












































3 Materials and Method

This thesis is a qualitative research paper that is based on a textual analysis of gender roles and
stereotypes in the Nintendo computer game, Zelda, Breath of the Wild. A selection of characters
from the game will be analysed in light of different gender roles and gender stereotypes in

literature.

3.1 Materials

Video games represent the future of storytelling, changing the impact of cultural narratives
through a process of learning and internalising game content that influences players' perceptions
of self and reality. Because of the speed at which technology changes and the dominance of its
format, continued research of interactive media is necessary. Many people will tell, hear, and
experience stories, culture, and values through games in the coming years (Cole, 2013). Video
games can help students learn problem-solving skills (Ch’ng et al., 2019; Desilets, 1989; Granic
et al., 2014; Prensky, 2012) and improve reading skills (Adams, 2009; Chen & Yang, 2013). In
addition, games can help students learn about social issues (Sardone & Devlin-Scherer, 2010)
and help students improve their second language learning skills (Chen & Yang, 2013; DeHaan,
2005). Video games can also help children form their gender identities and reinforce adult
beliefs. Video games — and narrative video games in particular — may be regarded as an
educational tool that can either reinforce or counteract stereotypes and gender conventions or
at the very least make players more aware of their preconceived ideas. Although some recently
released videogames promote more current ideas regarding stereotypes and gender roles, most
still depict traditional gender roles and identities (Forni, 2020). Traditional gender roles,
stereotypes and the portrayal of female characters in games have been controversial issues for
several decades and although women have been part of gaming culture since the start, this
culture is considered male-centric, and the gaming community has been characterized as “an
unwelcoming space for women and other marginalized groups” (Cote, 2018). As shown in a
study by Hartman and Klimt (2006) gender role stereotyping of game characters was one of the
most important reasons why females dislike certain games (Hartmann & Klimmt, 2006). Also,
a study by Buchman and Funk, found that children viewed playing video games as more socially
acceptable for boys than for girls, and a more recent study not only showed that gaming was
more acceptable for boys, but also pointed out that both genders thought more gender balance
would improve the games and that the introduction of more playable female characters could

make girls feel more attached to gaming (Leonhardt & Overd, 2021).



3.2 Background of game
Zelda is a video game franchise published by Nintendo. The first game, the legend of Zelda,

was released in 1986. There has been a total of 19 games released for various Nintendo consoles
over the years. Zelda, Breath of the Wild is the most recent instalment in the Zelda video game
series, and it was published on March 3, 2017, at the same time as Nintendo's latest gaming
platform, the Switch, was made available to the public. Most of these games take place in the
fictional world of Hyrule and although many of the characters differ throughout the series, three
characters occur in all nineteen games. The Princess and titular character Zelda, the hero and
only playable character Link and the villain of Hyrule, Ganon. Although Zelda is the titular
characters in all nineteen games, she has never been a playable character in any of these games.
The hero in the game, and the only playable character in all nineteen instalments in the legend

of Zelda series is Link.

The game Zelda, Breath of the Wild takes place in the fictional world of Hyrule, a fantasy world
reminiscent of medieval Europe. At the beginning of the game Link awakens in a cave and
discovers that a large portion of Hyrule Kingdom has been devastated by Ganon's forces.
However, because Princess Zelda sealed herself and Ganon in Hyrule Castle, the rest of
Hyrule’s population were able to survive and, to a certain extent, rebuild the kingdom. It quickly
becomes clear that not only has Link has been sleeping for the past 100 years, but his memories
have been erased. In order to understand what needs to be done in the present. the player must
uncover Links lost memories and find out what lead to the situation Hyrule finds itself in. The
quest for lost memories will guide the player on an adventure through Hyrule, where they will
meet a variety of characters. These characters assist the player by providing information, tools,
and skills required to complete the quest to reclaim Link's memories and defeat Ganon. Once
the memories have been recovered the player learns that a century ago it was predicted that
Ganon would return, forcing the Royal Family and those who remained loyal to the kingdom
of Hyrule to unearth ancient technology in order to confront Ganon. Eventually a mechanical
army known as the guardians was discovered and used against Ganon's army. Both Link and
Zelda are Hylian, and Link is given the task to be princess Zelda’s bodyguard by Zelda’s father,
King Roahm.

In addition, King Rhoam requested that each race of Hyrule produce a champion, and Princess
Zelda herself chose four elite warriors from different areas of Hyrule. These champions were
Mipha, crown Princess of the Zora, Daruk a Goron warrior, Revali of the Rito, and Urbosa the

Gerudo chieftain. They were each tasked with piloting a mechanical weapon known as Divine



