




At the outset of this project, 
I engaged with existing 
theories—reflecting on and 
extending them—so that my 
concerns could be woven into 
the project’s development and 
a solid theoretical ground 
for deeper inquiry could be 
built. In doing so, I address 
the questions that have long 
preoccupied me, especially 
those surrounding information, 
the biological, and their 
entanglements.







Phase 1:
Research & Define 
& Tests

·Reading theory

·writing theory 

·looking for 
references

· confirming project 
atmosphere and 
visual effects

5 June 2025——3 
July 2025

Phase 2:
Design & 
Development 

·Character design

·scene confirmation

·style confirmation

· atmosphere 
confirmation

·Collecting style

1 July 2025——10 
August 2025

Phase 3:
Prototype 
development & 
Testing 

·Bone binding

·Scene design

·Character action 
design

· Record

·Test and modify

10 August 2025—
—30 August 2025

Phase 4:
 clip & Summarize&
ending 

·Editing in software

·sound design

·Graphic art design

· final inspection

·Communication 
and feedback

30 August 2025—
—15 September 
2025



In this project, character design functions as a core component of the narrative. Rather 
than relying on extensive direct references, I focused on cultivating a deliberately 
ambiguous mood. For the “Mouthless” figures, I rendered the mouth area as sharp and 
glitch-like. All hard-surface elements were created in ZBrush, while the remaining 
components were produced in Nomad.



Modeling

Texture

draft

add an armature



As the first completed 
character,  sets 
the design baseline for the 
entire cast. I drew on the 
visual language of Alien to 
heighten its futuristic feel. 
After the initial modeling, 
I get a skin-texture 
material file for Blender 
from an asset library; with 
some light color tweaks and 
integration, the character 
design was finalized.

“Dragonfly”



Bipedal Cat

A deployable, open-close 
mechanical assembly is 
embedded in the torso to 
convey offensive 
capability. The contrast 
between visceral, flesh-
like textures and hard 
metallic surfaces forms 
the character’s defining 
visual highlight.



leader of 
mouthless

The mouth 
can be 
animated
（by material）



god
In terms of design, the front is designed 
as a huge mirror, and it is aesthetically 
unified with the Mouthless, but also 
makes certain distinctions.



reference





Scene design&world building

For the environment design, I drew from the Japanese anime Qianzi and the 
American film Dune. Both depict future worlds, but with different emphases. 
From Qianzi, I referenced the placement of monsters within the environment and 
their interactions with characters. From Dune, I borrowed its geopolitically 
inflected worldbuilding: the mouthless space is framed as clean and noiseless, 
while the Mouthless inhabit a more grounded setting saturated with interference 
and visual noise. The environmental assets were purchased from an asset library 
and assembled in Blender.



God’s space, clean and 
noise-free visual experience



In the design of the living space of 
the mouthless people, I tried unreal 
engine and blender, and finally chose 
to design on blender. I tried 
different textures and rendering 
methods, and finally achieved this 
effect. In this scene, I focused on 
the lighting design.



In the early graphic explorations, to reinforce the theme and cultivate a deliberately 
illegible visual experience, I experimented with AI tools to generate pseudo-realistic, 
news-style layouts. As the project progressed, I discontinued this direction due to a clash 
with the overall aesthetic. Even so, the approach—paired with intentional blur—created a 
“textual uncanny valley” that I believe is worth pursuing further.



The title is 
designed to 
reference the 
sound waves of 
voice memos



sound design

For the sound design, I worked with Suno and FakeMe. FakeMe 
handled the dialogue/voice-over—I’ve used it before, so I won’t 
elaborate here. Suno marked my first foray into AI-driven 
composition. I found that success depends on meticulous control of 
details, down to the number, types, and arrangement of instruments. 
In my prompts, I referenced Ryuichi Sakamoto and deconstructed 
club aesthetics; this blend helps keep the output from sounding 
generic and preserves a more forward-leaning sonic identity.
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