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Introduction
	Remedy Entertainment are developer from Espo, Finland, and has been around for quite some time. They cut their teeth when they released Max Payne in the early 2000s. After releasing Max Payne 2, Sam decided that he wanted to explore another genre outside of the Action-Thriller genre. When creating Max Payne, they wanted to take on the cop-noire action genre. What he wanted to pursue was a Psychological Thriller that would be in vain of Stephen King and Twin Peaks. To me, Sam Lake flat-out succeeds in this area by crafting a world that feels off and dark, yet it adds character. The whole point of my original paper was to talk about how Alan Wake subverts the norm of telling a by-the-numbers story and instead spins its web of mystery and sometimes horror, especially since writing that paper, the sequel has arrived, and I have 100 percent completed the game. In this thesis, I want to explain why Alan Wake, as a connected story in Remedy’s new universe, has stood the test of time and has garnered a following who have finally realized the uniqueness of the game. I want to dedicate the beginning to breaking down the intro episode, then deep diving into Remedy themselves. With this paper, my goal is to show why Alan Wake is a gem and how it can be both a movie and a show while still being a game at heart.
Chapter 1: Nightmare
	Alan Wake begins by throwing you into a nightmare. Alan is driving down a road and loses focus, only to see a person in the middle of the road. He swerves, only to crash the vehicle. Alan Walks for a bit but is being followed. The man he nearly hit was now chasing after him, speaking nonsense. A mysterious voice guides Alan, teaching the player how the game’s mechanics work. As it turns out, the man who is chasing Alan is what the voice refers to as a Taken. The Taken are what used to be a normal person but are now possessed by darkness. After dodging his attacks, Alan is greeted by another person, not a taken, rushing him into a cabin. The taken kills the man who helped Alan, as he is now trapped in the cabin. The cabin starts to be tossed around by a dark force, to get Alan out. He then manages to escape, only for the Taken to turn into a storm of darkness. Alan is told to run to the lighthouse as they hate the light. Alan reaches the lighthouse, only to be woken up by his wife, Alice. It was all a dream… or was it?
	The introduction does an excellent job of introducing players to the threat they are up against and setting a tone for what we should expect. Alan Wake does an excellent job at giving players a taste of the threat that is at their doorstep, while also not giving them all the information they need. It drip-feeds new lore to players at a consistent pace that doesn’t feel overwhelming or unnecessary. 
	We get introduced to the town we’ll be exploring for the next 12 hours. Alan and Alice arrive in Bright Falls, a small town in Washington. It’s quiet and tight, a romantic getaway from the loud streets of New York. Alan and Alice are on the trip at the behest of Alan’s friend/agent, Barry Wheeler. Alan hit a strong writer’s block and needed to get away from everything, so Barry recommended Bright Falls. They have a cabin that sits on Cauldron Lake and overlooks the lake with a beautiful cliffside view. But when Alan gets the key, he meets with a strange old woman who looks to be coming from a funeral. This throws Alan off, but he takes the key, not knowing what he could be getting himself into. They arrive at the cabin, only to find the power to be out. Alan starts up the generator and then meets with Alice inside. Alan finds out that the actual purpose of the trip was because Alice wanted to help Alan overcome the writer’s block he was going through and also booked him to see an award-winning psychiatrist while they were there to hopefully resolve what he was going through. Alan gets upset and storms off, angered that Alice led him on the whole time. Alan then hears Alice scream, runs inside, then sees Alice being dragged down to the depths of the lake. He jumps in without thinking, not knowing what is in store for him.
	Alan’s story does have a basic setup like what other horror/thriller narratives have. But with the knowledge and inspiration that Sam Lake brings from Twin Peaks, it is a wonderful introduction to the weirdness that is Bright Falls locals. I also want to mention that this does get fleshed out more in Alan Wake 2, with you spending more time exploring the town and interacting with the locals. But with the original game, you are still able to take in that Bright Falls is not what it seems.
Chapter 2: Taken
	The introduction that Alan Wake takes players on is a necessary narrative because Remedy wanted to introduce players to a new world with very harsh rules. The reason for this is that while they were developing the story, Sam Lake wanted to follow the template that Twin Peaks crafted ever so well back when the show was running. Another thing players may notice is that the game plays out like a show. Each chapter plays like a lengthy TV episode and ends as a good stopping point if you feel the game time is over. I feel this allows players to take a breather from what they just experienced and allows them to come back whenever they want. A breather from the terrors they have escaped from. Why has Remedy done this? Because they wanted to change how games were storytelling in the 2010s. When Alan Wake came out, we were in an era where Call of Duty, Halo, Battlefield, and Gears of War were the kings of the industry. Remedy saw that and said, “That’s not us”. Yes, they did create games that were shooters, but Remedy always added nuance to them. Allowed room for a story that would let players gain intrigue while fueling the power fantasy. But Alan Wake was no power fantasy. Remedy made sure while developing to craft a game that made the player stress about resources. The only time that players can feel a sense of levity during the action is a section, which turns out to be Sam Lake’s favorite section because it was in collaboration with a band that had been making music for their games for a while. Sam Lake said this: “This idea that we started with Max Payne already of using different mediums for storytelling and then we started collaborating with Poets of the Fall. They did the end credit song for Max Payne 2, and this idea of what if we would have a fictional band in our world and we would have music for that band and that would be part of the story and relevance to the plot. Bringing in Old Gods of Asgard, I feel excited about it still and we’ve been working in our follow-up games with that idea and that kind of culminating into that crazy, crazy stage fight scene where we have a heavy metal song blaring and enemies coming at you and also our main characters in that Alan Wake and Barry being kind of energized and amused by it. I think that certain different levels of storytelling and action gameplay just kind of click together and come together in that.” (Cardy, IGN, 2023). Sam made sure to write some fun parts to the story to comfort the players for a small bit. So that you don’t feel that all hope is lost. 
	Alan Wake just feels like a special project that years later benefited from a sequel. Why people should give games like Alan Wake a go because there aren’t many games that do what Alan Wake does. Which can range from surpassing other media formats in meta ways. Remedy has always found ways to surpass themselves, but everything traces back to Alan Wake. The fact that it is primed and ready to be ported to any format, whether that be TV or movies, is what makes it special. And why someone would want to keep playing it is because it stays as a video game and doesn’t become a walking simulator with cutscenes. Alan Wake wants you to explore and interact with its world. It wants you to be engaged with the narrative. Which is why this narrative drive it takes to reach beyond being a video game isn’t to its detriment. And it’s a token to Remedy’s craft because they were able to do the same, if not better, in its sequel.
	Alan Wake’s narrative can be a movie, TV show, or book and still be engaging as a video game. What I want to take away from this paper is that Alan Wake is a very engaging game that wants players to be enthralled by its narrative while also wanting to experience it in different mediums. With the news that it may become a TV series, I think it would be fitting. Because the game is practically set up as a TV show. I implore everyone to experience both Alan Wake and Alan Wake 2 for themselves and just give it a chance. You may find that next developer to keep an eye on for the foreseeable future.
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