Beasts in order to assist the Hylian champion, Link. Ganon, however, created four phantom
manifestations of himself called blights, each representing one of the elements of fire, water,
thunder, and wind, and used these take control of the Divine Beasts and killing the champions
before seizing control of the army of guardians and turning these machines against Hyrule
kingdom. He then destroyed much of Hyrule kingdom, slaughtering countless innocents. In the
midst of the chaos, King Rhoam was assassinated, and the remaining soldiers and knights of
Hyrule who had survived the castle attack were helpless against the guardian onslaught and had
to retreat. Meanwhile, Link and Princess Zelda were ambushed and forced to make a desperate
last stand against an army of guardians. When Princess Zelda was faced with hers and Link’s
impending death, her powers were awakened, allowing her to shut down the guardians and rid
them of Ganon's influence. Link, however, was severely injured while protecting Zelda against
the guardians and was left close to death after the attack. Princess Zelda ordered her allies to
transport Link to an ancient medical facility called the Shrine of Resurrection and place him in
an experimental sleep that would restore him back to health. Zelda then travelled alone to
Hyrule Castle and used her newly awakened powers to seal both Calamity Ganon and herself
inside, effectively ending the Calamity war. In the present, Hyrule castle is surrounded by an
evil force generated by the spirit of Ganon. The only reason that this evil has not spread to the
rest of Hyrule is that Zelda has been using her powers to hold Ganon’s spirit captive there for
the past hundred years thus becoming a prisoner in the castle herself. However, Zelda’s powers
are weakening, and the player must restore Link’s strength and abilities in order to defeat Ganon

once he breaks free of Zelda’s seal.

3.3 Methodical Procedure

A textual analysis is according to Hawkins "a methodology that involves understanding
language, symbols, and/or pictures present in texts to gain information regarding how people
make sense of and communicate life and life experiences" (Hawkins, 2017). McKee also
defines text as "anything from which we derive meaning." (McKee, 2001) McKee claims that
the definition of a text applies whenever an interpretation of something's meaning is made based
on this statement. As a result, any visual, written, or recorded material should be considered
text. Books, movies, television shows, publications, and video games all fall within this
category. These texts, whether written, spoken, or visual, can reflect and criticize diverse
aspects of history, politics, culture, and ethics. This textual analysis will use the Nintendo game
Zelda, Breath of the Wild as its primary text to examine gender roles and gender stereotypical

characters by employing narrative theory, game theory, and existing theories on stereotypes and



gender roles as a background through which to analyse the game's main characters. Research
has also shown that the use of the monomyth as a framework for narratives in games replicates
out-dated gender roles, therefore the analysis will also highlight the monomyth’s influence on

the portrayal of character in terms of gender roles and stereotypes.

Parts of the game will also be used in a classroom teaching project. The activities in the teaching
project will help student reflect on gender roles and stereotypes in English-language cultural

expressions such as gaming.

4. Analysing Zelda, Breath of the Wild

4.1. The relationship between gameplay and narrative in Zelda, Breath
of the Wild.

To play a game, the player must interact with it according to a set of rules programmed into the
game. However, interactivity affects not only gameplay but also how the game narrative works.
The player controls the pacing of the gameplay as well as the movements and actions of the
main character, and by interacting with the characters in the game, the player becomes a co-
author of the narrative. Games can tell stories in various ways, which is made possible by the
inherent interactivity required to play. In Zelda, Breath of the Wild the player controls Link.
The narrative of the game is intricate, involving history and backstory, branching questlines,
and lore relating to the characters and locations of the Hyrule. Everything in the game has a
purpose, but the player must discover this purpose for themselves. The game does not guide the
player through the narrative in a linear fashion. The player can only uncover the narrative by
interacting with the game’s environment, its inhabitants, and its objects. The narrative is told
through various cutscenes triggered by finding locations, interacting with non-playable
characters and by finding items in the game. It could be argued that Zelda, Breath of the Wild
places an emphasis on gameplay by allowing players to skip large portions of the story if they
so choose. It is in fact possible to skip most of the narrative by heading straight to Hyrule castle
and defeating Ganon. Giving the player the option to experience the entire story or not combines
ludology and narrative theory. If the player wants to understand the events, and context of the
game, they must interact with the environment and piece together the narrative elements
themselves. When analysing Zelda, Breath of the Wild as a text, the focus is obviously more on
the narratology than the ludology of the game. As mentioned earlier, the narrative is uncovered
by the player in several different ways at different points throughout the game. Each of the
champions has left behind a diary for Link to find and by finding and by reading these the player



is given valuable insight into the champions thoughts and feelings about the events that occurred
during the Calamity war. In addition, there are four divine beasts, each one of them connected
to the death of one of the champions. The spirit of the champion is trapped within the beast, and
Link can communicate with the champion just prior to entering the divine beats and upon
defeating the blight within. In addition, Impa, a wise elder, in an attempt to help Link reclaim
his memories, guides him through a quest to 13 different locations that played a significant role
in either the development of Link and Zelda’s relationship or in the champions’ role in the war
a century ago. All these elements allow the player/Link to not only learn the story of what
happened in the run up to, during and at the end of the Calamity war but also to get more
acquainted with the champions, their different personalities and motivations for becoming a

champion.

There are several reasons why this thesis focuses on Zelda, Breath of the Wild. First of all, the
game has an elaborate narrative and wide selection of different characters. The game has to
satisfy the fans of previous Zelda games by telling a story that continues to build on the narrative
of earlier games, but it also has to have a “stand-alone” story for new players who have little or
no experience with prior instalments of the game. Secondly, the narrative in Zelda, Breath of
the Wild follows a pattern typical for the monomyth, which traditionally places characters in

stereotypical gender roles (Moran, 2021).

