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Language Teaching in 3D Virtual 
Worlds with Machinima:
Reflecting on an Online Machinima 
Teacher Training Course
Michael Thomas, University of Central Lancashire, Preston, UK

Christel Schneider, CSiTrain, Hamburg, Germany

ABSTRACT

Thisarticleisbasedonfindingsarisingfromalarge,two-yearEUprojectentitled“CreatingMachinima
toEnhanceOnlineLanguageLearningandTeaching”(CAMELOT),whichwasthefirsttoinvestigate
thepotentialofmachinima,aformofvirtualfilmmakingthatusesscreencapturestorecordactivityin
immersive3Denvironments,forlanguageteaching.Thearticleexaminesinteractionintwoparticular
phasesoftheproject:facilitator-noviceteacherinteractioninanonlineteachertrainingcoursewhich
tookplaceinSecondLifeandteachers’field-testingofmachinimawhicharosefromit.Examining
qualitativedatafrominterviewsandscreenrecordingsfollowingtwoiterationsofa6-weekonline
teachertrainingcoursewhichwasdesignedtotrainnoviceteachershowtoproducemachinimaandthe
evaluationofthefield-testing,thearticlehighlightsthepitfallsteachersencounteredandreinforcesthe
argumentthatcreatingopportunitiesforpedagogicalpurposesinvirtualworldsimpliesthatteachers
needtochangetheirperspectivestotakeadvantageoftheaffordancesoffered.

KeyWORDS
3D Virtual Worlds, Collaboration, Immersion, Interaction, Language Learning, Machinima, Reflection, Second 
Language Acquisition, Video, Virtual Reality

1. INTRODUCTION

FocusingontheEuropeanCommission(EC)fundedCAMELOTproject(CreatingMachinimato
EnhanceOnlineLanguageLearningandTeaching)(2013-2015),thispaperdiscussesfindingsarising
fromtwoiterationsofanonlineteachertrainingcoursethatwasdesignedtofacilitatetheproduction
andfield-testingofmachinimaandthereforetoinvestigateitspotentialasadigitaltoolinforeign
languageeducation.Thestudy includesanalysisofparticipant reflectionsas theycompleted the
courseandmapsparticipants’initialassessmentoftheirmachinimaproductionskillsagainsttheir
endofcourseachievements.

AprimaryfocusoftheCAMELOTprojectwastoraisetheprofileofmachinimaineducationand
languageeducationinparticularandtohelptodefineitinwaysthatcouldaidmeaningfuladoption.
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WhereasHarwoodandUwins(2015)distinguishbetweenmachinimathatderivefromgameplay,
artisticmediaandthosethatareproducedtosupportteachingandlearningrelatedactivities,Johnson
andPettit(2012,p.32)describemachinimaintermsofacreativeprocess,asa“craftandartform”.
Theneologism‘machinima’usedinthecontextofthispaperfocusesonthecreationofshortvideos
thatcanbeusedforpedagogicalpurposes(Marino,2004).AsidentifiedbyNgandBarrett(2013)
andMiddletonandMather(2008),theproductionprocessofmachinimausessimilartechniquesto
thoseinvolvedinthecreationofreal-worldfilms.Thisincludesthedesign,storyboarding,assigning
ofdifferentrolesandresponsibilitieswithinaproductionteam(e.g.director,editor,actorsandcamera
operators),aswellastheuseofvenues,propsandspecialeffects(Snelson,2010).Consequently,
wheninvolvedintasksandprojectsutilisingmachinima,thisformofdigitalstorytellingmayenable
languagelearnerstodevelopwhatGeecalls“collaborativeliteracy”(2012,p.38)andtousethetarget
languageintheprocessofcreatinguser-generatedcontent.

As the history of computer-assisted language learning (CALL) often makes clear, however,
while technologies suchasmachinimaholdpotential for language learning, thepre-requisite for
effectiveimplementationofnewpedagogicalapproachesisofteneffectiveteachertraining;thusthis
isthemainfocusofthispaper.BeforeturningtoexaminethefindingsfromtheCAMELOTteacher
trainingcourseinmoredetail,thefirstsectionofthepaperprovidesbackgroundandcontextforthe
paperwithrespecttorelevantresearchinthefieldof3Dimmersiveenvironmentsandeducation.

2. ReVIeW OF THe ReSeARCH

3DVirtuallearningenvironmentsaremulti-userspacesthatofferteachersandlearnersnewwaysof
interactingandcollaborating(Bell,2009).Whenutilisedinapedagogicalcontext,virtualenvironments
suchasSecondLife(SL)orOpenSim(OS)canserveasaninspiringeducationallearningspacefor
creatingformalandinformallearning(Panichi&Deutschmann,2012).Comparedwithother3D
virtualenvironments,Warburton(2009)considersSLasthemostpopular,eventhoughthenumberof
usershasdeclinedinrecentyearsandmassivelymultiplayeronlinerole-playinggames(MMORPG),
suchasWorld of Warcraft haveemergedaspopular alternatives. In this context, thecreationof
machinima–orshortuser-generatedvideorecordingsofon-screencontentfromthevirtualworld
orgame–havebecomeverypopular.

AccordingtoNg(2016),machinimaarehighlydiverseandcanincludenews,reviews,gameplay
videos,gaming tips and tricks, story-telling, anddrama. In thecontextof thispaper,3Dvirtual
worlds (VWs) aredefined in amore formal, structuredway, asparticipants typically arrange to
meetataspecific timeand location inorder to takepart inplannededucationalevents (Panichi
&Deutschmann,2012).3DVWsprovideteachersandlearnerswithavarietyofopportunitiesto
experienceandexperimentwiththeircreativeskillsanddevelopresponsibilityfortheirownlearning
process(Ferguson,2011).Furthermore,VWsallowlearnerstoattemptandcompletetasksthatmay
havebeenimpossibleortoodangeroustoachieveinnon-virtualenvironments(Falconer,2014).

