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We are visual creatures 3%7&?%




o Life
Our understanding of the world 1s shaped by the way that we see it
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This 1s not a tale of disruption.

We are simply looking at the same information in

different ways.

mET

o et - hechi - ke
O [ o ot St ok ko U

JeEE s hexX - g ie 12 eeDk P vt N2 | e~ G5 55 B & AT
[— -]ﬁ,v.]w- u.a.n.»:rr[ e+ |15 % 0
AHAR| ®EF 3 | eisarers K 2 0|0 O
LR E) LaC) L AT
fan~ | > |# v 1 Frmnearets = T ]
f== i 3 : bor
7 O = S :
H
# !
e e °
(re ol =
o1 TS Rl
? » e
!
Tl g Ay |
25 5 Ubes feees.
A A
B o
: "
)
! @
I d -
o Pt =
e Y g "
£ EED
@
& By
T 5

1 ’ o | e v
e o T - [ 0 17 S SO

Fiasree 54 1516147 et

e cwv\e n:ummend: i ?C;h:vmel :

. . ey ot Tl Cicar Qiay
° s v

Sydnoy i
‘oatStorage ©
Johnstons Bay I
ol ¢
Jones Bay :
Qe stato o
D ew South Waies L
- ; < o Aimentaey || knosvestman®
) @ sy ertage e £
. A The Star gl &
N ° g & e WetinSyiney
%, sycheyyrc Theate s oo S
S = i O e i
a cles@ | WiDLEESey 00 © Ape Sy’
ey = Madome oy © @reroot =
T st S O @ )
A it 2 L
¥ Syiney Aasanom. R[> 20 L
Westem 5, ® 5 N @
o e P > ) iy
, Hotbours de Wison Perking E § .
% O siopoing e 0 Daring Pk Hien Syaney  © S »
= Home The Veate © D 2
7 s ConcrPhilpPuk
Sydney Fish Market @) escary Canary @) (=) © e Pk Hyde Park o =
0 sviney Tounsal | DI) e ; -
3 g 2 3 @ Soodk 5 Vil s vz




6@2/\017 lb(&d/)
: : : : fo Life
Why i1s this new perspective so important?

02 / Process

A More
Human
Centric

Experience.

We Are Entering an Era of Humanism.

The convergence of physical and digital communities is defining a new paradigm of user
experiences. We bring it all together in a design process based around human experiences.

Through an algorithmic set of determined variables numerous scenarios can be predicted from
which radical design can respond.

Big Data: We see the world of possibility that exists in our ability to map and gather data across
scales, whether it be for cities, economies, clients, buildings, or end-users.

Research and Analysis: We dissect and manipulate data with our tools that leverage
computational analysis, artificial intelligence, and behavioral mapping algorithms.

Ideation: Our team of multidisciplinary design experts apply cross-sector knowledge to expose
opportunities for clients and communities. This enterprise thinking responds to economic,

environmental, and experiential drivers.

Experiences: We deliver, through a vast array of services, human-centered design processes.
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If we are going to collaborate it makes sense that we choose mediums for sharing our ideas that

- Storytelling

- Engagement

- Deeper understanding

- Iterative and co-created design

This is not a technology conversation.
This is a conversation about how we can use digital tools to augment and improve the way we interpret information,
and about considering the best way to present this information to create better human outcomes.
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Reality 1s all around us.

How can we model reality if we can’t capture it?

We need to create precise digital worlds, but this isn’t easy when the real world is so complex.
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Geospatial data drives visualisation
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. - . . . brivging dear
And using spatial information to drive better design o Lot
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Define space. Make sense of it. Share meaning Wé%%ﬁ

It’s the science of where.
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Listening to our data as well as seeing it
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Enabling

communities

to see what we see

|
Do you live Downtown? EE
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" HOW TO PLAN A VISUALISATION EXPERIENCE
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When you are dealing with reality, Nothing is impossible
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