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Introduction
In this proposal pitch, I will lay the foundational work for the creation of a race of beings/creatures that have been living with humanity in plain sight, mimicking humans, able to mutate/transform and adapt when revealed or trapped. These aliens can be malevolent, benevolent or simply acting out of instinct with feral ferocity. In order for me to lay this groundwork, I must first develop my own research methods of study, in order to support the development of a creature that will be a principal  part of a new (hypothetical) film/series/production with the project title of CHIMERA
Also, within this report I will pitch my research and proposal plan to the company financiers (Phil and Nabeel), consider the software that will be used for the creation of the being, and why it is the best choice for it. I will write a document that provides extensive indications of all of my investigations and resulting study work together with the start of the proposal plan detailing the chosen research and topics from the film premise and to develop a rationale plan for the proposed practical work I the second part.
I will write about how I can incorporate the research that I have done of this proposal, and how I intent to utilise it into the designs that I will make for this project. I will finish off with conclusion to the proposal recapping what I intend to do and how I intent to accomplish it.
Initial Ideas
Before I can do the research, I need to narrow down my options as there are many different ways that I could approach this, as the design document states, to create an alien for a hypothetical project titled Chimera, in this design document their states that, I could create an alien hat is benevolent, an alien that malevolent and a creature of based instinct, neither aligning to good or evil in the traditional sense.
I have had an idea about all three possible routes, the alien benevolent would look almost like us in every way in that it’s a humanoid being, they would be taller, with longer necks, blue textured skin with 4 eyes 2 bigger eyes to see clearly in the night as they can take in more light and 2 smaller ones that they use in the day as they don’t need as much light to see in the day, the result of this would be that he bigger sets of eyes are sharper and they can see more colours than us due to containing more colour cones in their eyes, as a result of taking in more light it would be detrimental to see in the day with these sets of eyes. The smaller set however is much like our own, being able to see clearly in the day and with difficulty in the night. They would have a device on their wrists that transform themselves into an average human form in order to blend in, however in order to compress down, under duress the device can short circuit and their true form will be revealed.
The second idea was for a similar type of alien in its intelligence, however instead of benevolent, this group would be malevolent instead, perhaps a subspecies or the dominant ones in the same group, however I would distinguish them through shape language, in where the friendlier aliens would be round and soft in shape language, these ones would be sharp and rough, in doing the viewer will instinctually know which group is intended to be good and which is intended to be bad.
The final route I can take is the animal base instinct route, in which the creature is neither good nor bad, instead being driven by a subconscious urge, or intuition directed by primal, animalistic, self-serving motivations, that there is the definition of base instincts, for this idea I would have a creature or parasite that infiltrates the host body mutating it to its advantage and when the host body is no longer usable the creature grows with the characteristic of the animal or being it assimilated, becoming a monstrous being, the previous ideas as based on sci-fi, this however is purely horror based.
After some though I have decided to go with the animalistic creature, thus my research will centre around the horror aspect of alien lifeforms mainly species like the flood from halo and venom from the 2018 release, as they are already fairly similar to the idea I have in mind. 
Research
In order to create an proposal for a horror like creature I must first study some existing creature concept in order to garner a better understanding of horror creatures, how to approach them, how to bring about the horror factor in my designs etc. as there are already concepts and assets in the form of movies and games that are a close approximation to what I have in mind for my proposal to be, I will break down those first, before expanding into other areas, as not to accidently create a copy, as incorporating other forms of horror aspect into this may add onto my idea list. In this case the closest creature to my initial idea is the flood from the Halo series, as they are both parasites that mutate living flesh, other research I will add into this is Venom from the 2018 release directed by Ruben Fleischer.
