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wonderland has a glitch.



the rabbit hole
_int. bathroom_



russian doll
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MICHAEL BRICKER

O u r  p o r t a l  i n t o  N a d i a ’ s 
w o r l d  i s  t h e  b a t h r o o m 
a n d  t h e  m i r r o r  i t s e l f . 
B o t h  s h o u l d  f e e l 
a l i v e ,  b r e a t h i n g ,  a n d 
c o u l d  c h a n g e  s u b t l y 
o v e r  t h e  c o u r s e  o f 
t h e  f i r s t  s e a s o n . 

r e f e r e n c e s :
J E S S I C A  J O N E S
T H E  O R P H A N A G E
B L A C K  S W A N
E N E M Y

T H E  M I R R O R  I S 
A  P O R T A L .



russian doll
Production Design Pitch
MICHAEL BRICKER

T H E  B A T H R O O M

E m p h a s i z e  d e p t h , 
i n f i n i t y .  C h e c k e r e d 
b o a r d  p a t t e r n s . . . 
s i m i l a r  t o  A l i c e  i n 
W o n d e r l a n d  l o r e , 
N a d i a  i s  i n  a  g a m e . 
A n d  t h e  b a t h r o o m  i s 
s q u a r e  o n e .



russian doll
Production Design Pitch
MICHAEL BRICKER

M o r e  o f  a  g a s h 
o r  v o i d  t h a n 
a n  e x t r a v a g e n t 
s c u l p t u r e .  S o m e t h i n g 
t h a t  r e v e a l s  a n 
u n e x p e c t e d  i n t e r i o r 
w o r l d .  V i s c e r a l  a n d 
i c o n i c .  B a t h r o o m 
d o o r w a y  s h o u l d  b e 
a r c h e d .

a r t i s t s :
A N I S H  K A P O O R
T A R A  D O N O V A N

T H E  D O O R
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wonderland
_int. stella’s apt._



russian doll
Production Design Pitch
MICHAEL BRICKER

T h e  r a b b i t  h o l e 
c o n t i n u e s .  W e 
t r a c k  w i t h  N a d i a 
d o w n  a  H A L L W A Y, 
b e f o r e  w e  r e v e a l 
t h e  l a r g e  s p a c e 
b e y o n d .  P e r h a p s 
s h e  m o v e s  t h r o u g h 
a n  i n s t a l l a t i o n  a r t 
p i e c e .

a r t i s t s :
B R I G H T  E K E
D A M I A N  O R T E G A
B A P T I S T E 
D E B O M B O U R G H

I N T O  T H E  L O F T



russian doll
Production Design Pitch
MICHAEL BRICKER

T H R E S H O L D S  a r e 
k e y .  E l e m e n t s  t h a t 
p r o v i d e  m u l t i p l e 
p a t h s  f o r  N a d i a .

P a t t e r n s  a n d  t e x t u r e s 
s h o u l d  b e  h i p n o t i c . 
D i s o r i e n t i n g . 
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death as art
_DESIGN THEMES_



russian doll
Production Design Pitch
MICHAEL BRICKER

L e t ’ s  t r e a t  e a c h 
d e a t h  l i k e  a n  a r t w o r k 
o r  i n s t a l l a t i o n . 
P e r h a p s  e v e n  h a v e 
s i m i l a r  o n e s  i n 
S t e l l a ’ s  a p a r t m e n t .

D E A T H  A S 
I N S T A L L A T I O N .



russian doll
Production Design Pitch
MICHAEL BRICKER

I n  a d d i t i o n  t o  t h e 
i n s t a l l a t i o n  a r t w o r k 
t h r o u g h  S t e l l a ’ s 
A p t ,  I  t h i n k  w e 
s h o u l d  i n c o r p o r a t e 
p i e c e s  w i t h  p e o p l e 
t h a t  l o o k  b a c k . . . 
w h o  s t a r e  a t  N a d i a , 
a t  t h e  c a m e r a . 
P e r h a p s  w e  c o u l d 
c r e a t e  v a r i o u s 
v e r s i o n s  o f  t h e s e 
p i e c e s  s o  t h e y  s e e m 
t o  b e  m o v i n g  t o w a r d 
t h e  e d g e s  o f  t h e i r 
f r a m e s ,  a b o u t  t o 
s t e p  o u t .

