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Ways of Perceiving: Essay
During this brief I aim to create an idea for an imagined art exhibition in the Mission Gallery in Swansea. I will be looking at both AR and VR technologies and people who have used the technique for their own exhibitions, in hopes I gather inspiration to create my own influenced ideas. 
My theme for this assignment is “Graphic Design in a Public Space”. I chose this theme specific theme because it seemed the simplest and most fitting for my idea which is including mainstream graphic design artists who specialise in digital work.
	Thinking about the history of ideas and how they came about derives from the deconstructing of art. A form of semiotic analysis. Deconstructing art helps enables us to see the history and culture of the artwork. The use of semiotics help “deepen our self-awareness.” Furio, J. (2016). On Deconstruction as an Aesthetic Theory
Art itself relates with philosophy in which you search for the truth within the piece of artwork and the audience it was intended for. Looking deeper into this, it relates heavily on the Fine Art area where it expresses more on showing thought and emotion.
Going into either a museum/gallery, we often have ideas on what the artwork is for and about. Our age can also affect on how we come about to approach the understanding of the unusual pieces in an art gallery, specifically being one in a contemporary art museum. Before modern day art, traditional art pieces like ones by Michelangelo clearly showed what the art was actually about by showing religious imagery on Christianity unlike ones today. Traditional religious pieces weren’t only shown on canvas’ but cathedrals and sculptures as well. 
Emotionally, art pieces help us relate to them by the colour choice. Examples being ‘Blue’ which could help us cope with loneliness or how calm/aggressive it is drawn and portrayed. Art pieces can also make you question with the world and political power. VR Headset

Virtual Reality rose to popularity in the early 1980’s by a computer scientist named Jaron Lanier, the term ‘VR’ usually means showing a visual experience through a computer, phone screens and anything that enables you to view image. A popular example of this technique was done by artists ‘Langlands and Bell’ in 2002 showing a VR installation of Osama Bin Laden’s lair in Afghanistan. It enabled users to browse through the place with a joystick. 
Virtual reality software on the internet also helps artists make their own installations, examples like Tilt Brush and Second Life where it helps creatives to have a virtual exhibition with their very own artwork, a more unique approach to a traditional exhibition. 
In most recent times, both virtual reality and augmented reality have become more and more popular with introductions of headsets where users put them on with either inbuilt screens or the ability to put their phones in to act as the screen with the ability to use third party software to make use of the headset.
In 2017 a pop-up project in the Royal Academy of Arts in London used VR technology by using a device called the “HTC Vive” where the user puts on the headset. The project included artwork from Adham Garamawy and Elliot Dodd which were graduates from the academy. They used software like Kodon and Tilt Brush by Google which produces installations for you and the ability for the user to paint in.
Researching VR artists around the internet I found a couple of contemporary artists that I have found most interesting, one being Jon Rafman who puts his work on Google’s Street View, his work mainly revolved around modern art and has a sort of quirky element to them. Using a headset to navigate through his own created ‘world’.
Jon Rafman’s VR

Another similar artist is digital artist Ian Cheng, he is a simulation artist who uses scripted animations of his models and gives them individually their own unique personality. Ian Cheng’s VR


Augmented Reality is rather different to Virtual Reality, instead of using a headset in VR, AR uses the environment around you and puts animated imagery on top of it, examples being in the official IKEA app for iOS, you are able to place chairs, sofas and tables using the camera sensors by creating a map of dots around your room to help the app program and resize the piece of furniture to suit your natural environment. IKEA’s AR 

“Applications of augmented reality can be as simple as a text-notification or as complicated as an instruction on how to perform a life-threatening surgical procedure.” Reality Technologies (2016) Introduction to Augmented Reality (AR).
For my imaginary exhibition, I have thoughts of ideas on how I would come about in constructing it by incorporating both my theme, which is “Graphic Design in a Public Space” and the use of Virtual Reality. I want to create an installation within a headset using the beta version of the software ‘Second Life’ from research above which enables users to interact with each other in a virtual world, allowing users to create exhibitions. 
The purpose of my idea is to give the freedom for people to visit my exhibition anytime and anywhere. I feel like this will benefit most to those with a disability who are unable to leave the house. My exhibition will be virtually placed in a 3D art gallery, specifically the Mission Gallery in Swansea. 
The mainstream artists I will include in my exhibition will be 4 graphic design artists, them being David Carson, Saul Bass, Stefan Sagmeister and Paula Scher. 
David Carson specialises in typography where his designs are very reminiscent of old 90s technology. Saul Bass specialises in digital and traditional screen-print, he uses strong imagery with warm tones for example, red, orange and yellow. Stefan Sagmeister’s work focuses mainly on the human face, projecting typography and patterns on faces. Paula Scher also specialises in typography, with the inclusion of pop art elements and strikingly bold text. 

Reasons why I’ve chosen to include only mainstream artists in my exhibition is because I aimed to have major influencers who have helped shape the graphic design world today. I find their work to be the most aspiring and interesting to look at compared to more recent graphic designers where I feel their work has been heavily inspired by these influencers. 
[image: ]





In doing so, my opinions are that my gallery would be rather popular with the teen and adult crowd who are quite fond with the history of graphic design, typography and collage work.
The design process of the placement of artwork will be that I will place them as per section, I avoid on clashing the pieces together and have try them all complement each other. 
[bookmark: _GoBack]For the atmospheric surroundings of the exhibition I will probably have some sort of audio playing in the background. The music I would have planned would be the use of calm and therapeutic melodies which would play at a minimum volume level to avoid making the user less focussed when analysing artwork throughout the virtual gallery. I want to create a welcoming and pleasing atmosphere throughout.
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