The Flood
The Flood is a parasitic alien lifeform and one of the primary antagonists in the Halo Franchise, they were first introduced in 2001 for the game called Halo: Combat Evolved, they are a parasitic lifeform with an anonymous biology attributed due to the fact that they are an extragalactic species originating from a galaxy that is not our own (milky way) they are extremely adaptive and mutate their hosts through different stages of accelerated evolution. The flood are driven by a desire to infect any sentient species. They reproduce and grow by consuming sentient lifeforms that contain sufficient biomass and cognitive functions that they require. They are the most adaptive species, as they can fit and mutate any life they come across, it is because of this that they are considered the greatest threat to life in the galaxy. The origins of the flood rose from the dust remains of the precursors (life creating beings) they were betrayed they went into hibernation in the form a dusts, this dusts broke down and got corrupted, devolving the species to a animalistic type race, because of this they are both the most intelligent lifeform in the galaxy and the most unintelligent species in the galaxy, as in the games there are civilisations based on technology types, type 1 is super technologically advanced type 7 is primitive, when the flood are small in numbers they are type 7, no technology no, thought process just consume, however when they merge together with enough biomass they create what’s called a Gravemind, and they go from being a tier 7 to tier 1 and can even reach beyond that to tier 0 over enough time and biomass. They are incredibly durable and hard to exterminate, surviving in conditions that would destroy most sentient beings.
While in a feral stage they lack the ability to co-ordinate their efforts with the single goal of infection, however with the formation of the Gravemind they are co—ordinated, this is the stage they become the most dangerous, the only known way to defeat them fully is to take away their food source, sentient life.
In learning what I have about the Flood I can further build on the parasitic creature proposal, in which I could create stages in the evolution form, staring with a spore which is what the Flood start out as, growing into a parasitic form, which will infect a host body, before moving onto a pure bioform which is made purely from flood DNA which can only be created in the flood intelligent stage. I can incorporate this research by having multiple stages for the creature, staring out with a parasitic form, which will evolve into an animalistic form and finally reaching a humanoid form, this limits the designs for the creature which will contain 3 basic design instead of the creature having a potential for all parasites to look completely different from each other.
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The images above show the three stages of the Flood, from its parasitic from, infection forma and pure form.
Venom
In Venom, there are a race of alien lifeforms called Klyntars, they are a race of extra-terrestrial parasites, also known as symbiotes, they act very much like their namesake, in which symbiosis is the interaction between two different species living in close physical association to which they gain a mutual benefit. They envelop their hosts like a costume, creating a parasitic bond through which the hosts mind can be influenced. Symbiotes are fully aware and sentient creatures, however the lack the ability to survive long on earth without a host body, as they prefer a cold and quiet environment. They can easily influence their hosts, however they are also easily influenced themselves, as they become violent after syncing to a host that is full of negative behaviours, however they are generally peaceful beings, in exchange of living in their hosts body, they grant their hosts immense powers, including but not limited to fast regeneration from wounds, bone correction when broken, armour etc. each symbiote also contains a unique power venom for example can shoot webs, carnage for another can produce weapons.
In learning what I could from the Symbiotes they are a parasitic lifeform that creates a bond with the host getting something but giving in return, in this case, protection, survival and food in exchange for immense power, however, if they bond with an incompatible host, the host body will slowly begin to destroy itself, until the host is dead and the symbiote needs to find a new host.
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The image above show the two forms of Venom, the parasitic ooze and the costume like armour of the host form.
Folklore and Mythical Creatures
I could incorporate “local” (depending on where the creature will end up) folklore into the designs, which will evoke more fear into the local population, as they will believe that a prophecy as awakened, or an ancient beast has arisen.
Proposal
Now that all of the research is out of the way and I have an idea in mind as to what I will create I will now write about what exactly my proposal pitch is, what I am doing, how I intend to do it, what software considerations have I made, what references I will use to create the assets.
Software considerations
In order to accomplish the creation of the assets for this proposal, I will utilise as number of different types of software to create the final assets and artifact, to do this I will utilise the following software:
Adobe Photoshop
Adobe Photoshop will be the photo manipulating software use of choice as I will be using the software to sketch the initial designs of the creature, I will create a parasitic form and an evolved form where it had consumed and assimilated a human into its genome. I will also use Adobe Photoshop to create the final paint over for the 3D model that I will create and light with Zbrush and Blender/Autodesk Maya.
