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1.INTRODUCTION

"Space Time Marvels, A Sci-fi Museum & Entertainment Hub" represents an architectural
marvel transcending traditional bounds. This visionary project merges futuristic innovation with the
allure of sci-fi narratives, creating an immersive edifice at the forefront of exploration.

Within its walls, captivating live simulations, interactive displays, and cutting-edge holographic
marvels await visitors. Sectioned exhibits delve into realms of time travel, extraterrestrial life, and
cosmic wonders, inviting patrons to ponder the unknown and fueling intellectual curiosity.

However, it's more than a visual spectacle. Engaging workshops harmonize futuristic technology
with imaginative inquiry, fostering a dynamic learning environment. The entertainment zone pulses
with film screenings, cosplay events, and themed galas, celebrating the very essence of the
imaginative universes explored within.

In essence, this nexus is a conduit between imagination and reality, beckoning patrons to embark on
journeys of curiosity and unbounded exploration, pushing the boundaries of what's possible within
the realms of both architecture and human imagination.

1.1 What is SCI-FI ?

Science fiction, often abbreviated as sci-fi, is a genre of speculative fiction that explores
imaginative and futuristic concepts, often involving advanced technology, space exploration, and
alternative realities. It delves into the impact of scientific and technological advancements on
society, offering creative visions of the future or alternate worlds.

1.2 What is a sci-fi museum & entertainment hub ?

A sci-fi museum and entertainment hub is a facility that showcases exhibits, artifacts, and
interactive displays related to science fiction. It serves as a space where visitors can explore the
genre's history, iconic works, and futuristic concepts. Additionally, it may offer immersive
experiences, events, and entertainment activities to engage and entertain enthusiasts of science
fiction and also to generate revenue from various activities.

2. NEED & RELEVANCE OF THE PROJECT
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The project addresses a pressing need for architectural innovation that transcends traditional
museum concepts. Its relevance lies in several critical aspects:

1. ARCHITECTURAL INNOVATION AND DESIGN EVOLUTION :

From a design standpoint, this project pioneers innovative architectural approaches. Its futuristic
elements, such as live simulations and holographic displays, push the boundaries of architectural
design, setting new standards for immersive and interactive spaces.

2. CULTIVATING IMAGINATION AND INNOVATION :

This project provides a vital platform for nurturing creativity, imagination, and futuristic thinking.
By immersing visitors in the realms of sci-fi exploration, it encourages unconventional thought
processes essential for innovation across various disciplines, from technology to the arts.

3. EDUCATIONAL SIGNIFICANCE :

In an era where scientific advancements and technological breakthroughs drive our future, this
project serves as an educational hub. It offers interactive workshops, seminars, and exhibits that
enlighten visitors about potential future technologies, ethical considerations, and the impact of
scientific progress on society.

4. BRIDGING ENTERTAINMENT WITH LEARNING :

By integrating an entertainment zone within the museum, it connects leisure and learning, making
educational experiences enjoyable and accessible. Film screenings, cosplay events, and themed
galas cater to diverse audiences, fostering engagement with futuristic concepts in a relaxed setting.

5. FOSTERING CURIOSITY AND EXPLORATION :

The project fuels curiosity by exploring speculative concepts such as time travel, alien life, and the
vastness of the cosmos. It inspires visitors to question the boundaries of current scientific
understanding, fostering a thirst for exploration and discovery.

6. SOCIETAL IMPACT AND CULTURAL RELEVANCE :

As society navigates an era of rapid technological advancement, this project prompts discussions
about ethical dilemmas, societal implications, and cultural impacts of future technologies. It
encourages dialogue on shaping a collective future that aligns with ethical and moral principles.

SPACETIME MARVELS : A SCI-FI MUSEUM & ENTERTAINMENT HUB
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In summary, the project's relevance extends beyond its physical structure. It serves as a catalyst for
fostering imagination, encouraging learning, and sparking conversations that shape a more
informed, innovative, and culturally conscious society.

2.1 WHY A SCI-FI MUSEUM IS REQUIRED IN INDIA ?

• As we can see, Countries like UAE, USA etc. are focusing more on the futuristic infrastructure to
attract tourism and as a developing nation, The Govt. of India is also focusing on the infrastructure
by providing crores in budget allocations during Annual Budget Meets.

Budget allocation for infrastructure in F.Y. 2023-2024 was 2.4 Lakh crores and,

Budget allocation for infrastructure in F.Y. 2024-2025 is 11.11 Lakh crores. It’s a highest total ever.

• The requirement of a Sci-fi museum and Entertainment hub is based on the fact that IT sector in
India is growing rapidly, which drives the interests of the people towards more tech-based museums
rather than historical or traditional museum typologies.

