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AAVSMELBOURNE GHOST HARDWARE II

Everything has changed.

In the last months, the real has become a realm where our bodies have been transformed into potential 

biological weapons. 

Our lives as we have known and lived up until now have been dramatically transformed to a status 

quo for an unknown period of time, and going back to how things used to be seems to be as wild a 

speculation as the containment measures that were being discussed not so long ago.

We have put a hold on individual sovereignty and our freedoms, temporarily as we believe, to regain 

back control and stabilize the situation we have found ourselves in. Essentially raising borders that we 

have never experienced before. Social distancing has impacted our spacial navigation and interaction, 

yet beyond that some of us may be restricted to the confinements of our houses, others are limited to 

100 meters of free movement. Traveling abroad or even within your own country, state or even city now 

requires a good reason. 

In our confinement from social interaction, attempts of old and new formats of interactions are being 

discovered. The internet as a connector of all and to all is now more so than ever before, as our access 

to the outside is happening through screens. Yet the internet is starting to take on a strange form, from 

the dark 4chan forums, online shopping, and YouTube cat videos that we have gotten to know it for. It is 

starting to adapt a more naïve, and almost innocent form of a meeting place that people imagined it to 

be in “The Pearly Gates of Cyberspace”, we go to work - online, children go to school - online, more and 

more regular activities that used to require our physical presence are now being transformed to the 

online.

The internet provides us with a bodiless projection of desires, being housed within different interfaces, 

longing for another sensibility towards the human, reshaping the way we act upon our passions, but 

also begging the user to travel and imagine further possibilities for its seemingly endless reach. 

A reality both distorted and pristine, a way of traveling where touching and feeling can be replaced by 

an infinite resolution that ultimately gains a Frankenstein-like life. We are asking for more and deeper, 

not just a simulation, a new reality. Video games and chat rooms might not be enough for us to develop 

newfangled instinctive sensations, the screen is still too flat, too cold, too unreal: too predictable. Yet 

now more than ever we are willingly mesmerized and mislead by its phantasmagorical promises and 

depictions from and of the outside.

We are in a unique position where we cannot simply go and see things for ourselves.

DAVID WATSON
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GHOST HARDWARE reunites online in order to speculate and visualize how in a world where the outside 
exists through mere utilitarian routines and as footage on screen, we as individuals can travel through the 
bodiless folds of the mainstream internet, seeking ludic imagination, momentary interaction, new forms 
of inter-user intimacy, where users navigate and make spaces that can exist in the in between of the real 
and imaginary.
We will build up these wormholes out of apathy, boredom, perversion, or mere illusion. Spaces where 
time slows down and intends to recreate through resolution and high detail definition a portion of what we 
may have lost or simply project our wishes and desires into a new ambiguous dimension. Such is not a 
theme or a game, but a scape. Escaping the fact that the simulation has taken over the outside world.
During the two weeks, we will engage with a CGI aesthetic and tools that has the potential of surpassing 
in resolution that which the eye perceives as reality, hence there is an implicit surreal aspect to the output, 
which will act as an oasis for those who have forgotten what they were longing for. We want to push the 
boundaries of what is technologically possible and create spaces that are indistinguishable from reality, 
spaces that you cannot get enough of, and would to travel to and experience once all restrictions are lifted. 
An intricate soundscape will give further creative depth to the visuals, it can be designed using anything 
found or produced, and the usage of a large library of specific sounds is encouraged in order to build this 
subjective enclosure. 
These timeless or cyclical dreams or desires, once finished will be dropped into the world of the web, and 
exist on their own terms. 
Perhaps upon their discovery these virtual spaces will become tales presumed for the truth on Twitter. 
Perhaps they will become the go to restaurant on TripAdvisor that no one will ever attended, and take on a 
life of their own. Perhaps they will simply exist just like a folly, silently sitting over a wild overgrown forest 
expecting to be found on Google Earth via random spins.
We advocate for a space, where the new forum replaces the two-dimesional interface by a hyper-real 
longing of a world that might exist only in our imagination.

THE QUESTIONS WE WILL BE ASKING:

Where would these new digital artifacts of a once tangible world map themselves within the fabric of 
the world wide web?  Would they be nested deep in the broken fabric of endless threads and mappings 
of reality or will they be hiding in plain sight?

How would you create a 3 dimensional space with the organization and complexity of a forum, 
deconstructing the layering system of narratives, comments and rules as a spacial construct?

What would be the new of engagement in this new space that you create? 

What is narrative, and how do you begin to construct it understanding painting and film techniques? 

Why do we like certain images? Is it a matter of taste, subjectivity and is accidental or is it a psychology 
that is carefully and intentionally constructed?





GROUPWORK

This will be group works from the beginning. Groups will consist of 2 
People.