2.1. Defining Machinima
Manydefinitionsoftheterm‘machinima’haveemergedsinceitwasfirstusedinthelate1990s
(Hancock&Ingram,2007;Kirschner,2005;Marino,2004;Snelson,2010).Lowood(2011)describes
machinimaasakindofdocumentaryrecordingofeventstakingplaceinVWsbasedonscreencapture
technology.AccordingtoMarino(2004)theterm‘machinima’aroseasaresultofamergerofthe
words‘machine’and‘cinema’andwaschangedtomachinimaduetoamisspelling.Whereasearly
machinimawere typically associatedwith recordings invirtual environments createdbygamers
(Handcock&Ingram,2007),Morozov(2008)andNgandBarrett(2013)considermachinimaasa
technicaltoolfordesigningaudio-visualnarrativessimilartoreallifefilm-making.Champion(2011)
andJenkins(2007)suggest that itcanalsostimulatemusic,danceandimprovisedtheatreandis
thereforeclosertoaformoftheatricalperformance.
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UnlikeNgandBarrett(2013)whoseefilmingasasimpletechniquethatcanbemanagedwith
littleornoexperience,Snelson(2010)considersmachinimaproductionasacomplexprocessthat
requiresspecificskills.Inordertogetstartedwithmachinimateachersneedtobeacquaintedwith
the3Dvirtualenvironmentandgainskillstonavigateconfidently.Inaddition,theyneedskillsto
recordandeditfootage,writedialoguesforcharacters,identifylocations,acquirepermissionsfor
filming,andfindappropriateprops(Middleton&Mather,2008).Thetimerequiredtocreatequality
machinimashouldnotbeunderestimated.However,asRainbowandSchneider(2014)haveshown,
shootingmachinimacanbeamuchfasterandcheaperprocessiftherolesandresponsibilitiesare
donebyasmallgrouporbyonepersoninplaceofafullproductionteam.

2.2. Immersion in 3D Virtual environments
Deutschmann and Panichi (2009) consider authentic communication with native speakers as
thegreatestbenefit3DVWscanaffordlanguagelearners,astheycanexploredifferentcultures
andcountriessuchasvisitingvirtualPratotopracticeItalianphrasesorspeakFrenchinvirtual
Paris(Harwood,2013).Inordertobefullyawareoftheaffordancesof3DVWs,learnersneed
to immerse themselves in the environment (Bell, 2009), as students are more likely to learn
effectivelywhenemotionallyinvolvedinformsofexperientiallearningsuchasrole-play,games,
simulationsandscenario-basedactivities(Falconer,2014).Thoughthelackofnonverbalcues,such
asbodymovements,facialexpressionsandculturespecifichandgestureswithavatarsinvirtual
communicationisoftencriticised(Conkey,2010;Peterson,2006),Sheehy(2013)arguesthather
learnersfeellessthreatenedandarethusmoreconfidentwithoutthesecuesinvirtualasopposed
toreal-lifecommunication.ThesefindingsweresupportedbyJauregietal.(2011)whoclaimed
that“learnersin3Denvironments,whoareusedtotheirownandotherpeople’salteregosin[the]
formoftheiravatars,experiencelife-likesocialinteraction,whileatthesametimeengagingin
meaningfullearning”(citedinSchneider,2016,p.7).Thus,learnerswhoarefullyimmersedin
virtuallearningoftenperceiveitasrealandexperiencethelearningcommunityasmotivating,
developingasenseofbelongingasaconsequence(Menneckeetal.,2011).

2.3. Learning and Teaching with Machinima
Creatingmachinimain3DVWspresentsnewopportunitiesandmethodsforexperientiallearning
(Thomas,2015).Despitesometechnicalandtime-relatedchallengesWarburton(2009)identifiedhow
thecollaborativecreationprocesshasapositiveinfluenceonlearners’motivation,ratherlikeThorne
andReinhardt’s(2008,p.1)notionof‘bridgingactivities’inwhich“students’digitalvernacular
expertise”canbe“coupledwithinstructorguidance”toproducemeaningfulinteraction.Inthisrespect,
thefourstagesofKolb’sExperientialLearningTheory(Healey&Jenkins,2000),provideaholistic
learningmodelthatcanbeappliedtomachinimacreationanduse(Conkey,2010).FollowingKolb’s
model,concreteexperiencerelatestolearners’creationofmachinima;reflectiveobservationrefers
tolearners’analysisanddiscussionoftheirmachinima;andabstractconceptualizationenablesthe
comparisonofnewlygainedknowledgewithfamiliarconcepts.Duringtheactiveexperimentation
phase,learnersexperimentwithwhattheyhavelearnt(Rainbow&Schneider,2014).Potentiallythe
mostrewardinguseofmachinimainvolvesteachersinutilisingthemasameansforlearnerreflection
andfeedback(Wigham&Chanier,2013).Whenteachersdesignmachinima-basedtasksthatenables
their learners tohave theopportunity toanalyse theirownperformance, learnersmaydevelopa
senseofresponsibilityandraisesawarenessofthepowerofreflection(Galani,2016).Harnessedas
avisualformoffeedback,teachersmaythususemachinimatohelplearnerstoreviewandreflect
ontheirperformanceandgivethemtheopportunitytomakeimprovementsintheiruseofthetarget
language(Dreher&Dreher,2009).

Inordertoexplorethepotentialofmachinimainlanguageeducationashighlightedabove,the
secondpartofthepaperturnstoexplorequalitativedataarisingfromteacherperspectivesonateacher
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trainingcoursedesignedtoteachinstructorsaboutthepedagogicalandtechnicalskillsrequiredto
produceeffectivetasksandtointegratemachinimaintheirlanguagelearningcontexts.

