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Abstract  Mis-en-Scene is a direction method of image aesthetics for constructing screen and space.
Mis-en-Scene is important factor not only in plays and movies, but also in animations, and it is a strong
method to induce audience to immerse in the works and to continue the immersion. This study examined
animation's Mis-en-Scene based on theories of Mis-en-Scene in movies, how Mis-en-Scene is directed and
expressed in virtual spaces, and what factors and characteristics induce audience to immerse in the works and
continue the immersion through analysis on visual Mis-en-Scene factors of a specific case, VR animation
<Pearl>. It was found that as visual Mis-en-Scene factors, character and props, background, unique quality and
friendliness of character, natural movement and acting, symbolism and utilization, and variety and consistency
of background induce and sustain immersion. It is thought that this study would helpful for related areas based
on the findings which suggest that there is a need for differentiated measure and method to catch audience's
eyes and sustain immersion utilizing characteristics of vidual Mis-en-Scene factors in VR animation in the future.
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<Table 1> Basic information of VR Animation <Pearl>1)
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Directed by Patrick Osborne
Nicki Bluhm, Kelley Stoltz,
Emma Grace Eisenmann
April 17, 2016
5 minutes 39 seconds
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Release date
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Country United States
Language English
1) Source : https://en.wikipedia.org/wiki/Pearl_(2016_film) #|7-/3
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[Fig. 1] Chatman's model of narrative[12].
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[Fig. 2] Main characters of <Pearl>

<Pearl>o SA8}= 2 AEE 248 98 7N E
S A, A, A HlE, dE o) L 93 A B4
o= o] BAElg o 1 A= <Table 2> 2t)

<Table 2> Analysis on the external characteristics
of main characters of <Pearl>

External

Character . Ratio, characteristics

(Gender) Hie | Cirepisr e Body type [such as face &
clothing

Dad 84, skinny |Scraggly beard,
(Male) type long hair

T
Middle 84, skinny | Taegard face,
age type gray bangs,
\ whiskers
84, skinny| Gray hair,
@61 e | e
41, .
Child Slender | Dobbed hair,
rounded face
type
6.8 .
. 8 Long hair,
Girl Slte“der highlighted hair
Sara ype
(Female) 79 skinn Short hair, slim
Adult 1 - vpe v face, heavy
yp makeup
Adult 2 7.2, skinny | Wig, hairband,
type heavy makeup
. 4.8, skinny| Birthmark on
Child type left face, black
sara 87, skinny| Long hai
Friend 1 | Girl : ’tS e““y “Ig)i allir’scap'
(Female) yp g
Adult 8.7, skinny |Long hair, sim
type face
Child 4.6, Fat | Big face, bowl
type cut
Sara big nose, long
Friend 2 | Boy 8‘?’ Fat || ir, parting in
(Male) e the middle
big nose, blond
Adult 8‘?‘ F:t hair, parting in
P the middle
88, skinny| one hair
Boy tvpe small eyes, long
Sara B face
Friend 3
(Male) 88, skinny Long hair,
Adult 4 tvme small eyes, long
= yp face
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<Table 3> Analysis on main props of <Pearl>

Item Character for Use
1 | Cassette player Sara
2 | Cassette player, guitar Dad
3 | guitar, Snake doll Dad, Sara
3 | lightning bug, glass bottle Sara
4 | ukulele, Clown nose, antler hairband Sara, Dad
5 | baseball cap Sara
6 | guitar case, coin Dad, Sara
7 | guitar, ukulele Dad, Sara
8 | guitar, ukulele Dad, Sara
9 | Paper bag containing food Dad
10 | doll, box, bag Sara, Dad
11 | headphone Sara, Friend 1, 2
12 | headphone, Beverage cup Sara, Dad
13 | guitar Sara
14 | guitar Sara, Friend 3
15 | firework Friend 2
16 | guitar Friend 1
17 | patrol car No
18 | guitar Sara
19 | ukulele, guitar, melodion Sara, Friend 1, 3
20 | guitar Friend 2
21 | guitar Friend 3
22 | breakdown truck No
23 | Cassette player, Unicorn doll Sara
4.1.3 w4

<Pear>ol] e}t ®
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<Table 4> Analysis on the concept of background

of <Pearl>
background .
(Place) Time concept
1 Forest 21; 17 |A car left in the forest

Desert expressway at sunset

2 Expressway 10; 20
: Rural road 4; 27 |Rural road during daytime

Road in forest filled with the

4 Road in forest 8 13 glow of fireflies

5 Urban road 7; 15 |Urban road during daytime

6 | Mountain road | 4; 23 |Mountain road during daytime

7 In tunnel 491 Sara and dad holding their breaths

while passing through a tunnel

8 City 7, 3 |A city at night
9 City 7,7 |A city during daytime
10 Urban road 4; 28 |Urban road at evening
1 Which forest 5 %5 Da_d gnd Sara practicing the
guitar in snowy forest
Street performance with Sara in
12 | Mountain village | 7, 5 |a mountain village during
snowy daytime
In front of a In front of_a housg with a
13 13; 16 |happy-looking family at
house .
evening
14 |In front of house | 9; 7 |Dad and Sara back to home
15 |In front of school| 9; 27 Sara and friends, Dad preparing
for her school entrance
Sara and friends as
16 Town road 8, 29 |adolescents, in a car with
middle-aged dad
17 Town road 10; 17 | Town road in rain
18 | Tn front of house | 18 In frgnt of house at dark night,
Sara in a car
19 Town road 79 Town road, Sara and friends in a
car
20 In front of service 6 15 In f'ront of a service area at
area evening
21 In front of 5 %9 In frf)nt of a convenience store at
convenience store evening
22 Town road 5, 20 |Police inspection on town road
23 Town road 9 Dad ar‘ld §ara in a car on town
road, Sara’s runaway
24 |In front of house | 5; 24 |Dad looking for Sara
%5 Town road 37 Dad looking around town to find
Sara
. . Sara doing street performance,
% Town road w1 Dad who found Sara
27 |In front of house | 9; 2 |Sara leaving for her dream
28 Expressway 7, 28 |Sara and friends in journey
29 Beach 6 73 Sara' and friends on Beach at
evening
%0 Expressway & 2 Grassland road in mountain
area
31 In front of 5 4 In ernt of an amusement park at
amusement park evening
32 | Mountain road | 5 10 Mountain road in front of a
tunnel
Cross cutting of the look of dad
33 In tunnel 4; 15 |and Sara holding breath and the
look of Sara and friends
34 Rural road 5; 2 |Car breakdown
35 Rural road 9; 16 |Towed car
36 Forest 23, |Sara recollecting memories
37 |In front of house | 13; 8 |Sara coming home to see dad
38 Town road 5, [Meeting with friends
39 In front of concert 10: 7 Sara going to the concert hall

hall

together with dad and friends
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