OUTCOME

1 Still image
1 360 panoramic image
1 Soundtrack 
1 Video – context and narrative of project  
1 Short paragraph explaining the project.

TECHNICAL REQUIREMENTS

Software:
Autodesk 3dS Max 2018 onwards
Corona Render
Photoshop
Premiere
Quixel Bridge/Mixer (determined at the beginning of workshop)

Any additional scripts, plug-ins and assets will be provided

Hardware:

Ideally access to a computer with 8 cores or more (absolute minimum 
6-core). This is simply due to the time that it will take to set up and render 
scenes.

READING LIST

Bubbles, Peter Sloterdijk
Simulacra and Simulation, Jean Baudrillard
Notes on the Cinematograph, Robert Bresson
Pearly Gates of Cyber Space, Margaret Wertheim 
Theory of Bloom, Tiqqun
Virtually Venice, CJ Lim 

Students will get further information emailed to them directly regarding 
online tutorials and assets to be downloaded prior to the beginning of the 
workshop. Students will be required to go through the material provided 
before starting the workshop, as the time line of the workshop will be 
structured on the assumption that students have covered some of the 
material already.

ASH THORP
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TIMELINE:

06-08 JULY  WORKSHOP + TUTORIALS
  Lectures, technical workshops and tutorials in order to clarify any uncertainties, or 
  difficulties with either the software that is being taught or individual projects and the 
  construction of the narrative.
  Sessions will be split into a short morning sessions, that will be individual tutorials,   
  and an evening sessions that will mainly focus on software tutorials and    
  troubleshooting.

 09 JUlY  INTERNAL PRESENTATION
  Students will present their work in progress and their goals for the rest of the week.

09-10 JULY PRODUCTION + INDIVIDUAL TUTORIALS/TROUBLESHOOTING 
  Students will work on their projects for the Friday Midterm presentation, having   
  received the feedback from the internal presentation. For any technical issues and   
  problems students will be able to sign up to a tutorial sheet. 

10 JULY   MID REVIEWS

11-12 JULY TUTORIALS  
  Post review discussion mandatory for all groups and individual tutorials on sign up   
  basis.

13-14 JULY FINAL PRODUCTION + INDIVIDUAL TUTORIALS
  Students will be given time to start producing the final deliverables. Students will be   
  able to sign up for tutorials and technical troubleshooting during these days

15 JULY  FINAL INTERNAL REVIEW (SUBMISSION)
  Students will be required to present their final deliverables to the group, in order to be  
  able to determine what needs additional help and focus for the final Review.   
  At his stage there should be no more  uncertainty in terms of what is being produced,   
  and what the narrative of the image and the project is. 

16 JULY  FINAL PRODUCTION+TUTORIALS
  Students will be given the last day fully to produce and prepare for their Final Review.   
  Tutors will be available for tutorials and troubleshooting.

17 JULY  FINAL REVIEW

  The Unit will be running from 17:00-21:00

TEAM:

Álvaro F. Pulpeiro (1990) is a Spanish-born filmmaker currently based between South America and Europe. 
Studies at the Architectural Association School of Architecture in London, where he forms part of collectives 
such as 89+ curated by Hans Obrist Ulrich for the DLD ‘13 in Munich. In 2014 directs and produces Sol 
mihi semper Lucet (16’, 2015), which premieres in 2015 at Play Doc Film Festival and it is later selected in 
other festivals internationally. From 2015 travels repetitively to the Port of Montevideo in order to develop 
what is his first feature-length film, Nocturno: Ghosts of the Sea in Port (72’, 2017). It has its premiere at 
the Llendes Competitive Selection of the FICX in Gijón and its international premiere in the Documentary 
Official Selection at the EIFF in Edinburgh, and then travels to cinemas around the world. In 2018 shoots a 
short film in the Guajira Desert, The Young-Girl doesn’t age. She decomposes (20’, 2019), which premieres 
as part of the Official Selection for the FilMadrid International Film Festival 2019. He is now post-producing 
SO FOUL A SKY, his second feature filmed for two years in the petrol states of Venezuela and produced by 
CAMARALENTA and INSIGHT TWI (www.sofoulasky.com)

Sergej Maier is a CGI artist with a background in architecture and painting. He is a partner and senior 3d 
artist at CAVR, a high end architectural visualization studio. He has studied painting as a master apprentice, 
prior to his studies at the Architectural Association in London. Since graduating, Sergej has worked and 
collaborated internationally with artists, designers and architectural studios including Hong Kong, Berlin 
and London as associate designer and architectural visualization artist. Sergej has lectured and taught at 
different point at the Architectural Association, the Bartlett, City University of Hong Kong, Chulalongkorn 
University, University of Melbourne and Oxford Brookes.
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The simulacrum is never what hides the truth -
it is the truth that hides the fact that there is none. 
The simulacrum is the true.

SIMULACRA & SIMULATION - Jean Baudrillard
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