The game has over 200 characters one can interact with. However, according to Herman and
Vervaeck (Herman & Vervaeck, 2019) it is possible to distinguish between active and passive
characters according to the role they play in the story. Active characters steer and direct events
and passive characters merely “undergo” events. By using this distinction, it is possible to
narrow down the selection of characters to twelve different characters, seven who are male and
five females. These twelve characters are essential for the game in that the player must interact
with them to progress in the game. However, analysing twelve characters for this thesis can
easily lead to the analysis becoming too superficial, and therefore it seems prudent to narrow
down the selection of characters even further. Choosing to focus on the six champion characters
allows for a more in depth analysis of and the remaining six active characters can instead be

drawn upon as examples to support the analysis of these main characters.

4.2 Stereotypes and gender roles in traditional monomyth

Monomythical narratives are texts that are influenced by the hero's quest, as outlined by

mythologist Campbell (Campbell, 1949). This monomyth is essentially a structural pattern



shared by a wide range of mythological and scriptural tales from around the world, in which an
ordinary yet heroic figure leaves the comfort of his home, immerses himself in the unfamiliar
and extraordinary events of an outside world with which he has no real experience, fights, and
wins a decisive victory, and returns home with some sort of prize. The monomyth is particularly
well-suited to the gaming world because characters based on archetypes such as the hero,
mentor, threshold guardian, trickster, herald, and ally can easily be transferred into the game
as both playable and non-playable characters. These archetypal characters enable players to
recognize character types and accelerates comprehension of both gameplay and narrative. The
stages in the monomyth are also predisposed towards particular activities such as geographic
travel, physical danger and material gain which are all elements that can easily be transferred
into the game. When used for analysis the monomyth is a checklist researchers compare against
a game artefact to see how closely the game’s narrative matches the monomyth prototype
(Moran, 2021). In games based on the monomyth, the known world has traditionally served as
a springboard, guiding the player along a predetermined narrative path. This is standard for
linear games that rely on narrative momentum to steer players through sequentially ordered plot
moments, but not for open world games that rely on non-linear progression. However, although
the narrative of Zelda, breath of the Wild is non-linear it still adheres to the main framework of
the monomyth. In Zelda, Breath of the Wild the narrative segments are scattered across Hyrule
in a largely non-sequential manner encouraging the player to explore. Every time the player
retrieves a memory or makes contact with a non-playable character, a little more of the narrative
is revealed. For example, tracing the location of a memory frequently leads the player directly
to villages inhabited by non-playable characters to interact with. Not only do these interactions
provide additional context and motivation to explore the surrounding area, but they almost
always bring Link closer to unexplored regions. Zelda, Breath of the Wild does not reject the
monomyth, rather, it reorganises its parts. The player is not required to choose between

investigating Links past and pursuing Links future.

4.3 Archetypes in Zelda, Breath of the Wild

In works of fiction, motifs, characters, and concepts that appear repeatedly are known as
archetypes. In liberal humanism, the primary emphasis is placed on establishing connections
between contemporary works and historical archetypes; as a result, all texts are seen to exist on
the same narrative continuum. Therefore, being able to recognise archetypes and being able to
find them in contemporary texts is an essential tool for doing any kind of textual analysis. Zelda,

Breath of the Wild uses traditional archetypes that are associated with the monomyth.



Link is the main character and also the only one that is
playable. He is a typical hero archetype and the Hylian
Champion in the Champions group. The group includes
Zelda, the Commandant, Link and four other Hyrulean
heroes. Although he is the main character and the hero
of the narrative, he does not speak, and the player can
only understand what Link says through how other
characters respond to him. Silent protagonists are a type
of blank slate characters which allows the player to fill
in the gaps. Game designers frequently choose silent

protagonists with the hope that the player will be able to

Figure 1: Link (Nintendo, 2016) project themselves onto the character, thus experiencing
a sense of immersion and, in essence, taking on the role
of the hero character. Although there is no definitive answer as to exactly how old Link is, it
seems reasonable to assume he is a similar age as Princess Zelda who is 17 years old during the
Calamity war. This is an age where the characters are no longer seen as children, but still they
are not quite adults. Link's early days as Zelda's knight strained his relationship with the
princess, who resented his success as a knight. She was also upset by Link's tendency to stay
silent, which led Zelda to believe he loathed her. Link’s appearance is often described as
androgynous and although creating a gender-neutral character is a potentially inclusive artistic
choice (Adams, 2018; Peckham, 2016), Link is nevertheless established as a male character. He
is addressed using masculine pronouns. Furthermore, his androgynous appearance in the game
does not detract from his apparent sexual appeal. According to Pugh despite Link’s image as
“innocent and presexual” he is nevertheless the focus of “female characters libidinous
investment [...] due to his heroic status” (Pugh, 2018). Links' maleness is also a significant plot
device, notably when he has to employ cross-dressing as a technique to infiltrate the village of
the all-female Gerudo tribe. Link may easily pass for female when dressed in female-coded
attire, yet he is clearly male when he does not. As a result, while he is androgynous by design,
he is not presented as gender neutral. Although Link primarily fits the hero archetype, he may
also be seen as the orphan archetype since he has little to no known family. It is revealed in the
memory where Link is appointed as knight to princess Zelda that his father was also a royal
guard, however this is the only mention of any of Links family throughout the game. The orphan
archetype, also known as the everyman archetype in Jungian psychology, is a transitional

archetype that exists between the “innocent” and the “hero” or “warrior” archetypes. The classic



orphan longs to be welcomed into a group or by those around them, searching for a sense of
belonging or affection that they have never known before. They can become flexible and readily
manipulated as a result of this need. Where they find acceptance among individuals with a

positive impact, they will likely become a major force for good in the world.

