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1.Final outcome brief  

(includes work process) 

“Diary of a fly”  

Diary of a fly is a short film made with virtual reality(VR). It is about the story of a fly that 

looks back on its past from a reminding its memory from the caterpillar to adult life. It also 

is told from first person point of view. The fly recognises himself as a human being. By 

adding dramatic reversal, I wanted to make the film more interesting. Through overcoming 

his gloomy caterpillar and flying freely as a fly. The final outcome based on creative visual 

images, sounds and narration is shown by head mounted display(HMD). I wanted to show 

that flies are also creatures should be cherished. Through the project, my intention is to 

make people think about the fly newly again. 

 

Narration script 

The narration is one of the most important elements in the film. The whole story is written 

by myself and It is narrated by Samuel Lee who is my Korean friend.  

“When I was young, I was abandoned by my parents and grew up at a dumping ground.  

As I was disabled from birth, I couldn’t walk well and have never been far away. I always hid in the dark 
and a quiet place that no one ever came.  For me, there is no such thing as freedom. 

Most of the people treated me like a fool and they hated me because I look ugly and disgusting 

Every day was painful and miserable. And then one day, I found myself floating in the air and I realized 
that I could fly! Since then, everything has changed. I can still remember that very moment. 

It was awesome! From then, the world looked beautiful and I had no reason to hide in the darkness 
anymore, Now I can fly faster than anyone else and see the world in a wide perspective that nobody else 
could. Finally, I found freedom and I am living a gorgeous life. No matter what anyone says, I am going 
to go my way. I am a great fly.” 

In order to create environments, I had to learn about 3d software called cinema4d. 

By using several plug-ins in aftereffect and premiere, I could make a 360degree video as my 

final outcome. 

 



Posters of the project 
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2. Work process (Snap shots) 







 

 

1.Motivation for Research  

We are seeing surprising phenomenon that the whole world is being developed by computer and 
smartphone. It is obvious that our lives have been changed by the development of technology. The 
change is absolutely natural. This is why I have always been interested in new technology and new 
media almost ten years. 24th of February 2016, the UK's first-ever Virtual Reality Festival called “VRUK” 
was held at Ravensbourne. VRUK brought together some of the biggest companies in virtual reality to 
share, discover, and try out the latest technology. It was one of the greatest experiences in my life.  

When I attended this event, I realized that was what I wanted to do. As I just put the head-mounted 
display on my head, I felt like I was floating around between spaceships in the universe or I was locked in 
a maze being chased by human-sized Pac-Man ghosts, as if trapped in a nightmare. I was fascinated by 
the amazing experiences that brought new worlds and remarkable interactions to me in a physically 
immersive, interactive presentation. That is, there were new things I had never seen before.  After that, I 
would like to focus on learning process of the VR and then I decided to choose the VR as a medium for 
my project and to create a content through this system.  

 

2.Subject, aims and scope of research 

In this document, I aim to explore virtual reality(VR) and my project in PG04 deals with a fly called “Diary 
of a fly” which is the change of perception that creates a content through the VR. 

The reason why I chose the topic is that I found myself trying to swat a fly when I saw it in my room a 
few months ago. I wondered why I tried to kill it without knowing about it.  



Obviously, the flies are very familiar to us that we can often see them in our daily life. 

Even if many people don’t know about flies well, we just consider them as harmful insects and try to 
swat them. In this project, I would like to know about the fly in various ways what it is, how to fly, how 
to see the world and I want to provide an experience in perspective of the fly. The aim of this project is 
to learn about virtual reality system and to provide people with a great experience through the VR. 
Created VR film will be based on interesting story which also includes experimental value, visual art and 
effective sound/narration.  

In this paper, I will examine articles that explore what VR is, what the benefits and drawbacks of VR for 
us are and how it will be changed in the future along with researching my topic of the content in PG04. 

