What Effect does the Environment have on Storytelling in Blade Runner? 

Introduction

Within film there is the story which the entire thing is based around, this is built up with multiple narratives which link to create the overall story, these usually contain multiple characters and sub-plots too, but these are not just portrayed through the characters and dialogue. Story is also told through the environment in many ways throughout the film’, this commonly known as ‘mise en scène’ or ‘how a scene has been dressed’, an overlooked part of film making by most viewers despite it having a great influence within film, their stories and how they are told. 		Within this dissertation the discussion will take place around the film Blade Runner (Scott, 1982), its representation of LA and the impact it has on the story of Blade Runner, these discussions have been split into six sections to make for easier reading. Each section will discuss topics that are relevant providing; explanations, analytical examples and conclusions all of which will build up to the overall conclusion at the end of this paper.
mise en scène’

Mise en scene is a crucial part of film making, it creates the atmosphere and helps push the story forward. The term came from a French expression meaning “put into the scene” which covers everything seen throughout a film. This does not just simply mean what is in the scene, but the framing, and how what is in the scene is shown. Mise en scene is composed of a few things but this section will cover what is relevant to environmental story telling; namely the setting, lighting and space. Space is categorised into four types, these are: deep space, when significant elements of a shot are both close and far from the camera. Formality, another type, is when a character is positioned facing the camera which breaks the viewers immersion and directly addresses the audience, this is not used within Blade Runner. Off-screen space is also important, this is significant when the viewers’ attention is called to an event that is not in frame, and the final type is shallow space. Shallow space is the exact opposite of deep space; the significant elements are positioned will little distance between each other and the camera.
The setting can be used to create the mood for a scene and reflect a character’s state of mind. A set will be designed specifically to evoke a certain feeling, towards the audience; this depends on what is happening at the time in the plot. This does not have to be filmed on a set that is artificially designed and created to work, locations may also be chosen due to a feeling they can give. Though these little details can be subtle they are obvious, it is hard to miss that a scene is set within a dark decaying building, the feeling that is trying to be portrayed is felt by the viewer, in this example it makes the viewer uneasy.
Figure 1
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This scene from Blade Runner (Scott, 1982) has a lot happening within this one frame; it is representing the character’s state of mind as well showing themes of the film. Deckard is surrounded by clutter and humanoid dolls who are also replicants like the character he is hunting but somewhat less developed. Each one is different to the next, almost like they’re showing a sort of evolution of replicants starting from the right of the room to the left and circles around to the hunted one in the veil as they get more human. At this point within the film Deckard has fallen in love with a woman who is revealed as a replicant early on in the film called Rachel, despite the fact his job requires him to hunt them down he feels for them seeing them more human than he did previously due to his experiences throughout the film. These feelings that Deckard as towards the replicant ‘Rachel’ enforces the slogan of “more human than human” (Blade Runner TC:00:22:02) that the Tyrell Corporation pushes across, the clutter and dolls represent Deckard’s mind full of these conflicting ideas about replicants and whether they are human or not, these thoughts are overwhelming him, conflicting with his job and beliefs, backing him up against a wall as the framing of Deckard between the clutter suggests. There are underlying hints throughout the film that Deckard may also be a replicant himself, and perhaps placing him in a room along with these artificial being makes the viewer realise there isn’t that much difference between replicant and human.
Lighting types can be simplified to what type of film it is being used in. If the film is a ‘feel good’ experience it will probably use ‘high-Key lighting’ where everything looks bright with little or no shadows at all, mirroring the happy feelings of the film. There is also ‘low-key lighting’; opposite to high-key, it is used in horrors and thrillers to create a dramatic effect. However, lighting is used for so much more; it creates subtle differences within a scene but can represent a lot. Lighting can be used to bring the audience’s attention to something of importance. Going back figure one, although it uses lighting conventions for noire it pulls our focus towards the replicant hiding in plain sight, making us notice her easier whilst still giving us the feeling of this run down, decrepit building as this is what is assumed to be the only source of light in this area as there seems to be none on within the building. The light source is also a strong blue colour and coming in at a direct angle, indicating that this is not natural light, perhaps from a neon light outside or from some other form of advertisement that riddles the streets.
Figure 2
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Figure two somewhat contrasts other scenes within the film, instead of blues, yellows are used, there is much more natural light. Unlike any other locations throughout the film the sun visible, showing the location is much higher than any other, taking place in one of the top floors in a Tyrel Corp building, this gives the impression of company’s power and wealth. The sun is lighting up the characters faces/head suggesting some connection between the two, but also casting shadows on them, hiding some detail mirroring the noire theme. Similarly, the sun shining over the Tyrell Corp buildings and into the room, the company who are very much one of the most prominent features of the film, but areas still cast in darkness can be interpreted as a sort of foreshadowing, as what the Tyrell Corp is doing comes to light Deckard is faced with moral dilemmas and feelings he is unsure of. Notice as well that here is the only greenery that the viewer will see in the entire film, reinforcing the ideas throughout that the planet is dying. Along with that idea, this is the only place they can obtain natural light to live because the city is so packed, there is little to no natural light and there is the thick smog throughout, consuming just about everything. The light pulling the viewers’ attention to the buildings as well as the characters helps create a feeling of space, the buildings in the background are large and towering over Deckard giving the spectator a sense of the size of the Tyrell Corp not just the city, at the same time as showing this company is bigger and stronger than Deckard.
	 Space is used to show important elements within a scene, Blade Runner used this particularly well in its opening establishing shot, it contains a lot of information at once giving us a good idea of the city and place that this is.
Figure 3
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LA [Figure 3] is shown to the audiences, straight away they see a vast city with many large structures and these towers with flames shooting out quite close to the camera, instantly giving the impression that this city uses a lot of resources to keep running and that there is dense population here, more than any city should have. It feels like the city ran out of room outwards while increasing the size of the city, so they started to build upwards instead. Then further away giant pyramid like structures with beams of light going straight up are seen, almost angelic-like, telling the viewer these buildings are important and whoever is within is powerful, nothing can touch them. The sheer amount of buildings creates this future where the world is no longer a large place where you could go hours without seeing a single person. This city is forcing people from different cultures and backgrounds together into this one place, where crime is as rampant as the smog.
The feelings and atmosphere gained through these beautifully designed spaces work so well because it is not just from the imagination or Ridley Scott but his real-world experiences as he describes in “Blade runner – 2020 Foresight” (Shay, July 1982) “I always get the impression of New York as being overkill. You go into New York on a bad day … you feel this place is going to grind and halt any minute … we took that idea and we projected it forty years into the future” This is what makes this future LA feel real, it is a version of a city that already exists.
Everything has a reason for being on camera, it gives information to an audience that could not be given with dialogue without ruining the film, it makes the space feel more alive than just a set, it shows this mysterious city with many secrets and possibilities. The environment very much mirrors the Noire genre through its design.


