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The Subliminal Messages of Game Design
The everlasting development of video games continues to raise the awareness in which virtual reality causes and effects issues into everyday life from historical to contemporary societies. The cyclical issues that are challenged center around the concept of violence within video games and the extent to which they correlate to violence in the real world. Violence in videos games can be questioned from game series such as Mortal Kombat and the power of its cultural influence due to its popularity. The characterization of specific figures within the game transcends the violence they perpetuate and are praised for their destructiveness. In specific, the developers Midway Games and Kung Fu Factory draw parallels from the real world when designed Mortal Kombat Armageddon synthesizing small differences in which virtual reality spills into the real world. While television perpetuates similar graphics of brutality, the procedural rhetoric behind Mortal Kombat Armageddon axiomatically encourages players to act in violence to further their user experience. 
To begin, within Mortal Kombat Armageddon the gameplay and its according features and processes centralize around violence. The entireness of the architectural space which is virtually designed gradually intensifies its violence as players complete their mission.
The gameplay is enhanced with a win lose system based on whom the user and is able to beat and further their konquest based on the amount of opposing characters (kombatants) which are eliminated. The rewards are varied in coins, unlocking new players and gaining character strength. This entails the basis of the procedural rhetoric which inhibits the game and ultimately contributes to the awards granted in the Konquest. This can also be seen as a commentary on worldly operations of completing tasks in order to be granted the opportunity to wealth accumulate. Within Ian Bogost’s The Rhetoric of Video Games the exploration of subliminal values within gameplay develop substance to the operation of game design when he states, “we encounter the meaning of games by exploring their possibility spaces. And we explore their possibility spaces through play” (121). The implication of this cyclical statement examines what the gameplay is critiquing and bringing forth as developers from the real world are integrating within gameplays. The use of characters that have mortal features, belongingness to specific communities and desires to advance within their life-quest demonstrates that these gameplay movements are parallel to the real world and the placement of violence is a hyperbolic reaction to commenting on the reality and extent to violence in real life. Thus, encouraging these brutal actions against other characters, encourages users to draw parallels from their reality in order to further their game experience overall. Though the video game itself develops the notions of being the cause of violence outside of virtual reality, the exploration of heroism and the rhetoric of immortality is also an aspect the gamer is submerged within their experience. 
Mortal Kombat Armageddon perpetuates the concept of hegemonic forces being capable of shaping social destruction, which in this case is the different realms, and their resided characters battling for the top position against the characterization of Blaze (the mortal sent from the gods to diminish society). To analyze this further, Hawreliak Jason explores the idea of heroism and the rhetoric of immortality where he states, “the concept of immortality, symbolic or literal, is a great comfort, since it offers the prospect of existence outside of material embodiment” (19). The irony of naming the game Mortal Kombat but developing immortal characters showcases a further meaning to game spaces that offer a mixture of realistic processes with unrealistic consequences. The procedural rhetoric almost cross-wires with this rhetoric of immortality because it gives an extension to the imagination beyond material and reality. The key in what Jason states is comfort, and the ways in which this surrounds violence within the game. Users become comfortable with the fact of immortality while they are playing as characters that have mortal characteristics like emotional drive, most physical features with human representation and jealousy. Users also follow the storylines of characters throughout the konquest in order to position themselves against others. The narrative of the design channels these operations and evokes users to rage through only the act of violence and manipulation to better their position against others, critiquing human behaviour in states of distress. This is where Bogost’s and Hawreliak both discuss encountering meaning beyond the space, and the symbolic purpose of violent actions which may seem unorthodox but uncover a reality without social constructions in place. This critique’s the way in which the human society would act with violence against each other without the consequences and repercussions of their behaviour. Creating a virtual space like this allows users to question why in a virtual setting with characters which hold such great parallels to humans can experience no consequences but the same doesn’t go for the real world. The procedural rhetoric in this case on brutality and violence then becomes concerning because of the fatal consequences of a new life rather than an expansion on the concepts of life and death in the different realms in the gameplay. The influence in which these carries is the value of death and what purpose that holds within violence. Therefore, centralizing the features and processes around violence axiomatically encourages players to predominately think about violence consciously and subconsciously through their gameplay and spills into real life settings as well. 
