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Abstract

The digital games are highly enjoyed by children worldwide as well as in
Pakistan. These games are majorly produced elsewhere. Pakistani children do
not however simply play them and have fun; however, they play these games to
make their stories. Most of these tales are related to the countryside and
folklore. This paper examines the combination of folk ideas with games like
Minecraft, Roblox, Free Fire, Hay Day and COD Mobile by children. It also
looks into the ways in which the children demonstrate heroism, teachings,
female empowerment, animal theme and rural landscape during their play. The
study is based on a qualitative approach. It examines gameplay, screen shots
and close up shots. The results indicate that a child reconstructs village
environment, assigns heroic roles to his or her avatars, and develops stories that
have moral significance. Female and animal characters are also played actively
by them. This paper demonstrates that folklore is not ancient and stable. It
changes with time. Now it is able to expand online. The study contributes to
visual culture, folklore studies and children media studies. It also implies that
folk ideas may be preserved in the contemporary world with the help of digital
games.
Key Words: global digital games, folklore, visual culture, contemporary world,
Pakistani children, reinterpretation
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Introduction

Digital games are an overbearing type of games among children around the world, and they are
not exempt in Pakistan. (Kahila et al. 2020; Hisam et al. 2018). Millions of young users (Ali et
al. 2024; Dezuanni 2022) are attracted to such games as Minecraft, Roblox, Free Fire, Ludo
King and COD Mobile and are actively involved in the digital world, constructing buildings,
playing a game, and interacting in an environment. (Cheeno 2021; Parkash 2022). Although
these games are introduced in Pakistan, the exposure of children to them is extremely local:
children redefine these spaces by their cultural context, which most often indicates known
landscapes, social order and ethical frameworks. (Khalid et al. 2019; Datoo 2010). The techno-
immersion process enables these young digital natives to go beyond assigned regulations of the
software, essentially subverting or supplementing the original gameplays in order to negotiate
and create common meanings in their respective trans mediated communities. (Cheeno 2021).
In line with digital play, the rural folklore in Pakistan, which includes heroism stories, moral
teachings, countryside, animals, and agency of the female gender are still an essential part of
the cultural identity. (Holz et al. 2020; Fatima 2019). Stories such as that of Raja Rasalu, Dulla
Bhatti, and Sakhi Sarwar are still being told orally and in the media (Sevea 2023; Temple 1977)
and impart to children values such as bravery, justice, loyalty and communal responsibility
(Afridi, Rasheed, and Abid 2025). The affair of the folklore rural space is not that of backdrop,
but a participant in the stories that defines heroism, morality, and social behaviour. (Fatima
2019).

Although the Pakistani population is steeped in folklore and digital games are a common
activity among Pakistani children (Khalid et al. 2019; Hisam et al. 2018; Zubair, Alyousfi, and
Khan 2025), it is possible to find a gap in the research on the utilization of foreign digital games
by children as a means of re-creating rural folk narratives (Shliakhovchuk 2019; Yousafzai,
Khalid, and Igbal 2) In this research paper, the gap is going to be addressed by analyzing how
children:

o Recreate rural landscapes in digital play.

o Enact heroic behaviour and moral choices inspired by folklore.
o Assign agency to female and animal characters.

o Adapt local cultural narratives in globally produced games.

The study is important since it places digital games as modern folk spaces, where culture,
narrative, and morality are put into action and changed. (Shliakhovchuk 2019). The research on
Pakistani children also contributes to localised media interpretations (Datoo 2010) by offering a
perspective on folklore studies with regard to visual culture and game studies by offering a
bridge between traditional studies of the folklore and modern ones.
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Research Questions
1. What is the adaptation of Pakistani children to rural folk stories in global computerized
games?
2. What does a gameplay depict and enact heroism?
3. What is the role of agency-association by digital play on children assigning agency to
female characters and animals?
4. What is the way the children recreate the rural environments and ethical stories during
the game?
5. What can this say concerning local cultural adaptation of the global media?

Literature Review

The rural folklore has been a significant means of transmitting values and traditions (Holz et al.
2020; Afridi, Rasheed, and Abid 2025). These are the stories that are transmitted over
generations (Dahal and Bhatta 2021; Afridi, Rasheed, and Abid 2025). They provide the way of
how people must live, act and treat other people (Afridi, Rasheed, and Abid 2025). Most of the
rural tales in South Asia feature heroic heroes, wise elders, loyal pets, and powerful female
characters (Holz et al. 2020; Fatima 2019; Dahal and Bhatta 2021).