Noir

The ‘Film Noire’ genre was established around the end of world war II using the existing post-war milieu consisting of, anxiety, pessimism and suspicion as its underlining elements. Their stories were usually based around a moral ambiguous, antihero who is a “cynical, hard – hearted, disillusioned male character” (Dirks, 2017) as well as a femme fatal, which at its simplest definition is a seductive woman who will most likely cause problems and manipulate the male character which usually ended in the cost of the protagonist’s life.
	“Blade runner is about death” (Sammon, 1996, p.6) Blade Runner presents this dark, cynical, deceiving and down trodden future city of LA, its fiery towers and concealing smog shows the death of all things on earth, resources finally running low after years of excessive use due to over population and little care from large companies as they are rich enough to get up leave the planet, reinforced by the blimp advertisements with promises of a “golden land of opportunities” (Blade Runner TC: 01:12:45) in a bid to control the citizens of LA, encouraging them to keep working and they will get the chance to “start a new”, it is clear that one likes living on the cruel home of planet Earth anymore.
	Figure four shows the qualities of film noire, the streets of LA dark, ruthless, dank and decaying from neglect and the acid rain caused by humanities greed. A bleak look on the future of earth creating this place where the viewer is unsure of where it actually safe and who is their friend. A few seconds into this scene a police patrol in there flying car or “spinner” questions Deckard as there is a curfew in place. Depending on the viewer this can suggest the curfew is there because there are high crime rates, and this is an attempt to reduce them, Or the weather affects at night are worse and it is an effort to protect the health LA’s citizens. 

