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Part 1

Whab’s the last song
you listened Go?

As the World Caves In
Matt Maltese

Why?

It is the end to one of my
playlists that | commonly
listen to.

What song do you like
Go dance Go?

Now You're Gone
Basshunter

Why?

It was the first song |
could think of that |
remember dancing to as |
very rarely dance.

Do you play any

iInsbruments, or would
ou

Ike Go play an

insGrumenbt?

| used to be able to sort of

play the keyboard. | like it
as it can transfer to
outside just the keyboard
and it can produce any
sound | would like.

Whab’s your favourite
genre of music?

Bedroom Pop (According
to Spotify)

Why?
| didn't intentionally like
this genre just a lot of my

favourite music aligns
with it.

Whab'’s your go-to
karaoke song

My Way
Frank Sinatra

Why?

| seem to always catch
myself singing along with
it as | know all the words
very well.

If a song would be
written

about your life, what
bemlao

would it be?

It would probably be quite
melodic as there is a lot of
steps and detail. Probably
fairly slow yet steady as
that reflects how | move
through life.



Muisic Video
Moodboard

Strange disjointed
memories from when i
was a child from
places such as hotels
or church haills.

My interest and
trip to Japan
woulild be great
visuals.




"How sure are
you that the
mMuisic you

isten to Is the
only mussic
you like?”

| have no way 6o know if | have
found every single song that | like,
but | enjoy that aboub finding new
music. | love stumbling upon a new
album or arbist that has music thab
Is he exact bthing | like Go listen bo.
| 6ry Go listen Go a decent range of
music bub | have a specific niche
Ghat | like Go sbick Go.




Part 2

Aria Math
Remix oy
Oxar®, b7 ]!

L. 5

Sienna
The Marias

Date:
10/01/2026
20:40

Date:
11/01/2026
17:20

Daniel Rosenfeld —

Iit's a Sin » . the way
Y Pet Shop Boys £ e ;. things go
“I{I' Eﬁ ?}‘ . beabadoobee
what?:

Wasin a %enera_lly ina ?ood
mood just getting stuff done.

Domino
3-1 Dancing
ﬂ Pet Shop Boys

What?:

I felt in quite a focused mood Once again making progress on
generalli; lisening to the music my prqject and was looking for
not really Ghinking oo hard something to keep me focused.
about what is playing.

Sometimes singing along.

Why?2:

| was working on some prqjects
on my PC and needed some
music bo fill Ghe silence so gob
bLle f‘fSpobifg DJ to play some
sGuff.

Why?2:

| CAN'T STOP =
THE LONELINESS “
B Anri ot
=2
destroyer | r
of worids

i F Children Only In
I € Robert Miles My Mind
v 2% Tutoecr 4 / Kenya Grace

=
=
=
gy ¥
=
=

Date:
12/01/2026

Date:
13/01/2026

- Can You Hear
The Music

Ludwig )

If Only

The Marias

19'50 Aaron Hibell *< V@J, Narvent 21:15 Goransson g

RN -
Why?: What?: Why?2: wWhat?2:
| was very Gired as it was a Very focused and more excited/ AfGer finishing some other work | was in a great mood by the

Monday and was in the mood for
playing some Forza Horizon 5 so

energetic as | ended up winning
pretty much all of my races.

on my compuber | played some
more FHb5.

end of my listening as | was
winning a lot of my races if not
attles.

was needing some music to

having really goo
keep me focused on driving.

iy Dance around |y hyr oy
p—— TS the world

Date: = & Delta Queens
14/01/2026
20:40

i Heart
" of Stone
Leslie Parrish

DREAMS
/| CYPARISS

Date:
15/01/2026
2210

iIsolation

Nighthawk22 ' Extended %

i | eslie Parrish

(Bopuc Puxun)
Molchat Doma

What?:

Really enjoyed the music as |
picked songs | used bo listen to
all the time when playing FH4
from a few years ago. Ended in
a good mood.

What?2:

| was in a great mood by the
end of my listening as | was
winning a lob of my races if not
having really good battles.

Why?:

Was doing some school work
and playing FH5 and to fill Ghe
empbtiness | played one of my
older playlists.

Why?2:

Gobt home aftier the longest
school day of my week and just
wanted to get myself into a

slightly better mood so once
again played FH5.