“Historical museums or Science museums in India are becoming old-fashioned day by day. The
Science museums are more designed for kids rather than for all age groups because of which

nowadays, youngsters don’t prefer to go to the museums.”

(Review by a user during interview)

2.2 WHAT IF ?

• The historical museums or traditional museums have their own charisma and vibes. And as
Indians are deep-rooted cultural people So, we can’t just demolish them or ignore them. Instead,

What if... we revive them by some interactive exhibits, holographic displays, etc.

“Just imagine, We’re actually experiencing Human Evolution through AR/VR rather than just
reading it from the boards placed near the glass-encased (non-interactive) exhibits. or able to see
and feel the big bang from the Space Stations. or able to witness the extinction of Dinosaurs from

the earth to find the possibilities of Human life on exoplanets.”

SPACETIME MARVELS : A SCI-FI MUSEUM & ENTERTAINMENT HUB
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3. AIM

The aim is to revolutionize architectural design by creating an immersive space that merges
futuristic technology with educational exploration and entertainment. This project seeks to redefine
the conventional museum experience, fostering imagination, learning, and cultural discourse while
pioneering innovative architectural approaches that integrate cutting-edge technology into spatial
design.

4. OBJECTIVES

1. To understand the futuristic architectural innovations via parametricism and technological
integrations.
2. To redefine museum experiences in India by leveraging interactive exhibits, holographic
displays, and live simulations to engage and educate audiences of all ages.
3. To enhance visitor attraction and engagement.
4. To promote revenue generation via tourist destination establishment in India.
5. To stimulate the local economy by creating job opportunities, and supporting and
contributing to the region's tourism infrastructure.

5. METHODOLOGY
To understand the topic deeply the following methodologies are used :

● LITERATURE REVIEW :
A literature review methodology involves searching and analyzing existing academic and
non-academic sources of information relevant to a research topic. This process involves identifying
key research questions, selecting appropriate sources, and critically evaluating and synthesizing the
findings to form a cohesive understanding of the current state of knowledge on the topic. The
methodology may also involve identifying gaps in the literature and providing recommendations for
future research.

● CASE STUDY :
A case study methodology involves conducting an in-depth analysis of one or a few specific cases.
The researcher collects data through multiple sources such as books, observations, and documents.
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The data is analyzed to identify patterns, themes, and relationships, and the findings are then used to
draw conclusions and insights about the case(s) under investigation. The methodology may also
involve comparing and contrasting different cases to identify similarities and differences and to
generate broader generalizations about the topic.
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6 .CASE STUDIES

6.1 LIVE CASE STUDY

6.1.1 National Science Center, New Delhi
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6.1.2 Nehru Science Center, New Delhi
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6.2 BOOKCASE STUDIES

6.2.1 Shanghai Astronomy Museum, Shanghai.
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6.2.2 Chengdu Science Fiction Museum, China. (Part Case Study)
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6.3. COMPARATIVE ANALYSIS
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7. FOCUS AREA OF THE PROJECT

Here are the focus areas based on specific design aspects for the project:

Function And Circulation-Centered Design Approach :

● EFFICIENT FLOW
Design spaces with intuitive circulation paths, ensuring smooth visitor movement while optimizing
space utilization.

● FUNCTIONAL ZONES
Define distinct zones for exhibitions, workshops, and entertainment, ensuring each area serves its
purpose efficiently.

Futuristic Design Approach :

● TECHNOLOGICAL INTEGRATION
Incorporate cutting-edge tech like holographic displays, interactive simulations, and AI-driven
experiences to create a futuristic ambiance.

● INNOVATIVE MATERIALS
Utilize advanced, sustainable materials that complement the futuristic theme while ensuring
durability and aesthetic appeal.

Dynamic Lighting :

● ADAPTIVE ILLUMINATION
Implement dynamic lighting systems that adjust based on exhibit themes or visitor interactions,
enhancing the ambiance and guiding attention.

● INTERACTIVE LIGHTING
Introduce interactive lighting elements that respond to user movements or exhibit interactions,
creating engaging and immersive experiences.

Futuristic Interiors :
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● SLEEK AESTHETICS
Embrace minimalist yet visually striking interior designs, echoing futuristic concepts with clean
lines and innovative forms.

● MODULAR SPACES
Incorporate flexible and adaptable interior layouts to accommodate changing exhibits or events,
promoting versatility within the space.

User Experiences :

● ENGAGEMENT-CENTRIC DESIGN
Create interactive exhibits that encourage hands-on exploration, promoting active participation and
learning.

● PERSONALIZED EXPERIENCES
Implement technologies that tailor experiences based on visitor preferences, offering personalized
and memorable engagements.

