R orld Building is an
L%pierle_nti | aNi e ad creative process
that

integrates imagination and technology,

creating story space from inception through

iteration and prototyping, into manufacturing

and delivery.

Translating an obsolete 20th Century industrial

model of pre-production, production and

post-production into a 21st Century fluid and

persistant non-linear workflow, World Building

t: | I opens new possibilities of immersive
< storytelling & the weaving of multiple
narratives across media.
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.Upside Down began like this: one day an image appeared to me, and with that
fundamental image | unfolded the small but core piece of the story.

More specifically, | woke up with the image of a young boy on the top of a mountain looking
up to a girl who was on the top of an opposing mountain, upside-down. | understood in the
next second that they want to love each other but that it's going be very complicated ...”

Juan Solanas, director of Upside Down
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the flow of worldbuilding:

/

transmeglie

inception | logic, development
prototyping | testing, visualization
manfacturing | production, capture
finishing | post, experience
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storyboards
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locations

d-viz* art department pre-visualization
fff* freeform fabrication (aka rapid prototyping)
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interface | a virtual collaborative process
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rapid prototyping: 3D Printing

photoshop over

prototyping

DESIGN BY HARALD BELKER

CNC sculpting and moldmaking

NON-LINEAR DATA
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New City, a Web-based virtual environment developed for the MoMA exhibition
design and the elastic mind, is concieved of as a seeded manifold world, a
laboratory for experiments in visualization, architecture, design, information,
simulation, and experience.



NEW CITY

New City, a Web-based virtual environment developed for the MoMA exhibition
design and the elastic mind, is concieved of as a seeded manifold world, a
laboratory for experiments in visualization, architecture, design, information,
simulation, and experience.
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“...when we create virtual narrdtive worlds we are
“measuring and actualizing the imagi



Sdorganization.com

Sdinstitute.org
[the city and the book/ SCA/ sept 20, 21}



UPSIDE DOWN



