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                Fig.1, STALENHAG, Simon, The Electric State, (2017) [Digital]
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Fig.2, ITO, Junji, The Enigma of Amigara Fault, (2002)[ink on paper]
Introduction
Horror movies and supernatural media tend to be the usual choice when a consumer wants a ‘good scare’, but the effect or grip it has on the majority is not as potent as when the art plays on something that already exists; take cosmic horror for example, although some of their stories may be gruesome, horror mangaka Junji Ito and author H.P Lovecraft utilise an anxiety that people already suffer from: existential dread. 

Liminal
A liminal space is often described as a transitional space between two places where those do not usually linger, thus creating an unsettling atmosphere or “Kenopsia.” (The Top Ten: Obscure Sorrows, John Rentoul, Independent, 2015), which the website The Dictionary of Obscure Sorrows explains is “The Forlorn atmosphere of a place that is usually bustling with people but is now abandoned.” Although the physical depictions are frequently portrayed as eerie, unoccupied, and empty physical spaces within internet aesthetics on social media, they are also conveyed as nostalgic locations particularly visited during the average viewers childhood. The topic was studied in theory by Arnold van Gennep, in relation to transitional periods in life, “A betrothal forms a liminal period between adolescence and marriage, but the passage from adolescence to betrothal itself involves a special series of rites of separation,” (Les rites de passage/The Rites of Passage, page 38, Arnold van Gennep, 1909), on the topic of ceremonial traditions, the anthropologist explains how there are in-between stages or thresholds in life that fall between important events, causing the same feeling of being lost or in an unknown place, as work created with liminal spaces in mind.
Commonly evident in these 3D rendered images, altered photographs, illustrations or even video games, is the strong use of primary colours. Although symbolically these primaries (red, yellow, blue) have individual qualities that evoke unique reaction and questioning from the viewer, together they have 
The combination of the comfort of nostalgia and the vast, deserted halls or “backrooms” emanates a sense of dream, the bleakness and gloom of the scenes illustrated after the 2019 4chan Urban Legend (The Backrooms, Wikipedia, last edited 2023) add a harrowing edge to the sense of being where one does not belong, the safety and joy of a bright and colourful childhood lulls one into a false sense of security. 
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Fig. 3, FLORENCE, Ferdinanda, Lemon, Large no. 7 (2014) [Acrylic on Canvas]
Bleakness encompasses this acrylic piece, Lemon, Large no.7, by Ferdinanda Florence, there is clear implementation of dimension shown through the contrasting shadows and darker, more cool toned shade used for the exterior sides of the building. After having said that, whether it be due to the dull, monochromatic nature of the painting or its lack of life, the subject of the artwork is mundane and proportionate however there is an underlying surreal atmosphere to it.
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Fig. 4, STALENHAG, Simon, The Labyrinth (page 28) (2020) [Digital Art]

[bookmark: _Int_hxcdKIzc]Page 28 of Simon Stalenhag’s The Labyrinth depicts three sets of stacked chairs with one singular chair facing away from the others. The scene, which resembles a waiting room, laid out in front of the yellow and red backdrop personifies the chairs, the stance of the lone chair denotes a coldness towards the other chairs, as if they were sentient and engaged in a disagreement. The composition of the illustration is simple yet puts the viewpoint low and at a distance, making the room seem taller and wider – more intimidating, as if being seen through a child's eyes, furthering the sense of familiarity.

[image: ]Fig.5, MAGRITTE, Rene, Act of Violence / L’Attentat, (1932) [oil paint]
Act of Violence portrays a pale blue cuboid sky with perfect, white clouds, situated next to a dark archway revealing a building front lined with windows, a portrait of a woman’s chest inside a wooden frame and what appears to be a silver ball. It can be seen that the Belgian painter painted with primary undertones; the yellow plank flooring and stone of the building front, the deep blue-black tone of the archway and light blue of the sky, the red hue of the wood that frames the woman's body with a hint of red in her chest. These three colours being the primary undertones in the artwork simplifies it.
Dystopia
[bookmark: _Int_uRLYR2iA]A dystopia is often described as a world or society wherein exists suffering, or political/hierarchal imbalance due to otherworldly ideals, which is why these settings are typically fictional – one's nightmare. This idea is typically presented in the form of science fiction – bustling cities with vibrant lights and an unjust government, or the aftermath of the end – deserted and delipidated societies against a sombre post-apocalyptic backdrop. The reason for the imagined societal downfall is often a catastrophised version of issues already present, as supported by an article exploring the increase of interest in dystopian media during the Covid – 19 outbreak wherein, “violence, oppression, technology, religion, disease or nature.” (Culture in Quarantine: Why do we find comfort in terrifying stories?, Nyshka Chandram, BBC, 2020) which in many forms are being experienced and worsening as time progresses, making the narrative possible and exacerbating anxiety within the mind of the watcher, compared to media where that depicts violence or body horror, the effect it has is a lot more real and gripping, as this allows the viewer to be personally victimised. Post apocalyptic or dystopian narrative work can also be a tool in bringing light to current societal or environmental challenges, it “increases people’s willingness to justify radical and violent activism in the face of perceived justice,” the study reported by the BBC implies that the genre is effective in creating a sense of fear, particularly in younger demographic, as horror created utilising realistic challenges inspires them to take action before the world progresses to the illustrated state.

