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This proposal will explore the words: Fairytale, Horror and Concept art. This will 
guide me into a further understanding of the psychological aspects of horror, 
and how topics such as The Uncanny can be disturbing.  These topics will 
help me be able to create concept art for my version of Alice from Alice in 
Wonderland, with inspiration from other games such as Fran Bow.  Researching into 
my chosen key words will hopefully help me to compile a question for my 
independent project. 

Fairy tale

Everyone knows the typical fairy tale story.  A princess is in trouble and the 
handsome prince saves her from the evil threat, they fall in love, get married and live 
happily, ever after.  However, what if the stories that we are so familiar with stayed as 
how the Brothers Grimm intended?  What if their stories were modern day normality? 

The Brothers Grimm’s tales were seen as “brusque, blunt, absurd, comical, and 
tragic”, and because of this they were never actually intended to be read to children 
(HUMANITIES, 2015).  An example of this is Aschenputtel or Cinderella in English 
translation, where the oldest stepsisters cut of bits of her toes to fit into the glass 
slipper, and the youngest cut of some of her heal.  At the end of the tale, the two evil 
stepsisters had their eyes pecked out by pigeons for “maliciously treating Cinderella” 
(Weebly, 2014) and therefore, being punished with blindness for the rest of their days 
(refer to Fig.1). Another example is Little Red Riding Hood.  In this version of the 
story the wolf swallowed both Little Red Riding Hood and the grandmother, a 
huntsmen came and cut the wolf open to save them both (see fig. 2).  
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Figure 1: The Brothers Grimm, Aschenputtel, 1812


[image: Little Red Riding Hood]Figure 2: The Brothers Grimm, Little Red Riding Hood, 1812


Why do fairy tales stay in our minds?  In his book, Why fairy Tales Stick, Jack Zipes 
states that fairy tales stick in people’s minds because they speak in an “efficient 
metaphorical term” (2006, p.xii), so that listeners and readers can have solutions to 
their issues, as these book weren’t meant to children at the time of the seventeenth 
century.  They spoke about relevant issues, and this could help the audience “survive 
and adapt to their environments’ (Zipes, 2006, xii).  An example he talks about is 
Cinderella.  As previously discussed, Cinderella was treated unfairly an as a result, 
took revenge on the stepsisters.  Zipes states that the story of Cinderella connects to 
child abuse, as there are many families with stepparents and stepchildren and a high 
rate of child abuse during this time. He discusses Martin Daly and Margo Wilsons 
views in their book The Truth about Cinderella: A Dawrwinian View of Parental Love,
where they state that within stepfamilies the abuse is more than likely cause by the 
stepfather and not the stepmother, so they raised the question, why did it change in 
the narratives?  In their book, they suggest that many women during the period died 
during childbirth, and there were “more families with women as stepmothers.” (Zipes, 
2006, p.114).  It is suggested that the Brothers Grimm did not want to “cast 
disrespect on their own mother or mothers in general” (Zipes, 2006, p.114) so they 
changed many biological mother to stepmothers.  However, even though Cinderella’s 
father does not physically do anything to his daughter, he does play a part in her 
torment through “benign neglect and abandonment.” (Zipes, 2006, p.115).  He 
enables the stepfamily to take advantage and degrade Cinderella by simply doing 
nothing to protect her.  His absence in her life plays a part in her abuse.  Cinderella 
may be interpreted as a primary theme dealing with “child abuse and abandonment” 
(Zipes, 2006, p.115).  The question raised even from the very beginning of the 
narrative, if a mother dies and the father chooses to remarry, “what will happen to the 
child”? (Zipes, 2006, p.115) 

Elaborating on this, in his book, The Witch Must Die, Sheldon Cashdan 
examines Cinderella and Little Red Riding Hood by explaining the “common 
misconceptions” (1999, p.8) within fairy tales.  His explanation reinforces the 
points previously made by elaborating the concept that fairy tales provide lessons.  
He suggests that many believed that Little Red Riding Hood encourages children to 
pay attention to their mothers advice and to not talk to strangers, but that it is also to 
“do with food and cannibalism” (Cashdan, 1999, p.9).  He goes onto discuss Charles 
Perrault, a seventeenth century French author, stating that lessons within fairy tales 
can be traced to his stories as they are “equipped with quaint morals” (Cashdan, 
1999), sharing a quote from his version of Little Red Riding Hood which reads: 

Little girls, this seems to say
Never stop upon your way.
Never trust a stranger-friend 
No one knows where it will end. 
(Charles Perrault, 1664)

Cashdan goes onto explain his reasoning on why fairy tales seem to be “so 
captivating” (1999, p.10), stating that an audience becomes involved with a fairy 
tale, such as Cinderella, because they are sources of adventure.  He furthers his 
point by explaining that the reason they persist and companies including Disney 
have their classics sell out every year, is because it is the long-lasting value within 
the stories that “help children deal with the internal conflicts they face in the course 
of growing up” (1999, p.10). 


