
Beyond the Body 
Between Two Realms



This project constructs a three-layer narrative—reality, the virtual 
world, and the realm of consciousness—to explore how digital 
identity is reshaped and perceived when the body becomes 
diminished or dissolved.

PresentedPresented as an approximately 12-minute interactive narrative 
experience, the work integrates digital fashion, avatar design, 
speculative world-building to examine how selfhood and otherness 
are negotiated within algorithmically governed systems of emotion 
and aesthetics.

AcrossAcross three AI-driven avatars—the human-like mirror, the uncanny 
hybrid, and the post-body entity—the project investigates how 
trust, empathy, and emotional legibility fracture and reconfigure 
within a post-physical era of digital life.

Project  Statement 
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Research
about avatars appearence choices



Key studies suggest that people rely on visual cues—like human-like appearance—to reduce uncertainty and build trust during interac-
tions. 

Avatars that appear more anthropomorphic (human-like) are perceived as more predictable and familiar, increasing the user’s sense of 
confidence in the interaction.

Many struggle to find avatars that reflect their gender, race, or cultural identity, and diversity remains underrepresent-
ed (e.g., only 33.6% saw disability reflected). Ultimately, visual resemblance often enforces social conformity rather 
than liberating self-expression.

Research

Trust & Visual Readability

Visual Diversity Gaps in Avatar Design



Research also shows that virtual worlds still lack inclusive 
clothing, with many users identifying beyond the gender 
binary and preferring diverse, surreal, or couture styles. 
The text stresses that avatar creation tools must offer 
broader, more inclusive body and style options, highlight-
ing the ongoing need for diversity and inclusivity in digital 
fashion.

The Need for Inclusive Digital Fashion

Research



STACIE ANT

Research

Artistic Approach
· Designs avatars that exaggerate and transcend human form
· Uses alien limbs, asymmetry, and awkward fashion to subvert beauty norms
· Each avatar tells a story through posture and styling

The Aesthetic Paradox
· Digital platforms promise freedom, but visual norms still dominate
· Self-expression is often limited by shared standards under the guise of creativity

HARRIET DAVEY

Avatars as Self-Extension
· Her characters are extensions of herself, a form of digital 
drag.
· Full control over actions, features, and environments creates 
a personal playground for identity exploration
·  Designs are often improvised, shaped by memory and emo-
tion rather than direct references

Challenging Body Norms
· Blurs boundaries between human and non-human, synthetic 
and organic
· Presents fluid, shifting bodies that resist fixed gender or aes-
thetic ideals
· Avatars reflect not just speculative futures but the lived reality 
of gender expression today

A Soft Rejection of Photorealism
· Avoids uncanny realism by using aged shaders and non-slick 
textures
· Prefers softness over glossy perfection to maintain emotional 
distance from hyper-CG aesthetics
· Emphasizes a felt reality rather than an optical one

Strategies of Resistance
· Mixes beauty with distortion to create tension
· Rejects empty visual pleasure; inserts critique and discomfort
· Challenges the gaze imposed by dominant culture

Immersion and Meaning
· Inspired by the Narcissus myth and media theory
· Avatars become tools to explore identity and spiritual absence in a hyper-digital 
world
· Immersive tech acts as a substitute for lost ritual and belief systems

Together, their practices show that fashion no longer 
masks artificiality but exposes and critiques it. Through 
imperfection, hybridity, and affect, they develop an 
anti-homogenizing visual language where digital fashion 
becomes an apparatus for rethinking empathy and 
self-recognition.

Conclusion



Research

Lauren Lee McCarthy is an artist whose work explores the relationship between artificial in-
telligence, emotional control, and surveillance. Through interactive systems, she reveals the 
power dynamics and emotional tensions between humans and technological systems.

In SOMEONE (2019), she connected real homes to a remote monitoring network, allowing 
gallery visitors to act as “human smart assistants,” responding to residents’ needs. The proj-
ect reflects on the blurred boundaries between intimacy and control in AI-mediated environ-
ments.

