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Candidate
Name
Candidate
Number
Pathway

Brandon Jones
96490
Creative media

Project Title
The cabin
Section 1: Rationale (approx. 150 words)
Before I began studying on the course my knowledge of the games industry was very limited and I didn’t
know much about the methods, processes and techniques behind creating 3D assets and environments.
When I first joined the course I wasn’t sure what I wanted to specialise but as the course progressed I
discovered a keen interest in 3D. As I began learning about 3D I found it really let my creativity spiral and I
believe 3D modelling is one of the most important aspects of gaming today because it helps to set the
mood and tell the story. I explored this through my year one extended project and I would like to develop

this further, leading me towards my goal of becoming a 3D artist.
My project is important because 3D modelling and environments are increasingly present in different
forms of media such as films, games, TV and VR. In my case it will help to convey my story through-out
the environment, this will help to grab the audience interests because they will be seeking for more
answers through-out the environment.

Section 2: Project Concept (approx. 200 words)
I am planning to explore visual storytelling and the role of 3D in conveying the narrative. In order to do this
I am going to create an interior for a horror environment, telling the story of a group of young people who
encounter an ancient Native American curse. The cabin will be based in Colorado where a journalist
Stumbles upon a cursed land.
Some of my main influences for my idea has come from films and games, “The Cabin in the Woods” is one
of my main influences alongside The Evil Dead. The game Outlast helped me to finalize my story and put it
together my idea. I am also influenced by the work of John Carpenter. His use of blood, gore and violence has
changed what we experience presently and has influenced other horror films and games. One film that changed
people’s perceptions was Halloween (1979).
I will use my specialism within 3D to help create a more atmospheric narrative environment through the
use of visuals while taking into consideration the location, history and story.
I will watch films such as Mamma, Poltergeist and Friday the 13 th to influence my study of horror. I will
also play story driven games such as The Last of Us, The Uncharted series and Resident Evil Biohazard to
get a better insight into story driven games and the way that they use their environments.
Looking into horror and Native American history has allowed me to target my idea towards a more mature
audience because of the visuals and history involved dedicating it more towards them making sure they
get the best experience.

Section 3: Evaluation (approx. 150 words)
When evaluating my work I will make sure to look back at my work after every week and write it down in
my progression tracker. I will also make sure to take photos and videos when creating something to
demonstrate the process at the end of the creation which I can then use to evaluate and to see how I can
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improve it more. I will also make sure to get feedback of my peers and take it into consideration when
evaluating my own work to help me improve myself more. I will then use data collection methods to show
visually what I have learnt and what I need to focus on more. I will also compare my work against another
practitioners to see what I could be doing better or if there was anything that I could change in order to
improve myself and my project.

Proposed Research Sources and Bibliography (Harvard Format)
What makes a good horror game:
Culture vulture . 2017. What makes a good horror game . [ONLINE] Available at:
https://culturedvultures.com/what-makes-a-good-horror-game/. [Accessed 4 May 2017].
Outlast interview with Philippe Morin
NJoystick. (2013). Outlast Interview with Philippe Morin (PAX East 2013) . [Online Video]. 25 May
2013. Available from: https://www.youtube.com/watch?v=LjX5JV8r3_4. [Accessed: 4 May 2017].
The pyschology of horror games
Realtalk. (2015). The psychology of horror games. [Online Video]. 5 May 2015. Available from:
https://www.youtube.com/watch?v=hpOXchLwyKY. [Accessed: 4 May 2017].
Indian curses
Ramsey's Libary at Unc Asheville. 2017. indian curses a legend of cherokees. [ONLINE] Available
at: http://toto.lib.unca.edu/booklets/indians_curse_legend_of_cherokee/default_indians_curse
_sondley.htm. [Accessed 8 May 2017].
Native American curses
Native American cultures. 2017. Native American cultures. [ONLINE] Available at:
http://www.history.com/topics/native-american-history/native-american-cultures. [Accessed 11
May 2017].
Psychology behind horror games

Gamasutra. 2017. An Investigation into the Effects of Horror Games. [ONLINE] Available at:
http://www.gamasutra.com/blogs/DarrenMcKettrick/20130909/199865/An_Investigation_into_
the_Effects_ of_Horror_Games.php [Accessed 11 May 2017].

Tree’s for textures
Colorado state forest service. 2017. Colorado's Major Tree species. [ONLINE] Available at:
http://csfs.colostate.edu/colorado-trees/colorados-major-tree-species/. [Accessed 11 May 2017].
Native American weapons
Native American Weapons. 1998. Native American Weapons. [ONLINE] Available at:
http://www.native-languages.org/weapons.htm. [Accessed 11 May 2017].
Table 1 - Project Proposal
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Project Action Plan and Timetable
LO

4.1

Project Action Plan and Timetable
Week

Date Week
Beginning

Activity / What you are intending to do including independent study

Resources / What you will need
to do it - including access to
workshops

1

13/3/2017

To practice on my observational skills and
look around Canterbury High street for
inspiration.

I will use a camera in order to take
pictures of my surroundings. I also
created sketches.

2

20/3/2017

I will then create a timeline to show my
progression for the duration of my time on
the course.

I will need a computer to access
WordPress and I will need to be
able to use Photoshop.

3

27/3/201717/4/2017

Produce a research plan and project
proposal for presenting my idea for my
project

I will need to access a computer
with word.

4

24/4/2017

Present my proposal and take in given
feedback to use it for my project

I will use PowerPoint, Internet
Explorer and Microsoft word.

5

3/5/2017

I will conduct research upon evil dead, the
cabin in the woods and outlast to look at
how they use a horror environment to show
narrative/story and what they do to create
that using fear and horror. I will also look at
other horror movies, books, games etc. For
inspiration for my environment and analysis
keys parts of them and talk about how I can
use them for a suitable environment and
what makes them work.

I will need to watch films,
documentaries and gameplays,
take down notes, and then write on
WordPress about them.
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6

10/5/2017

I will look into other 3D artists work, look at
the methods, techniques and process, and
use them for experiments. I will also look
into native American history and curses to
plan out how my environment will look

3ds max, unreal engine, audacity,
adobe suite. Internet Explorer
(wordpress.com)

7

14/6/2017

I will start the working on my 3D
environment and creating the assets

Unreal engine, 3Ds max,
Photoshop, Internet Explorer

8

21/6/2017

Finish of creating assets and start to add in
any necessary details such as sound, and
interaction.

Unreal engine, 3ds max, audacity
and adobe suite

9

23/6/2017

I will finish everything of and start evaluating
my work against other practitioners

Unreal engine, 3ds max, audacity
and adobe suite.

Table 2 - Project Action Plan and Timetable
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CHAPTER 1
Introduction
LO

1.1

1.2

4.1

This is a report of everything for my Extended Project for the second year of the UAL Extended
Diploma in Creative media, games development pathway. My project is about a cabin in the
United States of American, Colorado where 3 close friends go into a cabin that was cursed by
a Native American curse, turning one friend against another. As a journalist, it is your job to
find out what happened within the Cabin.
For this project, I am going to be focusing on the theme of telling a narrative with visuals, I
have chosen the genre of Horror because for me it is easier to convey a more in-depth story
within an environment. I found this out last year when I conducted a similar project, but I
have decided that I wanted to expand upon my old project and improve upon it.
The first chapter of this project proposal will provide the background of my project, starting
with writing about myself, then I will talk about who or what inspired me to create this
project.

The Background of my Project
What is it that makes me do my project?
I have wanted to create this project due to my own personal experiences and because all of
the things that I have learnt and leaned more towards. I have used this project to show the
skills that I am most confident with and to display what I have learnt.
My personal experiences that influence my choices (idea for the project, my role in the
project, how it relates to my future career)
Looking into story narrative is something that I done last year but I felt although I could
improve on a lot within the environment so this year I have decided to do similar but focus
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mostly on the usage of visuals, making sure I expand upon my specialism.

Figure 1 first year environment

My idea came was inspired from the Cabin in the woods, I got the idea of creating a visual
narrative from games such as Outlast and resident evil Biohazard. Even though they had
great stories, they mostly visually inspired me.

Figure 2 tea pot experiment 1

Figure 3 tea pot experimentation

When I was also experimenting with techniques within 3Ds max I created a new visual look
for a teapot to convey that something happened. I really enjoyed adding all of the details
and looking into what creates fear. This experiment lead me to wanting to create more.
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The game Doom inspired me to create a something of 3D due to their past stages of first
encountering 3D. They helped to revolutionize, although it was not the first 3D game, it was
the first world known 3D game. This inspired me to create a 3D project and work within
creating environments.
All of this also gives me more experience and knowledge for the job that I am aiming for
which is to become 3D artist working on environments and assets within the game.
I wanted to create a project similar to my one last year, I really enjoyed working on it and
wanted to improve upon my best skills and display it in the best way possible.
My project is going to be a 3D visual environment where visuals help to narrate a story
throughout the environment. It will be within one room to increase the look and
appearance of my overall environment. That way I can work more on the texturing and
models while enhancing the visuals.
If I have extra time near the end of my project, I will add in sounds and interactions giving
the environment a bit more of an atmosphere but primarily focusing on the visuals of the
overall environment.
I hope to be able to create a horror-inspired environment that tells a story with visuals. As
my game will be more directed towards indie development. The game will be more
exclusive to pc gamers but then hopefully move to console platforms to reach a wider
audience.
The horror and storytelling aspect will be more directed towards pre-adults and teenagers.
Due to the in depth, visuals and the rating the game could receive if going out into the
industry. A majority of horror game look towards 16-18 year olds and when looking at age
ratings.

Who am I?
When I first joined the course I have developed as a character, but when looking into my
career element of games, I first looked at what suited me a person. I came from a very
artistic background so I first thought that I would be more directed towards concept art but
lately discovered I had more of a passion and creative thrill for 3D modelling and texturing.
I loved the idea of being able to Make an object that was visualized in my head come to life.
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Figure 4 Who am I

When I was looking more into my own experiences and how they collided together to lead
me down the path of a 3D artist. I started out by writing about some of my favourite
hobbies and the reasons behind them. This helped me to expand upon my own growth in
order to see what has created my character to be inspired to become a 3D artist.
A lot of my hobbies focus around creative and artist traits, which is one of the reasons why I
enjoy creating 3D objects and environments.
Interview
When looking more into why I joined the course and to get a better insight into my
personality and traits I asked Liam Bowditch to interview me, so he asked me questions
about why I joined the course and stuff surrounding my background history. This was one
method to get a more direct approach towards showing why I choose this course and how it
led me towards the path of becoming a 3D artist.

What did I learn on my course?
When learning something there have always been times where you will look back upon
everything and it will show how you have to the point that you are at. For me my journey
was not as simple as I wanted it to be, I started of being more attached to concept art due
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to my previous experience with traditional art. After a while I started to become more
comfortable with 3D I started to strive more towards the 3D aspect of games.

