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Chimera - Bargg’
Introduction
Eggs and trees have been symbolic through human history, they represent life, fertility and by extension the cycle of life and death. My proposed creature is one which never leaves the Egg / Shell, it is born in and shares many characteristics with various plants and animals. 
The ethos or ‘mood’ I wish to achieve with the Bargg’s design follows one of Fae, Elvish - Woodland myth and Folklore, something that when viewed from a place of ignorance or unknowing the inner workings could be construed as something magical like a woodland spirit, much like Ents in Tolkiens Universe of Middle Earth. It is something both beautiful and majestic yet potentially terrifying due to the inherent power it possesses. 
My creature, the Bargg’ is a hybrid treelike egg-shaped creature, which functionally shares design relationships with many real-life sources. Following this paragraph is a brief rundown of the Bargg’s biology and functionality.

Biological Functions 
The Bargg’ sprays enzymes in the vicinity of where it roots itself. These enzymes break down all matter into basic compounds, which translates to the Bargg’ creating a nutrient rich marshland which it’s roots can easily draw sustenance from. This terraforming also ensures a healthy start for future offspring. 
Its shell gets gradually thicker and shares properties similar to bark from a tree, the shell however is also able to photosynthesise like a leaf, this way the shell gains a portion of resource from the Sun, while the roots and marsh primarily feed the main body. 
The egg grows by creating layers upon itself, and when space within the egg becomes too small for the main body of the creature, it eats its own shell from the inside. 
The shell is split into sections attached to appendages, the creature can unfold and uproot itself to move in a conventional manner. 
It reproduces through spore-like eggs which it releases in the same way it spreads its digestive enzymes. These spores lay in the marsh until another Bargg’ comes along to spread the catalyst of growth, at which point the marsh would become infested with small Bargg’. 
The visual for this would be reminiscent of a spawning room as seen in the movie Alien as seen below 
[image: ]
Of all these young ones, only a few will leave their initial spawning grounds. These are the strongest who are able to separate their shells into segments. As for the others– these young ones simply root in place like standard plants. However, given how many there typically are, their growth is limited by available resources, for this reason their inner bodies stop growing after filling their shell space. The compound which excretes over the shell in order to grow doesn’t stop and will seep onto the ground and merge with neighbouring siblings until they completely blanket the marsh they live in with the shell material. 
Over time, the surrounding area will return to forestry, and the large shell mound will become slowly engulfed by various wildlife. 
The lack of sunlight will mean their only sustenance will come from their roots; this causes them to adapt in various ways which change the landscape. This collective becomes increasingly aggressive in their struggle to attain resources and more effort is given to strengthening their roots, sending them above ground in order to drag creatures under. This is a different manner of beast to that of the successful births. 

The creature is not typically aggressive, though it’s naturally an enemy to whatever life inhabits the area which it decides to root itself, as they’d inevitably be reduced to basic compounds by the released enzymes. After the initial enzyme release, the land returns to being safe and the terraformed marshland becomes suitable for habitation of a wide variety of other species similarly found in any other natural swampy areas. 
Due to the way plants excrete Carbon Dioxide and water through respiration and the build-up of microbiology in the marsh emitting heat, fog often surrounds rooted Bargg’ – lending to the atmosphere they create visually. 
Inspirations 

Mushrooms & Spores
  
Puffball Mushrooms upon being impacted enough will release spores into the air around them, as seen in the linked GIF (1). This bares a visual similarity to functionality I wish the Bargg’ to have, though without needing external force to trigger the action, and instead of spores, this action would release its enzyme in the form of mist. There are visual effects I’d like to have the proposed creature adapt from the images below, from left to right (Rupert, 2016) the middle image was captured by Jojo Villareal (2) and the last on the right  was posted by National Park Service (3) . 
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The effect produced in the above middle image is a result of light reflecting off the microscopic spores as they’re blown from the mushroom via a breeze, a link to this video can be found in the reference section (2).
I think this effect from the reflecting light and the movements of the spores in the wind feel almost ethereal and I’d like to explore luminance being incorporated into the elements brought forth by the Bargg’. I want the Bargg’ to have a presence which is mystical and ancient but act within the bounds of what we can see from our reality.  

[bookmark: _Hlk89685723]
Salvador Dali – The Metamorphosis of Narcissus (1937)

Salvador commonly addresses themes such as time, life, and rebirth within his works. The work titles ‘Metamorphosis of Narcissus’ features an Egg, as well as addressing these themes. 
While visually not something I wish to take from and apply to the Bargg’, I find the message of the piece shares connections with themes of the Bargg’, and it was a piece I thought about while considering what the Bargg’ could be. 

[image: Graphical user interface

Description automatically generated]The egg and flower represent Narcissus, a Greek myth about a man who falls in love with his own reflection and transforms into the flower that bears his name after death. Ants and a scavenging dog can be seen, symbolising the death and decay that has taken place (Kristen, 1999), but it’s also a clear message that death enables life and we’re all a part of the cycle regardless of vanity or majesty. 

