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Machinima: Virtual World Filmmaking

Machinima: Virtual World Filmmaking isaform of cinematic expression that documents life within virtual spaces,
and draws connections between virtuality and redlity. Machinimais virtud filmmeaking, and the relevance of recent
machinimato someisthat it conveys underlying emotions and motivation for participants of virtua worldslike Second
Lifeto expressdaily life, love, and art through the metaverse. Other machinima have originated from games and virtua
worldsthat are not designed to alow for content creation, and subsequently the producer islimited to whatever
characters and setsexist within the 2D or 3D environment. Virtua filmmaking is minimaly the process of capturing
and congtructing images within virtua environmentsto tell a story through iconic representation in various forms and
genres. A good storyline taps into the human soul, and machinimais not different in that respect.

Machinimawas birthed from the desire to film game runs of action games, in an effort to capture the strategic skills of
players. Asagenre, it has evolved into action thrillers and mysteries. Machinimaalows the maker to capturelive
music events and scenes, and to document its representation insde virtua worlds. Machinima coverslive events
(music, sports, role play, news events) and often communicates art and information to real world audiences through
news machinima and documentaries. Educators and archivigts have begun to experiment with machinimain affordable
ways, by recreating history and engaging audiences through reenactments and role play. Advertisng agencies and
corporate sectors are increasingly relying on machinimafor image building and selling ideas and products. Corporate
imageis congructed via machinimaand there isasgnificant societal influence on red and virtua audiences. Non-
human avatars of virtual communities, such asfurries, tinies, and other groups are portrayed in machinima, such asin
the series Tiny Nation filmed in Second Life. The movie Avatar has served as a metaphor for many social issues,
including those of race and ethnicity, that are embedded within machinima.

Machinimagenresinclude: Drama/Action, Romance, Love, Documentary/News and Commercid.



Machinima Artist Guild

The MachinimaArtist Guild isamong several SL machinimaorganizations, however, it serves asthe premiere
network organization for machinimamakersinsde Second Life. It hasalibrary of more than 800 machinima videos.
The Second Life Machinima Artist Guild was created in August 2008, as a place where Second Life Machinima
producers, actors, directors and technicians might collaborate and share experiences. It is affiliated with the
Professiona MachinimaArtist Guild, which has extended its influence beyond Second Life to other machinima
platforms such as Moviestorm.

Second Life Machinima Artist Guild iscomprised of mainly virtud world filmmakers usng Second Life astheir
primary setting. However, the guild welcomes other platforms. Aswith any filmmeaker, it iscommon for guild
members to organize a crew, and to delegate responsibilities for sound, set design, costumes, shooting, producing,
and editing. A sgnificant Stefor those interested in learning more about machinimaand its producersis The Ning
website, [1] Among the guild’'s membership isacast of many actors, producers and cregtive typesinvolved in
capturing lifein virtua worlds through machinima. The guild is comprised of more than 100 members. Many of their
works can be seen on Y ouTube, and some are featured on Second Life' s home site, serving as an example of daily
virtud lifeand artistic possibilitiesin-world. The guild offersaquick rundown on amix of photographersand
filmmakers producing and performing in the art of machinima. Lowe Runo organized the Second Life Machinima
Artigts Guild in August 2008.

Its organizational mission isto provide a network among Second Life machinima producers, actors, directorsand
technicians so that they might collaborate and share experiences. This collection of machinima artists represents only
one group in Second Life, but it isthe most visble in terms of showcasing the mgjority of filmmakers associated with
SL. Many of these artists collaborate and showcase their works online, at RL festivals, and within the game world.
The guild' s Web site offersaglimpse into their work, and provides opportunitiesfor critique anong members. The
guild asfounded by Runo was established to serve as aforum for in-world producers to exhibit and critique work.
The mgority of the machinima members see themsalves as artists, but some create corporate videos for additional
income. In 2010, he founded the Professiond Machinima Artist Guild.[2] The Second Life Machinima Artist Guild
Annua Awards exemplify the best in Drama, Love, Art Fun and Newbie.

