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EXTENDED ABSTRACT

The Asterix multimedia universe is ever-expanding, as the characters and stories from
the comic book series Asterix (1959—ongoing) continue to be adapted not only into
films and TV series (such as the live-action film Asterix & Obelix: The Middle Kingdom,
released in 2023, and the upcoming Netflix series Astérix), but also into a considerable
number of video games, the latest of which are Asterix & Obelix: Heroes (GameXcite
GmbH 2023) and Asterix & Obelix: Slap Them All! 2 (Mr. Nutz Studio 2023). And yet,
the various video game adaptations which have appeared since the 1980s (Garin
2022) have attracted less scholarly attention than the Asterix comic books, their
audiovisual remediations and their respective translations (see, e.g., Almagor 2015;
Almagor 2016; Almagor 2020; Barnett 2016; Bell 2006; Brown 2015; Elliott 2011;
McElduff 2016; Nye 1980; Pinet 1978; Screech 2005; Tosina Fernandez 2022). This
strange imbalance, which | attempt to redress, is, perhaps, all the more regrettable
given the significant advances which have been made in the study of the crossroads
between comics and video games (see, e.g., Bittanti 2008; Hanson 2021; Lippitz 2019;
Rauscher et al. 2021; Toniolo 2015) and in the academic discourse on transmediality
and video game adaptations (see, e.g., Blom 2023; Elkington 2021; Flanagan 2017;
Fuchs and Thoss 2019; Sullivan et al. 2023; Thomas 2022). In light of these remarkable
developments in our collective understanding of video game transpositions, and in
light of the still ongoing expansion of the Asterix multimedia franchise, a detailed
discussion of at least some of the many as yet neglected Asterix video games seems
timely.

Though not specifically concerned with the adaptation process itself, my work-in-
progress paper sets out to explore a selection of Asterix video games by focussing on
female representation and its relationship with anti-colonial resistance within the
following titles: Asterix & Obelix XXL (Etranges Libellules 2003); Asterix & Obelix XXL
2: Mission Las Vegum (Etranges Libellules 2006); Asterix at the Olympic Games
(Etranges Libellules 2007); Asterix & Obelix XXL 3: The Crystal Menhir (OSome Studio
2019); Asterix & Obelix XXXL: The Ram from Hibernia (OSome Studio 2022). Although
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the majority of these video games position the player as an indomitable Gaulish man
who has to thwart Roman expansionist ambitions in a variety of geographical
contexts, women (when present) are persistently relegated to the role of submissive
non-player characters. In fact, whereas the earlier of the these video games
uncritically rehearse misogynistic tropes such as the ‘damsel in distress’ (Asterix &
Obelix XXL) and the ‘woman as a reward’ (Asterix at the Olympic Games), the more
recent ones seem more alert to the prejudices underpinning these tropes and
occasionally highlight them. In Asterix & Obelix XXL 3: The Crystal Menhir, for instance,
Obelix explicitly refers to Rezzy Stance, the leader of the Phoenician Resistance, as a
‘damsel in distress’ upon hearing her cry for help; Razzledazzleus, the high priestess
of Tyre, more vigorously condemns the abduction of Avina Grandir as a retrograde act
when she asks: ‘Kidnapping a woman to conquer a country? What kind of backward
times are we living in?’. Even so, Asterix & Obelix XXL 3 ultimately fails to accord much
agency to its various racialised as well as gendered ‘others’ (Mukherjee 2017, 42-43,
54-58, 65—-66, 68—70; van der Merwe 2021, 40, 45, 47-48). A damsel in distress for
most of the game, Avina eventually turns into the rescuer of a ‘dude in distress’, as
she endeavours to ‘defrost poor Getafix’ towards the end. And yet, quite significantly,
this only happens off screen. The subversive power of the Hibernian Keratin is similarly
contained throughout Asterix & Obelix XXXL: The Ram from Hibernia.

