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Laura
When looking at the characters of Waldo and Mark in Laura, it is possible to see signs of perversity.  Although both characters are perverse, it is in different ways.  First we shall look at Waldo.
Waldo’s perversity is violent and self indulgent.  At the beginning of the movie Waldo is eating a meal and Laura tries to politely interrupt him.  He is indignant and self absorbed as he tells to go away and don’t let the door hit her on the way out.  He is the center of his world and that is all that matters.
His perversity is also evident as we watch the way that he tries to control all aspects of Laura’s life.  What work she will do; what clothes she will wear; whom she will date.  He is in control of every aspect of her life, like she is a dog on his leash that he can command.
Waldo’s full degradation is finally evident as we learn that he is a murderer.  He is so self indulgent and narcissistic that if he can’t have Laura then no one can.

While Waldo’s perversity is blatant, Mark’s is not.  Mark seems to be an amicable sort of guy albeit a lush.  His perversity manifests itself in the form of falling in love with a dead woman, a point commented upon by Waldo himself. His self induced fantasy world has him infatuated with a woman that he believes is dead.  Mark spends time in the first part of the movie looking at Laura’s portrait, rifling through her intimate garments in her chest of drawers, and drinking her whisky.  Although this obsession is not outwardly harmful to anyone else, it is perverse none the less.  
400 Blows
400 Blows was a wonderful semi-autobiographic movie written by Truffaut.  Because of this movie’s personal influence from Truffaut, there are many symbols and key images.

Antoine himself is the symbol for innocence.  Here we have a young boy dealing with the conflicts and emotions of adolescence.  While he generally respects the authority of adults around him, he can’t help but act out because of his emotional conflicts.

He is a lonely isolated young boy.  He is thrust into a situation where his parents ignore him and his teachers have labeled him.  As we watch Antoine empty the garbage, we are reminded of how insignificant he feels: When we see Antoine steal the milk bottle out of desperation we can also see his desperate need to be loved and understood.
One of the most striking images in the movie is of Antoine as he is carted away in the paddy wagon.  It is a close-up shot of Antoine with a tear in his eye.  The close-up makes us feel compassion for the boy.  The diagonals from the wire mesh remind us of his inner isolation and anguish.  He is trapped and alone.

At the end of the movie we see Antoine as he is running down the beach.  He is breathing hard as he is trying to outrun his confinement.  He is headed toward the ocean which symbolizes his freedom and a future of opportunities.  As he reaches the ocean, he stops.  Although there are the possibilities in his future, he is unsure of how to continue into it.  He is once again, a lonely misunderstood boy with an uncertain future.  At a cross-roads if you will.
House of Games
House of Games is a great example of a formalist movie.  Instead of trying to capture “life as it happens” and be discreet and unobtrusive, House of Games is full of twists and turns and beautiful photography.

House of Games is formalist because it has a narrative dialogue and a plot.  The story is about a con game and the intricacies associated with that.  The narrative is stilted and cold to enforce the idea of being disassociated with our true selves.  The characters are not really in communication with each other.  Mike is out to rip off people and the psychiatrist is in conflict with her own inner demons.

The photography used in House of Games is also formalist.  We have the use of colors to establish psychological moods.  The bar is dark and red to symbolize our deviant sides.  The school is open and light to symbolize enlightenment.  Then there is the use of steam as Margaret walks from one world to the other.
Also there is the use of the photography itself to add to the formalist feel of the movie.  As Mike is gaining the confidence of the sailor in the western union office, the shot is medium shot and off balance.  Since there are three people, we have a sense of an unstable situation albeit dependent on each other.  Then you have Mike and the sailor on the far left side of the screen reminding us of the psychologist’s feeling of isolation.
These are just some of the many tools used in the House of Games to establish it as a formalist movie.
