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Building Reconstructable Worlds
A studio model for the era of AI-assisted virtual production.

EXECUTIVE SUMMARY

Anomaly X Productions is a Los Angeles–based virtual production studio built on a single thesis: in a content economy
saturated by prompt-driven AI output, durable creative value belongs to studios that can author, capture, and reactivate
complete worlds — not just generate isolated shots. This paper describes the operating model, the gap in current virtual
production it addresses, and the proprietary methodology that distinguishes the studio's work.

01 — BACKGROUND

The Shifting Ground of Virtual Production

Virtual production has matured rapidly since the LED-stage workflows pioneered on The Mandalorian. Generative AI tools have multiplied
the possibilities further: World Labs' Marble produces persistent 3D environments from text prompts; Beeble's SwitchLight 3.0 extracts
physically-based rendering passes from raw video footage; Postshot's Gaussian splat reconstruction has become the desktop standard for
neural scene capture. Yet across the industry, these tools are used in isolation. The pipelines connecting them remain ad hoc —
assembled by individual technical artists rather than operated as integrated studio infrastructure.

02 — THE PROBLEM

The Limits of Linear Production

Conventional virtual production pipelines remain linear: model → texture → light → render. Each scene is a single-use deliverable. AI
content pipelines compound the constraint — prompt-based outputs cannot be revisited, re-lit, or re-deployed across formats.
Performances composited onto generated environments cannot be re-performed in new lighting. As studios face shortened production
cycles and expanding format demands across cinematic, XR, and installation work, the linear model produces high-cost, low-reuse output.
The pipeline delivers content but produces no spatial memory.

03 — THE STUDIO MODEL

A Studio Built Around Reconstructable Worlds

Anomaly X Productions operates through the Authored Reality Pipeline™ — a closed-loop methodology integrating Marble, Beeble,
Postshot, and Unreal Engine into a single cycle: Author → Capture → Encode → Activate. Live-action performance is integrated into
procedurally-authored environments via SwitchLight's PBR passes; the unified scene is encoded as a Gaussian splat field; the splat field
deploys to Unreal Engine for real-time activation. Every output is reusable — the same world can be re-lit, re-performed, or re-deployed
across formats without rebuilding.

The studio's signature, Authored Anomalies™, embeds intentional irregularities into each environment, producing recognizable,
designed work that stands apart from generic AI photorealism. Underlying the entire operation is Worldwright™, the proprietary
orchestration system that tracks every artifact through the pipeline and enables production-grade scaling.

04 — CONCLUSION

Reusable Infrastructure, Not One-Off Deliverables

Anomaly X Productions is a working studio built for an era in which content has become abundant and worlds remain rare. By operating a
closed-loop pipeline at production scale, the studio offers clients reusable creative infrastructure, not single-use scenes — a positioning
aligned with the simulation, XR, and world model markets emerging alongside traditional cinematic work.
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