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Problem

To address and illuminate the issue of lack 
of awareness of social justice in the British 

INTRODUCTION

Context

- The transcript is an excerpt from a 
discussion by Jeffery Boakye about 
dismantling racism in British education. 
- It aims to bring light into the lack of - It aims to bring light into the lack of 
conversation of social justice within the 
British curriculum. 
- He believes school is where “historical - He believes school is where “historical 
narratives, assumptions, and distortions re 
explored, interrogated, and challenged” 
(RSA, 2022) and hence, there is a need for 
curriculum change. 

Aim

To create an engaging VR animation 
experience for a public audience and the 
education policy makers based on the 
audio transcript as part of the RSA brief. 

Objectives 

- To conduct a background study of the 
transcript surrounding the issue of social 
justice. 
- To deconstruct and understand the 
audio transcript.
- To develop a creative narrative using - To develop a creative narrative using 
metaphors. 
- To study previous VR animation works.
- To explore the technological options in 
creating a VR animation.
- To develop the prototype and testing it by 
conducting interviews

THE BRIEF

CHOSEN TRANSCRIPT

BACKGROUND

Jeffery Boakye
The author and narrator Jeffrey Boakye grew up in 80’s Brixton. 
Delving into his articles and interviews, they highlighted ideas about 
reshaping the curriculum to address social injustices such as racism 
and masculinity (Boakye, 2020). 

In one interview, he mentions how one of the only books where his In one interview, he mentions how one of the only books where his 
children gain awareness of race is the 1960’s To Killa Mockingbird, the 
same text he studied for O-levels a decade earlier. He questions why 
there has been so little change since then and comments that “They 
call it a ‘canon’, which, as far as I can work out, is a euphemism for 
‘things no one can be bothered to update’.” (Boakye, 2022).

Research into the education policy revealed that education reform 
needs to begin at the root of the problem where policymakers such as 
the Minister of Education inøuence the updating of literature and 
history curriculum in schools. 

45% of primary school teachers and 64% of secondary school 45% of primary school teachers and 64% of secondary school 
teachers responding to a House of Parliament Petitions Committee 
(2021) survey disagreed with the statement: “ The National 
Curriculum ensures that students in my school experience a balanced 
range of ethically and culturally diverse role models.” 

Gillian Keegan 

The Education Foundation

Target Audience

Source : CNN

-Issues of racism in society.
- Black students are often labelled as “challenging”. They are also given 
less opportunities in comparison to their white peers (RSA, 2022).
- He found that students are shielded from the truths, especially about 
colonialism in Britain(RSA, 2022). 
- He believes that change must start with - He believes that change must start with education and curriculum 
reform must be a conversation among the policymakers (RSA, 
2022). 

Theme - Prison-like | Monochrome | Monotonous | Repetition due to 
lack of free-thinking



REDUCE AND REFRAME EXERCISE:

The "Reduce and Reframe" exercise was used to distill complex or lengthy briefs into concise and memorable summaries. By 
gradually reducing the number of words used, it brings focus on the core essence of the brief and identify the most important 
aspects. This exercise helped to have a shared understanding of the project's purpose, goals, and constraints, leading to more 
effective and efficient decision-making and problem-solving.

DEEPER LINKS

UNIQUE STORYTELLING

UNITING CONCEPT

APPROACHING THE BRIEF

Based on our research, we spent a considerable amount of time 
coming up with an engaging concept and ways to produce it to the 
best of our abilities. Our goal was to create deeper links between the 
content and the animation using abstract and metaphorical 
representations of our insights with the aim to avoid stereotypes and 
obvious visual references to create a more engaging and informative 
concept. Through a comprehensive developmental process that 
included transcript analysis, ideation, and concept selection, we 
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The örst step in our approach was extensive research on the topic, 
the speaker, and the audience. We analysed the audio transcript 
and the speaker's perspective to understand the core message 
and key takeaways. Audience consideration invloved asking 
questions like who are we trying to educate or introduce to this 
topic. Our research also involved understanding the nuances of 
the issue and the best way to approach the storytelling in the 
animation that will enrich its content and make it come alive. To 
inform our approach to the design thinking process for our work, 
we conducted research on the creation of "Dear Angelica," a VR 
short ölm, using it as a case study examining its art styles, 
storytelling techniques, animation techniques and technologies.
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Once the storyboard was önalised, we moved into the production phase. 
We researched and explored different ideas and approaches to create a 
3D animation that is both immersive and thought-provoking. Drawing 
on our case study, we adopted the "made in VR for VR" concept for 
production to breathe life into the animation and offer an immersive 
experience to viewers. Each member of the team was assigned a speciöc 
scene to generate, and we utilized Open Brush and other video editing 
tools to create a 2D-3D animated prototype with illustrative 3D graphics. 
We then evaluated and iterated on the prototype to enhance the visual 
quality.
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Based on our research, we spent a considerable amount of time 
coming up with an engaging concept and ways to produce it to the 
best of our abilities. Our goal was to create deeper links between the 
content and the animation using abstract and metaphorical 
representations of our insights with the aim to avoid stereotypes and 
obvious visual references to create a more engaging and informative 
concept. Through a comprehensive developmental process that 
included transcript analysis, ideation, and concept selection, we 
arrived at the core concept. Through a voting exercise that entailed 
choosing the strongest aspects of each team member's idea 
presentation, the group collaboratively decided on the plot, setting, 
tone, theme, characters, and scenes for an enthralling storyboard. We 
considered the audience while developing our concept to ensure that 
it is relevant and engaging with the aim to educate and introduce 
new audiences to the subject matter.new audiences to the subject matter.
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RADICAL PLACE