As an example, courage and strength can be observed in stories concerning Raja Rasalu
(Temple 1977). Bulleh Shah stories are related to wisdom, love, and equality (Fatima 2019).
There are purposes on kindness and social justice based on legends of Sakhi Sarwar (Temple
1977; Sevea 2023). These plots are not only entertainment; however, they instruct children on
what is wrong and what is right. (Dahal and Bhatta 2021; Afridi, Rasheed, and Abid 2025).

The presentation and the communication of the folklore mostly occurs through speaking,
singing, or storytelling (Afridi, Rasheed, and Abid 2025; Fatima 2019). It gets transformed with
time due to this reason (Fatima 2019). New things are brought with every generation (Afridi,
Rasheed, and Abid 2025). According to scholars, folklore is elastic and constantly responds to
the new circumstances (Kutin and Telban 2021; Fatima 2019). This is what allows folklore to
survive even nowadays in digital world (Afridi, Rasheed, and Abid 2025).

We do not play game without interacting. They act, imagine and create during playing.
(Kankaanranta et al. 2017; Mertala and Merildinen 2019). It has been found out that gaming
experience enables children to develop stories, roles and social rules. This occurs both in the
real life and in computer games. (Kankaanranta et al. 2017; Kabhila et al. 2020). Creative games
are particularly Minecraft and Roblox. (Ali et al. 2024; Parkash 2022; Dezuanni 2022).
Children are able to develop houses, villages, farms, and cities. They will also be able to select
characters and make decisions of what will happen in the game (Mertala and Merilainen 2019).
Through this, children can be storytellers (Cheeno 2021; Kankaanranta et al. 2017).
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Figure 1, View of the Farm, still from the Hay Day
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Figure 2, Farm and Village scene, still from the Hay Day Game

Despite the fact that these games are created to meet the needs of a global audience, children
adjust them to their lives (Cheeno 2021). They reproduce the environment that is similar to
their home or village. (Mertala and Merildinen 2019). They establish families, communities,
leaders, and helpers in the game (Bailey 2016; Benton et al. 2014).

As Cheeno (2021) demonstrates, their culture, memories, and daily experiences are revealed
through play. Digital games are not toys but cultural products (Arslan 2022; Greenfield 1994).
They consist of pictures, narratives, icons, and regulations (Kankaanranta etal.2017;
Arslan 2022). Because of these features, games establish the environment where individuals
can engage with stories first hand (Blumberg, Blades, and Oates 2013; Kankaanranta et al.
2017). Children do not just watch or read but they act (Barab et al. 2010). They combat, defend
people, discover territories, and take decisions. Such acts usually resemble the classic heroic
tales (Schwarz et al. 2018; Vikaros and Degand 2010). According to scholars, players do not
just follow the story of the game. It is also transformed by them (Dixon and Weber 2010;
Mertala and Merilainen 2019). Their actions give rise to new meanings (Maine 2017; Mertala
and Merilainen 2019). This makes games storytelling spaces in such a manner (Bailey 2016).
The behavior of children in a game can be attributed to ideas like courage, risk, fairness,
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companionship, and survival prevalent in folklore (Vikaros and Degand 2010; Angelaki 2024).
Over the last few years, scholars have begun to relate folklore and digital media. They examine
the ways of the appearance of myths, legends and heroic concepts in contemporary games
(Oliveira and Camargo 2020; Klaus 2010). Many games involve bad and good battles,
missions, monsters, companions and rewards- like classic tales (Angelaki 2024; Klaus 2010).

Figure 4, Still from the PUBG

The behavior of the players with these stories is also studied (Mertala and Merilainen 2019;
Dixon and Weber 2010). The game does not create meaning within itself. It is formed as a
result of play (Cheeno 2021). Children are of particular relevance in such a process as they are
free in their imagination (Mertala and Merilainen 2019). They combine game content with their
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cultural concepts (Small 2017). This implies that folklore does not vanish in the contemporary
life but it changes form. The digital games have the potential to create new spaces in which the
old ideas would live in new forms.

The literature on the folklore traditions is vast, and is especially common in the rural areas of
Pakistan, where the moral values and culture are passed on through folklore (Afridi, Rasheed,
and Abid 2025; Holz et al. 2020; Fatima 2019). Likewise, a significant amount of literature
discusses the play of children in digital games, such as the frequency and creative variations
among the Pakistani youth (Kahila et al. 2020; Kankaanranta et al. 2017; Mertala and
Merilainen 2019; Hisam et al. 2018; Khalid et al. 2019). Nevertheless, there is not much
research on the way Pakistani children relate rural folklore, including legends about Rasalu or
Sakhi Sarwar, with video games such as Minecraft or Roblox (Zubair, Alyousfi, and Khan
2025; Yousafzai, Khalid, and Igbal 2025; Shliakhovchuk 2019; Angelaki 2024). The majority
of the studies consider Western children or Western culture (Zubair, Alyousfi, and Khan 2025).
Pakistan does not have a good study of local cultural interpretations (Datoo 2010; Khalid et al.
2019). How children take their familiar rural life, tales, and principles into the world of global
games, we have not a clear picture of it (Kankaanranta et al. 2017; Shliakhovchuk 2019).

