AMERICAN HORROR STORY TV SERIES

* EXPLORATIONS



This deck presents a series of intentional visual tone explorations for
American Horror Story. These concepts are not stylistic experiments.
They are world-building proposals.

Each poster is designed to function as a symbolic nucleus for an entire
season. A single image capable of communicating mood, fear, tension,
and meaning before any narrative is revealed.

These ideas were developed with a deep awareness of the existing
AHS visual language. They were cross-checked against previous
seasons, iconography, and brand patterns to ensure continuity, not
imitation. The goal is evolution, not disruption for its own sake.

The intention is to create season identities that behave more like myths
than campaigns. Simple, iconic, and emotionally impactful. Designs
that do not explain themselves, but haunt.

These are not just posters.
These are entry points.



HARDWIRED




TECHNOLOGY.
ISOLATION.
SURVEILLANGE.
CONTROL.

Exploring the horror through the lens
of modern dependency. Technology
becomes both a prosthetic and a
parasite, promising connection while
quietly enforcing isolation.

Attention, data, and emotions
become currency, traded willingly for
comfort and validation.

Control is no longer visible. It is
pleasurable. The horror is not
oppression. It is consent.







YOUTH.
GRUELTY.
SEDUCGTION.
DANGER.

Malice explores cruelty disguised
as charm. Youth becomes a
weapon, not innocence.

Beauty becomes camouflage.
Seduction becomes a trap. The
danger is not obvious. It is
magnetic.

People are not hunted, they are
drawn in. The horror is not being
chased. It is choosing to follow.






Hollow is about consciousness
outliving the body it was meant for.
A soul sealed inside the wrong
version of itself.

Time does not heal. It preserves.
|ldentity becomes a memory you can
still feel but can no longer reach.

The horror is not aging. It is being
trapped in a form that lies about
who you are, forever smiling while
you rot inside.







Requiem explores the horror of
inevitability. Faith becomes a
bargain. Purity becomes a burden.
Devotion becomes a trap.

This season frames death not as
violence, but as certainty.
Something you cannot escape,
rewrite, or pray away.

Possession is not supernatural. It
is ideological. The horror is not
dying. It is realizing your life was
never truly your own.







Nocturne explores a world where
sleep is no longer safe. Insomnia
becomes a doorway, not a
condition. The longer you stay
awake, the thinner reality becomes.
Dreams begin to leak into waking
life. Memory rewrites itself.

Shadows learn your name.

The night is not empty. It is active,
watching, waiting, shaping you. The
horror is not falling asleep. It is
realizing that even when you wake
up, you never really did.
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Each of these visual concepts is designed not only as a standalone poster, but as a
modular visual system that can scale across platforms, formats, and campaign phases.

« Streaming platform hero banners

+ Social media launch assets

* Teasers, reveals, countdowns

« Vertical and horizontal crops

« Motion posters and subtle animated loops

+ Limited edition prints

* Apparel

* Vinyl sleeves

+ Packaging

« Physical collector cards
- Gallery-style drops

* Billboards

* Bus shelters

* Transit ads

- Theater posters

- Festival installations
- Pop-up experiences

* AR filters

* Interactive websites
* Projection mapping
- Immersive exhibits
- Fan activations



Because each visual is built around a singular, iconic concept, they are instantly recognizable at
any scale, from phone screen to billboard. This allows marketing to evolve over time without
diluting the core identity of the season.

These systems also allow for episodic or chapter-based rollouts. Each concept can be
introduced individually, then combined into a unified visual language, creating sustained
engagement instead of a single static launch moment.

This approach gives the franchise flexibility. It supports both minimal, high-end branding and
aggressive mass-market reach without compromising



CREATIVE DIRECTION
& SYSTEM DESIGN

This body of work is not a one-off poster
exploration. It represents a scalable
creative system designed to shape
seasonal identity, campaign language, and
audience perception. My role is to develop
these concepts into fully realized branding
ecosystems, spanning key art, teaser logic,
motion language, typography treatments,
social rollouts, and experiential extensions.
Each season becomes a self-contained
world with its own symbolic grammar, while
remaining unmistakably AHS,

Bullet points:

- Season-level creative direction

* Visual mythology development

- Campaign identity systems

+ Key art and teaser logic

* Motion and experiential expansion
 Brand continuity oversight
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WHAT NEXT?

These concepts are designed to be
expanded, not finalized. Each direction
can evolve into a complete seasonal
identity, with its own visual rules,
narrative symbolism, and campaign
language. The next step would be to
select one or more of these worlds and
begin building them out into full
systems, including hero key art, teaser
families, motion studies, and platform-
specific executions.

If this language resonates, | would love to develop one of these
worlds into a complete seasonal identity for American Horror Story.

Blake Werrell

Creative Director