APPROACHING THE BRIEFAPPROACHING THE BRIEF



Sarah J. Tracy

Transcript Analysis: A Step-by-Step Guide" 

1. Study the transcript by 
reading it multiple times 
and identify patterns and 

key themes.

TACKLING THE TRANSCRIPT 

Definition/Etymology Research into the 
chosen words

2. Create a skeleton that 
captures the themes and 
patterns through coding 

scheme. 

3. Multiple coding 
techniques may be used, 
such as content analysis 
and discourse analysis for a 
deeper understanding of 

the transcript.

6. Creating visualisation 
of data and quotations to 
illustrate key points to 
synthesise the analysis. 

5. Mapping an audit trail to 
ensure solid analysis 

process. 

4. Tackling one’s own bias 
and assumptions through 
reflexivity and triangulation 

When there is words 
that indicates time such as 
first, second... it allows you 
to structure the animation

SCRIBING: AUDIO ANALYSIS TECHNIQUE BY ANDREW PARK

The scribing technique by Andrew Park was applied as a strategy for transcript analysis (Park, 2023). The The scribing technique by Andrew Park was applied as a strategy for transcript analysis (Park, 2023). The 
focus was on identifying keywords, looking up their meanings in the dictionary, and identifying associated 
keywords to visualize symbolic or metaphorical representations. By using this approach, we were able to 
effectively communicate the key messages and themes of the audio transcript in a visually compelling 
animation. The application of this technique proved to be an efficient way of breaking down the transcript 
into manageable parts and conveying complex ideas in an accessible and engaging manner.

Deönition/Etymology

It was essential to study how the audio transcript need to be 
approached. Each member of the team followed a combination 
of Park’s and Tracy’s methods of breaking down the transcript 
and creating metaphors and concepts. 

This article gives a detailed introduction of how to 
analyse qualitative data, especially transcripts. 6 of the 
most relevant key points are listed below. 



(2023)

Source : Studio Kawakeb (2023) Creative communication brief: Research, statistics/ what the animation is trying to 
communicate.

The journey follows a circular path that includes a ‘procedural’ environment. 
Image credit to Kanbanazie. 

To maintain audience captivity, the story must have 2 signature moments. 

Different Storytelling framework from various sources are studied to understand the 
visual and emotional patterns. It has provided a structure within which each scene can 
be places. Although the audio transcript dictates the matter of the story, understanding 
this framework has helped to execute an visual theme for an engaging animation. 

UNDERSTANDING STORYTELLING 
Four Essential Properties of Digital Environments

The digital environments are- 

• Procedural
• Participatory
• Spatial
• Encyclopaedic

Procedural and Spatial can play an important role in the story-telling for Procedural and Spatial can play an important role in the story-telling for 
a non-interactive experience. In the Insight section, we can see how these 
2 environments have been developed for the scenes. 

Murray, J.H. 1998. Hamlet on the holodeck : The Future of Narrative in Cyberspace. Cambridge, Mass. : MIT 
Press



Crow: The Legend
This VR animation is about a Native American legend that   
preaches the importance of balance and harmony in nature, 
and encourages the audience to build a healthier relationship 
with nature.

Choosing VR 

It is increasingly becoming a tool in education and for creating social awareness due 
to its ability to create more immersive and engaging experiences compared to the 
traditional method. The aim of the project is to help the audience feel a strong sense 
of empathy and raise awareness about the issue. 

A VR experience is not only more engaging but also novel to the public, hence it is A VR experience is not only more engaging but also novel to the public, hence it is 
more likely to be well-received. Crow: The Legend and Gloomy Eyes are some 
examples of successful VR animated ölms made to bring awareness to social issues.  

Choosing 3D animation over 2D

2D animation is more story-centred while 3D 2D animation is more story-centred while 3D 
animation is more graphic-centred. In order to explore 
and prioritise the technological and graphical 
approach for animation, we decided that a 3D 
animation can help us learn more from the process 
(Business of Animation, n.d.).