This paper tries to fill the identified gap. It relates three domains that are interrelated:

o Geographical cultural heritage and folklore.
o Global digital games
o Visual culture and design

The study is applicable in art and design theory, cultural study, education and media
development. It demonstrates the ways how old-fashioned concepts may survive in the
new digital reality and how children contribute to the culture and affect the culture by
means of play.

Theoretical Framework

This paper relies on three key concepts to gain an insight into the way of children in relating
folklore to digital games. These concepts are the products of folklore studies, visual culture and
game studies. Collectively, they assist in reasoning why the ancient tales can be played in the
contemporary digital play. Folklore theory posits that folklore is not fixed or frozen in the past.
It is alive and keeps changing (Afridi, Rasheed, and Abid 2025). It is propagated by people in
the form of stories, songs, pictures, festivals, and performances (Afridi, Rasheed, and Abid
2025). Bold heroes, teachings, village, and nature are all featured in many folk stories (Holz et
al. 2020; Afridi, Rasheed, and Abid 2025). Through these stories children are taught how to act
in their society reflecting on their culture (Anggraeni et al. 2019; Afridi, Rasheed, and Abid
2025). They impart morals like bravery, love, integrity and respect to the community (Afridi,
Rasheed, and Abid 2025).

The theory of Visual Culture is concerned with the image and visual meaning (Arslan 2022;
"Samyukta: A Journal of Gender and Culture™ 2023). Pictures, symbols and visual stories
abound in digital games (Arslan 2022; Kankaanranta et al. 2017). Characters, landscape,
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buildings, clothes, animals, and objects are visible to players (Mertala and Merilainen 2019).
Each of these images has a meaning (“Samyukta: A Journal of Gender and Culture" 2023).
These pictures are perceived differently by children (Mertala and Merilainen 2019; Dixon and
Weber 2010). As an example, a digital house can suggest them a village home (Mertala and
Merilainen 2019). A forest can be perceived as a local countryside (Mertala and Merilainen
2019). The theory aids in comprehending the manner in which children provide local
significance to the images of global games (Shliakhovchuk 2019; Arslan 2022). Game and
Media Studies clarify the way in which games can stand different to books or films (Barab et al.
2010; Khan et al. 2024). Games represent interactive media (Khan et al. 2024). Players are not
passive individuals, they actively engage (Khan et al. 2024). They act in agency and are able to
choose what to do, manipulate characters, arrange spaces, and influence results of the narrative
(Dixon and Weber 2010; Khan et al. 2024). In the game, children are able to be heroes, leaders,
helpers, or explorers (Dixon and Weber, 2010; Mertala and Merilainen, 2019). They also are
able to produce new stories rather than adhering to a given script (Kankaanranta et al., 2017;
Khan et al., 2024). Games are arenas of imagination and role-playing due to such autonomy
(Dixon and Weber, 2010; Kankaanranta et al., 2017).

A combination of all three ideas explains the possibility of folklore being preserved in the
digital gameplay context (Arslan, 2022; Angelaki, 2024). Children are mediators who mimic
traditional concepts into new interactive situations (Athanasiadis, 2010; Small, 2017). The
heroic conduct is expressed in the form of performative but not verbal (Klaus, 2010). They
recreate sceneries, nurture animals, and role assign to both male and female characters (Mertala
and Merilainen 2019; Cheeno 2021). By doing so, digital games will turn into contemporary
areas where cultural narratives are not just memorized but also reproduced (Angelaki 2024;
Afridi, Rasheed, and Abid 2025).

Methodology

The paper represents a qualitative, exploratory research design, as the authors examined
gameplay of digital games visually and narratively. It is aimed at getting a picture of how rural
folklore is perceived and localized by children. Minecraft, Roblox, Free Fire, COD Mobile,
Ludo King are chosen. Screenshots, gameplay videos, narrative reconstruction are observed.
Semi-structured discussions with children aged 8-14 about their motivations and
interpretations. Choosing games that are popular ones among the Pakistani children and games
that can be played creatively or as a narrative. Children of both rural and urban background to
get a variety of interpretations. Reading avatars, landscapes and symbols through the
connection to rural folklore motifs. Children create stories during the game and these are
analyzed according to themes of heroism, morality, female agency, and animal symbolism.
Through the comparison of the digital play behavior with the folklore stories in rural areas, we
would be trying to bring out the adaptation and reinterpretations of the stories.
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Figure 5, Game Characters, Still from the Free Fire