3. MeTHODOLOGy

CoordinatedbytheUniversityofCentralLancashire,CAMELOTstartedinDecember2013basedona
grantfromtheLifelongLearningProgramme(LLP)ofEUR489,000fromtheEuropeanCommission.
Inordertoequipteacherswiththerequiredskillstocreatemachinimain3Dvirtualenvironments
CAMELOTdesignedandfacilitatedtwoiterationsofabespoketeachertrainingcourse,eachfocusing
on the technical andpedagogical aspectsof themachinima-makingprocess.Each iteration took
placeoveraperiodof6weeksandinvolvedatotalof19participatingteachers.Table1presentsa
descriptionofthecontentofthecoursefocusedonSecondLifeskills.

Table2showsadetailedoverviewoflearningactivitiesforweek1,demonstratinghoweachweek
combinedreflectiononthepedagogicalskillsandtechnologicalexpertiserequiredbyparticipants.

Theteachertrainingcourseswerefacilitatedthroughthreeonlinechannels:viaMoodlewhich
wasusedasanasynchronouscommunicationplatform;AdobeConnectwhichwasusedforliveonline
discussions,coursepresentationsandinstructions;andSecondLifewhichwasusedforpractising
theskillsneededtocreatemachinima.TheteachersregisteredfromBulgaria,theCzechRepublic,
Italy, Poland, Portugal, Spain, Sweden, Turkey and the UK. Participants included experienced
languageteachers,teachertrainees,aCLILinstructorandaScienceteacher,allofwhomhadprevious
experienceofteachingface-to-faceandviaonlinemodesofdelivery.Theirteachingexperiencein
Italian,GeneralandTechnicalEnglish,Physics,EnglishandMedia,CriticalThinking,Education
forSecurityDidactics,MarineEcologyandSpanishrangedfromafewyearstomorethantwenty

Table 1. Overview of the teacher training course

Week Content

1 StartingtogetfamiliarwithSecond Life
Consideringwhypeopleusemachinimaintheirteachingand/orlearning

2

Learningtodressyouravatar
Changingavatars
Mixingandmatchingavatarclothing
Workingwithgesturesandanimations
Usingaholodeck
Controllinglight
Startingtoscreencast

3

MovingaroundSecond Life
Controllingyourcamera
Usingthemini-maptogetaround
UsingtheWorldMap
Givinginventoryitemstoothers
Makingalessonplanoutlineandstoryboard

4

Findingplacestofilm
Requestingpermissions
Makinglandmarks
Startingtofilmandedityourmachinima

5
Workingonyourmachinima
Sharingandimprovingyourmachinima
Evaluatingmachinima

6 Finishingallwork
Areflectivetask
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yearsinHigherEducation,PrimaryorSecondarySchools,VocationalSchools,TechnicalColleges
andAdultEducationCentres(Schneider,2016).WhileafewparticipantshadtolearnSecondLife
skillsfromscratch,othersalreadypossessedskillswhichenabledthemtostartfilmingtheirfirst
machinima.Themaininterestsinthetrainingcoursesweretoexplorestimulatingwaysforteachers
toimprovethequalityoflessonmaterialsandtomakethemmoreengagingforstudents.Toanalyse
theengagementofteachersinthemachinimaproductionprocessandtoexplorethepotentialvalueof
languagelearningin3Dvirtuallearningenvironmentswithmachinima,quantitativeandqualitative
techniqueswereusedtocollectrelevantdataduringthetrainingcourses.Thequalitativetools-field
notes based on observation, screen recording of online activities and semi-structured interviews
withteachers-werecollectedarisingfromthreetrainingsessionsinAdobeConnect,seventraining
sessionsinSecondLifeandsupplementedbydocumentationofallactivities,andinteractionsand
tasksinMoodle,whichwasusedasacoursemanagementsystemandcontentrepository.

Thedatacollectedinthesecondcourseiterationresultedfromrecordingsoffivetrainingsessions
inAdobeConnect,eleventrainingsessionsinSLanddocumentationonMoodle.Self-assessment
gridswereusedtoallowteacherstoreflectontheirassessmentoftheirownlearningprogress(Cohen
et al.,2007).

Thefield-testingofmachinimaalsotookpartover twoiterationsandconsistedof10Skype
interviewswithteachers,studentsandothereducatorsinvolvedinmachinimaproductionlastingon
average30minuteseachwereconducted,recordedandanalysed.Givenlimitationsofspace,only
qualitativedataarisingfromthemachinimateachertrainingcourseandthefield-testingphasesof
theprojectwillbeanalysedinwhatfollows;asubsequentpaperwillexplorequantitativedataarising
fromquestionnairesconductedduringthefieldtesting.

Giventhenatureandcontextoftheresearchthedifferentsourcesofdatahadtobecarefully
acquiredviainformedconsent(Moschini,2010).Thefield-testingeventsinthisstudy,whichinvolved
universities,secondaryschoolsandacommercialonlineschool,weredealtwithdifferentlyasthe
consentwasobtainedbylocalteacherstestingmachinimawiththeirstudents.Participants’names

Table 2. A detailed overview of week 1’s learning activities in the teacher training course

WEEK 1 LEARNING ACTIVITIES

Task1.1 Introduceyourself

Task1.2 Communication,Chat,InstantMessaging(IM),Computer-AssistedLanguageLearning(CALL),and
makingfriendsinSecondLife(SL)

Task1.3 Turnupthevolumeofindividualsinagroup

Task1.4 Changethesoundsettingsassignment

Task1.5 Changethenameaboveyourheadandmakeaprofile

Task1.6 HowareyougettingoninSecondLife?

