Reflective Essay
The story that was written was called, “City Hidden in the Desert”, this story is about the rebellion of the city of Andreas, a fictional city that is based in the world I created called, OASIS. In this world, there lay cities called sand cities, these are cities that are surrounded by a wall of sand, protecting everything inside from the outside elements.
That world in itself was always supposed to be post-apocalyptic and was fully based on a lot of visual media, heavily inspired by two different properties, that of the worlds of Mad Max[footnoteRef:1] and Fallout[footnoteRef:2]. But in this story, I wanted to use this world as it allowed for the proper use of the type of city that I wanted to write about, this city being inspired by some of the stories told by family/family friends, that of Chile in the 1970s. My family suffered under the occupation of Pinochet and have many stories to tell about. [1:  Miller, George (dir.). Mad Max Trilogy. [Film] (Warner Bros. 1979, 1982, 1985)]  [2:  Howard, Todd (dir.). Fallout 3. [Video Game] (Bethesda Softworks, 2008)] 

In this, I used a book that a family friend had written called “Revolutionary Dreams”[footnoteRef:3], with the plot of this story being inspired by this man. He had told me many stories about it, but one I remember stood out to me, he told me of his first arrest, “We were giving out food to the homeless, many people were, you see there was a lack of food. When these military men came up to us, none of us knew at the time that this was illegal, but to the military police, this didn’t really matter, we were sent to jail.”[footnoteRef:4] [3:  Cifuentes, Jose. Revolutionary Dreams from Chile to Wales. (Self-Published, 2016)]  [4:  Jose Cifuentes, Conversation to John Phillips, February 2021.] 

There were many different stories that I used in this, many from my mother, though there were some I wanted to use from my grandfather but could only scratch the surface. I was told stories of a night out in Chile, you were expected to stay at the bar the night, “They would go out, get hammered and stay there the night, this was always a bit sketchy, because when you’re drunk, you don’t always know what you are doing, and just end up leaving.”[footnoteRef:5] I also used a story that my mother told, that of her seeing a man being shot, “I remember hearing these people yelling, I looked out the window and this man was running, the next thing I know I could hear a loud bang, and he was on the floor, he wasn’t moving.”[footnoteRef:6] [5: Rosa Hughes, Conversation to John Phillips, 3rd November 2023.]  [6:  Rosa Hughes, Conversation to John Phillips, December 2009.] 

For using all these stories, I wanted this story to have that believability while also not having it at the same time, all the stories that come from Chile don’t sound believable, even though many of them are true. Another inspiration was the movie Missing[footnoteRef:7], a movie about a man going missing during Coup of 73. The large inspiration is the image of bodies littering the streets, when watching, my mother said “Yeah, this is all real, I remember you would never go down the alleys, its where they would throw most of them, but even then, you saw a few of them in the streets.”[footnoteRef:8] [7:  Gavras, Costa. Missing. [Film] (Universal Pictures. 1982)]  [8: Rosa Hughes, Conversation to John Phillips, July 2020.] 

As for writing, I wanted this city to feel like a sort of monster, something living that seems to engulf anything living inside, describing buildings as something more human and animalistic, describing furniture as organs, and the glass of skyscrapers as skin. I wanted the description to be something that the people of the town see it as, as well as trying to put in how the city and area around Santiago was described to me by family, as well as visual resources. To have a level of Verisimilitude present while also trying to keep this otherworldly. Again, the intention was to also have the story feel unbelievable at the same time, to reflect how ridiculous the stories of Chile feel at times. Despite being all true.
Other notes about the world, the other inspirations for the city were two, one was how desolate the world feels in “Do Androids Dream of Electric Sheep”[footnoteRef:9], and the hopelessness of their situation, as well as the descriptors of the world itself, feeling toxic at times, the world of OASIS wanted to capture that feel, as well as to capture the rustic feel of the world of Gunsmoke from Trigun. The other was of a town in a video game, Final Fantasy 7[footnoteRef:10], more specifically the town of Midgar, the town is more futuristic, yet the depiction is very grungy and dirty, the sight of nature feels rare and when seen feels special. [9:  Dick, Philip K. Do Androids Dream of Electric Sheep?. (Gollancz, 2010)]  [10:  Kitase, Yoshinori (dir.). Final Fantasy VII. [Video Game] (Square Enix, 1997)] 

To get more into the town, the more surreal elements I wanted was to exploit both our ignorance of the world and the characters, using the description of currency being bullets as well as the indicator of Sand Rats. I also wanted to introduce a kind of Unreliable Narrator to this as well, making it so the narrator feels unsure about the colour of dirt, as in this world dirt is rare, and when found is protected from others. 
This story went through many different rewrites, in which either I was not happy with the descriptions, or I wasn’t happy with the flow. This is of course only the introduction to a larger story that I hope to expand upon, there are the stories that family has told of the prisons, more specifically the punishments, “My friend, I remember seeing him from a window, they tied him to a helicopter, and rode him around the camp, they thought we were spies.”[footnoteRef:11] [11:  Jose Ponce, Conversation to John Phillips, 2005] 
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