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Figure 1: Screenshot of the artwork, cross media composition in Unity, visualizing technological urbanism, by the authors, 2025.

Abstract

In Shenzhen’s Sea World in China’s Greater Bay Area, on reclaimed
land, ocean-side promenades are set in front of impressive glass
towers. Next to it lie container port, construction sites, and densely
populated older areas. A rapidly built vision of Shenzhen’s future
co-exists with traces from its various pasts. “High Sections / Low
Leaps” is an audiovisual artwork that reconstructs actual and imag-
ined development phases of China’s Greater Bay Area, one of the
fastest developing areas on the planet. This artwork element, with
the subtitle “Shenzhen’s Sea World Ocean Mall” is an interactive
scene rendered in a game engine, presented to the audience on
two screens, showing otherworldly office towers that grow and
shrink. 3D modeling, Al-generated facade elements, and spatial
audio are employed to create dynamic audiovisual cityscape spec-
ulations. A camera tracks the number of spectators in proximity
and switches the scene from past to future phases, allowing for sub-
tle control over the work’s temporality. The artwork investigates
how rapid urban development, such as in the Greater Bay Area,
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can be rendered perceptible for a public, fostering reflection on
the relationship between new technologies (including GenAl) and
imagined (and built) urban futures. At the intersection of computer
graphics, data visualization, urbanism, creative technologies, spatial
audio, and generative Al, this approach argues for a reflection on
the consequences of human-technological collaboration in view of
desired humane rather than technological outcomes. The pilot city
Shenzhen holds significance for cities globally.
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1 Artist Statement & Concept

How are urban development, new technologies (including Al), and
imaginative futures linked? How could more humane urban envi-
ronments be achieved for our future cities? The project addresses
these research questions through a creative-speculative, interpre-
tative reconstruction of Shenzhen’s Sea World district in a virtual
environment. It visualizes the consequences of letting technolo-
gies, rather than humans, design our urban environments. Letting
spectators interact with different development phases, presented as
otherworldly visualizations of imagined pasts and futures, renders
public awareness of the theme. The work’s goal is to foster dialogue
about desired urban futures and the complex, often under-reflected
role of our contemporary technologies, including generative Al
For thematical reference, see also [1, 2].

2 Creative Process

We prompted Al to give us visual renditions of potential futures.
The image creation process mainly utilizing Midjourney involved
a diverse selection of keywords such as “oceanfront,” “high-tech
parks,”, “development”, “port city” as well as original photos taken
from the site as image prompts. For animated versions, Genmo’s
new model Mochi 1 and Sora were used with different approaches.
On Genmo, we emphasized dynamic camera movement through
the text prompt in addition to the prompts for images. With Sora,
we focused on keywords such as “process” and “transform” in
addition to the original photos of the location as image prompts
in the storyboarding feature to visualize change of location over
a timespan. Overall, Genmo showed the odd morphing effect for
animation we were aiming at but at a loss of details and clarity
while Sora generated videos that were more realistic but less surreal
and diversified. With this method, 30+ short animations created.

Figure 2: Installation with many spectators, triggering the
scene to show land reclamation with rising buildings.

In the next step, we rebuilt the present Sea World district in the
game engine (Unity) and added speculative 3D models into the scene
for its past and future. The scene is divided in four phases, each
corresponding to a district’s development phase. The Al-generated
video clips were added as texture over each building. All videos are
7 seconds long and loop with synchronized playback with the game
time. To infuse more life and emphasize the district’s ever-evolving
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nature, we vary the height of the building over time, synchronized
with the video playback. A day-night cycles establishes a larger
rhythm of change (see figure 1).

3 User Interaction: Screen & Sound

The two channels of video, showing the same neighborhood and
the same day-night cycle from different camera positions, are in-
stalled in the gallery (figures 2 and 3). The artwork presentation
involves two monitors, a computer, two loudspeakers and a cam-
era. The monitors are aligned with the digital view (Unity camera
positions) they are displaying as “windows to another world” The
camera captures the rough number of users in proximity to the
work. In Unity, we interpolate between different phases or urban
development depending on how many users are close by. The two
screens display the same moment of the urban space from different
perspectives, providing the audience with a detailed perception of
the urban changes. The sound, provided to the audience via loud-
speakers, consists of spatial audio rendered in Unity, matching one
of the two camera perspectives displayed. Field recordings from
Sea World are preprocessed with filtering and granular synthesis to
achieve a techno-organic blend. The soundtrack is made intractable
with filters that change as more or less audience members are close
by. The sound equally presents speculative soundscapes that mix
real with imaginaries.
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Figure 3: Technical setup of the installation with LCD dis-
plays, loudspeakers, computer, and camera.

4 Privacy concerns

Our camera captures will be processed through a local computer
vision model, utilizing YOLO or a locally trained recognition system
to estimate the total number of people nearby. The data will not be
sent to a cloud service, nor be stored on the device. A printed notice
informs visitors about the camera detection and the data handling.
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