WEEK 1 REFLECTION

Task1.7 Reflectontheuseofmachinimainthelanguagelesson

WEEK 1 DISCUSSIONS

Thisforumiswhereyouwillrespondtoalloftheweek1tasks.Pleaselookformymessagewiththetopicheading

PEDAGOGICAL READING

Readthesamplefrom“MakingandUsingMachinimaintheLanguageClassroom”,whichlooksatthepedagogiesof
Kolb,LaveandWenger,andLimregardingtheuseofavirtualworldasateachingmedium.Evenifyoudonotteachin
avirtualworld,reflectonthesepedagogiesinlightofthecourseyouaretakinginSecondLife.Followthelinkbelow
andthedownloadthebookextract

Task1.8 Extract:MakingandUsingMachinimaintheLanguageClassroom
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werekeptanonymousinordertoprotecttheiridentityunlessagreementforpublicationhadbeen
reached.Avatarswhoaccidentlyappearedinscenesalsoneededtogivetheiragreementtobefilmed
andthepracticeidentifiedbyBoellstorff(2008),namely,thatavatars’namesandtypednameson
notecardsindicatesagreement,wasusedinthecontextofthisstudy.

4. FINDINGS AND DISCUSSION

Thenarrativepresentedinthediscussionsectionisdividedintotwomainpartsandaimstoexamine
thecomplex,multi-layeredandnuancedperspectivesoftheparticipatingteachersinvolvedinthe
study.Thefirstsectiondealswithdataarisingfromtwoiterationsofthemachinimateachertraining
course,followedbyadiscussionofparticipants’evaluationoftheroleofmachinimaduringfield-
testing.Forbothphases,qualitativedatawerecodedarisingfromtheinteractionbetweentrainersand
traineesfollowingatwo-stageapproach,usingfirstopencodingfollowingbyaxialcoding(Strauss
& Corbin, 1990). Within the ‘teacher training course’ section, four themes were identified as a
resultofthecodingprocess,includinginteractionduringthecourse;reflectionsonthecreationand
useofmachinima;immersingin3Dvirtualenvironments;andidentityandpresentationofself.In
sectiontwoon‘pilotingready-mademachinima’,twocategorieswereidentified:howtocreateand
usemachinimain3Denvironments;andhowtousemachinimaasatoolforreflectionandfeedback.

4.1. The Teacher Training Course
AneedsanalysiswascarriedoutatthebeginningoftheCAMELOTprojecttodetermineteachers’
interestinmachinimaaswellasthepotentialforimplementingmachinimain3Denvironmentsorin
theirphysicalclassrooms.Thedataindicatedthatthemajorityofteachershadlittleexperiencewith
3Dvirtualenvironmentsandnopreviousexperienceofcreatingmachinima.

4.1.1. Interaction During the Teacher Training Courses
Dataarisingfromcoursedocumentationrevealedthatparticipantsonthetrainingcoursesactively
contributedtocourserelated topicssuchas theirfirstmachinimaproductionorsharedquestions
abouttechnicalsupportinprivatediscussionsonMoodleoutsidetheregularweeklytaskfora.Itwas
alsointerestingtoobserve,thatthoseparticipantsinteractinginsuchprivatediscussions,werethe
onesmostactiveinallotherdiscussionfora(Schneider,2015a).Themutualsupportavailableinthe
discussiongroupswasnotable,asparticipantsfreelysharedvideofootagetheyhadtakeninDropbox
(acollaborativeweb-baseddatarepository)forotherstouseintheirmachinimafilmproductions
(Schneider,2016).Basedonfieldnotesitwasevidentthatpeerfeedbackprovidedaftertheirfirst
machinima productions was very constructive and included many useful tips for improvements.
Additionally, the encouraging feedback from facilitators triggered further interaction among the
participantsandthusanobservableenhancementinthequalityofcompletedmachinimacontributions
wasevident (Menneckeet al.,2011).The learners’ analysisof theirownandotherparticipants’
machinimaalsoprovedhowwellmachinimacouldbeutilisedforreflectionandfeedback(Schneider,
2016).AnexampleofconstructivefeedbackisshowninthefollowingcommentsbyparticipantCR_T:

“Great:-)Asuccessfulmachinima!Transitions,music,camerapanning-thereisalittlebitof
everythingthere,verywelldone.DidyouuseCamtasia?Thereisanarrowblacklinedowneach
sideofthescreen,ifyoufilmedat1280x720andmadeitinCamtasia,thoseblackbarsshouldnot
bethere.Itissomethingtowatchfornexttime.Iampleasedyouaddedatitle:-)Ifyouwantto,you
canpulloutthesizeoftheboxtofillthescreen[and]thatissomethingyoucouldplaywithonthe
nextone.Agreatfirstattempt!”

ItwasevidentasMenneckeetal(2011)havearguedthatvirtualenvironmentsencouragesocial
interactionandawillingnesstosharemorepersonalinformation.Thus,giventheopportunityfor
collaboration,thestudyidentifiedhowsocialpresenceencouragedgroupinteraction,mentoringand



International Journal of Computer-Assisted Language Learning and Teaching
Volume 8 • Issue 2 • April-June 2018

26

mutualsupport,whichresultedintherequiredmotivationandtrustbetweentheparticipantsnecessary
tocompletethemachinimatrainingcourseontime(Savin-Baden,2010).

4.1.2. Reflections on the Creation and use of Machinima
TheteachertrainingsessionsinSLprovidedopportunitiestogethands-onpractice,suchaschanging
theappearanceofavatarsorexperimentingwithposeanimationsordifferentrolesandcharacters.
Furthermore,teachersgaveandtookadviceforestablishingthescenariosforfilming,findingthe
requiredlocationsandpropsandacquiringpermissiontofilm.Theteachersappearedtoenjoywhen
plannedactivitiesdidnotworkasinitiallyintended,suchaswhen,forexample,oneparticipantlost
herhairwhenchangingclothes(seeFigure1).

Such‘playfulaccidents’encouragedinteractionbetweentheparticipantsastheysharedjokesand
comments,andinturnthisappearstocontributetoanatmosphereofmutualsupportandengagement
whichenabledthemtoshareinformation,concernsandachievementsinthewiderpeergroup.

