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Emotion: Uncertainty is the emotion chosen to describe this vignette. 
Why this emotion was chosen:
This emotion was chosen because it best describes the general moods of unknowns and uncertainty of the scene. The low key lighting creates a moody atmosphere emphasized by a bright light hidden around the corner from the viewer, and a faint light above and behind the viewer’s head. This scene is set in an abandoned industrial building, vandalized by hoodlums and littered with leaves and other debris, and the sound of a head crab can be heard in the next room, further stressing the uncertainty of this scene.
Uncertainty describes this scene best due to the general unknowns of the scene. The location, props, sounds and lighting all create the scene but leave the viewer wondering where they are and why they are there. The scene is dark and slightly sinister, with final nail of uncertainty driven home with the pitfall of the uncovered grate immediately in front of the viewer.  

How emotion was intended to be expressed:
The emotion in this vignette was intended to be expressed by deliberate placement of thematic props and decals in the form of: rusted bookshelves and pipes, graffiti, leaves and trash on the floor, and the uncovered grate. Contrasting light and dark areas of the map are used to create conflicted feelings within the player, enticing them to want to move forward, while also making them feeling wary and uncertain about moving past the dark doorway on the right. Lastly, the deliberately open hole with the grate leaning on the inside of the space intends to create further uncertainty, so that the viewer can question the solidity or safety of the floor under their feet or the ceiling above their head.
Was the goal achieved?
I feel relatively confident that the goal of this emotional vignette was successfully achieved due to the following reasons. The deliberate use of warm tones in the bright distant room contrasts with the cool light from behind the viewer, and the dark and uninviting lack of light in the side room. If the viewer were to move forward in this space, they would be moving away from the cold blue light, past the gaping uncertainty of darkness in the side room, and towards the warm but equally unknown light around the corner at the end of the hallway. Furthermore, the gaping hole of the uncovered grate creates additional uncertainty at the feet of the player.
Why/how was goal emotion achieved?
There were several deliberate steps taken to evoke the emotion of uncertainty from this scene. These specific steps included creation or manipulation of the following elements:
Lighting – Lighting is perhaps the most important elements of this scene. The contrast between the darkness and the two light sources, cool and warm lights, divide the viewer’s attention between the uncertain elements located within the dark spaces, and the unknown and uncertainty located around the corner from the player’s perspective. 
 Foreground props – The only props in the foreground are the dark doorway, the open grate and the graffiti that runs the length of the scene. Floor debris also litters the entire space. The dark grate opening implies instability in the floor, while also helping spur an emotional response to the unknowns of the scene. The darkened doorway contains a room with little interior detailing, and the sounds of a black head crab located within the room can occasionally be heard by the viewer.
Mid ground props – The mid ground props are the bookshelf, pipes, low cabinet and an upturned oil canister. The use of  decals to emphasize debris caught around the cabinet and under the oil canister implies that the space has not been used in quite some time, and that there are broken windows and other signs of neglect outside of the viewer’s perspective. The shelving unit is rusty and dirties, and the pipes display the same type of weathering as the shelves. The mid ground has the least amount of light in the scene, aside from the deliberately dark room, and marks a clear distinction between the cold bluish light behind the player and the warm but unknown lights ahead in the open space of the distance.
Distance props – In the distance, a confusion of rusted pipes of unknown purpose or use can be seen. The graffiti that runs the length of the low wall continues, assumedly, into the next room. A bright light lights the entire space from an unknown source, inspiring uncertainty about the source of the light, or what is around the corner.
Characters – There is a vocal black head crab located in the dark room to the right of the viewer. The head crab is never seen.
Music/Ambient Sounds –  The scene is quiet, with occasional screams heard from the head crab. There are no audio clues from the rest of the space, including the area behind the player, creating further uncertainty about what is in the brightly lit space around the corner, what is in the darkened room, or what is behind the viewer in the cool blue lights shining behind them.
Personal interpretation of emotion:
My personal interpretation of the emotion evoked by this scene is that the unknowns of the brightly lit space are balanced by the unknowns and uncertainties of the dark space where the head crab can be heard. The bright light entices the player forward, even though there are additional unknowns about what lies around the corner. 
