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Abstract 
This study examines how Elden Ring discursively frames religious elements and to what extent 
these discourses are consistent with Islamic values. It examines the ideological framing of divinity 
and worship in the game's dialogues and assesses these discourses from an Islamic perspective. 
The aim of the study is to analyze the construction of categories such as divinity, worship, fate, 
sin, and purpose in the game’s dialogues and evaluate their compatibility with Islamic teachings. 
The importance of this study is to respond to the increasing phenomenon of narrative-based video 
games as cultural texts that can impact religious beliefs among Muslims. For that, the study 
employs a qualitative approach that utilizes Fairclough’s Critical Discourse Analysis (CDA) and 
an Islamic framework based on the Quran and Sunnah. It analyzes specific dialogues containing 
religious references at the textual, discursive, and social practice levels. The findings show that the 
game portrays divinity as attainable, fate as controllable, and the concepts of worship and sin 
within a mythological framework. These portrayals contradict some of the major teachings of 
Islam, such as the oneness of Allah and associating partners with Allah. The study concludes that 
translators can address theological issues that may arise in localized gaming environments by 
making linguistic and narrative changes that are sensitive to local culture, while preserving creative 
freedom and accommodating Islam.  
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Introduction  
Language is not merely grammar and vocabulary but also the way in which people perceive 

the world and interpret meaning. Discourse analysis is based on this assumption and further 
explores how language reflects societal values and power relations (van Dijk, 1996). In media 
texts, however, the use of language is not merely functional; it also reinforces beliefs and transmits 
cultural values. In the age of digital media, the construction of meaning through language is of 
critical importance, especially in media texts that have the potential to reach different religious 
groups in society. 

In Islamic practice, language carries moral and spiritual responsibility, since words shape 
beliefs about accountability and ethical action. Researchers have found that global media often 
misinterpret Islamic terms, oversimplifying their sacred meanings (Younes et al., 2020). Although 
there has been considerable research on religion in news and film, fewer studies have examined 
religion in interactive digital media, such as video games, which have become ubiquitous in 
contemporary culture (De Wildt & Augers, 2020; Campbell et al., 2015). 

As the global population of video game players exceeds 3.2 billion, video games have 
become a significant cultural phenomenon with the potential to influence identity and value 
systems (Cruz et al., 2025). Fantasy video games, those with narrative themes such as Elden Ring, 
often include religious terms and other non-traditional worldviews. Inloes (2016) argues that 
fantasy video games often blur the line between entertainment and moral thinking, and Giuliana 
(2023) emphasizes the importance of the role of religious meanings in the construction of spaces 
in digital games. While the topic of religion in digital media is receiving increasing attention from 
scholars, the interface between the discourse on fantasy video games and Islamic theological 
evaluation remains underexplored. Although theoretical perspectives on religion in digital media 
vary, this study employs a CDA approach from the perspective of Islamic teachings. 

Thus, this study aims to address the identified gap by investigating the construction of 
religious and divine references in the dialogue of Elden Ring and assessing these references from 
an Islamic perspective. The primary objective of the study is to analyze the construction of 
categories such as divinity, worship, fate, sin, and purpose in the game and assess their 
compatibility with Islamic ethics. The importance of the study lies in the need to articulate the 
impact of video games as sites of discourse that can influence religious understanding within the 
current globalized media environment. Therefore, the study aims to identify the linguistic 
strategies employed in constructing religious references, to investigate the underlying ideological 
assumptions, and to assess their compatibility with Islamic ethics. This study focuses on the 
following research questions:  

1. How are religious and divine themes discursively constructed in the dialogues of selected 
video games? 

2. How do these discursive constructions misalign with Islamic teachings, and how can 
culturally sensitive adaptations be proposed for Muslim audiences? 

 
Literature Review 
 Ideology and Moral Meaning in Interactive Digital Games 

In recent years, video games have been recognized as cultural spaces in which ideologies 
and religions are explored and negotiated. Thus, instead of being merely used for entertainment, 
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many contemporary video games started to engage with political ideologies and religions, thereby 
positioning digital gameplay as culturally and ideologically relevant (Cerezo-Pizarro et al., 2023). 
Video games have also been found to mediate complex issues of belief systems and ideologies, 
thereby allowing users to engage with the underlying ideologies and belief systems through 
gameplay (Wright & Denisova, 2024; Zhang et al., 2025). 

What makes games different from other forms of media is that they are interactive in nature. 
In other words, the audience does not just consume the story; rather, they also interpret and 
navigate morally complex situations (Wright & Denisova, 2024). In this regard, meaning is 
constructed rather than consumed (Ferchaud & Oliver, 2019). Meaning in the narrative is 
constructed through the interplay of character creation, narrative construction, and gameplay 
mechanics, such that branching and emergent systems place the player in morally complex 
situations shaped by character creation and its consequences (Zaini et al., 2025). In addition, 
instead of good and evil dichotomies, the focus is on the moral ambiguity and the character arcs 
of the game (Zaini et al., 2025). The narrative's presentation and character construction also reflect 
the game's ideology. In this regard, the presentation of the story and the construction of the 
characters are used to portray the power relations and social hierarchies (Zaini et al., 2025). 

However, the player is not seen as a mere receiver of the in-game ideologies. The player-
centered approach in game studies emphasizes the player's interpretive agency, whereby players 
can negotiate the game's meaning (Herrenhausen, 2012). Players’ backgrounds, gaming 
experiences, and social environments influence how they receive the game (Mai et al., 2025), and 
players negotiate their engagement with the game based on their culture and identity (Alharthi, 
2026). 

