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Project Intro

“The world of the made will soon be like the world
of the born: autonomous, adaptable, and creative
but, consequently, out of our control.”

—Kevin Kelly

This project examines humanity's cyclical
dominance in the Anthropocene, exploring
adaptation and sustainability through speculative
future and gameplay in a collapsing world.

Aims and Objectives

It aims to provoke critical thought about humanity's
relationship with nature, our reliance on technology,
and the inherent consequences of anthropocentric
thinking. The narrative invites participants to reflect
on historical cycles of dominance, collapse, and
renewal.

By collaborating with Rick Owens, creating

a narrative that draws on Rick Owens’ brand
philosophy and aesthetics. The aim is to show how
digital mediums can extend the reach of avant-
garde design into interactive storytelling.



Core Theory Theory in Practice

Cyclical Human Behaviour and Anthropocentric Dominance:

Humanity perpetually seeks dominance, often at the expense of -Narrative design

its environment, a concept central to the Anthropocene epoch. -._Char?cter evolution
# -Worldbuilding

Kevin Kelly’s Systems Thinking

Kelly's Out of Control (1995) proposes that the world of
the made—human systems—will become as autonomous,
adaptable, and complex as natural systems.

Eco-criticism and Post-Anthropocentrism

By situating the narrative within an extreme ecological
scenario, the project critiques anthropocentrism, fostering
interconnectedness, and rethinking traditional narratives of
control and superiority.




 Technological advancements
* Flexible structures and player decisions
« Storytelling: Emotional resonance and deep engagement

Game
Moodboard



Rick Owens
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Lookbook (Collaboration)

BABYSSAL GENESIS L

Abyssal Genesis x Rick Owens Lookbook (Editorial Shooting Images generated by Al)



Touch Points

TIMEINE STAGE 1 STAGE 2 STAGE 3 STAGE 4 STAGE 5 STAGE 6

TOUCHPOINTS offline pop-up space genetic match test character weapon invitation worldbuilding

Based on the results of the

The interactive content of the test and gene generation test, the
Showing the mutated species of the about basic information hobbies, etc. player chooses the most Uparade initially weapons by findin Players receive an invitation and plug in Players explore the game scenarios and
ACTIVITY underwater world in Rick Owens give the corresponding character traits suitable marine mutant P9 Y P 4 9 their computer to the website to select immersively experience the game
Exhibition depicted in the game, AR images and character to enter the game crystals throughout the game. a weapon and use it to enter the game. space in collaboration with rickowens.
game entrances. and upgrades the skin by

finding gems.

LOCATION offline online online online offline online

NEEDS Fixtures AR characters Nomad Nomad usb Unreal engin

DEVICE/MEDIA Fixtures Phone Ipad Ipad Laptop Laptop



Touch Point 1: Offline Pop-up

Offline Rick Owens' pop-up space with Abyssal Genesis game installation.
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Touch Point 2

Character Profile
Octopus - "The Sage"

Biological Traits:

Wisdom and Adaptability: The octopus is

known for its high intelligence and color-

changing ability, allowing it to quickly find
solutions in complex environments.

Characteristics:

A cunning-type character, capable of
solving puzzles, disabling traps, and
controlling other creatures. Ideal for
tackling in-game challenges and strategic
deployments.

Character Profile
Shark - "Fury Hunter"

Biological Traits:

Strength and Speed: The shark is a top
predator in the ocean, possessing
immense impact and speed.

Characteristics:

A power-type character, skilled in close
combat and quick charges at enemies.
Sharks are well-suited for survival in
extreme environments and can quickly
adapt to fast-paced combat and conflicts
in the game.

~

Explore Game

Give the corresponding character traits depicted in the game.

Genetic Match Test

Cha
Electric Eel - "Electric Phantom"

Biological Traits:

Electricity and Stealth: The electric eel
boasts a powerful ability to discharge
electric shocks, delivering lethal strikes.

Characteristics:

A resilience-focused character, capable of
surviving extreme environments and
possessing abilities to protect and revive
teammates, playing a pivotal role in group
combat scenarios.

Explore Game

Character Profile

Biological Traits:

Protection and Adaptability: Seahorses are
highly adaptable and excel at safeguarding
their group.

Characteristics:

Characteristics: A resilience-focused
character, capable of surviving extreme
environments and possessing abilities to
protect and revive teammates, playing a
pivotal role in group combat scenarios.

xplore Game




Touch Point 3: Character Design

aracter Reference

Due to the limitations of human
anatomy for underwater living,
humans have integrated marine life
tissue to adapt to ocean conditions.
The game's main character is a
mutated hybrid of a human and

an octopus. Players can collect
blue crystals throughout the game
to unlock a limited-edition skin,

a collaboration with Rick Owens,
featuring his unique dark aesthetic
and structural design.

LL



Touch Point 3: Character Animation
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Touch Point 4: Weapon Design

Avatar Website Building
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Touch Point 4: Weapon Selection Website

M O [ wodBii@ems |Abyssal Genesis x

ﬁ https editor wix.com/html/editor/web/rendererfedit/efabfcd3-azaf-47d8-b656-a14824eabBab ?metasSiteld i A
G

https://33tatagaojiayu.wixsite.com/abyssal-genesis
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Touch Point 5: Worldbuilding Low-Fidelity

A deep-sea world with mutated species.
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Touch Point 5: Worldbuilding Mid-Fidelity

Compared with the previous stage, the last island in the sea and the scientific
laboratory for the study of species variation on the island were added.



Touch Point 5: Worldbuilding High-Fidelity

The scene was completely reworked, paying more attention to the aesthetic elements
of Rick Owens' brand, as well as the use of colours.
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Storyboard
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Screen

Design

Character name

THE SAGE

G
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Video Editing
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