Rk In My
Beach House Head

Bedroom

Date:
16/01/2026
2250

Why?:

| was feeling quite ill and hadn't
managed to go into school so
decided bo play some music on
my speaker sebup in my room.

After %, Forget-Me
Dark  [aj® -Not
Mr.KIbbg ' ;\?}6 Laneg

What?:

I6 was reaIIP %ood gebbing bo use my speaker
sebup and listen o some of my favourite music
from a few years ago looking through my older
playlists.




Part 2
Design
Composition

Theme:
Loneliness

Elements:

Empby black void, volumebric fog, long
dramabic swells (music)

The EXperience:

A completely dark room with the only light being a row
of spotlights illuminating the fog and road surface floor.
LonqJ dramatic bass pads play in the background
creabing suspense and tension.



Part 2

"How the insights from the
previous slides and interview
can help you express how you
feel about the music?”

The previous pages have shown me that Ghere is a wide
range of ways | and obther can interpret music a the
feelings bhat come with them. Some of my favourite
ways to convey the emobtion the songs conveys are
through videos or cinematic stories. This style of
creabion has become quite popular on social media.
Anobther way that has been around for a bit longer than
Ghe internet is bhe physical spaces by using various
physical, mechanical or opbtical techniques Go create
unique experiences. The Camera Obscura and World of
lllusions in Edinburgh is an example of this. Alchough this
isn'G 6o do wibh music as much the concept of whabt
people create at places such as TeamLabs today.



Part 3

Other
Experiences

| like Ghe look of a lot of these obher interactive
experiences as they are very vibrant and unique.

| have actually experiencedone | | _ [ |
of these interactive WANRRIELLRE AR ) a2l )
experiences. In October of
2025 | visited Tokyo TeamLabs
which was very interesting
with some really cool rooms
and designs that you could
walk within. Some even
requiring you 6o wade through
knee deep waber.

After looking through these interactive spaces and
wabtching the video | can already think of some ideas
that would work really well for the music that | like. Some
of my key takeaways are the ones | feel would work besbt
weren't huge strucbtures but were entire rooms
everything contributing to the story/message.

Some of my key sbandout arbists we researched were
Carsten Holler as they have a very minimalistic style and
lighting focused process. Brian Eno is another as | like
how they embrace new technology.



Part 3

idea

f\- -=‘.’.E=-‘

For more deep thought A slightly more ethereal
songs it could be a dark not room would be a large room
very well lit waiting room filled with fog and hidden

with seats ab the side with lights that move around in
no one bGheir just the faint a various patbterns which
hum of Ghe would by synced with
lights. \} | Ghe music.

Large dome that can have  Being sab in a car with a

images projected on the load of LED screens

walls then on the floor surrounding the vehicle
grass with lots of flowers. Ghat could display various
The music would be more surroundings Go Gake you
happy bub still Ghrough a
Ghinking about whab Py S story bub
happened. = from Ghe

perspective
of a car.
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Part 3

VHS
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Part 3

Synaesthesia
Simulator
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Part 3

Visual Playllst

I
beach house depression cherry space !

Beach
House

et You Let You

k Break My |
Heart Agaln
Laufey

re
My Heart
Again

Laufey & Philharmonia Orchestra

The Way

You Do
Crying Ciby
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Part 3

Research
Evaluation

Do | fFully understand the
brief?

| believe so. The brief is about exploring how
music connecbts to emotion and experience and
Pve completed bGhis by looking at music nob just
as sound but as something that creates
memories, moods and spaces. My research
focuses on translating personal and shared
emotional responses/experiences 5o music ino
visual and inGeracbive experiences which answers
Ghe brief.

Have | questioned why
these are successful or
unsuccessful?

The experiences | found most successful are the
ones where the entire space contributes to a
single feeling or narrative rather than relying on
one spectacle. This helped me realise that subtle
lighting, sound, and abmosphere are often more
emotionally effective than overly complex or
distracbting designs.

Have | gathered a
variety of information
from mulltiple sources?

My research includes my own listening habits
emotional responses over bime, inGerviews with
others visual inspiration from interacbtive spaces,
and existing real world experiences I've visited.
This gave me both personal and external
perspectives.

