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Sketches Brent Zorichof
... A CASUAL CLOTHING LINE FOR EVERY ARTIST ... ARCHITECT ... ENGINEER ... DESIGNER ... AND ILLUSTRATOR WITHIN US ...

CLOTHING COMES IN A VARIETY OF SIZES AND COLORS

WWW.SKETCHESOFBRENTZORICH.COM

SAMPLE ADVERTISEMENT ARTICLE MENTIONED NEXT TO THE 

S & P 500: WALL STREET JOURNAL’S MARKET WATCH

THE DESIGNS ON THE T-SHIRTS ARE QUICK CONCEPT SKETCHES THAT, FOR EXAMPLE, IN A CRITIQUE SESSION AT A STUDIO LIKE ILM, WOULD ESTABLISH A ROUGH FORM THAT WOULD BE BROUGHT INTO A SCULPTING 

SOFTWARE, LIKE MUDBOX, TO ADD A Z-AXIS (DEPTH), AND THEN INTO MAYA TO ADD PLANES TO FINALIZE STRUCTURE. THE WHOLE PROCESS FROM FIRST INCEPTION WITH IPAD AND PEN, TO BEING PREPARED TO SHOW 

GEORGE LUCAS FOR REVIEW, SHOULD TAKE NO MORE THAN FIVE HOURS. THE SKETCHES ESTABLISH QUICK FORM IN A PROCESS THAT IS MORE “SCULPTURAL” AS OPPOSED TO ESTABLISHING A BUILDING WORKFLOW 

PROGRAM THAT WOULD ADHERE TOWARDS GEORGE LUCAS’ THREE SECOND RULE AS A DESIGN PROBLEM AS APPLIES TO FILM AND GAME. WAYFINDING ASPECTS THAT WOULD BE INCORPORATED INTO THESE SHAPES 

FOR A VIDEO GAME LEVEL ARE NOT ESTABLISHED IN THIS PROCEDURE. THIS PROCESS I HOPE TO IMPLEMENT IN THE CLASSROOM AS A PROFESSOR, PART TIME, AT HARVARD ONE SEMESTER EVERY THREE YEARS IN THE 

DIGITAL DESIGN DEPARTMENT. IT IS MY HOPE THAT THESE DESIGNS RESONATE WITHIN EACH PERSON AND THEY CAN EXPRESS THEMSELVES THROUGH MY WORK.

AS SEEN IN THE FOLLOWING