My paper particularly aims to investigate the subaltern position of female characters
in these various male-driven interactive narratives of anti-colonial resistance. To this
end, | draw upon useful insights provided by research on the (under-)representation
of women and on the reproduction of colonialist logics and practices, primarily (but
not exclusively) in historical video games (see, e.g., de Bruin-Molé 2020; Consalvo
2021; Draycott 2022; Draycott and Cook 2022; Heritage 2021; Jansz and Martis 2007;
Mukherjee 2023; Mukherjee and Hammar 2018; Murray 2018; Shaw 2014;
Wainwright 2019), and | perform a multimodal character analysis which pays due
attention to the interconnected ‘narrative’, ‘audiovisual’ and ‘procedural layers’ of
each video game (Sisler 2023) and, more specifically, to their characters’
‘representational and ludic traits’ (Aldred 2023, 441). By adopting a feminist and
postcolonialist perspective to combine the study of game mechanics with the scrutiny
of what the characters look like, say and do, | attempt to foreground the ideological
import of their in-game looks, words, actions and functions. In so doing, | ultimately
try to assess the extent to which the Asterix video games examined may be regarded
as digital playgrounds wherein gender stereotypes and colonialist logics and practices
are not only represented and reinforced, but also played with and, if not overtly
subverted, at least occasionally resisted.

While my survey of selected Asterix video games intends to offer a valuable
contribution to the flourishing research on the (under-)representation of female
characters in historical video games, it also seeks to encourage further work on these
and other Asterix video games. Since the games are all part and parcel of a multimedia
universe, future analyses could well refine my preliminary findings by taking into
account other Asterix-related products across media. Therefore, | would urge not only
additional explorations of other Asterix video games, but also further studies which
shed more light on the relationship between the source material and the game
adaptations and which possibly triangulate my findings about female representation
and anti-colonial resistance in the video games with the insights provided by
published or original critical discussions of the same issues in Asterix comic books,
films and TV series.



ACKNOWLEDGMENTS

| would like to acknowledge that my work on Asterix video games originated as a
contribution to the research project ‘Ancient Rome for the New Millennium:
Reinventions, Retellings, Retranslations’ led by Professor Monika Wozniak (Sapienza
University of Rome), whom | would like to thank. | am also extremely grateful to the
three anonymous peer reviewers who took time to evaluate a previous version of my
extended abstract and provide constructive feedback on my work-in-progress
research.

REFERENCES

Aldred, J. 2023. ‘Characters’. In The Routledge Companion to Video Game Studies,
2" ed., edited by M. J. P. Wolf and B. Perron, 441-449. Abingdon, UK:
Routledge.

Almagor, E. 2015. ‘Bridging the Gap between Generations: Astérix between Child
and Adult, Classical and Modern’. In The Reception of Ancient Greece and Rome
in Children’s Literature, edited by L. Maurice, 291-307. Leiden, The
Netherlands: Brill.

Almagor, E. 2016. ‘Reinventing the Barbarian: Classical Ethnographic Perceptions
in Astérix’. In Son of Classics and Comics, edited by G. Kovacs and C. W.
Marshall, 113—129. Oxford, UK: Oxford University Press.

Almagor, E. 2020. ‘Asterix as the New Hercules: The Twelve Tasks of Asterix (1976)’.
In The Modern Hercules: Images of the Hero from the Nineteenth to the Early
Twenty-First Century, edited by A. J. L. Blanshard and E. Stafford, 438—-467.
Leiden, The Netherlands: Brill.

Barnett, S. 2016. ‘Astérix and the Dream of Autochthony’. In Son of Classics and
Comics, edited by G. Kovacs and C. W. Marshall, 131-142. Oxford, UK: Oxford
University Press.

Bell, A. 2006. ‘Asterix on Screen’. In Turning the Page: Children’s Literature in
Performance and the Media, edited by F. M. Collins and J. Ridgman, 133-146.
Bern, Switzerland: Peter Lang.

Bittanti, M., ed. 2008. Intermedialita. Videogiochi, cinema, televisione, fumetti.
Milan, Italy: Unicopli.

Blom, Joleen. 2023. Video Game Characters and Transmedia Storytelling: The
Dynamic Game Character. Amsterdam, The Netherlands: Amsterdam
University Press.

