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Abstract 
In recent years, with the development of film and television visual effect tech-
nology and the popularity of the game industry, a new aesthetic trend of the inte-
gration of film and television and game has been ushered in. At present, re-
searches on game aesthetics, cultural industry, media integration and other as-
pects emerge in an endless stream. This paper takes "film narrative ethics" as the 
research horizon, focusing on the ethical function and value orientation of film 
narrative. This paper holds that the film media, with the reflexive thinking of the 
layered narrative structure, deals with the ethical problems of the authenticity of 
the game media, thus making the "virtue" of the film media eliminate the addic-
tiveness of the video game media. "Movies and games merge" constructs the 
post-human landscape in the context of the Internet, expresses the question and 
reflection on the subject status of human beings, and brings certain social signi-
ficance and ethical value to the film. 
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In recent years, with the development of film and television visual effect technology and the popularity of the game 

industry, ushered in a new trend of highly integrated development of film and video games, which is mainly manifested 
as: Film and game in the development process of the two media, in the thinking, narrative, style, content, industry, 
technology and other aspects of the integration. Broadly defined, game IP adaptation, game rules narrative, game style 
image, game image nested four forms of integration (Chen Xuguang & LI Dianfeng, 2022). One of the adaptations of 
game IP often "grafts" the text story of the game into the text of the film, mainly by virtue of the game's fan base and 
spectacular game elements, to bring the audience a dreamlike image experience and the "pleasure of exploring" of the 
virtual world; The other is game rule narration, which is the gamification of film media. It is mainly the reference of 
film to game experience and game logic, and also a kind of business strategy and business consciousness. It can often 
bring game pleasure to film and make a breakthrough and pioneering exploration on the expression form of film. The 
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third game style image is mainly game aesthetics at the image level. It creates virtual landscape with digital technology 
to bring "transcendent" movie-watching experience to the audience. In the fourth part, the game images are embedded, 
and the plot of "playing games" is presented in a narrative layer structure, aiming at arousing the audience's internal 
game memory and enhancing the sense of cultural identity.   

Now when the game into a movie, still there are some ethical issues, trade-offs are also worth considering in the 
process of transformation, and for specific case study of "shadow swim fusion" film, more focused on the aesthetic 
characteristics, the analysis of the cultural industry and the media fusion level, therefore this article mainly discusses the 
shadow swim blend films also discussing ethical perspective. Therefore, taking "film narrative ethics" as the theoretical 
horizon and emphasizing the ethical function and value orientation of film narrative will provide a critical path for 
re-reading film and game integration films, and also inspire new thinking on the practice and significance of film and 
game integration films. 

1. Film virtue and narrative ethics 
Film has the social function of educating the public and promoting ethics. In the final analysis, film is a kind of narr-

ative art. As long as there is a narrative, it has its value orientation and ethical position. "Narrative ethics" first origi-
nated in European and American literature, then this a narrative of ethical criticism, also began to caused great influence 
to the transformation of Chinese literary theory, "narrative ethics" as the methodology has been widely used in home 
literature, film, television and other media narrative research, especially in the film as the mass media audience cover-
age, Widely distributed in all ages, and combined with the film art of entertainment, popularity and ideological function, 
make with "narrative ethics" as the methodology and criticized the film text, emphasized the virtue, film for film eco-
logical and social mission has a positive effect, as well as film criticism provides a new theoretical perspective and re-
search route. Professor Qu Chunjing points out the "narrative ethics" of films: It can also be regarded as the emotional 
orientation shown by the main creator or director in the process of organizing shots, selecting scene-setting, arranging 
scenes, arranging time and space, and the emotional identification formed by the audience in the process of receiving 
them (Qu Chunjing, 2019). Also said "narrative ethics" as the methodology of film criticism, we need to in the film's 
narrative mechanism is used to identify the ethical and value in identifying, analyzing the audience dimension of emo-
tional identification, Stuart hall in the field of communication research tells us that the mass media is not a one-way 
transmission, it is a two-way interactive and iterative process, The subject of information production "encodes" the in-
formation text, which is a processing behavior of material selection and choice, and finally circulates and spreads in the 
form of symbols. In the process of "encoding", the subject of information production is bound to reveal the ethical and 
moral tendency of the public when receiving the information. Because "encoding" and "decoding" are not identical, the 
two code systems are not completely equivalent. The process of "decoding" is complex and polysemous, and different 
audiences have different ways of "decoding" the text. Therefore, for the research and practice of film "narrative ethics", 
on the one hand, we need to identify the ethical tendency and moral connotation expressed or implied by film producers 
in the narrative mechanism, on the other hand, we should also pay attention to and carry out the ethical identification of 
audience acceptance dimension and related research. 

