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IF

Global pandemics, natural disaster, the effects of 
climate change or nuclear accidents led top a global, 
worldwide isolation. We are imprisoned in our own 
homes and the intact world as we know it, has 
stopped. These disasters are pushing us forcefully 
forward to a new digital, virtual age at breakneck 
speed. 
 
How do we satisfy our desire for the outside 
world? 

The freedom of ourselves is restricted, but the need 
for visible and feelable nature does not fade. We want 
to travel and discover the world, feel the environment.

How can we fulfill these need in a digital way?   

PREFACE
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ONLY
EXIT

IF THE DIGITAL DOOR BECOMES THE ONLY EXIT?

“Proximity is forbidden, distance is required. 
Isn’t this the end of the “near society” as we know it?”
(Weibel 2020: S. 6)

Peter Weibel speaks about the transmission of 
message which could only be realized with a 
messenger body in the past, in contrast to our 
disembodied technologies today where data 
is transmitted by electromagnetic waves. This 
s<eparation leads to the loss of indispensability of our 
physical presence. Distance receives a new meaning.

These influences are also changing the way we live 
together, people are spending more and more time 
in their own four walls. We are imprisoned in our own 
homes voluntarily or by force. Our daily routine is 
determined by Skype, Netflix and Google.

“The personal computer became a central, all-
absorbing component of daily life. It became a 
„second nature,“ a „second skin“ in our work, whether 
we were architects or zoologists.The computer began 
to filter our memories, our communications, and
even the organizing and planning of our lives. Much of 
our time now transpires in cyberspace in one way or 
another. Only gradually did I begin to realize that for 
me cyberspace plays a role similar to what nature and 
music once did. Many of the experiences we once felt 
with „natural nature“ now appear in cyberspace. Of 
course, the sensations are different, but what I noticed 
were the similarities in the patterns of experience.”
(Heim 1988: S.152) 

So we start our search for already forgotten or 
unfortunately lost worlds in the simulations of our 
reality. We wander through digital labyrinths, pass 
through new gates and stand on cliffs in front of the 
ocean of cyberspace in joyful anticipation to find 
something that can literally satisfy our desire for 
nature. 

“Isn‘t such a cyberspace a grand delusion, an 
electronic Tower of Babel? Is virtual reality an escapist 
opium for blocking the pain of planetary loss?“
(Heim 1988: S.144)

You can call this debate „Is Nature Obsolete?“ or „Has 
Humanity Defeated Nature?“ or, quite simply, „Nature 
Extinct.“
(Heim 1988: S.152) 

CONCEPT
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How does our relationship and our desire for the 
outside world change in such a closed environment? 
If our longings can only be satisfied through a digital 
path, our understanding changes to the extent.  The 
person accepts this reality and declares it to his 
personal truth. Does this virtual reality become his 
true reality? Not in the sense of a perfect imitation of 
the template for the fulfillment of your longings, but 
in the distortion of this to a personal satisfaction. The 
freedom of ourselves is restricted, but the need for the 
visible and sense able external world does not fade.

“Simulacra are copies that depict things that either 
had no reality to begin with, or that no longer have an 
original. Simulation is the imitation of the operation of 
a real-world process or system over time.”
(Baudrillard 1981: S.94)

Fig.01_Concept_self made collage

Fig.02_Concept_self made collage
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The example of travel can be used to consider the 
planned way of doing things, which in its true sense, 
implies freedom. The destination is studied, explored 
in advance and the assumptions and predictions are 
hopefully fulfilled when they arrive. The term travel 
refers to the French word „travail“, which means 
struggle. 

Can the unexpected be simulated because the digital 
experience must be programmed and planned?

So this consideration leads us to the question could 
this experience become replaceable?

How do we satisfy our desire for the outside world if 
the digital door becomes our only exit?

Fig.03_Concept_self made collage
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REFERENCES
  CONCEPT

FLOW
(installation)
by MAOTIK, ARS electronica 2016

The interactive installation FLOW from the artist 
Mathieu Le Sourd a.k.a. MAOTIK, displayed at ARS 
electronica 2016, shows the simulation of natrual 
phenomens of tides. 

