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Kultureller Kontext
Der Zombie dient also (auch) als Narrativ der Krise, das ein grundsätzliches 
»kulturelles Unbehagen« zum Ausdruck bringt. 
Gudrun Rath (Hg.): Zombies, S. 16



White 
Zombie 
(1932)



I Walked with a Zombie (1943)

„In these early films, white women exist primarily to be threatened by a monster with a subtext of sexual 
violence, suggesting the racist narrative of predatory, animalistic black men preying on lily-white women.“ 
Max Thornton



Night of the Living Dead (1968)



Dawn of the Dead (1978)



Zombie-Komödien

2004 20091992



House of the Dead (1996) Resident Evil (1996)



1985, Brainz 1992, Gore 2002, Games



Dead Rising (2006)



Left 4 Dead (2008)



2002, Raubtiere 2013, Schwarm



Plants vs. Zombies (2009)



The Last of Us (2013)



Zombie Walk



The Walking Dead (2003)

http://www.comicbookmovie.com/fansites/JoshWildingNewsAndReviews/news/?a=52848

Robert Kirkmann, Tony Moore



2010 
Mainstream



2011





2013



Merchandise



ab 2012



The Walking Dead 
Survival Instinct (2013)



Ludischer Kontext



Lucas Arts 
Adventures

Labyrinth, 1986 Maniac Mansion, 1986

Day of the Tentacle, 1993

Indiana Jones and the  
Last Crusade, 1989

Indiana Jones and the  
Fate of Atlantis, 1992

Monkey Island 1, 1990

The Dig, 1995

Zak McKracken, 1988

Sam & Max, 1993Loom, 1991

Monkey Island 2, 1991

Monkey Island 3, 1997

Full Throttle, 1995

Grim Fandango, 1998 Monkey Island 4, 2000



Telltale-Games

seit 2004, Ausgründung von 
LucasArts



Episoden-Adventures

Sam & Max, 2006

Bone, 2006 Wallace & Grommit, 2009



Tales of Monkey Island (2009)



Back to the Future: The Game (2010-2011)



ab 2012



The Wolf Among Us (2013-2014)



Tales from the Borderlands (2014)



Game of Thrones
Do I play a character I’m 
familiar with from the TV 
show? 
No. Although you will meet and 
interact with familiar characters, 
you play the game from five 
different viewpoints; all members 
of House Forrester. This allows us 
to tell a brand new story within the 
world of Westeros that isn’t pre-
determined by the events seen in 



Visueller Stil: Cel Shading



Steuerung



Narrative Struktur



Serielle Narrationen

Vorspann, Musik  
Narratives Setting 
Figurenensemble 
Vertikale Dramaturgie (Episodic, Restauration der Handlungswelt) 
Horizontale Dramaturgie (Serials, gemeinsamer Handlungsbogen, 
Cliffhanger)



Computerspiel-Reihen (Franchise)

Ace Attorney 
Broken Sword 
Clock Tower 
Final Fantasy 
Gabriel Knight 
King’s Quest 
Myst 

Nancy Drew 
Police Quest 
Quest for Glory 
Space Quest 
Tex Murphy 
Ultima 
Zork

Adventure-Reihen



Episoden-Spiele: 
Dunjonquest
Temple of Apshai (August 1979) 

The Datestones of Ryn (November 1979) 

Morloc's Tower (January 1980) 

Hellfire Warrior (September 1980) 

Upper Reaches of Apshai (September 1981) 

The Keys of Acheron (September 1981) 

Sorcerer of Siva (December 1981) 

Curse of Ra (1982) 

Danger in Drindisti (1982) 

Temple of Apshai Trilogy (1985) 

Cliffs of Tyyr (unreleased)
http://www.hardcoregaming101.net/dunjonquest/dunjonquest.htm



Episoden-Spiele

Miller: Kroz, 1987-1990 Anim-X: Majestic, 2001-2002



Half-Life 2

Half-Life 2 

Half-Life 2: Episode One 

Half-Life 2: Episode Two 

Episode 3 (?)



Alan Wake (2010)



Narrative 
Struktur

http://venturebeat.com/2013/03/31/the-walking-dead-season-one-plot-graph/



Social Proof