3D animation also gives a more realistic appeal 3D animation also gives a more realistic appeal 
through its dynamics and enhances the visual appeal. 
Higher sense of realism can help the audience engage 
better with the animation. (Business of Animation, 
n.d.).

We found that Interrogate the Truth supported a better potential 
for visualisation for an animation and provided a stronger cause 
through conversations. The transcript carried a strong sense of 
emotion and urgency for change - which bolstered the ideation 
process of the animation. 

In order to understand the emotions tied to the problem, we  
analysed the target audience and the arguments of the analysed the target audience and the arguments of the 
narrator/author. Emotion is studied through Geffrey’s own 
experience as a black teacher.

Choosing the Brief/Audio Transcript

‘Change is necessary’ by Sarah Ichioka
Design paradigms for a regenerative future. 

‘Interrogate the Truth’ by Jeffrey Boakye
Dismantling racism in British education

DESIGN RATIONAL

Source: Beyond the Fence - Goro Fujita



What - A VR animation short ölm created by 
Oculus Story Studio that tells the story of a 
daughter reøecting on the life and legacy of her 
mother, Angelica (Chevalier, 2017).

Why Why - Angelica is a powerful example of how VR 
technology can be used to tell compelling stories 
and create new forms of expression in the öeld of 
animation (Ji, 2020).

Art Styles (Oculus, 2017;Chen, 2016): 

"Hand-drawn animation" or "2D-3D hybrid "Hand-drawn animation" or "2D-3D hybrid 
animation" created using the Quill animation tool,  
a painting and animation software for virtual 
reality used to create 3D paintings and animated 
cartoons. ideal for pre-visualization, concept 
design, storyboarding, set design and much more 
(Meta, 2019). Quill enables you to make important 
decisions at an early stage in production 
(Meta,2019). The ölm blends elements of traditional 
2D animation with a more impressionistic, almost 
waterlike aesthetic .

Hand-drawn
Illustrations
Brushwork
Colours

Illustrations: The ölm explores a hand-drawn, 2D 
illustration style with water like aesthetics, which is 
brought to life in a 3D virtual reality environment.
Brushwork: The use of loose, impressionistic 
brushstrokes with soft, øowing lines that capture 
the emotion of each scene and gives the ölm a 
dreamlike quality.
Colours: The use of vibrant, rich colour helps to Colours: The use of vibrant, rich colour helps to 
further convey a sense of magic and wonder.

CASE STUDY - DEAR ANGELICA
Storytelling Techniques (Roettgers, 2017): 

Flashbacks: Flashbacks: To show glimpses of the mother's past 
and how she impacted the lives of those around her. 
They are depicted in a dream-like, impressionistic style, 
and are often triggered by the daughter's memories as 
she writes a letter to her mother. Through these 
øashbacks, the viewer is able to gain a deeper 
understanding of Angelica's character and the 
relationships she had with those close to her.

Non-linear Narrative: employs a non-linear 
storytelling approach, jumping back and forth 
between different moments in time with memories 
overlapping each other. Helps to create a sense of 

Character development:Character development: The ölm places a strong 
emphasis on character development, using the 
øashbacks and non-linear storytelling to show 
Angelica's growth and evolution over time. Through 
the memories of those who knew her, the viewer is able 
to see the different sides of Angelica's personality,  has a 
full understanding of who Angelica was as a person 
and how she left a lasting impact on those around her.and how she left a lasting impact on those around her.

Flashbacks
Non-linear 
Narrative
Character 
Development

2D-3D Animation
Motion Graphics
Keyframe Animation

Animation Techniques (Chen, 2016) : 

Hand-Drawn Animation: A technique that creates 
a more personal and intimate connection between 
the audience and the story. 

Motion Graphics:Motion Graphics: Use of design elements, such as 
illustrations, typography, and visual effects, in 
conjunction with animation to create a moving 
image. The ölm's opening titles and other elements 
are created using motion graphics, adding an extra 
layer of visual interest.

3D Animation: 3D Animation: For objects and characters to move 
and interact in a virtual world. Allowing for greater 
detail and depth in the animation.

Metaphor used -  the mother‘s öght against her illness is 

shown through the depiction of a monster. 

The öght scene draws out around the viewer, getting closer 

and closer until it feels almost claustrophobic (Roettgers, 

2017).

VR Interactivity: VR technology allows the audience 
to feel as though they are inside the ölm, and allows 
for a level of immersion that is difficult to achieve in 
traditional animation (Syrett et al., 2017). This makes 
it easier for the audience become emotionally 
invested in the story ((Hood, 2020). 
The viewer is placed in a virtual environment and is The viewer is placed in a virtual environment and is 
free to look around and explore the world at their own 
pace (Hood, 2020). The ölm's story is told through a 
series of illustrations that come to life and move 
around the viewer creating an immersive experience 
(Oculus, 2017; Chen, 2016).