 
Critical Discourse Analysis in Digital Media 

Worth noting that CDA has become an important approach for understanding how 
language and representation contribute to the construction of ideology and power across different 
media. Grounded largely in Norman Fairclough’s foundational framework (1995), which views 
discourse as both shaped by and shaping social practices. CDA researchers begin with the 
assumption that media discourse is never neutral but carries power and ideological effects 
(Fairclough, 1995; Fairclough, 2003). Rather than treating language as an objective reflection of 
reality, CDA assumes that people shape meanings through linguistic choices and institutional 
contexts that privilege certain viewpoints while marginalizing others (Fairclough, 1997). This 
notion of discourse carrying ideology is also evident in translation research. Al-Mushawwat (2025) 
demonstrates how discourse carries ideology by translating political news articles using 
Fairclough's model. Thereby, translation is not simply moving words from one language to 
another; it is a discourse practice that can carry and alter power relations (Al-Mushawwat, 2025). 

In the context of digital media, CDA demonstrates the ways in which online media 
influence and interact with ideological discourse in complex ways. On one hand, digital media 
seem inclusive and inviting, yet they often replicate existing power structures. For example, 
Bouvier and Machin (2018) show that social media platforms disrupt traditional discursive 
formations by introducing multimodal communicative practices that both reflect and shape power 
relations and narrative authority. By engaging CDA with digital environments, the study illustrates 
how language, interaction patterns, and platform affordances collectively reinforce or challenge 
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dominant hegemonic discourses. So, discourse in digital media can be said to represent and 
influence opinion and power configurations in contemporary digital democracy. 

In response to changing media, CDA theorists have increasingly focused on interactive 
digital media, such as video games. Unlike other media, games do not simply force consumers to 
sit back and view. Instead, consumers play an active role in co-creating meaning, and ideology is 
thus something consumers live and co-participate in, rather than simply view (Martínez-Borda et 
al., 2026). Al-Rawi (2024) describes games as complex multi-part texts contained within a larger 
social and political narrative. Games often reiterate dominant ideologies in discussions, character 
construction, space construction, and gameplay. However, CDA theorists of games go beyond 
textual content. For example, AlAfnan (2025) examines consumer interaction and illustrates how 
language in game conversations and online discussions actively constructs power structures and 
social hierarchies. 

All in all, CDA can be an important tool to understand how power and ideas circulate 
through various media, including digital media and video games. Discourse can create meaning 
and influence how people view things through language, images, technology, and audience 
participation. CDA can also illustrate how analysis is an important tool by revealing what lies 
behind media texts and interactions. 

 
Cultural Adaptations and Reception  

Cultural adaptation involves adjusting content to align with the language, values, and 
cultural expectations of a specific audience. Bernal et al. (2009) describe cultural adaptation as the 
systematic modification of content to ensure compatibility with the cultural meanings and practices 
of its target group. Although this concept originated in clinical and educational contexts, scholars 
have widely applied cultural adaptation to media and digital products, including video games, 
where audiences’ responses strongly reflect cultural relevance (Cerezo-Pizarro et al., 2023). 

In the media, Cultural Adaptation Theory suggests that a product’s success largely depends 
on how well it reflects the cultural norms and expectations of its intended users. In video games, 
for example, this involves more than translating text; it also requires adapting narratives, 
characters, visual styles, and culturally specific references so that players can relate to what they 
see and experience (Luo & Mangiron, 2018). The urgency to adapt increases further when 
metaphors carry a strong cultural background, as Alzobidy (2025) emphasizes that the translation 
of metaphors does not simply mean replacing words and finding their equivalents in another 
language. Rather, it requires a proper understanding of the concept within a specific cultural and 
ideological context. Therefore, to avoid any misunderstanding or cultural issues for the target 
audience, translators use techniques such as adaptation, reformulation, and concept substitution 
(Alzobidy, 2025). The use of religious terms in fantasy games may serve narrative purposes; 
however, for Arabic-speaking Muslims, such terms carry profound, deeply rooted significance. 
Therefore, translation in gaming discourse should be informed by a proper understanding of 
cultural issues and considerations, as is the case with political metaphors (Alzobidy, 2025). 
Moreover, Players respond more positively when cultural elements resonate and create a strong 
sense of familiarity, which enhances their engagement and emotional experience in the game. 
(Zhang et al., 2025). Empirical studies support this view by showing how culturally adapted games 
tend to achieve a stronger reception in local markets. For example, research on foreign games 
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entering the Chinese market demonstrates that changes to mythological themes, character designs, 
and culturally embedded terminology are often necessary for acceptance and commercial success 
(Luo & Mangiron, 2018).  

Furthermore, Hall’s (1980) Encoding and Decoding model explains the importance of 
cultural adaptation, which views meaning as something that is actively constructed rather than 
passively received. According to this model, game developers encode messages based on specific 
cultural assumptions, while players interpret or decode those messages through their own cultural 
backgrounds. Cultural adaptation, therefore, helps narrow the gap between what developers intend 
to communicate and how players understand and respond to the game. When cultural symbols and 
underlying values resonate with players’ lived experiences, players interpret them more easily, 
which in turn fosters deeper engagement with the experience (Hall, 1980; Zhao et al., 2025). 
However, when such alignment is missing, players may struggle to interpret the intended 
meanings. Hall (1980) refers to this mismatch as “systematically distorted communication,” where 
cultural differences lead to misunderstanding or rejection of the message. In gaming contexts, this 
can result in confusion, reduced immersion, or even resistance to the game’s narrative and themes 
(Luo & Mangiron, 2018). That said, cultural adaptation is not merely a technical step in 
localization but a meaningful communicative process that shapes how players interpret, engage 
with, and ultimately accept video games. 

 
Islam and Fantasy Worlds 

New scholarship in the field of religion and media suggests that popular narratives, such as 
those found in digital media or games, have more significance than mere entertainment. They have 
the ability to convey meaning and values, and in some instances, can carry religious or 
metaphysical content (Giuliana, 2023; Zhang et al., 2025). In Islamic Studies, however, there has 
been little scholarly discussion of how scholars can employ fully imagined worlds that incorporate 
religious language or concepts. The majority of the literature on Islam and media has focused on 
video game localization, particularly the translation and cultural adaptation of media content for 
Arabic-speaking audiences (Jarrah et al., 2023; Al-Batineh, 2021). While scholars have explored 
how media content accurately and respectfully depicts Islam and how creators linguistically and 
culturally adapt it for Muslim audiences, it has not sought to explore the theological implications 
of stories about other gods, the transference of divinity, or the manipulation of fate and 
transgression in ritualistic ways. 