CoursediscussionsaboutpedagogyandmachinimaproductionstookplaceinMoodleorAdobe
Connect. These included participants’ reflections on the use of machinima and presentations of
machinimathattheyorothermachinimatographershadcreated.Totriggersuchdiscussion,teachers
wereaskedtowatchaselectionofready-mademachinima,takenotes,summarisetheirthoughtsand
reflectionsandconsiderhowandwhytheywouldusemachinimaforteaching.Oneexperienceall
teacherssharedwasthattheirlanguagelearnersappearedtobemoreengagedwhentheywereapart
ofthemachinimaproductionprocess.Allteachersinvolvedinthetrainingreportedthattheywere
highlymotivatedtoimmersethemselvesinSecondLifefortheirmachinimaproductionandthatthey
hadbeenexposedtoexperientiallearningbyexploringthevirtualspaceforinteractionasaresultof
experimentingwithdifferentrolesandscenariosforfilming(Peterson,2012).

4.1.3. Immersing in 3D Virtual Environments
Immersingina3Dvirtualworldisanimportantprerequisitetounderstandtheaffordancesofthese
environmentsandtheirimplicationsforparticipants’learningexperiences.Basedonresearcherand
participantreflectionsontheaffordancesof3Denvironmentstheskillsrequiredtofacilitatelearning
inVWscomparedwithnon-virtuallearning,itisevidentthatusersof3DVWsoftenreplicatetheir
non-virtualhabits,conventions,normsandattitudesintheirvirtualenvironments(Thomas,2010).
Inrelationtothisstudy,itwasevidentthattheteacherparticipantsdemonstratedsimilarbehavior,as
theyarrangedandfurnishedtheirclassroomsorbuilttheirhouseswithroofsandwallseventhoughit

Figure 1. Letty’s hair goes on tour
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neverrainedintheroomsorbecamecold(Collins,2008).Figure2showshowoneparticipantbuilt
aSwedishstylehouseinthisway.

AfurtherexampleisshowninFigure3whichshowshowparticipantsdesignedaroomconsisting
ofconferencetablestoenabletheformationofin-worlddiscussiongroups,eventhoughavatarsdo
notneedtobeseated(seeFigure3).

Similarly,studentsmayarguethattheycannotconcentrateifothersarestanding,andthisapplies
intheVirtualWorldasitdoesinreallife(Savin-Baden,2010).

Thequestioninthiscaseishowwillthelearningprocessbeinfluencediffacilitatorspresenttheir
lessonswhileassumingameditationposeorfloatintheairinfrontofthepresentationboard?(see
Figures4and5forexamplesofthisactivityinSecondLife).Willthisbeperceivedasmotivating,
confusingorevenirritating?AsidentifiedbyPanichiandDeutschmann(2012),thedesignof3D
virtualspacesandenvironments influence learningevents, justasstudents’and teachers’virtual
representationsoftheirownidentitydothroughtheirembodiedsocialpresenceintheshapeofavatars.

Figure 2. A typical Swedish house on Kamimo Island in SL

Figure 3. People sitting around a conference table on Avalon Island
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4.1.4. Identity and Presentation of Self
Whatmakespeoplenoticeableanddifferentina3Dvirtualenvironmentcomparedwiththeirphysical
appearance?Thoughnormsandpatternsfromthephysicalworldwillaffectparticipants’behaviour
inthevirtualenvironments(Boellstorff,2008),theymaydeceivethemselvesandothersbyrevealing
slicesoftheiralteregothatmightreflectwhattheywanttobeandnotwhattheyareorrepresentin
thephysicalworld(Goffman,1959).Socialconventionsandpersonalattitudesthusplayanimportant
roleinhowparticipantsareperceivedina3Dvirtualsettingandhowtheyperceiveothers(Bullingham
&Vasconcelos,2013)(seeFigure6asanexampleofdifferentappearancesofanavatar).

Forsomeusers,theiravatarrepresentswhattheywishtolooklikeinthephysicalworld.Others
choosetheiravataraccordingtotheirphysicalworldappearance,usingtheirimageasabrand,whereas
manyothersselecttheiravatartodemonstratesomethingunusual,eccentricorevenexperimentby
representingthemselvesasadifferentsex(seeFigure7).

Figure 4. Facilitator lecturing in a meditation pose (@UWE 2013)

Figure 5. Teacher floating in front of the presentation board (@UWE 2013)
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It is noteworthy in this respect that all participants actively involved in the teacher training
coursesinCAMELOTidentifiedwiththeiravatarorhaddevelopedaspecialrelationshipwithitand
distinctionsbetweenvirtualandphysicalrealitybecameblurred(Falconer,2011).Thistooksome
teachersbysurpriseasthemoodandemotionsinthe3Dvirtualenvironmentwereperceivedasvery
realistic,aphenomenonreferredtobyBaudrillard(1994)ashyperreality.Forsomeparticipants,it
wasanovelexperiencetobeabletosharetheirfeelingsinthesamewaythattheywouldinanon-
virtualenvironmentastheyhadnotexpectedsuchanopen,inspiringandcollaborativecommunity,
wheretheycouldmakefriendsandfeellessinhibitedcomparedwiththephysicalworld(Sheehy,
2013).Christine,forexamplestatedthat“CreatingmyavatarinSLwasafantasticexperiencewhich
hasalsoinfluencedmypersonaldevelopment.IfeelreallyclosetomyavatarandIwanttoprotectit.
ItwasamazinghowfrighteningthenoiseofthewolveswerewhenIwasworkinginthelabatnight
andwhatanemotionalimpactthishadonme.”