Figure 4
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[image: Image result for blade runner billboard]In most Noire films there is always a feeling that someone else is in control rather than the hero, “Human nature eternally requires: try to seize control... and run the show, or someone else’s will.” (Pippin, 2012, p.17) This is prevalent in Blade Runner, the curfew, Deckard being manipulated by the Tyrell Corp, as well as other large companies attempting to control the population with their advertisements such as this one [figure five] encouraging birth control using a woman, a possible femme fatale of the few within the film and a clear sign of this morally ambiguous society, mirroring the Noire detective architype and perhaps an accurate prediction of the future. Figure 5

There are no natural landscapes presented throughout Blade Runner, just a brutal city full of technology. Ridley Scott created this place that is unsettling yet still beautiful, not giving away its secrets, forcing the audience to pay attention and look closely to the details. This mixture screams the Noire tropes, keeping the viewers suspicion in play scene to scene much like Deckard’s own.

Sense of place

A ‘Sense of Place’ is somewhere that has its own identity that people [usually inhabitants] are attached to. Creating a sense of place is crucial for making a good connection between the viewer and the story; it is how a place is perceived, what it means to the viewer. To create this attachment to the environment, it must feel real, like the viewer could take a trip there if they wished to.
 “In cities, sense of place echoes the intersections of culture, environment, history, politics, and economics, and is impacted by global mobility, migration, and blurred boundaries between the natural and built environment.” (Greenwood, 2016). 
The elements stated are exactly how Blade Runner presents LA, this large city of mixed cultures always moving and never resting, of course this is the extreme end of it, but most know what it feels like to be in a crowded space. A space that its evolving, new structures appearing seemingly out of nowhere as nature is pushed back. Except now, in Blade Runner nature is fighting back, a subtle warning to viewers to what might come as their environment is slowly deteriorates too through their own over consumption of its resources as well. Though most have a connection with their environment; they feel like they belong in a place, like home or a city. Contrasting audiences sense of place, in Blade Runner no one belongs there.
Figure 6
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 One scene [Figure six] can build a connection quickly, a busy market but much more than the average, it is also raining, and people are squeezed next to each other eating at this noodle bar. There is very few people who would not have experienced the anxious and claustrophobic feelings produced by crowds, this subtly gives us a sense of what it is like to be there and helps us relate to the character(s) in this scene, they are uncomfortable and they want their own space but the scene also informs the audience of what the entire city is like without having to view all of it, “ Films not only present places as a backdrop to the action, but also, at times, as characters of the narrative” (Beeton, n.d.). The characteristics of this dystopian city serve an integral factor of the narrative to the film, without it being having these characteristics, the atmosphere and story would not be the same. 
The environment distinctive ambience matches the characters within, it feels used, there is a sense of routine, the characters around are prepared, wearing appropriate attire for the activities or events within the area and so is the environment, in a sense it is also dressed for the occasion with its wide streets to account for population and shelter on either side to protect itself and users from the elements everything has its place. Everything feels like they belong, and the actors do not feel like people wondering around in front of a camera, the city feels alive and lived in.
	Contrasting the busy streets of the lower city are the upper levels of LA, referring to figure two, Spirit of Place is abundant. In what is Dr.Tyrell’s office, there is stunning architecture of room and buildings opposite the characters, the sun is shining through, there are plants and the space is completely clean, it is well looked after, telling the viewer that it is a space that someone enjoys being in, they are connected to it which makes it reasonable to think this is why Tyrell held the meeting with Deckard in this room. 
An older term for Spirit of Place is ‘Genius Loci’ “this phrase refers to classical Roman concept of the protective spirit of a place. In contemporary usage, genius loci usually refers to a location’s distinctive atmosphere” (Artibise, 2010) discussed previously around figure three, the pyramid structures and the beams of light, the sense of a godly presence around these buildings, this hints towards the social aspects of the film as the rich [mainly the Tyrell Corp] believe themselves untouchable, Protected even, in their tall buildings looking down upon those with very little and escaping the dangers surrounding them below, detaching themselves from the cruel reality of this slowly decaying land.
	Each space throughout Blade Runner has its own unique and distinctive aspects, some serving as subtle plot elements or giving us insight into the minds of characters within. From the detail within, it is easily understood where the character is and what that space is used for, helping to create the narrative of the story and build an immersive world in which it takes place.
Expressing narrative and story

