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Project Brief

Objective

Create a new visual identity for Experimentarium, a
children’s science museum, including a new name,
logo, color palette, and typography, and apply it to
materials for the Future Human: How Far Will You Go?
exhibition.

Key Challenges

e Designing a flexible and cohesive visual system
that works across diverse exhibitions and
communication materials

o Capturing the museum’s mission and values
through the new identity
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Research & Inspiration
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How To Get Here
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Experimentarium wore an outfit - it's a living organism

« interactive - heat reactive, ever-changing

« living outfit? - adapts to visitors within

« alive, playful, social, responsive, a little
magical

« like clothing that reflects your energy, mood,
identity

 Brand Analysis: Reviewed the museum’s
website, social media, and visitor feedback to
understand how it communicates its values,
strengths, and brand identity.
o Keywords: Fun, Activity, Inspiration, Science

e Creative Scenario Exercise:
 What if Experimentarium wore an outfit?
- What if the museum were a living being?
e The museum is alive — vibrant and full of
wonder, like science itself.



Research & Inspiration

o Site Visit: Explored Experimentarium
and attended the Future Human: How
Far Will You Go? exhibition to
understand the space, audience
Interaction, and atmosphere.
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Research & Inspiration

o Site Visit: Explored Experimentarium
and attended the Future Human: How
Far Will You Go? exhibition to
understand the space, audience
interaction, and atmosphere.
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Research & Inspiration

Centre
Pompidou

l.LOUVRE

Like Pompidou and the Louvre, whose logos draw from architecture,
Experimentarium’s spiral staircase could be the foundation for its new identity.



Research & Inspiration
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Explore science in Experimentarium Explore science in Experimentarium EXPERIMENTARIUM... Experimentarium hvor der blev udforsket ... EXPERIMENTARIUM - SCIENCE MUS...

sets the tone for this science
museum.”

- TIME Magazine, World's
Greatest Places 2018

@ Tripadvisor = Experimentarium & Designboom = www_experimentarium dk A Arkitekturbilleder
Experimentarium (2025) - All You Need ... New World-Class Science Centre Opensin ... CEBRA reopens denmark's experiment... Explore science in Experimentarium Experimentarium - Arkitekturbilleder

= www.experimentarium.dk = www_experimentarium.dk = Experimentarium = Scan Magazine = VELUX Commercial

e Confirmed that articles and search results frequently highlight this landmark.



Research & Inspiration

“In addition to serving its purpose as a staircase, HELIX
therefore symbolises life, and the science that is the
focal point of the popular experience centre."

- Studio CEBRA

e The staircase, named HELIX, was inspired by the
double helix structure of DNA.

e Aligns with my initial concept of the museum as a
living, dynamic being

e Positioned at the heart of the museum, it anchors the
visitor’s journey

e |ts upward spiral reflects themes of growth, curiosity,
and exploration



Logo Design

e Inspired by DNA and upward motion
e Final form uses one vertical line, short horizontal steps, and semicircles
e Thin strokes create a sense of elegance & allow seamless repetition as a pattern for extended applications




Poster Development

e Experimented with composition, stroke weight, and color to integrate the logo as a unifying element
across all materials
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Poster Development

e Experimented with composition, stroke weight, and color to integrate the logo as a unifying element
across all materials
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Poster Development

e Alonger, vertical arrangement best captures the structure and upward flow of the staircase
e Chose the name Spiralen, which means The Spiral in Danish
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Poster Development

FUTURE
HUMAN

Monday-Friday
8am to 7pm

spiralen.dk
@spiralen

FUTURE HUMAN
HOW FAR WILL YOU GO?

Future Human - How Far Will You
Go? transports you to a near
future. Experiment with six
emerging technologies that
promises to change your life. The
question is: How far will you go?

SPIRALEN

FUTURE
HUMAN

How Far
Will You
Go?

