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Seminar paper from the year 2014 in the subject Communications - Movies and
Television, grade: 1.0, University of Hannover (Englisches Seminar (English
Department)), course: Digital Movies, Chaos Cinema, Post-Cinematic Affect:
Thinking 21st-Century Motion Pictures, language: English, abstract: This thesis
brings into relation Thomas Elsaesser's category of the "mind-game film" and
Gilles Deleuze's observations of a new depiction and awareness of time in film.
The mind-game film is then read as symptomatic of a social change from a
society of "discipline" towards a "society of control" (Michel Foucault). In the
course of this analysis, the catalyst role of technical progress and pervasive
interconnectedness becomes evident. Traditional tenets of cinema and
storytelling are overcome and played with. Time, which used to flow naturally,
and therefore unnoticed, has evolved into a crucial, freely modulatable dimension
of its own and serves as an additional structural and narrational level on top of
the spatial dimensions. This development is propelled by the rise of the digital
image and its manifold possibilities of interfering with the flow of time.
Likewise, the principle of "focalization" is extended beyond the idea of merely
directing our attention, towards the total filtration of the film reality through the
(subjective) vision of a (or several) character(s) (Buckland 8). Thriving on these
central elements, mind-game films aim to deceive the spectator by determining
when, or if, he/she receives certain information which is crucial to the
understanding of the story. Just as no focal character can possibly be sure of
his/her own perception's reliability or, for that matter, his/her own mental sanity,
we cannot trust our perception. What we see is the image of an image, filtered
through a succession of two minds, the character's virtual one and our own [...]
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From reader reviews:

Charles Cushman:

Why don't make it to become your habit? Right now, try to ready your time to do the important behave, like
looking for your favorite book and reading a reserve. Beside you can solve your problem; you can add your
knowledge by the publication entitled The Mind-Game Film. Cinema in the Digitalized Societies of Control.
Try to make book The Mind-Game Film. Cinema in the Digitalized Societies of Control as your friend. It
means that it can to get your friend when you truly feel alone and beside that of course make you smarter
than ever before. Yeah, it is very fortuned for yourself. The book makes you a lot more confidence because
you can know everything by the book. So , we need to make new experience and also knowledge with this
book.

Leon Fisher:

This The Mind-Game Film. Cinema in the Digitalized Societies of Control book is not ordinary book, you
have it then the world is in your hands. The benefit you obtain by reading this book will be information
inside this reserve incredible fresh, you will get facts which is getting deeper you read a lot of information
you will get. This The Mind-Game Film. Cinema in the Digitalized Societies of Control without we
understand teach the one who examining it become critical in pondering and analyzing. Don't possibly be
worry The Mind-Game Film. Cinema in the Digitalized Societies of Control can bring any time you are and
not make your handbag space or bookshelves' turn into full because you can have it with your lovely laptop
even mobile phone. This The Mind-Game Film. Cinema in the Digitalized Societies of Control having fine
arrangement in word and layout, so you will not truly feel uninterested in reading.

Kendrick Mills:

Now a day individuals who Living in the era just where everything reachable by connect with the internet
and the resources in it can be true or not need people to be aware of each facts they get. How individuals to
be smart in having any information nowadays? Of course the answer is reading a book. Reading through a
book can help men and women out of this uncertainty Information especially this The Mind-Game Film.
Cinema in the Digitalized Societies of Control book because this book offers you rich information and
knowledge. Of course the information in this book hundred percent guarantees there is no doubt in it
everbody knows.



Paul Lopez:

The particular book The Mind-Game Film. Cinema in the Digitalized Societies of Control has a lot of
knowledge on it. So when you check out this book you can get a lot of benefit. The book was written by the
very famous author. The writer makes some research ahead of write this book. This specific book very easy
to read you can get the point easily after perusing this book.
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