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- Neuromancer (1988) - Adaptationen als Graphikadventures
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Ausblick: Literatur-Adaptationen als Brettspiel
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Aspekte von Spiel-Adaptationen




Einige theoretische Aspekte von Adaptation:

» Die semiotisch motivierte Idee einer universellen Transkodierbarkeit von Erzéhlung

» Chatman: Doppelte Zeitlichkeit als Erfordernis fir Adaptation

» Lessing: réumlich und zeitlich strukturierte Kiinste bzw. Medien

» additive und subtraktive Adaptationsprozesse

» Chatman: Beschreibung und subjektive Wahrnehmung als Kategorien von Adaptation

» Hutcheson: Adaptation re-konstruiert Medienspezifik

» Hutcheson: Adaptation als Rezeptionsmodus
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— | Optimierung von Adaptationsprozessen

durch wiederverwendbare Technologie
et e - DigiCel fir SEGA Mega Drive

SRS Disney’s Aladdin

(1993) _ =

—— r——

The Lion King CUND
(1994) | . Ry e

The Jungle Book
(1994)
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Star Wars: The Empire Strikes Back (1982) Star Wars: Return of the Jedi - Death Star Battle (1983)

Reduktion einer Vorlage auf eine ikonische Szene
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http://www.mobygames.com/game/atari-2600/star-wars-return-of-the-jedi-death-star-battle
http://www.mobygames.com/game/atari-2600/star-wars-return-of-the-jedi-death-star-battle

Dune Spice Harvest Expansion (1984) The Goonies (1985)

Reduktion einer Vorlage aut ein ikonisches Handlungsmoment
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CVS 2600 VIDEO GAME PRO

For enjoyment on your Cartridge Video System™

Adaptationen
produzieren ein
jeweils
medienspezifisches
Strukturverstandnis
ihrer Vorlage

ONE PLAYER USING JOYSTICK CONTROLLER

ONE PLAYER USING JOYSTICK CONTROLLER

GAME 1: GAME 3: GAME 1: GAME 3:
Pandora Rainforest Tree of Souls Fischer’s Dream Arthur’s Dream

GAME 2: GAME 4: GAME 2: GAME 4:
Hallelujah Mountains Home Tree on Fire Eames' Dream Yusuf’s Dream

v
u".

Audio, visual and programming © 1979 PENNEY DESIGN Audio, visual and programming © 1980 PENNEY DESIGN

James Cameron's Avatar © 1979 Twentieth Century Fox Film Corporation. @ Inception © 1980 Warner Bros. Pictures
Cartridge Video System artwork is a trademark of www.penneydesign.com cvs Cartridge Video System artwork is a trademark of www.penneydesign.com cv
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THE FALL OF MAX PAYNE
A FILM NOIR LOVE STORY

"A BREATHTAKING, ORIGINAL
BALLET OF DEATH.*
CONPEIR LA w3

RN —

Under a Killing Moon (1994) Grim Fandango (1998) Max Payne 2 (2003) Limbo (2010)

Genre-Adaptation am Beispiel des ‘Game Noir’
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Bootlegs als kulturiibergreifende Adaptationsphdnomene

Thursday, November 3, 2011



I HE LITERARY CLASSIC THAT INSPIRED THI
EPIC VIDEO GAME FROM ELECTRONIC ARTS

The timedess classic of a journey through the horrors of hell
« DANTE'S INFERNO «+ ]
he action adventure blockbuster that's rocking the video-game workl ’

A 1 hell is breaking loose. Electronic Arts’ thrilling video game
Dante’™s Infermo has exploded onto the scene, and this s the

DOOK that provides unkgue msight nto ies creation, Go back to the
source with Henry Wadsworth Longteliow’s celebrated transiation
ol Dame’s epi poem. Presented in #ts entirety, here 5 the foundation
anx] inspiration for the game., Then leam how the gume’™s creators
tumed Damte’s notonous Nine Cirdles of Hell mto the hottest ganmxe
arowxd

In soateen pages of stunong art, you'll discover how the poem’s
monsters and vilkains-— from King Minos and Cerberus to Luoifer
hmsell —evolved into the darkest creatunes in vidoeo-game dammnation,
anx] witness how the emvironments Eshionad by the game's areatoes
bring 10 hadoous life the tortured netherworld of absolute evil And
N a fascinating Introdoction written exclusively tor this book, exeautihy
producer Jorathan Knighn shares intriguing details about the process
of adapting Dante’s masterpioce into this epic video game

Welcome to Hell-- et the nightmares bestin
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wivw . delrey hooks.com

Coner desigre Phill Badsnam
Cover ibmtration: Viscerad Gastes
.

A DEL REY TRADE PAPERBACK ORIGINAL

T RANSLATED BY
HENRY Includesan exclusive 16-page full-color
J y
WADSWORTH . insertand a special Introduction from
LONGFELLOW the game’s executive producer

Schachtelung von Adaptationsprozessen
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Raiders of the Lost Ark (November 1982)
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E.T. - The Extra-Terrestrial (Dezember 1982)
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Quchl E.T. is lost on Earth and wants 1o
get home. Help him build an inter
planetary telephone to =all for
qassistance before his energy 1uns out
But beware of government agent:s
and curious sclentists who will sap
El's precious energy belore he
reaches his goal.

For e with Nom Amatics and other N1SC Tetovision
Sats orwy

VIDEO GAME ONE

VARIATIONS

2600 VIDEO

COMPUTER SYSTEM™

This cartridge can only be Use your Joystick Controller with this

used with the Atari 2000 series Game Program™,
systems

N\

ATARI ©

ATARL INC.. Consumer o

26500 5 @ Trogdemork of ATARY, INC
1982 Unéversal City Studios, Ing

v.i) Box ;27 . Suyh oC-— 94086 Maze in USA I
7700002674

1682 ATARL INC. ALL RIGHTS RESERVED
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