Fiction is generally allowed in Islamic legal thinking, as long as it remains within certain 
boundaries of religious thinking and morality. However, studies in the field of religion and digital 
media reveal that imaginative narratives often have symbolic religious meaning in contemporary 
culture (Giuliana, 2023). The issue is not the fiction but its meaning. The problem arises when the 
fictional religious symbolism contradicts the fundamental religious beliefs of Islam, which include 
the absolute oneness of Allah, the exclusive devotion to Allah, and the sovereignty of God over 
fate. The Quran stresses the absolute oneness of Allah in the following verses: "He is Allah, [who 
is] One” (Qur’an 112:1). If games portray God as something that can be given or taken away or 
divided among other created beings, then they could potentially have a different meaning from the 
Islamic understanding of Tawhid (the oneness of Allah), even if they are perceived as fictional by 
the audience. 
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Interactive digital media further exacerbates the problem. While a user consumes a film or 
a book, video games require the user to participate in the world they are playing in. Wright and 
Denisova (2024) demonstrated that users of video games do not simply observe moral systems but 
instead act and control them. The problem that arises is what it means to participate in a world that 
lacks the same moral and metaphysical underpinnings as Islam. 

Although the field of religion and games is expanding (Giuliana, 2023; De Wildt & Aupers, 
2018), there are limited studies that specifically apply Islamic theology in the study of the 
narratives or dialogue of fantasy game worlds. The available literature largely focuses on 
representation, localization, and cultural visibility (Jarrah et al., 2023; Zhang et al., 2025). A 
discernible gap in the literature is present in the field of religion and games, with more research 
being conducted on religion in digital games and Islamic media ethics, but little empirical research 
on the interface of Islamic theology and fictional worlds that use religious terms and create 
alternate religious systems. 

 
Research Methodology 
Research Design  

This study used a qualitative research design to explore the meanings and ideologies 
embedded in video game dialogue, rather than to measure variables or produce statistical 
generalizations. It adopted a non-experimental, interpretive case study research design focusing 
on an in-depth analysis of a single game as a culturally situated text. Qualitative inquiry 
emphasized interpretation and depth, making it suitable for examining ideological and religious 
representations (Creswell & Poth, 2018). 

CDA served as the primary analytical approach in this study, investigating how language 
produces and maintains ideologies and belief systems (Fairclough, 1995; Wodak & Meyer, 2009). 
Fairclough’s three-dimensional model included text, discursive practice, and social practice, 
enabling analysis of linguistic features within broader social contexts (Fairclough, 2003). 
Furthermore, the study adopted an interpretive and critical approach to uncover implicit 
assumptions in narrative dialogue, complemented by an Islamic evaluative lens based on the Quran 
and Sunnah, allowing assessment of alignment with Islamic principles. 

 
Data Collection  

The data for this study consisted of selected in-game dialogues and narrative texts from 
Elden Ring. The game was chosen using purposive sampling, a non-probability strategy that selects 
information-rich cases relevant to the research questions rather than statistically representative 
ones (Creswell & Poth, 2018; Palinkas et al., 2015). This approach is suitable for CDA, in which 
texts are selected for their ideological density and theoretical relevance (Fairclough, 1995; Wodak 
& Meyer, 2009).  That said, Elden Ring was selected for its frequent use of religious terminology, 
mythological narratives, divine hierarchies, and ritualized language, aligning with the study’s 
focus. The analysis included dialogues referencing divinity, worship, fate, sin, ritual, or spiritual 
authority, while it excluded unrelated technical or combat dialogues. The study collected data via 
repeated gameplay, systematic observation, and cross-referencing with official databases and fan 
archives (e.g., Fandom, Reddit, IMDb). This triangulation enhanced accuracy and credibility, 
consistent with qualitative research best practices (Miles et al., 2018). 
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Analytical Tools 
Critical Discourse Analysis 

The primary analytical framework used in this study is Fairclough’s Critical Discourse 
Analysis model. According to Fairclough (1995), discourse operates simultaneously at three 
interrelated levels. First, the textual level (description), which is the analysis of vocabulary, 
grammar, modality, metaphor, and evaluative language. Second, discursive practice 
(interpretation), which is related to the examination of how texts are produced, distributed, and 
interpreted within specific social contexts. Third, Social practice (explanation), caring for the 
exploration of how discourse relates to broader ideological, cultural, and social structures. 

This model is widely used in media and digital discourse studies because it enables 
researchers to link micro-level linguistic features to macro-level social meanings and power 
relations (Wodak & Meyer, 2009).  

 
Islamic Lens  

In addition to CDA, this study applied an Islamic analytical framework to examine how 
the game’s religious content aligns with or conflicts with core Islamic teachings. The study reduced 
key theological concepts such as Tawhid, the prohibition of Shirk, Qadar (Allah's decree), and 
Islamic understandings of sin and moral responsibility into concrete benchmarks for evaluation. 
For example, the study considered content theologically problematic if it: Attributed divine status 
or qualities (like absolute control over creation) to created beings, the game narratives' suggested 
that godhood could be gained or defeated, directed worship devotion toward others, or portrayed 
destiny as controlled by humans and demigods, and finally used religious terms in ways 
disconnected from their ethical and spiritual meanings in Islam. By defining these standards in 
advance, the framework provided clear guidance for identifying theological inconsistencies in the 
game’s dialogue. 

The study applied these criteria within the explanatory stage of Norman Fairclough’s three-
dimensional CDA model, which interprets discourse in the context of broader ideological and 
cultural structures.  Importantly, the Islamic framework was not a separate methodology, but an 
evaluative layer integrated into CDA. This approach ensured that theological assessment was 
systematic and grounded in established doctrinal principles rather than personal opinion, 
enhancing both clarity and rigor while reducing subjective bias. 