Results and Findings

In Minecraft and Roblox, children constructed rivers, fields as well as villages. Village plans
were developed to reflect the local country lifestyle, featuring courtyards, wells, and farm
acreages, and had a very close connection with folk stories. In Free Fire and COD Mobile,
heroic roles of the folk heroes were attributed to avatars. Such acts like saving the people of the
village or attacking foes reflected the classic storylines of heroism and righteousness. In Roblox
and Minecraft, children were given female avatars to lead and take care of others or the
animals. This underlines the redesign of female folk characters and broadening of the
conventional gender roles in folklore. There were dogs, horses, and even fictitious animals used
as their companions and helpers. They are used as a symbol of loyalty and intelligence as they
reverberate the animals in the rural narratives. Games like Ludo King, Carrom Pool and Among
Us enable one to cooperate or compete. The strategy, trust, and alliances were bargained, with
children, which mirrored moral teachings and societal norms that were common in folklore in
rural areas.

S —————

Figure 6, Still from COD Figure 7, still from PUBG
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Discussion

The results indicate that children are not game players (Mertala and Merilainen 2019). They are
producing agents of meaning (Dixon and Weber 2010; Mertala and Merilainen 2019). They
steal international games and transform them as they know (Mertala and Merilainen 2019;
Small 2017). In such a manner, children are cultural agents (Small 2017). They transfer their
memories, values and imagination to the digital world. Although the games have an origin in
other countries, the manner in which children are playing them is localized and personal.
Several children need to demonstrate the heroism when playing the game. They defend, combat
foes or assume leadership. Such deeds are like typical folk heroes.

Children also decide morally, including assisting colleagues in the team or sharing resources
(Toppe, Hardecker, and Haun 2019; Vikaros and Degand 2010). The female characters are
provided with active and powerful roles (Mertala and Merilainen 2019). Both girls and boys
will use female avatars and make them leaders, fighters, or decision-makers (Schwarz et al.
2018; Mertala and Merilainen 2019). It demonstrates the fact that concepts of courage and
power are not exclusive to male characters (Mertala and Merilainen 2019). Folklore themes
such as courage, justice, and responsibility continue to appear, but in new digital forms.

Game environment design is significant in games. Villages, farms, rivers, and open fields are
rebuilt by children. These are not some decorations by mere chance. They resemble the
common rural settings. Animals are also significant in games. There are children who keep pets
and guard them, or use them as companions. This shows the proximity of the human being, the
animals and nature in the rural setting. It is also demonstrated in the study, that global games
have local interpretations (Arslan 2022; Sutherland 2020). The idea that is utilized by children
in reinterpreting the game worlds is not exclusive to the rural society in Pakistan; it can be
observed in various other cultures as well (Mertala and Merilainen 2019; Athanasiadis 2010).
Heroism, survival, cooperation and respect of nature are some of the most popular themes of
different cultural persuasion. These results have significant implications on the visual culture,
art and design theory, and education. Folklore concepts enable game designers to make
meaningful characters, narrative and settings. Moral lessons and cultural issues can be involved
in educational games without any boredom. Digital media can help in learning as well as
maintaining cultural identity by relying on established motifs of folklores. Because women are
anticipated to be self-reliant, they fail to receive acceptance or direction during various events,
potentially causing challenges in their everyday lives. Women are expected to be self-reliant;
hence, they do not get accepted or guided in the different circumstances in their lives creating
challenges in their daily lives.
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Figure 8, Still from

PUBG

Conclusion
Among the Pakistani children, the folk narrative is being relayed using global digital games as
the modern platforms. They offer platforms in which rural environment, heroic actions, ethical
principles, feminine prominence, and creatures are replicated and modified. Folklore is actively
reinterpreted by children and it shows that they are creative, have cultural memory and
understanding of morality. The research is related to the visual culture, folklore, and game
studies because it demonstrates that folklore is flexible and movable, and is not only limited to
oral or written forms. The study is applicable in comparative studies of folklore, media, and
children learning because worldwide the negotiation of local cultural narratives in digital media
settings is demonstrated.
With regards to art and design theory, the evidence points out that designers and instructors
may apply folk motifs, rural aesthetics, and moral stories to digital play spaces without
sacrificing the cultural heritage but encouraging children to learn in a meaningful way. Further
studies could potentially be focusing on cross-cultural comparisons, persistent storytelling as
well as the impact of local storytelling on digital creativity.
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