 

3.The brief outline of previous research and the beginnings of a literature 
review 

Previous Research 

Some people give good presentations in front of audiences and I find them very exciting and 

impressive. I try hard to present well but public speaking has never been easy. I am sure most people 

would feel the same way. It can be overwhelming for everyone to speak and present in public. Due to 

my strong desire of quality presentations, I spent a long time searching for an effective presentation 

skill. Well-formed presentations share a common feature where they use technology. The usage of 

technology provides presenters with audio-visual aids which allow them creative platforms. Not only 

that, it helps the audience understand the presenters’ intent well through the related images and 

sounds. As technology featured presentations have grown bigger and become more innovative and 

engaging, I got interested in some of the relationships between technology and presentation. That is 

why my previous topic was “how presentation methods will be influenced by technology.” It is 

obvious that presentation methods has a lot to do with technologies historically. A variety of media 

and forms in presentation have been changed rapidly along with the technological development such 

as computer, digital media and hardware equipment. The VR is more comprehensive this means that 

is something to do with future of presentation skill. I would say, VR technology can be a very 

powerful tool and skill in presentation fields. However, I decided to concentrate on virtual reality as a 

specific technology instead of researching presentation fields in my project. This is because the 

project what I want to do is closely related to creating a content through VR at this time. I have to 

focus on how to create storytelling well, what to use software to make a good VR film. 

In terms of the beginnings of the literature review, I will explore the book called “Understanding 

virtual reality” to look at the VR system and investigate various articles such as scientific reports from 



University of Cambridge and new scientist articles in relation to the fly to create VR film. At the end, I 
will present the workflow and how to create the story of content and how to show this visually. 

4.Proposed research methods 

The definition of virtual reality as a medium is still in flux. 

Virtual reality is an environment which is produced by a computer and seems very like 

reality to the person experiencing it. Webster’s new universal unabridged dictionary [1989] 

defines virtual as “being in essence or effect, but not in fact.” The usage has been applied to 

earlier concepts in computing.  According to the book called “Understanding virtual reality” 

written by William R. Sherman and Alan B. Craig, there are four key elements to be a virtual 

reality experience which are virtual world, immersion, sensory feedback and interactivity.  

 

1)Virtual world 

The terms of virtual world that virtual world is the created by computer system is not reality. 

A computer-based virtual world is the description of objects within a simulation. When I 

view that world via a system that brings the objects and interaction to us in a physically 

immersive situation. So we can experience it through the virtual reality. 

 
One of Virtual world images 

 

 



2)Immersion 

This terms can be used in two ways: mental immersion and physical immersion. 

In discussion of most media, “being immersed” usually refers to an emotional state a feeling 

of being involved in the experience. The state of being mentally immersed shows “a sense 

of presence” within an environment. When it comes to physical immersion, which means 

that people are bodily entering into a medium: synthetic stimulus of body’s senses via the 

technology usage. This doesn’t imply all senses but it is only body immersed. 

 

 
Immersion image 

 

 

3)Sensory feedback  

VR can allow participants to select something by using controller or positioning their body 

unlike traditional media. The VR system provides direct sensory feedback to participants 

based on their physical position. That is to say, the system can track the head of the 

participants and many of the major body joints. In this way, participants can get several 

sensory feedbacks from the VR environment. 

 

4)Interactivity 

It is one of the most important elements in the VR. When you are using gloves and 

HMD(Head-mounted display), you can shot a gun or fly in the air as a bird.  



This is, reacted result responds to your actions is interactivity.  The element encourages 

participants to engage and get immersed deeply. 

 

To sum up, VR is a medium composed of interactive simulations that sense the participant’s 

position and actions and replace or augment the feedback to participants, giving the feeling 

of being mentally immersed or present in the simulation. 