Narrative is contained within the story, but all aspects of narrative can join to create the story which is being told. Narrative and story are imperative to designing the environment or it could work the opposite way around.
A basic example of this is; if a person is writing a screenplay and they want to a city with a collapsed tower within. This calls the need to create a reason for this tower to collapse, or to have been collapsed before the story takes place, such as battle taking place in the area, though this would also require there to have other buildings damaged too. The tower itself could then represent the collapse of the society that is partaking in the battle or being affected by it; even mirror the characters state of mind, the effects of war on a person. If it is important to the story a scene may take place there and an explanation may be given directly to the audience via dialogue or events.	 Designing an environment based off story is a better method for creating a more descriptive scene, if the genre is sci-fi, there is little room on earth and there’s going to be a prison escape. There are multiple narratives that can be told about the world, the prison can be a space station, this enforces the narrative of over population. With this there can also be a testing facility on board, suggesting there are a lot of prisoners arriving at a constant rate as well as the government being corrupt, using their population as guinea pigs. One environment can tell the viewer multiple narratives this way making for a better story.
Figure 7
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One shot from this scene [Figure7] in Blade Runner speaks a lot of narrative about the world, and the characters within and out of the frame. Surrounding the man [Sebastian] in the center of the shot are replicants that he has created, they look humanoid but with strange changes made to them, like toys of characters in a piece of fiction, this is supported by the tools laid out in front of Sebastian which also include what looks like paint brushes. There are also dolls of babies sat in the scene facing him, these are possibly within the environment to lead viewers to believe he wants children. Sebastian is shown to have some physiological issues, he is obsessed with creating these beings and perfecting them. These replicants might be early models or test models and were not accepted by Tyrell but he could not get rid of them, they are his friends, children and play things. Gathering this information from the scene suggests that he is a lonely person, with the desire for human contact and to have control over his life, this is his own narrative. This all has a deeper meaning to the overall story, the people within the world no longer have much control over what is happening around them and not many can be trusted, surrounded by fake people, Perhaps a cynical observation of the real world, and Deckard’s observation of his.
The unicorn is an interesting piece within the narrative and scene, it is linked to the final scene of the film where the character Gaff folds an origami unicorn which is theorised by many viewers that it is a hint of Deckard also being a replicant based on a dream sequence that was cut from the film. If this is the case, then it would make sense to assume that Sebastian has the same dream or created the dream for replicants as he was a genetic designer for the Tyrell Corporation. However, there is another possibility that it is used as symbolism for the replicants;
 “The silver unicorn, I suggested is the replicant woman with whom Deckard is in love. It is a made thing, a piece of human handiwork, beautiful and fragile and glittering, yet perceived as waste, thrown down and trodden upon, easily destroyed. Also, it is in the form of an animal, albeit a mythical one, and in the BR future, the beasts of the earth and fowls of the air are all extinct, except in replicant form.” (Kerman, 1997, p.179)
Within Blade Runner a major factor of the personal narrative is that replicants and the Earth’s resources are mistreated one in the same, and Imagery of the unicorn, a unique creature, proposes that replicants should be cared for just as Earth should be. They have unique qualities and are unlike humans in personality as they have a life span and no life experience i.e. child-hood, teenager, they appreciate what little time and freedom they have. This is a personal narrative because it links to real world issues, it encourages the viewer to consider this story as a possible future.
	Part of the narrative in Blade Runner are the social and political aspects, this is implied through the environment as well as other factors. As discussed, a small amount before, the streets are littered with crime, poverty and environmental hazards. The best way to get away from this is through wealth, demonstrated through the scenes within the Tyrell Corporation buildings [Figure 2 and Figure 3], they believe themselves gods, creators of life. The poor are forgotten, and the rich keep building higher with little care for below. Large companies are prominent throughout, with even foreign products reigning over the market as American capitalism takes its toll, the wealthy takes their power. A theme also discussed previously is death, Tyrell thinks himself infallible and untouchable. However, everything dies eventually, a sub narrative presented throughout the environment [Figure 3] and played out with Tyrells death among replicants and Earths, the one thing all life is bound with, wealth can only postpone it and even that is not a certainty.
	Without these wonderfully designed environments within Blade Runner the story would not be what it is and vice versa, they complement each other perfectly to create the deep and meaningful story for the audience to uncover, they only have to look closer to the detail.
It’s all in the detail

