses
the Animus to take on the role of Kassandra to explore Greece through her eyes after
finding her and Al exi osd D%®bPelow showshaylaSpear

starting he Animus during the prologue.
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LOADING MODULE ...

LAYLA HASSAN
He’s not Homer. Herodotus was the first recorded
historian, so there's a lot more truth in that text than you
think.

Figure9. Layla Hassan activates the Animus, the simulation technology used to tell the stories within
t he Assassi rSollsfromArseseads ssi enrbise sbisok 2018). Ody ss ey

The frame narrative 0AC:Ois not as present &asF Rudti the very end of the game, but
functions as a link to the presetdy world while exploring ancient Greece. The game
generates backgrounds in the same shades of blue as the Animus sErgere)

harkening back to Layla while playing the game as Kassandra. The frame narrative
parallels the playerds experience as they
the game as Kassandra the same way Layla experiences the history of ancena&ree
Kassandra. The player and Layla engage in similar experiences by creating a new story

via Kassandra as their avatar through ancient Greece.

K a s s a stdry stadssn 431 BCE, the beginning of the Peloponnesian War
with the citizens of Athens versuitizens of Sparta. The player can choose whether to
side with the Delian League (Athens) or the Peloponnesian League (Sparta), and craft
their character based on which side they choose. However, the main story is Kassandra
trying to reconnect with herdctured family after she and her brother were left for dead

by their father, Nikolaos, after the Oracle of Delphi urged him to killthem & as si nd s
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Creed: Odyssqy . Rat her than following a story st
story is entirely Br own; she meets several famous figures from Greek and Roman
history, but her story is separate from the canon of history as it happanedternate
history narrative based in Greek culture and religion, what we now know as Greek
mythology. Where Nikatireos, Zagreus, and Fenyx consult with the gods in a more
literal sense, Kassandra prays to them, blasphemes in their names, and finds links to their
power as gods, but she nefieds them

Kassandrads interactions wioteltona he gods
religious point of view of the gods, where the other three protagonists in this project
(especially Fenyx, who | discuss more in Chapter 4), interact with them personally as

legends of stories and godly characteas characters from mythologwther than a

e

dedicated religion. G.S. Kirk in AGreek My

comments on the connection between mytholo

either identical with or a part of religion was widely assumed in the lagtrgemainly
because many Greek myths were concerned wi
(74). The connection between mythology and religion is inherent; religious figanes

what we know as mythological characters red@wly became these charastas their

religions lost practiceGreek religion passed through time and transformed into

mythology through oral traditiehpeople told these stories to their children, who then

told them to their children, and so on until they were documented iemmitbrd. Kirk

comments on the oral tradition shifting to

literate mythology, one based on genuinely traditional tales (no doubt), but one that was

elaborated and adjusted for several generations in accordédhaeweloped literary
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criteria... Literacy makes an enormous difference to a mythical tradition. In Greece the
content of oral myths was retained as the basiegdwhent of literature, but new kinds
of elaboration and variation changed the underlyinpdrma s es 6 ( 77) . These
el aborationo that Kirk mentions refers to
storytellers: different authors emphasized different aspects of each myth, whether it be
that Persephone willingly married Hades instead of gagagnst her will or that Achilles
and Patrocl us wer elliad latthenton  bes(as isthb case inHo mer 6 s
sever al modern retel | i Aandmodern tranfldtiens Rtagp e o f
lliad)3.

At the release oAC:O, Aris Politopoulos, Angus A.A. Mol, Krihn H. J. Bog
and Csilla E. Ariese put out their review of the classical aspects and historical accuracies

of Ubi s oAfstséass sli ageieeQO9ssaysthe eleventh installment in the

series). |l nPhaigsbangddl s AOu rAosns aasnsd nAdust hCer nete
Odyssey(2019) t he game series6 Al was there wher
the main praises sung, as well as the exte

historical figure Herodosd t he o f at hdewhbo oac thsi sasordygui ded t

game, giving hints and quests to move the
player interacts with include the scul ptor
medicine Hippoat es, and the phil osopher Democritu

However, parts of the gameplay come into question regarding said historical characters

none of the Acanono names dropped into the

2Examples of modern retellings of MAThlorePlmppas of Per s
by Rachel Smythe (Webtoon) and thieandonbook series by Meg Cabot.