 
Data Analysis Procedure 

The data analysis followed a systematic process guided by CDA and qualitative research 
principles. The analysis began with repeated readings of the selected dialogues to build familiarity 
with the data and identify recurring patterns related to religious meaning. This stage focused on 
analytical familiarization rather than formal coding. Then, the study organized relevant dialogues 
into categories such as divinity, worship, fate, sin, ritual, and purpose, derived from the research 
questions and the CDA framework. These categories served as interpretive guides rather than 
quantitative tools, allowing flexibility while maintaining analytical structure (Miles et al., 2018). 
Given that studies of Islam-related news have demonstrated that article tone and lexical choices 
shape audience perceptions of Islam (Hassan et al., 2020), this study similarly examines evaluative 
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language in Elden Ring’s dialogue to trace how religiously coded terms construct particular moral 
and spiritual meanings. 

The analysis section analyzed each category using Fairclough’s three-dimensional CDA 
model. At the textual level, the analysis examined linguistic features. At the level of discursive 
practice, it considered how these features functioned within character interactions and narrative 
contexts. At the level of social practice, the study interpreted the findings in relation to broader 
fantasy genre conventions and dominant ideological patterns in games. The analysis was iterative 
with insights across levels informing one another, and the study ensured rigor through consistent 
application of the CDA framework and close grounding in textual evidence. 

Finally, the study evaluated the findings through an Islamic lens by comparing the 
identified representations with teachings from the Quran and Sunnah. Where ideological or 
theological tensions emerged, alternative wording strategies were proposed, consistent with 
principles of cultural adaptation and localization (Hall, 1980; Luo & Mangiron, 2018). This 
ensured that the analysis was both critical and ethically grounded. 

 
Ethical Considerations 

Since this study addressed religious themes, the analysis approached the material with care 
and respect for Islamic values. The aim was not to ban or criticize video games but to understand 
how they use language about gods and rituals, and to suggest alternatives that would allow Muslim 
players to enjoy the stories without worrying about their faith. The evaluation drew on the Quran 
and Sunnah, with extra attention given to the potential influence on younger players, who may be 
more susceptible to such content. By keeping the discussion respectful and solution-oriented, the 
study sought to remain academically useful while also relevant to Muslim communities. 

 
Data analysis 
Analytical Context: Elden Ring 

Elden Ring is an open-world Role-Playing Game (RPG) developed by FromSoftware in 
collaboration with Hidetaka Miyazaki and George R. R. Martin. Set in the Lands Between after 
the destruction of the Elden Ring, the game follows the Tarnished, an exiled figure summoned to 
restore order and claim the title of Elden Lord. The narrative unfolds in a fractured world marked 
by divine conflict, moral decay, and struggles between faith and power, with the story conveyed 
primarily through symbolism, environmental cues, and minimal dialogue. Moreover, the game’s 
spiritual world draws heavily on mythological and polytheistic traditions, engaging with themes 
such as divinity, sin, fate, and redemption. Divine figures are portrayed as flawed and self-
interested, reflecting an unstable sacred order shaped by ambition and power. These 
representations echo elements found in Norse, Western, and Eastern mythologies, where divine 
authority is often contested. The game’s global impact was recognized when it received Game of 
the Year at The Game Awards 2022. However, beyond entertainment, Elden Ring functions as a 
discursive space where religion and ideology intersect. Thus, CDA alongside the Islamic 
evaluative perspective enables a systematic examination of how the game’s dialogue constructs 
religious meanings and how these representations align with or conflict with Islamic principles. 
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The analysis identified five key categories shaping the game’s spiritual and moral 
framework: (1) divinity and godhood, (2) rituals and sin, (3) worship and submission, (4) fate, 
destiny, and cosmic order, and (5) faith and purpose.  

 
Divinity and Godhood 

Elden Ring presents a world in which becoming a god is neither distant nor sacred; it is 
something that characters actively pursue and compete for. The game’s dialogue and interactions 
construct a view of divinity that is unstable and deeply tied to power. For example, when the 
narrator states “O Radagon… Thou’rt yet to become me. Thou’rt yet to become a god,” the 
language treats godhood as a status one can grow into, merge with, or break apart from. 
Expressions like “become a god” or “my other self” blur the line between divine and human, 
suggesting that godhood is neither unique nor absolute. This idea appears throughout the game and 
commands such as “Be it a Lord. Be it a God,” or declarations like Rykard’s “Together, we will 
devour the very gods,” and Godrick’s “I am the Lord of all that is golden,” all rely on powerful 
assertive language that frames divinity as something that can be challenged or claimed by force. 
The game draws on mythological traditions, both Western and Eastern, in which gods are 
imperfect, replaceable, and engaged in constant struggle. Players become part of this discourse 
through gameplay. As players fight demigods and strive to become the Elden Lord, the narrative 
reinforces the idea that divinity is attainable and that power determines who qualifies as a god. At 
the level of social practice, the game reflects a broader fantasy-genre ideology in which divine 
beings resemble humans and can be defeated or replaced. Such narratives normalize the idea of 
divinity as transferable, shaping how Muslim players interpret power and morality within the game 
world. 

 When seeing it from an Islamic perspective, this portrayal directly challenges the core 
principle of Tawhid, which affirms the absolute oneness and perfection of Allah. In Islam, divinity 
cannot be inherited or challenged. The Quran states clearly, “He is Allah, [who is] One” (Al-
Ikhlaas, 112:1) and “There is nothing like unto Him” (Ash-Shura 42:11), establishing that Allah 
is singular, uncreated, and incomparable to His creation. The Prophet Muhammad further 
emphasized this boundary by warning, “Do not exaggerate in praising me as the Christians 
exaggerated in praising the son of Maryam. I am only His servant, so say Allah’s servant and His 
Messenger.” This hadith proves that no human, even a prophet, can possess divine qualities. 
Therefore, portraying godhood as something humans or other creatures can acquire contradicts the 
foundations of Tawhid and constitutes Shirk. Therefore, Ideas such as battles between gods, 
humans overpowering gods, or the rise and fall of divine beings reverse the Islamic moral structure 
in which power belongs solely to Allah and cannot be contested. 

