
 

Antonia Gates 
September 17, 2018 
GDD 201-01 
Prof. Bertozzi 

The Importance of Consequence in Undertale 
 

In the video game Undertale, choice is a core mechanic in gameplay. There are three 

main pathways to go in the game with variations on one main pathway, showing how choice 

matters in this game. In this essay, I will be focusing on the Genocide Route and the importance 

it serves when it comes to video games that include choice and consequence. I want to analyze 

the importance of this mechanic because this game has the player really think about their actions 

and how the consequences stay forever instead of restarting the game as if nothing happened. 

The consequences of this route stay even after restarting the game, a new mechanic that hasn’t 

been seen before in other games. 

There are multiple changes that happen on the Genocide Route, but I want to focus on 

two main parts that have altered the game to show the impact of the player’s choices, mainly the 

new bosses the player faces and the ending from this route. There are two new bosses for the 

player to face: Undyne the Undying and Sans. These two bosses are known to be the hardest 

bosses in the game and the timing of their battles holds a lot of meaning. Undyne the Undying 

comes in the middle of the game as an example of what the player will have to face if they 

continue down this dark route. An example that shows this difficulty is in YouTuber 

JackSepticEye’s playthrough (34:03). Sans is put at the end of the game with even harder 

difficulty, which shows in The Happy Gamer’s playthrough (10:13). The Genocide Route is the 

only time where the player will fight Sans. He is known as “the easiest enemy” when checking 

him, but that is far from the truth in this battle. 

The placement of these battles are important when discussing choice-based mechanics. 

Undyne the Undying’s placement is in the middle of this route because this is an awakening for 

the player. In previous boss battles on this route, bosses have died in one hit. This is not the case 

because it subtly shows them that this is a chance they have to redeem themselves. They can 

learn from this tough lesson that what they’re doing isn’t right and if they die, they can restart 

and stop where they are. They can avoid this fight and learn that their actions have high 

https://www.youtube.com/watch?v=dTm-8sYHPYI
https://www.youtube.com/watch?v=dTm-8sYHPYI
https://www.youtube.com/watch?v=j3jj0zFeNZA


 

consequences for what is done. Yes, they will still face consequences from past actions, but this 

battle can help to show them that if they choose to continue, there are worse actions to come. 

This is where Sans’ battle comes in. Sans is at the end of the game when the player has killed 

everyone else in the Underground. Sans’ battle is a consequence for the player to keep killing all 

the characters. It’s tough and brutal, a harsh punishment for not taking the hint earlier and 

stopping the genocide route. The reason why this battle has to be so hard is because the game 

gave you hints and options to stop at any time. This route didn’t have to continue, there were 

ways to avoid this horrible battle but the conscious efforts the player makes to continue means 

that the player will not learn their lesson until they see how big of a consequence they must face 

for the awful things that were done. 

These two boss battles are very important when discussing consequence from the player’s 

choices. The game feels alive when the player fights these two because the game shows that it 

knows what’s happening. It predicts the player’s behavior and it tries to prevent them from 

getting in more trouble. Matthew Charles (writer at geekandsundry.com) wrote an article 

explaining how showing the consequences are important to each player’s choice they make. 

 

“Yet many RPGs still struggle with player morality and usually it’s because of consequence. 

Your choices may change the flavor text of the ending, but nothing else. A major decision may 

tear up your insides, it may have nasty short-term fallout, but a minute later it’s back to the status 

quo. Your character can plead for world peace, then kill 10 bears for their asses and the game 

never calls you out... This is the true power of a video game and any form of art: the ability to 

challenge the viewer even as they are entertained. To make us examine ourselves not through 

comparison, but direct participation-through cause and effect.” (Charles 3-5).  

 

The last part I want to analyze about this game is the ending. At the end of the game, you 

finally meet the Fallen Human and decide to destroy the entire world. Returning back to 

Undertale, the only way you can replay the game is to give your soul to the Fallen Human, 

altering the game. Trying to do a True Pacifist Route will result in alterations in the game’s 

ending. 



 

 

(True Pacifist)                                      (True Pacifist after player gives soul to Fallen Human) 

 

This small detail is incredibly important when it comes to Undertale’s overall purpose. It 

makes the player think about their choices and realize that what’s done is done. Nothing can be 

changed. No matter how many times the player tries to do something right, their actions from the 

past still matter. The horrible things they did in the Genocide Route stay with them no matter 

how good they try to be. Yes, this game isn’t real and nothing actually happened. But looking at 

the concepts and the mechanics used to explain the consequences of our choices, we can see the 

overlap in reality. We see how our morality is challenged and how we need to think before we 

dive head first into our actions and forget that every action we make will have a consequence 

that can be good or bad. 

The Genocide Route of Undertale is a very important concept to look at when trying to 

create choice-based games. The consequences of this game stay with the player, even after trying 

to reset everything that has been done. In an essay written by William Hughes (writer at 

games.avclub.com), he explains that killing isn’t what the game condemns, but what the player 

tries to do afterwards.  

 



 

“It’s not the urge to kill that Undertale condemns, you see, but the urge to tinker, to see 

everything, to ‘complete the game.’ The urge to make choices, and then erase them, free of 

consequences. To save a world in one timeline, and then destroy it in another, just to see what 

happens...It’s all the same, until the player achieves the game’s happy ending, that is. At that 

point a short coda is added, where the entity that’s really in charge—the killing-obsessed 

abomination the player partnered with in their now-erased quest to exterminate the 

Underground—reminds them that they’re always watching. It’s a tiny change, but one that’s 

potent with meaning.” (Hughes). 

 

Looking at the game through this aspect helps the player to understand the importance of 

the game. While other games who have used choice-based mechanics have created different 

playthroughs and endings, it still doesn’t hold the weight for what the player learns. There are no 

consequences that comes from those games after the player finishes it. Undertale’s main focus 

on bringing choice-based mechanics is to show the correlation of cause and effect. Killing one 

(or many) monsters in one playthrough can result in different character reactions and judgments 

to be made even after replaying the game. When it comes to the consequences of the Genocide 

Route, the game shows that it remembers the consequences no matter how much good the player 

tries to do. This is much more than making a small mistake or doing one bad action, this is a 

process by which the player made the effort to go and look for this ending, to repeatedly not 

learn from their choices and try to go on as if it doesn’t matter. We can see how this applies to 

our world with bullying, where bullies don’t think about the choices they make and how that will 

impact the victims as they grow up. So even though Undertale isn’t real, the lessons we can get 

from them sure are. 

In conclusion, the video game Undertale uses choice-based mechanics in ways that other 

games have not used them; to remind the player that their choices have consequences and that 

the choices we make can’t be erased with a simple reset. These mechanics can simulate our life 

experiences, how we can’t forget one bad thing or mistake we made because we’ve paid the 

consequences for those actions.  
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