Why have | chosen this
insight, are there others
1 could have chosen?

| chose bhe insight because it links directly o
experience design and allows me Go create
spaces thab people can emotionally connecb
with. | could have focused more on genre but
emotional response felt more meaningful and
relevant to my concepb.

Have | found examples
that already exist?

Pve researched exisbting interactive and
immersive experiences such as TeamLabs Tokyo,
Camera Obscura, and other installation based
environments. I've also looked abt cinematic
storytelling on social media and how music is
paired with visuals Go show emotion.

Have | used a r'ar‘;ge Of
research methods
(primary and
secondary)?

| used primary research Ghrough personal
reflection, emotion diaries and inGerviews with
my parents aboub Gheir relabionship with music. |
also used secondary research by analysing
existing immersive experiences, visual media and
music based insballations.

What is the insight | have
discovered, and how
does my research
support this?

The key insight is that music is deeply personal
bub follows common emotional patterns such as
being used for: focus, comfort, nosbtalgia, or
escape. My emotion diary, inGerviews and
personal listening habibts all support this as
similar emobional uses of music appeared across
different people and situations.

How will | khnow Iif my
ideas will be successful?
| will know my ideas are successful if people can
clearly feel and inGerpret the inGended emotion
withoubt needing an explanation. Feedback,
engagement, and how immersed people feel in
Ghe experience will be signs of this.

14



Part 4

The Waiting Room

Why? What?

IG is a place that sticksinmy | would like people Go come
mind for a place that a course  away bthinking deeper or in a
of events changes different way aboubt waibting
Who? rooms.

Anyone at any age. Basically How?

anyone that will listen and is I6 seems like a regular room
willing 6o process emotions bub stuff moves and displays
using a space. graphics that Gell my story.

Foggy Streets

Why? What?

| love 6he combinabion of the IG6 is meant Go be another step
fog and the dark as it gives of processing emotions bub
such a melancholy feel. relating 16 Go realiby nob just
Who? Ghought.

Someone who likes liminal How?

spaces and can geb ino deep A setup housing estate which

Ghought when placed into 6he from first glance seems real

right environmenb. but is actually setup (the sky
is just a wall). It gives Ghe
effect of everything being a lie.

Why? What?

One of my favourite times of | would like 6o make a very
the day is when it is a clear visually pretby effect of a

day with big fluffy clouds and  completely empby Grain bub
Ghat harsh gold light on with strong golden lighting
everything. coming through the windows.
Who? How?

Anyone else that loves golden A reconsbruction of an inGerior
hour and sitting on transport  of a train bub each secbion can
not knowing exacbtly where move depending on what the
Ghey might end up. visuals are showing.



Part 4

EMmotional
Patterns

Looking back at my music/emotion diary | nobticed that |
use music o keep the mood up and focused on a Gask.

| Gypically try Go just use music o conbtinue/parallel my
current mood rather than push it around. You can see
Ghis in my emobion diary as | listen o music based on
the Gask I'm doing rather than forcing myself to feel
betbGer or different.

Thabt week | was lisGening Go some more up beat music
as | was getbting back inGo FH5 bub | did sbill lisGen 6o my
normal slower melodic music.

16



Part 4

OCEAN test

6970b8238acs8fObflal3d32be

Openness To
EXxperience

17 17
15

Imagination Atrtistic Interests Emotionality Adventurousness Intellect Liberalism

The Gest says | am quite an organised and arbistic person. | can Gakes bhis into account for my
project as | do like o pour emotion into projects and bhis feels like a great place to do so. It also
says | have high artisbic intellect which | Ghink could also be incredibly useful for this so | can come up
with a clever solution to express my emotion through a space.

conscientiousness

18

Self-Efficacy Orderliness Dutifulness Achievement-Striving Self-Discipline Cautiousness

This section shows again my orderliness and drive for completing prgjects. This should also be useful
for my praject so | get all the work done in good detail without skipping over stuff.

8
6
4
2
0

o N » o e}

From bhis I've not learnt much new bub it has confirmed what | thought
about myself. | did bhink | was quite focused bub it said | was more arbistic
Ghan | Fhoughb which is good for this prgject as it is more expressive than
normal.