Figure 5 Timeline

My first ever experience with 3D was when I used basic grey boxing knowledge to provide a
layout for an environment. I just basic primitives in order to create the awareness of 3D. I
really enjoyed creating the layout of everything and going into as much detail as possible.
I then went onto creating a small experimentation environment with the skills I had already
learned. I created a layout of my own house using my memory to help me; this gave me a
more creative approach as I had to create new objects to enhance the environment to make
it look like something similar to my own house. I would say this was my most favourite point
of learning 3D because I was able to create what I visualized in my head, which lead me to
want to learn more.
I then moved onto to focusing more on creating assets that would go into the environment
to help give a better overall look and outcome. I focused on organic modelling with things
such as trees, grass, plants to get a better understanding of the process of 3D modelling and
texturing. This for me was where I learned a few of the core techniques and skills in order to
create better-looking models.
I then wanted to focus more on the texturing because it was what helped to bring alive the
model so I created a simple box modelled and focused on creating a kitchen appliance that
was boxed shaped and then texturing. This helped me a lot within my time on the course
because I was able to texture more accurate and make my models come to life.
After learning the basic techniques, I started to focus on texturing assets for my first project
to do with Napoleon and I started of creating a Pocket watch. This was my first model where
I felt I had a more accurate result, texturing individual parts and modelling it as accurate as
possible.
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After this I practised my skills as much as I could each time slowly improving, like when I
created my chair I used a lot of new skills as well as using my old skills.
I then moved on to creating my first project, which I found myself more directed towards
the 3D element side of things.
As I became more confident with my 3D skills, I also became more adjusted towards 'soft'
skills like communication, time management, working within a team and more basic skills
that you would need in order to work within the industry.
I also managed to enhance my skills within different software's such as 3Dsmax and
Photoshop; this helped me when it came to producing my 3D environments.

What is my project about?
Story telling within games, movie or even a book can cause the viewer to be more interested
. Therefore, for my project I am going to be looking at ways of creating narrative with visuals
within a 3D environment. Almost like how The Cabin in the Woods used dark, intense
atmosphere and old rotted cabin look and sounds to create atmosphere and add to the story.
I will do something similar but in the form of a realistic 3D environment within a gaming
engine. Where 3 teens end up dead and a journalist goes around the cabin looking for clues
as to what happened.

Why my project is important?
My project is important towards an audience that love the story aspect of games such as the
Last of Outlast, Resident evil Biohazard, more and us. I want to understand how much the
usage of visuals can dramatically help emphasise the story within a game and what
techniques, process and methods are used in order to create them. I am also looking into how
horror can affect the story and why sometimes it can pull you in more than other genres,
given that slight moment of suspense.

My Research Plan
LO
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Table 3- My Research Plan

EXTENDED PROJECT - RESEARCH PLAN

Interest/Topic/Theme

No
of
Wo
rds
150

My interest is within story narrative environments and how I can; use
visuals for example outlast used a mental asylum and told the story of
a journalist who was reporting upon the place of arrival. My theme is
going to be based around the movie Cabin in the woods. Providing a
horror like feel, which I will use primary research to guide me with.

I will be looking into Native American history to give my idea a more
satisfying feel and look by applying my research into the production of
my project.

Telling narrative throughout an environment is something I have
always been intrigued by and I will use horror to show narrative
because this is where I find the most interesting in depth stories. I will
also be able to use visuals such as blood, rust, and mould to provide a
sense that something occurred. Creating narrative through the use of
visuals.
Why is it important? - Importance

100

Creating a story based environment is important in order to create
that atmoshperic environment. Visuals are an important part as they
help to set the mood within the game.

The story of the game is important because every game has a story and
without one it would be a pointless game that wouldn’t have any
immersion. The story is what brings everything together and creates
GO TO
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the illusion of immersion like your actually part of the game. It helps to
drag in the player and it makes them want to carry on playing.

My research question(s)

100

What am I trying to find out?









How does a story create the illusion of immersion
How do visuals help the viewer feel the atmosphere
How psychology effects a horror game.
Can different visuals change the genre of the game?
How have over horror games portrayed atmosphere and visuals through story and
narrative. ?
How will looking into location effect the visuals of my project?
How have practitioners looked into creating a horror game as well as telling narrative and
story throughout the environment?

Research Design
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Some of my research will conduct of primary research and I will look at the visuals of
creating a horror narrative game, so I will take photographs to gather ideas for my project.
For secondary research, I will communicate with my target audience by getting them
involved with a survey so I can understand their opinions and gather feedback. I will then
use my research skills to gather more information on what I want to research, I will be
using videos, books, articles, websites etc.
I will then produce infographic, charts to show my information in a more creative way.

Literature (Proposed Sources – Harvard Format)

What makes a good horror game:
Culture vulture . 2017. What makes a good horror game . [ONLINE] Available at:
https://culturedvultures.com/what-makes-a-good-horror-game/. [Accessed 4 May
2017].
Outlast interview with Philippe Morin
NJoystick. (2013). Outlast Interview with Philippe Morin (PAX East 2013) . [Online
Video]. 25 May 2013. Available from:
https://www.youtube.com/watch?v=LjX5JV8r3_4. [Accessed: 4 May 2017].
The pyschology of horror games
Realtalk. (2015). The psychology of horror games. [Online Video]. 5 May 2015.
Available from: https://www.youtube.com/watch?v=hpOXchLwyKY. [Accessed: 4
May 2017].
Indian curses
Ramsey's Libary at Unc Asheville. 2017. indian curses a legend of cherokees.
[ONLINE] Available at:
http://toto.lib.unca.edu/booklets/indians_curse_legend_of_cherokee/default_indian
s_curse_sondley.htm. [Accessed 8 May 2017].
Native American curses
Native American cultures. 2017. Native American cultures. [ONLINE] Available at:
http://www.history.com/topics/native-american-history/native-american-cultures.
[Accessed 11 May 2017].
Psychology of horror games
Gamasutra. 2017. An Investigation into the Effects of Horror Games. [ONLINE]
Available at:
http://www.gamasutra.com/blogs/DarrenMcKettrick/20130909/199865/An_Investig
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CHAPTER 2
Literature/Resources Review
LO

2.1

2.2

3.1

3.2

This chapter I will be conducting research to find and analyse some of my questions for my
overall project, such as 'how do visuals convey narrative' or 'how does horror use
psychology to effect games'.
I will be looking at many horror films for inspiration on their usage of visuals and how they
help to emphasise and even tell the story throughout, looking at films such as The Cabin in
the Woods, Evil dead and the Device. I will be taking in the usage of lighting, decay as well as
looking how to position and make an object to fit within a horror environment to create
more atmosphere.
I will also be conducting research as well as expanding upon Native American history and
curses of Native American Indians. This will help me to get a more developed sense for how
I want my environment to look and it will give me more of an insight towards the Native
Americans.
After gathering the right resources and literature I will then start reviewing them and
expanding upon everything and how I can use it to help enhance my environment overall.
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Horror/thriller & Native American Indian curses
Horror

Figure 6 Native American curses

What is horror and how does it affect the audience?
The horror genre aimed towards creating a sense of fear, dread, and panic for the audience.
These films are often uneasy to watch and they take upon the audience’s worst fears and
nightmares and try to convey them within media. Horror often directs itself towards an evil
force, person or event.
Many horror films have mythical creatures in like the stories we are told as children.
Vampires, ghosts, zombies this all enhances the effect to make you believe it is real because
of having growing up with the belief. Horror can also very often overlap into Fantast, Thriller
and science fiction genres to add towards the story. (The scriptlad, 2016)
When watching anything with a horror genre involved you can get physical and mental
changes. The first physical change is when you heart and breathing rates increase, this
happens when the suspense is unknown with the sudden shock appearance of Freddy
Krueger. Another big physical change is muscle tension this can also occur during stages of
having a panic attack. The muscle will automatically seize up through the usage of fear.
Native American Curses
For the story of my project, it is all going to revolve around a Native American Curse that
sends 3 teens on holiday into a world of killing each other.
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Figure 7 Wendigo curse

One American curse that struck me when I read about it was the Wendigo curse (the evil
that devours) this is one of the most powerful and deadly creature within the North
American folklore, The Wendigo has been known to be involved with many tribal legends,
and has a description that comes from surrounding lakes. The legend claims to make any
human who eats flesh to become a creature of evil. With a constant unsatisfied appetite.
'Not even loved ones are safe'.
This intrigued me because it was the sort of curse that I was looking at almost similar to
within the film called The Evil Dead where they all start killing each other after reading a
mysterious book. This film has a great sense of past curses and inspired me to create
something similar.
When I started looking into Native American curses it was hard to find something like this at
first, I kept coming across cursed lands instead of cursed humans.

One American curse that struck me when I read about it was the Wendigo curse (the evil
that devours) this is one of the most powerful and deadly creature within the North
American folklore, The Wendigo has been known to be involved with many tribal legends,
and has a description that comes from surrounding lakes. The legend claims to make any
human who eats flesh to become a creature of evil. With a constant unsatisfied appetite.
'Not even loved ones are safe'.
This intrigued me because it was the sort of curse that I was looking at almost similar to
within the film called The Evil Dead where they all start killing each other after reading a
mysterious book. This film has a great sense of past curses and inspired me to create
something similar.
When I started looking into Native American curses it was hard to find something like this at
first, I kept coming across cursed lands instead of cursed humans.
(TeenReads, 2017)

GO TO
CONTENTS

24

Department of Media and Communication
(BlumHouse, 2017)

The Cabin in the Woods
One of the biggest inspirations for the film Cabin in the woods was just the overall genre of
horror; they knew that they wanted to create something with horror involved.
Before the film, Cabin in the woods was made the producer Goddard would work on a series
called Angel with a future collaborator of The Cabin in the Woods. Joss Wheydon.
Joss came up with the initial idea of doing a film based in a Cabin, as they both really liked
the concept of Cabin movies. That was the core element of the film but it took both of them
together to make the film come alive.
This is what inspired me to create my project because I was also very interested within the
concept of Cabins and how they can be used in certain scenarios to make atmosphere in
different ways. One film that portrays this very well is called the Device. They portray
different atmospheres with lighting and sound
Within the film, they wanted to focus on storytelling and make the whole film all about the
story instead of just making it about the environment and the surroundings.
The development process was very different to other movies, they did not have any budget
and had to come up with the initial idea between themselves before then sending it off to
Hollywood for approval and then ended up getting MGM bidding to work with their film.
This inspired me because they started from nothing and then with a little bit of hard work
go recognized in Hollywood.'
The films wasn't released for a few years after the production then Lions gate ended up
buying the film and producing it. Like The Hostel and Saw series.