Zbrush
Zbrush will be the sculpting software choice, as Zbrush contains a vast amount of ways to approach the creation of a 3D model, I will create the base mesh within Zbrush using ZSpheres to create the approximation of human anatomy, to which I will stretch, squash and distort to make the creature seem more horrifying, I will then sculpt over this to add in detail, finally I will export the model into a 3D application such as Blender or Autodesk Maya.
Blender/Autodesk Maya
Blender or Autodesk Maya will be the 3D modelling application of choice, in this software I will take the model that was sculpted within Zbrush and light the model and render as a series of images with different lighting techniques and angles, to which will be taken back into Adobe Photoshop to do the final paint over.
Physical Aspects
In terms of physical aspect for this proposed creature, the idea, is that the creature will start out as a parasite, taking over a host body and when the host body is at an end the parasite evolves taking on characteristics of the animal, however as they are only base level characteristics they still cannot survive without a host body, that is until,  they assimilate numerous species to which will allow them to evolve enough to be able to survive without needing a host body, this does mean to there is a potential for one evolved parasite to never look like another, or perhaps, they all coalesce to a final appearance, these will be fleshed out in the sketching faze.
Final Plan
Within all the research and planning that I have done, I have decided to create an animalistic type creature that is neither good nor bad, instead, this is a creature that uses its base instinct in order to survive, it functions similar to a parasite as its birth form, however once it comes into contact with a host body it mutates and transforms acquiring characteristics of the host body, until it can survive without needing a host body.
Ultimately my end goal is to induce a strong reaction, hoping to induce a negative emotion and strong reactions, go make the audience feel disgust, to make them shudder, make the hair on their arms stand up. In order to do this, I will play on the natural reactions that we have all evolved to have, for example we avoid creepy crawly things such as maggots, as our bodies associate these with diseases or rot, sharp teeth on sharks on the other hand look dangerous and threatening, so we know not to get too close.
I will also incorporate phobias, like trypophobia, the fear of close cluster of holes, or arachnophobia the fear of spiders, my main references that I will use will actually be closer to home that anything, and that is nature, as nature is often more creepy than anything we can actually imagine, such as funguses that will take over a host body, the inside of a camels or snapping turtles mouth, that’s absolutely covered in teeth.
Utilising all of these I will be able to create a fairly horrifying creature, be taking an aspect of one reference and combining it with another, for example, trypophobia the fear al small holes clusteres together can make up the skin of the creature, making look grotesque to look at, I can cover the upper body with teeth making look dangerous, use cold colours to make it look deadly to touch, all of these aspects combine will result in an interesting creature, after all the main ability of this creature that I am proposing is the ability to take over a host body and once it leaves the body it takes on characteristic of the being that it inhabited, this making it more deadly and possibly more intelligent at it consumes life forms.
With all this combined I intend to create a series of sketches in Adobe Photoshop to define the horror creature, taking these designs and  choosing a final sketch to continue with, to create a 3D sculpt within Zbrush to further flesh out the creature, importing the model into a 3D application such as, Maya or Blender to add lighting and multiple render passes, to then bringing the rendered images back into Adobe Photoshop to create a final illustrated piece that contains multiple angles which will show of my proposal of an alien being for this theoretical film known as Chimera.
Conclusion
In conclusion the aim is to create a parasitic creature that is neither good nor evil, that when taking over a host body will take on unique characteristics of the animal, whether in anatomy or skin/fur etc. using the research that I have conducted, I will be able to advance with the proposal creating various sketches and models in order to flesh out the ideas that are in my head and propose it to the company financiers (Phil and Nabeel).  I will experiment with new software for this proposal with the introduction of Blender into my workflow for a fast streamlined experience, as the lighting setup within blender is much better than in Autodesk Maya in that its generally faster to setup and that there are more options available to us. I will also be able to take advantage of Blenders rendering setup as they have cycles, and there new Eevee render engine.
It is also good to note that these things are subject to change, as ideas develop and plans change and new paths are chosen as I develop and process the sketches, or new information that is obtained between now 6th December 2021 and the creation of the creature.
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