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THE DEPARTURE LOUNGE is a collaboration between MA VR, 3D
computer animation and VFX students along with staff and external
partners to develop an immersive VR experience that engages users with
the reality of global warming in their immediate environment.

The experience consists of traveling through reminiscences in a
post-apocalyptic world allowing the viewers to go back to their native
planet which all of us were forced to leave at the end of the 21st century.
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Synopsis

A familiar location such as Battersea Power
Station, is rendered in the future present - it's
structure crumbling, partially submerged by the
Thames, swollen beyond recognition, in a
landscape stripped of flora and fauna. But
everywhere there are signs of a past civilisation
and ghostly voices and memories linger - clues to a
planetary trauma.

Removing the VR headset will leave users in an
abundant present where catastrophe has yet to
destroy everything we cherish. In this sense the
experiences can be at once educational, moving,
haunting and galvanising with the experiences
leaving time tourists with a sense of what may be
preserved, rather than one of inevitable
devastation.



Structure of
the story

Inciting
Incident

CLIMAX

ACT 1 ACT 2 ACT3
User is in a spacecraft User learns about
+ introduction of where the nature of the
you are and what you're place through
doing flashbacks & signs
Puts on helmet and leaves User sees a (ghost) User reaches the e e
woman and a child Departure Lounge
running from a man
Walks through misty
London and interacts
with objects that trigger UEaraiieue

flashbacks

User reaches river
Thames

family through
different parts
of London



Chosen
scene

ACT 1

Inciting
Incident

ACT 2

CLIMAX

ACT3

User is in a spacecraft

+ introduction of where
you are and what you're
doing

Puts on helmet and leaves

Walks through misty
London and interacts
with objects that trigger
flashbacks

User reaches river
Thames

User sees a (ghost)
woman and a child
running from a man

User reaches the
Departure Louge

User follows
family through
different parts
of London

User learns about
the nature of the
place through
flashbacks & signs

User finds skeletons



Why act 3?

® We will be able to establish main visuals of a singular environment.

o The possible interactions with the environment, will challenge us to
create the transition between the reality and the flashbacks.

e We will be able to create lead characters (a mother and a child) as
well as various side characters (apparitions from other memories).



Moodboard




Characters

The main character

Ghosts




Control room
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Trigger by location
Once user reaches a certain place, a memory will appear (main
characters)

-

Interactive media
Recordings, pictures and other durable media can be
scanned and reproduced by suit.




Interaction - Different types of memory

BHAA o WA 0 L U
TR W A R

holograms attached on objects
cutscenes/flashbacks showing glitching characters
preserved still images

voice records

videos triggered by player



Navigation

e First person
e Body s visible through blurry reflections

e Hands (visible in user’s pov) in
well-equipped and interactable suit

e Useris wearing a helmet with animated
overlays that bring additional information

e Movement: continuous and in slow pace
(no running)
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Timeline

Final week!!!!
)
WEEK 5

Animation

designing assets/modeling.

texturing/ lighting




TIMELINE e THINGS THAT WE NEED VR TASKS

WEEK 1 WEEK 2 WEEK 3 WEEK 4 WEEKS 4 Think. Ulstle.
3
1- Figure out 2-Lay out pro avatar need? 4 Look into how to
VR i Buildining interactions — interaction types. one file (just hands? body? ‘make FOG in Unity
VR SRS, - clothing style?) (Mainmenu / poise
Laying out scene. Adding models + animations || menu)
foimaten L e
ANIMATION TASKS
designing assets/modeling
VEX
texturing/ lighting
TECHNICAL THINGS TO LOOK INTO:
USEFUL LINKS
VFX TASKS
‘Presentation points.
Unkta Trola Lk o Googl sdes:
1.4 e we ding
2. Description of scene.
3. Roles
o MRt 1- Environment design
s - ; ’
& Lo proies Gty DT 2 oty 20 a0 e 4 Composiingand
and/or HDRI) modelling (assets) visual effects.
| T————
TEAM MEMBERS
IMPORTANT NOTES FOR THE WHOLE TEAM
Jess Gloria Name
+ 3D Modeller - Animator - Role1
+ Modelling 3D assets + basic rigging - Role2
+ Texturing/Lighting - basic modeling - Role3
Martyna Veronika Name
VFX *+ 3D Modeller + Animator VR * Role 1
+ Modelling 3D assets - Basic rigging : - Role2
+ Texturing/Lighting + Basic modeling + Role3

Nira Name Name
+ 3D Modeller + Role1 * Role1
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