Character insight
There are characters within the film that are linked to the game Left for Dead, the overall
design and look of the Cabin was meant to be a released DLC for Left for Dead but
unfortunately MGM became bankrupt so they idea was scrapped.
In addition, the two creatures Deadites and Angry molester tree were both references
towards the Evil Dead. Another character/creature was Kevin who was a huge reference of
Elijah woods character within Sin City.
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Figure 8the cabin in the woods

The Cabin in the woods was one of the films that inspired my project as a whole; one of the
reason was because the filmed showed a great in depth story within just a small-secluded
area. Taking in consideration of my project requirements and my limitations as to what I
would be able to create I decided to create something similar.
I also really liked the look of the cabin and how it was broken and rotten and how you could
see no one had been in there for quite some time. This got me thinking about textures and
it inspired me to look into creating more detailed and in depth textures for my environment.
Lighting was another aspect of the film I really liked, it helped to create so much
atmosphere within the film, without the good lighting the films wouldn't have looked as
good as it did because it would have taken away the whole atmospheric feel of the film.
Through watching how the films uses lighting to its advantages it inspired me to use it
within my 3D environment.
In addition, the last thing that inspired me was the use of horror and how they used it to
make this Cabin look even creepier with weird noises, pictures on the walls, blood on the
floor and so on. It helped drive the whole feel of the genre and created a great film with.
(The Cabin in The Woods , 2012)
(SXSW, 2017)

Native American history and culture
Thousands of years before Chris Columbus' landed, his ship on the Bahamas there was
different group of people who discovered America broke up into groups pushing south and
east and started to form groups with similar habitats and characteristics
The Artic was where Inuit and Aleut made their home both groups speaking to each other.
The Artic population was extremely small and scattered, the Inuit’s stayed in the Northern
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region of the Artic following seals, polar bears etc. and the Aleut were a bit more settled,
living in small fishing villages along the shore.
They both had a lot in common, a majority of them lived within 'dome-shaped' houses made
of timber and sod (or in Ice blocks). They also used otter’s skins to make warm
weatherproof clothing. Dogsleds and open fishing boats.
Within 1867, the United States purchased Alaska and the exposure to European diseases
came upon them
By the time, the United States purchased Alaska in 1867, decades of oppression and
exposure to European diseases had taken their toll: The native population had dropped to
just 2,500; the descendants of these survivors still make their home in the area today.
Looking at the Northeast culture area I discovered they were the first to keep in contact
with the Europeans, they reached from Canada's Atlantic coast to North Carolina and inland
to the Mississippi River valley. With those living in the Northeast inclined a lot of conflict
involving groups such as the Iroquoian, who were very aggressive and warlike, any villages
or bands were never safe from their raids.
Life in the Northeast culture area was already fraught with conflict—the Iroquoian groups
tended to be rather aggressive and warlike, and bands and villages outside of their allied
confederacies were never safe from their raids—and it grew more complicated when
European colonizers arrived. Colonial wars repeatedly forced the region’s natives to take
sides, pitting the Iroquois groups against their Algonquian neighbours. Meanwhile, as white
settlement pressed westward, it eventually displaced both sets of indigenous people from
their lands.
The southeast culture grew north of Gulf in Mexico many of their Natives became expert
farmers and started to grow their own food. The most familiar of peoples were Cherokee,
Chickasaw, Choctaw, and Creek and Seminole who became popular over time.
When the U.S. took victory upon its independence from Britain, the Southeast had already
lost many Native people to diseases and displacement. In 1830 and act the caused the
removal of Indians was compelled upon causing the relocation of five tribes so that the
'whites' could have their land. Upon almost 100,000 Indians were forced by federal officials
out of the Southern state and into "Indian Territory" Oklahoma west of Mississippi.
The plains culture area was located between the Mississippi River and the Rocky Mountains
before the arrival of European traders and explorers, its habitats-'speakers of Siouan,
Algonquian, Caddoan, Uto-Aztecan and Athabaskan languages' were settled down hunters
and farmers. After having contact with the Europeans and Spanish colonist, the peoples of
the Plains received horses within their region within the '18th Century'. The peoples of the
Plain became much more nomadic with the groups such as Crow, Blackfeet, Cheyenne,
Comanche and Arapaho used these horses to follow great herds of buffalo across the Plains.
The most common asset for these hunters were the cone-shaped tepee that could be easily
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folded up and carried anywhere. The plain Indians were also remembered for their
elaborate feathered war bonnets
As white traders and settlers moved west across the Plains, they had many items that would
inflict damage upon the Natives such as commercial goods, Knives and Kettles which is what
the Natives came to depend on; guns and disease. At the end of the 19th Century White
sport people nearly exterminated the buffalo herds within the area. Which led to settlers
encroaching upon the land and with no way to make money the natives were forced onto
government reservations
As white traders and settlers moved west across the Plains region, they brought many
damaging things with them: commercial goods, like knives and kettles, which native people
came to depend on; guns; and disease. By the end of the 19th century, white sport hunters
had nearly exterminated the area’s buffalo herds. With settlers encroaching on their lands
and no way to make money, the Plains natives were forced onto government reservations.
(YouTube, 2014)

The Device (film analyse)

Figure 9The device

The device was a horror/sci-fi film that implemented many different techniques to make the
film look more authentic and realistic.
One major aspect of the film that they focused on was the lighting, they use it to a very
good extent and didn't overdo it. They used lighting to portray emotion and help set the
atmosphere for a majority of the scenes.
they used ordinary places like a house or a cabin and turned them into an almost alternate
timeline for aliens, using the placement of object such as the device itself always suddenly
disappearing and reappearing and also the usage of when the main character was having so
called 'nightmares' made everything feel more authentic and real.
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The story plot of the film was interesting it started out an innocent film and then as you
watched on the film pulled you in making you want to learn more and find out the truth of
what was going on.
(The device , 2015)

Silent hill

Figure 10 SIlent hill

(Google images, 2006)

Silent hill was one film that also helped inspire my project; I really liked the usage of torn flesh on
the walls as the world turned to evil around the characters. It gave the film a completely different
feel.
The story plot is based around a cursed town called Silent hill and the main characters daughter was
the good part of an innocently killed child. The bad part is what cursed the town with the help of a
witches curse. The curse turned the town into evil, bestowed upon humans, and turned them into
evil creatures who would attack the people who lived in the town. The reason the little girl attacks
the town is because she wanted revenge and to kill everyone who stood against her on the trial of
whether or not she is a witch. A mother in search for her daughter comes across something much
worse and has to face her fears to get her back.
The lighting is used well within the film and is used to portray reality and the changing to death town
scenes. The colour red is used when lighting the death town scenes where everything comes out to
kill the main characters. It really helps to set the atmosphere and it is what makes the film so unique
compared to over horror films.
(Silent Hill, 2006)
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Old horror techniques within games
The puzzles
When looking into games having a puzzle to solve is one thing horror games do, whether it
is looking into finding a certain object like a key for a door or a note to help tell the story.
These sort of puzzles help to make the players imagination more vivid and feel like the
actually player. If the puzzle is incorrectly placed within the game, it could ruin the whole
feel for the player or even ruin the story by giving away too much too early.
Story
Another element of a horror game that I feel is essential, it the story plot, especially if you
are doing a game such as outlast, Resident evil Biohazard or even the Last of us. They each
contain a detailed story and I believe that is what made each of these games so successful
because without a good story the game does not pull you in and make you want to learn
more.
Level and characters
Level design can help make the game more fun and enjoyable one game that created great
level design was Doom, the had no story however the level design helped to overcome that
factor. The level design must not be simple but also not too hard, a game with a hard level
design would be something like Dark souls due to how you have to remember everything
and do not really have much of a navigation system.
Characters within a horror game can really help make the game; they can either be the
enemies, NPC's or the playable characters. One game I believe had good enemies was Alien
Isolation, the Alien were authentic and sounded real at some points. A game with great
NPC's was be something like the Last of us with Ellie, because without her the story would
not make sense. In addition, playable characters such as the journalist in Outlast helped to
fit the story better together.
These are just some of the in game essentials you would need to create a good horror game,
as the all fit together and help make the game. Some would have less in game essentials
than others would but that all depends on what sort of type of game you are going for. It
could be a faced paced shooter like Doom or a story driven game like Resident evil
Biohazard.
(Chris's survival horror quest, 2013)

Practitioners Report
For this task, I will be looking into an early and contemporary practitioner for my chosen
discipline, which is 3D. One early practitioner that has inspired my discipline within 3D is
John Carmack, he helped to influence the first era of first person shooting games in the 3D
realm. John Carmack was a programmer that helped to start the experiment with engine
mods He used to like creating engines, which was when he came across one engine that
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worked really well and efficiently. It was better than any other engine on the market at the
time.
John Carmack is a video game developer, and director of id software. John Carmack is an
extraordinary programme. In 1993, Carmack and his peers at id software completely
revolutionized gamin to a new perspective when he introduced the game Doom. John
Carmack was born on August 20, 1970 in Shawnee mission, Kansas. Carmack had a "giftedgeek childhood" and played around with chemistry sets, built model rockets and played the
fantasy role-playing game dungeons and dragons. Carmack and his company helped to
release Quake, Quake 2, and Doom 2. Carmack has a huge amount of fans who look at him
as a supreme coder. John Romeo and Adrian Carmack who were two fellow fanatics used
Soft Disks Company’s equipment to help create their first game Commander Keen. Carmack
always stuck to what he knew best which was coding; he spent most of his time locked in his
room practicing coding.
Doom levels are 2D maps that project upward to form a 3D structure. Players could also play
the game on the basic map mode if they want to; this was due to the initial design of Doom.
The basic concept of the game is revolved around an old strategy game called dungeons and
dragons, the idea was based around a strategy of a 'kill everything and get out alive' kind of
style.
Formal elements

For Doom there were many formal elements that helped to create the game, the colour
palette of the game was deliberately abstract but vivid in order to pull in the viewers’
attention. The lighting of the game was lit close, but far away, the light seems to dip
creating a more intense atmosphere. For the sound of the enemies, they turned to Bobby
Prince who created a mix of heavy metal and ambient music for the levels. The model and
the texture of the guns were based of the guns colour. The guns they used as a reference
were guns from Toys R Us with the pump action guns.
Narrative

The narrative of the games was implemented very differently compared to games
nowadays, the creators of Doom didn't like the concept of storytelling, they felt like a game
could still be a good game without a in depth story, so they tried not to add to much story
within the game itself.
The theme of the game was a more type of theme and motif, which was to 'basically kill
everything and then get out alive'.
The game is a very fast paced game as when you would be playing you would always have to
keep on edge and moving, making it more faster.
As you mostly focus on shooting you don't really hear much about your character
throughout the game, you also can't see the design for the character apart from the arms
and hand. The main character does seem to be male due to the genre of the game. The
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enemies are also basically of the hell spawned species which you have to fight throughout
the game.
The environment was based a lot of the movie Alien and it has a lot of twists and turns in.
The level design was a massive impact on this game, giving the game a whole new feel. This
is one of the features that made the game successful.
The genre of the game was more so considered a Fantasy, Horror style of game. Fantasy
come into it as you are fighting make believe enemies on a different planet. The reason it is
considered a Horror is due to the gore, intense music and violence used within the game.
One subtext that is but into this game is religion. The Martians that create the portal use
science and religion only to discover a portal of hell. Fighting against demons. Almost
representing human kind fighting against Satanism. (Get feedback on this)
Doom has a large history for over 21 years which was originally realised by id software in the
late 1993. Wolfenstein 3D was the first ever 3D shooter but it wasn't until Doom came
about when the whole 3D fps shooter trend started. Doom created a better atmosphere
than Wolfenstein 3D with lighting effect, giving the game more of a 'dark, forbidding effect'.
One of Dooms most Iconic weapons is the shotgun. Doom has sold over millions of copies
worldwide. One great feature with Doom is how you can create your own levels and modify
the game to how you want. After the first Doom's success rate it was soon followed up by
Doom 2 in 1994. The game was released as a full retail game rather than just shareware. For
Doom 3 they used a new 3D engine which improved a lot within the game especially
dramatic lighting and shadows. Doom 4 came out in 2011 but it was intended to come out in
2008. This is an extra developed game that brings it into the games we play today

Figure 11 Doom 1234
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Materials

Figure 12 Raven

When creating Doom the software used was the Raven software, although another game
was created beforehand using the Raven software, Doom still became successful after
development. Doom was developed on NeXT workstations operating system. The engine
was mostly built by John Carmack. Some of the editing tools used to build the games were
scripts, to generate source code. Another tool to put WAD files and data lumps together
was the BSB node builder which was made by John Carmack. Also the main tool was the
doomed level editor. This was where the game was structured and where they put in with
basic functions. One major function was the drawing and reading lines sector. This is what
helped to implement the 3d visualisation within Doom. Also textures for viewers and
dialogues were entangled within the game which was added by Romero.
For the art side of things you had Adrian Carmack and Kevin Cloud who were the lead
artists. Most of the sprites were drawn by hand, but some of the characters were digitalized
from sculptures. The characters that were digitalized from sculptures were the main player’s
character, the Cyber demon and the Baron on hell, which was all made in clay. The Arch-vile,
Mancubus, spider mastermind and the revenant were all made from latex and metal. The
sculptures were photographed from each side view of them, which could consist of four to
eight angles so that they could be viewed in all different angles within the game.