Figure 6. Different appearance of self

Figure 7. Images of self
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Itwasnotthereforesurprisingthatparticipantsgainedasignificantsenseofin-worldbelonging
duringthetwoiterationsofthetrainingcoursesdespitecommunicatingonlythroughtheiravatars,
astheyperceivedeachotherasrealpeopleinaphysicalworld(Menneckeetal.,2011).Thisfinding
confirmstheresearchofSavin-Baden(2010)andFalconer(2014),forexample,whoarguedthat
feelingsinfluencethewayparticipantsperceivetheirexperiencesin3Dvirtualenvironmentsandthe
greatertheimmersiveexperience,themorethisencouragesemotionalengagement,thusresultingin
betterlearning.ThisnotionissupportedbySheehy(2013)also,whoemphasisedthepositiveimpact
of3DVWsonlearning,identifyinghowherstudentsfeltmoreconfidentastheytalkedaboutsensitive
ordifficultsubjectswithoutbeingembarrassed.Arisingfromthis,itisalsoevidentthatparticipants
mayblametheiravatarsforanyin-worldfailuretheyexperience.

4.1.5. Introverted Learners Feel More Confident in Virtual Environments
AsindicatedbySheehy(2013),3DVWsmaymotivateintrovertedlearnerstobecomemoreoutspoken.
Learnersperceivedasshyinthephysicalclassroomoften‘openup’inavirtualenvironmentand
becomemoreconfident,takingrisksanddaringtodothingstheywouldnothaveotherwisedone
inthenon-virtualclassroom(DeJongDerrington,2013).Thisfindingwasconfirmedbyoneofthe
teachersduringtheCAMELOTproject:

“UsingMachinimacanhelpshystudentstoacttheirrealselvesbyusingamask;orelseitcan
helptheminfindingtalents,abilitiesandcompetencestheydidn’tknowtheyhad,whilelivinga
totallynewandunexpectedlifein[a]fantasticworld.”(CristinaB.)

Another teacher who appeared very shy at the beginning of the training course and almost
gaveupafteracoupleofsessionsin-world,waspersuadedtostayandsubsequentlygainedlotsof
confidenceasthecourseprogressed.Shecommentedthat“Itwasanewexperienceforme,likea
cultureshock,tobeabletosharemyfeelingsevenmorefreelythanIdoinreallife”(AdrianaS.),
thusindicatingthatithadbeenanovelexperienceandthatshewasintriguedbyhowthevirtual
worldenabledhertobefriendotherparticipantsinSecondLife.Asimilarexperiencewassharedby
ateacherwhoclaimedthatoneofhisnormallyshystudentsfromthephysicalclassroomacquired
enoughconfidencetoassumeasupervisingroleinthevirtualenvironment.Suchphenomenaare
referredtoas“dissociativeanonymity”(e.g.“myactionscan’tbeattributedtomyperson”)whichis
oneofthemainfactorsinfluencingSuler’s(2005)“onlinedisinhibitioneffect”.

4.1.6. Quality of Machinima
Allmachinimacreatedaspartoftheteachertrainingcourse’scurriculumwerepresentedinthefinal
coursesession.Theseincludedmachinimacoveringavarietyofgenres,suchasgrammarpractice,
conveyinginformation,providinginstructions,sketches,storytellingandpoetryfordifferentlanguage
levels.Eachmachinimawasanalysedaccordingtospecificcriteriaviaaprocessofpeerreview,such
astheappropriatevolumeofspeakers,framesize,musicandsoundeffects,thescenariosetting,the
characters,dialogues,cameraanglesandavatarmovements.Thisapproachhelpedtoprovidesome
substantialfeedback(Morozov,2008)andthecontributionswereconstructiveandsupportiveand
providedrecommendationsforfurtherdevelopment(Schneider,2016).

Itwasevidentthatcreatingmachinimarequiredalotoftimeandpractice(Morozov,2008)and
thusitcouldnotbeexpectedthatnoviceteacherswhowerenewto3Dimmersiveenvironmentswould
becomeprofessionalmachinimaproducersaftersixweeksoftraining.Amsterdamrecognizedthis
whenarguingthat“Whatmakesagreatfilm…takesalotofwork.Itismorethanmerelyturning
onyourprogramtorecord”(CitedinJohnson&Pettit,2012,p.44).Inherviewthequalityofthe
machinimadependsonwhatamachinimaisintendedtobeusedfor,asifyoucaptureawedding
party,forexample,itmighthaveanimportantmeaningtoyou,butnottoothers.Thesameapplies
ifyouwanttodemonstrateapieceofgrammarinaspecificlanguagelearningcontextorwhether
itismerelyarecordingofanoteworthyoccurrence(Myers,2014).Groupdiscussionsemphasized
that teachers considered the creation process more important than the quality of the completed
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machinimaaslongasthesoundworkedwellandsawgreatvalueintheplayfulnessassociatedwith
themachinimaproductionprocess.

Inseekingarationalefor theuseofmachinima, thenovice teachershypothesizedhowtheir
involvementinthecreationofmachinimaandtheirlevelofenthusiasmaboutthem(Wilson,2012),
meantthattheirlearnerswouldbemorewillingtoacceptpoorqualitymachinimamadeindividually
forthemratherthanan“off-the-shelf”productthatwasflawlessbutgeneric.Thequalityofmachinima
onlymatteredwhentheywereproducedbyothers.

Themachinimacreatedduringtheteachertrainingcoursevariedinqualitydependingonthe
initialskillsbrought tothecourse,participants’preconceivedideasaboutwhatmademachinima
acceptable, and theirwillingness tomake improvements.The following imagesdemonstrate the
varietyofgenresproducedandthedifferentskillsetsteachersfinishedthecoursewith(seeFigure
8foranexampleofamachinimaproduction).