In The Changing Room, participants select an emotion they wish to feel, and the system ad-
justs the environment in real time to synchronize that emotion across everyone in the space. 
The work questions whether emotions can be “programmed” and explores how collective 
feelings can be manipulated and shared through algorithmic systems.

 In i.Mirror and RMB City, Cao Fei explores the blurred boundaries between virtual and real selves through 
her avatar, China Tracy. These works reflect on the tensions between physical existence and digital pro-
jection—between the fragility of the real and the boundless potential of the virtual.

We often fear the erosion of reality by the virtual. Yet in Cao Fei’s vision, the digital realm becomes not an 
escape, but a mirror—a second life where we perform versions of ourselves no less true than those offline. 
Within this hybrid space lies a longing: for simplicity, for freedom, for connection.

Lauren Lee

Cao Fei



Sin Wai Kin, The Breaking Story (still)
Commissioned by Sunpride Foundation and Tai Kwun Contemporary, 2022

Research



Research

n Unbonded on a Bonded Domain, He places familiar situations into 
fictional digital spaces. By separating the mind from the body, he uses 
alien avatars to explore race, identity, and history without showing 
traces of themselves. 

InIn Third World: The Bottom Dimension, players interact with strange 
landscapes and hybrid beings. These avatars carry erased memories 
and collective trauma. Through gameplay, Massan invites players not 
just to observe history, but to feel it — turning fiction into a tool for em-
pathy.

The Great Adventure of the Material World Knight by Lu Yang is a video game world where an androgynous hero journeys 
through heaven, hell, and mythic realms, blending Sinofuturism, Kawaii, religion, anime, and body scans. As they encoun-
ter strange beings, they question reality, desire, and suffering, ultimately achieving liberation by destroying themself.

Gabriel Massan

Lu yang
The Great Adventure of the Material World Knight



Research

DOKU: The Self is a series of films featuring LuYang’s genderless avatar, Doku. As Doku travels through 
digital, otherworldly environments, the films explore the idea of the self as something fluid and constantly 
changing. The name “Doku” comes from the Japanese phrase Dokusho Dokushi—“we are born alone, we 
die alone”—highlighting the solitary nature of human existence. Even though we meet and connect with 
others, both the beginning and end of life remain deeply individual.

Lu yang
DOKU: The Self 

These artists communicate their concepts llike identity, death through narrative and 
interaction, which inspired me to use interactive storytelling as the format for my final 
outcome.

Conclusion



Brain storm



Layer 1 Layer 2 Layer 3

Narrative Design

Informed by my research and earlier brainstorming, the project adopts a three-layer structure—reality, virtuality, and consciousness. 

To reflect how identity and trust shift across these layers, I also want to create three avatars with different aesthetic logics: a realistic, human-like mirror; a hybrid form between human and non-human; and 
a fully abstract, disembodied consciousness to discuss the trust in the digital world. Then I created the first version of the scripts and began to experiment.

Fig from pinterest Fig from pinterest Fig from pinterest



Polycam to scan then edit in Blender

Creat Metahuman 
Identity in Unreal 
Engine

At first tried to build directly in metahuman 
creator But all the results looks too Terrifying

Edit and adjust in Metahuman 
creator

Experiment



Sketch

Development

To keep the human-like 
mirror avatar simple I 
design simple suit for her 
in Clo3D.



Development

I imported the model into Blender, added the textures through the node system, 
baked them, and then brought everything into Unreal Engine to relink  materials 
so they matched correctly.



non-place

Development
Design and draw the makeup in Blender.



Sketch for uncanny version character
Experiment

Combining animal, plant, and creature features to create a fusion unreadable feeling



During the mid-term exhibition, audiences were invited 
to choose their preferred avatar appearance and 
voice—generated through ElevenLabs—and to sketch 
possible forms for the third, abstract avatar.

