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This assessment will analyse the Resident Evil 3 remake (Capcom, 2020) (RE3R), delving into the narrative structure and the 

main protagonist’s character development through their relationship with another character. The story follows Jill Valentine as 

she tries to escape the zombie infested Racoon City, all the while pursued by the deadly weapon Nemesis. 

The developers of RE3R sought to tell a focused narrative, concentrating on Jill’s relationship with Carlos "The director really 

wanted to focus on telling a consistent narrative without leaving the main story open-ended, this allowed us to really focus on 

telling the story about Jill’s escape from Raccoon City while being pursued by Nemesis as well as expand on her relationship 

with Carlos.” (Fabiano, Resident Evil 3 Producer Talks Story Changes, Jill Valentine's New Design, and More, 2020) 

 

Four main characters have been factored into the following subway maps, Jill, Carlos, Nikolai, and Nemesis. These maps 

highlight important events involving said characters, showcasing where their paths cross as the story progresses (Fi.g.1-3). 
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Figure 1. Subway map RE3 narrative part 1 
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Figure 2. Subway map RE3 narrative part 2 
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Figure 3. Subway map RE3 narrative part 3 
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Jill’s character progression 

Jill’s character progression can be tied to her relationship with Carlos. This was a focal point during the writing process for the game “The director wanted to be able to tell one 

consistent story this time around. We were able to better develop characterizations, especially in the relationship between Jill and Carlos” (Fabiano, Resident Evil 3: How 

Capcom Modernized the Classic Survival Horror Game, 2020). Key scenes of this are shown in (fig 4-8). 

Figure 4. Character progression Scene 1 
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Figure 5. Character progression Scene 2 
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Figure 6. Character progression Scene 3 
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Figure 7. Character progression Scene 4 
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Figure 8. Character progression Scene 5 
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Joseph Campbell’s book “The Hero With A Thousand Faces” describes a narrative structure using three acts, Departure, Initiation and Return (Campbell, 1949). A variation of this 

can be seen in (Fig.9) (How to find Purpose and Self Belief: The Hero’s Journey, 2020), followed by Jill’s character progression applied to this theory (Fig.10). 

 

Figure 9. Variation of The Hero's Journey 
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Figure 10. RE3R Jill's character progression applied to The Hero's Journey 

 

Jill’s relationship with Carlos fits well into The Hero’s Journey, all key scenes discussed can be applied to a point in the correct sequence of circle.    
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Narrative structure comparison May, S. and Watts, N eight-point arc 

Using Campbell’s three acts as a template an eight-point story arc was created to show a narrative structure in eight stages (May, 2012) shown in (fig.11) followed by an 

application to this theory for the RE3R in (fig 12). 

Figure 11. 8-point story arc 
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Figure 12. RE3R narrative applied to 8-point story arc. 

 

This interpretation of Campbell’s monomyth fits into the resident evil narrative neatly. Key moments of Jill’s story can be placed inside the structure whilst also involving key 

moments for Nikolai in the “surprise” and “climax” stages.  
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The “Freytag’s Pyramid” theory uses a pyramid like structure separating the narrative into the following parts, exposition, inciting incident, rising action, climax, falling action and 

resolution (Fig.13) (Freytag, 1863). This theory is applied for the RE3R narrative in (Fig.14).  

 

Figure 13. Freytag's Pyramid 

 

Figure 14. RE3R narrative applied to Freytag's Pyramid theory 
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key moments in Jill’s plotline, fit into Freytag’s theory. While moments of character progression such as Jill’s relationship with Carlos is absent and the overall arching narrative 

can be applied into the pyramid structure, there is an inability to contain subplots focusing only on the key moments. In addition, the climax could be replaced with the falling 

action, “Nikolai’s interception”. For this analysis, the battle with Nemesis was chosen as the climax. In comparison, the 8-point story arc is able to hit on specific moments while 

achieving more detail into plot points such as “the surprise” event.  

 

In the book “The Hero with a thousand faces” eight-character arcs are theorised into a narrative Hero, Mentor, Ally, Herald, Trickster, Shapeshifter, Guardian, and Shadow 

(Campbell, 1949). The RE3R characters are applied to this theory in (Fig.15).  

Figure 15. RE3R characters applied to Campbell's archetypes. 
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When applying RE3R’s characters to this theory we can see that the cast fit into more than one category and show traits from multiple archetypes. For example, the “trickster” 

archetype is described as humorous as well as deviant by Campbell “Spreading strife is my greatest joy” (Campbell, 1949). This is applicable to Carlos who makes humorous 

comments to Jill, whilst also applicable to Nikolai who tricks Jill into dangerous situations. Carl Jung theorised typical character archetypes in his book “The archetypes and the 

collective unconscious” (Jung, 1959). (Fig.16) shows a table containing some of these archetypes along with their traits complimented with direct quotes from his translated 

book. In (Fig.17) Jung’s archetypes are applied to the characters of RE3R. 

 

 

 

Figure 16. Carl Jung's character archetypes 
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Figure 17. RE3R character archetypes applied to Jung's theory. 
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Some of Jung’s character archetypes are applicable to the RE3R characters, with the exception of “Mother” and “child” though the “shadow” aligns with Nemesis in every way 

described. The “Hero,” “father” and “trickster” traits overlap either by fully fulfilling the role or containing elements from an individual archetype. Comparing the two theories 

shows that Jung’s chosen archetypes are less relevant whereas Campbell’s archetypes can all be applied to a character in some form.  

 

Conclusion 

This assessment set out to achieve an analysis of the narrative and character progression in RE3R. The theories discussed can all be applied albeit with some irregularities. When 

comparing the narrative structure, the variant to Campbell’s “A hero’s journey” is a much more flexible theory than “Freytag’s pyramid”. Campbell’s character archetypes were 

also more relevant when compared to Jung’s archetypes. As for the character progression, Jill’s journey could fit into The Heroes Journey almost entirely. The analysis shows 

that the theories discussed are still relevant and being used in the modern era of storytelling.    
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