For the sound side of things within Doom the id company hired Bobby Prince, he had done a
score for Wolfenstein 3D. They asked Bobby Prince to create a heavy metal pieces for Doom
but they realised after a while that some levels don't match the heavy metal kind of feel so
they added ambient sound instead. They also added in music tracks covers that were from
famous heavy metal bands. The covers were conducted without and permission from the
owners but no-one intended to go into legal actions against id software. The noises from the
monsters and also the Foley sounds were implemented by animal sounds with recordings of
Prince and Romero to.
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Processes
To start of the process of making the game Doom the id software company had to start off
by using the Doom rendering engine. They would start of by entering source codes to create
features and help provide information for the game itself. The engine itself is not a true
engine in order to create 3D. But it is fairly clever in order to make other perceive it as a 3D
environment.
Next the level structure would be considered as it would need to be placed into the engine
to get the mapping of the game within the engine. From this they would then layout
information such as doors, enemies walls etc. In order to give a more accurate
representation of the game.

Figure 13 Artist

Figure 14 SPB

Image of SPB
They then placed in objects within the game so that it would all be ready for the engine,
after that they would then make use of a system known as the binary space partitioning
(BSP). This will allow the sectors to read the drawings of the textures and they place them
out in front of the character as they are walking around. Therefore creating the illusion of a
three- dimensional space.
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Drawing things would be another process for creating a game as you would need to add in
sprites, this will give the game more of a feeling of a first person shooters as the hand
rendered drawing will be placed as enemies, for your character to consistently shot at.
They would then add in sources of music to make the game seem more realistic and
atmospheric, They put the music in last as it was easier and also so that they wouldn't give
confused with the levels and have ambient music in a fast paced area where there should be
heavy metal music.
Techniques
One of the most important techniques, which I have mentioned a lot, is all to do with the
Binary space partitioning (BSP). This is because without this there would not be any threedimensional element to the game, this is one of the games main feature. This is a technique
used to generate data for a level so that it can be played.
In order to create the characters within Doom the artists of id software started by doing
basic sketches of what they wanted just some of their characters to look like. They would do
this the traditional way, but now for Doom for they would mostly do it digitally in order to
show a better, more accurate design for the game.

Figure 15Model for Doom
Figure 16Concept for Doom

This practitioner John Carmack has influenced my work because he helped to develop the
first series of 3D first person games. Not only is the first person shooter genre one of
my favourites by also my discipline is within 3D so John Carmack highly influences me to
create more. If it was not for John Carmack and the id, software there could be a possibility
that there would be no existents of a first person shooter within the three-dimensional
game. His passion to work hard and create new things all the time inspires me to want to
work harder, create new things, and work on them. John Carmack was so dedicated to his
work that his type of holiday would be him sitting doing more coding and 3D work. When
creating work I make sure to do the best I possibly can, John Carmack's work has helped me
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to get to here. Even the new Doom 4 is out and it inspires me too create a more horror sci-fi
environment for my final major project.
Through looking into my practitioner, I have gathered a lot of information from different
sources showing me how the first series of 3D first person shooters were created. This has
helped me to understand more about how the first development of 3D engines started. I
also learnt how different subjects of media or games inspired the game Doom. Alien the film
was a focus for the game and helped to create the overall horror and fantasy effect for the
game. In addition, Dungeons and Dragons was another key inspiration for the game Doom,
this gave it the whole "hell is upon you" sort of feel, the reason being is that that is what
happened in one of the games they played. The Dungeon master (narrator) of the game
brought them into hell and told them they had to escape. Giving them the basic concept for
the game Doom. I think while researching about another industry practitioner it has made
me see how games were then and how games are now. Gathering research for Doom was
much harder than I had expected, especially when looking into the history of Doom I found
only certain amounts of sources and some of them keyed the same information.
(notablesbiographies, 2017)
(Asbury, 2017)
(wiki, 2017)
(Fandom, 2017)
(IGN, 1996)
(Unkown, 2017)

Alien
Alien was also a practitioner for 3D as it helped to inspire the idea for Doom and it helped
the id software company start to create 3D games. Ridley Scott was the director behind the
film Alien. Ridley Scott was born November 30th in 1937. The place he was born in was
South Shields, Durham, England. The game
About Ridley Scott

Ridley Scott was born in South Shields, Tyne and Wear, England. The Scott's family seemed
to move around a lot when Ridley was young. Ridley's parents noticed his interest in art so
they decided to enrol him in the West Hart pool College of Art. He proved to be a very
talented painter and then went to the Royal College of Art in London (RCA). His aspiration
then changed to wanting to become a production designer.
Ridley was experimenting with an old movie camera; this is what influenced Ridley to join
the RCA'S new film program. He made small short films earning him a British film grant. He
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then went to New York on a travel design scholarship. He dipped in photography and
observed theatre and documentary filmmakers. Ridley then moved to London to start
working with the BBC and he met and married Felicity. They then ended up having two sons.
Ridley lately after divorced his wife and became a commercial director.
As Ridley Scott progressed with his skills he then went on to make his first featured film in
1977. This was called the Duellists, which was set during Napoleonic wars; this pushed him
into the position of creating one of the great films that was called Alien. Alien made over
1oo million dollars, which initially started on a budget of 11 million dollars.
Formal elements

When looking at the Alien the colour palette is very dark and intense colours such as green
and black this helped to create a lot of the atmosphere within the film. One of the strong
aspects of the film is the sound effects of the aliens as well as just ambience noise. With the
aliens, they give of a screechy yet deep roar, with gives you shivers down your spine when
you listen to them. The ambience noise in the film is a sort of spooky yet sci-fi element to
the overall sound
Narrative
The story is very well put out through-out the movie, its starts of just like how Doom the
film does where they send a marine into space, in order to figure out what is happening due
to personnel going missing, they then find out about the Aliens so they make it they're
mission to kill every last on and then get out alive. I personally really love the plot for the
story because even just writing about it you can tell how much of an action packed film it
will be.
One of the lead characters was chosen as a female, the reason they done this was in order
to reach a bigger audience for the film. They wanted to experiment with the idea and it
became part of the production. This gave the film more interesting value because back in
1979 you would not really see many females playing the main role in a horror movie. Some
of the actors would wear yellow suits that have piping on and they got the ideas from star
wars for parts of the outfit, they also had different nationalized badges with quilted
kneepads. Then helmet was made out of fibreglass with a bronze finish, they are also a
practical light on top. The backpack were heavy and it was used to represent an air supply.
Gloves were made out of plastic and boots were plastic. The chest pack was heavy and
made of fibber glass. It also had a chest and arm shoulder pads. Through-out the movie you
also see the actors use various different props to assist them when they are acting giving
everything a more authentic feel.
Processes
When Alien was first made they started by first writing the story of Alien which was
influenced by Giger's work, who was an artist who done dark disturbing art. Then Ridley got
the script and really enjoyed reading it. When working Star wars came out and the sci-fi
element of Star wars inspired them. They then got Giger to design some of the concepts for
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the film as well as the front cover. Then Ridley saw the designs and said straight away
"that's it" therefore using a budget of 2.4 million to create it. He created the storyboard and
with the storyboard managed to double the budget.
Techniques
For the scenes and the environments, they went to an old aircraft graveyard and used the
scraps from bits of the aircrafts to create the sci-fi environment look inside of the
construction. For the hanger and driver’s seat in the film, they used old ejectors seats from
aircraft's. They also got Ridley and Giger to sketch out scenes of Alien so that they could get
a more vivid idea inside of their heads. They also had made practical props that were used
during filming which helped to give many of the scenes a more authentic feel when acting
was happening. The actual set was made to appear very claustrophobic and they had to
change a lot of it around during production, which included cutting down walls etc. Ridley
made the set very practical and made sure, when actors pressed buttons it would open
doors and turn on lights etc. Everything that was seen as alien in the film was all of Giger’s
ideas and drawing coming to life in the film. Some of the environments needed assets like
massive bones but they could not afford them so instead they made a bleak landscape,
which was carved out of foam bored or would and then plastered over to sculpt them into
place. Giger made sure that it was all painted before they filmed the scene with the
boneset. Giger was very practical on set and didn't just do drawing he also helped sculpt and
create assets like the alien eggs, which he got to look transparent, and the moving
membrane inside was all done mechanical.
One of the most important scenes in Alien was the heart burst scene, this was said to be the
scene that made the film a more success. One of the artists got the idea got the idea from a
wasps that paralysis the spider and lays the eggs inside the spider. This created the whole
concept for the scene. They took on Ricken Dicken to create the alien heart burst rig, which
made the alien burst through the shirt. One of the actor was actual sick from watching the
scene it was that powerful, all of the other people working on the set was frightened but
that though it was a fantastic idea. The actor for the alien creature was a very tall person
whole was 6ft or more tall and they sculpted the costume and they used latex making the
jaw work and they got the mouth mechanism.
Sound effects were used a lot through the film to make it more authentic and real and give
the whole film life. It also had very strong music to emphasize the environment and create a
more intense atmosphere. Sound was a very important aspect in the film and it create most
of the scary atmosphere within the film.
(Grade saver, 1999)
(YouTube-HOLLOWm9n, 2016)
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Table 4 Heart beat chart

This is my data correlation of what I personally believe catches the most fear of the two, this
is an easy but effective method to compare visually of the two. When I wrote characters, I
was also on about the enemies and aliens. I put textures at quite a high level because the
Alien set was all made by hand, nothing was CGI and everything on the set was very
practical. Making the whole film very authentic. Also sound came up fairly high for both
Doom and Alien due to it increasing the intensity of the atmosphere within both sects of
Doom and Alien.
Overall, from researching my practitioners I have learned a lot about 3D and some of its
history as well as what helped to influence the first 3D game. I done a lot of secondary
research but one thing I could have done better with is the primary research, which I could
ask people in order to collect data for my visualization chart for Doom and Alien. After
researching everything, I now have a better understanding of what it takes to create 3d as
well as intense horror atmosphere, which is a genre I personal am comfortable with.
Both of these practitioners have been a great influence for my discipline because without
both of them we would not be in the 3D game world we are now and everything would still
be considered 2D. In addition, researching and developing my knowledge within the realm
of 3d has made me understand more about how 3D works and how it first came about. I
talked about Alien as it helped inspired the game Doom. It also has a fascinating genre,
which I hope to use to inform my extended project as it produces very atmospheric
environments. It also helped me to understand the process of coming up with an idea for
creating a new film/game.
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Friday the 13th Cabin environment
I wanted to look at a similar product to what I was looking to create so I decided to take look at
Friday the 13th with the Cabin scene. Looking into another product will help me to think about what I
would like my environment to turn out like as well as being able to compare the two products at the
end.