Referring to the tower discussed in ‘Expressing Narrative and Story’ if the tower’s purpose is world building there should be visual clues as to why this tower has collapsed, small details that add up. If for example in a scenario where the building is old and has collapsed through age i.e. corrosion, the building may have damaged bricks that resemble corrosion of a chosen type, most likely this would be from the weather [depending where the tower is] and to add more detail, have foliage overgrowing, clinging to the remains of the tower, giving an impression that a large amount of time has passed, subtle information but it creates a detailed story.

Figure 8
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Blade Runner offers stunning environments rich with detail, as seen in figure eight. This scene provides information about the culture of LA in Blade Runner. The first seconds of the scene displays Fires, junk and people with masks on and one holding a blunt weapon, all hanging around a broken down, possibly stolen car under a bridge with the public walking by, going about their business. The collection of junk and the fires suggests that these people are homeless with the possibility that they either do not have jobs because of discrimination as all those seen in the film committing vandalism are shorter than average or, perhaps replaced with replicants. The masks and weapons while seemingly vandalising this car suggests they are in a gang, this can be linked to the reasons for their financial positions. The public walking by without any taking note of vandals creates the sense that they are desensitised to the crime and issues throughout the city, it is normal for them now. 		As the scene continues there are various pieces of graffiti that are in Chinese, the viewer may not think anything of this but as throughout the film there are very little references to other cultures, suggesting this merger between two of the largest countries in the world, America and China which are also two highly capitalized countries. This provides subtle clues to a sub plot within the story, as discussed previously the large companies have a large amount of influence within America, particularly LA. Visual clues are easily missed by audiences but add a great amount to the world built within the film, it makes the film more entertaining and increases its shelf life.
Though the details may go overlooked by some Harvey Smith in his presentation with Matthias Worch called ‘What Happened Here?’ said “It has to be possible to miss some things to make finding them meaningful” (Smith, 2010) This is what creates an experience people want to repeatedly enjoy, it is one of the many factors that allowed Blade Runner to grasp many fans and continues to do so. There is enough detail within many scenes for the viewer to imagine the life of an average person living within Ridley Scott’s postmodern version of a future LA. The visuals and story force the viewer to consider this as a possible future for them. The connections that these visuals within the environment bring, along with their other attributes is one of the many reasons why games adopted environmental storytelling techniques, however, they are more effective towards a more active audience.
	
