





their top 50 tips for designing futuris .
~rops and vehicles that are light years ahead O

<i-fi has never been more popular.

Here, industry experts give us
tic robots, aliens, environments,

f the rest

hare's are few realms of design that otter the breath

and scope of creativity as that found in the world of

science hicton ot for film
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desien can be exhilarating, it can alen be intimidating. So, here

we've tracked down some of the world's top sci-1i i tists to have
them explain their processes Over the next lew pages, We Spedk
with contributors to such projects as Elysium, Halo, Star Wars, lron
Man, Pacific Rim, Star Trek: Into Darkness and more to discover jJust
how they take the mundane and everyday, and turn it into

comething truly out of this world
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