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What is Machinima?

“Machinima is filmmaking within a real-
time, 3D virtual environment, often using 
3D video-game technologies.” – Academy of 
Machinima Arts & Sciences

“Or, to put it in simpler terms, machinima 
means making movies out of games.” --
Matt Kelland, Machinima, p. 8.

“Machinima is a mixture of [three] 
creative platforms – filmmaking, 
animation, and 3D game technology.” –
Paul Marino, The Art of Machinima, p. 1.



Modes of Production in Machinima

Code Capture – demo, replay
Screen Capture – video

Asset Capture – compositing scenes

Each mode yields an idea about historical capture



I. Found Technology: The In-Game Demo

John Carmack

Thresh v. Billox



Perfect Capture?









II. Screen Capture

Red vs. Blue (Rooster Teeth, 2003-2007)



Screen Capture in WoW

Pals for Life, “A Rough Go” Tristan Pope, “Not Just Another Love Story”







Non-fiction or documentary machinima

Douglas Gayeton, “Molotov Alva and His Search for 
the Creator: A Second Life Odyssey” (HBO, 2008)

“As for Molotov, I think he will offer 
people a window into something 
they wouldn't normally see on their 
own, yet would still be curious 
about. The film grew out of my 
realization that this was a 
groundbreaking moment, one that 
would make for a compelling 
journey.” – Douglas Gayeton, 
interview with HBO



III. Model and Map Viewers



Beyond Screen Capture

Zinwrath: The Movie (Myndflame, 2005)Switch Series (Tristan Pope, 2005-2006)



Illegal Danish: Super Snacks (Myndflame, 2006)
Guild meeting on the beach, scratch-built scene

Ultimate Dreamscape (Snoman, 2007)
Model and map editing.







DOOM E1M1, Hangar, in Quake



Participants gather in the sewers of Undercity for session 2 
of the first scientific conference in Azeroth. 
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