The rising and falling sea level, the water temperature, 
the humidity, the gravitational  pull of the moon and 
the position of the observing humans happens in real-
time. Using this kind of new reality as a inspiration of 
how people use this tool to enter a digital nature and 
in particular how our protagonist is trying find in this 
real-time simulated world the fulfillment of his desire 
of nature.

DOORS
(installation)
by THÉORIZ, 2015

The installation DOORS by creation studio THÉORIZ 
shows a door with a surreal other side of a world that 
doesn´t exist. 

It is about perception and infinite space, representing 
an open portal to a virtual world.

This is a inspiration for the symbol of the door as an 
exit to the digital world, just in a mirrored way.

Fig.04_selfmade
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Fig.05_flow / http://www.maotik.com/flow/

Fig.06_flow / http://www.maotik.com/flow/

Fig.07_doors / https://www.theoriz.com/

Fig.08_doors / https://www.theoriz.com/
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DRAFT 1.0

 
A young couple goes for a hike in the mountains. The 
man turns around and laughs all over his face. He 
waves to the woman to come over here. 
The woman‘s look changes into a sad expression.  
 
WOMAN 
I can‘t do this anymore!  
 
Door - Perspective woman in space.
 
The landscape disappears and a bare room appears. 
The couple is now dressed in underwear and looks a 
bit unkempt.  
 
WOMAN 
I can‘t stand this fake thing anymore. It‘s not the 
same. 
 
MAN 
It‘s real! In our minds it is real.  
 
WOMAN 
NO! It is not. All fake. Nothing more. 
 
She leaves the room.
The man turns around and walks away.

DRAFTS
STORYBOARD

Fig.09_selfmade
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DRAFT 1.1

OUTSIDE – NATURE

A man stands in front of a waterfall. He is looking at 
the landscape. He smiles. His face changes into a sad 
expression and he lowers his head. The background 
begins to flicker, and a room gets visible.

MAN
EXIT!

INSIDE – ROOM

The landscape disappears completely. The man is in 
a sparse room without windows and only one door. 
In one of the edge is a small pot with a flower. He sits 
down in front of it and strokes the leaves. A sad smile 
appears in his face.

Fig.10_Storyboard_1.1_self made
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DRAFT 1.2
Fig.11_Storyboard_1.2_self made
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INSPIRATON
ANIMATION STYLE

References:

Protocole Sandwich / GOBELINS
(animation film)
by Antoine Vignon, Benjamin Warnitz, Côme Roy, 
Joséphine Meis, Valérie Bousquié, 2019

This film is not only a graphical inspiration but also as 
the tool of glitching and shifting realities in this movie 
gave us a idea of how we could implement the fading 
between the two worlds.

BHOY
(animation film)
by Antoni Sendra, 2019

The lonesome landscapes and the surrealistic 
elements are used as an inspiration for the world 
building of our scenario.

The Nostalgist
(film)
by Giacomo Cimini, 2014

The core theme of augmented and virtual reality 
transitions in this movie is a good example of the loss
of reality and the addiction of fulfilling personal 
desires.

Quand J´ai Remplace Camille
(animation film)
by Nathan Otano, Rémy
Clare, Leïla Courtillon, 2017

Another graphical inspiration and a good example of 
colour schemes and music and noises combined
with moving images.

Fig.12_screenshot_Protocole Sandwich

Fig.13_screenshot_BHOY

Fig.15_screenshot_Quand J´ai Remplace Camille

Fig.14_screenshot_The Nostalgist



2928

Fig.16_screenshot_Quand J´ai Remplace Camille

Fig.17_screenshot_BHOY

Fig.18_screenshot_The Nostalgista

Fig.19_screenshotc_Quand J´ai Remplace Camille
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GRAPHIC STYLE
WORKFLOW

 idea of the scene digitalize the sketch

adding colour

adding details

I Il

IlI 

IV 
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FILM
SCREENPLAY AND 

STORYBOARD

Our film wants to explore the attempt of simulating 
nature and how personal longings to that nature and 
the outside world can be fulfil do you perceive this 
new experience? 
The door as a symbol of this exit and the flowing 
connection of both realities becomes the main theme 
of our try to represent the search for the fulfilment of 
a desire.
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SCREENPLAY
 
THE ONLY EXIT

FADE IN
INSIDE – CAVE
A Person is leaving a dark cave into a bright white light. The title screen fades in.