The Bargg’ while not holding any vanity, is symbolic of the cycle of life, death, passing time and the change of form. Though it may result in the death of many creatures, it also enriches the land and gives opportunity to others, and though it can grow to be majestic and beautiful while being able to live for thousands of years, it is still bound by this cycle. 
When a Bargg’ dies, gradually the creature within is the first to decay and disappear, leaving a very sturdy and hollow Shell serving as a monument to its long-lived life which will inevitably become a habitat for new life. 
Its form would change in the final stage of its life cycle and would be entirely different from what I’ve so far described, I’ll address this point further on. 


Golems 

Mechanically, Golems came to mind early in my thought process – both Robotic such as the Droideka from Starwars (4) and Magical fantasy type which are essentially living structures. 
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There are thousands of variations on forms and functions of golems, the above right image – is of Skarner from League of Legends (5), though typically he is entirely made of crystals in scorpion form – this purchasable ‘skin’ variant depicts him as a runic Golem type structure with vine like appendages. 
This is very similar to what I had in mind for the Bargg’ in terms of ethos, though instead of vines – the appendages would be more flesh like and as a whole the Bargg’ would have functionally very different to Skarner. Also, in this image we can see markings on Skarner, these are regularly seen in a fantasy setting and are known as runes & Glyphs, which act as conduits for magic to travel through. Glyphs may also hold a meaning such as with letters or words which dictates the effect of the magic. 
An example of letters / runic glyphs channelling magic can be seen in many anime titles such as Fairy Tail, Fate / Stay Night and Jujutsu Kaisen.
The greatest similarity I wish to emulate from this Skarner depiction however is the thickness and weight of the ‘structure’, when we discuss the Bargg’ and speak of it’s shell, I intend that shell to be robust like armour, and unlike Skarner – more like the droideka with it’s ability to fold and unfold itself.  
This leads me onto more natural considerations.

Crabs and Plants / Nature

Looking at the Blue crab in particular, this species of Crab shares many biological concepts with the Bargg’.
Beginning with moulting, the Blue Crab possesses a hypodermis which in this case is one which is a cellular layer that underlies and secretes the chitinous cuticle. (Merriam-Webster)
“The hypodermis produces enzymes which begin to dissolve the shell components. Much of the existing shell is recycled causing it to become thin. Inorganic salts are resorbed from the shell and stored internally.” 
(Bluecrab, 2006)
This encapsulates the process done by the Bargg’ in its own growth, the only difference is that the New layers grow ‘over’ the shell, whereas with the crab “A new inner soft shell slowly forms underneath the existing shell.” (Bluecrab 2006) so no moulted husk is left behind as the Bargg’ consumes inner layers as and when it needs more room to grow. 
“The older a crab grows, the more difficult the molt” (Bluecrab, 2006) often resulting in the death of the crab, which is something I wish to attribute partly to the Bargg’. An Elder Bargg’ will be so big that moving will become an arduous task, its shell will become strong to the point where the Bargg’ won’t be able to consume it as it had done previously. This indicates that a Bargg’ needs to choose it’s final resting place from which it will usually never uproot again. 
At this point it will extend its massive segments and anchor them into the ground – future growth will be similar to that of a tree. 
The compound which would usually excrete over the shell to form new layers will instead begin covering the flesh body of the Bargg’, at the end of this transformation, it would appear as a tall smooth white mound surrounded by three large slabs. The only visible flesh organ remaining would be the Bargg’s eye. Moving at this stage would be a cataclysmic event, having to now utilize it’s gigantic roots which younger Bargg’ regularly detach from in order to move around. 
Examples which illustrate Tree roots coming alive in fantasy can be seen in various movies. The Forest of Fangorn in Lord of the Rings the Two towers extended edition is one such example, where we see tree roots engulf Mary and Pippin (LOTR:TTT, 2002) 
Another example of ‘living wood’ is Mandrakes in Harry Potter, though not very similar what I’m aiming for with The Bargg’ 
The ideas behind the mythology, mysticism and magic of trees derives from ancient beliefs surrounding them, commonly worshiped as deities or extensions of them, including but not limited to the Greek god Gaia, Japanese Kodama, Celtic Cernunnos and ‘mother nature’ which gets used as an all encompassing European concept for the goddess of nature. 
Humanity has long extended similar reverence to other elements and natural occurrences such as the Sun (Egyptian, Ra), the Moon (Japanese, Tsukuyomi) and the Oceans and tides (Greek ,Poseidon). 
For this reason, I aim to have the Bargg’ take on the qualities mentioned – tapping into humanities primal awe and wonder when faced with unknowns of nature and to maintain a sense of rarity, Bargg’s have extremely long life cycles, and very rarely move from wherever they root themselves.
Finding one should give the impression of coming across something ancient, wonderous – but also something better left alone. 
Similar to the emotions conveyed upon adventurers finding Skull Island in King Kong (2005). 