Horror

Horror has been used widely within different media throughout history, such as films 
and video games.  Anna Taborska states that the genre uses characteristics 
including “death, the supernatural, and existential dread” (2024).  Playing into fears 
is what gives horror its fear factor, whether it is creating a dark environment to lose 
your visibility such as The Nun (see fig. 3) which uses “dim lighting and a muted 
colour palette” (Taborska, 2024) through The Conjuring universe, using suspense to
 keep you wondering, or the fear of the unknown like The Blaire Witch Project who 
never actually show the witch, but you know she is there, so sometimes all you need 
is sound to wonder what is lurking in the darkness to get your heart racing.  Movies 
will also use a more direct approach with gore and shock, an example is Saw that 
uses traps that mostly end in limbs being separated from the body (Raindance, 
2024) such as the reverse bear trap (see fig. 4).  However, even though the horror 
genre taps into deep fears and makes you want to look away, at the same time you 
can’t seem to.
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Figure 3: The Nun, 2018
[image: Amanda in the reverse bear trap in Saw]

Figure 4: Saw, 2004


In a quote from Sigmund Freud, he believes that it is rare that a psychoanalyst would 
feel “impelled to investigate the subject of aesthetics…” (Freud,n.d), 
however, he sometimes finds himself interested in “some particular province of that 
subject” (Sigmund Freud,n.d) which seems to be neglected and the “subject of the 
“uncanny” is a province of this kind” (Freud, n.d).  Steven Jay Schneider, 
author of Freud’s Worst Nightmare, explains by using The Double Life of Veronique 
by Kryzysztof Kieslowski’s 1991 film as it is seen as a narrative whose “eerie tone 
merits the label “uncanny” (Schneider, 2004, p.87).  The film consists of two 
women in Poland, Veronika, and France, Veronique, who are doubles and they can 
feel this about themselves.  Veronika dies and Veronique falls in love with a puppet 
artist, Alexandre who later creates puppets of the two women.  This part of the movie
 is where the uncanny aspect really comes into play, as Veronique becomes upset as 
Alexandre makes two puppets as they are “easily damaged” (Schneider, 2004, p.88).  
Steven Schneider explains that within art works and life, the uncanny is a wide 
notion that “applies to phenomena” (2004, p.88).  In Schneiders analysis, he states 
that Freud believes that the uncanny included things from “ordinary life that is 
familiar” (2004, p.90), however seem foreign and scary.  The uncanny appears in 
many different media such as narratives, movies, and paintings and it is still rather a 
popular genre with movies such as The Shining (see fig. 5) from 1980 (Fulcrum, 
2004).  The Uncanny, as per Freud’s description, can be applied to Alice in 
Wonderland, where the environment of Wonderland itself is familiar, as it becomes 
increasingly unsettling as Alice’s journey progresses, turning a whimsical world into a 
psychological nightmare.  

Expanding this research, Deleuze and the Gynesis of Horror (2020), produced by 
Sunny Hawkin, dives into the maternal side to horror film.  This book demonstrates a 
feminist point of view.  It argues with points involving gender, sex, ethnicity, race or 
sexual orientation, at a time when it was “personally and politically dangerous” 
(Hawkins, 2020) to do so.  Hawkins, as a feminist herself, states that she finds it is 
very hard for her to enjoy horror films, but not specifically because the horror genre 
takes “joy in torturing and killing women” (Hawkins, 2020) but because many horror 
movies show privilege to white, able-bodied, heterosexual males.
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Figure 5: The Shining, 1980




Concept art

Concept art, or concept design as it can also be known, is understood as the visualization of idea which currently only exist as written words, or thoughts, in someone’s head.
(Jan Urschel, 2018)

Concept art is seen as relatively new within the creative industries; however, it does 
offer many opportunities in an art career.  In the book titled THE 
ULTIMATE CONCEPT ART CAREER GUIDE, they offer guidance and to help 
“navigate those decisions” (Annie Moss, 2018, p.6) so that the readers are informed 
on how this part of the industry is and what to expect.  There are four main 
industries within the concept world: film, video games, TV and animation, with the 
video games industry surpassing film as “the highest grossing area in entertainment” 
(Urschel, 2018, p.22) in terms of the most jobs for artists with the “majority 
working in-house for studios” (Jan Urschel, 2018, p.22).  Due to the various art and 
game styles, it creates the most freedom artistically and you do not have the 
limitations of the real-world, which means no imaginative boundaries.    