Under standing M achinima

In 2007, thefirst European machinimafestival, Machinima Festival Europe, began to provide a hint toward the future
of machinima. Based on award entries and nominations, two software engines rose to the top, and consequently
began to reformul ate and redefine the state of machinima, especialy asavehicle toward storytelling. Moviestorm
made a sgnificant gppearance, aswell as severd machinimathat had been produced through the game engine of
Second Life. The conference Ste defines machinima as filmmaking "within areal-time, 3D virtud environment, often
using 3D video-game technol ogies...Machinima uses video games and 3D animation for making short films' (MFE,
2007).

That definition can be traced back to Paul Marino (2009), author of 3D Game-Based Filmmaking: The Art of
Machinima. He was an experienced animator prior to his move toward machinima. In 2002, Marino established the
Academy of MachinimaArts & Sciences (AMAS),[3] anon-profit organization, aswell as co-founded the
meachinima production company ILL Clan, in which he produces works under the pseudonym of ILL Robinson. Part
of his creditsinclude director for the project Hardly Workin that won aBest in SHO award in 2001 and in 2002 an
award for best acting in AMASs Machinima FIm Festival. Among his credits, Marino created amachinimavideo for
MTV2 on the action game Half Life 2, and worked on a Sms 2 machinima series. The premise of machinimais



derivative of "the player-producer culture, where the player uses his or her own storylines and humor to create new
pieces, rather than professiondly produce films. So cult has Machinimabecome, that it is now spawning anew era of
computer games —and a new approach to computer gaming” (MFE, 2007). The producer can rely on characters and
setswithin agame, or totaly start from scratch by creating their own actors and environmentsfor thefilm. The end
result is"avirtud film" (MFE, 2007). It isdescribed asa"hybrid" (MFE, 2007) processthat originated by capturing
game play and has evolved as a competitive means of producing sophisticated animated motion pictures. Machinima
isno longer necessarily filmed within agame engine. A whole movie can be constructed within a software engine.

Machinimavs. Animation digtinctions are becoming increasingly blurred. Machinimais similar to animation, but
scripting isled by events such as capturing scenes when video recording or filming. Animation producers generate
continuity and motion among discreet illustrations by linking keynote to keynote (rendered image to rendered image).
Each keynote islinked together to create a sequence of motion. Machinima, in contrast, is afaster processthan
traditiona animation and it can be recorded in red-time within avirtua environment, much like how filmmaking or
video recording captures scenes. In essence, most machinimaare creasted within 3D environments, whether they are
within agame engine or acomputer program. The AMAS (2010) contends, that machinima can be understood asthe
"redl-time recording of humar/scripted performance and events...[that] diminated the rendering process of animation.”
Like animation, however it "dlowstotal control over visual representation” of sets, characters and events (AMAS,
2010). It dso provides alive or scripted setting for characters (or virtual world actors or avatars) to interact with
each other. Post production further shapesthefind look of the machinima, and the "hardware driven playback is
resolution independent” (AMAS, 2010).

Defining M achinima isreatively subjective among its filmmakers and reviewers. Problematic to its definition isthe
desreto labe everything and anything recorded ingde avirtua world as"machinima” A game show, for example, in
the classic sense of machinimas definition is not machnima. But a news report about a game show conducted inside
Second Lifewould fulfill the"storytelling” component of machinimathat many filmmakershold dear to its definition.
On the other hand, if one expands machinimacto the chronicling of human dramainside virtual worlds, one might
consder that same game show as an example of virtua life captured on film for archiva purposes, smilar totherole
of adocumentary and adice of life as represented through avatars and controlled by their puppeteers.

In December 2009, Michael Nitsche, founder and director of Digital World and Image Group (DWIG)[4] and
Associate Director of the Experimental Game Lab at Georgia Tech, attempted to define machinima, kegping in mind
itshigtorical evolution. He pointed out, "A caveat upfront, nobody who's too busy doing it should be bothered. This
might be one of those salf-perpetuating problems academicslike. It just so hagppensthat | am such acregture..." He
chalenged the "utilitarian” definitions offered both by Marino, aswell as Hancock & Ingram - a"technique of taking a
viewpoint on avirtua world, and recording that, editing it, and showing it to other people asafilm" (Nitsche, 2009).
He partakesin the name game, and begins by acknowledging the difficulty of defining machinima"based ona
technique, which is one reason the term "anymation’ has been used asin paralld to machinimaby artists such as Tom
Jantal. Likewise, the connection to gaming isshrinking.” He adds, "Tying it to agamein generd has become equaly
problematic as specid machinima cregation packages like M oviestorm and i Clone launched without any basisin
gaming" (Nitsche, 2009).