(YouTube, 2017)

Figure 17 Friday the 13th

This is a screenshot of the cabin living room within Friday the 13th in this game I liked how it looked
and it was somewhat similar to my environment that I was looking into creating. In this image, the
environment was created as though someone lived there. For my environment, I am looking to
create a more abandoned feel.
To make this room look more abandoned I would darken the textures and use many decals such as
mould, blood and broken wood. Looking at other images helps me to get a better look into creating
another version of a cabin. I would add a more abandoned and horrifying look into it.

Lighting within games
Lighting is has had effects on mood in the physical world (sunlight and artificial). ‘Blue light, as found
in fluorescent light tubes, has been linked to cognitive arousal.- and the colour blue/green fullspectrum help give the effective cure for ‘winter depression’ and has even been used in
phototherapy.
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In warm lights such as amber and red similar to a candle flame help to relieve insomnia and
overstimulation. When used in games it helps to make the players feel ‘gladder, more enthusiastic
and peppy’.
(Pysch central, 2017)

The use of visuals to create narrative through sketches
Drawings started around the date of ’30,000 to 10,000 B.C.’ they were discovered on cave walks in
France and Spain. They created the drawings by scratching, carving, or painting on walls.

Ancient Egyptians were the first to begin creating sketches upon walls to show and tell the
scenes of the everyday life. These drawing were ‘flat and linear style.’ The Egyptians told
story through the usage of visuals by making marking on walls and then doing another
drawing write next to it.
The earliest known drawings date from 30,000 to 10,000 B.C. They were found on the walls
of caves in France and Spain. Other examples of early drawing are designs that were
scratched, carved, or painted on the surfaces of primitive tools.
In the ancient Greek times, they liked to tell stories by painting on pottery vases illustrating
figures and lines.
In the Middle Ages around the 400’s-1400’s art was produced to ‘glorify god and teach
religion. Drawings and paintings were mostly illustration of the Bibles and prayer books.
They done these drawings to show the story of religions and influence people to join if not
at least understand and appreciate their religion.
Modern drawing came to Europe in the 1400’s during the Renaissance in Italy. Drawings
were used to portray a realistic approach of what they were looking at while drawing. This
helped them to convey the stories more easily but the mostly focused on realism. Such as
studying the human body or looking towards architectural works and drawing them to
capture the moment.
Modern drawing in Europe began in the 1400's in Italy, during the period known as the
Renaissance. A special love of drawing was born at this time. The production of
drawings also increased steadily. This was because paper had become easier to obtain
and because of the new importance attached to drawing.
Drawing came to be considered the foundation for work in all the arts. Art students first
trained in drawing before going on to painting, sculpture, or architecture. Drawing was
used as a tool for the study of nature, which was becoming increasingly important.
Artists carefully studied the physical structure of the human body for the first time and
began to draw from nude models. The portrayal of the human figure became
increasingly realistic.
The need for preparatory drawings also grew during the Renaissance. In Italy, many
large-scale paintings were produced to decorate the interiors of churches, palaces, and
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public buildings. Paintings of this size required extensive preparation. Drawings were an
important step in creating the finished work. The artist often made a very detailed
working drawing before beginning to paint. Michelangelo and Leonardo Da Vinci were
two of the most influential artists of their time, and demonstrated their work through
various different forms and approaches.
(Scholastic, 2017)

CONCLUSION - Who/what was my inspiration? /Contextualisation of my study

Some of the similar media products would conclude on the films I looked at as the story is what
inspired me to create my project and it also relates because of how a lot of their environments
and atmospheres they convey to help tell story.
It is something I looked at and analysed I even added in new techniques I had learnt in order to
capture more story and atmosphere within my environment. Looking more into these films also
gave me a better understanding on target audience and how to create a product and direct it
towards a specific target audience. I also looked into a similar AAA company developed game
called Friday the 13th to give me more idea on how I should create m environment and what I
could do to make it my own and what I could add to develop it. I made sure to look at,
atmosphere and story the most whilst picking up techniques such as lighting, texturing, modelling
and other effects.
For my project, I will need to be able to create atmosphere and story within each other and to do
this I have looked at films that do that. It was harder to pick games as they usually only look at one
or the other but rarely focused on both. I will also need to take into consideration my target
audience and how I will direct the games environment towards them

CHAPTER 3
Research Design
LO

2.1

2.2

3.1

3.2

5.1

7.2

This chapter is the research
This chapter explains research design for my EXTENDED PROJECT. It starts with research questions
and follows by the description of the research design and research methods used in my project.
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Research Questions

Start with stating the intent of your EXTENDED PROJECT. What are the key aims and objectives of
your project? Outline the key characteristics of your project. Write about your questions? You
have to base your research design on questions and interests. Ask yourself: “What do I want to
find out?” Write to the reader clear research questions, what you wanted to find out?

Research Design Evolution
For my project, I started out by taking photos in Blean woods near Canterbury with some friends to
help me. The reason I choose Blean woods was that it was the best place where we could be fully
surrounded by trees in order to get that more authentic look, we looked at the best locations to take
the photographs within the woods. It was also an Ideal place to set my environment there.

Photography Experiment
As I have been looking into telling story through the use of visuals I decided I wanted to attempt this
with my photography, I wanted to create and show images that would help to provide an in depth
story. I wanted to show the story that would happen within my environment so I based it around
that.
I also decided to add in characters to these photos with the help of some friends acting out the
characters and helping me to show the story more easily through the use of photography.

Figure 18 character profiles

The idea of story within photography became easy with characters, environments, atmosphere,
GO TO
CONTENTS

43

Department of Media and Communication
story, colour and textures, line, tone and form.
This photo was to show the location and area we went to, I got everyone to place their bags and any
jackets or hoodies on the floor so it gives that lost look, this plays into the idea of my story while
showing of the environment a little bit more. I wanted to look into position of camera angles and
items this is because I wanted to see how different placements could change an environment.
This would be crucial for my environment for when and where I decide to place my models and how
lighting effects it in whole. While taking these photographs I also looked heavily into lighting and
experimented around more like how I would within the engine. For this image, the lighting only
comes from the environment and natural sky light. Therefore, I decided to change the image to black
and white and make it look like there was hardly any lighting. This gave the image a more darkened
and intense feel creating atmosphere through visuals as well as helping the story.

Figure 19 Blean 1

Figure 20 Blean 1-2
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Figure 21 Blean 2

I took this photo because I was looking at the way the branch was broke so I could then transfer it
into a texture for within my environment. I really liked the inside colour of the branch so I decided to
capture it within a photo. When I took the photograph I was thinking about how the textures in my
environments could look worn down and broken. I would also use the effect on the basic objects
within my environment such as decal on tables, chairs and so on. This would give my environment a
more appealing effect.
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Figure 22 Blean 3-1
Figure 23 Blean 3

For this photo, I used the reflection in the sunglasses. I wanted to look at composition and the
placement of objects and this really helped me progress my skills further. You can also see two of my
friends who played and acted out scenes as my characters for the initial concept of the game
creating a story within the photos.
In my environment, I had three characters in all, I wanted to create a small storyboard with the
images, showing slowly the possession of the curse and how they attempt to attack and kill each
other.
This picture made me think about mostly positioning of the camera and sunglasses. I done one shot
in colour and the other in black and white to show how much more effective it looks and feels in
black and white. And how just changing a simple factor such as the lighting, contrast and colour can
effect an overall environment.
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After looking around at objects, texture, and room ideas, I then decided to have my friends play
roles of my characters for my environment. They all used facial expressions, clothing, and face paint
to bring out the characters. I wanted to be able to portray narrative with simple pictures, like what I
have wanted to do for my environment with models and textures.
When creating the story I had to take picture of environments, to make the environments look even
more authentic and better my friend Laura helped to create the scene with facial expressions,
clothing, paint, makeup and hair. I really liked his shots because they looked like they were out of a
film and it makes the image pull you in and think what has happened, why has it happened, where
did it happen, what’s going to happen next. Creating the illusion of narrative with visuals.

Figure 24 Blean 4

Laura played the role of the female character called Alice; I wrote the words ‘help’ on the side of the
tree to give the scene a more authentic appeal. I decided to ask my friends that would be a similar
age near the audience. This is because it will bring in the audience more and make the game more
immersive for the targeted audience. I wanted to relate the story with my targeted audience to
make them more interested with story.
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Figure 25 Blean 6
Figure 26 Blean 5

For this shot, I decided to cover my hands in red acrylic paint, and place hand marks on the tree, I
done this because I wanted to practice placing my own details onto the tree like how I would place a
decal onto a texture within my game environment. This photo has been taken in colour in order to
capture the red handprints on the tree. My friend also added in a scared, helpless reaction to make
the whole picture look more authentic.
I wanted the blood the on the tree to be the focus point of this image because it gave of more of the
story of being chased and how the curse slowly takes over each character. The characters fight each
other of and sometimes you can see they try to push against the curse.

Figure 27 Blean 7
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In a picture I played as one of the characters from my game, my character is a shady person who like
to be alone a majority of the time, but during the time of the Native American curse taking over the
characters they all slowly become killers. Laura’s character took to the look of desperation and
paranoia to show how she was slowly being over taken by the curse. In this image, I wanted the
image to be blurred mostly because I wanted to convey the feeling of movement, anxiety, panic and
fear.
When taking this shot I wanted to focus on different camera angels so I climbed up a small tree to
get this shot. I felt like it created an interesting effect and showed the feeling of being lost and
scared.

Figure 28 Blean 8

In the image, I wanted to look like the character was being chased and then had suddenly been
spotted by one of the others and to show the face of surprise, shock and fear. I played around a lot
with lighting in this shot to create the right effect. I also used got small branches and placed them in
front of the character to make it look like she was hiding. By doing this, it helped my positioning
techniques, which I would need for my environment when creating it.
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Figure 29 Blean 9

With this image I wanted to focus more on lighting to make the scene look more realistic, I used a
torch and shown it on the points of contact between the two character to give everything a more
authentic appeal. This gave the whole scene a more serious feel and showed how the possession
was slowly taking them over.
Lighting played a big part in this image; it helped to show more of the narrative, it showed pain,
anger and fear. Looking into the usage of lighting helped me to understand more about how I can
place it in specific places to get certain effects.