Spatial Sound: Spatial Sound: use of 3D sound design in which the 
sound changes as the viewer moves their head, giving 
the illusion of being in a 3D environment (Johansson, 
2019). The sound design in the ölm is carefully crafted 
to complement the visuals and enhance the 
emotional impact of the story. For example, the sound 
of a heartbeat is used to emphasize the intense 
feelings of the main character (Syrett et al., 2017).feelings of the main character (Syrett et al., 2017).

- This award wining VR short ölm is completely made in VR 
and utilises minimal use of other softwares. 
- For its storytelling framework
- Its design thinking method provides a suitable structure due 
to similar animation goals. 



VR CASE STUDY ANIMATION FRAMEWORK:

As a key component of our animation project's strategy, we incorporated the design thinking 
process. To inform our approach and gain valuable insights, we thoroughly examined Dear 
Angelica (2017), a VR short ölm, as a case study, focusing on its art styles, storytelling techniques, 
animation techniques, and technologies. By analyzing these factors, we aimed to identify best 
practices and apply them to our own project for optimal results.

We incorporated the techniques utilized in Dear Angelica (2017), a VR short ölm, as a strategy for We incorporated the techniques utilized in Dear Angelica (2017), a VR short ölm, as a strategy for 
our animation design. This powerful example showcased how VR technology can be leveraged to 
tell compelling stories and create new forms of expression in the animation öeld (Ji, 2020). By 
immersing the audience within the ölm, VR technology facilitates a heightened level of emotional 
investment (Syrett et al., 2017). Additionally, we drew inspiration from the ölm's carefully crafted 
sound design, which complemented the visuals and contributed to the story's emotional impact. 
(Johansson, 2019)

CASE STUDY - DEAR ANGELICA

Storyboards
Sketches/ other 
visual aids used to 
create rough 
Animations and
VR Simulations

Observation
Feedback
Iteration

Quill (Make in 
VR for VR)
 Houdini (3D 
and VFX)

 Unreal Engine

VR Interactivity
Spatial Sound 3. PROTOTYPING

Designers used storyboards, sketches, and other visual aids to communicate their ideas and bring 
the story to life (Roettgers, 2017). They also created rough animations and used VR simulations to 
test and reöne the experience (Chen, 2016).
Animated stroke by stroke, with individual lines of the animation being drawn out to direct the 
viewer’s attention as the story unfolds around them (Roettgers, 2017).

2. IDEATION
Once the designers had a clear understanding of the user's needs, they started to brainstorm and 
come up with creative ideas to bring the story to life. They explored different art styles, techniques, 
and technologies to önd the best way to tell the story in a VR environment (Oculus, 2017).

Design Thinking and Strategy

1. EMPATHY
To understand the user's needs, emotions, and experiences. To create a meaningful and impactful 
story, the designers at Oculus Story Studio conducted research and interviews with people to 
understand their relationship with their mothers and to get a deeper understanding of the 
emotions involved in these relationships (Thomas et al., 2017).

4. IMPLEMENTATION
Designers used Quill Animation tool/ Houdini and Unreal Engine to create a seamless and 
immersive experience (Chen, 2016).

5. USER TESTING
Conducted user testing to gather feedback and make any necessary adjustments. They used VR 
headsets and other technologies to immerse users in the story and observe their reactions, 
behaviours, and feedback. Based on the feedback from user testing, the designers made 
reönements to the story and the experience. They continued to iterate on the design until they 
were satisöed with the önal result.



SOFTWARE EVALUATION

Rafi Nizam (2021) Rafi Nizam (2021)

- Each vignette 
exposed from 4 
different angles
- Users experience 
story differently 
- Collaborative 
viewing experience   

- Multi-user 
consumption up to 4 
people 
- 8 vignette 
- Each can be viewed 
at your own pace

Animation is made using Quill. A handdrawn 
art style is used with minimum animated 
movement. Most of the animation is 
manipulated through camera tracking.  

Animation is made using Google Tilt Brush.  Movie 
creates movement of snow, light rays and dust to 
create animation. Dynamics is created using 
camera movement tracking the character while 
using a stop-motion method to move characters.

The available softwares are explored to understand their pros and cons and 
determine the suitable option for our project. 4 softwares are shortlisted as they 
do not demand the requirement of other softwares to complete the project. In 
the Iteration section, we pick the most suitable option based on accessibility, 
time constraints, and ease of use. 

Masterpiece VR - It allows modelling and direct 
rigging for animation. However, it does not 
allow drawing. Allows for stop-motion 
animation. It is not supported by Oculus. 