Zelda is the titular character of the game, and a
Hylian Princess. In the beginning of the
narrative, prior to the Calamity war, Zelda is an
example of the ruler archetype. The ruler
archetypes do their best to serve the greater good
and are mostly loved. This archetype is not
typically associated with any particular gender.
However, in the narrative which takes place
after the Calamity war, Zelda is reduced to a

“damsel in distress” and an object for Link to

rescue. She plays no other role in the narrative
Figure 2: Zelda (Nintendo, 2016) that takes place after the Calamity war, and is

only seen again after the final battle when Link has defeated Gannon.

As mentioned earlier, it is revealed quite early in the game that Zelda is 17, nearly 18 years old.
We know this because many of the memories Link discovers in his explorations of Hyrule are
about her failure to awaken the powers she needs to stop Ganon from taking over Hyrule.
Through these memories we learn that her mother died when she was only six years old, a year
before the training to awaken her powers was due to begin. We also learn that her father, the
king, who is very strict, does not think Zelda is focusing enough on her training. Zelda is at first
annoyed with link for following her everywhere. After a while though, she develops feelings
for Link, and when Link is critically injured, she is the one who saves him and puts him in a
safe sleep for 100 years so he can then awaken and free her from Hyule castle where she has
been using her powers to hold Ganon imprisoned with her so she can fulfil her role and defeat

the darkness that threatens Hyrule.



Mipha is a red-skinned Zora princess who is
somewhat shorter than Link. Mipha has fins and
webbed feet and resembles a humanoid fish. She
does not dress traditionally and instead adorns her
body with silver jewellery. Mipha also wears a blue
scarf over one shoulder and wrapped around her
waist as a mark of her status as a Champion of
Hyrule. Zoras live longer then Hylians and although
she is around 50 years old at the time of the
Calamity war, she is considered to be a young adult

(similar to Link and Zelda). Mipha is an example of

the caregiver archetype, a stereotypical female
archetype. Caregivers are typically cast in a Figure 3: Mipha (Nintendo, 2016)

supporting role, and typically provide assistance to

the hero, often at their own expense. Mipha has the power to heal the injured. This power is
called Mipha’s grace and when Link and Mipha first met she saved him from a deadly wound.
He had injured himself, and Mipha healed his wounds. When Mipha dies the Council of Elders
amongst the Zora blamed Link and the Hylians, putting a strain on Hylian-Zora relations. Once
Link defeats Waterblight Ganon though, Mipha’s spirit is free, and although she expresses grief
at not being able to see her father again, she gifts Link her healing power. The caregiver
archetype is also often described as introspective individuals who spend a good deal of time
investigating their own feelings and emotions. Through reading Mipha’s diary one learns that
she is a quiet and shy person who prefers not to talk much. She kept her love for Link hidden
from her friends and family. However, through reading her diary it is revealed that she made a
Zora Armor suit for Link, which traditionally is seen as a gift to a future spouse. She was
planning on giving the amour to Link to when he next visited Zora's Domain. Mipha can also
be seen as representative of the lover archetype who often are unwavering in their determination
to find real love. The lover archetype is another traditional female archetype and there are often
overlapping traits found in the Caregiver. The lover archetype is characterised as being both
passionate and emotional, and they frequently find themselves falling hopelessly in love with

the hero. She was, however, jealous of the time Zelda spent with Link as her Royal Guard.



Urbosa is a Gerudo warrior, and when her friend,
Zelda’s mother dies she takes it upon herself to
guide and watch over the princess. Urbosa is most
comparable to the sage archetype, both in terms of
her personality and of her demeanour. The sage
archetype is not , The mentor or wise sage is a
wise, older teacher who often serves as a mother or

father figure to the hero. The mentor or sage

frequently offers gifts (magic, weapons, food,
Figure 4: Urbosa (Nintendo, 2016) . .
advice), serves as a role model, and imparts

necessary wisdom.

The Gerudo warrior serves as a source of information and encouragement for all of her
companions, who often turn to her for guidance. Urbosa can also be described as the archetype
of the mother, one of the most prevalent and widespread archetypes across all cultures. The
archetypal mother is typically portrayed as a caring, selfless caregiver who safeguards and
provides for their offspring at whatever cost to herself. She exemplifies the universal, idealised
concept of mother. The archetype of the mother is characterised by a deep awareness of the
duty she bears toward someone or something other than herself. Urbosa often takes on the role
as mother to both Link and Zelda. When Zelda’s mother dies Urbosa takes on a motherly role
and trains Zelda. She also makes sure that Zelda is safe and on several occasions protects her
from enemy attacks. She also gives Link and Zelda advice on separate occasions in order for

them to better understand each other when they did not get along.