Moreover, heindicates, that merely "replacing 'game with 3D world does not solve the problem as the definition of a
3D virtud world isequaly unclear —isaMaya scene a 3D world? Why doesit have to be 3D? And whereis'film'in
the equation?’ Critical conceptsto any definition of machinimaare "procedurdity” and "performance,” heargues; "...
maintaining akind of performative control is key for the preservation of machinima sidentity.” He explains, "At its
core, machinimais part of the same digita procedural mediafamily asvideo games but it differsfrom gamesin the
way that this control isweighted." Logicdly, he concludes, "Machinimais more flexible than games becauseit triesto
do something different. Machinimacan switch between modes of what is producing and controlling easier than games



can” (Nitsche, 2009). Overdl, he perceives machinimaas having a"much stronger focus on the cinematic
presentation, the 'telling' looks at a different use of proceduraity. Where games play with the changes of the action,
meachinima plays with the changesin the cinematic narration” (Nitsche, 2009). In fact, he states, " Performance of the
game, the player, and even the audience can include rules that go beyond the creation of theimage itsaf and instead
can affect the action that is displayed" (2009).

A Historical Overview must acknowledge the technologicid innovations within the gaming industry aswell asthe
growth of socia media platforms. The backdrop to machinimaisits discovery among game hackers who began to tap
into the less sophi sticated game engines of the time to record game action. In asense, it became smilar to making
home movies or chronicling game plays. In the 1990s, players began to use the graphic engines from shooter games,
like Quake,[5] to capture speed runs, namely when a player advances through alevel. Players would swap videos of
speed runs, and the practice became common about game enthusiasts. Soon, Quake movies were created complete
with fictitious storylines set within the game (Fall, 2009). The producers were typicaly avid game players. In October
1996, a Quake film Diary of a Camper,[6] a 100 second demo file, was distributed among the gaming community.
The short run actualy had a storyline beyond the typical game footage. Other filmmakers began to take aninterest in
machinima, and increasingly so when it inspired television programming and commercid advertisng. Through the
1990s, anumber of advancesin game technologiesinvolving improvementsin camera adjustments and character
customization began to alow for improved media making. Companies began to crack down on movie making
practicesthat relied on the game' sinternal engine. In 2000, Hugh Hancock created a machinima community to
expand the art of in-game filming beyond Quake to other platforms. The genre would no longer rely on any specific
game engine, and video fileswere the meansfor ditribution and exhibition. His Website, machinima.com,[ 7] became
the information hub for those wanting tips on film making techniques or reviews on technologies. Hancock founded
the Strange Company,[8] and is credited with creating the term machinima. One year later, Showtime featured a
mechinimafilm, Hardly Workin' ,[9] that won best experimental and best in SHO awards in the 2001 Alternative
Media Festival. Steven Speilberg used machinimato experiment with specia techniquesfor hismotion picture
Artificial Intelligence: A. I. Machinima themes sway toward sciencefiction, historical periods, and to alesser
extent social and political issues.

Machinima has found itsway on the mainstream and satdllite networks, including the BBC, MTV, and HBO, thefirst
network to air afull-length machinimafilm from avirtua world. The documentary Molotov Alvaand His Search for
the Creator: A Second Life Odyssey was shot and produced in Second Life. The premise of the documentary follows
“aman named Molotov Alva[10] [who] disappeared from his Californiahomein [January 2007], just as aseries of
video dispatches by atraveler with the same name began to appear inside Second Life’” (Molotov, 2009).

Thefirg full length machinima series based on the motion picture Terminator Salvation [11] was released May
2009 through iTunes, Xbox Live, Sony Playstation, and Amazon.com. It was produced by the film’ sdirector and
Machinimalnc., distributed by Warner Brothers and devel oped and produced through Halcyon Games. It isa 6 part
seriesthat relies on the engine of the game Terminator Salvation. Its plot beginstwo and ahaf years before the
motion picture’ storyline (Terminator, 2009). “Machinimaisthe next generation of storytdling,” posits Diane Nelson,
president of Warner Premiere (Terminator, 2009). Cos Lazouras, president of Halcyon Games, explained to
Business Wire (Terminator, 2009), “Re-purposing our game to produce the very first dramétic seriesin thismedium
isafantastic innovation and will become the norm for game makersin the future.”



