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[bookmark: _Toc154144667]Animation Overview
[bookmark: _Toc154144668]Link to Animated Sequence
https://www.youtube.com/watch?v=1ihk026lfTA
All assets used for this sequence are my own and created for this assignment, no external resources were utilised in the final video. 
[bookmark: _Toc154144669]
Description of the Sequence
The animation sequence depicts a dystopian sci-fi hyperloop station. In this sequence, the trains can be seen going by at great speeds, shaking the whole station as they do so. To the side of the platform a dense food court and market can be seen, representing the highly dense and low income area that the station is located in. Many holographic advertisements can be seen on the platform while many of the lights flicker showing the state disrepair that the station is under. A single train car / pod stops in its tunnel before a large mechanical arm moves over the top of the train, lifting it away from the track as it moves it over to the platform. Once at the platform the train doors open, the camera moves inside of the train as the doors close.
[bookmark: _Toc154144670]Link to Independent Project
This sequence links to my Independent Project as for the practical side I will be creating a pair of showcase environments that will be shown in the form of an animated sequence. These environments will be designed using the same foundational layout and concept; however, one of the environments will be designed with a dystopian theme while the other is closer to a utopian theme. 
This project will focus on the dystopian styled version of the environment, created while all of the assets are in a block out stage rather than fully complete and finalised. In doing this, this project will serve as an early examination of the general concept, the layout, and the animated elements within the environment. Providing the opportunity to view many of the elements in motion long before they are finalised, potentially allowing for more ideas or greater refinement to the concept early on in the Independent Project.
This project has many different inanimate or mechanical objects to be animated. This is an area that I have a lack of experience in as most of my animation experience is with bipedal characters, additionally I have not created an animated sequence which has a camera in complex motion before such as moving through an environment or reacting to the scene itself such as the camera shaking as the pods move by.
[bookmark: _Toc154144671]Initial Concept
Initially the concept of the project focused on the train that pulled up to the station, the train was going to be more akin to modern trains where it would pull up to the station platform itself. The platform itself was less densely filled with clutter as the trains had many cars allowing for great numbers of passengers to ride them. 
[bookmark: _Toc154144672]Concept Evolution
[bookmark: _Toc154144673]Train Pods
After conducting my initial research into train platforms, I discovered the concept of hyperloops. The main difference being that a hyperloop typically is depicted to have a single ‘pod’ rather than a whole train with a line of train cars. These pods travel in tracks that are inside tunnels that are kept at vacuum pressure. This allows for the pods to travel much faster than typical trains as they don’t have to deal with air resistance slowing them down. I wanted to incorporate this concept into my project. As a result, I decided to scale down the size of the platform to be more appropriate for single pods and added elements such as the tunnels for the pods, however in doing this I decided that I didn’t want the vacuum tunnel to be right next to the platform as it doesn’t make sense as it would be under vacuum, and people shouldn’t be free to go near it. Because of this decision I decided to lower the tunnels to below the platform height, though this change meant that the pod would no longer be capable of approaching the platform itself requiring additional changes to make the new concept work.
[bookmark: _Toc154144674]Mechanical Arms
Due to the changes with the pod tunnels, I required a new idea for people to get onto the pods. Eventually I decided on having a mechanical arm move over to the pod that is stopped in the tunnel, grabbing, and lifting the pod over to the platform, only then would the pod’s doors open for the passengers. These mechanical arms would be built into the ceiling of the station and could move between the different tunnels. This would allow for the platform to serve multiple different tracks that are parallel to each other. These arms would move on a gantry system allowing them to slide along the ceiling to the different tunnels.
[bookmark: _Toc154144675]Background Trains
When I decided to change to the mechanical arm concept, I realised that the arm could service multiple tunnels at once, due to this I decided that the station would have many different tunnels travelling through it. Throughout the animated sequence I would have multiple pods going through the tunnels but not stopping at the station. This would create a sense of activity as well as providing context for the speeds that the pods travel at, justifying the increase in complexity over a standard train station platform.
[bookmark: _Toc154144676]Hologram Barrier
As this different style of platform approach is used, I decided that the platform would not be open like it is in moder train stations as that would allow someone to fall quite far over the edge. Because of this, I instead decided that the platform edge would instead be a large wall that was mostly made of glass so the tunnels behind where still visible but would have an entrance way that would be blocked by both a door as well as a large hologram in front of it telling passengers to stay back until the doors had opened. This barrier would be animated to add extra character to the wall.
[bookmark: _Toc154144677]Food Court and Market
When I rescaled the platform for a single pod, I decided that the platform would not be as empty as modern stations. To tackle this, I began researching different sci-fi environments in search for different purposes that a reasonably large and empty but populated space could be used for in this dystopian world I was creating. Eventually I settled on the idea of the space being used as a sort of pop up market where food stalls would be present. This evolved into multiple different food stalls being located on the platform with tables and chairs around them. 
[bookmark: _Toc154144678]Hanging Chinese Lanterns
While I conducted research into the markets, I found that in a large number of depictions of scenes of this nature would typically have stalls that sold things such as noodles. Typically, these stalls would be accompanied by a large amount of traditional Chinese lanterns hanging on rope. I decided that I wanted to incorporate these into my design as they would add extra character to my market, both due to their unique old and traditional design but also as I could incorporate more motion to the scene by having the lantern moves as the station shakes from the pods going by. This would both introduce an interesting moving element but also a sense of more dynamic lighting as they would influence the overall lighting and composition of the scene.