Comparison between the available softwares to create the animation. Pros and 
cons were weighed and narrowed down to the highlighted options. 

Tvori - Works similar to 3D modelling 
softwares such as Blender. Makes it possible to 
interact directly with the model by rigging it. 
Provides a similar work-øow of stop-motion 
animation. 

Various factors were considered for choosing Open 
Brush over Quill, Tvori and AnimVR. They included time 
constraints, accessibility issues for paid softwares, and 
availability on Quest. The Pros and Cons are listed below 
to identify the challenges and strengths. 
Pros
- Ready access on Quest - Ready access on Quest 
-  Freedom of expressive sketching VR and quicker
- Animation created through dynamic brushes
- Easier execution of the animation
Limitations
- Does not enable animations
- Stop-motion feature cannot be used as ‘camera - Stop-motion feature cannot be used as ‘camera 
tracking’ is available only for Tilt Brush. 
- Unable to import/export models

CHOOSING OPENBRUSH



As a collaborative decision-making strategy during the idea generation As a collaborative decision-making strategy during the idea generation 
process, we utilised the Lightning Decision Jam exercise by AJ&Smart. The 
Lightning Decision Jam exercise uses a voting mechanism to enable teams 
to prioritise and select the best solution or next step. After generating a 
range of potential solutions, team members evaluate each option based on 
predeöned criteria, such as feasibility, impact, etc. and then vote on the best 
solution. This voting process helps to ensure that all team members have a 
say in the decision-making process and that the chosen solution is one that 
the entire team supports. Once the best solution is selected, the team deönes 
the next steps and assigns owners for each step, ensuring immediate 
implementation.

This exercise proved useful for a number of reasons. Firstly, it enabled us to This exercise proved useful for a number of reasons. Firstly, it enabled us to 
quickly identify and deöne core animation concepts as a team. Secondly, it 
generated a wealth of creative and potentially overlooked solutions. Thirdly, 
we were able to prioritise and select the best solution or next step based on 
the effort and impact of each option. 

LIGHTNING DECISION JAM EXERCISE:

IDEA GENERATION- CONCEPT

CONCEPT SELECTION:

We utilised the Lightning Design We utilised the Lightning Design 
Jam method to generate a range 
of potential ideas and 
consolidating the most popular 
or preferred phrases into a single, 
concise phrase that became the 
animation's core concept. 

This allowed us to quickly identify This allowed us to quickly identify 
and deöne the main focus of our 
animation, ensuring that all 
subsequent design decisions 
were aligned with this core 
concept. By using this approach, 
we were able to streamline the 
idea generation process and 
ensure that our animation was 
coherent and effective in 
conveying our intended message 
to the audience.

IDEA GENERATION- CONCEPTIDEA GENERATION- CONCEPT



CORE CONCEPT

The curriculum is a place that is stuck in The curriculum is a place that is stuck in 
time. The island, far away from the rest of 
the world, is the education system. The 
fact that it is isolated and only contains 
black and white artefacts is because it is 
not moving forward with modern society. 
The rest of the world is in colour. When 
the modern children travel to the island 
and interact with its objects they too turn 
black and white. This represents the result 
of an education stuck in the time of when 
the curriculum was set. Those who don’t 
interrogate these events can’t change 
them, so are shut out. However, there is 
an alternative path where, due to author 
diversity, children are able to form their diversity, children are able to form their 
own opinions about social justice. If 
taken, the children can return to colour. 

IDEA GENERATION- CORE CONCEPT

We were able to identify the deliberate 
silence about social injustice to be 
congruence with themes of propaganda. 
We then built curriculum related scenes 
along the atmosphere of a re-education 
camps. 

The look, tone and feel 
of the animation is 
familiar yet strange. The 
aim is to capture the 
essence of objects and 
structures that function, 
but are outdated, 
sub-optimal or even 
impossible.

Industrialisation is an like an 
invasive species. It keeps growing, 
taking resources from the bottom 
to make the top fatter. Despite the 
instability and unfairness this 
causes in it's infrastructure, it 
relentlessly grows.

The main focus of our 
piece is the 
environment therfore 
in order to keep 
things simple we 
personiöed balls 
which respresent 
children attending 
school.

MOODBOARD:

Theme: Surrealism
Tone: Adventureous
Character: Balls as students

An abstract moodboard was used as a reference point during 
brainstorming sessions to ensure that all ideas aligned with the desired 
tone and theme. Through these sessions, the concept of "Balls as 
students" was established. The surreal element was incorporated into the 
plot, allowing for an adventurous story to unfold within a fantastical 
world.

Although it is important to update the curriculum, 
and some have tried to change it, it could be said that 
its modiöcation has become so arduous that its 
stagnancy persists. And this is why curriculum could 
be seen as an isolated place stuck in time. Therefore, 
our animation’s theme is observation of an odd and 
surreal world.

