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Title
(English translation):

URL
Language/s:

English, German, French, Italian, Spanish, Arabic, Japanese,
Korean, Portuguese (brasilian), Chinese, Turkish, Russian

Author (if available):

Dan Walters

Institution Name or
Project:

Calvino Noir, Ltd.

Access Date:

08/2018

e-Civeles Code:

sl09

Main scope of the target group to use the game / platform
(only broadest possible group)

International
European
National
Regional
Local
Primary target group:

No specific criteria

1

Purposes of the game / e-platform
(one or more)

Improving digital competences
Improving (inter)cultural awareness
Gaining geospatial / geographical competences

✔
✔

Learning a language
Improving cognitive functions / brain training

✔

Promoting awareness to immigrants

Summary of the game
Calvino Noir is a stealth game. The main character is a "scrambler", or spy, who must
evade various guards. The player must hide and sneak around to avoid being spotted by
enemies or being lit up by their flashlights. He must wander through complex rooms and
towers enveloped in shadows that become illuminated when the player journeys through
them. The game takes place in 1930s Europe, where the main character delves into the
criminal underworld. The game's narrator narrates every written word of the game
With stunning visuals relying on architectural realism, this point-and-click adventure game
was inspired by the noir genre and and the works of 18th-century architect Charles de
Wailly. Creator Dan Walters, an architect himself, said that the visuals of the game were
most influenced by architectural perspective drawings due to their "diagrammatic,
sculptural quality."
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Technical issues
yes

Registration required
Standalone application / must be installed

no

✔
✔

Playable directly in a browser. If yes, which one?

Browsers have permission to execute Adobe Flash
Additional software needs to be installed. If yes, which one?

✔

Available for free

Highlights
(remarkable aspects related to this game that should be mentioned)
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References
(For example: Internet link that provides guidelines for teachers who want to use the game)

Screenshot(s) of the game
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