Daruk resided in Goron City in the Eldin
Canyon section of Hyrule before the events of
the game. He was regarded as a formidable
warrior among his people, the Gorons, due to
his powers and ability with his weapon, the
Boulder Breaker. As a result, he was chosen by
King Rhoam and Princess Zelda to be the Goron

Champion. Daruk primarily displays elements

of the Warrior archetype. This archetype is
associated with power and physical strength and  Figure 5: Daruk (Nintendo, 2016)

is frequently seen as a defender of the rights of



others. They often fight for the causes in which they believe in order to demonstrate their
physical power and they are willing to fight to the death for what they see as right. As a result
of the warriors’ commitment to their own strength they put in countless hours of training in
order to be ready for any situations that may require them to do battle. Daruk refers to his diary
as his “training notebook”, and from it one learns he takes great pride in his strength and
physical ability. In a similar manner he admires strength and physical fitness in others. He
expresses this in a memory about his first meeting with Link where he was impressed with
Links ability to defeat multiple enemies singlehandedly. The warrior archetype also uses their
strength to protect others. This is seen during one of the meetings between Daruk and Link
when the volcano on Death Mountain erupts, and Link is saved from a rockslide by Daruk.
Daruk also shows a few aspects of the Jester archetype. The jester archetypes try to be funny
and spontaneous, make a lot of jokes and are usually in a good mood, and they do not dwell on
problems and issues for a long time. They tend to use every opportunity to show their sense of
humour and do not take many conversations seriously. They frequently use humour to diffuse
stressful and tense situations. This side of Daruk is seen on several occasions. When taking
pictures with the other champions he tries to establish a sense of camaraderie among them by

grabbing on to them and squeezing them closer together.

Revali lived in Rito Village with the rest of his
tribe prior to the game’s events. Despite being
inherently adept at flying and wielding a bow, he
pushed himself to tremendous limits throughout
his life to try and better himself, frequently
harming himself in the process. Revali appears
very confident to the rest of the world, but it was
said that he kept his genuine emotions buried and

was uncomfortable about his talents. The “Diary

of Revali” and the memory “Champion Revali’s
Figure 6: Revali (Nintendo, 2016) Song” both indicate that Revali felt a strong urge
to prove himself to the world and relied significantly on the compliments of others to feel good
about himself. Revali displays several characteristics of the outlaw or rebel archetype. Revali
is extremely conceited and arrogant, considering himself to be superior to Link in every manner,
to the point of feeling he should be the Hero rather than Link. In addition, Revali particularly

disliked Link’s silent and distant manner which lead him to believe that Link was an arrogant



individual whom he wished to defeat in order to teach him a valuable lesson. He therefore often
mocked Link’s abilities and showed off when then champions were together. However, it was
revealed in Revali’s private diary that Revali sought Link’s approval in the hopes of becoming
his friend, and th’ arrogance and bravado was simply a fagcade to hide his insecurities about

himself.

4.4 Gender roles and stereotypes

At a superficial level, Zelda, "Breath of the Wild can be seen as breaking with some of the
stereotypes and gender roles traditionally seen in computer games. There are many female
characters in prominent and crucial roles in the narrative. In addition there is equal
representation of genders amongst the champions, three are male, Daruk, Revali and Link, and
three are female Mipha, Urbosa and Zelda. Furthermore, the female characters occupy equal or
higher positions of power than the male characters. Both Zelda and Mipha are princesses, and
Urbosa is the warrior leader of the Gerudo tribe. Zelda is heir to the throne of Hyrule, and upon
being freed from guarding the castle to prevent Ganon’s return, she is in effect Queen of Hyrule.
Yet, despite the seemingly prominence of the female characters, they are still cast in stereotyped
roles and dependent on the male protagonist for their rescue. Female characters are mostly
auxiliary characters that are either being rescued or working as helpers to the main male
character, Link. Zelda is cast in the stereotypical role of “damsel in distress”. This is a narrative
device in which a female character is put in a
risky position from which she cannot escape on
her own and must subsequently be rescued by a
male character, often serving as an incentive or
reason for the protagonist’s quest. This is most
often performed by abduction, although it may
also be accomplished through petrification, a

curse, or demon possession. In Breath of the

Figure 7: Link and Zelda (Nintendo, 2016) Wild, Zelda is trapped in Hyrule castle where

she has spent the last 100 years preventing
Gannon from entering Hyrule. Although she is powerful, and has been training for almost her
whole life, she needs to be rescued by Link, and it is Link who in the final battle manages to
vanquish Ganon, with the help of Zelda’s weapon, the Light Bow. Traditionally, the damsel in

distress is a love interest or family member of the hero (Sarkeesian, 2016). Princesses, spouses,



girlfriends, and sisters are all popular choices for this stereotype. Zelda is the Hyrulian Princess

and perhaps also love interest to Link.

Both Mipha and Urbosa are cast in the stereotypical role of damsel in refrigerator. This is a
hybrid version of the woman in refrigerator and damsel in distress tropes. In most cases, this
occurs when a female character dies early in the narrative, but her spirit is captured or
imprisoned by another character, and the male protagonist has to find a way to rescue or set her
soul free in order for the story to continue. Mipha and Urbosa were both killed during the war
a 100 years ago and their spirits have been imprisoned in the mechanical beasts they piloted by

one of the manifestations of Ganon spirits, for the past 100 years.

