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Introduction
The project was an extremely aspirational project 
as we were trying to create a fully functional 
shareable virtual exhibition while simultaneously 
understanding the nuances of exhibition design. 

The project started with us developing an 
understanding of exhibition design, both physical & 
digital. Then, we worked in groups under specific 
teams to collectively create a fully functional virtual 
exhibition.

During this time, we were also exposed to a lot of 
work done in the world of exhibition design & a lot 
of department specific work as well. 

In this project, I worked on the identity & signage 
systems for the virtual exhibition - transcend 2021.
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Phase 1: Case Study
I analysed and dissected the Solomon R. Guggenheim Museum, New York 
using the Google Arts & Culture Application (Street View). You can find a 
detailed breakdown of my case study here.https://drive.google.com/fil

e/d/1wHa1WFSMhViMv-byN
x5j4jrKkt48beCM/view?usp
=sharing
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Reception desks at the museum; Google Arts & Culture 2021.

Wayfinding lights at the museum; Google Arts & Culture 2021.

Display system, 3rd floor at the museum; Google Arts & Culture 2021.

Signage systems at the museum using the Roboto typeface.

Plan view of the museum; Google Maps 2021.



Phase 1: Case Study - Visual Boards
I further dissected the space and the elements of the space to create my 
own derivations about the space. Initial visual boards were more literal 
and poorly executed whereas the final one was focused more on the 
metaphorical essence of the museum.
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Initial visual board for lighting; not based on the Guggenheim.

Display systems at the Guggenheim Museum.

Natural light incorporation into the physical space, Guggenheim Museum.

Typography style sheet, multiple museums.



Phase 1.2: Visual Board
I used the elements essential to the museum: the central atrium, roboto, 
isolated display systems, the three types of lighting (spot, back, 
wayfinding).

In this phase, it was a shocking moment to understand how weak our 
compositional skills were. I tried really hard to plan the composition and 
create something that was visually appealing. 

This realisation also fuelled a self-initiated project that I did in my own 
time during the course of this project, which you can find here: 
https://www.arjunyadav.info/typographicposters

I now realise that as a visual designer, it becomes imperative to have 
sheer “making” skills. Ultimately, no amount of conceptualising or 
thinking can overpower that.
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Initial sketch of the essential components.

Final moodboard, without natural light.

Final moodboard with natural light.



Phase 2: Learning Sketchup
I created a model of the CD bay & created 3 objects to try and learn the 
software required in the project for 3D Modelling.
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Fig 14: Making the space in 3D using sketchup; proportional to actual dimensions.

Made a table, vase and a 3D version of a le�terform from my self-created typeface just to understand 
how sketchup would work in conjunction with the project.

Breaking down the space & its dimensions; done by Risaal Shaan Sabbir, 2021.

In this phase, I tried to let go of my fear of 3-D. Since foundation, I have 
always had problems while thinking in the Z-axis. 

It was tough for me to navigate through this and I had to resort to asking 
a lot of questions to Mani Ma’am, my peers & the internet. It was 
sometimes frustrating to see the process it took in 3-D Softwares. 

Ultimately, I’m glad to have ventured into the process and not being 
beaten down by it. I didn’t give up on the 3-D software even though my 
outcomes didn’t look the best. 

It has added yet another skill to my arsenal & I hope I can utilise it in the 
time to come. It has in some ways also removed my fear of existing 
softwares and thinking in the 3-D realm.



Phase 3: Looking At Existing Work
Some examples are taken from classroom sessions while some arose 
from individual studies. This was done to understand what is going on out 
there and what can I utilise.
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Seeing how typography can be incorporated into the physical space that transcends beyond the ordinary; shared by Mr. 
Suman Bhandary, 2021.

Fig 15: Made a table, vase and a 3D version of a le�terform from my self-created typeface just to 
understand how sketchup would work in conjunction with the project.

Example of a typography museum; shared by Mr. Suman Bhandary, 2021.
Dynamic directional lights in a museum that I was studying.

I understood that we tend to think in linear ways of presentation. 
Ultimately, content remains the content and you are free to use whatever 
elements of space in whatever medium you deem suitable. 

I was constantly looking at virtual exhibitions, physical exhibitions and 
reading about existing technologies during this phase. My peers were 
also very insightful as they shared some experimental approaches.



Phase 4: Deriving A Narrative
We derived a narrative which was suitable in our context to tie in the 5 
domains of work together: Typography, Advertising, User Experience 
Design, Digital Narratives & Publication Design.

We were always inclined towards an 
abstract concept in our discussions as we 
felt that the journey was quite poetic in 
nature. We commonly agreed on this 
narrative and the core of the narrative was 
set.

The theme of light & dark areas was 
derived upon our visit to college wherein 
we observed that the last bay was well lit 
by the sunlight and the first day was the 
darkest. This transition of from darkness to 
light was then metaphorically adapted.
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Dra�ting a common narrative; wri�ten by Risaal Shaan Sabbir, 2021.

Ideating on names for the exhibition.

The concept behind the name “transcend”; wri�ten by 
me, 2021.

