
AUTHORED WORLD DEVELOPMENT
Imagining worlds.  Giving them form.

World creat ion extends beyond designing 
environments .  A convincing wor ld has an 
under ly ing l i fe :  i ts  own histor ies ,  
mythologies,  inhabi tants ,  re lat ionships,  
conflicts ,  v isual  language and internal  
logic .  These elements give imaginary 
places their  ident i ty  and al low stor ies to 
emerge natural ly  f rom with in them.

OgiWorlds br ings together imaginat ive 
wor ldbui ld ing and hands-on digi ta l  
product ion.  From an in i t ia l  premise,  
narrat ive or  v isual  explorat ion,  a wor ld can 
be developed through characters ,  
creatures,  archi tecture,  envi ronments ,  
animated forms and spat ia l  exper iences.

The pract ice draws on extensive 
exper ience in embodied VR creat ion,  3D 
product ion,  animat ion and exper imental  
d ig i ta l  media,  a longside or ig inal  wr i t ing,  
conceptual  development and v isual  
d i rect ion.

Each project  cal ls  for  i ts  own approach.  
Wor lds may begin wi th a character,  a  story,  
a  speculat ive c iv i l isat ion,  a system of  ru les 
or  an explorat ion of  form i tsel f.
OgiWorlds works independent ly  and 
col laborat ively,  or ig inat ing new fict ional  
set t ings or  contr ibut ing wor ld-development 
expert ise to an exist ing creat ive v is ion.



FROM IMAGINATION TO REALISATION

Conceiving Worlds Real is ing Worlds
Every wor ld requires i ts  own 
foundat ion.

I ts  defining premise may be 
narrat ive,  mythological ,  speculat ive 
or  purely v isual .  From that  s tar t ing 
point ,  OgiWorlds develops the 
relat ionships that  g ive a fict ional  
real i ty  depth and coherence:  i ts  
h is tory,  cul tures,  inhabi tants ,  
envi ronments ,  systems,  conflicts  and 
possibi l i t ies for  s torytel l ing.

This  work can take the form of  
or ig inal  wr i t ing,  wor ld bibles,  scr ipts ,  
s toryboards,  character  and creature 
concepts ,  v isual  research and 
exploratory spat ia l  s tudies.

The aim is  not  s imply to descr ibe a 
set t ing,  but  to establ ish a dist inct ive 
ident i ty  f rom which fur ther creat ive 
decis ions can grow.

Ideas become tangible through an 
integrated pract ice of  d ig i ta l  making.

Spat ia l  drawing and model l ing in VR 
al low forms,  characters and 
environments to be explored di rect ly.  
These can develop into detai led 3D 
assets ,  animated geometry,  
archi tectural  systems,  procedural  
envi ronments ,  moving- image 
sequences and navigable v i r tual  
spaces.

Product ion methods are adapted to 
each wor ld 's  aesthet ic ,  narrat ive and 
technical  requirements .  Work may 
move between VR creat ion,  Blender,  
mater ia ls  and shader development ,  
animat ion and col laborat ive 
interact ive product ion.

The relat ionship between concept ion 
and real isat ion is  reciprocal :  making 
a wor ld can reveal  new possibi l i t ies 
for  what  i t  might  become.Development work on character 

Zduhac in VR [Qui l l ] Development work on character Alar ic  
in VR [Gravity Sketch] ,  and the 
completed render in act ion [Blender]



There is  no s ingle route to creat ing a wor ld.  These five or ig inal  projects demonstrate di�erent  
re lat ionships between imaginat ion,  narrat ive,  v isual  development and product ion.

CHORISMOS — Gesture into Cosmology
An or ig inal  technological  mythology whose v isual  language emerges through 
embodied movement ,  animated geometry and spat ia l  construct ion.

TOHUWABOHU — Story into World
A folk lore- inspired adventure in which characters and their  journey guide the 
development of  a r ichly i l lust rated fantasy wor ld.

NOS DEUS — Civ i l isat ion into Narrat ive
A speculat ive future designed as an interconnected c iv i l isat ion,  explored 
through characters and VR-nat ive spat ia l  s torytel l ing.

SHARDS OF THE LIMINAL EXPANSE — Systems into Worlds
An expansive interdimensional  set t ing developed through wor ld archi tecture,  
mythology,  modular  character  design and AI-ass isted creat ive explorat ion.

METADROMOI — Characters into Universe
A digi ta l  act ion-figure universe developed through dist inct  characters ,  
interconnected fact ions,  mythology and expandable v isual  systems.

FIVE WORLDS. FIVE APPROACHES.



CHORISMOS
From Gesture to Cosmology

Original  World Creat ion ·  Mythopoesis ·  Embodied Digital  Product ion
Chorismos is  an or ig inal  speculat ive 
universe and evolv ing v isual  
language,  where myth,  technology 
and creat ion unfold through image 
and mot ion rather than spoken 
language.