Theendofcourseevaluationwastakenindifferentstagestomakesurethatallparticipantshad
achancetocontributeeffectively(CAMELOT,2015d).Participantswereaskedtorevisittheself-
assessmentprocesstheyhadcompletedatthebeginningofthetrainingcourseandassesstheirown
progresssinceweek1.Thosewishingtosharetheirfindingshadtheopportunitytodiscussthemina
discussionforuminMoodle.FurtherfeedbackwascollectedfromfocusgroupdiscussionsinSecond
LifeandinAdobeConnect.Overall,participantsweresatisfiedwiththeirmachinimaproductions
andtheskillstheyhadlearnt.

Bothiterationsoftheteachertrainingcoursewereconsideredbeneficialbyparticipants,asthe
varietyofactivitiesprovidedchallengingcontentfornovicesaswellasthemoreskilledteachers.
ThemajorityofteachersfeltencouragedtobringtheirstudentsintoSecondLife,whileotherswere
keentoexplorehowtocreatemachinimawiththeirlearnersin3Denvironmentsandtorevisitplaces
theyhadencounteredduringtheirtraining.

Challengesobservedduringthetrainingcoursesincludedtimeissues(e.g.,thedurationoftime
andeffortrequiredtoproduceevenarelativelyshortmachinima)andtechnicaldifficulties(e.g.,audio-
relatedproblemswhichresultedinpoorqualityrecordings);thelatterwassolvedbyoverdubbing
themachinimawithnewaudiorecordings(Schneider,2015b).Anotherchallengewasthedifferent
languagebackgroundsoftheparticipants.ThoughEnglishwasusedaslinguafrancatocommunicate,
notallparticipantshadthesamelevelofEnglish,andthisoccasionallycausedmisunderstandings.
Despitethechallenges,teachersreportedthattheirEnglishhadimprovedsignificantlyduringthe
coursethroughcollaboration,andreadingandlisteningtodialoguesduringthefilmingsessions(Tsou,
2011;Schneider,2015b).Thoughallteacherswerehighlymotivatedandengagedinthetrainingand

Figure 8. Excerpts of Machinima Productions Note: For video examples of machinima, see [https://www.youtube.com/
watch?v=GopJmoH3-s4&feature=youtu.be]
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creationofmachinima,notallintendedtousemachinimaintheirteaching.However,theywereeager
toapplytheirnewlygainedexperiencesandknowledgefromthevirtualtothephysicalclassroom
toenhancetheirteaching.

4.1.7. Using Machinima in 3D Environments
Themajorityoftheteachersinvolvedintheteachertrainingcoursesusedtheirmachinimainthe
physicalclassroomortooktheirstudentsinto3Dvirtualenvironmentstocreatemachinimawiththem.
ThisconfirmedtheresearchofBomirska(2015),forexample,whousedmachinimasuccessfullyas
anassessmenttoolforlisteningcomprehensionandmotivatinglearnerstodeveloptheirspeaking
skills. She used a machinima “Daredevil Dave’s Dream” (Rainbow, 2015) and evaluated her
students’linguisticperformancebyadoptinganapproachinwhichtheywerefirstrequiredtowatch
machinimawithoutsound,priortoengaginginataskinwhichtheyhadtoretellthestoryorcreate
theirownstoriesandrecordthem(seeCAMELOT,2015e).Overdubbinganoriginalmachinima
withnewvoicerecordingswasatechniqueotherteachersalsosuccessfullyappliedtotheirteaching
withmachinima.Producingarecordingcollaborativelyhelpedthelearnerstopractiseandvisualise
unfamiliarvocabularyandworkontheirintonationandpronunciation(Galani,2016).Usingthese
techniques,Bomirska(2015)identifiedhowmachinimacouldbeusedasatoolforlearnerstoenrich
lessonsbyengaginglearners’creativityasco-producersoflearningcontent.Likewise,Myers(2014)
foundmachinima tobeaneffective tool for ‘off-the-cuff’demonstrationsofkey learningpoints
involvinggrammarorvocabulary.Languagepractitionerswhoadoptsuchanapproachandemphasise
theimportanceofthecreativeprocessinthelanguageclassroom,arguethatmachinimadonothave
tobeofasimilarqualitytofilmicproductions,aslongastheyprovidelearnerswithaspacetoplay
anddiscovermeaningcollaborativelyandusethetargetlanguage.

4.2. Piloting Ready-Made Machinima
Overall,creatingtheirownmachinimawasconsideredtoodemandingforteachersnotinvolvedinthe
trainingduetothetimecommitmentandlevelsoftechnicalanddigitalliteracy,institutionalsupport
andgeneralunderstandingnecessarytousetheminanactuallanguagecourse(Schneider,2016).
However,theseteacherswerekeentopilotready-mademachinimathathadbeenproducedbyother
filmmakersandtousethemwithdifferentsizedgroupsoflearnersandlanguagelevelsastheyhad
beentailoredtotheirspecificneeds.