Experiment



Experiment
Later, I wondered: since I am creating bodies for AI, why not let AI participate in the creation itself? 
So I fed my sketches into Midjourney and allowed it to generate its own interpretations.



Experiment
Once I finalized a character design, I 
imported it into Meshy to generate 
the initial 3D model.

Sketch and model in Blender.

Sketch



Modeling Sketch

Development



Development

Modeling

Put the flower image to Meshy 
get the inital model.



Modeling Final model

Development



Texture Applying
Development



Texture Baking

IBaked the textures in Blender, then remeshed and rebuilt the UVs in ZBrush, followed by rigging in Blender before importing the final model into 
Unreal Engine.

Development



At first, I planned to capture the face and body separately, thinking 
it would give me more flexibility. I recorded the facial performance 
using Live Link Face and imported it into Unreal Engine, but the 
result looked off—the mouth appeared overly open, and without 
any head movement the animation felt unnatural. After reconsider-
ing, I decided to capture the face and body simultaneously to 
achieve a more coherent performance.

Experiment



I performed the capture using the Xsens mo-
tion-capture suit while recording the facial 
performance and audio simultaneously 
through Live Link Face.

穿戴Xsens动作捕捉服，同时通过livelinkface
录制面部和声音。

Experiment



After importing the data into Unreal Engine, I retargeted the motion 
onto the character. The initial results were heavily distorted, so I man-
ually corrected the animation.

Development



Environment Sketch

Layer 2 Digital Bar

Layer 2 Digital Cliff

Layer 3 Consciousness Space
I searched for suitable assets to download and use as the foundation for building 
the environment in the later stages.

Development



Experiment

Initially, I wanted to use AI-generated voices from ElevenLabs for the characters, but the results 
were either overly feminine or too masculine, and the delivery felt rigid. After testing different op-
tions, I ultimately selected a voice from the ElevenLabs library and enhanced it in post-production 
with layering and echo effects.



DevelopmentStory Board

I created storyboards for the transitions and world-shifting sequences.

I placed the characters into the scene 
and began working in Sequencer to 
animate the shots and produce the 
audio.



Lighting Research

Fig from pinterest



Based on my lighting research, I refined the 
character materials and rebuilt the scene 
lighting accordingly.

Development



News Recording
I filmed the news segment in front of a green screen 
and completed the post-production in CapCut.

Development



Experiment

After completing the core Sequencer work, I began developing the interactive button widgets and used them 
to display dialogue, since the player’s character does not have voice lines.

Dialogue UI Development



To enable different sequences to play automatically, switch levels, and 
trigger interactions through choice buttons, I experimented with 
Blueprint setups.

Experiment



 Final Bar Sequencer



 Final Cliff Sequencer



 Final White space Sequencer
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Between
Two 
Realms

A speculative interactive digital narrative on identity and post-body existence

Vincy Xie

Beyond
the Body
Beyond
the Body
Beyond
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Final outcome



In 2058, the full-immersion neural interface Neurolink has become a core social infrastructure. Through it, users enter hyper-realistic virtual worlds where bodies can be rebuilt, identities 
switched, and parallel lives experienced beyond the limits of physical reality. The boundary between the virtual self and the physical self has largely dissolved, as emotional reactions, sensory 
feedback, and behavioural data are continuously captured and translated by the system.

AsAs Neurolink becomes fully embedded in everyday life, unexpected anomalies begin to surface. A small number of users who “die” inside the virtual world fail to regain consciousness in 
reality—their physical bodies entering unexplained comatose states. The system’s developer, VIRGO Systems, insists that no systemic malfunction has been detected, while government 
investigations remain inconclusive.

World Stetting



Layer 1 Reality

Layer 2 Digital Character For Layer 2

Outline

Layer 3 Consciousness

Character For Layer 3



Layer 2 Digital BarLayer 1 Reality

Narrative and Interactive Design
Layer 2 Digital Cliff



Layer 3 Consciousness

Narrative and Interactive Design