Theme - Prison-like, Monochrome
Monotonous, Repetition, lack of 

free-thinking We transcribed the audio öle into a written script, identifying key themes and moments that we wanted to include in 
the plot. From there, we worked collaboratively to select scenes that would effectively communicate the story and 
convey the emotions we wanted to elicit from the audience. This involved brainstorming a range of possible scenes 
and selecting those that were most aligned with the overall narrative and character development. 



IDEA GENERATION - EXPERIMENTATION 
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VR story board try 1 
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An animatics was created on a Video Editor to match the scenes with the 

transcript before animating the scene on VR. 

https://leeds365-my.sharepoint.com/:v:/g/personal/sd22mt_leeds_ac_uk/EdG7T8ijJvBLi5jhYV4OiBwB4RekI3UK59fNJpI9_e8NGg?e=aE7xoC


Voiceover: "Social justice as a concept - I’ve done my research on this - it goes back to the 19th 
century."
Visuals: Viewer sees the words on the TV “social justice as a concept”

Voiceover: "Because that’s a time when in this part of the world, in the West, you had Voiceover: "Because that’s a time when in this part of the world, in the West, you had 
industrialization kicking off. You had countries forming empires, so suddenly there was a need 
for social inequality because that’s how countries get on - you know, you exploit people, you take 
from places, you colonize, you have workers at different levels"
Visuals: Building fall from sky to for a tall tower showing industrialisation. Tower is unstable like 
jenga, bricks or coal, from the bottom to make the top fatter and bottom thinner.
Symbolism: transformation / industrialisation. Social inequalities

Voiceover: "So the concept of needing justice in society became really sharp in the West."Voiceover: "So the concept of needing justice in society became really sharp in the West."
Visuals: Scene fades away and viewer stands in a dark space and see the words “concept of 
needing justice in society”

Voiceover: "So your curriculum has to have a position that factors that in, because there is social 
injustice built into society. Individual people need to shape their own arguments,
Visuals: Path of timeline forms in front of viewer leading to island which gets bigger. Walking on Visuals: Path of timeline forms in front of viewer leading to island which gets bigger. Walking on 
the path with coloured balls of different shapes and sizes. The path reveals text “Individual 
people need to shape their own arguments, but I can tell you what I believe to be true about 
social justice.” as it moves.
Symbolism: balls of different colours, shapes and sizes representing social injustice.

Voiceover: " but I can tell you what I believe to be true about social justice. "A lot of people can’t 
because they haven’t been invited to interrogate it. "
Visuals: Enter school on the island. Black scene white door.. inside door shows classroom with Visuals: Enter school on the island. Black scene white door.. inside door shows classroom with 
black balls are covered in smoke . door shuts behind on remaining balls
Symbolism: Black balls are covered in smoke from the monitor representing propaganda.

Voiceover: " So, I feel as though the curriculum needs to be a place that fosters a spirit of 
interrogating the accepted truths and norms and the status quo, seeking to discover what 
actually happened"
Visuals: An open book appears which says "interrogate the truth" then the letters øy around.

Voiceover: " with a view to putting your best foot forward in a deliberate and benevolent Voiceover: " with a view to putting your best foot forward in a deliberate and benevolent 
direction of ‘can we make things better and fairer?"
Visuals: Following the letters as they øiy  into classroom window causes the balls, then walls and 
eventually the whole island to appear in colour. 

Voiceover: "Social justice as a concept - I’ve done my research on this - it goes back to the 19th 
century."
Visuals: Viewer sees the words on the TV “social justice as a concept”

Voiceover: "Because that’s a time when in this part of the world, in the West, you had Voiceover: "Because that’s a time when in this part of the world, in the West, you had 
industrialization kicking off. You had countries forming empires, so suddenly there was a need 
for social inequality because that’s how countries get on - you know, you exploit people, you take 
from places, you colonize, you have workers at different levels"
Visuals: Building fall from sky to for a tall tower showing industrialisation. Tower is unstable like 
jenga, bricks or coal, from the bottom to make the top fatter and bottom thinner.
Symbolism: transformation / industrialisation. Social inequalities

Voiceover: "So the concept of needing justice in society became really sharp in the West."Voiceover: "So the concept of needing justice in society became really sharp in the West."
Visuals: Scene fades away and viewer stands in a dark space and see the words “concept of 
needing justice in society”

Voiceover: "So your curriculum has to have a position that factors that in, because there is social 
injustice built into society. Individual people need to shape their own arguments,
Visuals: Path of timeline forms in front of viewer leading to island which gets bigger. Walking on Visuals: Path of timeline forms in front of viewer leading to island which gets bigger. Walking on 
the path with coloured balls of different shapes and sizes. The path reveals text “Individual 
people need to shape their own arguments, but I can tell you what I believe to be true about 
social justice.” as it moves.
Symbolism: balls of different colours, shapes and sizes representing social injustice.