[bookmark: _Toc154144679]Hologram Advertisements / Neon Signs
As my scene is dystopian in theme, many elements in my design philosophy originated from media with a strong cyberpunk aesthetic. The most prominent elements that I wanted to incorporate were holograms and bright / colourful neon lights. Due to this I decided that for the market area of my platform I wanted to have a few holograms representing the items for sale in the market. These holograms would be animated advertisements depicting food like noodles and bottles of beer.  In addition to this I decided to make the signs for the stall’s neon lights. I did this to add large elements of colour to the scene, adding more character through the lighting and presentation of it.
[bookmark: _Toc154144680]Camera Shaking
While animating the camera as it moves throughout the scene, I wanted to utilise it to add more significance and weight to the scene caused by the pods. I settled on achieving this by adding camera shake that timed with the passing of a pod. This in conjunction with the shaking of other elements like the Lanterns help sell the effect of just how fast and powerful the pods are.
[bookmark: _Toc154144681]Flickering Lights
To add more character to the lighting in the environment I decided to add some general flickering to many of the lights in the scene. This assisted in portraying the disrepair and poor state that the station was in from it being poorly maintained. 
[bookmark: _Toc154144682]Research
[bookmark: _Toc154144683]Selection of Dystopian or Utopian Design
[bookmark: _Toc154144684]Background
For this project, I had to choose which of the two environments I was going to be creating. This required me do conduct some research into the characteristics of both dystopian and utopian environment design, analysing different media such as Blade Runner 2049 [1], The Expanse [2] and 2001: A Space Odyssey [3]. By breaking down and understanding the environments in media such as these I could attempt to gain an understanding in which theme of media conveys more character through its environments and how I can approach incorporating that character into my own project’s production.
[bookmark: _Toc154144685]Dystopian Design
Lighting
In Dystopian themed media, typically the lighting of environments is done in a way to portray them as very dark but high contrast. With strong and powerful lights cutting through the darkness. This alone creates a large shift in the tone of a scene as the mood and atmosphere becomes darker, more serious, and heavier. This adds character to a scene as the environment a character is in heavily influences how they will be perceived by an audience, working to expose or withhold details of them. 
In Dystopian media there is a sub-genre called cyberpunk. In cyberpunk media, dark and heavy lighting is also commonly used, however there is often very bright and colourful lights scattered throughout the environment. These serve to create a large contrast between the bright and cheerful and the darker and sombre tones. An example of this can be found in Blade Runner 2049 where Officer K is standing in the dark when he is approached by a Holographic advertisement, illuminating the environment in a bright pink hue. [1]
Cleanliness
	Dystopian themed media often depicts environments as being dirty or run down, this portrays to the viewer a sense of desolation and hopelessness, reflecting society’s moral decay. This adds world building and helps sell to the viewer the state of decay that the people face. This can add a lot of character to an environment too.
Density
	Dystopian societies are typically depicted to be highly dense and busy with high amounts of activity going on all around. It’s not just people that are high in density, environments themselves are usually filled with market stalls, bars, robots, signs, cars, etc. This adds character to the environment as every element tells its own story, the environment acts as a window looking into the day to day life in that society and how chaotic it is.
Control
	Control is a prominent theme in dystopian environments. This is often portrayed as governmental control, depicted as large typically brutalist architecture dominating over the environment that surrounds it. However, control is also often depicted through the use of advertisements in the worlds. Showing a sense of corporate control over the population too as they plaster as much of the environment as they can in adverts.
[bookmark: _Toc154144686]Utopian Design
Lighting
In contrast to dystopian lighting being so dark, Utopian environments are typically very bright in lighting and theme, often incorporating a high ratio of white resulting in a very bright, fresh, and sterile atmosphere and mood. This often can result in utopian environments looking dull, boring, or uninspired originating from the lack of character that they hold.
Cleanliness
	Utopian environments are usually depicted as extremely clean and minimal, to the point where they can feel empty and lifeless. Utopian environments often are conveyed to have the highest form of convenience where the people in them don’t need large amounts of furniture or utilities as the environment has those built in and yet stored away. This can create large areas of white space on walls and the like where there is a total lack of character.
Density
	Utopian societies are often depicted as clean and empty. This emptiness combined with the cleanliness of the environments results in many utopian societies in fiction feeling desolate and dull. While this does add character in its own right, features such as this are harder to portray in a meaningful and aesthetically pleasing manner.
[bookmark: _Toc154144687]Dystopian Vs Utopian 
	After my research into utopian and dystopian environments I came to the conclusion that when it comes to focusing on adding character in my scene it would be much more achievable if I was creating a dystopian setting for my project.
[bookmark: _Toc154144688]Moodboard
When conducting my research, I used Pinterest to create a moodboard coving different themes such as train stations, subway cars, station  platforms, sci-fi markets, and stores. These reference images served as inspiration for me as I created the assets for my environment. The goal was to find similar imagery to the objects I was creating, providing enough context for me to gather ideas and inspiration to improve my designs. The process of gathering the images for my moodboard also in turn assisted with idea generation.
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