Brown, N. 2015. ‘Asterix & Obelix vs. Hollywood: A Pan-European Film Franchise
for the “Family” Audience’. In Children’s Film in the Digital Age: Essays on
Audience, Adaptation and Consumer Culture, edited by K. Beeler and S. Beeler,
49-61. Jefferson, NC, USA: McFarland & Company.

de Bruin-Molé, M. 2020. ‘Women Heroes in Video Games’. In The International
Encyclopedia of Gender, Media, and Communication, edited by K. Ross, .
Bachmann, V. Cardo, S. Moorti and C. M. Scarcelli, 1-5. Hoboken, NJ, USA: John
Wiley & Sons.



Consalvo, M. 2021. ‘Gender’. In vol. 2 of Encyclopedia of Video Games: The Culture,
Technology, and Art of Gaming, 2™ ed., edited by M. J. P. Wolf, 401-403. Santa
Barbara, CA, USA: ABC-CLIO.

Draycott, J., and Cook, K., ed. 2022. Women in Classical Video Games. London, UK:
Bloomsbury.

Draycott, J., ed. 2022. Women in Historical and Archaeological Video Games.
Berlin, Germany: De Gruyter.

Elkington, T. 2021. ‘Adaptation’. In vol. 1 of Encyclopedia of Video Games: The
Culture, Technology, and Art of Gaming, 2" ed., edited by M. J. P. Wolf, 12-15.
Santa Barbara, CA, USA: ABC-CLIO.

Elliott, A. B. R. 2011. ‘Time Out of Joint: Why a Gaul Fought the Normans in Astérix
and the Vikings (2005)’. In The Vikings on Film: Essays on Depictions of the
Nordic Middle Ages, edited by K. J. Harty, 165-177. lJefferson, NC, USA:
McFarland & Company.

Etranges Libellules. 2003. Asterix & Obelix XXL. Play Station 2. Paris, France: Atari
Europe.

Etranges Libellules. 2006. Asterix & Obelix XXL 2: Mission Las Vegum. Play Station
2. Paris, France: Atari Europe.

Etranges Libellules. 2007. Asterix at the Olympic Games. Play Station 2. Paris,
France: Atari Europe.

Flanagan, K. M. 2017. ‘Videogame Adaptation’. In The Oxford Handbook of
Adaptation Studies, edited by T. Leitch, 441-456. Oxford, UK: Oxford University
Press.

Fuchs, M. and Thoss, J., ed. 2019. Intermedia Games — Games Inter Media: Video
Games and Intermediality. New York, USA: Bloomsbury.

GameXcite GmbH. 2023. Asterix & Obelix: Heroes. Play Station 5. Lesquin, France:
Nacon.

Garin, M. 2022. ‘Playing European Comic Books: The Videogame Adaptations of
Astérix and Tintin, 1993-1997’. In Perspectives on the European Videogame,
edited by V. Navarro-Remesal and O. Pérez-Latorre, 151-173. Amsterdam, The
Netherlands: Amsterdam University Press.

Hanson, C. 2021. ‘Comics’. In vol. 1 of Encyclopedia of Video Games: The Culture,
Technology, and Art of Gaming, 2™ ed., edited by M. J. P. Wolf, 194-195. Santa
Barbara, CA, USA: ABC-CLIO.

Heritage, F. 2021. Language, Gender and Videogames: Using Corpora to Analyse
the Representation of Gender in Fantasy Videogames. London, UK: Palgrave
Macmillan.

Jansz, J., and Martis, R. G. 2007. ‘The Lara Phenomenon: Powerful Female
Characters in Video Games’. Sex Roles 56: 141-148.
https://doi.org/10.1007/s11199-006-9158-0.

Lippitz, A. 2019. ‘Lost in the Static?: Comics in Video Games’. In Fuchs and Thoss
2019, 115-131.


https://doi.org/10.1007/s11199-006-9158-0

McEIlduff, S. 2016. ‘We’re Not in Gaul Anymore: The Global Translation of Astérix’.
In Son of Classics and Comics, edited by G. Kovacs and C. W. Marshall, 143—
157. Oxford, UK: Oxford University Press.

Mr. Nutz Studio. 2023. Asterix & Obelix: Slap Them All! 2. Play Station 5. Paris,
France: Microids.

Mukherjee, S. 2017. Videogames and Postcolonialism: Empire Plays Back. Cham,
Switzerland: Palgrave Macmillan.