A R T W O R K  T H A T 
L O O K S  B A C K .



russian doll
Production Design Pitch
MICHAEL BRICKER

R E F L E C T I O N  I N T O 
R E F R A C T I O N .

I  l i k e  t h e  n o t i o n 
t h a t  s o m e t h i n g  i s 
b e i n g  c o p i e d  e a c h 
t i m e  N a d i a  r e s t a r t s 
h e r  e v e n i n g .  T h e r e 
c o u l d  b e  a  s t a c k i n g 
e f f e c t . . .  a  v i s u a l 
m u l t i p l i c a t i o n  o f 
h e r s e l f  o v e r  t h e 
c o u r s e  o f  s e a s o n 
o n e .



PITCH

CONCEPT 

EXECUTION

CAMERA



SATURATION 
Similarly, if we think of this world as both a set of nested dolls and a snowglobe… the closer we get to the 
edge of the snowglobe, the more desaturated and black/white the world becomes. The LOFT is at the core 
of this world, with the most color and texture, while Nadia & Alan’s apartments are halfway out, and Rapid 
Fire & Beatrice’s at the far edges.  
 
 
 
 

 
 
 



THE LOOPS



RUSSIAN DOLL IS ABOUT HOW A CHARACTER MOVES 
THROUGH THE SAME SPACE OVER AND OVER.

- DRAWING PHASE -



THE LOFT FLOORPLAN - RESET POINT



SET DESIGN



WALL E - ELEVATION

E 1/4 = 1'-0"

KEYPLAN

SCALE: 3/16" = 1'-0"
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WALL A - ELEVATION

A 1/4 = 1'-0"

SCALE: HALF OF FULL SCALE
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IT’S ALSO ABOUT HOW THE AUDIENCE EXPERIENCES 
THE SAME SPACE FOR THE FIRST TIME.

- SET DECORATION -
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SATURATION 
Similarly, if we think of this world as both a set of nested dolls and a snowglobe… the closer we get to the 
edge of the snowglobe, the more desaturated and black/white the world becomes. The LOFT is at the core 
of this world, with the most color and texture, while Nadia & Alan’s apartments are halfway out, and Rapid 
Fire & Beatrice’s at the far edges.  
 
 
 
 

 
 
 









COLOR / TEMPERATURE / DENSITY / SEQUENCE
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RUSSIAN DOLL DESIGN APPROACH 

Michael Bricker: Production Designer 
 
VISUAL THEMES 
Our world is a snowglobe. A fish tank. A dollhouse. A maze. A multiverse.  
 
There are multiple ​red herrings​ spaced throughout the season: Drugs, Artwork, Psychology, Religion, 
Haunted Building, Video Game, Computer Code. Of all these, the Video Game is the closest to what is really 
going on - a multiverse where each reset creates a new timeline. It important that we show multiple choices 
and pathways for our heroes.  
 
Additionally, we will subtly reference Alice in Wonderland, with production design focusing on the following 
spaces and ​visual metaphors​: Portals, Distorted Faces, Water, Stairs, Games, and Time.​ ​We can show this 
by incorporating fractiles/butterfly patterns, repeating vertical elements, patterned floors, long hallways, 
concentric rings, clocks, fretted glass, etc.  
 
CONTRAST 
Nadia & Alan start off in 104 as appearing to be highly contrasted… an odd couple. Over the course of the 
next several episodes, as they start to understand and help each other, this contrast fades. At times, it even 
switches, with Alan cleaning Nadia’s apartment and subsequently trashing his own.  
 

NADIA  ALAN 

RIGHT  LEFT 

NIGHT  DAY 

LOW  HIGH 

ROUND  SQUARE 

CHAOS  CLEAN 

BOOKS  MUSIC 

 
 
RESETS 
Over the course of this season, as our characters keep resetting, their world starts to malfunction… a copy 
of a copy… with some elements disappearing (starting with animals, then animal artwork, and mirrors), 
others multiplying, and others decaying (food and flowers). We also want to show the world as increasingly 
dangerous and unpredictable, with death around any corner. 
 
 




































