Emotion Vignette #3
Explanation Paper
S. Eppler
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“Chill”
(as in: chilled-out, relaxin’ all cool)
Emotion: “Chill” is the emotion chosen to describe this vignette. 
Why this emotion was chosen:
The emotion “chill” was chosen to describe the intended sense of security, contentment or safety in this scene. This is not the original emotion that the scene was created to evoke, but it is a related emotion. The warm peach lighting near the windows, combined with the light yellow at the side of the vehicle, are used to reflect the sunset outside of the building. There is a high purple light and some mild blues that also reflect the sky. The scene is set within a warehouse that has protective fencing along the windows, but high windows that are open to catch the breeze. A reversed Half Life symbol can be seen sprayed on an exterior window, implying that there are supplies or other important elements located within the building. Additional game elements were deliberately placed to convince the player that they were in a safe spot: the health charger on the wall, the crowbar left casually on the side table, the take-out box and bicycle next to the chair. These elements were used to describe a space that provides safety and a reprieve from the outside world. 

While security was the intended emotion, the key elements that I was using to try to describe security are subtle and appear to be easily overlooked. Also, if the vignette is taken out of context from the intended environment, the Half Life universe, the emotional response is dramatically different. Security or contentment are not obvious, but this scene can easily describe a “chill” or casual location where people could spend time without fear of outside intervention.
How emotion was intended to be expressed:
The emotion in this vignette was intended to be expressed by the subtle use of safety related props, brightly lit windows in an open space, and the orientation and placement of props to imply occupation and casual human interactions. The Half Life lambda symbol is sprayed on an exterior window, assumedly leading the player to the internal space for safety, restoration, or other importance. The lambda is the upper left hand anchor for a semi-circle of props that continue to describe this intended emotion of “security”. A bicycle is leaning casually against a chair as if it has been recently used. The chair is next to a low rolling table with take-out food, a coffee mug, and a casually placed crowbar. Likewise, the muscle car is parked and appears to be in some state of repair, as there are oil, cleaning and gasoline containers at the ready, and the car is parked casually as if the repairs are minor and the vehicle is still road worthy. Lastly, over the back of the car a health charger can be seen placed on the wall, ready to use if needed. Lastly, the open windows above the guarded lower windows imply the safety of the country, or some other safe location where the viewer need not fear either Combine scanners or man-hacks.
Was the goal achieved?
I don’t think that the original goal of “security” was achieved, but a secondary emotion of “chill” or “laid back” is a good description of this scene. Basically, I think I tried to be too subtle with the staging and deliberate use of the Lambda to create this sense of security. I considered trying to stage the Alyx character model on a couch as if she were taking a nap, but using a major character in the scene seemed too easy for creating emotional involvement and too kitsch in the overall scheme of the project. Unfortunately, trying to create an emotional response using subtle cues is much harder, especially for viewers who have no experience with the Half Life universe and the elements used in this scene that would describe security to a character such as Gordon Freeman.
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 – The lighting in this level reflects the colors of the setting sun in the skybox, and the blue of the lit windows. A series of high placed purples cast light down in a steep angle directly underneath each of the windows. Lower and wider peach tan colored lights flood into the space from the same location. An additional peach tan colored light is set behind the vehicle to catch the eye, and a faint yellow white light is set just to the right of the viewer’s shoulder to illuminate the scene from the front without casting strong shadows. These lights intend to demonstrate that the space is open and airy. 
Foreground props – There are no foreground props in this scene.
Mid ground props – There is a semi-circle of props that form the mid ground of this scene, starting at the Half Life lambda symbol in the far left lower corner of the window, and eventually ending on the wall below the far right window at the health charger. These props are set so that the eye can travel easily between them, and so that one item or element of the scene can help lead the eye naturally to another object. The Lambda symbol implies that the viewer is in a space with supplies or other items needed for survival in the Half Life universe. The casually placed bicycle, takeout container, opened can of food, and coffee mug imply a recent human presence, while the crowbar is placed casually near the food as if it is important, but not needed in the moment that the viewer can see in the scene. Moving to the vehicle, oil stains beneath the vehicle imply that there has been recent work done, but the presence of the cleaning solution, oil and gasoline imply that repairs were minimal and that the vehicle is still fully functional. Lastly, the health charger on the far wall implies additional health and security, if the viewer needed it, but the charge is at full health and the scene is safe, so it appears to be a back-up, not a necessity in this location.
Distance props – The distance props are a simple assortment of boxes, barrels and other warehouse items that have no real emotional purpose other than to demonstrate that the space is in use and not completely abandoned. 
Characters – There are no characters in the scene. While posing Alyx Vance asleep on a couch was considered, it was discarded as too over-the-top and easy for the player to create an emotional association with.
Music/Ambient Sounds – There is a short, upbeat techno song that plays in the distance to the right of the viewer when the scene loads. This sound intends to imply that the space is safe enough for relaxation or fun, but it seems to come across as more “chill” than “safe”.
Personal interpretation of emotion:
My personal interpretation of the scene is that it is safe and secure. But I think that I’m too close to the individual elements of the scene and their implied importance. A casual viewer, especially one who has not played the game, will not have the same type of assumption of importance, significance, or meaning behind a simple element like the casually placed crowbar. Someone who has played the game and is searching for what the scene is describing in the Half Life universe will eventually recognize the crowbar and (hopefully) realize that it’s casual placement implies that there are absolutely no threats in this area, and the location of the scene is truly “secure”. Unfortunately, it appears that the elements of the location imply that this is simply a casual space where one or more people can come to spend time, but that there is no emotional significance or importance to the individual elements in the scene. 
