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Introduction

This proposal is to discuss the research idea of how environmental storytelling effects and
how it impacts video games and media. Environmental storytelling is a narrative technique
that is used in video games and media. This technique is important in video games and media
as it helps to create memorable and interactive stories within video games and media.

The main field this project is going to be focusing on is digital storytelling and environment
design to see how these two can be paired when using them in a digital setting. The research
going into this project will help with the practical aspect of this project as it will allow us to
have more ideas and an understanding of the technique.

The practical element of this project will be a 3D environment that will hopefully be using the
technigue that is being researched to the best possible capability. Hopefully by the end of the
project timeline | will be able to present an environment that is able to portray a story
without having to use dialogue or cutscenes and will be able to portray emotions by using
things such as the lighting in the environment and some animated movements within the
scene.

Aim and Objective

The aim of this project is to help understand certain elements of environmental storytelling in
video games and media and how this technigue can help to create a more interactive and
memorable environment for the audience. To understand this, we can use case studies as
well as research into different forms of media and the different video games that has used
this technique to get a better understanding of how this technique is used and how
important it is to be included in media and video games. This technique is quite popular as it
allows designers to portray emotions with their environments without using cutscenes or
having to use dialogues to create a story within in their media/game.

Project Design
When it comes to the research element of the project there will be different resources that
will be used in order to get different research idea on how to go about doing the project.
Some of the resources could include books like;

¢ Video game art — Chris Solarski

e Digital storytelling — Shilo T.Mcclean
These are to help understand the different techniques in order to make a suitable
environment for this project as it will allow us to look into how other people have gone
around in making environments and what techniques they have used in order to do so.
Another source of research is to do case studies about different films and games that
environmental storytelling as a technique in their product such as;

e [T (2017) - Directed by Andy Muschietti (film)

e Halloween (2018) — Directed by David Gordan Green

e Resident Evil 7: Biohazard (2017) — Developed/Published by Capcom




e Little Nightmares (2018) — Developed by Tarsier Studios, Published by Bandai Namco
Entertainment
e Red Dead Redemption 2 (2018) — Developed/Published by Rockstar Studios
These resources are to help understand environmental storytelling in different media
platforms, there also an idea to do surveys to see how people thought about the
environments/scenes in these products and whether environmental storytelling was an
effective tool in those media products.

Resources and Planning

When creating this project will be a list of software that is required to use to make sure that

this project will have the best possible outcome with the practical element, the software that
will be used could include;

e Maya

e Blender

e Photoshop

e Substance painter

s Unreal
This software is to help create the different aspects of the environment such as, the models,
animations, textures, lighting and so on. This will help to create the environment that will be

using the techniques researched into to make an environment using environmental
storytelling.
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This Gantt chart is a practice one to see what sort of research and planning needs to be done
and how long it could take before starting the design process of this project. It will also help
with planning and prioritising the different aspects of the project and how it will be time
managed in order to make sure that everything will be completed by the project deadline
and how it should be completed to a satisfactory standard.




Conclusion

This project is to overall understand how environmental storytelling can impact on media and video
games and how we can use this technigue in order to create an effective environment by using digital
techniques rather than focusing on creating a story by using dialogues and cutscenes and to focus
more on using digital tools such as lighting and the animation sequences you would find in an
environment. For the end of the project hoping to find out how important environmental storytelling
could be in media and video games and what would happen if this technique is not used when making
environments and how it helps to keep the audiences engagement when watching films or interacting
with video games. This project will also be useful in developing other key skills when developing
different environments such as lighting technigues, audio technique (example; rain, wind, thunder and
soon) as well developing previously known skills such as 3D modelling, texturing and animation skills
in order to create an environment that would be using the technique that we will mostly be using

throughout this project.
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