The depiction of female characters in Zelda, Breath of the Wild is consistent with stereotypical
female characters in games. As pointed out by Lynch et.al
most games with female characters in secondary roles
sexualized the characters more (Lynch et al., 2016). The
female characters' clothes and body image are frequently
sexualized, with provocative clothing and abnormal body
shapes (either very thin or very voluptuous). This is
particularly true when it comes to Urbosa. Although she is
described as a powerful woman, and a warrior leader of
her tribe, she is depicted in high heels, a scarf tied around

her waist and a bikini top. This illustrates well what

feminist film critic Laura Mulvey refers to as the “male
Figure 8: Urbosa (Nintendo, 2016) gaze” (Mulvey, 1989). The male gaze is a theoretical
concept that describes the subtle and nuanced ways with which media can both shape and
reinforce existing gender dynamics (Sarkeesian, 2016). The term refers to the tendency for the
visual arts to assume, and be structured around, a presumed straight male viewer or player.
Traditionally, the female characters functions as both an erotic object for the male characters
within the narrative and for the audience watching or playing the narrative. The male gaze
supports the idea of the man as subject, and the one performing the looking and the woman as
object or what is being looked at. Or, as art critic John Berger puts it in his 1972 book Ways of
Seeing, "men act and women appear." (Mulvey, 1989). When Link meets Urbosa’s spirit, it is
through a cutscene where the camera pans slowly up her body while playing suggestive music

as she is leisurely walking down some stairs, hand on swaying hips until she is revealed in full

figure. Appearances also have a significant influence on how people are seen and treated in



society. Different physical characteristics communicate different preconceptions, which are
then used to represent different personality types in literary characters (Anderson, 2015). Hair
colour for example is an important physical characteristic that expresses several preconceptions.
Because of religious and historical influence, literature has used red hair as a trope for specific
characteristics countless times. Redheads are often portrayed as being very spirited and
temperamental (Anderson, 2015). Urbosa’s power is her fury which strikes lightening in all
nearby enemies. Another aspect of this stereotype is that according to Roach’s research, the
sexualizing of red-headed women is based on the belief that they are somehow connected to the

devil (Roach, 2006).

5. Didactic Implementation

One of the challenges with using computer games in the classroom, is that these resources are
often unfamiliar to teachers, and it can therefore be challenging to see the value of them.
Concerns have also been raised about teachers appropriating what are perceived to be students'
out-of-school literacy practises, with researchers advising teachers to approach such media with
caution (Beavis, 2017, pp. 1-18). However, it is important to remember that the focus is not on
the gaming as such but rather on the game as a cultural expression. It is therefore relevant to
utilize all the knowledge and experience one has as a teacher when it comes to analysing other
forms of cultural expressions such as novels, short stories, films, music etc. In addition, students
will most likely have more experience with gaming than the teacher, and they also need to be
made aware of the difference between just playing a game for fun and looking more closely at
a game as a form of cultural expression in other words, there must be a distinction between play
that focuses on entertainment and play that focuses on learning (Miller & Almon, 2009). For
example, when gaming for entertainment it is not unusual to skip over the cutscenes in a game,
however when using Zelda, Breath of the Wild in the classroom, the cutscenes are as important
as the gameplay, if not more important. The action and response required to play games can
make it difficult for students to engage in character analysis, as well as think critically about
gender roles and stereotypes while playing (Beavis et al., 2014) Teachers must therefore plan
carefully in order to engage students in the various aspects of digital gaming. (Apperley &

Beavis, 2011, p. 134).



5.1 Background

5.1.1 Why Use Zelda, Breath of the Wild in the Classroom?

There are several reasons to use computer games when teaching English. First of all the
curriculum requires not only that you use games, but that you also use a variety of media and
texts. In addition, games are a media that most students will be familiar with, more so than
literature, and therefor they may be more confident when analysing and working with the
narrative in a computer game rather than a more traditional form of narrative in literature.
Games also provide teachers and students with opportunities to explore new forms of narrative
expressions. Video games are some of the most important forms of storytelling in the twenty-
first century (Ostenson, 2013), and have the potential to create engaging, immersive learning
environments that keep students more engaged and motivated than traditional teaching methods
(Connolly et al., 2012; Gee, 2012; Gee & Hayes, 2011). Games have also been shown to
encourage peer learning and social interaction (Danby et al., 2018), and to encourage active
rather than passive learning (Hébert et al., 2021). One of the most challenging aspects of the
profession of teaching a language is deciding which kinds of texts students should work with,
especially when interpreting text in its broadest sense which in addition to a variety of different
media, also includes computer games. Lazar provides some helpful suggestions for picking
texts, which may be considered while determining what to read. The cultural background of the
students, the level of language skill of the students, and the literary background of the students
are the three separate factors that Lazar proposes using when choosing a text (Lazar, 1993, pp.
53-54). When choosing a text, you should also take into consideration its availability, length,
exploitability (for instance, what kinds of activities and tasks can be planned for the text), and
the availability of additional resources to utilise the text further. You should also consider how
well the text fits with the curriculum (Lazar, 1993, p. 54). Playing a game that is only available
on the Nintendo Switch console places constraints on the implementation of the activity. It is
unlikely that schools will have access to a class set of switches to allow for each student to play
individually, and the students will therefore play as a group taking it in turns to play but making
the decisions together. In addition, completing all the quests and tasks in Zelda, breath of the
Wild takes upwards of 50 hours which is too much for a classroom project (Olivares, 2021).
Rather, we will choose to focus on a few select scenes which focus on key events in the
narrative. The first part of the game is limited to an area in Hyrule called the Great Plateau. This

is playable tutorial that focuses on Link as he awakens in a cave and has to find out who and



where he is. Playing the tutorial takes around one hour depending on the level of skill and
experience of the player. The tutorial will give the player time to familiarize themselves with
different game-control features, and upon completing the tutorial they will uncover Link’s
background and be informed about the quest to restore Hyrule to its former self. Additionally,
one of the many side quests side quests in the game is collecting memories. Each collected
memory triggers a cutscene, a short non-playable animated sequence, that reveals more
information about the events that led to Link awakening in the cave after 100 years without any
recollection of how he got there. Playing this quest will require that the player explores large
areas of the landscape in order to find the locations that trigger Link’s memory and uncover key

elements of the narrative of the game.

