3D Production Design and Animation Written Work


[bookmark: _5471z0ysjma0]Chosen Passage

‘He sees me.
Charlie dropped to her hands and knees. She was wedged behind a row of arcade games, cramped in the crawl space between the consoles and the wall, tangled electrical cords and useless plugs strewn beneath her. She was cornered; the only way out was past the thing, and she wasn't fast enough to make it. She could see him stalking back and forth, catching flickers of movement through the gaps between the games. There was scarcely enough room to move, but she tried to crawl backward. Her foot caught on a cord. She stopped, contorting herself to carefully dislodge it.
She heard the clash of metal on metal, and the farthest console rocked back against the wall. He hit it again, shattering the display, then attacked the next, crashing; against them almost rhythmically, tearing through the machinery, coming closer.’ Chapter 1, The Silver Eyes, Scott Cawthon (2016)

I have decided to use this passage as I believe it would be an interesting opportunity to explore a more threatening and thrilling atmosphere within design. There is a lot of material within the passage that can be visually interpreted to evoke a sense of dread. I believe I can interpret this passage to meet my vision effectively, along with adding my own ideas and features to create a fully realised piece.


[bookmark: _7135sbr9qb61]Ideas and Concepts

 I plan to set my design within an old fashioned arcade/diner (which relates to the series as a whole). I will set a row of retro arcade cabinets against the wall, all in disrepair and covered with a thick layer of dust in order to show passage of time, and a sense of abandonment. I may add distant eyes, or a reflection of eyes in a cabinet screen as the animatronic chasing her, but no body, in order to evoke a sense of mystery, along with a feeling of stress. I created this idea due to the ‘fear of the unknown’ that humans often have, a primal instinct. Using the unknown in my piece further, I can use low, dingy lighting, and a slight green hue to give the shadows a threatening dimension, upsetting the viewer's instinct and furthering the feeling of dread that I aim to evoke in my piece. 
The space within the piece would have previously been used by younger children, similarly to the franchise this book is based on, chuck e cheese. I intend to show this by adding items to the scene that would have been used in an entertainment facility for children, such as toys, bright colours and posters, childrens art, and small chairs, however i will fade the colours to show ageing, and fill the scene with dirt and grime, as if it had been abandoned and untouched for many years, despite claw marks on the walls and torn posters, as if the animatronic has been trapped in the diner for years, roaming and scratching for escape like a tiger in a cage, furthering the sense of danger and dread i wish to emit within my piece.
In an animation sequence, I believe this idea has a lot of potential. It would be rather easy to create a short horror sequence of the animatronic coming out of the shadows, or leaning in to show an eye between the cabinets, however if you wished to put the focus on the environment itself, flickering lights, an object of some sort rolling out from the darkness to show movement, or the game cabinets falling, like what is mentioned in the written passage. This would be a useful scene to build tension for the audience, it can be used to create a simple but deadly sense of dread and threat due to the use of the ‘fear of the unknown’. Sound could also be inserted, using low drones, the occasional scrap of metal, along with a low buzz of the overhead lights, an atmosphere can be created that can easily create a sense of unease in the viewer.

[bookmark: _ftsgv71u35qj]Moodboard

[image: ]
For this moodboard I hoped to capture the overall feel of what my vision entails for this scene. I have included images of the franchise my inspiration is taken from, along with an abandoned arcade cabinet surrounded by wires and low lighting. I also included a basic colour scheme, taken from the images themselves. I intend to use these colours to keep the environment cohesive while ensuring every item included fits within the scene and doesn't stand out when I don't intend it to, as this could dramatically alter the atmosphere and create an undesirable outcome.

[bookmark: _qj9xjf10tcvj]

[bookmark: _lymrmuy7puq8]Camera Placements

I have considered a few angles for my design to be shown from, I am deciding between two camera angles in order to capture the mise en scene, while simultaneously allowing me to have as much creative freedom as possible, where i can evoke the emotions i have envisioned. These options contain a first person view from behind the arcade cabinets, to make the viewer uncomfortable, as if they are the one hiding from the hunter. The other option is for the camera to be facing the cabinets, so that more of the scene can be visible.


