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Abstract

This creative project demonstrates the application of virtual production technology in
constructing surreal scenes representing a character’s subconscious for the short film “memories
become the cocoon." The psychological state and growing pains of adolescence are portrayed
through the motif of a nightmare. Psychoanalytic theory and surrealist cinematic concepts were
integrated with modern production workflows to overcome the limitations of traditional
filmmaking. The workflow began with script development designed to align with the film's core
theme. During the pre-production phase, the focus shifted to creating high-resolution digital
assets for use in a virtual production studio. This technology allowed actors and the director
to directly perceive the virtual surroundings during filming, resulting in lighting and
cinematography that are seamlessly blended with computer-generated elements. Regarding the
narrative, Dream, a young woman undergoing therapy for a nightmare condition. However, during
a therapy session conducted by her own mother, she unexpectedly encounters a "virus" within
the dream, representing an unresolved trauma from her past. Based on the production process
carried out throughout the project, it was concluded that this virtual production technique do
not merely helps create surreal scenes based on the dream-work concept, but also result in a

film that is comprehensive in both technical execution and narrative communication.

Keywords: Virtual Production, Psychoanalysis Theory, Surrealist Cinema, Short Filmmaking

unun

nAOAYINTTAYeNLLYE NNALATALATUNTEUILNISIE UL LAEN 19 LN UT B nAD LY
Usgaun1snine 4 luanasiviesiy gavdennd nsgurunistifuniinisiiuindifed uieluids
menwiagania unlunesssurunsidulndutaseannuiulaefidvhluanunsesiuagweisy
aunouasvay unaunawmanigeanuisutarUsinglunnuRududugananilsaf duudoysun
auaunnsiinda giavindussaunsaifeaduiusisfiasnounnuiuvinannuulusodn undelann
AN Fous1TUANMURUANULNINNINsYeNALLeN §YAYinTiAsIEnlatnALRLmANT i AanAf
inBuadauarninug dnfiandeanndauludagdudluladuluniuauaianiveesnuies saufi
AugAnannnnsaydornududndensudiuln meusafuienanviniugiavinaulanisuiniauenin
yodANUALATanaNSesIILATUIALHATELEN

- o R C IC) SILPAKORN
sansdsiMsleBifiauins TR 2 adun 2 (NsNHInu-SuonAw), 2026 I‘ TACADEMIC 2/17

JOURNAL
smsswmslobias




msUs=gnAtBinAlUlagNswasIaToULEoas1IaNNIKT0S IS UNWEUNSAU Article 10: €262CRO0O1
Na0s1 NadUn, YU WIAEOSSCU

UseneutfulszaunisaiannsiigdainlafilonafinuftRnuadeiiuien Unformat Studio &
Jugidgrsnyaussuumaluladnisndnadou vinlugiavinlaidousnszurunsvinnulugiugiisn
TnAnwalneiuesnAsUNas fuunnisasnazusulneingaufifivarsdulnnatoidugufeanie
TUsunsu Blender lUaufunisuininganudflusnevaussneuaniaginessuuuasyesanningly
\AFouilolannEnieesn9TenAuLs Unreal Engine 5 USEAUNISAIAINNISWARNWOLATAULALNISLOU
aruvivlunesnnvseiuiooninlugiseesnisinufUaivudvinlng ¥aviniuiednenmeeunalulad
mswanadoufianunsansaaunsuanNaYesalLaN LAEANLANLNS0YeNSEUURARILNNSIAREUIY
geunaevfiussanuiunsindeuainuuae LED tuanilenievin vinlugdavinlmiSougnnsdeanssautu
WnoradunwieUSuildsuanimuanaoufaialnaennaesiunisind oufivednaeduagiunusges
tnuaaslaluiud nssuaunswmantueuussaunisallvg¥avinlmifougnnsaseniweunslussuuily
welpduiaannnsifoulududou uasueniudnenimuenisinauenimwnnisaifiluanunsofinlu
Tanadsln wunwlulanuwunnd annagaslafdanuiduuiusssuviomideasvauduiessiniiazany
¥inAi8nsUnd uagnnlemafianisasnwalsneuanes (6N unssurunnsudenisaneyin
\WesesaRen onavinnlugasnnevininuansaoviauiuainitalan inlugauainuganaesnisd