I ts  first  age,  AEON GENESIS,  is  
inhabi ted by autonomous constructs 
and humanoid drones amid colossal  
megastructures and l iv ing 
technescapes.  The wor ld 's  symbol ic  
re lat ionships and mythological  
narrat ive emerge through i ts  forms,  
inhabi tants and t ransformat ions.

I ts  d ist inct ive v isual  language 
or ig inates in gestures performed in 
VR,  recorded as animated 
geometr ies cal led Techneblocks and 
developed through Blender,  
procedural  systems and c inemat ic 
composi t ion.

Four completed canonical  
moving- image works have been 
released and exhibi ted 
internat ional ly.  The NOSTOS ser ies 
cont inues th is  narrat ive in 
product ion,  wi th in a larger v is ion 
spanning five Aeons.

https: / /www.o-worlds.com/projects/chorismos.htmlvis i t  the world:  

Techneblock construct ion in VR Megastructure composit ion inside blender 



World creat ion extends beyond designing 
environments .  A convincing wor ld has an 
under ly ing l i fe :  i ts  own histor ies ,  
mythologies,  inhabi tants ,  re lat ionships,  
conflicts ,  v isual  language and internal  
logic .  These elements give imaginary 
places their  ident i ty  and al low stor ies to 
emerge natural ly  f rom with in them.

OgiWorlds br ings together imaginat ive 
wor ldbui ld ing and hands-on digi ta l  
product ion.  From an in i t ia l  premise,  
narrat ive or  v isual  explorat ion,  a wor ld can 
be developed through characters ,  
creatures,  archi tecture,  envi ronments ,  
animated forms and spat ia l  exper iences.

The pract ice draws on extensive 
exper ience in embodied VR creat ion,  3D 
product ion,  animat ion and exper imental  
d ig i ta l  media,  a longside or ig inal  wr i t ing,  
conceptual  development and v isual  
d i rect ion.

Each project  cal ls  for  i ts  own approach.  
Wor lds may begin wi th a character,  a  story,  
a  speculat ive c iv i l isat ion,  a system of  ru les 
or  an explorat ion of  form i tsel f.
OgiWorlds works independent ly  and 
col laborat ively,  or ig inat ing new fict ional  
set t ings or  contr ibut ing wor ld-development 
expert ise to an exist ing creat ive v is ion.

TOHUWABOHU
Story into World

Mythological  Worldbui lding ·  Character & Creature Design ·  VR Visual  Development

Tohuwabohu is  an or ig inal  fantasy 
adventure inspired by Slavic 
mythology,  part icular ly  the 
lesser-explored t radi t ions of  the 
South Slavs,  conceived as an 
animated short  for  younger 
audiences.

The wor ld developed around i ts  
characters and their  mythological  
quest .  I terat ive character  design 
establ ished an expressive,  
i l lust rat ive v isual  language,  whi le the 
unfolding story guided the creat ion 
of  i ts  landscapes,  archi tecture,  
vegetat ion,  creatures and ar tefacts .

Bui l t  spat ia l ly  in  VR,  the project  
combines int r icate detai ls  of  
imagined mater ia l  cul ture wi th 
monumental  envi ronments ,  a iming to 
br ing i l lust rated fo lk lore into 
dimensional  l i fe.

The completed screenplay,  
s toryboards,  characters and 
extensive VR-bui l t  envi ronments ,  
together wi th animat ion studies and 
walk cycles,  establ ished the v isual  
and narrat ive foundat ions for  the 
planned animated short .  

https: / /www.o-worlds.com/projects/tohuwabohu.htmlvis i t  the world:  

A select ion of  VR 
environment bui lds,  
and character asset 
modular  construct ion



METADROMOI
Characters into Universe

Metadromoi is  an expandable 
fict ional  universe inspired by the 
act ion-figure col lect ions of  the 1980s 
and 1990s,  re imagined through 
digi ta l ly  embodied characters .

I ts  interconnected mythology 
develops through dist inct  fact ions,  
r iva l r ies and t ransformat ions.  Twelve 
released Metadromoi establ ish the 
centra l  cast ,  whi le two fur ther 
created but  unreleased character  
waves int roduce corrupted 
adversar ies and animal- influenced 
cybernet ic  mercenar ies.

Characters were designed and 
constructed spat ia l ly  in  VR,  
developed through shared mater ia l  
systems in Blender and prepared for  
d ig i ta l  embodiment as VRM avatars .

The wider universe extends through 
narrat ive t reatments ,  v i r tual  
envi ronments ,  promot ional  
animat ions and moving- image 
sequences,  demonstrat ing how 
indiv idual  character  designs can 
develop into a coherent ,  extensible 
wor ld.

