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Project Reflection

“Stage Fright” is an immersive VR experience that puts the user into a simulated scenario that seeks to

represent the anxiety that some experience when being required to perform in front of audiences. The

experience places the user directly onto an auditorium stage in front of a full crowd with no way out as

the curtains draw open and spotlights turn on. The VR experience aims to amplify all the elements that

contribute to the building of anxiety and fear, challenging the user by throwing them into an

uncomfortable experience. In the end, the player is rewarded with a sense of relief as the curtains close.

Rather than creating an experience that users want to return, the project aims to create an experience that,

if it is successful in inducing anxiety in the users, they will not want to return.

There are several features that enable “Stage Fright” to achieve its goal. The anticipation and

perceived judgment that one experiences while performing on stage from the audience is represented by

the abnormally large, animated eyes that follow the user’s every move on stage. The spotlights are

scripted so that they center upon the user, following the player as they move around. The use of ambience

auditorium noise combined with racing heartbeat audio further contributes to the immersive experience by

acting as another factor that triggers anxiety and stress. The curtains are also animated to open and close

signifying the beginning and the end of the experience, acting as cues for the player to enter and leave the

virtual world.

The process of creating the project involves preliminary brainstorming, modeling the necessary

models in Maya, assigning textures, animating the components in Blender, importing assets into Unity,

and scripting interactive objects. Being unfamiliar with the workflow of moving between different

operating systems, some of the textures are lost but the project realized most of the brainstormed

concepts. The current version of the project can be improved by fixing some of the textures and scripting

the audios.