5.1.2 Three approaches to literature

Below are three separate teaching activities that exemplify how to use Zelda, Breath of the Wild
with students in order to reflect on narrative, gender roles and stereotypes. Lazar discusses three
different approaches to using literature in the language learning classroom, a language based
approach, literature as content and a personal enrichment approach (Lazar, 1993, pp. 466-467).
Lazar’s third approach, literature as personal enrichment, invites students to draw on their prior
experiences, knowledge and skills. This is similar to the theory of envisionment building
described by Langer. Langer uses the word envisionment to refer to the world of understanding
a particular person has at a given point of time (Langer, 2011, p. 10). Envisionments are
constantly evolving, and while reading a text, ideas are replaced, reinterpreted or new ideas
formed. Langer describes envisionment building as a process which includes five different
stances (17-21). According to Langer, the five stances are: Being out and stepping into an
Envisionment, being in and moving through an envisionment, stepping out and rethinking what
one knows, stepping out and objectifying the experience and leaving an envisionment and going
beyond. Throughout the game process, these five different stances may be experienced in a
nonlinear order and not all stances must be experienced in every envisionment building attempt.
These stances are according to Langer a way to conceptualize the process of developing
understanding and, although all these stances are part of an individual process, they can help
teachers support a student’s envisionment building by entering into a dialogue with the students
about their thoughts during the reading process or in this case the gaming process (Langer,

2011, p. 24).



5.2 Contextual factors

5.2.1 Student group
The teaching activities are suitable for VG1 (year 11) general studies and vocational classes in

upper secondary school. The students in both these groups are often of a mixed skills level in
English. Additionally, the group will consist of students with a varying degree of familiarity
of games, and some students may therefore become insecure when asked to use a game as a
learning resource. Furthermore, although some students may appreciate the introduction of
computer games into the classroom and become more motivated by this, others may view
computer games as just entertainment, and struggle to see the learning potential in playing

games and thus become less engaged and motivated by this.

5.2.2 Learning goals

There are several learning goals that are relevant when working with this project. Introducing
the students to the framework of a monomyth not only teaches them a model as a basis to use
in future studies of games, literature and film, but also provides them with vocabulary about
narrative development and character archetypes that can be useful when comparing and
contrasting narratives. In addition, students will be able to discuss, explore and reflect on their
views on gender roles and stereotypes. By analysing a game such as Zelda, Breath of the
Wild, students may gain useful tools to question and reflect on gender portrayals in games as
well as other forms of media. It may also raise students’ awareness about their own ideas on

gender roles and stereotypes and how it impacts their view of themselves and others.

5.3 Suggestions for didactic implementation

5.3.1Lesson 1
As a pre-game activity students can be asked to reflect on what they already know about

characters and gender roles and stereotypes in games. They can also be given a copy of the
cover and title of the Zelda, Breath of the Wild and reflect on first impressions and ideas they
have regarding what it is about. This is in in accordance with Langers first stage of envisionment

building. Being out and stepping into an envisionment. In this stance, students begin to develop



their envisionment by using clues such as surface features of the text for example title, cover

and building upon their prior knowledge and experiences (Langer, 2011, p. 17).

Students can then play the opening part of the game from when Link wakes up until he exits
the cave and sees all of Hyrule. This normally only takes 5-10 minutes. After they have played
the opening sequence, the students will discuss questions 1-5 in pairs before participating in a

class discussion.

Who is the main character?
What has happened to him?
Do we know how/why it happened to him?

What is his “mission”? How do we know?

A o e

What do you think will happen next? Why?

In Langer’s second stance, students are immersed in the text, and the envisionment is elaborated
on and modified as new information is used to move beyond what they already know (Langer,
2011, p. 18). This is also an example of a while-reading activity (Lazar, 1993, p. 85). While
reading activities can be done during the reading session or in between reading sessions (Lazar,
1993, p. 85). By combining playing the game and discussing the questions, the students will

also be able to practice their communication skills and language skills.

After having completed this, the students will then continue playing until they have completed
the tutorial part of the game on the Great Plateau. By doing this they will have found out
information about who Link and Zelda are in the present, where Zelda is being held captive and
what Link must do in order to free her. After having completed this section of the game, the
following questions can be used to guide discussion and reflection on the game and the events

of the narrative

What is a hero?
Does a hero have any typical characteristics?
Which typical hero characteristics has Link demonstrated so far.

How do you think Link compare to heroes in other stories you know?

A e

What is your first impression of Link? Age, appearance, clothing and behaviour?