Creating Machinimain Virtual Worlds

Machinimaisaformat that exists somewhere between film and video and the industries of animation, film and
televison. Itsuniquenessis established in its access bility to novice and professiond filmmakersin an industry
overwrought with high production cogts. Virtud filmmaking is an evolving process that is blurring the lines between
formats and indudtries. It isdigita media congtructed in virtua environmentsthat increasingly alow for individuasto
interact with one another through role-play and simulation. As software and hardware move toward immersive
experiences within virtua environments, the puppeteers become one with the avatar. The process of casting actorsas
characters becomes a physica exercise in advanced graphic techniques, whereas the conduit to the avatar remains
that supplied by human emotion and propelled through virtud redlity.

There are several componentsin creating machinima: storytdling, avatar animations, virtua environments, and sound.
But firgt it is necessary have an understanding of the toolsinvolved:

Machinima Tools are varied among PC and Macintosh users. Certain technol ogies are employed by machinima
makersto achieve certain aesthetics. Many digital technologies have liberated the practice of filmmaking to amateurs.
The soft and hard gear necessary for the beginning to intermediate professond are varied and al have advantages
and disadvantages. Theidea, however, isto look at how these tools are creating a new group of filmmakers,
comfortable in existing between animination and digital filmaking, and red and virtud life. Important consderationsare
the various programs available to capture "film," aong with the appropriate specifications for computers to record and
edit machinimalike the professonds. The MachinimaArtist Guild endores Torley's Guideto Movie Making. [12]

Tdling the Story iswhat most machinima producers strive to accomplish in their works. Every good film —and
machinima— needs astoryline. Professona machinimamakers can visudize the whole plot in their mind. For
beginners, storyboarding can be a useful technique for laying out the plot. In agood story, machinimaor otherwise —
the plot, the characters, the props, the setting, the diadlogue — must work together. Limitationsin machinima compared
to traditiond filmmaking can be overcome when the storylineiswell developed and drawsin the viewer. Machinima
genresinclude documentary, corporate, art, drama, and educational, and even acommercial should tell astory and
trigger human emoation. In Second Life, the stories reflect human emotion that transcend nationdities. At other
moments, you can see distinct cultural and gender perspectives. One machinima screened during the MaMachinima
International Festival (MMIF) [13]/ focused on apolitical upheava in Nigeria Historical events were reconstructed
through machinima. The storylineiscritical, and the secret isto start with what you have and worry more about telling
agood sory than using alot of specid effects. Photoshop skillsare dso invauable.

Lowe Runo, Platform: Second Life

Example: Bedtime, Y ouTube: http://Awww.youtube.com/user/L oweRuno#p/u/18/eXhv8dVvMNI
Example: Action Flix, YouTube: http://www.youtube.com/user/L oweRuno#p/u/1/g901 5E2A 000

The Puppeteer: Animating the Body isacontroversa topic anong machinimatheorists. Behind every avatar isan
actor! To make an avatar look, sound, and move rediticaly requires an understanding of various animation poses
and scripts. Theideaisto make the avatar “act” asred as possible so that the viewer is compelled by the storyline.
Key techniquesfor professond machinimainclude skill in the use of pose animations, lip syncing, and some basic
seripting techniques. Machinima aso requires an understanding of the role of the actor as a puppeteer, asan
expression of its creator, and an awareness of the virtual actor as representative of human embodiment - anidea



especidly reevant to Second Life. Second Life provides its users an unique ability to create content and alows for
interactivity among resdentsin dynamic, evolving communities.