DISSOLVE TO
A machine in a barren room starts and a loading screen appears. 

CUT TO
OUTSIDE – COAST
Waves are smacking onto a lonely cliff. The sound of the waves is the only thing to hear.

DISSOLVE TO
A lonesome coastline with no vegetation. A man is walking along the coastline searching for some unknown 
object. 

DISSOLVE TO 
The man stands still and is looking at the ocean. His shadow shows the viewer that he is standing in front of a 
wall. Although the nature seems real, he is just in a simulation.

DISSOLVE TO
The man continuous his way along the beach, when suddenly a strange light appears in front of him.

CUT TO
A huge white door frame appears in front of him. The door flicker in soft motion, as all of a sudden, the cliff and 
stones besides him begin to glitch. A bright light starts to appear, and it seems that the door opens itself. The 
stones of the coast are floating with no gravity. The surrounding gets darker and the glitching gets more and 
faster. The door disappears in front of him. So close to his goal of crossing this door, he falls on his knees and 
he hits the ground. In this second all of the stones fall to the beach.

CUT TO
CLOSE VIEW 
The man stretches his arms above him. The glitching continues. He screams in desperations.

CUT TO
INSIDE – ROOM
The man kneels in the barren room. His v i r tual  real i ty googles bl inking and the machine 
shows that the s imulat ion fa i led.

DISSOLVE TO
The man lays on the ground breathing heavily. In front of him is a dry plant with only few leaves left. In the mo-
ment he breathes out a single leave falls to the ground.

DISSOLVE TO 
The machine starts the simulation again.

DISSOLVE TO
The man stands in the center of the ocean. Big waves moving aside him.

DISSOLVE TO
Now he is floating in the calm ocean. A glitch interfere this silence and he is suddenly floating through a dessert. 

DISSOLVE TO
The man walks through a lonely dessert scenery. The wind is howling in the background. 

DISSOLVE TO
The man starts his way to the mountains. An old ruin appears behind a hilltop. 

DISSOLVE TO
He walks through the ruins continuing his search for the door.

DISSOLVE TO
A door appears on the top of a mountain. 

DISSOLVE TO
The man stands in front of the door made of light. The door begins to open itself. The sky gets dark and the light 
gets stronger.

DISSOLVE TO
A forest clearing appears with a flying bird. The man begins to run.

FADE OUT 
ENDSCREEN
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THE
END

LAST WORDS

This movie shows the desire of the real sense of 
nature, not the fake or simulated nature, the real 
pure unadorned outside world. The maybe hopeless 
search of an escape of this fast and dying world to 
a seemingly quiet and peaceful counter draft. But 
this raises the question if this is possible or even 
desirable.

If these simulated landscapes are our only chance 
to fulfil our desires of nature, doesn´t this make our 
wish more reliable? If something isn´t real in fact is it 
maybe real in our heads? 

If we can escape to another level of sensation in 
this simulation, does this make the nature we know 
obsolete? In comparing these worlds with each other 
in the way they create feelings in our inner self, we 
realize these feelings are different and, in a way, the 
same.

This film won´t give you the answers to these 
questions, it rather tries to show them in a visual way.

The search of an exit to another world, which in our 
scenario can only be reached with the help of digital 
tools, is the main theme of our film. 

The nature scenes symbolize the barren simulated 
reality, filled with real time data of a, in our scenario 
maybe already lost world. The loneliness of our 
protagonist wandering through the landscape, 
searching for a hidden exit, symbolize the search of 
fulfilling his desire of the real world. The glitch can be 
seen as the failure of this search and the transmission 
between long distances or the fading of time.

Our protagonist lives through different emotional 
conditions, up and downs like life itself. Finding a door 
just at the moment when it closes itself and giving you 
no chance to step through. However, this closed door 
enables a new journey, hopefully the right way, the 
most urgently needed exit to fulfil our desires. 
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