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This draft bibliography attempts a quick addition to Henry Lowood’s 2007 bibliography on machinima, which 
has not been updated since 2007 and which can be found online at Stanford University at the URL < 
library.stanford.edu/depts/hasrg/film/machinima_bibliography.html>.  My new bibliography focuses mostly 
on post-2007 material.  Here I also largely avoid the educationalist material on using machinima and virtual 
worlds in the classroom. 
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