Hardy Capo, Platform: Moviestorm
Example Cafe Insominac, http://vimeo.com/4735924
Example, Sandstorm, hittp://vimeo.com/10346196

Virtual Environmentsexist within platformslike Second Life, whereland owners can create content, which includes
the congtruction of movie setsfor machinima. The concept of “natural” and “urban” in machinimaisreevant in virtua
environments; either it is congtructed intentionaly or isfound as an existing set for aregion of Second Life, for
instance. These environments may beiconic of red environments or constructs of fantasy. Often machinima makers
do much of the design, shooting and editing themselves usng what is available within Second Life. The landscapes
and related buildsin Second Life are natural sets, and seem to be waiting for astory to betold there. Asavatars, SL
resdentstypicdly vidt these Stes and create storiesin their imagination or role play with others. Some of the make-
believe appears believable when you stay in-world over aperiod of time. Machinima artists merely capture these
experiences and fantasies on film, and blur the lines between red and imaginary, as any good storyteller might
accomplish usng any other medium.

Lainy Voom, Platform: Second Life (mainly)
Example Dagon (H.P. Lovecraft, http://mwww.youtube.com/user/tracechops#p/u/0/CM OHpuxFbmQ

Related article: http://blog.koinup.com/2009/08/lai ny-vroom-and-art-of -machinima.htm
Example: Push, Y ouTube, http://Aww.youtube.com/user/tracechops#p/u/1/hL eK 9L anh94

Sound in Machinima isasgnificant component of filmmaking, working hand in hand with image. Machinima sound
can be created and recorded in-world, as well asimported from the real world. Foley and music composition are
important e ementsto machinima. Certain scripting restrictionswithin Second Life makeit difficult to import lengthy
and surround soundscapes into aregion. However, sound can be added as a post production e ement. Dialogue can
a so be added during post production for the best quaity sound. Indeed, music machinimais one of best waysto
engage newcomersin learning about the craft. Sound can serve as acritical psychologica component toward creating
theater of the mind momentsin machinima. Since 2007, soundscapes within Second Life have become complex and
layered thanks to the efforts of artistslike Dizzy Banjo [14] and Bryn Oh. [15] Collaboration among producers can
occur easly withinam internationa platform like Second Life.

ColeMarie Soleil, Platform, Seconde Life

Example No Color, http://www.youtube.com/user/rockerfaerietp/alu/0/L 461 ZK gldmc
Example Stay with Me Tonight, http://www.youtube.com/user/rockerfaerietp/u/32/VNIUUIV K 794

Festivals and Exhibitions areincreasingly showcasing machinina across the globe, and being accpeted at
established film festivals. Machinima can aso be part of ingtalation spaces and art gdleriesin virtud worldslike
Second Life. Therearevirtua drive-ins and theatersin Second Life, which serve as exhibition spaces.



SL Machinima Artist Guild at SL 6th Anniversary

Second Life' s 6th Anniversary comprised week long activitiesin 2009 preceding its officia launch date, June 28th.
The SL Machinima Artists Guild wasinvited to create an exhibit for the event, and was actualy among a number of
organizations and resdents dlowed to showcase itsworks. The Guild exhibited gpproximately 20 machinimafilmson
severa wall screens. On Saturday, June 27, 2009, a panel with members Rysan Fall and Cisko Vandeverre
presenting and guild founder Lowe Runo and project manager Josie Anderton moderating related some key historical
moments in the accomplishments of machinimamakers and indght into the future of the genre. What is obviousisthat
the limitations of using game enginesto create machinimawill be overcomein the near future, and in the meantime
producers see those limitations as part of the crestivity necessary to produce in the genre. Members of the guild were
on hand to answer questions and offer support to those interested in learning about machinima. Guild member Rysan
Fall started off the seriesthat afternoon with an overview on the history of machinima. He presented in voice, while
guild members and others responded viatext in the public chat. At one point, Fall commented that Comedy Centrd’s
South Park episode Make Love, Not War craft [16] was significant because the television show was shot with many
of its scenes as machinima. The plot took asatirica ook at the multiplayer online role-playing game World of
Warcraft.

Machinima Sites (Viewing)

Blip TV, http:/Aww.blip.tv/

Aview TV, http:/Amww.livestream.com/aviewtv

Machinima.com, http:/Aww.machinima.com

Second Life Machinima Artist Guild, http:/d machinimeartsning.com
Professona MachinimaArtist Guild, http:/promag.ning.cony
MaMachinimalnternationa Festiva, http:/mmif.org/

Machinima Artist Guild, founder Lowe Runo Productions, http://lowerunoproductions.web.officdlive.com/defaullt.
aspx
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