	
	Strengths
	Weaknesses
	Development

	POV angle
	Can emit stronger emotion

Creates tension

Creative and challenging
	Lower visibility
	Use the space on the side of the scene to its maximum potential

Use lighting to enhance space

	Front Facing angle
	Captures more

Clear view of scene
	Less emotion 

Weaker sense of mystery
	Use lighting to enhance mood



Using this list of strengths and weaknesses of each angle, I have decided to use a first person camera angle, as using a point-of-view shot will allow me to really enhance the atmosphere of the scene I wish to create. i then realised that in order to improve the shot, i can use the space on the side of the shot to its maximum potential, adding posters and games, toys scattered along the floor etc. to create the idea that the diner has been abandoned for a long time; along with this i can manipulate the lighting of the scene in order to make the scene appear larger and give it a higher placed visibility.

I ended up using the front facing camera angle, as I found very few ways of adding the cabinets without completely obscuring the rest of the scene.

[bookmark: _owvuird3wbed]
[bookmark: _omvx053w18lc]
[bookmark: _ipi7fyha0dwd]
[bookmark: _gi7cvmjdl4km]
[bookmark: _fzq4cx3ts09]
[bookmark: _pdfwv0gpzcmj]
[bookmark: _ocvp5lpka1a7]
[bookmark: _91lahb327af6]
[bookmark: _ut9ikhr94qwn]
[bookmark: _luyets165ujj]


[bookmark: _q99h3sss23lk]Initial Research

I intend to include a reimagined version of the posters used in the games of this franchise, along with creating children's drawings that would have been featured on the walls while the diner was open. This would help me to create a more frightening atmosphere, and would aid in selling the narrative that this scene is based in a restaurant that once was filled with light, joy, and children.
[image: ][image: ][image: ]
I have decided to create a 3d model of an arcade cabinet, preferably from the 1980s. This can help me get a better understanding of their dimensions in order to gain spacial awareness, and get an estimation of what would fit into the mise en scene. I may also need to model the wires coming from the back of the machines that are mentioned in the passage, especially if I wish to use a pov camera angle.[image: ][image: ]
[image: ]

Another item I intend to model would be piles of debris, to sell the narrative of an old abandoned building, falling into disrepair from years of neglect. I believe modelling these piles will create depth within my scene, making them stand out as a 3d model means that attention can be drawn to them easily, making it obvious that the scene takes place in a decrepit diner.
[bookmark: _qruxvht9qzwo]
[bookmark: _dj1dnbg0ev45]
[bookmark: _c8zhdu7gdmc0]Concept Sketch
[image: ]

[bookmark: _q0lusa9wfkan]Posters
[image: ][image: ][image: ][image: ]

[bookmark: _kziah8264148]Intended Character
[bookmark: _nuw7tz9qdp2m]
The intended character for this scene would be Charlie, the girl mentioned in the passage. I will add a mass of wires around the bottom of the frame, to create the hazard shown of her catching her foot on them, alerting the animatronic to her location. The cabinets will be modelled so that the animatronic could also interact with them, by pushing them over or smashing the monitors, creating another hazard for charlie to encounter within the environment. As I will be using a pov angle, this can also cause unease in the viewer, causing them to put themselves in charlie's shoes. I will create small gaps between the cabinets, so that charlie coils look between them to locate the animatronic hunting her, but place them close to the back wall so that she would have to slowly crawl behind them, with no easy means of escape from her hiding place, again adding to the threatening and dangerous atmosphere in the scene.

[bookmark: _jcp8kf76gbsq][image: ]
[bookmark: _a923q4mwdncl]
[bookmark: _b9pkim4vpa1q]Process

I began with a T-shaped canvas, and added textures found in clip studio, to create the base for the floor and wall.





[image: ]

I then added a door, and used a green overlay with a low opacity to create dirt and shadows to give the effect of mould and abandonment





[image: ]


I added the posters to my background layer in order to help me position the planes in blender later on, along with changing the texture of the door to simulate rust, and various stains that can be interpreted as ageing, or blood.










i then imported my scene into blender, and used the edge loop tool, and the grab tool to fold in my image in order to create my scene [image: ]
[image: ]








I then added my posters on a plane, to give a slight visual separation between them and the wall, along with using edge loops to frame the door, and the extrude tool to add dimension.

[image: ]




Finally, I added my game cabinet models, which I found on an asset site called turbo squid. I would have liked to have modelled these myself in maya, but unfortunately my program kept crashing and I was running out of time. I then recoloured the textures as appropriate and finally added my wire on a plane
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