17



Part 4

Life Timeline

2008
Birth
WMy WMum and Dad were constantly
playing a range of different music which
has nfluenced wmy music taste today as
T find a lot of overlap v mine and there tastes.
76h Jun 2015
Created my YouTube
channel
2020
Started Highschool

106h Aug 2023
| released my first
game to Google Play

Browse ‘ae----n-r-'-én‘-'m-'- SR J u I 2022
IT_PILEaEﬁE};’ Starbed first Finished
The E"‘f’*v Halls .Eh ™ relablonShlp ﬁer relabionShip

206h Jan 2026
| released my first S ‘ Thishp@md_ of
7 time was a huae time
Steam game of mental and emotiona

growth. Tt still influences the
way T think and process things

TOday Oct 2025 (in a positive way)

2026 Visied Japan
18



Part 4

LT Analysis

oW have these experiences shaped ur
I;I'\ter'ests and value% over these ear'g‘?

A lot of these experiences or events are quite defining moments for me as a
person. Either a new interest or a moment that | didn't realise would impact
me nearly as much as | thought it would. I'm now a completely different
(hopefully better) person due to all of these events.

If possible, assign a song / music genre / or music tempo
(slow, fast, intense, calming, etc.) to each of these moments
and explain your choice.

The Less
1 Know
- The Better
Tame Impala
Started first relationship

A more groovy song with an indie feel.

Goodbye to a
\"."(e] gi [®]
Porter Robinson

Finished first relationship

This is a very cinematic electronic
song but even today listen to it sends
me into almost sad state of thinking.

RRIY—= 1A

Yumi Arai
Visited Japan

This is a very slow City Pop style song.

| listened to this song on the flight
there and it reminds me of Japan.
From the trip | learnt to be so much
more independent and talking to

people even with the language barrier.

Chamber of
Reflection
Your Anxiety Buddy

Released first game to Google Play

For me taking a project to completion
then getting it onto an official
platform was huge. Although it wasn't
hugely successful | loved getting to
see people play it.

The Empty
Halls
Mr Pogofu

Released my Steam game

| composed and produced this piece
(feels like the obvious answer). | have
learnt so much about game
production and online marketing. It
feels like it symbolises a turning point
in my life.

Think about how you coulid visually, in an abstract
way represent some of these events.

Visual video editing techniques such as data moshing or using Gaussian splats
to represent these moments in a maybe slightly disjointed way.

Multimedia style things are some of my favourite ways to represent moments
using such as: VHS, scrapbook, cinema, fish eye.

19



Part 4

What kind of music woulld they listen
Eo ?:ng,l how is it the opposite of my
aste”?

Heavy Mebal. The reason | would say it is the opposibte is because it
is probably my least favourite style of music. | like slower more
melodic and impacbtful music which isn't what heavy metal is.

What visual style woulild they prefer
bright and energetic or mlnlmala?nc_:l,
calm?

G | imagine they would be very bright and choatic with lots of
%181 conbent and neon colours. The complete opposite of organised and
| structured.

What kind of personality would they
bring to the project impullsive versus
methodical?

They would have a very impulsive personality just doing anything
they wanbt withoubt checking that it is a good idea. Everything is
chaotic.

What would they prioritise in the
project that I normaly would not?

The debailed writing would have a lot more thought put into it. | bry
and do 6he mosb visual bhings possible. | just want o geb stuff
done rather than conGemplating for months.

CHECK oUT N CONTACT
www.Wwakblorg "53\\.‘ Mmln@nchsi.com
gﬁ? m““, (@}5 A

vessowe S

PENNINGTON FOLK MUSIC FESTIVAL

What overall mood or atmosphere r0owvs FIRST ANNUAL +4o00:
wolulld their version of the project ; AV EESs b4,
They would have a very sporadic and chaotic mood with not a large MO FEES 70 ENTER OR SETUP

amount of direction or structure. R G B TRIABE a7

PRINCETON, KY
FIRE TRAINING CENTER
EXIT 12 OFF WK PKWY
2001 HWY 82 WES
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Part 4
Open Exploration

'I:y under'gg'oundl
ntr'aln statlo




PartG 4 -
Organising &
Eliminating

Empty underground/

train station This feels like it could work very well
with 'Golden Hour Train' this could

Gransibion one of the other spaces
id and a
single cha
Uit g eaker Boring/not much
room happening

Spaceship blackhole
simulation

ves and / Has pobential just is very niche and
shadows not very personal because who has
been Go space?
ehind wall |really liked bhis idea bub it could be an
watchin element in another space (waiting room)

The Waiting Room

These 3 | have a vision for spaces
Foggy Streets Ghat | just can't get rid of. P

Goiden Hour Train

23



Part 4

Moodilist

Relatively a sad
song feels like
something | could
‘addto a
~ experience.

