Machinima: The Art and Practice of Virtua Filmmaking (Paperback) -
Common

MACHINIMA

‘rr31$-|511|.'| I king

Unlike traditional animation techniques
that use specialized 3D animation software,
machinima --a term derived from the words
machine and cinema--records the action in
real-time interactive 3D environments,
such as those found in video games, to
create a cinematic production. No longer
solely the province of hard-core gamers,
machinima has become centra to the
convergence between animation, t
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