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Abstract

Blue Light is a short, animated Virtual Reality film on digital addiction. The film is experienced in 1st
person and is a series of simulations run by an Al called Adnis: a virtual assistant programmed to make
sure you never get bored. You watch the film from the perspective of a regular, 30-year-old office
worker going through each of the AI’s simulations, each simulation taking advantage of the user’s
personal data. The is animated for Virtual Reality and is experienced inside a VR headset.
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RESEARCH

Research was by far the most extensive part of the entire project, taking up over 4 months of the 7-
month production period. I began my research under the umbrella of “digital addiction”: the
uncontrollable urge to use digital devices. It can be smartphones, computers, or even game consoles,
but different devices affect the user differently.

NOMOPHOBIA

The term “Nomophobia” was coined in 2008 during a research
done by The UK Post Office to evaluate anxieties suffered by
mobile phone users, and it was used to describe a psychological
condition when people have a fear of being detached from their
mobile phone: “No-mobile-phobia”. It took 2 books, an
introduction to Psychology, and my trusty research consultant
Rayan to understand how anxiety around smartphones works.

It is not the smartphone by itself, but its online ecosystem that is
addictive by design, and we can break it down to 3 factors:

1 - Sensory Overload is the easiest to understand; it occurs when
our senses are overstimulated by something in our environment,
like a loud crowded party with flashing lights. A digital screen
suffers the same fate: it is overly-saturated in color, loud in alert,
and is designed to give you as much information it can in a single

interface as efficiently as possible: Search bar, main feed, personal profile, advertisement, friend
suggestions, registrations, new events etc.

2 - User Experience. From the visual interface stems the online user experience, and that is dependent
on the motive of the developer. A free online platform functions as follows: developer provides and
hosts content for user in exchange for user engagement > user consumes ad and provides personal




information > developer receives data and monetary revenue. It sounds good on paper, but the
fundamental flaw in this business model is its motivation for the company eventually conflicts with the
user’s wellbeing. Every time the user receives a notification, dopamine is released in the brain. Push
him out of this system, and the user develops a fear of missing out: FOMO. The developer can and will
use the design tools at his disposal and tweak the user’s digital experience to nag for constant
engagement, because an addicted user will always be more profitable. And more anxious.

3 - Infinite Stream of Content. And the final factor, an Infinite stream of content. The human brain fears
boredom by nature, and we know that from a study conducted in 2014 by 8 psychologists in which a
sample of undergraduate students individually sat in isolation for 20, preferring to endure electrical
shock pain than remain silent for the entire duration. The largest shock count by a single student was
190. Place the internet next to a user, and the infinite slot-machine swipe will infinitely reward the user
with new content, making sure he never gets bored.

ANIMATION

The biggest obstacle in the entire project was figuring out how to create a 3D experience for a Virtual
Reality headset, without spending months creating 3D models, rigging characters, lighting, shading. So
instead, I used a 3D game engine to build a 6-sided virtual room, like a cube, and each side has a
separate video mapped on it. I place the virtual camera inside the cube, so when you wear the headset,
you are watching from the inside of a room with videos for walls.
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The characters are first animated separately.
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They are then composited over the environment over a large composition divided into 6 panels, and
then rendered in sync into separate videos. So, if a character were to move from your right to your
front, he will move across 2 separate video panels in this virtual room.

Now take the same concept and apply it to all 6 panels over several scenes, and you will get a
convincing 360 environment in which I have complete control over.



STORY

This technique was perfect, because it allowed me to tell the story of an Al called Adnis, who has the
ability to control simulations around its users, designed to shove content and advertisements into the
user’s view. The user must never get bored.

VISUAL STYLE

The Office
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It took 3 weeks and 6 different VR builds to figure out and develop a technically functioning VR
animation. It took a month and 3 script consultants to write a story that functions with the technique
and the theme.

Thank you for using your screen.
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