Juan Pablo Roldan states that having a personal style can be “very beneficial to a 
concept artist” (Roldan, 2018, p.56) when establishing a career.  Culture 
and era are main influences when someone is finding their specific style, and the 
perception someone has on the world may be seen as important because it 
contributes to the uniqueness, therefore a group of artists that were given the same 
scene would come up with completely different designs.  Examples of this would be 
brush stroke techniques, lighting and tools would all contribute to each design.  Style 
is important as it “defines the look and feel of anything” (Roland, 2018, p.56) that is 
being produced, and it will help with portfolios.  However, even though style is unique 
to each person, adapting and understanding the style of others allows you to be 
“versatile and adapt where required” (Roldan, 2018, p.148).  An example of this 
would be a situation where a freelance concept artist is working on both cartoon and 
realistic projects at the same time, which means working to other’s styles are 
important. 

Concept art is essential for visualizing themes of psychological and emotional states.  
The eerie transformation of Alice’s world in a horror retelling can be expressed 
through aspects such as the lighting, colours and character design, which combined 
can create an atmosphere of dread and unease.  An example of these attributes can 
be seen in Fran Bow (2016).  Fran Bow is a game from the Swedish company 
Killmonday Games founded in 2012, by married couple Natalia Martinsson and Isak 
Martinsson.  Natalia included her own experiences into the game from her childhood 
and teenage years, as to her it was her own way of being able to let go of “bad 
moments in life, like therapy.” (Killmonday, 2023) and she believes that if these topics 
are not talked about, then we will build barriers and she “wanted to portray these in 
this game.” (Martinsson, n.d).  Gore is a major aspect within this game, and it has 
even been questioned, however it does represent a deep and personal connection to 
the creators as it is a reference to Natalia’s own experiences with self-harm.  
The graphic and dark nature within Fran Bow is inspirational for visualizing the horror 
aspect within this project, and is a valuable reference in creating a disturbing 
imagery. 

Rachel Presser talks about Fran Bow in an article where she discusses the game 
and its meaning. Presser describes Fran Bow as “rich in symbolism and nuance” 
(Presser, 2018) and was intentionally meant to be “discussed and theorized” 
(Presser, 2018) by the audience as the ending is open for interpretation.  Fran Bow 
has topics such as “Childhood trauma, loss and grief, and mental illness” (Presser, 
2018) throughout the gameplay as Natalia Martinsson, one of the creators, suffered 
many of these issues and has spent time in facilities, just as how you begin the 
game.  Presser discusses that grief can be a form of gaslighting as it makes you
“misremember many things about your past and present” (Presser, 2018) therefore 
people may try and gaslight you, just as Fran’s aunt, Grace, does in the game 
towards the end by trying to make Fran believed she killed her parents.  Exploring 
the scenes within Fran Bow (see fig. 6), you can clearly see that there are
 issues towards gaslighting, and abuse being displayed as Presser explained.  A 
theory Presser expresses is that as there are other realities within this game, it may 
be a result of “Aunt Grace’s abusive nature and true motives” (Presser, 2018) as the 
main character, which is a young girl, is trying to deal with topics like death. 
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Figure 6: Fran Bow, 2015


The concluded question I have come to after researching my key words is: How can 
a horror-themed Alice in Wonderland visually represent Alice’s psychological journey 
through the form of concept art?
 
My proposed practise-based project will be to create either a singular or multiple 
concept art pieces of my version of Alice in Wonderland, if she became trapped and 
never left Wonderland and became insane, essentially becoming a villain.  Aspects 
such as The Uncanny will be included to create a horror affect, and using the 
knowledge gained from this essay will be essential as all these aspects will be added 
into my practise-based project.  The focus for this will be using my research, 
specifically for The Uncanny to add an uneasy feeling towards my pieces.  I also 
want to include tools useful to the character, such as Fran Bow’s purse and bottle of 
pills (see fig. 6). 
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