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Gloom
Emotion: Gloom 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 neglect, hopelessness and general gloominess of the scene. The low key lighting creates a moody atmosphere emphasized by additional darkness cast by the shadows of objects in the scene. The scene is set in a location, a neglected graveyard, with a distant figure of a man hanging from a barren tree in a landscape covered by a low fog. 
Gloom describes this scene best due to the dim environmental lighting, the general state of melancholy in the graveyard, or depression at the hangman’s noose. The scene is sad and lonely, due to the obvious disrepair of the gravestones, and assumed death of the man in the distance, and the barren and empty landscape surrounding this location. 
How emotion was intended to be expressed:
The emotion in this vignette was intended to be expressed by deliberate placement of thematic props in the form of: static meshes, ragdoll character model, scripted crow flight sequence, and the move rope noose. The scene is split quite obviously into 3 distinct parts, the open overcast sky in the upper right, the barren tree in the upper left, and the graveyard in the lower half of the scene. The eye immediately identifies the tombstone meshes and the low key lighting, then drawn by deliberate use of the middle “line” formed by the fence and the elliptic contrasting frame surrounding the form of the hanged man. All of these elements were combined in such a way as to express death, emptiness, barrenness, neglect and gloom.
Was the goal achieved?
I feel confident that the goal of this emotional vignette was successfully achieved due to the following reasons. Deliberate use of low key lighting , thematic props associated with the humanist mini-scene in the distance, and scripting using creatures associated with the death set create an emotionally packed combination of factors that are best described by the emotion: gloom. This level design snapshot captures a scene that can inspire speculation about what happened to generate this emotional scene, or what would happen to alleviate the emotions generated by witnessing this scene.
Why/how was goal emotion achieved?
There were several deliberate steps taken to evoke the emotion of gloom from this scene. These specific steps included creation or manipulation of the following elements:
Lighting – The lighting is probably the most important element of this scene. The use of a muted “dusk” skybox, a colored distance fog that obscures objects a specific distance from the viewer’s perspective and the manipulation of a sky light that casts shallow shadows but is generally low-key and gloomy.
Foreground props – The static meshes places in the foreground include an assortment of old-fashioned tombstones of different shapes and sizes. A thinly grassed and stony ground texture is interspersed with straggly grass static meshes to help describe the barren and unkempt environment. Lastly, a stone wall set behind the tombstones creates a sharp divide between the foreground and the mid ground, while also conveying a feeling of open rural emptiness. In combination, these foreground props describe a place that is barren, unkempt, empty and generally gloomy.
Mid ground props – The tree, hanged man, and scripted crows in the mid ground are used to create a mini-scene within the larger scene of this vignette. Crows in our culture are symbolically associated with death and graveyards, and their use here in a group, a literal murder of crows, is used to emphasize the cultural symbolism of the few elements present in this scene. The bare silhouetted branches of the tree frame the hanged man with the dark stone wall in the foreground. And the unknown story of the hanged man, in close proximity to the neglected graveyard, leaves the viewer with an unknown story of gloomy proportions.
Distance props – The distance props and fog are simplistic and critical when used in combination with the mid ground and foreground to create the feeling of openness, barrenness, and create an atmosphere of oppression and gloom.
Characters – There are two “characters” in this scene, the ragdoll hanged man, and the “murder” of crows. The crows are used in two ways, one as a deliberate sound effect that plays when the viewer first views the scene, and two as a visual tool that helps draw the viewer’s eye across the empty space in the upper right of the image. Crows are deliberately used in association with the graves and the hanged man to imply death and tragedy. They impart action to a relatively static scene. The hanged man is final addition to this scene that transforms this vignette from a simple landscape to an emotional story. The hanged man sways gently, framed by the barren tree set in the empty landscape. The body is left unattended near an unkempt graveyard full of other dead bodies.  
Music/Ambient Sounds – The music chosen for this scene is the “battle end” music that implies transition or resolution of a conflict. The tone of the music, regardless of game association, is low and moody. The additional sound of crows cawing or wings flapping helps ground the viewer in the scene. 
Personal interpretation of emotion:
Personally, I found this scene to be immediately emotional, even at the beginning of static mesh placement and scripting. The cultural association between graveyards, a hanging body, and a murder of crows is immediate. Placing these elements was simple, but combining them with additional elements, especially the lighting, was the most difficult aspect of creating this vignette. The light for the height fog was the most difficult, and perhaps the most important lighting element of this scene to get right for the proper reaction. Different lighting created different feeling scenes, and this bluish fog combines perfectly with the purple light sky light and the pink and grey skybox to describe the goal emotion for this project: gloom.