 

5.Evidence of the scope and context of the C.A.R.D. by an introductory section 

Advantages and Disadvantages of virtual reality 

 

1)What is the VR good for? (VR is good for these things) 

 
1. VR can expand the range of communication in the future. 

Some people can meet their friends in person and talk to each other in VR system with 
staying at home. That is, the VR can go beyond computer screen like limited-space as well as 
time. In this point, the VR is more advanced technical innovation than smartphone. 
 

2. Many people build their dreams or imaginations through the VR could be possible. 
They can go anywhere and anytime in the VR when they want. 
For example, people can explore jungle or ocean without going there in person. 
It will be really useful for disabled people as well. 
 

3. VR can be used a wide range of industries. For instance, first of all, army can train the 
solders for military purpose without risk of accident. Second of all, medical accidents could 
be more reduced by using VR technology. In the case of film industry, the VR can provide 
much more immersive experience to people when they watch movie.  

 

2)What is the VR bad for? (VR is bad for these things) 

 
1. VR might interrupt people to feel their senses of achievement 

For example, if someone tries to climb a mountain and reach at the top, they may feel 

achievable through the process of climbing. In other words, they would be proud 

themselves. However, if it happens the same way in VR, they would never know the feeling. 

 



2. The VR can have negative effects on human health.  

Sometimes, there are several technical problems in the VR system. So These issues can 

cause simulator sickness like vomiting and dizziness when experiencing it. 

The simulator sickness is similar to motion sickness. 

When you have motion sickness, your body thinks you’re moving, and your brain 

doesn’t. The inner ear is telling the brain it senses motion, but the eyes are telling 

the brain that everything’s still. The most common scientific theory behind motion 

sickness is that the body assumes it is poisoned and hallucinating, and responds 

by vomiting to void the perceived toxin.  (Lauren Orsini, 2014). 

 

3. It is expensive to experience the VR for the public because the VR system requires high 

quality of computer and particular devices to be operated. In other words, people who want 

to experience it need to pay a lot of money. In addition, VR devices like HMD, controllers 

and data-gloves look not so good and make people uncomfortable when wearing them. 

Their look should be more simple than before 

 

4. Many people in modern society can suffer from social isolation. It is nor real relationship in 

the VR. They might feel so difficult how to communicate with others in face to face 

communication when they are living in the VR. 

 

3)How will VR industry be in the future? 

As I mentioned above, there are several positive effects and negative effects in VR. 

We saw the change of whole world rapidly is caused by new technology and new media. It is no doubt 
that new technology is very important all over the world. At present, many companies in the world 
expect that Virtual Reality will become the most innovative industry in the world and those companies 
are investing huge amount of money in the technology.  

http://www.sciencemag.org/content/197/4302/493


 

(mcoletta , report, 2015) 

 
(Kzero worldwide, report, 2014) 

http://mcoletta.com/author/mcoletta/


 

The graph indicates how many potential possibilities does the VR industry has in the future. 

We can tell from these charts that many companies and customers have a great deal of interest in the 
development of VR industry in these days. I would say the advanced technology such as VR system could 
have a huge impact on modern societies in the world. 

In regards to a fly, I found a variety of amazing facts from the research that the fly body 

consists of three parts head, thorax and abdomen. The fly has a pair of wings and three 

pairs of legs unlike normal insects. Adult is 5–8mm in length.  

 

Fly 

 

The fly has the most powerful flight muscles on the planet. Due to the fact, the fly’s wings 

beat 220times per second and average speed is 4.5miles per hour. The wings are covered 

with sensors so that the fly can even taste with the wings. 



 
Flying sensor called “Halterese” 

 

One of the most sophisticated sensors the fly has is a structure called halterese.  

That function is like gyroscopes which can change the flying direction quickly anywhere.    

 

 

Fly’s compound eye called “Ommatidium” 

 

The fly has compound eyes each called ommatidium which consist of 4000 tiny lenses. 

Hence, they not only take in five times faster visual and audio information per second than 

people do but also they can see in all directions at once. For these reasons, the fly deserves 

an insect to research as one of the most perfect flight models.  
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