	Scene - Opening
	Scene – Opening Cont.
	Recurring Theme
	Scene 1 - Machinima
	Scene 1 – Machinima Cont.

	Visual
	Visual
	Visual
	Visual
	Visual

	· News reports, track over and clash with each other

· Television clip inserted; talks about technology etc.

· TV static effect
	· Flash up health warning

· ‘This game is unsuitable for’… etc, health risks etc.
	· Fades into video game environment

· Introduce documentary with machinima animated characters

· OR

· Begin with visual effect i.e. ‘Start Level 1’ / Mario walks along, goes down warp pipe
	· First topic ‘Machinima’ 

· Black screen with definition
	· Examples of machinima

· Interview(s) with machinimatiors; American guys (Matt Needler) interview within Halo.

· Samples of ‘Starfell’ work and other videos/ community work (http://www.youtube.com/watch?v=45r3x-OhXWs)

· Visual Effect – HUD (Heads-Up-Display i.e. taken from a first person perspective, will have moving dials and ‘sci-fi’ like effects on screen'

	Audio
	Audio
	Audio
	Audio
	Audio

	· TV static audio effect

· Audio of various condemning news reports about video games
	· Music begins


	· Point of view


	
	- Interview dialogue

	Narration
	Narration
	Narration
	Narration
	Narration

	
	
	
	
	


	Scene 1 – Machinima Cont.
	Signature
	Recurring Theme
	Scene 2 - Cosplay
	Scene 2 – Cosplay Cont.

	Visual
	Visual
	Visual
	Visual
	Visual

	· Show evidence of increasing popularity, film contests etc

· Screengrabs put inside ‘television/ data terminals’ within interview using Halo

· Cutaways of set-ups etc
	· Signature transition

· Either Mario coming back up warp-pipe – to keep continuity with first transition

· Or, ‘Cutscene’ type transition, where an in game ‘movie’ takes over to progress the storyline.

· Or, a scoreboard i.e. how many points/ grade
	· Back to machinima characters, moving onto next section

· OR

· Visual Effect, clip of an in-game cutscene, pans to sky, fades into real life
· ‘Level Select Menu’ or visible ‘Achievement’ from previous level.
	· Second topic ‘Cosplay’

· Black screen with definition
	· Cutaways of MCM expo event

· Follow Copeland and fellow Cosplayers

· Interviews at event

	Audio
	Audio
	Audio
	Audio
	Audio

	
	
	· Few quips?

· Talk about what’s beyond level 1?
	· Interview/ people talking over definition.

· Allows for breathing for audience
	· Interviews at event of Cosplayers & Organisers

· Music?

· PINCHBECK narration regarding roleplay

	Narration
	Narration
	Narration
	Narration
	Narration

	- This also links to other areas of gaming i.e. cosplay. Halo has an in-built theatre mode, specifically built for this, games are becoming more user friendly for entertainment in this area, saved films, photos etc.


	
	· Idea of entire documentary as a game


	- Underlining theme of determinism present
	· Bring in links from other areas of gaming i.e. Machinima. 

· Why do we emulate characters?

	Signature
	Recurring Theme
	Scene 3
	Scene 3 
	Signature

	Visual
	Visual
	Visual
	Visual
	Visual

	· Person talks about who they are cosplaying – show the actual video game character on-screen

· Level up data surrounding borders of interviews 

· Or, after effects from the game ‘up’ to seeing the earth i.e. large pull out
	· Back to machinima characters

· OR

· Visual Effect, clip of an in-game cutscene, pans to sky, fades into real life
· ‘Level Select Menu’ or visible ‘Achievement’ from previous level.
	· Effects of gaming on modern culture i.e determinism – perhaps cut this into other topics as well…
· Example of Poster Child and the use of Video Game Art to create viral attention

· Also game group at uni


	· Event cutaways

· Tournament, and cutaways of people playing games, physical interaction.

· Close-ups to show extreme
	· Signature transition

· Either Zelda opening treasure chest.

· Or, ‘Cutscene’ type transition, where an in game ‘movie’ takes over to progress the storyline.

· Or, a scoreboard i.e. how many points/ grade



	Audio
	Audio
	Audio
	Audio
	Audio

	
	· Talk about beyond level 2

· Perhaps argue?
	· Pinchbeck & devloper narration

· Physical effect on the person


	· Narration commenting on the physical bond of the player and game
	

	Narration
	Narration
	Narration
	Narration
	Narration

	
	· Continue idea of documentary as a game

· Reflect Cosplay within the machinima?


	
	· Idea of these people that are so involved within the world

· Idea of the game playing the person?
	

	
	
	
	
	


	Recurring Theme
	Scene 4 – Tournament Play/ Competition
	Scene 4 – Cont.
	Signature
	Recurring Theme

	Visual
	Visual
	Visual
	Visual
	Visual

	· Again, back to the machinima characters
· OR

· Visual Effect, clip of an in-game cutscene, pans to sky, fades into real life. Metal Gear Solid Codec Transmission

· ‘Level Select Menu’ or visible ‘Achievement’ from previous level.
	· Definition of term

· Clips of people playing games, close ups of energy drinks and snack foods

· Interview with team


	· Addiction would require various cutaways of close ups and interviews?

· Determinism would require similar

· Show interview how tournament player had arguments with family about choice of career path
	· Signature transition

· Add either a ‘Game Over’ screen

· Or a Completion screen

· Or cutscene/ Halo

· Super Smash Brawl result screen
	· Back to characters, talk about how they lost/ won the game?

· End game completion score

· Idea of ‘shutting off’ the console i.e. documentary ends as ‘player’ tunes back into tv.

· 

	Audio
	Audio
	Audio
	Audio
	Audio

	- Metal Gear Solid Codec Transmission
	· Talk about themselves, are they real? Characters themselves playing games?


	
	
	

	Narration
	Narration
	Narration
	Narration
	Narration

	· Continue idea of doc as a game

· Tournament within the machinima?
	
	· Determinism – talk with context to change in trends. Many games now scratching the surface of this idea

· Why?
	· Depends very much on the overall aim I am going for


	· Didn’t realise playing ‘Life’ was so hard