Chezile

wwma | WoOUld say hands

down this is my
favourite song. I've
cried listening to
this far too many
times. | will almost
certainly be using

Space Song this for one of my
spaces.

& MORALITY

Once again another
Laufey song. This
one is very angelic
and pretty. | think
Laufey may be a
little bit too slow
though for a
Goddess interactive

Laufey experience.

i
&

A song I've cried to
on various different
occations so has a
fairly personal
connection and
would make a good

background song.
in My Head

Bedroom

My Grandad loved
Frank Sinatra and
especially this
, song. It holds a lot
NOTHING BUT of meaning to me
personally. It feels
almost too epic for
MYy Wayy the style of space
Frank Sinatra I'm going for
though.

Laufey is my

favourite artist.

This song has lyrics
| feel | can relate to

and wanted to

; include at least one
e of her songs as

Promise they are beautiful.
Laufey

It sticks in my head

i+ s& . ofone of the songs
s SSaxheme that | listened to

wE TN S By during 2022 -

 2023. | feel it does

have potential in a
Interactive .

experience setting.

{ B

We Are
The People
Empire Of The Sun

24




Part 4

What impact might
each of my ideas
have?

My ideas have a more polished or structured

approach might feel authoribative bub cold
It wouldn't suit an emotional subject. The
raw direction | went with should feel fairly
real, like someone acbtually made it with
care.

Will my ideas work?
Why /7 why not?

| Ghink so, he concept is simple enough Go
carry consistently across all Ghe spaces
without falling apart. The personal element
means Ghere's always something real o
anchor IG.

How do my ideas
grab attention?

The story and idea I've created is meant to
feel broad bub still personal with
experiences that I've had in my life. IG
doesn't feel like a typical school project,
which hopefully makes people actually wanb
Go engage with it.

How do my ideas
challenge what
already exists? How
will my ideas make
things better or
correct previous
mistakes?

A lot of music relabed design is genre
specific it looks like what the music sounds
like Go me. These new ideas narrow down
and smoobth out concepbs that | had made
before.

Why was the solution | chose the most

effective? Why

IS It different to current

solutions? Why do | think existing solutions

are not working?

The combinabion of design with real collected responses makes it both structured and
human. A lot of existing work is one or the other either very designed and impersonal, or
very personal but visually unpolished. | wanted Go try and capture both at once.



ParG 5

Story

Back when Ghis project started and | skimmed Ghrough the project | decided
that whenever | had a random Ghought | would write it down for Ghis.

| wrotbe 6hem in my notes app and before you read them, they sound a lot
more depressing on there own and are just what | was bhlnklng ab the Gime
(Gypically quite labe ab night). These are like really deep thoughts without
much filGer.

| just want to be someone's first choice. What if, even if | don't give up it isn't

Not to be left to think things through on enough. What if all this work and effort in
my own. Have that person there that | building these skills and interests is for
can think of when down. nothing.

Sometimes | wish | didn't care. People | wish | wasn't so fragile, so worried to

seem to devastate me but really they are express myself or talk to people about
in the wrong or have forgotten | even who | am.

exist.

The most important relationship you Why are we scared of the first time.
can have is with yourself. Everyday is the first time.

You only learned how to ride a bike What if I'm not creative. Just good at
because someone you trusted let go of copying.
you.

Reading back through these the main thing | can see sbticking oub is self
worbh. This is a topic thab feels like a lot of other people could resonate
with. In a few of tGhem Ghere is an element of loneliness which | can deffinitly
implement into my interacbive experience.

The story | am going to try and convey/create will sbart off quite sad,
emphasising a feeling of scattered thoughts and isolation.

Then as it progresses it starts Galking aboub resolves/processing thoughts
bub sbill having a bit of anxiousness bo ib.