Mukherjee, S. 2023. ‘Ludonarrative Postcolonialism: Re-Playing the Colonial
Discourse’. In Global Perspectives on Digital Literature: A Critical Introduction
for the Twenty-First Century, edited by T. Goshal, 49-62. Abingdon, UK:
Routledge.

Mukherjee, S. and Hammar, E. L., ed. 2018. ‘Postcolonial Perspectives in Game
Studies’. Open Library of Humanities 4 (2).
https://olh.openlibhums.org/issue/436/info.

Murray, S. 2018. On Video Games: The Visual Politics of Race, Gender and Space.
London, UK: I. B. Tauris.

Nye, R. B. 1980. ‘Death of a Gaulois: Rene Goscinny and Asterix’. Journal of Popular
Culture 14 (2): 181-195.

OSome Studio. 2019. Asterix & Obelix XXL 3: The Crystal Menhir. Play Station 4.
Paris, France: Microids.

OSome Studio. 2022. Asterix & Obelix XXXL: The Ram from Hibernia. Play Station
4. Paris, France: Microids.

Pinet, C. 1978. ‘Myths and Stereotypes in Astérix le Gaulois’. The Canadian Modern
Language Review 34 (2): 149-162. https://doi.org/10.3138/cmlr.34.2.149.

Rauscher, A., Stein D. and Thon J.-N., ed. 2021. Comics and Videogames: From
Hybrid Medialities to Transmedia Expansions. Abingdon, UK: Routledge.

Screech, M. 2005. ‘A Hero for Everyone: René Goscinny’s and Albert Uderzo’s
Astérix the Gaul’. In Masters of the Ninth Art: ‘Bandes Dessinées’ and Franco-
Belgian Identity, 75-92. Liverpool, UK: Liverpool University Press.

Shaw, A. 2014. Gaming at the Edge: Sexuality and Gender at the Margins of Gamer
Culture. Minneapolis, MN, USA: The University of Minnesota Press.

Sisler, V. 2023. ‘Theoretical and Methodological Framework for Studying Video
Games and Orientalism’. CyberOrient 17 (2): 4-56.
https://cyberorient.net/2023/12/22/theoretical-and-methodological-
framework-for-studyingvideo-games-and-orientalism.

Sullivan, E., Cartmell, D. and Sharrock B., ed. 2023. ‘Remixing the Classics’.
Adaptation 16 (2). https://academic.oup.com/adaptation/issue/16/2.

Thomas, C., ed. 2022. The Art of Adaptation in Film and Video Game. Basel,
Switzerland: MDPI. https://doi.org/10.3390/books978-3-0365-4899-9.

Toniolo, F. 2015. Pixel fra le nuvole. Tra fumetti e videogiochi. Sesto San Giovanni,
M, Italy: Imperium.


https://olh.openlibhums.org/issue/436/info
https://doi.org/10.3138/cmlr.34.2.149
https://cyberorient.net/2023/12/22/theoretical-and-methodological-framework-for-studyingvideo-games-and-orientalism
https://cyberorient.net/2023/12/22/theoretical-and-methodological-framework-for-studyingvideo-games-and-orientalism
https://academic.oup.com/adaptation/issue/16/2
https://doi.org/10.3390/books978-3-0365-4899-9

Tosina Fernandez, L. J. 2022. ‘Visual Representation of Proverbs in Comic Books
and Their Translation: Asterix as a Paradigmatic Case’. Journal of Graphic
Novels and Comics 13 (4): 592-605.
https://doi.org/10.1080/21504857.2021.1966063.

van der Merwe, R. L. 2021. ‘Imperial Play’. Communication, Culture & Critique 14
(1): 37-51. https://doi.org/10.1093/ccc/tcaa012.

Wainwright, A. M. ‘Gender’. 2019. In Virtual History: How Videogames Portray the
Past, 152—-183. Abingdon, UK: Routledge.


https://doi.org/10.1080/21504857.2021.1966063
https://doi.org/10.1093/ccc/tcaa012

	Kidnapping Women, Conquering Countries: Female (Under-)Representation in Asterix Video Games
	Keywords

	EXTENDED ABSTRACT
	ACKNOWLEDGMENTS
	REFERENCES