Moreover, drawing a comparison between television and videogames; within fighting games such as Mortal Kombat Armageddon the gamer is behind the act of violence rather than viewing the violence. Since Mortal Kombat is a game series the development of game design has drastically evolved. To begin the arcade series, real individuals were used to characterize Kombatants which provides another appeal to the connection between reality and video games. Furthering, the game series began to virtually design characters that inhibited human characteristics. Within Mortal Kombat Armageddon the user develops a state of ethos in embodying their characters and channels it from an emotional value as a user opposed to viewing the characterization of an actor on television. This furthers not only the rhetorical appeal of the game but, the influence it has on the user experience’s actions virtually. Developing this notion, Joseph Laycock discusses in his Dangerous Games, the signifying factors of playing games which embody violence and states, “As their characters, players have temporarily escaped the structure of their ordinary social roles.  Within the small body scholarly literature on role-playing games, it now goes almost without saying that role-playing games are a form of liminal experience” (183-184). Integrating different forms of real martial arts within Mortal Kombat Armageddon such as: Tae Kwon Do, Judo, Wu Shu etc., gives the player a next to realistic experience of the combat moves utilized in real situations with the exception of a few. Intertwining this aspect with an authoritative user, develops a sense of pathos as well. The emotional derive to continue to play and act in violence stems from the yearn to have authority in the experience which is not developed in television. The narrative of Mortal Kombat is constructed in a way where the fulfillment the user achieves from the environmental space coheres to violence. Connecting the ethos and pathos of these operations Ian Bogost furthers his theorization of game rhetoric when he states, “in this sense, the people who play video games develop values, strategies, and approaches to the practice of play itself” (119). The experience (and violence) then become individualistic and the user experiences a sense of accomplishment when establishing their own force of violence and committing to player combinations and brutalities. Therefore, the procedural rhetoric behind the use of real forms of martial arts in games like Mortal Kombat demonstrates the rules and processes that are strategically implemented in these gameplays for players to be approach the reality of violence through their own perspectives.
Furthermore, the utilization of religious factors within the game design and narrative raises examination to the inclusion of the concept in the first place. Specifically, the aspect of characters such as: Scorpion and Baraka stemming from realms that exemplify hell, (Netherrealm, Outworld and Chaosrealm). The use of religious factors like the conception of heaven and hell, demonic characters and the entirety of immortality generates the rhetoric of violence being an act against good. The use of morality within the game consequently establishes the placement of violence even though characters that are not from pronounced hell-like realms still act in violence. This critical analysis is considered from Joseph Laycock as, 
“the religious attack on role-playing games there lurks a fear that Christianity could also be a socially constructed fantasy world. This fear is directly connected to the intolerance for multiple forms of truth” (215). The use of any religious aspect naturally intertwines a theological perspective to the game design and the the concept of Armageddon itself being the battle between good and evil before the last Day of Judgment. The interplay on religious propositions indicates the ways in which the video game comments and utilizes elements of religion to create connections to the user’s reality. The rhetoric that is being exercised is violence is a natural response in any truth, need that be good or evil in which Mortal Kombat Armageddon’s encouragement of the use of violence perpetuates nothing further than natural behaviours. The problems in which stem from this is discussed further in Satanic Panic, “violent video games offered a new and more vivid target for moral outrage” (103). From characters representing evil realms, the brutality of the martial arts, and common satanic catch phrases such as, “finish him” develop a panic because of the tremendous value this violence has on gamer-culture. The fear is derived from the thought of the following violence being created and normalized, if individuals socially construct religious mortality as their current truth, narratives like the ones in Mortal Kombat Armageddon can also raise question as to their form of truth as being right as well. The thought-provoking procedural rhetoric that this encourages is the ability to bend the moral compass within virtual reality without having to face real consequences. Therefore, the inhabitation of religion in violent games like Mortal Kombat Armageddon make users question their perspectives on violence and the ways in which the world embodies this. 
The differences in which television and video games represent violence is the procedural rhetoric within narratives for games like Mortal Kombat Armageddon which implore users to act in violence to intensify their user experience. Users are exposed to a central focus on violence as an act of exploring spaces where immortality carries meaning, the experience allows you to uncover the parallels to reality and virtual reality and the overall commentary these aspects have on worldly truths and where virtual reality establishes its placement. 
Video games are far beyond a mere sequence of events but, critique and comment on values upheld within reality and provide an allegorical perspective. 
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