Ready-mademachinimawerecreatedforandusedby6institutionsfromCAMELOTpartner
countriesintheCzechRepublic,Holland,Germany,PolandandTurkey.Thelanguagelevelandfocus
ofthelessonsincludedgeneralEnglish,EnglishforSpecificPurposes,EnglishforEngineers(Health
andSafety),CLIL(mathsinEnglish)andgeneralGerman.Teachersusingready-mademachinima
reportedthattheybenefitedfromthemwhenallresourcesandlessonplanswerealsomadeavailable
asthissavedvaluabletimeandeffort.Everyoneagreedthatitwasimportanttousemachinimato
targetthespecificlearningoutcomesidentifiedintheirlessons.Pointsofcriticism,however,included
theargumentthatitwasnotnecessarytohavemachinimacreatedforthemastherewereenough
goodqualityvideostochoosefromontheweb;nevertheless,searchingforvideosattherequired
levelonYouTubeorothervideo-sharingsiteswasconsideredatime-consumingtaskforteachers
whoalreadyhadaheavyteachingload.Intermsofthetechnology,severalteachersandlearners
remarkedon theiravatars’missing facialexpressionsandgesturesand this lackof sophisticated
graphicsattractedthemostsignificantamountofcriticismvis-à-vismachinimaproductionoverall.
Nevertheless,someteachershadobservedhowtheirlearnersfeltattractedbythenoveltyofusing
machinimaintheclassroomandthiswasaresultoftheirfamiliaritywithvirtualcharactersfrom
computergames(Jauregiet al.,2011).
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4.2.1. Using Machinima as a Tool for Reflection and Feedback
Usingmachinimaasa toolforgivingandreceivingfeedbackwasconsideredanidealmeansfor
reflection.AsDreherandDreher(2009,p.449)haveargued,machinimaofferlearnersan“opportunity
forcriticalreflection.”Learnerscanreplaytheirvideosandthismay“permitadeeperlevelofreflection
uponwhathasbeendoneandhowto improvewhathasbeen learned”(Schneider,2016,p.41).
Feedbackthroughmachinimadoesnotonlyhelplearnerstoimprovetheirperformanceandre-shoot
thedialogues(Thomas&Schneider,2017)butalsoallowsthemtoreviewtheirinteractionsandreflect
ontheirperformanceasoftenastheywishto(Middleton&Mather,2008,p.217).Thepotential
“addedvalue”ofutilisingmachinimaasatoolforfeedbackisthattheymayhelplearnerstodevelop
anawarenessoftheirperformancebyanalysing,critiquinganddiscussingit(VirtualPREX,2012).

Thefield-testingofmachinimaconductedduringtheCAMELOTprojectcouldonlybecarried
outwithina limited timespanandwithasmallnumberofcourses. It is therefore impossible to
generalizefromteachers’reportsonthisoccasiontowhatextenttheuseofmachinimahelpedlearners
tolearnbetterwithratherthanwithoutthem.Thiswillrequirefutureresearchusinganexperimental
designandquantitativeapproachinordertodeterminethesignificance,ifany,thatmayresultfrom
themachinima-based lessons involvingstudentsofdifferentproficiency levelsandbackgrounds.
Thispaperhasmadeastartinthisdirectionbyidentifyingaresearchagendaandbyadoptingamore
ecologicalapproachthathassoughttoexaminewhathappensduringanonlinemachinimateacher
trainingcoursefromacontinuingprofessionaldevelopmentpointofview.

5. CONCLUSION

Thispaper investigatedqualitative findingsarisingfroma teacher trainingcourseonmachinima
productionfromtheCAMELOTproject, thefirst largescale,multinationalproject toexplore the
role of machinima in language education. Based on a highly innovative approach involving the
groundbreakinguseofvideo-basedlearning,thepaperhighlightedteacherperspectivesonthebenefits
andopportunitiesofmachinimaaswellasthepedagogicalandtechnicalaffordancesthattheyfaced
whenlearningtousethegenre.

The main findings drawn from the qualitative data underlined that the teachers identified
machinimaasapotentiallypowerfultooltoaidtheirlearners’languagelearningdevelopmentand
to stimulate interactionand feedback.Teachers commented favourablyon theuseofmachinima
asavisualformoffeedbackandhowitmaybeusedtoenablelearnerstoreviewandanalysetheir
performanceanddevelopanawarenessofconstructivecriticism.Furthermore,teacherssuggested
thatmachinimamaybeusedtoengagetheirstudentsinanimmersive3Denvironmentandencourage
learnerstobemoreinteractiveandoutspokencomparedwiththeirperformanceintheface-to-face
classroom.Inthisrespect,theirstudents’identitymayplayasignificantrole.Theteachersidentified
howlearnersmayfeelsaferinavirtualclassthaninaphysicalclassastheycanhidebehindtheir
avatar.Theymaybeaddressed,butnotembarrassedwhenmakingmistakesinaforeignlanguage.
Itisevidentthattheteachersenjoyedtheexperienceofassumingdifferentrolesandcharactersand
thisperformativeelementwasencouragedbythetechnologyasitischallengingorimpossibleto
replicateinthetraditionalphysicalsettingofthelanguageclassroom.Theteachersdemonstrated
howtheycouldcollaborateeffectivelyinanimmersiveworldafterarelativelyshortperiodoftime,
developtheirinterpersonalskillsandlearnpedagogicalandtechnicalskillsrequiredtodesignand
makeelementarymachinimaforlanguagelearningpurposes.

Inthecaseofpilotingtheready-mademachinima,despiteitsobviousbenefitsandhigherquality,
itwasoftencriticisedbytheteacherswhowerenotabletorelatetothecharacters,storylineorcontent;
itwouldneedtoundergoaprocessofpersonalizationifitistoyieldmorepotential.

Buildingonthisstudy,furtherresearchisrequiredtoinvestigatetheinfluenceofbothready-
machinimaandmachinimacreatedbyteachersforaspecificpurposeinrelationtostudents’learning
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outcomesandperformanceinthetargetlanguage.Astheteachersindicated,thoughthereappearsto
besignificantpotentialinproducingeducationalmachinimainthefieldofforeignlanguagelearning,
itsuseisstillconsideredtoinvolveasteeplearningcurvefornoviceinstructorsasaresultofthe
technicalskillsrequired.

Withtheadventofrecentdevelopmentsintheareaofvirtualandaugmentedreality,inparticular
theuseofbrowser-basedrecordingandeditingtools,itispossiblethatcreatingmachinimawillbecome
lesschallenging in the future fornon-expert teachers.TheCAMELOTproject’sgroundbreaking
contributiontothisemergingfieldofvideo-basedlearningunderlinesthatitisasubjectworthyof
furtherexplorationfromlanguageteacherswhoutilisebothformalandinformallanguageteaching
contexts,andinthisrespect,thearticlehascontributedtoidentifyingafutureresearchagendafor
theuseofmachinimainlanguageeducation.
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