So here's some words about Internet Story and games and "gamification" of real life. These are purely half-formed thoughts and discussion points, and just because I made the film, please don't take my word for it.

So let's begin with a show of hands. Who believes that the story is fake? (pause for hand raising) And who believes that it is real? (pause for hand raising).

OK, well, none of us want to be fooled, and that's fair enough. But it is all there. If you enter the terms "Al1 grand quest" into Google you will genuinely find Al1's page, and if you enter the same terms into YouTube you'll see all of Fortress's videos. Likewise, visit Google Maps and the House On The Beached Wale's Tale is there, and the Yellow House Bar is there. It's all there. Or at least, it's mostly all there.

Thus, Internet Story makes its own small attempt at "gamifying" real life. These "questionably real" elements put viewers onto a treasure-hunt of their own - not so much a hunt like Fortress embarks on, but something closer to the Narrator's search: a quest for the truth, a quest to know what happened really.

Games are fun, Play is fun, and Puzzles are fun. Even Rules, such as the strict rules that Internet Story is made to - all these can be fun. And it's partly for these game-based reasons that Internet Story remains entertaining, despite having, in many ways, an absence of drama.

But just because Games make us feel good, doesn't mean that they are necessarily a force for good. On this point, it's worth noting that one work-in-progress title for the film was "Disconnection: An Internet Story" and I believe the word Disconnection is important when talking about games. 

Within the film, both Fortress and Al1 partly turn their real lives into games, and this seems to disconnect them from real life rather than bringing them closer to it. Both men have connected through the rules of a game only, and when that comes to making human connections, or even predicting human behaviour, they both hit a tragic blank. 

Likewise, the Narrator's puzzle-solving quest-for-truth similarly comes up against a brickwall, where the behaviour of the people he's been following ends up inexplicable and empty. When we turn real life into a game, perhaps we risk turning other people into simply "Non-Playable Characters".

But that's where I'll leave it. My thanks to Rich Pickings for featuring the film, and my thanks to you for watching it - hope you enjoyed it! Sorry that I couldn't be here in person, but then again, perhaps I'm a virtual construct anyway!

- Adam Butcher