Figure 30 Blean 10
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In this picture, I wanted to show the character being attacked by another character I used a spiked
stick to make the image stand out. To move the focus more onto the weapon I used a light on the
edge of the weapon to give it a more stand out effect. Laura then played the character with a face of
fear but also anger, this gave the image an overall good look because it added more to the story.

Figure 31 Blean 11

This image was a complete experiment and I wanted to create the sense of anxiety, fear and the
feeling of being trapped. The writing made it look less realistic like it was a mental image as if she
had no escape.
This added to my story as it helped to show the mental effects of the curse and how the possession
slowly takes over. Although I felt like this image could have had more environment within it, it still
added to the story concept.

GO TO
CONTENTS

51

Department of Media and Communication

Figure 32 Blean 12

With this image, I was interested in capturing the characters possession, my character was
underneath them looking like he was trying to grab their feet and pull them under. Then Laura’s
character was doing a crazy laugh almost similar to something like Harley Quinn from Batman,
where she shows of her craziness by laughing hysterically. Then James the third character was just
giving an intense stare. The blood on his face helped to create the rest of his expression.
For the environment I wanted to trees to enclose the characters as the so I found a spot in Blean
woods that was almost circular with a bench in the middle and I felt it was a good place to take the
shot.

GO TO
CONTENTS

52

Department of Media and Communication

Figure 33 Blean 13

With this shot, I wanted it to look like the other two characters have just escaped from my character
and are now attempting to hide. The umbrella is used to create the effect and feeling that makes
them look like their hiding something. The book of possession in order to attempt to destroy it.
Adding in more to the story the environment starts to look more upon. This creates an interesting
feel as they are trying to hide and it almost turns it into a mental image. What I mean by a mental
image is something that looks like it is fear, anxiety and such without actually saying it or suggesting
it.
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Figure 34 Blean 14

This was a photo with all three characters involved, at the time the curse had taken over the hooded
character completely, and I used red blood paint on my hands to make my character look more like a
killer. I wanted to capture the red paint on my hands to make it look more authentic so I had to take
the shot in colour.

Experimentation for texturing

Figure 35 Experiment tea

One experiment I worked on was the texture experiment, I used a basic object such as a
teapot and I wanted to see how and what specific textures would make the object look more
visible appealing within a horror generated environment, I looked at Dead Space for
inspiration to see how they used blood in order to make the environments stand out and give
it that feeling of horror.
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I used a pre-set primitive of a teapot from 3ds max and placed textures making it look old,
bloody and broken. I then took some screenshots to make it appear as if it would within a
horror environment.
This experiment overall will really help me with the production side of everything because
then I can texture my assets better according to the genre which is horror.

Foam gun
Another experiment I took place in was when I created a real model out of foam board. The
reason I created this experiment was that I wanted to get a better understanding of the way
models could be made.
When using foam board I discovered new methods of creating models in 3Ds max by pilling
layer on layer like a 3D printer would do, this was a new approach to learning new methods
for creating assets but I will use this method to create models for the production of my
project.
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Figure 36 Foam gun

(YouTube, 2016)
(YouTube, 2016)
(YouTube, 2016)

Outlast and The Last of us review
I played outlast and the last of us, and trough-out took down notes of how the game works to its
advantages while looking into the lighting, models, textures and interaction and story.
Outlast

Figure 37 outlast

(Uknown, 2017)
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Outlast has a very interesting story and focuses around an abandoned looking mental asylum. The
idea of an abandoned asylum already causes the game to sound like a horror genre environment.
The story is all about a Journalist going through this asylum while trying to figure out what went
wrong. As you go through the environment, you are intrigued to find out more but the further you
get the scary and more horrific the game gets with the usage of characters, atmosphere and
environment.
The usage of lighting in the game is one of the assets that makes it more horrifying. Sometimes you
have to walk through pitch-black rooms if you do not manage to find batteries for your night vision
Camera. Sometimes you have no choose but to walk around without the camera in the pitch black,
this all depends on if you find the batteries. This is very effective because it enhances the game and
makes it more nerve wrecking.
They use textures to create fear instead of detail, they focus on the usage of blood, and broken
down chairs etc. This give the game a more atmospheric feel and enhances it entirely, without the
texture and decals the game would look empty.
The interaction within the game is good, you can pick up items and read notes to help uncover the
story, and they look at it from the journalist point of view so he only really looks for paperwork,
notes etc. this make you feel more like the journalist as you go through the game.
The Last of US

Figure 38 The last of us

(Unkown, 2017)
The story of this game is one of my favourite stories within the horror genre for games. It is
compelling and pulls you into its notion. The story is about an outbreak of a virus that causes
everyone to turn into craving, flesh-eating zombies. The side character Ellie is the apparent cure for
the virus and it is up to the main character Joel to keep her from harm. The story goes into so much
detail throughout out the game.
The lighting varies really well within the game; it uses it to help complete the atmospheric feel. The
lighting can help creep out the player and make the scene’s come to life.
The textures are amazing and everything is made to the highest detail. This is makes the game look
so impressive, especially the usage of foliage to help create the over-run, apocalyptic feel with
nature. A lot of the time within the last of us, they use nature to represent the zombies and even
created some based around fungi.
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Sketches
I created a sketch of my college and decided to manipulate the way it looked, what I mean
by this was when I used different variations of lines and shades in order to complete a more
horrified look of the college. The reason I created that sketch was that I wanted to learn
how to visualize objects or environments in other ways.

Figure 39 Sketch of college

Figure 40 Edit of Sketch

Target audience
Through conducting my primary research, it has enabled me to look more closely at my
target audience and what I am aiming for. I wanted to conduct my research targeted around
pre-adult’s the reason being is that my game would be filled with gore and violence like
many horror games. I felt as if it were not then it would not be that much of a horror
environment and would affect the story and make it less effective.
Skills and techniques
When doing my research I also had to use various different skills and techniques, I wanted
to use a range of skills that I had learnt on the course or in my own time. One skill I wanted
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to use a lot more was photography; the reason behind this is that I wanted to capture the
scene and experiment using visual imagery and media. This ties into my project because my
environment is all about telling a story through the usage of visuals.
I also took it upon myself to learn how to create real models out of foam board; I done this
by watching a basic tutorial on YouTube and then creating my own styled revolver just as
and experiment. I was really surprised by the result of what it ended up looking like and it
helped my understanding of how to create models better within 3ds max. I also wanted to
implement my art skills into the experiment, so I decided to colour and paint the foam gun
to make it look as realistic as I possibly could.
Production research
One of the main roles for this environment will be down to a 3D artist a texture artist and a
lighting artist. Just to create a small visual environment at the best quality detail. The 3D
artist will be required to create the most accurate models and rooms, making sure every
detail is correct. They also may have to make the model interactive by creating the model
with individual parts so that they can be moved around and even animate if needed.
A texture artist will be in control of the way it looks with colour and textures. In addition,
how the textures will work whether they will be bumped mapped or have a bit of specular.
They also have to make sure that the texture working properly on the model and there are
no seam lines where the texture splits. They will also be in control of adding the decal such
as rust, mould, blood and all those small effects that make models look more authentic.
A lighting artist will make the scene come to life and finish creating the atmosphere. In
horror games, lighting can be almost crucial at points. One game that does this well is
Outlast. A lot of the game is about going through a pitch-black environment with a camera
with night vison.

CHAPTER 4
Research Findings
LO

5.1

6.1

6.2

7.2

In this chapter, you will summarise the collected data and the statistical treatment, and/or
mechanics, of analysis. You should start this paragraph by briefly restating the topic/theme of your
project (take it from Chapter 1).
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Explain the object of each question, research activity, point out results, and present those results in
a chosen form of summarised data. Select method of presenting data carefully.
In a quantitative study, the results usually begin with a description of the sample (e.g., sample size,
description of participants who were excluded and why, handling of missing data). Next, descriptive
statistics (e.g., frequencies/percentages for categorical variables, means, standard deviations, and
ranges for continuously measured variables) are presented.
In a qualitative study, the results often include many quotes from participants who were
interviewed. Here you should also present your non-textual elements such as photos, videos, audio
files, maps, tables, charts, mind maps, SWOT (strengths, weaknesses, opportunities and threats)
analysis, etc.

Looking into chapter 1 I started by talking about the general background of my project and
how I decided what I wanted my project to be about. When looking into the basis of my
environment I knew that I would have to target my game to a specific audience. In this case,
I used my basic knowledge of horror games and I thought about how they are usually directed
towards an audience of 18+ this is because of the gore, violence and concept of the overall
game.
To get and show a better understanding of ‘Who am I?’ I created a mind map to show my data
that I had collected; this was effective as it helped me to demonstrate my character and show
what led me to this point on the course undertaking this specific project.
To show my progression through-out my time on the course I wanted to use an infographic
to demonstrate my results of my progression, I decided to mostly use screenshots and photo’s
to present my progression. It helped me to show my results more clearly and how I have
progressed into my specialism of being a 3D artist.
When talking about my project and what I was planning to do, I presented my ideas with a
research plan; this helped me to show what I wanted to do more specifically and why.
Chapter 2
Going into chapter two I was using secondary research for my findings, I presented my
findings in an analysis of what I was looking at. This helped me to understand more about
what I was looking at and helped me to present how I could use and direct it towards my
project.
Curses
I started out by looking into Native American curses; I looked into Native American curses
because of how much it effects my overall environment. I had to find out a curse that would
fit my story. Finding the right curse to look at took me longer than I had expected. I had to
look at lots of sources and try to find the most suitable one.
The ‘wendigo’ curse helped the story to make sense; I made sure that it fitted within what my
whole concept was about and how the story would play out within the environment. As my
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environment is influentially filled with the curse of the Wendigo. I then started to look at what
I could use to help show the Narrative with the usage of models, textures and lighting. Making
sure to focus on the visual aspect demonstrating and displaying my specialism. From that, I
then looked at creating a cursed book with a passage of Native American language that
unleashes the curse by anyone who reads it out.
The cabin in the woods
The Cabin in the woods was one of my main inspirations for my project as a whole. It was part
of the influentially process of the development of my environment. I also got inspiration from
the story as well most of the characters personalities; I decided to focus on the story plot at
the beginning of the film because for me it was what helped make the film and without it you
wouldn’t get much of a back story. I decided to use the United States as my location for the
country my environment would be located at. This also relates to the Cabin in the Woods
because it was where the Cabin in the Woods was initially filmed.
I also looked and analysed the visual aspects of the film, which includes the lighting,
atmospheric fog etc. I took all of these points into consideration when creating my
environment and tried to add similar effects into it. I done this by experimenting within the
Engine, I turned the sky dark because that was when all of the action and horror scenes
initially happened within the film.

Figure 41 Cabin in the woods Expirement
Figure 42 Lighting experiment

(Google images, 2017)

I also experimented with fog to see if it would have any effects within my environment
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Figure 43 Fog 2
Figure 44 Fog 1

The first image display the environment without the fog and the second displays with the Fog.
I tried it out but I felt like it did not really work that well inside the cabin and would have
looked better outside the cabin like in the film. Although I did not add the atmospheric fog, it
helped me to realise how I can add movie visuals into my environment to make it look more
authentic and realistic.
Native history and culture
Native history and culture was another aspect of research I decided to undertake. This was a
vital part of my research because it gave me of an understanding about their culture and I
knew I would have to represent this visually within my environment. I done this by creating
small assets that showed something of Native Americans.