The primary objective of these questions is to encourage students to respond to the game and
freely express their own ideas, opinions, and emotions. This task includes questions that

correspond to Langers third stance which requires students stepping out and rethinking what



they know. This stance differs from the others in that the text/game influences the students'

knowledge and may cause them to rethink what they thought they knew (Langer, 2011, p. 19).

5.3.2 Lesson 2

Students are introduced to gender roles and stereotypes in various forms of media, including
videogames, in this lesson. Then, students will discuss in small groups their thoughts and
experiences from watching movies, reading books, and playing videogames outside of school.

It can be useful to use questions to guide the conversation.

1. Are there gender differences in games they have played outside of school?

2. What are typical male and female characteristics in videogames that you have played?

3. Are male and female characters portrayed differently in other media (movies, tv series,
novels) than they are in games?

4. Do videogames play a role in influencing how you think about male and female

gender roles? Why/why not?

The students will then continue playing Zelda, Breath of the Wild. In this activity students will
spend time exploring the game while they collect all the memories from the different locations.
Finding these locations will trigger the cutscenes that provide the background information of
all the characters and the relationships between them. During gameplay students can take notes

on some of the stereotypes they observe in the game and cutscenes they play through.

- Which stereotypes can you find in Zelda, Breath of the Wild?
- How would it affect the story if the two main characters were the opposite gender (i.e if
Link was a female character and Zelda was male character). Are there any specific parts

of the narrative that you think would have to be different?

5.3.3. Lesson 3

Traditional literary analysis, also known as story grammar or the structural approach, provides
a framework for understanding and interpreting literature. It has been suggested that this
approach can be used as a precursor to reader response, which emphasises the affective aspect
(Anwar, 2003). In the first activity students are introduced to the monomyth as a framework for
narratives. Story grammar is based on the assumptions that readers should be aware of the

structure of the text that they are working with. According to this concept, comprehension may



be viewed as an interactive process that occurs between the reader and the text. The reader
interacts with the text and constructs meaning by connecting concepts from the text to previous
experiences (Amer, 2003). The core structure of a narrative text is represented by a story
grammar which is the set of criteria used to describe the recurring elements seen in narrative
texts (Mandler, 1984). According to research, asking guiding questions about the story grammar
improves student understanding and provides strategies for breaking down stories into
meaningful components (Amer, 2003). During this activity students will work on identifying
key elements of the monomyth structure and archetypes in Zelda, Breath of the Wild. By
focusing on the structure of the monomyth and the archetypes students will be able to reflect
on and discuss typical gender roles and stereotypes in the game and compare these to similar
archetypes they have prior knowledge of from other media such as tv series, movies and

literature.

According to Langer, the fourth stance, stepping out and objectifying the experience, takes a
more analytical approach and requires students step back and distance themselves from the

envisionment (Langer, 2011, p. 20).

As a final activity it can be useful to summarize key issues from the project in class,
acknowledging changes in ideas and differing views. The final section in the envisionment
building theory is the fifth section, “stocktaking”. In this stance, the envisionment is left behind
and becomes part of the experiences and knowledge students use in subsequent envisionment

building processes (Langer, 2011, p. 105)

6. Summary and conclusion

For this thesis, the goal was to examine to what extent the computer game Zelda, Breath of the
Wild has the potential to make students reflect on gender roles and stereotypes. As seen in the
English curriculum for VG1 games are not only viewed as cultural expressions but also as a
new form of text (Utdanningsdirektoratet, 2020b, 2020c). Research shows that although there
has been disagreement about whether or not games belong in the ludology or narratology, the
most recent studies conclude that games contain both elements, and therefore by choosing to
place emphasis on the narrative element of the game, games are in fact texts that are suitable
for analysis. Furthermore, the curriculum for VGI requires students develop “their
understanding and their views of the world as culture-dependent which in turn can open for new
ways to interpret the world, promote curiosity and engagement and help to prevent prejudice”

(Utdanningsdirektoratet, 2020a). Examining gender roles and stereotypes in games as well as



in other media provides students with opportunities to reflect on different views on gender roles
as well as on their own views gender roles and stereotypes. As shown, the use of traditional
gender roles and stereotypes in Zelda, Breath of the Wild is quite clear. Stereotypes and gender
roles can easily be identified by students, and links can be drawn between the characters in the
game and gender roles and stereotypes portrayed in other media. Moreover, by including the
monomyth as a framework for analysis the lesson activities give students an opportunity to
reflect on and discuss how stereotypes and gender roles are repeated and reinforced in literature,
movies and games. This may raise awareness amongst learners not only of their own views on
gender roles and stereotypes, but also allow them to discuss and reflect on how various media

influences their views on gender roles and stereotypes.

In addition, as shown by the research there are gender differences that reach beyond the
stereotypes in the games themselves. More boys than girls consider themselves gamers, being
a gamer is socially more acceptable for boys and they make up most of the market for this fast-
growing medium. Girls on the other hand often quit games when they reach their teenage years.
There may be many reasons for this gender difference, either in attitude towards games, gender
representation within games or the gaming culture itself. However, the fact remains that girls
are being left behind in gaming and no one seems to be overly concerned about it in education.
Although games are included as a form of cultural expression in the curriculum, teachers need
to consider all aspects of games and gaming culture prior to using computer games in the

classroom.
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