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In my search | come across game called Aatamari Damacy directed by Keita Takashi, Katamari Damacy's story, characters, and settings are bizarre and heavily stylized, rarely
attempting any semblance of realism, though the brands and items used are based on those current in Japan during the game's production, Visualisation of this game
influenced my project very much.
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Katamari Damacy, Third-person puzzle-action video game, NAMCO Entertainment, 2004


https://en.wikipedia.org/wiki/Video_game
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My first idea for this project was to build game environment that to stack with free 30 objects | found on the Internet. Reason that, | wanted to make enormous sculpture
cities with these objects so that, the audience can wander through the streets of this city and forgetting the contexts of the found objects and attribute new meanings.
Players can arrange and combine these found objects however they want and create new objects or new spaces for themselves. Yet, playing with them is entirely up to

the player's initiative.

First sketches for the city
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Starting point aka static room that "citizens" can explore




City Hall with raining objects



Little Walk, Game based Virtual Reality Space, 2021-...(0ngoing project)
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Environment inspired by my MacBook's screen



Falling objects



Stacked objects
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