 
Table 1. Sample of texts represented Divinity and Godhood in Elden Ring 

Dialogues 
“Hear me, Demigods. My children beloved. Make of thyselves that which ye desire. Be it a Lord. Be it a God....” 
“Rykard: You... join the Serpent King as family. Together, we will devour the very gods!” 
“Godrick: I am the Lord of all that is golden!” 
“Ranni: Upon my name is Ranni the Witch... Of the last Queen of Caria, Rennalla of the Full Moon. And the 
majesty of the night she conjureth.” 
“Count Yimer: Long ago, we began as stardust, born of a great rupture far across the skies.” 
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“In Marika's own words: O Radagon, leal hound of the Golden Order. Thou'rt yet to become me. Thou'rt yet to 
become a god. Let us be shattered, both. Mine other self.” 
Godfrey: The first Elden Lord! 

To make the game's language more accessible to Muslim players, developers or Muslim 
translators can adjust the expressions used for divinity in a way that keeps the story powerful 
without suggesting that humans or creatures can become gods. Instead of calling characters “gods” 
or “demigods” or using phrases like “become a god,” the narrative can rely on titles that imply 
strength and authority without touching divinity, such as king, ruler, sovereign, leader, 
commander, or guardian. For example, a line like “Thou’rt yet to become a god” could be 
rephrased as “Thou’rt yet to become a king” or “You are yet to rise to your highest rank”. Likewise, 
statements such as “we will devour the very gods” can be transformed into “we will overthrow the 
highest kings” or “we will challenge those in ultimate power.” 

 
Rituals and Sin  

Elden Ring continues to use a striking set of religious terms, such as sin, blessing, curse, 
burning, and death, to create a dark and dramatic moral atmosphere. These words shape how 
players understand the game’s rituals and spiritual ideas. Textually, vocabulary carries the weight 
of real religious language. Phrases like “the first cardinal sin,” “commit a cardinal sin,” or “my 
sin… should not be touched” draw on concepts normally associated with serious moral 
wrongdoing. Other expressions, such as “a good blessing” or “the burning of the Erdtree,” mix 
sacred language with violent imagery, creating a sense of sacredness twisted into destruction. Even 
verbs like slay, unbind, rebirth, curse, and build create a vocabulary field centered on ritual power 
and moral danger. Discursively, these words gain meaning through how characters use them and 
how players must respond, giving the idea that Non-Playable Characters (NPCs) describe certain 
actions as sacred, forbidden, or morally heavy, pushing players to interpret their choices through 
this language. The game asks the player to commit a cardinal sin, or when a corrupt figure offers 
a blessing, the terms reshape the moment, blurring the line between moral and immoral, sacred 
and profane. As players carry out these actions, they perform the game’s redefined idea of ritual 
and sin. Moreover, socially, this reflects a broader trend within the fantasy genre in which moral 
and religious terms are detached from traditional faith meanings. Words like sin or blessing 
become dramatic tools rather than moral truths. As a result, the game presents sin as something 
subjective, sometimes necessary, and even heroic. 

 However, Islamic teachings address these concepts directly, as they remain inseparable 
from their ethical and spiritual foundations. In Islam, sin (Ithem) refers to a real act of disobedience 
toward Allah, not a narrative step or a dramatic choice. It has genuine consequences in this life 
and the afterlife as Quran reminds Muslims: “And whatever strikes you of disaster - it is for what 
your hands have earned.” (Ash-Shura 42:30). Quran also warns: “Satan threatens you with 
poverty and commands you to sin…” (Al-Baqarah 2:268) emphasizing that sin is something 
harmful and deliberately prompted by Satan (Devil) not something heroic or necessary. The 
Prophet Muhammad also defined sin clearly when he said, “Sin is what troubles your heart, and 
you would dislike people finding out about it”. Similarly, blessing (barakah) in Islam is a sacred 
form of goodness that comes only from Allah. Violent or misguided figures can not grant it. The 
Quran states: “If the people of the towns had believed and feared Allah, we would have opened for 
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them blessings from the heavens and the earth.” (Al-A‘raf 7:96). Using such terms loosely, 
detaching them from morality, contradicts the Islamic understanding of ritual, sin, and spiritual 
consequence. 
 
Table 2. Sample of texts represented Rituals and Sin in Elden Ring 

Dialogues 
“Dung Eater: Hundreds will be reborn cursed, and they'll bear thousands of cursed children, who'll bear tens of 
thousands more.” 
“Dung Eater: I’ll give you a good blessing.” 
“Figure Reader Crone: Hear me. The burning of the Erdtree is the first cardinal sin.” 
“Figure Reader Crone: Doing so will unbind Destined Death and slay the world itself.” 
“Miquella: If you have known sin, if you grieve for this world, then yield the path forward to us.” 
“Enia: Who is to say that the cardinal sin must be cardinal forever?” 
“Gurranq, Beast Clergyman: Death... my sin... should not be touched... by the hand of man...” 
“I have long observed the Lands Between. This world is in dire need of repair... and death... indiscriminate. Are 
you prepared... to commit a cardinal sin?” 
“O Erdtree, you shall burn. Burn, for the sake of the new Lord. Thank you. For guiding me here. The one who 
walks alongside flame shall one day meet the road of Destined Death.” 

