L H = =
- . h - - i L
L, el S gy b ) & . s i = 3 - 2 L r : 4 e Py
L e N I 2 r B o ¥ " - i el - = e pag— = . -~ e £ i oy
S e AT e i, R e T e i - L0 RS - | b L r y : = . i o
Tfals _.,.._.-._.,.;...I :_I.';_ . 4 -y E ', ' (5 — —= v t I e h, o = - i
'__l:" 4 T e . ¥ I"' s ‘-_::?‘L. i S, 3 - A . F -~ e ’
--;._,-‘- 3] syt e e E . ah E 1\:111_ % e i % . -:'1_ e [
-4 ey s ot . - -, B <. k e 3
; - i " L -
K W g - r .-ri L . o ; " =
e E o = i Y — i i g
e { oo L - ;
i 4 o / 1 -_ﬂ' 2 — 'g i Fhey % r
. - 2 - = i
5 = . P b
k = - o i
| 3 :w?-;'f},':, b . ’
7 . : . . o | : X I+ % o h‘
¥ ; "
2 j J
| 1

(POST) APOCALYPTIC VIDEO GAMES

Department:
English Language and Literature

PAMELA MARIA SCHMIDT

Program: Video games (like any form of art) are time capsules that

MA reflect societal attitudes, cultures, and fears from a specific era.
In The Garden of Humanity, Schmidt argues that games

Project type: such as Jak ll, Horizon: Zero Dawn, and Final Fantasy Xlll

Major Research Project encapsulate contemporary anxieties surrounding climate

change and emerging technologies. Each of these games sets
the player in a post-apocalyptic environment where technology
and human intervention caused a climate crisis.

Project co-researchers:
Dr. Neil Randall, English Language
and Literature, Faculty Supervisor

Schmidt used a multidisciplinary approach to investigate

and analyze these games individually and within the (post)
apocalyptic genre. She focused on themes of hope before and
after the apocalyptic scenario to pinpoint the game worlds’
societal attitudes leading up toward (and after) the event.
Apocalyptic scenarios in these games are always caused by
human intervention and are followed by a “return to the natural”
(humans moving away from civilization and technology to live
simpler lives closer to nature) once the events have transpired.
Considering the current climate emergency and technological
paranoia surrounding artificial intelligence (Al) and other
emerging technologies, these games perpetuate the false
notion that action IS not necessary, because humanity

will endure.

What these apocalyptic video games point toward is how
human domination leads to themes of dystopia, abuse of the
environment, and monstrous technological consumption.

Interesting fact: Schmidt charted Schmidt noticed a great amount of hope in these games rests
the convoluted lore of Final Fantasy Xl solely on the shoulders of the ‘messiah figure’ embodied by the
to show the game’s complex world player. These games promise that a hero will come and mitigate
history, cultures, religions, politics, the apocalypse by learning about the sins of the past, and,

and ideologjes in the appendix along therefore, preventing history from repeating itself. If our desire
with many, many, many footnotes. IS to be saved, it will be reflected in the media we consume.
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