With the central theme set, I ideated on 
names for the exhibition in collaboration 
with my group. I decided on certain 
factors (listed above) since I was 
responsible for the identity & signage 
systems for the exhibition. 

These factors helped us choose an ideal 
name which truly represented the 
narrative.



Phase 5: Understanding The Space
During this time, me & my peers went to the physical space to try and 
understand the physicalities of the space.

https://drive.google.com/fil
e/d/1wHa1WFSMhViMv-byN
x5j4jrKkt48beCM/view?usp
=sharing
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Taking measurements to make the model proportional to actual space.

Looking at the space in actuality.

Studying lighting of the actual space.

I did a lighting analysis of the space. I understood the planned distance 
between light bars & how each bay has been laid out with regards to lighting.
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Phase 6: Display System Ideas
We used a divergent and convergent thinking process during this time. 
We ideated individually and then discussed each other’s ideas collectively 
to arrive at a uniform outcome. 

I first used the understanding of the physicality of the space to identify 
different zones that can be used to display certain kind of work. My ideas 
for displaying the work were influenced by my earlier studies. 

I also used my understanding of the Guggenheim and incorporated 
isolated zones within the exhibition plan (for Digital Narratives, bay 2 and 
Advertisements).

https://drive.google.com/fil
e/d/1wHa1WFSMhViMv-byN
x5j4jrKkt48beCM/view?usp
=sharing

I was happy to have analysed the space and conducted my own 
experiments to arrive at an understanding. Post-this analysis, we ideated 
collectively on display ideas and then segregated into sub-groups as per 
our responsibilities for the exhibition.

Some textures of the college, clicked by me. These 
were further used by the Textures sub team.

Overall plan for planning the space.
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I was happy to have analysed the space and conducted my own 
experiments to arrive at an understanding. Post-this analysis, we ideated 
collectively on display ideas and then segregated into sub-groups as per 
our responsibilities for the exhibition.

I kept in mind what was essential to show off the 
work in the exhibition which was unique to each 
project. For example, in the typeface design 
project, showing off letterforms was much better 
for us rather than to create documents with our 
typefaces since they weren’t fairly developed. 

I liked the incorporation of the isolated spaces for 
the typography spaces. None of these ideas were 
taken forward the subseqent formed display 
system team. I thought some of them really hard 
merit. 

They did incorporate some elements such as my 
idea of creating installations of types and 
characters being entry points for animated films.

I understood the feedback from my mentors of 
considering the amount of work and feasability for 
these display systems, when converted to a 
physical space. In retrospect, I still doubt the line 
they were trying to create between the physical & 
digital. Some of our “accepted” display systems 
can never be made in the physical space.

I feel like this line was quite ambiguous and 
should have been imposed on by the group (us) or 
the mentors of the project. 

I also took this time to go to the Museum of 
Illusions in CP to further look at real-world 
exhibition design. I focused on the signages and 
the use of typography within the space. 

In the Museum of Illusions, they use a type family 
but play with the words visually to represent the 
illusion happening within the room. However, 
there is a lot of play with the typeface and they fail 
to be part of a unified family. 

The museum, however, had its own visual 
language defined with a set of elements which was 
insightful to see.

Typography installation using number plates as 
welcome signs.

Resolved plan for typeface design with the 
incorporation of specimens.

Digital narratives display system.

Publication display systems with pedestals.

Immersive spaces / zones for each typeface.

Typography installation using number plates as 
welcome signs.
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Looking at the MTV dynamic identity system.

Guggenheim Ro�terdam Identity System  
Project; by Pablo Sijbrants, Behance 2021.

Important words for transcend 2021 & the space of IIAD CD Bay.

Abstracting elements from the plan view of the CD bay.

Phase 6: Identity & Signage Systems
I was assigned the role of creating the identity & signage systems. After 
all of this understanding and speculating about the application of the 
identity, I took the decision of creating a dynamic identity system which 
would lend itself to the signage system; thereby forming a unified visual 
language.

Upon my study, I observed that there was a group of elements (in MTV’s 
case, the “m” and the “TV”) that remained constant whereas elements 
such as colour were used to vary visual style.

When looking at identities of museums and 
spaces, I quickly realized that the inculcation of 
the physical space itself into the form of the 
identity was essential. 

When broken down, this meant that the visual form 
would correspond to the physical space, the 
colours would correspond to the theme & narrative 
and the overall visual feel would correspond to the 
visual language of the exhibition. 

These thoughts further structured my approach.
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My process went from sketchbook to digital 
to studies in a constant loop for days. Every 
day, in the evening, I’d take feedback from 
the group just to get out of my own head 
and see what everyone else thinks of the 
forms without my context. 

It was a hard journey. No one really knew 
what the exhibition would look like but I’m 
glad that everyone was critical at this point 
in time. It really helped understand the 
wants of my group.

I tried a bunch of different approaches but 
something always seemed missing. The 
forms either became too complex to be 
used across a variety of extensions or too 
vague.

Because of the time crunch, we did arrive at 
a form and decided to go forth with it. 

However, during feedback from our mentors 
and my group-mates, I realised that the 
colour was not working with the essence of 
the exhibition. 