Voiceover: " but I can tell you what I believe to be true about social justice. "A lot of people can’t 
because they haven’t been invited to interrogate it. "
Visuals: Enter school on the island. Black scene white door.. inside door shows classroom with Visuals: Enter school on the island. Black scene white door.. inside door shows classroom with 
black balls are covered in smoke . door shuts behind on remaining balls
Symbolism: Black balls are covered in smoke from the monitor representing propaganda.

Voiceover: " So, I feel as though the curriculum needs to be a place that fosters a spirit of 
interrogating the accepted truths and norms and the status quo, seeking to discover what 
actually happened"
Visuals: An open book appears which says "interrogate the truth" then the letters øy around.

Voiceover: " with a view to putting your best foot forward in a deliberate and benevolent Voiceover: " with a view to putting your best foot forward in a deliberate and benevolent 
direction of ‘can we make things better and fairer?"
Visuals: Following the letters as they øiy  into classroom window causes the balls, then walls and 
eventually the whole island to appear in colour. 

Voiceover: "Social justice as a concept - I’ve done my research on this - it goes back to the 19th 
century."
Visuals: Viewer sees the words on the TV “social justice as a concept”

Voiceover: "Because that’s a time when in this part of the world, in the West, you had Voiceover: "Because that’s a time when in this part of the world, in the West, you had 
industrialization kicking off. You had countries forming empires, so suddenly there was a need 
for social inequality because that’s how countries get on - you know, you exploit people, you take 
from places, you colonize, you have workers at different levels"
Visuals: Building fall from sky to for a tall tower showing industrialisation. Tower is unstable like 
jenga, bricks or coal, from the bottom to make the top fatter and bottom thinner.
Symbolism: transformation / industrialisation. Social inequalities

Voiceover: "So the concept of needing justice in society became really sharp in the West."Voiceover: "So the concept of needing justice in society became really sharp in the West."
Visuals: Scene fades away and viewer stands in a dark space and see the words “concept of 
needing justice in society”

Voiceover: "So your curriculum has to have a position that factors that in, because there is social 
injustice built into society. Individual people need to shape their own arguments,
Visuals: Path of timeline forms in front of viewer leading to island which gets bigger. Walking on Visuals: Path of timeline forms in front of viewer leading to island which gets bigger. Walking on 
the path with coloured balls of different shapes and sizes. The path reveals text “Individual 
people need to shape their own arguments, but I can tell you what I believe to be true about 
social justice.” as it moves.
Symbolism: balls of different colours, shapes and sizes representing social injustice.

Voiceover: " but I can tell you what I believe to be true about social justice. "A lot of people can’t 
because they haven’t been invited to interrogate it. "
Visuals: Enter school on the island. Black scene white door.. inside door shows classroom with Visuals: Enter school on the island. Black scene white door.. inside door shows classroom with 
black balls are covered in smoke . door shuts behind on remaining balls
Symbolism: Black balls are covered in smoke from the monitor representing propaganda.

Voiceover: " So, I feel as though the curriculum needs to be a place that fosters a spirit of 
interrogating the accepted truths and norms and the status quo, seeking to discover what 
actually happened"
Visuals: An open book appears which says "interrogate the truth" then the letters øy around.

Voiceover: " with a view to putting your best foot forward in a deliberate and benevolent Voiceover: " with a view to putting your best foot forward in a deliberate and benevolent 
direction of ‘can we make things better and fairer?"
Visuals: Following the letters as they øiy  into classroom window causes the balls, then walls and 
eventually the whole island to appear in colour. 

Building representing social 
hierarchy & injustice. 

Bottom gets weaker & sparse as 
bricks are stolen to make higher 
levels bigger. 

Viewer enters old TV - goes back 
in time. Viewer enters the 
concept of “Social Justice”

School represented as an isolated 
island- away from everyday life. 

Colourful balls (students) are on 
their way to school. 

As classroom is entered, balls 
turn to grey as they learn ideas of 
the past.. contrary to diverse and 
modern world life outside school.

The door shuts on the viewer to potray 
not being invited in.

A radical book symbolising an 
eye-opener is seen with words 
“Interrogate the Truth” written on 
its pages. 

The words lift off the page and 
magically drifts towards the 
classroom.

As the words enter the classroom, 
the grey classroom gains its colour 
back as students  are opening 
their eyes. 

Coming full circle. Exit TV from 
“Social Justice” to “Can we make 
things better and fairer?”

The path leads the viewer to the 
isolated school.

