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What is CrystalCG''s Fuurism?

1. Chinese Style Divorce

In 1995, 17 years after China opening to the world, 15 years after Shenzhen Special
Economic Zone was founded, 5 years after development of Pudong new area, 3 years
after Xiaoping Deng visited south China, 2 years before Hongkong returned to China, 4
years before Macau returned to China, 5 years before Beijing won the Olympics bidding,
6 years before China joined the WTO, and 7 years before Shanghai won the EXPO 2010
bidding, CrystalCG was born at the place that fastest changes have taken place in
the world.

A fantastic age needs a fantastic industry. High-frequency context and compressed
period need to be represented piquantly. RENDERING, a creation which used to inter-
lace the love and hate of architects, has become a fantastic product with which
CrystalCG built up from nothing in its early years. By reducing spatial logic to illustration,
compressing buildings to a picture - as an intuitionistic and low-cost expression - REN-
DERING releases people from abstract sketches, mechanical construction drawing and
pallid instruction, and provides an open-and-shut snack for non-professional (if not
opporf‘unistic) owners. Architecture rendering, a process subject to the course of archi-
tectural design, was then separated from it by the universal gravitation of the market,
and becomes an independent section between architects and clients. It does no
design, doesn't have any decision-making authority, what it does is to express archi-
tects' proposals in a satisfying manner - not only to satisfy the clients (architects), but
also the owners(investors); however, it is this artifactitious function akin to the late pro-
cess for packages and vases, that has become an invincible weapon used in the initia-
tive attack of modern architects, which goes beyond the persuasion of the early stage
design itself to the owners. In other words, early stage design is not the prerequisite for
late stage expression, and the former needs to rely on the latter.

The separation of the early and late stage of architectural design, makes CrystalCG
a 50% designer - late-stage architect. With the vocational differentiation, which is un-
usual even in a developed country with high division of labor, CrystalCG was born with
the distinguishable Chinese characteristics.

2. Software Package

In 1995 - the same year as the birth of CrystalCG - Autodesk landed on China. This
biggest supplier for digital design software meeting with the biggest architecture mar-
ket was like a plug finding its right outlet. With the succedent software series of Adobe,
they have changed rapidly the working form of the whole chain of design industry in
the way of brainwashing. In years, the traditional hand-drawings and hand-made
models were replaced by CG, which is faster and more accurate and cheaper.
AutoCAD and 3D Studio become the widely known equipment in the profession.

A set of standard software package of CrystalCG, is also a program chain that is
able to make anything from nothing: AutoCAD - 3dsMax - Bratzil - Lightscape - Photoshop
- Premiere - AfterEffects. The workers along the chain are no longer repeating the same
action in front of big machine exhaustedly, but shrinking nervelessly into a swivel chair,
playing the CS games while building a 38-storey skyscraper with a mouse in hand. In
the end, while all these production were saved in a microcosmic hard-disk, the predic-
tion of the future can be read from CD-ROM smoothly.

3. Learning from Hollywood

When people take Hollywood as the high-point of the world fantastic economy,
the equal accomplishment in China does not take place in the movie world, but in the
architecture world.

When the architecture world is still learning from Las Vegas, the CrystalCG has been
already learning from Hollywood.

In Hollywood, buildings could be built for a film, while in CrystalCG, films could be
made for a building. It is a conversed consequence that Chinese architeclure learns
from western movies: it is not architecture that provides movie with scenes, but movie
that provides architecture with frames. Just at the time that Hollywood was widely digi-
talized by 3dsMax, the CrystalCG was animatized with the synchronous speed and the
same software. However, it does not change the orientation of RENDERING in CrystalCG.
A picture formerly mounted in the frame turns to N pictures written in a DVD: architec-
tural drawing is updated to architectural movie, which ulteriorly fabricates future for
architecture that does not yet exist.

Learning from the experiences of the special effects of Hollywood scenes, as well
as integrating with the practice of RENDERING industry, CrystalCG has developed sev-
eral informal but alchemic stunts, which are patents worth to be named:

Dream Flying
Centripetal Rotation
Super Zooming

Time Switch
Speed Shift

Axial Growth
Counter Collapse
Big Boom

4. Welcome to Virtual Reality

When people sit in front of the huge cyke screen with 4D images in Beijing Urban
Planning Exhibition Hall, they have already become the first users of virtual reality tech-
nology (VRT) of CrystalCG. There is no border of screen, no distance between images.
The content is their own city: the past and future of Beijing. 3-D glasses and high fidelity
acoustics take them immersing into such a virtual world which is both familiar and strange
to them, sleepwalking like birds.

This is only the beginning. Boeing Co. has designed Boeing777 by using virtual real-
ity technology; Canada government has planned and governed Toronto City by using
VRT; Los Angelas, Paris and Tokyo appear in the world-fashionable game of Midnight
Club, that a skilled player can be a frequent visitor synchronous to these three cities,
even though he has never physically visited the spot...For CrystalCG, the next step is no
longer learning from Hollywood, but learning from games; no passive viewing and
admiring, but wearing the glasses, entering in person into future on his own initiative:
the reality will be continued in a compliable way by such virtual future: here govern-
mental authorities will make evaluation and decision, architects will make experiment
and construction, developers will plan and sell, and people will look around and play.

5. Mission Impossible

After finishing a mass of native copies that followed the original version of western
modernization, CrystalCG goes back to the other part of its past - Chinese ancient
civilization that makes people full of lofty sentiments and lamentation - turning from the
worship to the west to the meditation on the past. By using the same spectacle tech-
nology in making a White-House-like municipal hall or a Las-Vegas-like shopping mall,
CrystalCG makes copies in the same format for a series of ancient cities in the imperial
times: from ancient Beijing city in the Ming and the Qing Dynasties, the capital city in
the Yuan Dynasty, until the Tang Dynasty, that summons those souls of the once pros-
perous capitals and civilization.

When Beijing becomes the world's biggest construction site for 2008 Olympic Games,
CrystalCG reverts the wall gate of Beijing city which was not yet retrieved or preserved
over a series of illustrations taken realistically. Different from its consistent optimistic
exaggeration, the center of this section is a transparent emptiness, an air-dry digital
body composed of threads, an intrinsic exterior without substance, an impossible mission:
which we live inside, but are never able to enter, because it is not to be constructed,
but once constructed while already disappeared.

> play >>forward >>>great forward

It is also a preview key that activates a predictable CrystalCG ball. It contains the
future that is profiled by numerous wishes, plans, ambitions and ideals, which deserves
our decisive and bold efforts o achieve.

If someone comes to China and ask what it will be in 2010, you do not need to take
him into another urban odyssey. Press >>>key, CrystalCG's futurism will present itself in a
dazzling way, on the screen with limited space, in the place where there is future.

Excerpts from Urban China, 2 Issue
By Jiang Jun: Chief Editor of “Urban China"
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