MACHINIMAS:
A SELECTION
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Machimmas are a mictuce of collags snd
reappropnintion—indeed the concent
aet! Iy w masbupn. The ward “machinima”
was crooted by oontracting and combin.
Ing two words, “machlne” and "cinema”
it rofers 1o the process of making films
ualng video game eduipmant. This
procoas constifutes a détoumement

in the Situstionisl sense of the torm, 4
daflaction nwey from the primary function
of video gamon. In other worts, imagas

produced for videa games bocomi raw
matariate in fimmaking. Machinimas
can also bu seen as collagas of two
worlds. those of film and video gamaes.
This dots not imply, howover, that n
machinimm is nocozaarity a mashup,
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When, for example, one usos softwire
such as Moviestorm, Muviau or icione,
one can no longer talk of gétournement
or collage in the strict sansa of the terms,
bBecauss thess software were designed
speaifically for making machinimas

2nd incorporats film-making tools inta
gaming engines,

This filim produchion technigue
appearad in tho late 1900% when video
pamao dovelopars made it passibia for
uners to record paris of
games, fiest with Doom
ontd,-a bit later, with Quake.
Gamurs took sdvantago of
thiz option to document
their axploits and create
what came to be cilled
‘speedruns.” L9, vitino
play-throughs made to show
how one could master gamse
levels In record time. These
weorethe first audiovisual
fitm swquences made
with gaming engines. The
addition of dislogus to such
ssnuanoes was all It ook
to produse the first "Quake
movie," Oigry of 8 Camper,
in 1266

A new (i geare dovoloped within the
gommunity of Quaie players. But the
gomo developer, Id Seftwars, raisad the
isaue of intollattusl property and refusat)
to let gamers use tho name Quake. Thin
brougiit the burgeoning mavement
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o & hall. Yo glrcumvent the problem,
Hugh Hancock, founder of the webwite
machinimo.com, decided to renams
such films machinimas. In 2000, fhe fiest
Machinima Film Festival wans organized
s New York and Paul Marino, suthor al
thu book The Art of Machiniinas, set up

AMAS, the Academy of Machinima Arts

and Sclencas. In 2003, the 11l Clan, which
included Paul Marino, would infuse new
1t lnta this growing scene by producing
live muciinima pesformances, such as
Common Sonsoe Coaking. Tha mambera
ot il Clan, who aame out of Hving

theatrs and improvisstion Backgrounds,
parformeatl a Quaie fitin lve by Inviting
the poblic to intersct with tham, 30
witeo-gaming teshmuelogles undsrwant
rapid dovetopment and publinhors began
Lo show o more pronounced intsrest in
the nowiy emergent practice, In 2004,
The Sims 2 appeared with a wholo new
set of filimmaking tools, Al the sama time,
Peter Molynoux created o game called
The Movies, which allowed users (o act
aw if they were film producers, holding
casting sessions and directing movies-
Buring tho same pariod, a sories of short
fiints hased an the game Halo would
meat with anormous suTcess il serve
as aspringboard for the maohmima
snene. This series, antitled Red ve Blue,
ampioyed schooiboy hiwmour in rocount:
ing the adventurss of ita two eponymous
herces in o world af tha tuture. It fastured
atieurdint scenarios reminiscant of the



graphic artist, made the first political
machinima using the game The Mowies
e French Demaocracy dealt with the
then-recent rlots in the Paris suburbs
Frustrated by media coverage of the
events, he decided to give his varsion
of the issun, in the process lending a8
volce 1o those who were without one
Chan posted s film (afhich explamed
whiy, im his apinion, the riots bogan) an
the website of Lionhead Studios. It was
downloaded ovor 40,000 times in one
rmareliy & new director was horn, atong
with @ new means of cxpression acces-
sible to anyone wiho owned a video game
and had a message 1o gel oul.

Because they make use of real-tims 30
wvirtual spaces bul employ art strategies
to alter the massages that video games
mormally convey, machinimas make i

theatre of Samuel Becketl. In Why Are We  The Awakeaing, which Holfmann made possible to step back and fake a critica
Here?, one of the characlers (s prescou- using the Sims 2 platform, the characters Jook at a world made up of simulacra
pied with existentialist questions nbout wronder aboul the world they live in and Thay blur the boundaries between ioihos
his place in the univerae while the other's  the strange things that happen there. At arnud reality and reshape video games
concerns are totally practical this paint in the history of machinimas potentially transgressive power. “Wihers
Beginning in 2005, the machinima phe-  narrative finally parted company with the real world changes into simple
nomeanan took a moro democratic turn standard game scenanos. In the same images, the simple images becomes
due Lo the availability of tools designed year Alax Chan, a young Paris-based real beings and affective motivations of

spacifically for the creation
of machiniimas. Software
like Machinnmaticon
Fovlestorm and Miwizu
allowed for groeater fresdom
in the design and produc-
tiom of films using real-fime
3D video-gaming technal
ogy. From that point on,
machinimas wara no longor
the exclusive presaive of
hardocors gamers and soas-
sored dey E'!l:l'|:l1':'|"5- capable
of manipulating gaeming
platforms to make films

Im 2005 an athlatics
coach by the name of April
G. Hoffmann pointed the
way IO reE IZIE'.'E"IZI-;IE""' ants
iry the warid of the machim-
ima. Since this film form
erreroed from gaming
circlas, most of the storios
It Eald stuck 'E-'l-EI‘E'E'l'!,' o the
worlds depicted in the
fgames then |:I-:l|':ll.|-|-B=I' Im
those circles. i hoer Series
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hypnotic behaviour."* Machinimas update
the Situationist concept of cinema,

one in which images, volces, dialogue
and interviews act as different layers

of meaning. And In the purest tradition

of pirating, machinimas can be seen as
détournements of the mass media (in
this instance, video games) and ways of
reshaping it into a means of political and
artistic expression.

This Spartan Life is a talk show created
by New York artist Chris Burke on the
platform of the online video game Halo, a
game which features interstellar warfare
between aliens and genetically modified
supersoldiers. In TSL, the theatre of war
is transformed into a sort of sound stage

2 Gay Desaal. “The Socicty of the Spoctecse, .
Culiura! Studiey: Kerwwrks, od. Mecnsdahi Glgd Ducham and
Duuglus M. Kelleer (Mabden MA . URackwel) Fahlisking L
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where sach player becomes, as It were,
a camera or shooting angle or actor.
Burke, alias Damian Laceademion on
the talk show, has his guests talk about
digital culture, art and video games. His
guests include the new technology guru
Bob Stein, founder of the Institute for the
Future of the Book, video artist Peggy
Ahwesh, and the late Malcolm McLaren,
along with other figureés from the video
game world, who discuss their art-mak-
ing from the Halo platform. In fact, each
interview is an ongoing battie that pits
Damian and his guests against aliens
and other, hostile players. The resulling
feeling of being constantly on the cusp
of life and death imparts a certain sense
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of urgency to the guests’ statements
The return of the real into the virtual

{i.e. being required to talk while under
attack from all sides) forces them to ask
essential questions about the meaning of
life, violence, death, communication and
50 on. Can the art of the machinima help
keep the Web unconstrained and Iree;
can it prevent it from becoming nothing
more than a showcase for commodi-
ties? This, in any case, is how Malcolm
MclLaren portrayed it in an interview he
gave for episode six of TSL. There, he
went on to talk about the emergence of

& new generation of hijackers who, by
misappropriating the mass madia, would
give it new meaning.