Character-Led Worldbui lding ·  Digital  Act ion Figures ·  VRM

https: / /www.o-worlds.com/projects/metadromoi .htmlvis i t  the world:  

Metadromoi captured on their  runs through var ious metaverse worlds



NOS DEUS
Civi l isat ion into Narrat ive

Speculat ive Worldbui lding ·  VR-Native Product ion ·  Spat ial  Storytel l ing

Nos Deus is  a speculat ive future 
c iv i l isat ion conceived for  a ser ies of  
immersive VR shorts ,  explor ing 
humani ty  t ransformed by genet ic  
engineer ing,  ar t ific ia l  inte l l igence,  
nanotechnology and over lapping 
physical  and v i r tual  real i t ies .

I ts  socia l  systems,  archi tecture,  
technologies and under ly ing conflicts  
were developed before the pi lot  
narrat ive emerged f rom the wider 
wor ld .

An or ig inal  wor ld bible,  scr ipt  and 
storyboards informed the 
construct ion of  the pi lot  ent i re ly  in  
VR.  Characters ,  vehic les,  
archi tecture and environments were 
bui l t  as spat ia l  assets ,  wi th v iewer 
perspect ive,  movement and at tent ion 
explored through a completed VR 
animat ic .

The fu l ly  constructed VR wor ld,  
character  and environment assets ,  
and completed spat ia l  animat ic  
establ ish the product ion foundat ion 
for  the planned immersive pi lot .  

https: / /www.o-worlds.com/projects/nosdeus.htmlvis i t  the world:  

From concept sketch to 
VR-drawn volumetr ic 
character and a screenshot 
of  Löwen in VR experience.



SHARDS OF THE LIMINAL EXPANSE
Systems into Worlds

Original  IP Development ·  World Architecture ·  Modular  Character Systems

Shards of  the L iminal  Expanse began 
as a col laborat ive digi ta l -character  
project  and grew into an or ig inal  
interdimensional  set t ing developed 
through AI-ass isted conceptual  
explorat ion and authored 
wor ldbui ld ing.

As World Creator,  OgiWorlds 
conceived i ts  five Or ig in Worlds,  
10,000-cycle h istory,  cosmology,  
laws of  techno-magic ,  societ ies ,  
fact ions and character  systems.

OgiWorlds designed and bui l t  
modular  3D assets in Gravi ty  Sketch,  
wi th c lean geometry,  r igging and 
facia l  animat ion st ructures enabl ing 
thousands of  d ist inct  Shards for  
d ig i ta l  embodiment and also 
suppl ied the 3D models used on the 
project  websi te.

Working a longside f rontend and 
backend developers ,  the project  
expanded into promot ional  fi lms,  
or ig inal  music ,  wor ld bibles,  
interact ive character  prototyping,  the 
Shard Vis ioner and a broader 
t ransmedia f ramework.

https: / /www.o-worlds.com/projects/shards.htmlvis i t  the world:  

Synthoid body form through var ious fact ions and or igins Emotion visemes shapekey development for  Alar ic  [blender]

Diagram of the system architecture

Logic data s lates 
to dr ive World Index



WORKING TOGETHER
From the first  idea to a world with i ts  own identi ty.

OgiWorlds col laborates wi th di rectors ,  producers ,  creat ive studios and 
cul tura l  organisat ions to conceive,  develop and real ise or ig inal  wor lds.

Engagement can begin wi th an emerging idea or  an exist ing creat ive br ief.  
The work may involve defining a fict ional  set t ing,  developing i ts  v isual  and 
narrat ive language,  creat ing i ts  inhabi tants and environments ,  or  producing 
tangible assets and moving- image mater ia l .

WORLD CONCEPTION & DEVELOPMENT
Original  set t ings,  mythologies,  speculat ive systems,  h is tor ies ,  narrat ive 
foundat ions,  wor ld bibles and creat ive di rect ion.

VISUAL WORLDBUILDING
Character  and creature development ,  v isual  languages,  concept explorat ion,  
archi tecture,  envi ronments and spat ia l  design.

WORLD REALISATION
Rapid VR prototyping,  3D asset  creat ion,  animat ion,  c inemat ic  environments ,  
spat ia l  previsual isat ion and development for  interact ive and immersive 
media.

Possible del iverables include concept port fo l ios ,  wor ld bibles,  character  
systems,  product ion-ready v isual  assets ,  animated sequences,  VR studies 
and spat ia l  prototypes—tai lored to the needs and scale of  each product ion.

The pract ice can contr ibute to a part icular  s tage of  development or  work 
across several  s tages in col laborat ion wi th a wider creat ive and technical  
team.

Have a world in mind?
Discuss an or iginal  concept,  an emerging product ion or  
a fict ional  universe in development.

o-worlds.com
ogi@o-worlds.com


