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Castlevania1, the Japanese action-adventure digital games series developed by  
Konami, has enjoyed an exceptional status since its debut in 1986. From early consoles 
to OTT platforms, the franchise has been widely adapted. The 2017 Netflix adaptation of 
the third Nintendo version and the sixth instalment in the series, Castlevania III: Dracula’s 
Curse2 teleports us to a medieval world that is threatened by Count Dracula and his min-
ions. The latest Netflix adaptation of Castlevania3 marks the global prominence of the digi-
tal game, thereby transcending the particular to the universal. 

Perhaps the most striking yet under-researched aspect of the digital game series is its 
obvious allusion to the Holocaust. Although Castlevania is set against a medieval backdrop, 
it is also a product of a post-Holocaust perception of history, which is why its representation 
and interpretation is informed by the rhetoric of Nazism and Fascism. One can indeed find a 
series of uncanny thematic and contextual parallels between Castlevania and the Holocaust.

Few such parallels are discussed in this essay. Firstly, the very name Castlevania, with all 
its gothic and vampirish elements, alludes to the Nazi-occupied Romanian town of Transylva-
nia which has its own history of Jewish memory. Elie Wiesel, the widely celebrated writer and 
a Holocaust survivor, locates his 1986 Nobel Peace Prize winning memoir Night4 in the small 
town of Sighet in Transylvania, then a part of Hungary, during the Second World War. Secondly, 
the evil lord, Count Dracula Vlad Ţepeş of Castlevania shares the attributes of a Nietzschean 
Ubermensch as was clearly embodied and asserted by Adolf Hitler himself. Count Dracula’s 
indomitable desire to annihilate humanity, for personal vengeance and for the sake of uphold-
ing the vampiric race, parallels Hitler’s antisemitic worldview to purify the Aryan race and make 
Germany Judenfrei, through extermination of the entire Jewish community. Thirdly, Count 
Dracula’s War Council, much like the ‘Hitler Cabinet’, consists of his henchmen, or the Devil’s 
disciples, who were instrumental in designing and implementing the genocide. The names of 
Count Dracula’s men, Hector and Godbrand evoke an uncanny similarity with Hitler’s right-hand 
men, Heinrich Himmler and Hermann Göring. Also, the bloodthirsty beasts of Hell, the army of 
the dead, called upon and unleashed by Count Dracula to destroy mankind, find parallel in the 
notorious Nazi Waffen-SS who were trained to be monsters. Fourthly, the internment camps in 
Castlevania where humans are treated as livestock for feeding the vampires, is an unmistak-
able allusion to the infamous Nazi concentration camps. Fifthly, the Belmont clan of vampire 
hunters evoke the Red Army and the entire episode of Liberation where Russians and Ameri-
cans emerge as the liberators of the camps and the saviours the of Jewish victims. Lastly, the 
language and vocabulary used in Castlevania is uncannily informed by the Nazi rhetoric of the 
Final solution. The repeated references, for instance, the obvious invocation of ‘genocide’ by 
Dracula’s son, Alucard, cannot be overlooked. The question of theological intervention is also 
noteworthy since both the timelines exist in a Godless world where there is no hope for humans.

This article, by tracing such parallels between the historical world of the Holocaust and 
the mythical universe of Castlevania, addresses the transnational discourse of the Holo-
caust that is perhaps disseminated through Digital Games. Such an approach, I hope, would 
critique and expand the existing scholarship on both the Holocaust and Digital Games.

BIBLIOGRAPHY
ELLIS, W. (Created by): Castlevania (series). [VOD]. Los Gatos, CA : Netflix, 2017-2021.
KONAMI: Castlevania. [digital game]. Tokyo : Konami, 1986.
KONAMI: Castlevania III: Dracula’s Curse. [digital game]. Tokyo : Konami, 1989.
WIESEL, E.: Night. New York : Hill & Wang, 2006.

1 KONAMI: Castlevania. [digital game]. Tokyo : Konami, 1986.
2 KONAMI: Castlevania III: Dracula’s Curse. [digital game]. Tokyo : Konami, 1989.
3 ELLIS, W. (Created by): Castlevania (series). [VOD]. Los Gatos, CA : Netflix, 2017-2021.
4 For more information, see: WIESEL, E.: Night. New York : Hill & Wang, 2006.


	_Hlk71295720
	_Hlk84434002
	_Hlk75250384
	_Hlk75250391
	_Hlk75250446
	_Hlk75251440
	_Hlk75509699
	_Hlk75511875
	_Hlk75510634
	_Hlk75511691
	_Hlk75509978
	_Hlk75509528
	_Hlk75511651
	_Hlk75509595
	_Hlk75509995
	_Hlk75511759
	_Hlk75509674
	_Hlk75512175
	_Hlk75519376
	_Hlk75518183
	_Hlk75510245
	_Hlk75519046
	_Hlk75512053
	_Hlk75518205
	_Hlk75511627
	_Hlk75518223
	_Hlk75509555
	_Hlk75510021
	_Hlk75509473
	_Hlk75509626
	_Hlk75511825
	_Hlk84835561
	_Hlk85367188
	_Hlk75953387
	_Hlk75953419
	_Hlk85382515
	_GoBack
	_Hlk75776500
	_Hlk75955364
	_Hlk75954770
	_Hlk75958014
	_Hlk75957362
	_Hlk76017776
	_Hlk75955630
	_Hlk75957461
	_Hlk76142458
	_Hlk76018531
	_Hlk75775964
	_Hlk76027082
	_GoBack
	_Hlk84431079
	_GoBack
	_GoBack
	_GoBack

