fig. 4 Torvine Concept
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fig. 5 (Above) Idols Concept
fig. 6 (Left) Weapon Concepts



Modeling

For this project I decided to try an expedited workflow for sculpting and object creation. By using an exclusively
ZBrush to Unity3D I was able to create and manipulate forms at a rapid pace which facilitated the fast evolution
of the forms in 3d space. By bypassing an intermediate software package like Maya I was able to skip the more
daunting technical tasks (such as UV mapping) that would have hung me up in the middle of the sculpting and
modelling process and derailed my creative stream.

The intent with the models was always to push the upper bounds of what is reasonable in real time rendering.
With objects often comprising of 70,000-100,000 polygon faces the ZBrush direct workflow allowed me to
handle this level of detail with ease while also maintaining detail maps in a natively exportable format. This
confidence allowed me to model and sculpt without restricting my workflow with polycounts and compatibility
in mind.

fig. 7 Concept to mesh evolution




fig. 8 Sculpting Progression




Texturing/Import

The texturing process was much more involved than sculpting. In order to augment the weaknesses in my 2D
abilities I found a way to combine maps and minimal surface painting to create a robust and deep texture map
that would be further amplified by Unity3D’s import structure.

Firstly I painted a simple surface textures on the model in ZBrush and exported the simple diffuse map along
with the ambient occlusion and cavity maps. I took the maps into Photoshop and began to layer the maps to
create contrast and depth (figure 1). Through this layering process I was able to take seemingly mundane and
simple maps and create a diffuse map with great depth and character.

When I imported the maps into Unity3D I was able to use the engine’s capabilities to chart the specularity from
the grayscale of the map. By doing this I was able to revisit my sculptures and make sure that the contours and
forms were complex enough to translate effectively to a powerful grayscale image. I modeled the objects with the
intent on creating texture maps like this so the depth of the forms is mirrored and elevated by the depth of the
texture map.

fig. 9 Texture evolution




Fig. 10 Build up of texture map in photoshop
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GUI

The graphical user interface was designed to bridge the gap between the decrepit artifacts and the digital system
in which they were contained. Originally the objects were to be contained in a top to bottom list; however it was
quickly apparent that this failed to evoke the character of the Kree culture. It was too rigid.

I then came upon the hexagon whose form is easily interpretable as a bridge between the simple and the
sophisticated. The emergence of facets in the form of a circle maintains the unity motif while also seemingly
sleek and mathematical in their intent. It’s a slightly more complex form that often occurs in nature so it alludes
to an understated engineering. These forms were then rolled into a honeycomb structure.

The honeycomb was too busy and hard to read. By moving from the honeycombs to a singular hexagon with the
static icons suspended in space around it the UI became a stronger echo of unity. By swapping out text on the fly
without changing the containing form similarly grounds all of the stories within a unified space. It’s as if the text
exists in its own ecosystem, evoking the same artifact themes.

Fig. 12 (Left) Second GUI
iteration
Fig. 13 (Bottom) Final GUI




Conclusion

External user reception of the project was mixed. People were highly engaged with objects and were very
curious to explore them. However the text went largely unread. Moving forward with the project I would explore
different avenues to disseminate this historical information, particularly in sound design. Perhaps a play button
in the GUI that plays a voice over that narrates the historical information. Another route might be to create an
introductory video that expounds upon the past of the Kree in order to minimize the text blocks on a per-object
basis.

However with the completion of this project I have been able to resolve and calm many of my existential and
heritage based conflicts. By creating my own civilization and a world which I believe to be as sound as our own I
have reclaimed a culture that was lost to me. I was able to find solace with my place in the universe and reconcile
the cultural history I never had. I can see vestiges of myself in the corners of this universe be it the pragmatic
roots of the religious culture, or the rituals observed by the Kree to become one with the world around them.

I find myself in the Kree’s desire to become not just a citizen of the world, but at one with the world, one who
understands the world and their place in it. One who reveres the world for its harshness and its beauty. The
Kree developed their culture as a way to cope with the savage world around them, a way to rationalize their
existence. My development of the Kree served the same purpose for me. While others may not have been able to
reap the rewards of the project I consider it to be a glowing success in terms of it being a therapeutic exploration
of culture, heritage and a sense of place. I strive to evolve the project to the point where it may have a similar
impact on others.
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