This was incredibly frustrating simple 
because no one really knew how the 
exhibition would look like. The visual boards 
were vague. 

We changed the approach and I started to 
work more with the other departments to 
remove this barrier in communication & 
started to get a feel of how the exhibition 
would look and my interpretation was 
informed by the observations of multiple 
sub-teams. 

I realised how important it is to pin up your 
work when doing something that has to 
unify different elements into one language 
to see if different sets work well with each 
other.

Some of the key stages during the process.

Finalised concept.
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During this time, I was sure that the form 
was going to remain the same and only the 
colours would change. 

I experimented with the initial identity and 
wrote a script on Processing for a form 
generator. 

In some ways, I always felt inferior to not 
use technology like this in comparision to 
my peers and hence, I realised this was the 
perfect opportunity to learn something new. 

I did this over one weekend and it felt 
incredible. I coded a static version of the 
identity after dividing it into a pixel grid and 
then added variability to each element. 

I also resolved the math during the later 
stages of the project but then took the 
decision of not pursuing it since it wasn’t 
feasible for the scope of the project.

Colour trials derived from the feeling of the narrative and visual styles of other 
sub-teams.

Dividing the identity elements into a pixel grid.

Part of the code wri�ten on Processing.

Some examples of forms generated and subsequent 
usage as signage across the exhibition.

Another exploration that we finalised for a while.



Finally, I started to combine typography and elements of the initial logo 
with the organic nature of the exhibition as my understanding of the 
usage of the identity evolved. This is how I was able to arrive at the final 
chosen form. You can view my pitch here.https://youtu.be/tKcA3F37K58
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I was quite happy with the identity and how it was 
incorporated into the exhibition. It took me quite a while 
to arrive at an identity that everyone could resonate 
with and I believe it was only because I followed an 
extensive process to arrive at it. 

Simultaneously, we were also required to look at 
signage systems. I didn’t quite understand a starting 
point and interacted with my mentor after a few initial 
explorations.

I was provided with papers by Felix Kett on Traffic Sign 
Systems & Typeface Selections for Traffic Sign Systems. 
The papers were incredibly insightful as I understood 
that the physical interaction & limitations greatly 
influence a signage system. 

I realised that in the virtual space, these physical 
limitations manifest themselves in may ways. For 
example, your vision is limited to a rectange; i.e you do 
not have peripheral vision which means that signages 
cannot be placed near the roof as you probably won’t 
see the roof.

The papers were in many ways insightful and I’m glad to 
have gone through them in this course. 

I was made aware of this relationship between graphic 
design and space when graphic design is put in space. 
It was somewhere around this time that my mentor’s 
words made sense to me, “The purpose of this project is 
to understand and apply the relationship between 
space and graphic design”. 

I tried a bunch of my own experiments to understand 
this relationship in the context of my project.
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Signage trials

Testing of maximum legible distance; courtesy Felix Ke�t.

Signage trials with physical form.



To make the typeface “feel” like the exhibition, I 
analysed 72 typefaces and shortlisted 4 in collaboration 
with the group based on chaarcteristics and visual feel.
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Defining the criteria for signages.

Typeface analysis sheet.

Rejecting typefaces based on specific reasons.



Then, we measured the maximum 
distance for the forms to be distinguised 
and identified. We were able to figure out 
a range and a proportion between size of 
the typeface & distance from the printed 
material. 

We would have loved to do this in the 
digital space, however, the software was 
too hectic to be able to give a trial run. 

Everything in the virtual exhibition was 
eyeballed which is where some amount 
of precision is lost. I tried to incorporate 
my learnings from the physical space to 
the virtual space but the eye level and 
everything else had to be eye balled.

Final signage examples.
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Another idea of the light passing through 
a typographic cutout was first made 
physically and then built digitally. 

This made me realise the importance of 
rapid physical prototyping and I was 
happy that we were able to try and 
experiment with this instead of trying to 
figure something out on the computer 
screen.

Placing signages on Sketchup.

Physical project heading prototype.
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End Reflections
This document is in many ways a brief account of the process 
& reflections during pivotal moments of the 4 week long 
project. I am incredibly thankful to have been immersed in this 
project because of my own motivation, inspiration (other’s 
work: in & outside of college), my mentors & my peers. 

I’m grateful to have understood this important relationship 
between a space and graphic design of that space and how 
both of them correspond to each other. 

I think that, in this project, I was able to take a role and really 
explore the depths of that role which is what has led me to a 
satisfactory outcome. I know that there existed opportunity to 
learn more and explore more, probably on Simlab but I knew 
that I had a job to complete as part of my group and I’m proud 
to have done that. 

To my mentors, I thank them with all my heart; especially Mr. 
Suman Bhandary for his valuable visual design inputs. I also 
thank everyone in my group and my peers to have been a part 
of this project alongside me and for putting up with my 
difficult self. 

I think what was made clear in this project was that everyone 
has their own way & pace of working and you must be able to 
adjust with that. Thanks Risaal & sorry for the outburst. 

Goodbye Space Design, my enemy in L4. This year I came & 
can hold my head up high. 

Adios, 
Arjun.



The End.
Document created by Arjun Yadav (UG18014) during the 6th 
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