Passive and active audiences

Active and passive audience theories are important to discuss, though the application of these to audiences varies it is important to understand the significance. A person be part of the active audience or passive audience at any given time, this depends on that person at that specific time. A passive audience is a group of viewers that accepts opinions and ideas that are put forwards to them, idly consuming media with little to no interaction. In this example, someone who is passively watching Blade Runner may miss plot points throughout and narratives portrayed through the environments. They will acknowledge the existence of them however, they will not question the meanings within the detail, merely accepting what they have been told directly. Some films may want to attract passive audiences, these may be children’s films or those that are wildly unrealistic for the sake of entertainment such as an action film like Transformers (Bay, 2007) or comedies. The story of such films are not very complicated, requiring little attention towards what is happening within them however, this does sometimes depend on where the comedy is coming from. 
A Hollywood comedy is targeted towards a mass audience; therefore, the jokes are easier to understand, and don not require much context. these are usually more practical jokes or simply just said as a joke in the dialogue, this is because America is a large place with many different cultures in each state so similar jokes can apply to more people and gain the most money as they can also sell the comedy outside of America. A comedy directed by someone like Edgar Wright, particularly ‘The Cornetto trilogy’ [i.e. Sean of the Dead (Wright, 2004) etc] are aimed towards the British. They require more context, as jokes and gags are more subtle basing them around British quirks and culture, not to say those outside of Britain do not understand the jokes but they do require more work from the viewers outside of the country to do so.
An active audience will engage and discuss media, forming their own ideas and opinions through information they have been provided. Some may interpret messages given or shown differently, not accepting what they have been shown to tell the whole truth, many of which look deeper into what has been presented to them to find a deeper meaning. This can be found particularly within forums and articles that discuss meanings discovered in imagery within films. A prime example of this is within an article on the website that collects articles and essays ‘Blade Runner Insight’ called ‘What is the significance of the unicorn’ by Murray Chapman, he theories that the unicorn within Blade Runner was a representation of the character, Rachel.
“A unicorn has long been the symbol of virginity and purity (being white), which ties in with Rachael's status. Legend states that only a virgin could capture a unicorn. Unicorns are extinct, and Gaff may think the same of Rachael, as she definitely has a limited lifespan.” (Chapman, 1998)
 Within the article others views upon the unicorn are briefly discussed, a clear sign that many viewers interpret the environment and what it contains to give multitudes of meanings and representations throughout the film. However, these views can be disagreed with which creates further discussion among active audiences, this enhances the enjoyment of the film overall and creates this fan-base that is passionate about the story of Blade Runner. However, for an audience to become active with the film it must entice the viewer quickly, this is where games have an advantage over film, the consumer has no choice but to interact with the game as they are the protagonist or antagonist and they chose where they go and what they do.
Within games an environment is created that the player can explore and take their time getting to know, this allows the developers to add secrets and extra detail that the player can find themselves, which builds more onto the narrative and creates this larger world full of life or what was once full of life. The Last of Us (Naughty Dog, 2013) did this particularly well, though within its world there was little life, the player is able to explore the environments created, allowing them to find the remnants of what was before and during the outbreak of the zombie-like monsters that now plague their world. 
In film the audience does not have such control over what they see; they are watching someone else’s story. Therefore, the writers and directors must pick and choose what the audience can see based off what they want to tell the viewer, it is their responsibility to engage the audience first to gain a response back. But this must be done quickly, or the viewer may lose interest in what is happening which then makes them become more passive towards the film, this may make them miss key plot points throughout the film and possibly make it a bore for them.
Figure 9
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The first thing usually seen within the film is the establishing shot which contains an environment the story takes place in. To create a connection with the viewer, Blade Runner straight away hits the audience with a mesmerizing establishing shot, [Figure 3] with instant blazes of fire grasping their attention and making them wonder what world this is, only to realise that this is Earth and go on to question why Earth is like this. This is then followed by an interview in a room where the audience is shown technology unknown to them, instantly creating questions that need answers. Though it is an unfamiliar room and technology, nothing looks too strange, “TYRELL CORP” is printed upon the chairs both characters are sitting on, so the audience can easily assume that in this scene there is perhaps a job interview taking place. Yet this scene [figure 9] does not end like any normal interview, the man on the left, shoots the interviewer then stands up and shoots him again, again causing these questions to come forth such as, what is that machine doing? And, why did he shoot him? Etc. All answered through the realisation that, he is a suspected replicant being interviewed by a blade runner. 													This one section introduces interesting concepts such as the Voight-Kampff machine [this is seen scanning the replicants eye within the scene] as a way of measuring bodily functions to determine if an individual is a replicant. This machine originates from Phillip K Dick’s novel Do Androids Dream of Electric Sheep, which Blade Runner is the screen adaptation of, and another good link to the book which could encourage those who become more active with the film to read it along with Phillip K Dick’s others. This also helps bring the concept of replicants to the audience, before the film starts there is scrolling text that gives very little information on them, but the scene shows the audience that they look human and they can be dangerous. Though it can be questioned that they are dangerous because they are being hunted down when on Earth, and that make them more human, trying to defend themselves by any means to secure their short lives.