To limit this misalignment, Muslim translators can soften or reframe the vocabulary around 
rituals and sin so that it does not challenge Islamic beliefs about morality. Words such as sin, 
blessing, curse, and rebirth are often used dramatically without their real moral weight. Instead of 
phrases such as “commit a cardinal sin” or “receive a blessing,” the narrative could use expressions 
that carry tension without implying actual Islamic religious wrongdoing. For example, “commit a 
cardinal sin” can be replaced with “carry out a wrong act”, “break an ancient law,” or “perform an 
irreversible action.” Furthermore, instead of characters offering “blessings,” they could offer “aid", 
"protection,” or “temporary power.” Even words like “curse” or “reborn cursed” could be 
rephrased as “marked,” “tainted.” 

 
Worship and Submission 

Beyond divinity and ritual, Elden Ring presents worship and submission as forms of 
domination in which powerful figures employ sacred-sounding language to demand obedience. 
After analyzing the sacred language in the game, it becomes clear that the strong words are 
reinforced through commands such as “Kneel evermore,” “I command thee, kneel!” and “In the 
name of my brave Lord!” These lines rely on strong imperatives, such as "kneel," and titles, such 
as "Lord," to portray authority as absolute and enforceable. Statements such as “I am the Lord of 
all that is golden!” blur the line between political power and divine-like authority. At the same 
time, priestly characters speak with ritualistic reverence, elevating certain figures to nearly sacred 
status. When dealing with them Discursively, this language shapes how players experience power 
in the game. Many characters behave like rulers or deities, demanding loyalty, kneeling, or 
recognition of their greatness; players must choose whether to resist or submit, thereby making 
these commands part of the gameplay experience. Moreover, encountering bosses often confronts 
players with figures who demand worship and obedience, reinforcing a world where power is 
maintained through submission and symbolic acts of devotion. However, at the level of social 
practice, this reflects broader fantasy-genre traditions in which authority is tied to strength, lineage, 
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or magical power rather than to moral integrity. These narratives normalize the notion that rulers 
deserve near-religious loyalty simply because of their status or power. 

In Islam, this portrayal stands in sharp contrast to the principles of Islamic ethics because 
worship belongs to Allah alone, and no human, no matter how powerful, can demand devotion that 
carries spiritual or sacred meaning. The Quran declares, "It is You we worship, and You we ask for 
help.” (Al-Fatiḥah 1:5), making clear that ultimate obedience is directed only toward Allah. Even 
the prophets emphasized their humanity as Allah commands the Prophet to proclaim: “I am only 
a human being like you. To whom has been revealed that your god is one God.” (Al-Kahf 18:110).  
The Prophet Muhammad supported this idea when he said: “There is no obedience to created 
beings if it involves disobedience to the Creator”. Moreover, Leadership in Islam is an act of 
service, not domination, and no leader has the right to command submission in a way that 
resembles worship. Because of this, phrases like “kneel evermore” or “I am the Lord” are 
misaligned with Islamic teachings as they elevate humans to a status associated with divine 
authority.  
 
Table 3. Sample of texts represented worship and Submission in Elden Ring 

Dialogues 
“Fire Knight Queelign: Kneel evermore. Before the flame of Messmer.” 
Godrick: I command thee, kneel! I am the Lord of all that is golden! 
Dragon Communion Priestess: In the name of my brave Lord! 
Melina: As one who strives to become a Lord, deny not the lives, the new births of this world. 

Because Elden Ring often uses sacred-sounding commands such as kneel, obey, and serve 
in ways that resemble worship, the language can be adjusted to better align with Islamic values 
without losing the sense of authority and tension the game aims to convey. Instead of having 
characters demand worship as a form of submission, Muslim translators can reframe the lines to 
emphasize political or military authority rather than spiritual dominance. For example, “Kneel 
evermore” or “I command thee, kneel!” could be changed to “Stand down,” “Submit to my rule,” 
or “follow my lead.” These phrases reflect power without implying worship.  

 
Fate, Destiny, and cosmetic order 

 Elden Ring portrays destiny and cosmic order as forces shaped by prophecy and celestial 
power. The game’s language presents fate as something fixed, controlled, or even frozen by higher 
beings. For example, the line “Ranni’s fate is kept in stasis by Starscourge Radahn” employs terms 
such as fate, stasis, and kept, framing destiny as something suspended and manipulated. 
Additionally, Blaidd’s statement “The wheel of fate has been set into motion” employs the wheel 
metaphor to suggest that destiny operates independently and cannot be stopped. Another line, 
“Elden Ring… arbiter of fate, Lord of the very stars above,” combines cosmic and divine words 
to emphasize the idea that powerful nonhuman forces rule that destiny. Including supporting 
phrases such as “Only your fate shines brighter” and “inherited a fragment of the shattered Elden 
Ring” reinforces a worldview where destiny is predetermined and passed down. Moreover, 
characters speak as though fate were unchangeable, and players encounter quests shaped by 
prophecy, making fate seem both a path they must follow and one they can shape.  Socially, this 
idea reflects a common fantasy pattern in which fate can be controlled or manipulated by powerful 
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beings or by the characters themselves. Showing that Elden Ring often depicts destiny as being in 
the hands of demigods or individuals who gain sufficient strength, suggesting that those with 
power can rewrite the future and normalize a worldview in which fate is flexible and determined 
by creation rather than by Allah. 

However, in Islamic thought, Qadar is entirely in the hands of Allah alone. The Quran 
teaches that only Allah decrees all things and has full knowledge of every destiny: “Indeed, all 
things We created with predestination” (Al-Qamar 54:49), showing that destiny is determined by 
Allah, not by creation, and humans cannot change fate through power or status. The ultimate 
control of destiny belongs to Allah, not to rulers or cosmic forces, which creates a clear contrast 
between the game’s portrayal of fate as something that can be held, and Islamic belief that fate is 
part of Allah's wisdom and cannot be controlled by creation. Taking into consideration that destiny 
in Islam holds a more balanced meaning. While Allah’s knowledge encompasses all things, human 
responsibility and the ability to choose remain central. The Quran states: “Allah does not burden 
a soul beyond its capacity. It will have what it has earned, and it will bear what it has earned” 
(Al-Baqarah 2:286), highlighting personal accountability, and the Prophet reinforced this balance, 
saying, “Act, for each person will be facilitated towards what he was created for.” This saying by 
Prophet Mohammed shows that, given Allah's knowledge of all outcomes, people are required to 
act and make choices. In contrast, lines like “the wheel of fate has been set into motion” or “arbiter 
of fate” present destiny as something controlled by creation itself, like demigods or stars, rather 
than by Allah. Such ideas do not match the Islamic understanding, where fate is never in the hands 
of created beings and never removes human agency or accountability. 

