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Philip White

Contact: Philipwhite99@hotmail.co.uk

Company: Winterborn Production Co.

Project: http://player2pressstart.weebly.com & http://yousaysummer.wordpress.com
Documentary title: Player 2: Press Start

Duration: 40mins – 1hour

Medium: Digital DV

Deadline for Production: May 2010

Outline:

Based on the research undertaken from June – October 2009, the documentary reflects upon whether “gaming cultures” are still perceived to be mainly for the “geek” and still have differing levels of social stigma attributed to the “gamer” individual; the documentary will further explore possibly deterministic factors involved in being a “gamer”.

The film portrays the different extremes of video game culture and controversy, highlighting the fact that ‘outsiders’ from the mainstream are deemed  as weird.

This includes aspects of Cosplay, Machinima and Professional Gaming – subcultures of gaming that are starting to get increasing exposure and criticism from the mainstream media. 
The conclusion will question the video game as a medium; reinforcing the idea that whilst it has enjoyed mainstream coverage, it is still inaccessible; i.e. if you are not good enough you cannot proceed (this is not seen with books, music or film). And also illustrate the true stories behind the “gamer”, their voice on the media’s portrayal of them. 
Conceptual Treatment:

The film takes on the visual representation and structure of a video game. The documentary begins with the ‘required’ health warning and introduction to the characters/ universe and progresses on to the characters playing a game (the documentary segments) within a game.

The visual signatures are crucial to the construction of the documentary – an example is when the character is ‘playing’ the segments about Cosplay – the segment may be interrupted or end by the character’s loss of an in-game life.

The film will also have a recurring, narrative-driven theme; the use of Machinima (animation technique) will be used to authenticate the idea of ‘playing a video game’ as well as form an interesting social commentary on the idea of the ‘gamer’ itself.

Intended Audience:

The project is not limited to a solely documentary based audience; the film will be structured in order to give insight into a serious subject, and to engage a mainstream audience as well.

This is achieved because the film will challenge preconceptions about the subject as well as the social stigmatism involved.

The narrative also plays out in a story-like format – we are concerned about the actual subject material, but also about the characters themselves, which also adds to the scope of audience, intended for.

Intended Outlets:

The documentary will be pushed and created for both the festival and more commercial circuits. (As well as to boost my own portfolio of experience etc)

It will be pushed towards ‘The Machini-cast Awards Show’ an event that specifically deals in the submission and critical reception of Machinima based work.

Similarly it will also be available for the various expos attended over the research and shooting process of the film such as the ‘MCM Expo’ and ‘I38’ event.

The documentary is a continuation of the work produced last year; ‘Think You’re Normal?’ – an exploration into whether people with disabilities are ‘normal’

http://player2pressstart.weebly.com/previous-work.html
This breakdown outlines the structural ideas of the documentary, and some aspects are not specifically defined or described in detail; this is an introduction to the main topics to be explored and to be used in conjunction with the timeline produced separately.
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