2. The elimination of addictiveness in games by movies 
The movie "FREE GUY" tells a story about the game world. As a new medium, online games, with their high degree 

of virtuality, interactivity and spectacle, bring wonderful entertainment experience and image pleasure to the audience. 
Hobbes put forward the "all for the state of war" the famous assumption, in the movie "FREE GUY" network game 
"FREE city", is a typical characteristic of "all for the state of war", "FREE city" is a virtual social anarchy, without legal 
and moral constraints, player a virtual cloak, unscrupulous crime, Realistic virtual images and transcendent" acts of 
violence bring excitement and pleasure to players. For the medium of games, "everything seen by the naked eye no 
longer serves as a reference to reality, but as a pseudo-illusion constructed by our desires and imaginations. "The es-
sence of visual games is interaction, and that interaction creates the illusion of realism, which leads to Immersion, 
which creates this virtual space that effectively cuts us off from reality, and that immersion is the perceptual experience 
that is unique to the interactive medium (Ji Juan, 2018). In the movie FREE GUY, the image of the game world is 
processed to be very similar to the real world. The virtual image of online games highly simulates the reality. The plea-
sure of online games comes from criminal behaviors in the absence of law and morality. Robbing, killing NPCS, and 
setting fire to police are all part of the game's daily gameplay and pleasure mechanics. Blonde NPCS in the game role as 
symbols of sexual pleasure, she accompanied every player, boast players masculine bravery, was "gazing at" visual 
symbol, is the product of satisfy players pleasure, but the insult women ethical issues, including the culvert women be-
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came men in the game accessories and loot. Therefore, the virtual nature of games makes people ignore the ethics of 
behavior, and its authenticity and immersion characteristics have to pay attention to its ethical dimension. Film using 
montage the game world and together with the real world, vicious robbery man in the game world, turned out to be a 
minor in real life, it has to make us thinking of game on juvenile mischief, and mind is not yet ripe for teens, enter the 
game world is covered with virtual shell unscrupulous doing illegal crime thing, While immersing ourselves in virtual 
images and visual pleasures that mimic reality, this virtual pleasure is also poisoning the minds of young people and 
causing us to rethink the ethical dimension of online games. And the movie FREE GUY "in the narrative highlight its 
ethical stance, dispelling the game medium of moral hazard, set for the network game" FREE city "is actually stole the 
code, the basis of the infinite life, to create a full of desire and killing the game world, and the infinite life" is a no kil-
lings, "utopia" of the people's happy life. And action in the treatment of the cover in narrative levels upgrade, as bonnet 
is different from real players to upgrade the criminal type, choosing instead to do good to upgrade, and even touched 
real players has become a hot topic in the game, the narrative is set not only to some extent to reflect on the ethical 
problems of network game and expression, It also makes the film narration light and humorous and easier for the au-
dience to identify with. 

