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EXTENDED ABSTRACT 

This paper will explore how arboreal imagery is represented in Elden Ring (FromSoft 
2021). By undertaking a textual analysis of the Erdtree and its related ecology, I make 
a case for the complex polysemy of its representation, focusing on roots, ecosystems, 
its meteorology and its related item descriptions. Elden Ring is the selected case study 
because it offers such a range of types of arboreal representation. It depicts 
propagation, rot, hierarchy, mutation and mythology in its characterisation of flora, 
and does so without being a game specifically about trees and adjacent ecologies. I 
make this case to offer a paradigm that will allow for ecologically complex games that 
do not specifically have to be about ecology themselves.    

The arboreal in Elden Ring is multifaceted in its connection to both the Erdtree and 
areas that immediately surround it. One way that I will unpick these associations is by 
employing a hauntological approach (Derrida 1994; Fisher 2014) to understand how 
the depiction of trees and adjacent flora are “haunted” by The Shattering (a 
cataclysmic war between the demi-gods caused by the shattering of the Elden Ring 
itself). Hauntology is defined as something that is no longer present in actuality but 
that persists in virtuality (Fisher 2014). Further, Fisher recognises that Hauntology is 
also that which has not yet happened, but which remains effective in the present 
(2014). In game studies, Kłosiński and Zarzycka discuss how biopolitical ideologies 
relate hauntologically in railway simulators (2025) and Skott and Bengton explore 
hauntology in gaming in relation to carceral violence and player entrapment. Ford’s 
(2021) analysis of ancient civilisations in games notes a hauntological nostalgia for 
lost, but advanced technologies. This convincingly outlines the dual momentum of 
hauntology I aim to interrogate, of both the persistence of the past in the present as 
well as the centrality of loss to futurity. 

This paper will appeal to game scholars and designers who are interested in ecological 
representation, gaming and philosophy, ecogaming, horticulture in games and post-
apocalyptic games.   
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