Figure 45 Carving of Indian
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I created this on the side of the desk within my environment, the reason I added this carving
into the desk is because the Native Americans were very creative and liked to decorate almost
everything. They would use handmade knifes to make carvings. Find out that information led
me to add this into my environment and help to visually show information about the Native
Americans.

Figure 46 Tomahawk screenshot

The research also gave my ideas or models such as the tomahawk, which is one of their most
deadly weapons for taking down animals for food and to also, use it when fighting of invaders.

Figure 47 Death book screenshot
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I also used my finding for the cursed book and which I ended up making it look like it has
Native American text, which I found while researching. Alongside the image of the two
Natives on the second page of the cursed book.
I then watched a film called the Device to get more of an insight into how I can effect a horror
environment. One important thing I found in the film was the usage of lighting and how they
use strobe lighting to make it look like the character was having a nightmare. Many different
visual effects are used within the film to make it look better to the viewers. Finding out what
sort of visuals were used helped me to think of ideas for my environment.
Silent hill was another horror filmed I watched and analysed and I really liked the red lighting
used when it came to the world changing to hell and destruction. I felt like it made the film
really unique and different and it inspired me to look at different colours of lighting.
I changed the lighting too dark red to see how it would look and what it would turn out like.
It gave my environment a completely new feel and look. I also looked at colour theory and
how red can be used to show feelings, emotions, and scenarios.
Red lighting is also used in Panto’s in order to direct a scene from fighting to death and
murder. Gaining research that could completely make a visual scenario helped me because it
related to my overall theme for the project of being able to tell story through the usage of
visuals.

Figure 48 Red light room

Old horror techniques
Looking into old horror techniques helped me to understand more about how to create an
effective horror game, this is important because if you are going to base your game on a
specific genre then you want to make sure you use the right techniques and ideas for it
because otherwise the game will seem less interesting to the players. If you take a game like
Doom for example and take out the level design, and fast paced shooter action then it would
not be Doom and it would not have been as popular compared to what it is.
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Practitioners
When looking into practitioners of my project I decided to make sure I looked into people,
companies or games and films that helps my project. Therefore, if it were 3D I would look into
the history of 3D. It would help me get the understanding and knowledge I need to be able to
understand more about how I can create a visual environment and the write about how I did
it and why I did it.
In addition, looking at Ridley Scott helped me to get a better understanding of Doom, which
was one of my Practitioners, the reason it helped was that I got a better insight into what
Inspired Doom and it helped me to relate to my project by finding my own inspirations and
practitioners.
Chapter 3
Texturing
When researching I experimented with textures because I wanted to see how I could use them
within my environment to help convey a narrative. To find out how I would go about this experiment
I started by doing a basic texture research on the game called Dead space. I wanted to analyse how
they used blood and gore to make the environments stand out and help to create that horror genre
feel.
I gathered my research by watching a few clips of Dead Space from YouTube. This helped me to see
where they used the textures and why it was effective in certain environments. I also studied and
analysed screenshots from the game as I felt I could look at it more easily instead of constantly
pausing a video.
After I carried out how to use textures, I then decided to create an experiment along with this
information. Doing the experiment helped me to get a better understanding of how I wanted to
create my overall environment; including what ways I could look at creating it in.

Foam gun
For this experiment, I wanted to gather research on modelling assets. I thought I would try a
practical approach and leaned into creating a foam gun. This experiment helped me to realise how I
could go about creating a model in different ways, including within 3Ds Max.
At first, I was not sure how to conduct this experiment so I watched a tutorial on YouTube to give me
more of a guidance to what I was doing. I wrote down the process and techniques in order to learn
more quickly and accurately of how to create a model out of foam.
This experiment helped me within my project as it led me to open up new ways of creating models
within 3Ds max. I discovered for my own personal preference that it was easier for me to create
models in stages adding parts onto it as I went along. This method is not normally used unless you
are looking for high quality detail within your models and textures as it can be more time consuming
but for my project, I wanted my models to have high quality detail.

Game reviews
I researched a few games that I have played myself and took notes accordingly of what I found
helped make the game original and authentic. While also looking at what sort of audience they
directed their game to. Also while looking at these games it gave me ideas for my own projects and
how I can use certain techniques and process to enable me to increase the result of my
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environment. Understanding more about horror-inspired games led me to think more creativity
about what I could use within my environment.
Playing these games and reviewing them helped me more than watching a video of it because I got a
more hands on approach and I was able to look where I wanted in the environment. This helped me
because then I could look at what worked well and what did not within these games. Helping me
with my own environment.

Sketches
I used sketches as a way to accurately understanding a better process of how to create certain
environments and what I should and should not add to create a visually appealing imagery. It also
helped my process of understanding of visually creating narrative, because I was able to add in
certain tones, details, colours, lines to help create atmosphere, which guided the viewers towards
creating a story of what happened.
Looking at creating visual narrative helped me because it is the theme of my project and it will help
me to understand the process of building up narrative.

Conclusion - How did the research help me with my project?
For my research findings, I mostly wanted to evaluate my work and write about what is good and
what is not. I also took a variety of screenshots and posted throughout social media to get feedback.
A lot of my feedback were positive comments. This was hard to talk about because I had no critical
points of view and what I could improve on. When thinking about the idea of research I had in mind
I had a limited period so I done as much as I could. I was going to take pictures, visit more places,
look at more research and practitioners but it all came down to my limited period.
From conducting my research findings, I was able to amylase and talk about everything more easily. I
got many unpredictable results some good and others bad. Looking back at my work and talking
about it has helped me. I will also be able to use a lot of my research I gathered to help my final work
and what I could add into it. This is something I wanted to look at as well as looking to support my
idea by looking at a range of sources.

(Uknown, 2017)
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CHAPTER 5
My Project
LO

3.1

4.1

5.1

7.1

7.2

Introduction
In this chapter you should present the level of self-direction, personal initiative and commitment
necessary to progress ideas and find solutions, and the practical, theoretical and technical
comprehension, appreciation, knowledge and proficiency necessary to achieve identified goals.
The ability to plan and organise work within a given timeframe and the efficient production of
outcomes both individually and collaboratively.
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Figure 49 Presentation

When coming up with the initial idea I created a slideshow in Microsoft PowerPoint to present my
overall ideas to my lecturers to get feedback and development ideas and how I could go about
making the idea better and easier to create. I talked about my overall Idea for the project, and got
feedback on what to add in and what not to add but overall they liked the idea especially the
location, theme, genre and story of the project.

The Room model
I started of my Room by extruding a simply box model while hiding the front polys (front walls) this
was so that when I turned around I could see each angle from the inside of the Cabin. I then had to
use a rectangular primitive to show the size of the character within the engine so that I knew the
Cabin would be the right size.
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Figure 50 Room

Texturing the cabin was fairly simple and easy for me to do by making sure I prioritize the inside
polys (inside walls) so that you can see the detail from inside the Cabin when you are in the engine. I
also managed to incorporate a normal map and specular and roughness while it was in the engine to
enhance the look of the texture and make it look more realistic.

Figure 51 the floor

I wanted the floor to look like it had been burnt and then rained on to create a more authentic effect
and to make it look more horrifying and creepy.
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Tomahawk model
I first wanted to look into creating a Native American hunting weapon and I came across a
Tomahawk so I decided to create a Tomahawk
I used my skills to create the Tomahawk model, I done the Tomahawk in separate parts so that I
could texture it and make it more detailed. I did attempt to texture it all together but that
stretched the texture and it was harder to make it look more detailed.

Figure 52 Tomahawk process

My textures all came from www.Textures.com and I used a variety of rust decals with a metal
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texture to get the effect I got. I then broke the model and textures into unreal engine and added a
bump and specular to make it look more realistic and shiny.
I really liked the outcome of this model and the detail I managed to accumulate it with. It made
my environment look more authentic with my concept of the Native Americans still in mind.

Table model
For my environment, I know I needed a table; I wanted to create a handmade wooden table to make
it look more authentic within my environment. I wanted it to have that handmade feel so that it
looked like someone built the cabin.

Figure 53 Table model

In order to speed up the process of creating the table I decided to duplicate each of the wooden
table top parts. I had to make sure I had initially unwrapped UVW before so that I could place a
different texture on each one. I then worked on the legs and done a similar process using duplication
and moving them into the correct position.
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Figure 54 Table done

I really liked the way it turned out and how it looked authentic and woodland, I wanted to make the
table look like it had been broken so I decided to move about some of the top planks to give it that
broken down feel. It really added to the environment
This table worked well with the environment because of the placement of the table as well as the
placement of the planks for it. I made it look broken down and worn out. I wanted it to look dark and
damp so I adjusted the setting in unreal engine to make its specular and roughness higher creating a
more vibrant and realistic effect.
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Desk model

Figure 55 Desk model

I wanted to create a desk to put the Native American object onto. I created a standard desk shape
and modelled it all together which turned out well. I had a few problems with extruding certain polys
to make them go back in the mode creating the gap for a draw.
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Figure 56 Desk textured

I then textured my Desk and I decideed I wanted to have a sketched in Native America soldier. I felt
this really fitted the theme of my environment and it showed that it was made for the Naives. I also
made sure to add a dust decal onto the desk to make it look old and worn.
Within Unreal Engine I enhanced the texture with a Bump map to make it look more realistic and
come to life. I also added specular to make it shine and roughness to make it appear more wood like
material.
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Figure 57 Desk Done

Overall, the desk came out really well and it worked well with the items layered on it giving it a more
atmospheric feel. I messed around with the placement a few times but I really like how I placed
everything in this screenshot.

Shelf
This is a screenshot of the shelf, I felt that my environment needed something along the wall, so I
created this shelf to fill the space; I ended up duplicating the shelf to make it appear like there is a
small bookshelf. I also rotated one so it looked like it had broken.
This was very simple to make, I also looked into making it look more realistic so I added a dust decal,
which gave it an older authentic look for within my environment.

Figure 58 Bookshelf
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Light
For my cabin, I needed a source of Light, so I decided to use a small simple light that I made. Without
the light, the room would give the player confusion as to where the light is coming from. Lighting is
essential when trying to create atmosphere with an environment.
The modelling process of making this light was a little bit different and not as straight forward as my
previous models, this is because there was I had to shape everything more and use more skills such
as extruding, bevel and insect. I only textured the string and this was because I knew I would use a
strong emissive map for the light of the bulb.

Figure 59 Light

Cursed book
The next model I looked at was the cursed book, I started the making process by doing the back of
the book first, I then added the pages into the book. I wanted it to have the cursed feel effect so I
decided I would have two pages half out of the book this gave it a floating effecting.

Figure 60 Book

After creating my project, I noticed many good and bad mistakes that I knew I could have developed
more if I had more time. With only being able, to spend around a week and a half to create
everything I had to try to focus more on the quality of the overall environment. I felt like if I would
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have had more time on the final work I would have added in so much more making sure I got the
best look and result out of my environment.
After completing my project, the first thing I done was that I got feedback from peers and they all
gave me positive feedback so I felt confident with the way my environment turned out. I came
across a few problems such as how to improve the look of the model and the way I textured them.
To solve these I spent more time, looked at what I done wrong, and went back over it to improve.
When taking my models into the Unreal Engine it brought my whole environment to the next level
with being able to add normal maps, specular mapping, and roughness mapping and so on to
increase the effect of the textures. I also focused on the lighting and this helped create the overall
atmosphere, which is what I was looking to focus on the most.