Although the word, and its value, are an antonym and complete contradiction to a perfect world, a utopia, there is beauty in dystopia. Depending on the circumstances, if the government fell instead of rising, nature would begin to thrive. This sentiment is often seen in post-apocalyptic media in the form of eco brutalist architecture, lush greenery climbing up buildings and breaking through con
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Fig. 6, CHAN, Jasmine, Switched Roles, [Pen and Watercolour]

It can be denoted that Jasmine Chan’s contemporary, surrealist work Switched Roles depicts a sushi restaurant wherein large, gluttonous sea creatures such as fish and crustacean feast on California rolls and Onigiri containing people, humans, and their body parts. The role reversal signifies consumerism, the symbols of nude, lifeless corpses being presented on a platter for animals to eat composes a sense of empathy towards the meat and livestock consumed every day, as the viewer is forced to imagine and witness the world if humans were prey for the plates of animals. More specifically, the symbols denote a comment on vegetarianism as the work acts as a form of propaganda, forcing empathy upon the viewer to stir up guilt for consuming living beings.
Despite naturally being an eerie piece due to its signifiers and how they interact with each other within the image, the way in which it was illustrated with muted blues and contrasting orange tones gives the painting a more pleasant undertone – the artist makes the switched perspective seem usual and mundane. In the background human figures can be seen dining on fish, however they have been illustrated in a dull, less vibrant manner, creating a distinct contrast in liveliness and animation between the ordinary role and strange one which she has created. 
This thought of switching the world as we know it to personify something that lacks sentience, consciousness, or even life is threatening to human nature as the personification gives power to the non-person, human instinct sees that entity or object as a danger, an enemy that should be escaped from. More specifically, the subject is made to feel like prey, especially within Chan’s artwork – the humans that are composed in a “normal” scenario in the background appear so much smaller, implying that they are inferior to the sea creatures feasting on their homo sapien sushi. The humans witnessing the work are demanded to imagine themselves as the products they consume. This fear of being hunted, preyed on and eaten or cannibalised has been used in horror media for decades to instil dread into observers,   



Personification
Personification is a type of metaphor where something non-human; animals, buildings, or inanimate objects, is given human characteristics.

[bookmark: _Int_dfpGfleJ][image: ]
Fig. 7, REDON, Odilon, To Edgar Poe (The Eye, Like a Strange Balloon, Mounts toward Infinity) [À Edgar Poe (L'oeil, comme un ballon bizarre se dirige vers l'infini)], (1882) [Lithograph]

[bookmark: _Int_gnDIWjGr]Odilon Redon’s lithograph conveys a large eye floating away from land in the form of a hot air balloon, the eye looks upwards towards the sky, as if watching itself travel up  into the gloomy sky created by the light residual ink around the subject.
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Fig. 8, FLANAGAN, Mike, The Haunting of Hill House still, (2018)

The titular haunted house that Mike Flanagan’s 2018 contemporary adaptation of Shirley Jackson’s 1959 Gothic Horror novel The Haunting of Hill House shines through the thick, haunting fog in a beckoning manner to the character pictured in the screencap above, whose body language – stiff and staring up at the house as if consumed by its warm embrace. 
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Fig. 9, Henry Sellick, Neil Gaiman, Focus Features, Coraline still (2009) [Stop Motion Animation]

Sellick’s visual retelling of Neil Gaiman’s 2002 horror children's novel utilises the personification of flora, fauna, and mundane possessions such as; buttons, needles, keys, and houses to create a darkness that is certainly unnerving but not so much that it could not be enjoyed by younger audiences. 
[bookmark: _Int_6I6z4I7g]In saying that, there is no lack of menace or unease formed by the personified, sentient spider creature that is The Beldam, the antagonist or villain of the novel, whose personified sewing needle hand is pictured – there is already a sense of danger present in the hand of the subject, as her bones and flesh have been replaced by objects which are sharp and although small, still harmful to humans, to the watcher.

Conclusion
In conclusion, the research accumulated mounts to the notion that to be considered a display of effective horror art, an illustration need not be teeming with gruesome gore or harrowing homicidal creatures. A simple absence of life in an often-bustling familiar location that is not ordinarily deemed as a threat can be successful in growing an air of anxiety.
Proposal
[bookmark: _Int_sLGYnI1j]In an effort to create a world that combines both liminal and dystopian spaces through illustrations and other media, my independent project will be comprised of, firstly, a graphic novel – finished watercolour front and back cover and four double-page completed spreads, all detailed with ink. The illustrated narrative will follow a lone character traversing a barren land after society has fallen, the apocalyptic mood will be achieved by utilising colour theory; the grass yellowed and dry, conveying infertility, starvation, skin of the character and decaying people painted in a lifeless, melancholic blue hue, crimson – danger, warning, blood. The way that these colours evoke emotion within people will be considered but also their relation to liminal spaces and how, when used vividly, can stir up childhood nostalgia. Acknowledging this theory, primary colours in contrast to a dark, dreary dystopian environment, would also provide a contrast in mood, thus 
[bookmark: _Int_pTMwSPqM]Using the aforementioned theories and research, an accompanying diorama, A3 illustrated concept piece and character model will be made using clay, recycled materials, paint and ink, with accents coloured in predominantly primary tones. 
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