Future Human - How Far Will
You Go? transports you to a
near future. Experiment with
six emerging technologies
that promises to change
your life. The question is:
How far will you go?

cloning,
brain implants,
genetic manipulation,
deepfake,
emotion-sensing
technology, and
cosmetic technology

9:30am-5:00pm Everyday spiralen.dk
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How Far
Will You
Go?

Future Human — How Far Will
You ransports you to a
near future. Experiment with
six emerging technologies
that promises to change
your life. The question is:
How far will you go?

cloning,

brain implants,
genetic manipulation,
deepfake,
emotion-sensing
technology, and
cosmetic technology

How Far
Will You
Go?

Future Human - How Far Will You
Go? transports you to a near future.
Experiment with six emerging
technologies that promises to
change your life. The question is:
How far will you go?
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cloning,
brain implants,
genetic manipulation,
deepfake,
emotion-sensing
technology, and
cosmetic technology

spiralen.dk
9:30am-5:00pm Everyday
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How Far
Will You
Go?

Future Human - How Far Will
You Go? transports you to a
near future. Experiment with
six emerging technologies
that promises to change
your life. The question is:
How far will you go?

cloning,

brain implants,
genetic manipulation,
deepfake,
emotion-sensing
technology, and
cosmetic technology

spiralen.dk
9:30AM - 5:00PM Everyday
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How Far
Will You
Go?

Future Human — How Far Will
You Go? transports you to a
near future. Experiment with
six emerging technologies
that promises to change
your life. The question is:
How far will you go?

cloning,

brain implants,
genetic manipulation,
deepfake,
emotion-sensing
technology, and
cosmetic technology
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e [terated with color and
various hand images and
positions to find the best
combination to express the
exhibition’s themes

e Aimed to balance the
logo’s minimalist feeling
with the playful energy of a
children’s museum



Poster Development

How Far
Will You
Go?

Future Human — How Far Will
You Go? transports you to a
near future. Experiment with
six emerging technologies
that promises to change
your life. The question is:
How far will you go?

FUTURE
HUMAN

9:30AM - 5:00PM Everyday
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cloning,

brain implants,
genetic manipulation,
deepfake,
emotion-sensing
technology, and
cosmetic technology

spiralen.dk

FUTURE
HUMAN

How Far Will
You Go?

Come join the near future and
experiment with six emerging
technologies that promises

to change your life.
The question is:
How far will

you go?
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spiralen.dk
9:30AM - 5:00PM Everyday

e Enlarged the pixelated hand
and reduced the human hand
to emphasize the rapid growth
of technology and its impact,
In line with the exhibition’s
theme



Poster Animation
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The question is:
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The human hand draws the
pixelated hand, representing
how humans created
technology.

Then, the two interact —
pushing, expanding, and
shrinking — to illustrate the
dynamic relationship and tension
between humanity and
technology.



Poster Animation

FUTURE
HUMAN

How Far Will
You Go?

Come join the near future and
experiment with six emerging
technologies that promises

to change your life.

The question is:

How far will

you go?

spiralen.dk
9:30AM - 5:00PM Everyday

Google Drive Link



https://drive.google.com/file/d/1DTOAsXu8B-jkZS9euKwYcxy0XVg9m6Aj/view?usp=sharing

Visual Identity

e A bright, playful color palette
evokes the fun and liveliness of a
children’s museum
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e Arounded, friendly typeface
) reinforces approachability and
energy
®
POPP'“S BOId i  Considered how the logo and
= Spiralen mark adapt across different

materials and exhibition contexts
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Visual Identity Applied

The logo elements can be repeated
and intersected to create a variety

of pattern designs.




Reflection

FUTURE
HUMAN

How Far Wil | 468

With more time, | would explore poster variations—like the
pixelated hand flicking or shaking hands with the human
hand

I'd also experiment with applying the patterns to
presentations, maps, merchandise, and other museum
materials

Learned the importance of consistency and aligning visuals
with message

Again realized that design is not a linear process — it
involves iteration, uncertainty, and constant back-and-forth
between ideas



Thank you!