 
Table 4. Sample of texts represented Fate, Destiny, and cosmetic order in Elden Ring 

Dialogues 
Blaidd the Half-Wolf: So Ranni’s fate is kept in stasis by Starscourge Radahn. 
Blaidd the Half-Wolf: The wheel of fate has been set into motion. 
Castellan Jerran: The mightiest demigod of the Shattering, and bearer of a Great Rune. 
Castellan Jerran: General Radahn, mightiest demigod of the Shattering, awaits you. 
Count Yimer: Only your fate shines brighter. 
“Godfrey: Elden Ring, O, Elden Ring. Shaper of life, arbiter of fate. Lord of the very stars above.” 
Melina: A demigod who inherited a fragment of the shattered Elden Ring. 

That said, Elden Ring often describes fate as something controlled or rewritten by powerful 
beings such as stars, demigods, or the Elden Ring itself. However, the language can be adjusted so 
that it is less in conflict with Islamic beliefs about Qadar. Instead of presenting characters or cosmic 
objects as controllers of destiny, the narrative can frame them as influencers of events or keepers 
of ancient knowledge. For example, instead of saying “arbiter of fate” or “shaper of life,” 
translators could use phrases like “keeper of order” or “the one who helps guide us.” Alike, lines 
such as “the wheel of fate has been set into motion” can be softened to “events have been set into 
motion”. When characters talk about “your fate shining brighter” or “inheriting fate,” they could 
instead refer to “your path,” “your legacy,” or “your role in what is to come.” 

 
Faith and Purpose 

Finally, the last category addresses faith and purpose, which Elden Ring portrays through 
characters’ attempts to make sense of their lives in a world filled with loss and uncertainty. The 
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game’s language presents faith as emotional dependence and purpose as something shaped by fate 
or powerful beings. For instance, the line “O mighty Tarnished warrior, I beg of you” uses pleading 
and respectful titles to place hope and trust in the player, almost as if the player is a savior. Melina’s 
words, “I have to ascertain for myself the reason for which I live,” use reflective language to show 
that purpose is a personal quest, and the line “Is there no hope for redemption?” expresses despair 
and a longing for spiritual relief. Other phrases, such as “our faith, our grace, is increased” and 
“you could have become Elden Lord,” continue to frame meaning and purpose in terms of cosmic 
forces or powerful figures. These expressions influence how players perceive their role in the story, 
where characters turn to the player for help or guidance, making the player part of their emotional 
and spiritual struggles. Faith becomes tied to prophecy or allegiance to powerful figures. Socially, 
this mirrors broader fantasy storytelling, where faith connects to magic, fate, and tragic sacrifice, 
and where characters seek purpose in a chaotic and morally unstable world. Such narratives often 
portray faith as emotional dependence on cosmic forces or rulers. However, Faith (Iman) and 
purpose are understood differently in Islam, where faith is rooted in belief in Allah and trust in His 
wisdom, not in cosmic entities or powerful beings. The Quran states: “Those who have believed 
and whose hearts are assured by the remembrance of Allah. Unquestionably, by the remembrance 
of Allah hearts are assured.” (Ar-Raʿd 13:28), emphasizing that purpose and comfort come from 
spiritual grounding. Moreover, it clearly defines the purpose of life: "And I did not create the jinn 
and mankind except to worship Me.” (Adh-Dhariyat 51:56). Likewise, the Prophet said: “Allah 
does not look at your forms or wealth but at your hearts and deeds.” emphasizing that purpose is 
found in sincere action not decided by destiny or devotion to rulers. Furthermore, lines like “Is 
there no hope for redemption?” also differ from Islamic teachings, where redemption occurs 
through repentance and Allah's mercy. 

 
Table 5. Sample of texts represented Faith and Purpose in Elden Ring 

Since Elden Ring often presents faith as emotional dependence on powerful beings or 
cosmic forces and portrays purpose as something given by fate or rulers, Muslim translators can 
adjust the language to avoid contradicting Islamic understandings of Iman and the purpose of life. 
Instead of framing characters' faith in another character or in the stars, the dialogue could cast it 
as loyalty or hope. For example, instead of saying “our faith, our grace, is increased,” the line 
could be softened to “our resolve has grown” or “our confidence has strengthened.” Moreover, 
requests directed at the player, such as “I beg of you” or appeals that sound like supplication, can 
be reshaped into expressions of dependence or reliance, such as “I need your help,” “I trust in your 
strength,” or “You are our last hope.” Likewise, when characters discuss discovering their purpose, 

Dialogues 
Asimi Silver Tear: You could have become Elden Lord, and I could have become Sovereign Eternal, eventually. 
Count Yimer: Is there no hope for redemption? 
Since that day, Bayle and his bloodline—the drakes—have served as sacrifices for Dragon Communion. 
Melina: I was born at the foot of the Erdtree, where mother gave me my purpose. Though now, everything is lost 
to me. I have to ascertain for myself the reason for which I live, burned and bodiless. 
In Marika’s own words: Hark, brave warriors. Hark, my Lord Godfrey. We commend your deeds... Let a new epoch 
begin. Brandish the Elden Ring, for the Age of the Erdtree! 
In Marika’s own words: I declare mine intent to search the depths of the Golden Order. Through understanding of 
the proper way, our faith, our grace, is increased. 
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rather than linking it to cosmic beings or a predestined mystical role, the story could frame purpose 
in terms of responsibility or the journey ahead. Changing line like “Is there no hope for 
redemption?” to “Is there no chance to make things right?” can maintain emotional depth without 
invoking theological concepts of salvation. 

