


- iy »

e “THE RADICAL OPPQRTUNITY IS TO &
INTERVENE AT THE START OF A MEDIUM”'

— Kamal Slnclau“Mgkmg.é New Reallty




THE STAKES

We built the first digital revolution on flawed ethics.
We are out of balance with our tech, & the world is waking up.

Is a time to return us to the human;
things could go really right or really wrong.


https://www.technologyreview.com/s/604307/is-facebook-targeting-ads-at-sad-teens/
https://www.nytimes.com/2018/01/08/business/apple-investors-children.html
https://www.theatlantic.com/magazine/archive/2017/04/why-is-silicon-valley-so-awful-to-women/517788/
https://www.nytimes.com/2018/02/19/technology/russian-bots-school-shooting.html?hp&action=click&pgtype=Homepage&clickSource=story-heading&module=a-lede-package-region&region=top-news&WT.nav=top-news
https://www.telegraph.co.uk/technology/2017/03/06/much-social-media-increases-loneliness-env
https://www.washingtonpost.com/national/health-science/teenage-depression-and-suicide-are-way-up--and-so-is-smartphone-use/2017/11/17/624641ea-ca13-11e7-8321-481fd63f174d_story.html?utm_term=.1093468034d1
https://www.theatlantic.com/magazine/archive/2017/04/why-is-silicon-valley-so-awful-to-women/517788/
https://www.nytimes.com/2018/02/04/technology/early-facebook-google-employees-fight-tech.html

One way we learn to be human is by using our bodies

(CREATOR or CONSUMER)



OUR CODE

Protect the imagination

Make with the real world (don’t build the metaverse)
User is always the last creator

Make things that are useful
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Homuncular Flexibility

When you move like a cat,
you think like a cat.

The most profound meaning of usable weird avatars
might turn out to be in the






it's Already Happening

"I am my own healer." ... the connection to the body, the
sense of embodiment and the sense of transformation
is possible. And it's not gonna be so painful or so hard and
there's a path, takes a little time. You attend to it. And then
boom! Things change..."Oh my gosh, now | can balance
on that one leg and | couldn't three weeks ago."

Olivia Barry




Your body Is a creative tool.
Your body can change.

Soft/Strong

Sync Breath + Movement
Extension

Expansion

| felt it in class where someone says "Root your feet into the ground.” Or | can visually see the
metaphor of that happening, and suddenly I'd have a totally new relationship to my body. And that
person telling me that and me seeing that potential in myself is like a gift. You're passing back and
forth and yet in love poems and in rock and roll there is this whole tradition of the idea of I'll be
your mirror and what we see in each other that we can't see in ourselves, and how we give that
back and forth to each other




TIME/Ritual
Wrap around Experience Design

experience design around the experience, right? So how do you, | mean, that's what a ritual is for
right? How do you step into a place where you, the journey is to just get to that moment, So that
you're already trying to be open to the fact that time can bend....

we do live in time and space, and it's a fabrication from a spiritual standpoint, because spiritual
standpoint, all moments can be contained in one moment.
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Sun Salutation

Blur
driving the post
can blur to white
Animate opacity down
on objects unloading
Up on objects loading

Petals
Fall

Enter to a moment of reflection
We see energy beings in some reflective

surface Tree Animates growth and flowers Bloom

Guide appears and leads us
to step Forward and Back - Flowers grow

Mountain

Blur
driving the post
can blur to white
Animate opacity down
on objects unloading
Up on objects loading

Blur
driving the post
can blur to white
Animate opacity down
on objects unloading
Up on objects loading

Blur
driving the post
can blur to white
Animate opacity down
on objects unloading
Up on objects loading

As the petals start to fall you organize the
flowers. As you steady you can lift the
flowers and maybe scale or make another

Long arms animate with physics to feel like
girl with spinning skirt/anemone/dandelion
but pointing upwards with long arms,
multiplicity.

You come in at eye level with the mountain
The guide is on the mountain small
As you stand still more trees grow, more
waterfalls spill down, more birds fly, more

sound fills

Back in empty space with partner.
Look at each Other
into the "Face that reflects”
Each person has a scene inside their avata
The last moment is the reflective surface
om the beginning appears and you can sej
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