Proposal for practical work 

Following this report I propose the following for practical work to further develop and visualise the Bargg’ 
To create concept design work for both the Bargg’ and it’s environment, to create a 3D model with textures , to visualise and explore the creatures behaviour and movement , create VFX which is key to the identity of the Bargg’ (Fog and spores) 

Software considerations 
The Bargg’ would have multiple states, so if it were to be entirely 3D, its rigged skeleton would have to successfully fold in order to achieve the ‘Egg’ shape which would have to be animated.  
While unfolded a Bargg’ is either tripedal or quadrupedal, a note for animating this walking would be on a larger Bargg’, the Shell segments would have considerable weight, the leg would be lifted then heavily dropped rather than softly placed down.
This action would be comparable to me tying a string around a rock then throwing the slightly away, the string would become more taut and the ‘head’ can independently follow. 
Some comparison could be made to the Tripods in War of the Worlds or the Sentinel Hunter Destroyers in the Matrix – if either of these creations had extremely weighty feet. 

Elder – end of life stage Bargg’ look and move entirely different to earlier life stages, visibly being more like inanimate objects with exception to its roots which can essentially grow to be it’s new legs. Currently, Elder as well as failed birth ‘brood’ variants are explained purely for the sake of Lore, to have better understanding of the potential origin and final destination of our creature. 
All involved production stages can be done via Blender but utilizing Substance painter to handle texture work would be more effective. 
Achieving the effect mentioned under ‘Mushrooms’, the spores moving in the wind, can be achieved either through physics-based rendering, or via 2D fx added at a later stage. 
I believe a mix of the two would achieve the best looking results, with the 2D fx being handled by Photoshop and adobe aftereffects. 
Houdini would likely be the most effective method of producing complex physics based effects, Blender has functionality for it but Houdini prides itself for having outstanding utility in creating and implementing VFX whereas on Blender it’s more of a secondary feature. 
Environment effects created by the Bargg’ , particularly Fog, can be handled with both volumetric clouds and 2D FX overlaying to enhance the visuals. 
Volumetric fog can be created in Blender or Houdini with little benefit to using either, the effects can be highly convincing using either. 


Film Premise 
Given everything talked about so far, the Film would revolve around the inevitable interaction between Humanity and our creature. 
Bargg’ aren’t aggressive, but they don’t consider the lives they extinguish when they settle either. 
Perhaps, the Bargg’ was genetically manufactured in order to aid in the terraforming of otherwise uninhabitable areas. This supports the definition of ‘Chimera’ being a creature created in a lab.
 
‘ Humanity finally made earth uninhabitable on its surface – before all was lost, many Governments formed a ‘Humanity Preservation Global Initiative’ or HPGI, and together compiled what resources they could to produce a large underground shelter, in which Ten Thousand people would call home. 
There was an unavoidable turning point, we’ll call this event the Calamity, and The Bargg’ were genetically engineered to gradually cleanse the air, as well as create a more hospitable environment for other plant life and microbiology (thematically in line with what’s previously been discussed).
This was done in secret underground labs run by the Humanity Preservation Global Initiative, a point which is forgotten when scientists involved in the Bargg’ project perish. The cause of their death was the Humanity preservation facilities artificial intelligence deeming the Bargg’ a threat to humanity after a scientist is accidentally deconstructed by Bargg’ enzymes. 
While humans can’t roam the surface, the AI can, as it’s given access to autonomous functions, factories, drones and satellites by the various countries involved in the HPGI.
It becomes responsible for obtaining salvage which can be used to develop and expand sections of the underground facility.  

Fastforward many thousands of years, humanity has expanded into the Subterrain, and population is reaching an unsustainable capacity and chaos ensues. AI preservation systems deem it necessary to restrain humanity further fanning the flames of anarchistic ideology.  
Unbeknownst to other humans, the Bargg’ had survived what killed their creators and escaped up to the surface and been living there the whole time, Earth’s surface has become a vast lush greenscape, littered with ruins of ancient civilisation. 
While humans had no idea, the AI knew everything, and had been attempting to exterminate the Bargg’ for a large portion of time. 
Those who had sheltered below ground and survived now face peril, as the now crude copies of systems which had allowed their existence are in disrepair and society has broken down. 
A group of refugees’ risks everything to escape the underground hellscape humanity has devolved into, and make their way to the surface thinking that it would likely mean their demise, which is still preferable to where they came from.

Naturally the Bargg’ live very uneventful lives, but with the stimulus of being hunted and attacks, they become motivated to defend themselves , and possibly develop an active defensive response to external threats. While this premise is fairly heavy handed, it does provide a narrative in which a Bargg’ can exhibit all it has to offer. 
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(3) (NPS,2020) https://www.nps.gov/articles/species-spotlight-puffballs.htm
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