Production Design: 
Lecture 2 – From Star Wars to Videogames (1977-present)
Breakout exercises
These exercises accompany ‘Production Design Lecture 2 – From Star Wars to Videogames’. They are intended to enable students to get the most out of the lectures through activity-based learning. Please use the lecture notes and online resources contained within them in conjunction with these exercises.

1. Designing for the virtual and physical environment 
2. David Fincher versus Wes Anderson



 



















Exercise: Designing for the virtual and physical environment
Take notes during the ‘ILM’ documentary and consider the following questions:
What was John Dykstra’s role? 
What were the benefits to Star Wars of improved SFX and VFX?
Why do you think Star Wars attracted such large audiences?
Is the legacy of Star Wars’ cinematic revolution all good, or are there some negatives? 

ILM: HBO documentary (watch from Part 1 from 2:30-7:30; part 2 from 1:25-4.30): 
https://www.youtube.com/watch?v=o3BrW25o-dY
https://www.youtube.com/watch?v=BBmR9g_SY_Q&t=163s


Exercise: David Fincher versus Wes Anderson

How does CGI contribute to the look of David Fincher’s movie Zodiac?
What are the practical benefits of CGI to the contemporary filmmaker?
Why did Wes Anderson choose to shoot on location in an existing site, rather than in a studio? How does this decision contribute to the look of the film?
Imagine you are the director. Would you have chosen to shoot the regatta in David Fincher’s The Social Network in the UK or would you have created it with CGI? Why?
Imagine you are the director. Would you have chosen to shoot The Grand Budapest Hotel on location or would you have created it with CGI? Why?

‘David Fincher – Invisible details’: https://www.youtube.com/watch?v=QChWIFi8fOY
The Grand Budapest Hotel (Anderson, 2014)
Featurette: ‘Creating the Hotel’: https://www.youtube.com/watch?v=gYMfEKELveQ
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