Then by the end a more grounded and reflective feel Go rather than sad.



ParG 5

My idea for the experiences are like those insbagram videos thab
have really cinematic shobts with fancy fonts over the Gop. | love
Ghis medium to covay a story. For my experiences it would be
like Ghese videos bubt you are in hem.

Now | have figured out what my story | would like Go Gell is, | need
Go write scripts for the 3 scenes. | ook all bhe t6houghts and
grouped them together in a way that would form the story arc.

| spent a couple hours just building out a script for the 3
experiences.

| came back a couple of days later to finalise the story arc and
scripts so | can convey the my story in the most honest and
personal way.
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ParG 5

Nam es I'm wanbting a name that reflects the story
bub also is catbchy and memorable. I'm nob
Goo sure on the length of Ghe name,

Someone probably shorter as it is catchier.
3
Eventually
The Space

The Work Between

Remains Lebblng Go
Someone 6o | eft; o Think
Think Of

| really like th di

FO nts Iookri(relg ?orlibes asebrrrl‘g; 33?53 ?i)m:anlg

o and structured which feels like It would
Cascadia Code work well for my game.
M PLUS 1 Code
Monotxt

UCR 0SD Mono I'm going o go with M PLUS 1Code as it

felt like It stood out from Ghe rest and
doesn't look Goo different from regular
fonts. | was close to choosing VCR OSD
Mono but I'm nobt sure the pixelabed
style would work.

28



ParG 5

Game
Development

| am going to show my 3 spaces

by developing a game using the

Godobt game engine. | will model

Ghe scenes in Blender then

implement Ghe stories through w

Godob.

| sebup the main screen scene
with a black background and
Gext in Ghe middle thab
animates in an out. Then
coded in level loading/
switching so when you hit any
key on the keyboard it loads
into a placeholder scene.

Left to Think

To give the screen some
character to the image |
added a chromatic P
aberration effect 6o Ghe [REIEETET=TER
whole screen which e e
distorts the colours near [N

the edge of the image o e T 0
and make is feel slightly rees o - vees(0.0):

more dreamy. 52 S0 UL

for (int 1 = @; i < levels; i+) {
float t = 2.0 * float(i) / float(max(levels-1, 1));

shader_type canvas_item;

uniform sampler2D SCREEN_TEXTURE : hint_screen_texture, filter_linear_mipmap;

vec3 slice = vec3(1.0 - t, 1.0 - abs(t - 1.0), t - 1.0);

slice = max(slice, 0.0);

vec2 slice_offset = (t - 1.0) * spread * offset;
vec3 tex = texture(SCREEN_TEXTURE, uv + slice_offset).rgb;

accum += slice * tex;
sum += slice;

}

COLOR.rgh = accum / sum;
COLOR.a = 1.0;




ParG 5

L.evel Design

wWairting Room

For Ghe first area | want It Go be simple ab first glance but have more o iG
once the music gets started. You starb in a long hallway t6hen move to the
main recepbion area. | will use the lights to direct the player around. There
will be posters on the wall Ghat are blank at the start but then when | starb
speaking the words comes up them. Then once it gets o the more
impactful section of the script the roof will lifé slightly and reveal a tickeb
board style ribbon that shows more visuals and Gex®.

Foggy Streets

One of Ghe places thab stick in my mind are Bribish 30s style streebs. |
remember being driven through these types of streets on the way 6o my
grandparents. IG will be bhis really long straight street with no visible ending.
Then in bhe sky visuals will float around and fade in and out of the fog
conveying the script. There will also be some road signs at the edge of the
road Ghat will also have visuals playing on them. With some of the props
appearing or moving in a almost dreamlike way.

This space will sGart in a very concrete heavy liminal underground station
Ghen you get onto the train and it will drive off with the music building.
Then 1t will open inGo the country side/the outside where there will be the
strong golden hour lighting. There will be Gext flying past the window and
Ghe posters or obher media inside Ghe train. I'm planning o base the Grain
off the London Underground Metropolitan line.
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Wairting Room

L

» I modelled the waiting room in
blender. It is a fairly simple scene
Just with some chairs and nobt a
whole lob else. This will hopefully
- i make Ghe next few areas feel more
. impressive as the amount of

I conbtent ramps up.

