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PROJECT SCOPE
1 mini-album

Physical and digital release
3 music videos
6 teasers
20 anticipated performances during promotional period

FINANCES AND BILLING
Budget: $100,000 USD [clothes, makeup set, stylists, MUAs, photographers, etc]
Hourly rate: $18 [over 10h - $25]
Day rate: $200
Bill to client: TBD
Payment expected: check upfront - $75,000

Remaining cost expected by 1.1.23

CLIENT INFORMATION
Group: 296,2
Genre: pop, trap
Previous projects: MicroBit, Pyscript C#, Linux Kernel
Activity level: high
Members:
Algo

Position: Leader, sub vocalist
Dress gender preference: feminine
Measurements:

Bust: 36”
Waist: 24”
Hip: 30”
Inseam: 26”
Shoe: 7 USA

Restrictions: n/a
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Once
Position: Lead dancer, main vocalist
Dress gender preference: feminine-lean
Measurements:

Bust: 33”
Waist: 25”
Hip: 31”
Inseam: 25”
Shoe: 6 USA

Restrictions: n/a
Baye

Position: Sub dancer, center
Dress gender preference: androgynous, feminine-lean
Measurements:

Bust: 30”
Waist: 26”
Hip: 30”
Inseam: 25”
Shoe: 6 USA

Restrictions: n/a
Laplacia

Position: Main rapper, visual
Dress gender preference: feminine
Measurements:

Bust: 33”
Waist: 29”
Hip: 36”
Inseam: 28”
Shoe: 8 USA

Restrictions: prefers modest dress
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PROMOTION SCHEDULE

TRACK 1: WHaT = CoMPuTeR?

Concept and Moodboard
Key terms, ideas from lyrics: machine
using algorithms; inanimate or
animate; goal; imperfection; power

Projects and Fundamentals
1 Music Video (b-side) [18.12.22]

1 teaser [22.11.22]
3 live TV performances

New Artist Awards [20.12.22]

Dressing and Set Styling
Music Video:

Algo1.1 <- IRL, this code would
correspond to tags on garment bag(s)/box(es)

Once1.1

Baye1.1

Laplacia1.1

Performances:
Algo1.1

Once1.1

Baye1.1

Laplacia1.1
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TRACK 2: ~ALGoRiTHiMz 4 LiFe~

Concept and Moodboard
Key terms, ideas from lyrics: easy; day
to night; work smarter not harder;
society’s foundation; organization

Projects and Fundamentals
NO Music Video

1 teaser [23.11.22]
1 live TV performance (b-side)

New Artist Awards [20.12.22]

Dressing and Set Styling
Teaser:

Algo2.1

Once2.1

Baye2.1

Laplacia2.1

Performance:
Algo2.1

Once2.1

Baye2.1

Laplacia2.1
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TRACK 3: CReaTe / DiSCoVeR

Concept and Moodboard
Key terms, ideas from lyrics: the chicken
or the egg; predestined; creation is
discovery; searching; hidden; look
deeper; unfold; every action is discovery

Projects and Fundamentals
NO Music Video

1 teaser [24.11.22]

Dressing and Set Styling
Teaser:

Algo3.1

Once3.1

Baye3.1

Laplacia3.1

TRACK 4: CoMPuTeR WoRLD!!! *TITLE TRACK*

Concept and Moodboard
Key terms, ideas from lyrics:
automaton; lose control; obsession;
always-on-the-clock,
always-on-the-phone; circadian
derhythm; physical and mental skills;
easier or harder?; accessible;
connected

Projects and Fundamentals
1 Music Video [14.12.22]
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2 teasers [19.11.22] [26.11.22]
15 live TV performances

2 weeks

Dressing and Set Styling
Music Video:

Algo4.1

Algo4.2

Once4.1

Once4.2

Baye4.1

Baye4.2

Laplacia4.1

Laplacia4.2

MWF Performances (5):
Algo4.1

Once4.1

Baye4.1

Laplacia4.1

RSA Performances (5):
Algo4.2

Once4.2

Baye4.2

Laplacia4.2
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TRACK 5: BeyoND THe PaLe x_X

Concept and Moodboard
Key terms, ideas from lyrics: instant
gratification; stalking; secrets; systematic
oppression; mental and physical fitness;
oversaturation; desensitization

Projects and Fundamentals
1 Music Video (b-side) [16.12.22]

1 teaser [25.11.22]
1 live TV performance

Dressing and Set Styling
Teaser:

Algo5.1

Once5.1

Baye5.1

Laplacia5.1

Performance:
Algo5.1

Once5.1

Baye5.1

Laplacia5.1

CONTACTS AND EMERGENCY
Boutique 1: (xxx) xxx-xxxx
Clothing store 1: (xxx) xxx-xxxx
Clothing store 2: (xxx) xxx-xxxx
Designer 1: (xxx) xxx-xxxx
Designer 2: (xxx) xxx-xxxx
Finance department: (xxx) xxx-xxxx
Hairdressing department: (xxx) xxx-xxxx
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HONR Entertainment Co.: (xxx) xxx-xxxx
Insurance: (xxx) xxx-xxxx
Location 1 management: (xxx) xxx-xxxx
Location 2 management: (xxx) xxx-xxxx
Location 3 management: (xxx) xxx-xxxx
Makeup department: (xxx) xxx-xxxx
Marketing department: (xxx) xxx-xxxx
Photovideo department: (xxx) xxx-xxxx
Styling department: (xxx) xxx-xxxx
Travel department: (xxx) xxx-xxxx
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SUPPLEMENTAL DOCUMENT
Each “song” answers one of the five essential questions, with the moodboard

and associated words explaining my thoughts and the outfits more loosely fitting
the theme. The first moodboard was designed to answer “What is a computer?”.
WHaT = CoMPuTeR? suggests that a computer is a machine imbued with power
that uses algorithms, living or motorized, to meet a goal imperfectly. The
moodboard uses cyber green and black to represent traditional images of coding
and algorithms, with a representation of the components of a computer in the
center. The photo on the right depicts imperfection - the eyes dripping and
glitching - and animation - human eyes, which are also present in the bottom left.
A power imbalance is communicated through the middle left image of
cyber-people running away from the viewer. Layered over these images are
handwritten algorithms, representing that a computer is not just the traditional PC
or laptop and that algorithms are not just the traditional Javascript or Python.

The second moodboard was designed to answer “How do we use algorithms
in our lives?”. ~ALGoRiTHiMz 4 LiFe~ presents a contrast, with bright hopeful
oranges and whites lighting the way for an easier, more organized life. In the midst
of this illumination is mess and laziness. The images of morning and evening
demonstrate that algorithms are present in all moments of the day.

The third moodboard answers “Do humans create or discover algorithms?”.
CReaTe / DiSCoVeR suggests that creation is discovery, so humans discover
everything that is hidden in the world. Dark colors illuminated by foggy streaks
and specks represent the action of looking deeper and discovering more. In the
bottom left corner is a depiction of early man - every action from the dawn of time
has been an act of discovery. The eggs in the upper right represent the crux of the
question, whether the chicken or the egg came first.

The fourth moodboard answers “How has the widespread use of computing
technology and algorithms changed the way we work, play, and interact with other
people? How much should we let technology do for us?”. The title track,
“CoMPuTeR WoRLD!!!”, is deceptively cheery in its delivery, with a teal and
burgundy color scheme accented with platinum and bronze that feels youthful yet
dissonant. Across the board are several swirls, as work, play, and interaction are
increasingly blended by the aid of technology - for better or for worse. A digital
clock with a romantic message represents several things - humans can work all day
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and night, always available, because of technology (also reflected by a melting
clock); people meet and interact through algorithmic connections (also represented
by a globe covered in connections); and technology allows people to express
themselves at any time from anywhere. Under that are several cell phones - a
must-have to survive today. An automaton in the bottom left suggests the
envelopment of humanity in technology; overreliance on technology could quickly
become an issue as we replace artists with AI, partners with sex robots, and friends
with robot therapist apps. Some sort of humanness should be retained. A quote,
“the most complicated skill is to be simple,” reflects how algorithms do a lot of
work to make everyday life simpler. Impatience, a theme continued in the fifth
board, is represented in the bottom right. Finally, in the bottom middle of the
storyboard are several images that represent the fragmentation and dissolving of a
whole. As work and play blend together, we begin to lose ourselves, stretch
ourselves too thin, overstimulate our minds, and overcomplicate every task. Yet,
somehow, technology also helps us realize who we really are, dissect ourselves, see
what we need and actually achieve it.

Finally, the fifth moodboard addresses “What social and legal issues have
arisen due to the widespread use of computing technology and algorithms? What
new issues are likely to arise in the future?”. “BeyoND THe PaLe x_X” suggests
that widespread use of computing technology and algorithms result in expectation
of instant gratification. Homelife and the private self are slowly becoming public
property, and violence and sexual imagery are more accessible than ever before.
Images of mysterious shadow-figures represent the uncertainty of the future, the
closeness of complete strangers, and the expectation of dehumanization. The
brown, black, and cream color scheme reflects detachment, like watching life
through a lens.
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