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INTRODUCTION

As the anime-style mobile game market shifts to content orientation, games’ cultural
and social significance has grown (Li, 2024). The blockbuster Honkai: Star Rail
incorporates rich religious symbols in the Harmony and Order Aeon systems on
Penacony, which carry distinct spiritual and social meanings (Huizinga, 1950).

From the perspective of critical analysis of religious narratives, this paper focuses on
religious texts, rituals, and spiritual indoctrination, integrating game narration’s
formal and content elements to explore the religious metaphors and their socio-
cultural connotations in Penacony’s Aeon systems (Duan, 2004).

The study indicates that through the setting of the two Aeon systems of Harmony and
Order, Penacony mirrors the complexity of order construction and power dynamics in
real societies (Wei, 2019). Religious texts adapt elements from the Bible, revealing
the tension between the sanctification of authority and popular resistance (Turner,
1967). Rituals strengthen social identity through sensory experiences and symbolic
signs, yet imply the false legitimacy of power-based oppression (Eliade, 1981; Smith,
1991). Spiritual indoctrination, embodied in the utopian vision of Sunday, criticizes
totalitarianism for stifling social freedom and the diversity of human nature (Young,
1992). This paper reveals how game narratives explore the dialectical relationship
between order and freedom via religious metaphors, emphasizing that genuine
harmony must be grounded in pluralistic coexistence (Durkheim, 1912; Geertz, 1973).
This paper provides a theoretical framework for understanding religious narratives in
games, as well as a critical perspective for interpreting the interaction between
religion and power in reality.
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