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CINEMATOGRAPHY

Shot framing, focus, and
composition within the game’s
cutscenes work to highlight Zelda
as the the driving agent of the
narrative.

LUDOLOGICAL ERROR

Narrative discrepancies between
cutscenes and gameplay tarnish the
eftectivity of Age of Calamity’s subversion
of Zelda series tropes.

A NARRATIVE REFOCUS

Age of Calamity’s plot is framed around and
24 " driven by Zelda’s internal struggle, and she is
the only hero who undergoes a significant
transformation of character.
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