m, cosmic apathy, Cthulhu's narrative worldview, and the existence of |
of absurdity and meaning. In human life, this is reflected in civilization, so | want O ¢
ease people's resonance with it, while using m ",o_logy and silicon-based life as m;
S Worldview. This may require considering how Iong;__A takes for people to truly recognize
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Does the design of silicon-based life need to be close to¥ human body image? Will this reduce or incre:

-

likelihood of audience engagement? What are the possiblé angles of immersion that ma

Should they have facial features design? Their emotional'éxpression is based on shape
appearance of slimes, with curved lines indicating non'‘aggressive intent, and sharg edg
threat)? A
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precties, influentes, oxperi
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I have conducted theoretical reading on related topics, bro d through many styles o,
immersive games (taking Abyss Awakening as an examplel. The gleXperiences haye
interests (my ongoing fascination withiistphus' mythology absurdity, 3

and character design, illustration exp e !
These events and readings prompted k
and academic theories. In the practic "
techniques on emotional and atmospi8

DCess,

Lnave oty tAilai

on the var.iabl‘é‘v,

conversations an
aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaabbbbbbbbbbbbbbbbbbbbbbbbbbbddddddddddddddddd
ddddddddddddddddddcccccceecceceececcecccftttttttftfcgfetfy f5tttfucijvjwgdfwvdhviwgdukgwdkj
bbdihgkhbaejbtkgeafkhbaehbfjhdfygwevfbaebfkzdghvigeiugfkhwbenmfbkegfoughekjtbj ,
zegtkugeskubthkewbfkseyifouewbfkjbsdgviydgsyvigwkjbfenbofugeouwhfjlbesjvbhkdgiufgwwifj ,
b r S ] kv huo d s h jsrkjbvyiegwfiuhweljfbes ,
jbvkjdgsuovhewjlthjlwehfuogwejlfbejskbfiuewgfuihewljfnwekjbfukgsejkvbdjsbvkuwhuothewjbfjl
eshuovhsekjfbhkewgfkueshkjfbeskhhfouewhfjlbwekuvbdzljnvjlwehfuoewhtkjbesukhvljesbfkhbwe




kutheakjbvjksebvkjesbkufheakjbfkhwebvjkdshuovhewljtbjkwebfjkbdskjvbs, jk bui feaiub fk je
bahcvzkdhbchbdyigciauebfbekahbfkhvdaiygciybeavbdhmavhjaeyifgoe
ua bv h ke a bv k he a ]
hdzbvkhbdskhgvkhewbftfkjeabfiuewgkhtbewkjbthkwebfkjwbehjfgjhesgvhbeskvbkew