Conclusion

What affect does the environment have on Blade Runner? The sets of Blade Runner create an atmosphere that draws the audience in. Mise en scene is essential for this, creating an emotional state for each scene within the film that brings better context for what is happening in each one, something that dialogue on its own could not do. This enables a viewer to drop into a scene and understand what is happening at that point in time, it would not make much sense to a viewer for each scene to be brightly lit and in an empty room with only the characters involved in the story within it. The film would not be entertaining and be full of poor exposition, having the characters state everything that is happening, is unrealistic and boring to hear, it assumes the audience is not smart enough to make connections within the narratives to build up the complicated story.		The choice of environment is an important one within Blade Runner, the decision to use a city for the story to take place within is perfect to represent noire, cities are full of different places and characters that people come across and do not know anything about. This makes people uneasy to be around and there is a lot of danger within cities, so they are wary and untrusting of each other. It is cynical to believe the person walking by has bad intent and it is the very thing that defines Noire and helps to create a good sense of place.
People connect easily with the feeling of being uneasy due to the lack of knowledge about something or someone they are around, but the sense of place within Blade Runner creates this familiarity yet at the same time the world seems almost alien. These combined makes the city that could be real and lets the viewer imagine what the other cities within this world and their own may look like basing it off this representation of LA, with developed cities such as Tokyo this is not hard to picture what it could look like in twenty to thirty years considering the pace in which technology is developed. These aspects are what makes the narrative of the worlds development and lack of resources so believable and relatable and the amount of detail put within the environments is astonishing, the city is old, decaying and lived in, yet filled with wondrous new technology ever evolving.
[bookmark: _GoBack]In a sense, all environments could be their own character, each with its own personalities and traits. Blade Runner’s is one that is old and untrustworthy, hiding its secrets within the towering structures and thick smog forcing Deckard and the viewer to look deeper to find the truth within. These environments of Blade Runner tell not only the story of Deckard and the replicants, but also its own story, a story that is full of life and death, which contains many characters and narratives that in turn does indeed effect the course of Deckard’s, the replicants and the Tyrell Corp’s Journey.


Time Codes

Figure 1 Blade Runner – 01:32:04
Figure 2 Blade Runner – 00:17:33
Figure 3 Blade Runner – 00:03:57
Figure 4 Blade Runner –  01:27:48
Figure 5 Blade Runner –  01:12:45
Figure 6 Blade Runner –  00:08:29
Figure 7 Blade Runner –  01:13:17
Figure 8: Blade Runner -  00:55:24
Figure 9: Blade Runner -  00:05:06

Abbreviations

LA – Los Angeles
n.d – No date
T.C – Time Code
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