The film FREE GUY" is a film with a network game type layer structure, reflexivity is often a major feature of the 
layer structure, the film "in different layers of the ambiguous analysis of the spiritual world of the individual. This ref-
lexivity reflects a function similar to monologue, which achieves a more detailed disclosure of the spiritual world of the 
self and a self-analysis and criticism of the individual consciousness and character (Ma Lixin & He Yuankun, 2019). 
The film is not confined to the spectacle presentation of the game world, but advocates returning to reality. The story 
telling of the game world is a reflexive thinking of the real world, and a reflexive thinking of the ethical issues of game 
media and media addiction in the real world. The film deeply reflects on the relationship between reality and virtual 
media. According to Baudrillard, the concept of "simulacry" is the opposite of "representation". "Representation begins 
with the principle of equivalence between symbol and reality... The pseudo-truth begins with the utopian form of the 
principle of equality (Jean Baudrillard, 1983). The hyporeal is not real, but a kind of superreal. Baudrillard believed that 
the hyporeal constructed a hyperreal illusion through the repressed reproduction of image and imaginary, losing the 
reference to reality, and those hyporeal meant people's subconscious utopian desires. The FREE GUY "in both the li-
berty city full of violence, or people to live and work in peace and contentment" FREE life "and" infinite life ", is losing 
refers to the stakeholders of the simulated reality society, full of utopia color, its essence is the desire of representational 
incarnation, "FREE city" satisfied people violent anger, the singular experience of pleasure and desire, A Free Life sa-
tisfies people's hopes for a better life. Film set the game players a love affair with NPCS, after suffering to resolve a 
series of crisis, the audience thought the plot will develop such as Hollywood types as the hero embrace get beauty re-
turn, love being ultimately, but the script has carried on the reverse, Millie did not attached to virtual relationships, and 
guy but a return to the real world. Cover is the image of the phantom and virtual keyboard is present, is the keyboard to 
Millie's a love letter, Millie to notice that in real life deeply in love with his own keyboard, inversion of this romantic 
warmth, subtly conveyed the ethical stance of the film, than "Ready Player One game in the fixed stop taking scenarios 
to clever and subtle. Is through the film and television media to reflect and eliminate the game medium to hard prob-
lems in the real world, in our real life, a lot of people obsessed with the simulated world unable to since the dial, this is 
a serious ethical problems in social media, under the rapid development of information technology, Internet users im-
mersed in the net love, virtual games, virtual community, and so on, In a utopian carnival plans to meet in the real world 
to enjoy pleasure, but at the same time we need to guard against hedonism trap, with the development of science and 
technology, real visions will be intensified, quasi really determines the authenticity to the edge of the real world and the 
real society will be more and more fuzzy, will lead to a series of ethical issues, What the film advocates is the return to 
reality and escape from the real, which is a reflection and discussion on media ethics. The real world created by the vir-
tual media is false. We should return to reality, pay attention to the real life and enjoy the real life. 

3. Moral and ethical dimensions in the posthuman landscape 
The movie "FREE GUY" features NPCS in online games. The cover represents a hybrid of digital images and flesh 

and blood, which is the "Cyborg body" of postharid. Audience with the guy's point of view to understand the virtual 
game world and the other NPCS in the game, with the development of the plot, the cover was aroused subject con-
sciousness, love not repeat the action set in the game, but to have your own life and emotion, to become a real sense of 
artificial intelligence, from the film story, cover set is artificial intelligence, From the perspective of image presentation 
and audience acceptance, cover is a personified body image with emotion and flesh. Different from other films of the 
same genre, FREE GUY takes game NPCS as the main characters, while most film and game films take players in the 
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real world as the main subjects, which implies the subversion and questioning of human's "subject" status in the post-
humanist trend of thought. In general, the opening moments of a movie are a visual spectacle entering the game world, 
but FREE GUY is dominated by the game's NPCS from the start. Cover though is the NPC's role in the game, but the 
film's performance with real life logic, like in the real world, the audience "don't have to sacrifice their absolute being, 
independent of the mind of the thought of reality, the audience can pass the individual on the image of reality rather 
than reality itself placed in the center of the system of ontology and ontology system relative (Marie Laure Ryan, 2011). 
Since the Industrial Revolution, human science and technology have developed rapidly, and anthropocentrism has 
dominated people's continuous use of technological means to fight against nature. The ecological environment has been 
seriously damaged, and human also began to have fear and apocalyptic anxiety about science and technology. The 
FREE GUY "after the ethical problems of artificial intelligence for discussion and reflection on the human type, the 
artificial intelligence in the film were as kind and innocent image, whereas human desires and violence is the biggest 
threat, the enlightenment of traditional human" main body "the deconstruction, expresses the equality of human and 
artificial intelligence with the ethical values. Although the film depicts artificial intelligence too simple and flat, it also 
clearly indicates the film's ethical stance of technological optimism, revealing a kind of posthumanist thought. 
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