
Or, how to take a boring subject 
and make it relevant!



Much crossover between both, film to games, games to film. 

Both continue to influence each other in ways of style and 
narrative structure



Run Lola Run (1998) 
Dir. Twyker, Tom



Fantastic Mr. Fox 
(2009, Dir. Anderson, 
Wes)
See videoessay by 
Matthias Stork 
Transmedia Synergies: 

Remediating Films and 
Video Games 
for interesting insights on 
film/games crossover



Doom (2005, Dir. 
Bartoiwiak, Andrzej)  

Lara Croft: Tomb Raider 
(2001, Dir. West, Simon) 

The Godfather (1972, Dir. 
Ford Coppola, Francis)

ET (1982, Dir.Stephen
Spielberg)



These similarities should be harnessed to further the reach 
of both industries and their cross-over potential. 

Convergence of technologies relating to the animated and 
gaming sectors may well lead to convergence of fiscal 
support structures to the advantage of each sector.

improved significantly, allowing games to offer cinematic 

Robert Alan Brookey, Hollywood Gamers: Digital Convergence in the Film and Video Game Industries (Indiana 
University Press, 2010)



Film and animation state supports in Ireland. 

There are various forms of state support including:

Irish Film Board,

RTE commission,

tax relief in the form of section 481 relief which is 
significantly subject to a cultural test 



The games industry is treated like any other industry.  
Funding is available through

Venture Capital
Enterprise Ireland incentives including 
New Frontiers,  feasibility funding, Competitive Start programme
Internet Growth Accelerator Programme and High Potential Start 
Up
NDRC Launchpad accelerator programme

Note that most of these are led by Enterprise Ireland 
highlighting the economic importance of the industry, in 
contrast to the cultural test driven nature of section 481 
relief available to the film industry



Canada has a long history of incentives for film stretching 
back to 1969. 

Canada has a film tax credit program, one designed to 
encourage employment (the PSTC) 

and one designed to develop the indigenous Canadian 
audiovisual sector (CPTC). 



Canada has a thriving video games industry, due in part 
because of strong government support and a high quality 
talent base.

It has produced such games as Assassins Creed and FIFA 
Soccer. 

The industry is aided by tax credits in various provinces. 



(Nordicity



The Canada Media Fund (CMF) champions the creation 
and promotion of successful, innovative, Canadian content 
and software applications for current and emerging digital 
platforms through financial support and industry research. 

There are two streams under which one can apply for 
funding, convergent and experimental. 



The convergent stream supports the creation of 
convergence between television and digital media, 
including games, interactive web content, webisodes, 
podcasts etc. 

This stream supports multi-platform Canadian projects: 
content on at least two distribution platforms, one of which is 
television. It is made up of various programs and incentives 
that target key activities and audiences.

The digital media component must be rich, interactive 
content such as games, interactive web content, on-demand 
content, podcasts, webisodes, and mobisodes.



The Experimental Stream will fund a variety of innovative, 
interactive content/applications, including : 

Web 2.0 or higher applications 
Mobile applications 
Software applications with a connection to the Canadian cultural sector
Videogames, whether for PC, console handheld console, mobile, or 
other platforms 
Projects that contain both linear, audiovisual content and significant 
interactivity

Extracts from Guidelines to the Experimental Stream on CMF website, www.cmf.ca
accessed 29th April 2014

http://www.cmf.ca/




Animation has a long cultural history (Eisenstein, Walt Disney, Studio 
Ghibli, Pixar.)

The film industry, looks at the cultural test section 481 film tax relief as 
a way of differentiating from the dominance of Hollywood. 

Highlighting Irishness is a way of shining on the world stage 
The Secret of Kells (2009)). 

Conversely, the games industry believes it must be universal to take 
part in what is a world-wide industry. 

In Ireland the digital games industry is very much seen as an industry, 
a view supported by incentives from Enterprise Ireland. 



Both the animation and the games sector increasingly share 
underlying technologies at a technical level, both hardware 
and software. 

Therefore there are questions around the coherence of 
competing support mechanisms which, almost arbitrarily, 
categorises one activity as industrial and the other cultural.



Creative Capital report for the Minister for Arts, Heritage and the 
Gaeltacht by PriceWaterhouse Coopers 
audiovisual creative economy. 

One recommendation is to extend Research and Development Tax 
Credit to include content development, supporting convergence 
between the audiovisual content industry and the gaming industry

In particular this initiative will drive the natural convergence of the 
audiovisual Creative 
Capital report my emphasis) 

However, this convergence is not natural and will be stifled by lack of 
coherent state supports. As can be seen from the tax credits model in 
Quebec, if the formulation of supports is too specific it can become 
irrelevant very quickly. 


