


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 Ffauna. 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

& 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
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: - Propaganda poster - man's speech in the poster (lip synch like in a 2D poster). |
|
: - Diary - Just sound memory of diary being read (bugs coming from underneath). |
|
: - Finger print scan machine - Someone being forced to put their finger print in the |
machine to 'signed' the contract. |
I |
|
|- Steampunk Teddy Bear - Kid playing with toy, mum pulls him to go, and kid drops |
AN BANGING | toy (mother lies kid to take them to euthanise). |
| | |
|  -Headset - Happy song cut off with radio station propaganda. |
@) | I
= | - Megaphone - calling person that is next in the queue to be killed. |
|
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VR
Experience
ia
Post-
1- User walks into the building. Welcome hologram is triggered. Shadow of man banging on the window is visible apocalyptic
2- User goes through security check. Can interact with object that triggers sound of people moving/talking though there
3- User goes into waiting room. Can interact with multiple objects Sttt gt ] [r——
of memories
4- User goes to control room (optional) 3’:".1".‘2‘;;1
oy Sound and
User reaches end of the waiting room. We see ghost woman and child cross the hallway into a room Singing
6- User walks through hallway and can hear woman singing and child crying
e ik CCTV footage
7- User walks into room and pod with skeletons rises from the ground Moy | emmat i &database
. tourism 2 ressonable number of
8- User watches deer through window — . SR

siorsion spennce of liminal space.




The Departure Lounge
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Mother ghost - references & First models

Mother ghost
with xGen hair Mother
host final
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Child ghost close up

and full body Mother ghost with

hair optimised to
import into Unity
(converted into mesh)




Technical

challenges

Coordination
challenges