3 Examples of modern retellings @he lliadinclude the noveThe Song of Achilldsy Madeline Miller

(referenced in the introduction) and the filroy (2004), directed by Wolfgang Petersen.
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ficionalchan ct er s made for Kassandrads story are

effects are also a target of criticismA€:O; fAno matter how few or v

player takes, history will not really change one way or the other. The player meets and

talks b plenty of characters, and witnesses many events, but the violent story of the

pl ayer as protagonist is disconnected from

The game is part of history, yet simultaneously not, as nothing Kassandra eéots aff

history itself. While the game is based in

within the game canon is separate from the history we know from the world itself.
Thesimultaneous parallels with and divergence from history mn&agk®© as an

alternate history narrative, a genre of fiction where historical events happen slightly

differently than they did in real life. The genre of alternate history narratives is not new to

literatureéd or video gamesA s s a s s i ppriles its€lf on is dhistoridly accurate

narratives, and each of their games take place during some sort of hist@ricaks

Cornelisputs the collection of games in chronological order in his timelinthéor

websiteBeyond Vi deo Gami ngd epbnynwous firatgnsedakisgi n 6 s Cr

place during the Third Crusade, or the fou

century at the height of piracy (Cornelis). Games make alternate versions of history that

t he players have a hand i n dcallglzasedtham. Kas s a

Ni kandreosé, as she explores what we now Kk

instead of the fictional Mount Olympus. Of course, religious beliefs could count as an

alternate history with believers in such an alternate history toibapk\What modern

society calls Greek mythology now was simply the known religion practiced in ancient

Greece and Rome. Kirk notes this connectio
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between myths and religion, its extent is one of the hardestgbamslerstanding myths

i n gener al o0 o(for My)purpodty, fodusing ongGyeek mytholdgyas once

practiced as an active religion; citizens of Greece believed in these gods and goddesses
creating their known world and worshipped them as such. Kdssem6 s wor I d i s t
world, interpreted and coded into a video game, centuries later, and the player creates

their own alternate history narrative through playing the game.

On the other hand, rather than affecting historical cakassandra and the player
create their own take on history. Christen
it was just one potential outcome of many and that outcome did not seem inevitable to the
people living through ito (108)XMidnokkaosyvsandr a
the outcome of the Peloponnesian War or any other historical event that happens in her
future, our past. The Battle of Thermopylae, for example, acts as the tutoAdl:fod
players get a taste of combat playing as King Leonidas to defeat the Persian army.
Politopoulos et al. comment on the rather
AShoul d t he P& épicandexatmgin @dysseyyaut no doubt a ruinous
deadly conflictinactualiy be made i nto a playground in t}
the outcome of the Peloponnesian War is inevitable to players in the present world,
playing the tutorial as Leonidas gives the narrative a form of urgency. Lealnidast
know the outcome of the Battle of Thermopylae as he lived through it; players live
through that war t W€C:Oandlearnithe combadrechénicaol at ar
the game while simultaneously solihdi fying
Persians. After the tutorial, players pick whrarsthiosthey wish to play the game with

and create their history through the choices they make throughout the game.
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The ability to choose the gender of the protagonist is something that Vanessa
Hemovichdi scusses in APrincess to Protagonist:
Super @8 ooShe argues that nAf e madpresergedime her o
video game storylines, and, unlike their male counterparts, depictions of women
characters are highlged by prominent attributes tied to sexual appeal over aptitude
defining features and trait characteristic
same year tha@C:Or el eased, Hemovi chbés statement on
game studies,specially since neithédadesor Apotheorgive players the options to
choose their pr otACPamlFRdo.AscowyseACDavasthe wher e
first, and at that ©point, onl yickgedeme i n Ubi
protagonists:

Consumers questioned the noticeable lack of playable women characters in

[Assassinbds, Crreledasdhiitry 2014], to which

Alex Amancio responded by implying the addition a female assassin would be too

much wor k. falntiodnsa tdioounbsl,e itthbtes doubl e t he

visual assets. Especially because we have customizable assassins. It was really a

|l ot of extra production work, o0 Amanci o

i mmedi at eé€ A numb eonalsaléo pointed austhiedeyelopr of e s s

actual work involved to create an additional female character was severely

overestimated to justify traditional A m

embeddedinthA s s a s s i frahchiseG21E).e d
The gender of theisthiosthat players choose to play the game with affects the story

majorly; Kassandra and Alexios are siblings, and whichever of them players pick to play
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as their protagonist, the other becomes the leader of the antagonistic Cult of Kosmos that

the player meets later in the game. Choosing to play as Kassandra over Alexios also

affects voice lines from other characters; some male characters vaélcher or call her

derogatory terms, whereas Alexios does not get a similar treatment. Of course, Kassand

is equal to Alexios in power and biceps; she can (and will) assassinate whoever she needs
to achieve her quest. Hemovich continues,
games offer, the impact of media messages presented across such platiariis/isf
consideration, particularly in |Iight of st
powerful roles in game development, narrative, and mythology; it seems only fair that

women are represented as such in the media they consume and the gamiag.they p
Laycock as smayinggamesda shapé mow players see the world and
themselveso (179), and this applies to Hem
represented in games. The ability to choose a female protagoASt@andIFR

significantly affects gameplay, retention, and replay value, as discussed with Turkay and
Adinol féds research on customization in gam
after all.

Along with choosing the protagonist and their weapons, gameplay itself is a major
aspect that | eads to a gamebds success. I n
Politopoulos et al.bd6s review, or Hemovicho
pickdbl e protagoni sts, Br AaGiQl(2008)hdmes inanl 6 s | GN r
gameplay and battle tactics. Tyrrel narrates over game clips in his video review and gives
visuals for the examples he notes for how the gameplay enriches the story. Tyrrel

mentionshe | arge Aconquest battleso that trigg
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region and mentions that Athey mean disapp
whet her youbére attacking or defendthemg, whi
war machi ne keep s4:10)uThroughow bis e{ghhinuterrexiew, 3 : 59
Tyrrel talks about all sixtyplus hours of gameplay and the story packed into each second
of it.

While Tyrrelbés playthrough andullmge own a
of the skill trees included to help refine different perks for our protagonists (he chose
Alexios, where | picked Kassandra). The different abilities within each of the three skill
treedt i tl ed fAiHunter o, fAAssass itnand mekeaattacksWar r i
respectively gave both of our playthroughs different tastes and tactics to win thaslay
shown in Figure 1QTyrrel 4585 : 1 7). Tyrel |l 6s article does
aspects withilAC:O, but his attention to gameplay his review adds valuable
commentary about the game, as the story and the gameplay go hand in hand to create the
unique experience of a video game ensconced in classical influeige® 10, below,
shows the different skill trees players can pour aimib to improve the respective

powers thamisthioshas, including hunter, warrior, and assassin.

41



Figurel0. The different skill trees thmisthiosgets to upgrade their skillStill fromAs sassi nds
Creed:Odysseybisoft 2018).

Choices in customization affect the story, but players are often faced witkchtorging
choices through different cutscenegymme, as well. For example, near the beginning of
the game, Kassandra is accosted by two hitmen assigned to kill her bgfdtder

Cyclops, the first of many mercenaries she must assassinate. However, upon defeating
them, she can choose to either let them go or kill them both. | chose to let theandjo

it was clearly the wrong choice, as they came back a few hours lateriggtr,oetter
weapons and Kassandretually hadto kill them. This is one small example of how
choices affect the gameplay of the story; if | had not chosen to let the two hitmen go free,
they would not have almost taken me out later. Different choifest éifie gameplay and

the narrative as a whole; while the two hitmen were easily dealt with along the road,
bigger choices like killing Spartan leaders or stealing from temples can affect the
storyline many hours later into the story.

I n AVideot@Games i & §2015) Anree Winthalltatkabout

how video games give players the power of chibideut t hat fAvi deo games
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