[bookmark: _Hlk52796152]Production Design: 
Lecture 2 – From Star Wars to Videogames (1977-present)
This lectures examines the total concept of production design, embracing set design, titles, cinematography, music, hair and make-up, and wardrobe. It focuses upon designing for physical and virtual environments. It examines production design from 1977 to the present, focusing upon Computer Generated Imagery (CGI) and digital post-production. It includes an introduction to storyboarding, and also looks at the use of mood boards in relation to David Fincher’s Zodiac (2007). It examines the work of Wes Anderson in the context of physical production design and concludes with a discussion of video game design.

1. Early CGI: Star Wars (1977) to Jurassic Park (Spielberg, 1993)
2. Moodboards
3. Case Studies: (1) David Fincher; (2) Wes Anderson
4. The influence of movie production design on the videogame

 

















Early CGI: Star Wars (1977) to Jurassic Park (Spielberg, 1993)
Star Wars (1977): https://www.artofthetitle.com/title/star-wars/
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

Jurassic Park, ‘T Rex Breakout’: https://www.youtube.com/watch?v=1koa2xAxCAw	

Key points: 

· Designing for the virtual and physical environment
· The importance of visual effects to contemporary filmmaking
· The interaction between production design and CGI
· The mix of animatronics and CGI in Jurassic Park

Moodboards
Moodboards: ‘The Moodboard: Set the tone for your next short film’ (Premium Beat)
https://www.premiumbeat.com/blog/how-to-create-mood-board-for-film/
Key points: 

· The use of moodboards within production and digital post-production

Case Studies: (1) David Fincher; (2) Wes Anderson

David Fincher
‘David Fincher – Invisible details’: https://www.youtube.com/watch?v=QChWIFi8fOY

Wes Anderson
The Grand Budapest Hotel (Anderson, 2014)
Featurette: ‘Creating the Hotel’: https://www.youtube.com/watch?v=gYMfEKELveQ

Key points: 

· Designing for the virtual and physical environment
· The pros and cons of CGI
· Traditional versus modern techniques

The influence of movie production design on the videogame[endnoteRef:1] [1:  Appendix One: The eight generations of videogame consoles (1972-present)
First Generation consoles 1972-78
Second Gen 1976-82
Third Gen 1983-95 (8-bit): Nintendo Entertainment System (NES)
Fourth Gen 1986-2004 (16-bit): Sega Mega Drive, Super Nintendo Entertainment System (SNES)
Fifth Gen 1995-2005 (32-bit, 64-bit): Sony PlayStation (PS1); Nintendo 64
Sixth Gen 1998-2013: PS2, Xbox, Sega Dreamcast, Nintendo GameCube
Seventh Gen 2015-present: PS3, Xbox 360
Eighth Gen 2012-present: PS4, Xbox One, Wii
] 


Rockstar PowerPoint Presentation: Film Noir, Gangster, and Western genres
Remake of The Sopranos (HBO, 1999-2007) credit sequence in style of Grand Theft Auto 5:
https://www.youtube.com/watch?v=WgYwsM5UkXs&t=44s
The making of Detroit Become Human (David Cage, Quantic Dream 2018)
https://www.youtube.com/watch?v=JZKKVuSOsNc
· The future for audio-visual storytelling
· The influence of film genres on videogames, e.g. Rockstar
· The synergy between the videogame and movie shoot, e.g. Quantic Dream
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