GAME NOIR.

Einflisse des Film noir im Computerspiel.
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Film noir — eine Arbeitsdefinition

= Ddustere Kriminalgeschichten
= Klassische Periode des Film noir 1941 - 1958
" Meist sogenannte B-Movies mit geringem Budget

= Film noirs brachen mit Standards des klassischen
Hollywoodkinos

— thematisch / inhaltlich

— formal / asthetisch
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Gegensatz zum Studiosystems Hollywoods

" Leicht verstandliche Filme
= Glaubwdurdige Motivationen der handelnden Figuren
= Moralische Integritat der Hauptcharaktere
= Raumlich und zeitlich logische Ablaufe

= Konflikte, die gelost werden und Ziele, die erreicht
werden

= Asthetik unterstiitzt unauffallig die Erzahlung
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Kanonisches story Format

Anfang Mitte Ende
Erster Akt Zweiter Akt Dritter Akt
-\
& ) |
: Zentralpunkt
EXPOSITION | KONFRONTATION il  AUFLOSUNG
(Setup) ;
Plot Point | Plot Point Il

[http://www.ulnastudios.com/filmschule/index_filmdramaturgie.htm]
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Erzahlung im Film noir

Themen

» Gewalt, Verbrechen, Korruption, Menschenverachtung, Rache,
Chaos, Nostalgie, Pessimismus

Psychologische Ebene

= eine Fokussierung auf ,das Verhalten der Figuren, das
Erlebbarmachen ihrer Angste und Verzweifelungen“
(Rowekamp 2003: 123)

,the how is always more important than the what”
(Schrader 1972: 11)
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Narration — Erzahltechnik

= Fragmentierte Erzahlung
= Rack- und Vorblenden
» Ruckblende mit Voice-Over Erzahlung

- subjektive Erzahlung

— Psyche des Protagonisten entschlisselt sich
(,Subjektivierung der Erzahlperspektive®)
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Lichtgestaltung

[https://Ih3.ggpht.com/-m-x35spAQ1g/TSQR1EL1Gal/AAAAAAAAAPO/rWixbkW8TQQ/s1600/Preston+hi+-+low+key+BW.jpg]

High-Key Low-Key

[http://www.filmschoolonline.com/images/sample_light_brightness1.jpg]

JUSTUS-LIEBIG- clcBlc
Michael Mosel UNIVE—RSITAT .I l

) o GIESSEN Intenational Grauat Centre
michael.mosel@gcsc.uni-giessen.de ' o




Schnitt — Bsp. eyeline match

The Birds (Die Vogel, 1969) von ALFRED HITCHCOCK
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GRIM FANDANGO (1998)

[https://www.mobygames.com/
images/covers/large/134011866

0-01.jpg] “_JAKESTADVENTURE GAMING
10 A NEW DIMENSION.”

—Computer Gaming World
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MAX PAYNE (2001)

TCROSS

[http://static2.fore.4pcdn.de/premium/SpielSystem/dg/47/274-cover_hires.jpg]
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L.A. Noire (2011)

[http://pocketjury.net/wp-content/uploads/2011/05/lanoire1.jpg] JUSTUS-LIEBIG-
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L.A. Noire (2011)

L.A.NOIRE
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[http://www.pixelmonsters.de/files/games/bilder/2010-12-27-la-noire-012.jpg]

o UNIVERSITAT
28 ' GIESSEN



L.A. Noire (2011)
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[http://www.cheatmasters.com/blog/wp-content/u ploads/2011705/o11o.jpg]
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Max Payne 3 (2012)

3 = MULTIPLAYER » LEADERBOARDS » LOBBIES/MATCHMAKING
7 _Pwim'mork INVITE IN GAME » VOICE CHAT » ADD-ON CONTENT » TROPHIES

SINGLE PLAYER AND MULTIPLAYER

For Max Payne, the tragedies that took his loved ones years ago are wounds that refuse to heal. No
longer a cop, close to washed up and addicted to painkillers, Max takes a job in Sdo Paulo, Brazil,
protecting the family of wealthy real estate mogul Rodrigo Branco, in an effort to finally escape his
troubled past. But as events spiral out of his control, Max Payne finds himself alone on the streets of an
unfamiliar city, desperately searching for the truth and fighting for a way out.
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Software license terms availabl al WWW. access to speclal features such as exclusive,
unlockable, downloadable or online content, services, or funcﬂms may require single-use serial code, additional fee and/or online &7

account registration (13+). Access to special features may require internet connection, may not be available to all users, and may, upon 30

days notice, be terminated, modified, or offered under different terms. » ©2004 - 2012 Rockstar Games, Inc. Rockstar Games, Rockstar

Studios, Max Payne, and the Rockstar Games R, marks and logas are and/or of Take-Two Software,

Inc. in the US.A. and/or foreign countries. Dolby and the doubile-D symbols are traﬂeman-.s of Dolby Laboratories. DTS and the DTS Symbol are

registered trademarks of DTS, Inc. and DTS Digital Surround is a trademark of DTS, Inc. Uses Bink Video. Euphoria is a registered trademark of

NaturalMotion Ltd. Copyright © 1997-2012 by RAD Game Tools, Inc. Bullet Time is a registered trademark owned by Wamner Bros. Entertainment, Inc. The ratings loon Is a
trademark of the Entertainment Software Association. All other marks and trademarks are properties of their respective owners. All rights reserved. The content of this
video game is purely fictional, is not intended %o represent or depict any actual event, person, of entity, and any such simarities are purely coincidental. The makers and
publishers of this video game do not in any way endorse, condone of encourage engaging in any conduct depicted in this video game. Unauthorized copying, reverse
engineering, transmission, public performance, rental, pay for play, or circumvention of copy protection is strictly prohidited. « Voice Chat requires headset sokd separately,
Compatible with most Bluetooth and USB wire headsats. Some Emitations apply. * Onfine piay and download requires broadband internet services. User responsible for
associated fees. * Licensed for distribution in North and South America on the PS3™ system. Manutactured and printed in the US.A. « *Blu-ray Disc” and “Bas-ray Disc”
logo are trademarks * HD requires cables and an HD-compatible dispiay. 37606-3
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Hybridisierung / Medienkonvergenz

= Beteiligung an einer Reihe gesellschaftlicher
Diskurse

=  Kriegsheimkehrer, Korruption,
Wirtschaftsverbrechen, (Wirtschafts-)Pessimismus ...

= Aber auch am Mediendiskurs:

|ll

= Ab wann ist ein Medium , kulturell wertvoll” und

wird gesellschaftlich akzeptiert?
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