o €

Ufdunussevanatinuanssuituiivesannia
NanriRuEaiussuunsndnaiouduniovdefineulansigalunisanenenniwannaay
Tuuazaunsdn msnsdumaluladianunsaeenuuvainfifanuduseuuasiuasuuladla i
osuniveNiIazAs AewniniavinAdauaulafiazassassanwsunsduilyimaluladniswan
iafounnnienenaninioade i diu1annAnufLLAEAINUNSNET IieNARONLALINALENSEUIUNS
WARNWeLRSAUTnaLNaunsTEmaTuTaBindunLnAnnsUauen UL sIule

—

nOUs=aIn

b

=

1. efAnYIsULUULAFISMSUNALe YR NE AT UL TTOAT

2. tieUssynnlanguinnsasmnuiumumguiiniisizives Sigmund Freud Tunseoniuy
TAs9s19veNRINATHILAS

3. Anvansussgnalamaluladnswanadon Tunsasannmeuns

YoUANNSASIIASSA

NaNUASINAsIATUTL I IUAinszULNNSHARN T WEURS AN S oY LN AR LU SHLONUWLAN T RSN
AN 24 Ui LalENSEUALNISHARNINOUASTILA 4 JUReU Ao JUREUNISWRILAUN
(Development) sé'?um@ud@umsdwﬁﬁ (Pre-Production) ?'T“um@umsdwﬁﬂ (Production) LLaz%gum@u
w&an1g0n8vin (Post-Production) Tasysunisimalulagniswamadowsnunlusduneuneunis
aneviuaguReUnISINEYin

- o R - IC) SILPAKORN
sansdsiMsleBifiauins TR 2 adun 2 (NsNHInu-SuonAw), 2026 I‘ TACADEMIC 3/17

JOURNAL
smsswmslobias




msUs=gnAtBinAlUlagNswasIaToULEoas1IaNNIKT0S IS UNWEUNSAU Article 10: €262CRO0O1
Na0s1 NadUn, YU WIAEOSSCU

nsfinuuoyanifeouod

N15UNAUONINAMUTLANANUNTIFIAUNgUanAATIE
TunisAnwiievnisunaueninanuluniudenineuns dndunesiansungIuAnves
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LONANNNSEUIUNITASINANUTULAY Freud (1900/1966) Suitugniunanuduwussuuuy
LuusErINALTuLazANunsEn Tagssyanitevandedngfuiivsenouguiduanuiuiuaiud
s9n§1UL1ANUSEAUNISaluazAunsintulanfiuiaue wuanlunansadeauiifuasluanunsaandn
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mﬂummm"’iuﬁui?jﬁ Unreal €ngine 293U3¥N Epic Games (n.d.) Virtual Production %3e
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sguumsv‘hmuwmsém vf.ﬁ?LLﬂl nDisplay, Live Link, Multi-User €diting, and Remote Control
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Lab Technology for Business Opportunities %ngimsﬁ’]ﬁfﬂmué\iLﬁ%ﬂJLﬂSUgﬁ’ﬂa;ﬂ\‘}ﬁ%ﬂ‘ (@\m‘ﬂ’ﬁ
wney) TnefunsliiiurimaluladniswdniadeusduivinlufinAgnavnssufovesingoguiu
sUsssulnpsoumguitssunmsunslavunazdinunesulal uenaniesansdnineuaviasy
\rsustaaseassalaidn CEA Virtual Media Lab Liteiduagilentgvinfisessumaluladnisanesin
iadoudmduiniZuudnAnvinazyieglugsianisuannmeuns Tneluswaiun Uiu 933ndyan
(2023 o vfivlu Wanawerusit, 2023) 9§urganneunuinisiing ureninalulagniswdniadiou
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