Foggy Streets

From one of my other projects |
had some british style houses. |
Gook these and modelled the
pavement, walls and lamp posts
around Ghem. | used the Godob
volumetric fog o give the liminal
feel | was going for.

| found a metropolitan tGrain model
on Skebtchfab. | then simplified it in
blender 6o make it more ready for
the Godobt game engine. | imported
It and added a skybox with clouds
for 6he outside section of the
experience. | still have Go model
Ghe sbarting stabion.
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Who are you building this for?
| am building Ghis for anyone that wants to come and get immersed into a
story for a short Gime.

Will it be for everyone or é'ust for a
particular group of people?

I will be for a slightly older audience (15+) as it covers more emotional
Gopics thabt a younger audience might not understand or enjoy. It also has a
bit of a liminal feel which some people can get scared of.

How do you want the audience to feel
during the experience?

| don't want them bo feel sad. | want them to feel reflective concidering the
thoughts they maybe had in a different way.

How do you want the audience to feel
after the experience?

Ideally Ghey leave with a feeling of hope that even if you have these slightly
sad bhoughts Ghere is still hope somewhere.

Will your audience influence how you
structure and design your experience, or
will you disregard em and do your own
thing, like Kanye would?

| won't change my design a whole lobt as it is meant to be a personal story
Go me Ghabt obhers can enjoy. | may change some of the areas or routes
based on who and the amount of poeple that might visib.
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Story
Integration

| spent some time recording he script, redoing it a few times so
| fel6 | conveyed enough emotion in my voice for the story. |
Ghen edited it Go be easier to listen o and work with he music
betber.

| have sbarted putbing the audio and Gext together for Ghe
different spaces. | got Claude Go write me some code for the
Gext reveal. It means from the animation timeline | can call a Gexbt
reveal function so the different subbitles can appear.

I'm using Ghe in-built
Godob animation
system Ghat lets me
have synced up key
frames of Gext and
other elements around
Ghe scene. I'm also using
Ghe buillt in TextMesh

for bhe SUbbibIes as ib -Funci;si‘:l;aiﬁ::i?: float) -> void:
allows a large amount of T T
control over the look of

func _get_alpha() -» float:

bhe Gext (maberials,
fonts).

n _material.albedo color.a if _m

retur
func _text _mesh() -»> TextMesh:
return mesh as TextMesh

func reveal() -> void:
if not _full text.is_empty():
pass




ParG 5

Game
Development

| had conveniently modelled a Grain
sGation for a different project
based on London's Gants Hill Gube
sGation. | put It into the same
scene as the bhird experience and
completed all he Granscribing and
animabing for the other spaces.

| wrobe a short script 6o control the connection betbween levels
and circular cycle of the game so it can be a almosbt presentation
sbyle game.

| updated bGhe input system Go also handle controller inputs as
Ghat is what | plan Go use in my presentation as most people
understand how Go use a conbtroller over a keyboard and mouse.

| designed a litGle controller
map image based on Ghe
controller | will be using for
my presentation. It means
Ghat people aren't guessing
or asking what the conbrols
are. | kept them as minimal
as | could 6o not overwhelm
people.

| found some issues when exporting like Gextures coming out
funny or missing enbirely leaving surfaces bright purple. I'm still not
100% sure Ghe issue but the issues doesn't occur when | exporb
Ghe game from my laptop but it does from my main computer.
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Play Testing

| gob 2 of my close friends Go try out and give feedback on my
game before presenting it. | created liGtle forms which | will be
giving out when | present my game to collect feedback about my

experience.

Name: Erin Date: 20/03/26

Things | liked:

- Ghe personalness of it all

- Ghe guidance around each experience when
Ghere was very good

- synchronization with the music and the words
- bugged on ze hearbsbrings :(

overall very good 10/10 would watch again

Things Go be improved:
- more exploration in each experience

- somebtimes a lack of guidance in each level, more
arrows as when they were there were very good

all very minor Ghings however im nibpicking :)

Feedback | Feedback

Name: James Date: 20/03/26

Things | liked:

How personal it was ( Ghis guy is
great ) plus Ghe part of it being so
relaGeble as it doesng just Gailor Go
him yeb iG feels like a blanket thab
covers everyone

Things to be improved:

i broke it ; (

| 6hen Guned some of the levels system and colliders to stop

Issues that came up in playtesbing.
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How effective will
this idea be and how
do | know this?