IDEA GENERATION - STORY BOARD 



OUTCOME 
Art Styles and Animation Techniques
Our project is inspired by the hand-drawn animation style. This style is 
inspired by Dear Angelica.
- invokes a raw and personal touch to the animation
- also allows for a øowing style 

Colours
The brighter colours are used at the end of the project to bring a sense of 
hope to the audience.

. 

Brushwork
Soft, øowing lines are used in the last scene to create a quality of fantasy. 
It is shown through words being lifted off the page and into the 
classroom. More rigid style is used in scenes to show discrimination and 
suppression. 

Using Ben Lambert’s Framework for creating compelling 

Storytelling 
Non-Linear Narrative is difficult for a öxed transcript. However, the use of a portal (TV) in the beginning 
and end scenes allows for a time-jump. 
The scenes showing industrialisation acts as a scene setting through ‘øashback’. 

https://leeds365-my.sharepoint.com/:v:/g/personal/sd22mt_leeds_ac_uk/EQVKk6Pwy9lEvDg0zX753V8BwU1FOqTrqMkCFJ1sHeBDZg?e=vynH9b
https://drive.google.com/file/d/19ruWuTcI5UyIm1_ZGKlcW2IaXvTLVoe9/view?usp=sharing
https://drive.google.com/file/d/19ruWuTcI5UyIm1_ZGKlcW2IaXvTLVoe9/view?usp=share_link


DEVELOPMENT  -  360 SCENES

Future Work 

3D Content Creation - Due to low resolutions and lack of 3D Content Creation - Due to low resolutions and lack of 
raw 3D content the önal 360 experience is not user friend-
ly. OpenBrush as a free platform is not as highly serviced or 
software compatible when compared to its paid counter-
parts which the team uncovered as development was un-
derway. Further work would produce the story as a 3D 
scene which produces higher quality 360 ölms. 

Participatory Design - Working with teachers could help 
improve the story's communication and ensure it is ca-
tered even more towards educators and leaders. 

Two versions of our 360 ölm experience were made. In both, the video could be 
watched in 2D format however they each had different 360 surroundings. 

A version of the 360 experience used the skybox made with 2d images. The beneöts 
of this version is that the whole experience had the original VR drawn style.  

Another version of the experience used a skybox taken from a Skybox generation Another version of the experience used a skybox taken from a Skybox generation 
website that suited our style. This version contained hand-drawn content to be 
viewed as 2D slides. The team felt this was not as impactful. 

360 skybox generation (2) 
In 3D space, software was used to generate 3D video footage than can be used to 
create 360 ölms. 

However issues arise post exporting to 360. When pixels are stretched the video reso-However issues arise post exporting to 360. When pixels are stretched the video reso-
lution becomes low quality. To resolve these issues a 3D camera is needed to take 
photos or record videos of 3D objects, not 2D images. Therefore in order for a 360 
version of this ölm to be made the entire scene could not be drawn in VR but rather, 
3D modelled and recreated 360 Layouts 

DEVELOPMENT ON UNITY

The making of the 360 Film Proto-
type 
360 ölm helps audiences connect 
with impactful narratives and 
become more immersed in the 
story. 
The önal story was able to be cre-The önal story was able to be cre-
ated as a 360 experience to be 
viewed on YouTube and Face-
book.

360 skybox generation (1) 
360 images can be used to create 
a seamless skybox material as 
demonstrated by images on the 
right. However 2D images can 
cause issues when used in 3D. 
When the original öle format is When the original öle format is 
made up of 2D images with cor-
ners, these become visible in the 
material (left images) that be-
comes the global volume in 360.  



FEEDBACK AND IMPROVEMENTS
The illustration style at the end is “whimsical” “showing there is 
hope that things can change”. Beginning was sobering, “makes it 
more impactful”

“You know, in China we always add subtitle in the video so I will more 
focus on the words. I think this (referring to scenes with text) is pretty 
nice - Always catch my eyes”

“Audio was talking about a thing like truth or something and you 
directly write them out. I think it's a good way to help viewer      
understand”

“Thought that balls signiöed people in lower and higher classes. Could not          
understand they were students until the end in the classroom”.

“Could understand the concept but did not önd that it was necessary to 
bring empathy to the characters, they were more like props. Just show-
ing how deep the problem is enough to convey the issue”.

“Could not relate to the characters”

“Make students look more human-like”

The images on this board show the changes we made to our work 
after the user testing and recieveing feedback. 
We added characters to replace the balls as people felt they could not 
relate to it and we added more writing in scenes to create a bigger 
impact.

https://leeds365-my.sharepoint.com/:f:/g/personal/sd22mt_leeds_ac_uk/Eg5vOmwTmg1KiroR4rOENpQBpl6yEuSPXTkKciGaRYbLYw?e=p6mqh2
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