Presentation
In this chapter, you should demonstrate the degree of competence and proficiency shown in the
organisation and presentation of yourself and your work to an audience. Your EXTENDED
PROJECT has to be presented appropriately (effectively; imaginatively) presented with suitable
(relevant; purposeful) media conventions to suit the target audience.
Write about what influenced your decision to present your work in a certain way.
When looking at presenting my work one of the most important factors to look at is the target
audience. Considering my target audience is of above 18+. I have looked at and even processed
strategies to promote my work keeping in mind my audience.
To do this I recoded my environment with a software called Open Broadcaster Software (OBS).

Figure 61 Obs 1

I used a window Capture to make sure I could get the video of the entire environment and only focus
on that. When playing through I had to enlarge the screen to make it better with the result.
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Figure 62 OBS 2

I then had to manually change the settings to get the best resolution and outcome, I had to play
around with the default settings to the correct result.

Figure 63 YouTube screenshot

To then post my work I put it on YouTube, I done this because it can then be linked across multiple
different platforms as well as reach a wide audience on YouTube. YouTube has been known for
publicizing videos and getting them out there to the wider audience.
YouTube is good to use because it is Free, Copyrighted and your work cannot be copied, it also has
good accessibility to worldwide users and does not require people of certain ages or genders to log
in to watch videos. You can watch them free. People can also share your videos on multiple
platforms making your work get out there even more.
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Figure 64 YouTube Data analysis

One other great feature about YouTube is that it also has an analytically statistics page. This is
helpful in so many ways as it tells you who is interested in your videos that your posting and if your
work is getting out there or not which lets you decide if you want to share more if you need to. You
can also see how long the average viewer watches your videos for which makes you get better
understandings on how much you need to pull in the viewers. This is a great tool for connecting with
your target audience.
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Figure 65 YouTube Comment

The commenting section of YouTube is also a main tool for connecting with your audience and being
able to tell what they want, as they will tell you in the comments section of the video.

Figure 66 Screenshot of Facebook Post

I also wanted to consider social media as a platform to expose my work to my target audience to do
this I created a Facebook page called ‘3D work and art’ and then posted my video.
The reason I choose Facebook for one of my main ways to present my work was that it is a social
media platform where you can specifically pick our audience. It can be used to connect to other
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websites and social media platforms such as twitter and Instagram.

Figure 67 Art station

Professionally I wanted to create a portfolio and one website that was perfect for this was
Artstation, not only did it create a portfolio for me but it also shares my work with other 3D artists
and even companies. There are also jobs on the sight and if I applied, I could link my Artstation
portfolio for them to view and look at. You can also link your skills and what your good at and add
tags to your work to make people find your work more easier and specifically. This is great if you are
focusing on a specific specialism such as 3D for me.
(Artstation, 2017)

CHAPTER 6
MY EXTENDED PROJECT – FINAL PRODUCT
LO

4.1

7.2

Here present your final EXTENDED PROJECT media production.
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https://youtu.be/pdj-_tHYfYc https://www.youtube.com/watch?v=pdj-_tHYfYc
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Figure 68 Final piece
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CHAPTER 7
Project Evaluation
LO

6.1

6.2

My project is based around a horror genre inspired by Cabin in the Woods; the theme of the
project is about telling narrative through the usage of visuals. I wanted to create a project
involving my specialism and I what I want to look towards as a prospect career for the future. I
done this because I wanted to demonstrate my skills that I have learnt through the duration of the
course.
When looking into my strengths on this project I would say one of my biggest strengths were my
3D knowledge and skillset, because this is what gave me an advantage, as I did not have to learn
everything while looking for other information. I used my 3D skills to the best that I could to keep
within the deadline of the project. I wanted to split my time evenly though out. Another strength
of mine is being able to find more creative ways to go about looking at my project, like my
photography and foam gun experiment. This helped me to not only analyse my own skillset within
3D but also helped on the research side of things and gave me more ideas on what to create and
do to add to my environment. In addition to my strength of being able, to research specifically and
look at the right information that will help me throughout my project. This has helped in this
project as well as in past and future prospects of creating projects. Another strength of mine is
being able to break down the information I have learnt and use that information through-out my
project. As well as my last strength of being, a more practical individual and having this strength I
have used it to my advantage within my research as well as within my project.
Looking into one of my main weaknesses, I would say time management is something I have
struggled with on this project due to certain circumstances and having to split my time in half. This
has pulled my project back on a majority of my work. Another weakness would be my skills within
individual work because I feel I am better working within team-based project so creating this
project has made me focus on this weakness and improve upon it. In addition to one of my
weaknesses of sometimes thinking upon bigger projects than I would have time to create, I done
this when I presented my idea within my pitch I looked at creating a whole cabin as well as the
exterior, which I knew if I focused on I wouldn’t have time to complete. One main weakness would
also be my improvisation, this is something I wanted to improve on more and I write about it
because I felt I could have done more planning in order to give me a better prospect through-out
my project. My last weakness would be being able to evaluate my practical, I would have to ask
for constant feedback instead of relying on own evaluation. This is something I wanted to improve
on throughout the project.
The theme for my project was all based around story telling through the usage of visuals by using
my 3D knowledge and skillsets to do so.
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Figure 69 flower

(google, 2017)
One game that focuses on visuals is the game called flower, this game is all about creating mood,
and atmosphere and making the player follow colours, lights in open environment. This game
mainly focuses on the visual aspects and makes the players feel the relaxing atmosphere while
playing.

Figure 70 Egyptians

(Google, 2017)
The ancient Egyptians also focused on creating visuals in order to tell stories and being able to
describe it through the usage of imagery on marked walls. Which shows how my theme has been
use in times like these to tell stories.
One indie company that only really focused on the visual aspect side of things was the Fulbright
company who created the game Gone Home to ‘look’ around environments and search for the story
of what happened, completely focusing the game on visual story telling. It did have sound in but the
whole game was about using your eyes to look for the story and put all of the pieces together to
unravel it. This was one company I was inspired by last year and made me want to create more
visual walkthrough environments.
Figure 71 Evaluation image foam gun

One experiment I done completely surprised me with the outcome and that was the foam gun
modelling experiment. I done this from a practical point of view and wanted to think more creatively
and look at other ways I could model a specific object for my environments. After doing this
experiment, I surprised myself with the new ways I was modelling my models, which made them
more detailed, time efficient and easier to texture. Another experiment I created was my
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photography experiment, this was all about trying to create story with pictures similar to what I
done for my environment. This experiment helped me think of the positioning of objects for my
environment, the lighting I would be using and how I could add in specific details to help give away
the story to the audience.
(Youtube, 2016)

Figure 72 Indie game The cabin

https://www.youtube.com/watch?v=x-EF_-_C9YQ
This game is called the Cabin and it is an indie-developed game the reason I have choose to compare
it against my own is because for my target I would also release my game as an indie developed
game. This environment is not as visually appealing as mine, which I was very surprised to see. The
game itself is about looking around and using interactions to escape. However, I feel like they could
have done better with the usage of textures and models. Seeing this product being publicized to the
public has made me see how I can also publicize mine because of the way my environment looks
compared to this indie developed Cabin.
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Figure 73 Comparison between the two

You can tell mine is more horror stylized and not based around creating atmosphere where as the
other environment really has the horror atmosphere. Considering the other environment is all about
exploration they could have made it visual. Half of the textures look just like one colour and no
texture. One thing they did include which I did not was the interaction, which is what made the
game work fairly well. Therefore, if I were going to release my environment I would add a few
interactions to make it more game like and have a goal to find out what happened.
One of my key areas of development would be my research side of things, I have developed my
research skills as I went along and created experiments to see ‘what would happen if’ and ow it
effected my overall project. My ideas have also progressed as I went more into the detail with the
project and I have had to develop small ideas to add to the project to make it better. I have also
developed upon some of my 3D skills and knowledge when it came to the production side of things, I
done this by experimenting and figuring out what works well best.
With my project proposal only a few things changed like the movies and games I studied and the
practitioners I looked at. The reason they changed was that I believed there were better films and
games as well as inspirations that could relate to my project. That I could also use some of the skills
and techniques from to improve my environment. My whole idea of creating a visually inspired
project did not change and this helped me when it came to research so I did not have to keep having
to find new sources of information and research different things that I had planned to. I developed
my knowledge of Native American history and used it within my environment to help show and tell
that my environment was about visually. Other than that everything I set out to do, I completed and
directed it towards my project proposal.
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Figure 74 Screenshot of feedback

When asking for feedback on my environment I got feedback from my peers, a lot of my feedback
was from positive points of view, this made me feel proud, and it gave me more confidence in my 3D
and environment skills. To improve my environment I would focus more time on the modelling and
textures as well as look at adding in interactions o make it more into a game. I am happy with the
feedback I received and I hope I can continue to get better and improve more.
My final work definitely shows a great amount of relevance to the brief and makes the overall
development have sense. It also has provides research, experimentations, critical analyses and
feedback.
When doing my pitch to my lecturers it went much better than I had anticipated. I did not have
much time up with the overall idea so I wanted to limit the idea to something basic while focusing on
my own core strengths and look at what I am good at to get the best result I possibly could. They
also gave me their critical points of view, which helped me change my project idea to a more
suitable time framed idea.
My lectures said the idea was really good and simple as it focused on my strengths and the things I
was good at which would lead me to create better and a more in-depth project. When my lecturers
saw my final work, they said, “it has fitted perfectly to what I set out to do and the environment
looked really good and has a great atmosphere”.

APPENDICES
Extended project in creative media production Learning Outcomes and Assessment
1. Be able to initiate and develop a creative media production project proposal.
1.1. Use critical and contextual perspectives to initiate a creative media production project
proposal.
1.2. Use analysis and evaluation to clarify and develop ideas for a creative media production
project proposal.
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2. Be able to use research, analysis and evaluation to develop solutions for creative media
production project.
2.1. Use research to support the development of a creative media production project.
2.2. Use analytical and evaluative skills to develop creative solutions to realise a media
production project.

3. Be able to solve practical, theoretical and technical problems in a creative media
production project.
3.1. Solve practical and technical problems within a creative media production project.
3.2. Solve theoretical problems within a creative media production project.

4. Be able to plan, organise and produce a creative media production project.
4.1. Demonstrate the ability to plan, organise and produce a creative media production
project within an agreed timeframe.

5. Be able to use practical methods and skills in a creative media production project.
5.1. Demonstrate the exploration, adaptation and application of practical methods and skills
in the realisation of a creative media production project.

6. Be able to use evaluative and reflective skills in the production of a creative media product.
6.1. Maintain evaluative and reflective records of the development and production of a
creative media project.
6.2. Use evaluative and reflective skills to make decisions for a creative media production
project.

7. Be able to present a creative media production project.
7.1. Explore strategies to present a creative media production project.
7.2. Present a creative media production project to a specified audience.
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