Pretty effecbive | Ghink. The feedback I've
collected were very helpful in polishing the
final product. The final execution is quite
simple which means the viewer shouldn't be
overwhelmed.

what might go
wrong with my idea?
How can | solve this?
Can | ask anyone for
help?

The main risk is the layout becoming
repebitive since the concepbt repeats the
same quesbion. I've tried Go vary the visuals
enough that it doesn't feel like copy paste. |
also btried creating a story arc so it feels like
IG is progressing. | could ask for feedback on
whether the pacing feels right from either
Geachers or friends.

How does my
solution meet the
needs of this real-
worid problem?

Music is somebthing people strongly Gowards
and this combines a story that | feel people
can relate o and expresses it in a unique
and inGeract way.

Does it answer the
brief and match my
research findings?

Yes, everything I've made directly comes
from what people told me and how | wanted
Go present that visually. The brief and the
work seem like they follow each other
Ghrough oub.

What are the risks /
implications of my
idea?

If Ghe viewer gebs lost in Ghe space and isn't
reading the Gext at the right times they
could become lost and the immersion will be
disconnected. I've bried 6o combat Ghis by
adding arrows to guide the viewer around
spaces.

Do | need to change
/I adapt anything at
this point in order
for my idea to be
more successful?
Possibly the pacing bebween secbions,
some parts feel slightly more dense than
others and could probably use more
breathing room so it doesn't feel
overwhelming. Overall it isn't oo bad
Ghough.
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Part 6

There's no access to electricity!
This will be one of the bigger issues with my experience. A lot of Ghe
elements are powered in some way by motors or screens. | solution
could be having on site power source like a generator. Withoub
electricity | can't have any screens moving mechanims or fog
machines. | probably won't be able to just have a generator so instead
I6 would need to use natural lights, mechanical movement, prinGed
visuals and mirrors.

You cannot have sound!
Without sound tGhe visuals will stay intact. | would insGead need more
visual pacing and Gouch or light based inGeraction. More printed
relaGed media, or light that guides people through the spaces. | could
use vibrations as well o convay what is happening.

Make it BeyoncelLevel (aka scale It)
With larger amounts of people coming in it won'G be as easy Go just
leb people in without planning. | would maybe need a booking system
so only a se6 amount of people can go Ghrough abt a time slob. It would
be like 6he Harry Potber experiences where they Gake a group of
people into a little section and brief them on whab is happening but
Ghis also gives enough Gime for the group in front o have moved
forward in Ghe experience to repeat the cycle.
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Have | been as
creative as possible
at communicating
my idea with
others?

| Ghink so, I've tried to let the work speak for
iGself rather than just describing the
concept in oo much boring debail. Which
feels more appropriate for a design project
aboub expression through music which is
audio based.

What evidence do |
have of my thinking?
The collected responses from the event/
presentation to get an idea of whabt others
Ghought. The initial layout experiments, and
Ghe iGerations on the Gypography all show
how Ghe idea developed and changed over
Gime.

How have | helped
others with my
feedback to them?
| bried Go be specific about what was and
wasn't working visually rabher than jusbt
saying bhings were good. Vague
encouragement isn'G really that useful.

hIication

on

What emotion /
feeling do | hope my
project wil
gener'ate?

That feeling of recognition and reflection.
Like when someone pubs into words
somebthing you've always felt but couldn't
say yourself. | want people Go read a
response and think "yeah, that's exactly it."

WwWhat feedback have
1 had from my
classmates that has
helped me?

| had people Gelling me that the story felt
personal yet broad which was exacbtly what |
was going for. Someone also mentioned the
album covers gave the experiences very
hice resolves.

What have | learnt
about myself in this
project so far?

I'm more drawn Go work that has a personal
element, purely aesthetic design feels less
inGeresbing Go me than somebthing with a
real human story behind ib.

what have | learnt about my classmates?
Everyone has a really different relationship with music and it's been genuinely interesbing
Go hear about. It's made me realise how much you can learn about someone from whabt
they listen to and why they do so. Some songs have a really deep personal story behind

Ghem.
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