 
Discussion  

Viewing the dialogues through Islamic theology reveals inherent tensions within the 
mythological structures of Elden Ring. Islamic theology, by definition, recognizes the absolute 
sovereignty of Allah; thus, any cosmology that posits a godhead is incompatible with Tawhid. At 
the same time, applying a theological framework to a fantasy text creates a methodological tension 
because it evaluates an imagined fictional world using Islamic principles. However, this evaluative 
step remains important for Muslim audiences, for whom theological principles are not limited to 
ritual practice but shape broader ethical interpretation, language sensitivity, and worldview, 
including how religious concepts are represented in popular media. While previous studies on 
religion in gaming, including Giuliana (2023) and De Wildt and Aupers (2018), recognize religious 
concepts within gaming, they do so in an eclecticism that appears symbolic. However, as 
demonstrated in this analysis, symbolism is not an accurate means of interpreting these concepts 
across cultures. This study, therefore, extends beyond mere representation to include an evaluation 
of games from a theological position. A similar phenomenon is also noticeable in the handling of 
the concept of sin and ritualistic language. Words like “cardinal sin,” “blessing,” and “curse” are 
dissociated from their moral and theological underpinnings and later deployed as narrative devices. 
This phenomenon is consistent with the findings of Hassan et al. (2020) and Younes et al. (2020), 
who have shown that Islamic terms are often recontextualized in the media, leading to alterations 
in their original meanings. In the game, sin is deployed as a device without any moral culpability, 
thus preserving its sacredness. 

This analysis also reflects localization studies. Studies such as Jarrah et al. (2023) and Al-
Batineh (2021) focus on translation strategies and gamer preferences, with an emphasis on 
linguistic and cultural adaptation. However, the problem identified within this analysis is not only 
about accuracy, but rather about whether the semantic and theological meaning of these terms is 
reproduced within the context of the fictional universe. Thus, it is not only about translation 
accuracy but also about reconstructing moral concepts within an alternative cosmology, a topic 
rarely discussed in previous studies on localization. The depiction of worship and submission in 
this game further supports this argument. The use of commands such as “kneel” and statements of 
lordship creates confusion about the distinction between political power and religious adoration 
for Muslims. From a CDA perspective, this observation is consistent with Fairclough’s (1995, 
2003) suggestion that discourse serves to legitimize power structures. In this game, linguistic 
features such as imperatives and honorifics work together to promote power, placing rulers on a 
pedestal approaching divinity. Although this is common in fantasy games, this depiction is in 
contrast to Islamic theology, which reserves adoration for Allah and leadership for a system of 
obligations rather than dominance.  

The category of fate in Elden Ring maintains this form, portraying destiny as manipulable 
by cosmic forces, consistent with conventional fantasy and mythological narratives. Hall’s (1980) 
encoding/decoding model helps explain how game developers encode destiny as symbolic drama 
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and how players decode it through their cultural and ideological worldviews, which may account 
for this.  Muslims’ worldview is rooted in Islamic faith and the doctrine of Qadar, which holds that 
the final decision rests solely with Allah. The manipulability of fate by creation will likely lead to 
an oppositional reading. The audience also associates the characters’ faith and purpose with 
allegiance to cosmic forces and heroic destinies rather than with divine worship. Giuliana (2023) 
suggests that this is a symbolic restructuring in digital games that reassembles religious discourse 
to form new mythologies. The Muslims’ faith is rooted in remembering and obeying Allah and in 
living righteously, with worship serving as a source of purpose. The difference is conceptual rather 
than aesthetic, and the discourse of faith is still present but in a different form. However, it is worth 
noting, though, that the use of mythic systems within fantasy games is not necessarily antagonistic 
towards religious beliefs. Inloes (2016), for example, states that the panic surrounding the use of 
role-playing games can inflate the religious danger posed by such games beyond proportion. The 
concern here is not necessarily the use of fictional systems of the cosmos; it is the use of religious 
terminology that contradicts the religious principles at play. 

Furthermore, as Bernal et al. (2009) and Luo and Mangiron (2018) argue, the adaptation is 
about aligning content with the cultural connotations of the target audience. The argument here, 
though, is that it is not necessarily about cultural connotations; it is about theological connotations 
as well. The use of small changes to the text, such as the use of the word “ruler" rather than “god” 
or “transgression” rather than “sin,” can help keep the overall drive of the story while relieving 
religious tensions. 

All in all, the study further solidifies the notion of video games as ideological spaces, but 
it also extends the investigation into the theological. The genre of fantasy, with its disputed views 
of the divine and the dramatized expressions of sin, is part of the tradition of mythic narratives. 
However, within Islamic belief, these intersect in ways that differ from those in secular or 
polytheistic traditions. While accepting this perception does not negate the existence of the fantasy 
genre, it further emphasizes the importance of linguistic understanding in video games with the 
potential for global dissemination. 

 
Conclusion  

The study makes a theoretical contribution by extending CDA research on video games. 
Through the application of an Islamic analytical framework, an approach that remains 
underrepresented in game and media studies. The findings also highlight the importance of cultural 
and religious sensitivity in game localization and narrative design for games distributed in Muslim 
contexts. By showing how fictional dialogue can carry theological implications, the study 
encourages more thoughtful and critical engagement with global digital media. 

Possible directions for future research include exploring other fantasy Role-Playing games 
to determine whether such trends in religious representation are present in this gaming genre more 
broadly or are exclusive to Elden Ring. More significantly, researchers could interview or survey 
Muslims to examine their perceptions of religious representation in video games and whether they 
perceive any theological tension. Finally, research into video game localization could test 
translations of specific word-level modifications to assess their effectiveness in relieving religious 
discomfort without compromising narrative coherence. 
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