Accessibility And Inclusivity :

● USER-FRIENDLY DESIGN
Ensure all spaces are accessible to diverse visitors, incorporating features catering to individuals
with varying abilities.

● MULTISENSORY EXPERIENCES
Design exhibits that engage multiple senses, ensuring an inclusive and immersive experience for all
visitors.

By focusing on these specific design aspects, the project aims to create an immersive,
technologically advanced, and user-centric space that aligns with futuristic themes while ensuring
functionality, sustainability, and inclusivity.
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8. LITERATURE REVIEW OF RESEARCH PAPERS

“Contemporary Approaches in Museum Space Design by Funda Kurak Acici” (2020)

The paper “Contemporary Approaches in Museum Space Design by Funda Kurak Acici” discusses
how the inclusion of the public/visitors in museum functions has led to the replacement of the
concept of the museum by that of a contemporary museum, that is, it has resulted in the emergence
of new museology, which has transformed museums into places that promote broad public access to
real-life experiences and emotions.

What distinguishes contemporary museology from traditional museology is that museums today
engage in interactive communication with the public. Therefore, visitors of museums, that have
been designed based on modern functions and new understanding, are more open to different
experiences and enjoy them more. Contemporary exhibitions of artworks attract more visitors, and
activity areas in museums turn into meeting points where visitors can sip their coffee and enjoy a
chat. It is, therefore, clear that contemporary museums are and will be important landmarks that
bring together history, art, and culture.

Museums have stopped thinking of their collections as fixed entities and realize that exhibition and
presentation are often more important than the collections themselves. The shift from the strict
canons of traditional museology to the innovative presentation and exhibition methods of the new
museology has manifested itself in contemporary approaches to recent museum designs. In this
context, museums aiming to share technological developments and different views with a broader
audience incorporate visual educational materials (computer screens, holograms, virtual tours,
interactive projection systems, three-dimensional scanning, simulators, three-dimensional modeling
and digital applications) into their exhibitions. Developments and contemporary approaches in the
field of museology are an inevitable consequence of the era in which we live because we see new
developments in every sphere of life every day.
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“New Designs In Circulation Areas And Museums The Case Of The Quai Branly Museum by
Canbakal Ataoğlu” (2016)

The research paper “New Designs In Circulation Areas And Museums The Case Of The Quai
Branly Museum by Canbakal Ataoğlu” discusses the museums emerging as dynamic spaces during
the 1970s era, serving as catalysts for radical spatial changes. Architects shifted their focus from
linear, book-like experiences to designing museums that offered visitors multiple, non-prescriptive
circulation routes. The museum experience transformed into a self-guided journey, reminiscent of
navigating a labyrinth rather than following predetermined paths.

Contemporary museums, reflecting this departure from traditional approaches, now feature spatial
arrangements characterized by irregular gaps in sections, non-geometric floor plans, and a
deliberate vagueness in defining borders. The introduction of vibrant elements such as striking
colors, patterns, and materials further contributes to the creation of immersive and unconventional
spatial experiences.

The paper underscores the broader implications of these spatial configurations, emphasizing their
role in a paradigmatic shift in the perception and utilization of museum spaces. Elements such as
irregularities in sections and the intentional departure from geometric norms contribute to an
experiential richness that goes beyond traditional museum structures. The incorporation of diverse
circulation elements, including stairs, moving stairways, elevators, platforms, and bridges, further
enhances the immersive quality of these spatial designs.
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“Rethinking Art Museum Spaces and Investigating How Auxiliary Paths Work Differently by Jae
Hong Lee and Yong Seung Kim”

The paper “Rethinking Art Museum Spaces and Investigating How Auxiliary Paths Work Differently
by Jae Hong Lee and Yong Seung Kim” explores one of the key issues in designing museums is the
interaction between the layout of space and the layout of objects, and spatial configurations are
strongly related to didactic narratives, social implications, and curatorial intentions. However, it has
not yet been examined thoroughly how museums work from a spatial perspective. Apart from the
layout of objects, spatial configurations play an important role in creating various walking
sequences, ranging from main routes to auxiliary paths. Art museums in particular can be
characterized by such deviations generated by the auxiliary path, but they are hardly understood
from this aspect.

By analyzing four art museums in terms of isovist attributes, syntactic measures, spatial sequences,
and possible trails, it has been concluded that in the cases of the Uffizi Gallery and the Moderna
Museet, spatial sequences work conservatively, so that auxiliary paths are channeled back to the
gathering space. This is because the walking experience is strongly correlated with visual syntactic
features such as connectivity, integration, and intelligibility. Conversely, walking sequences in the
case of the Centre Pompidou and the Alte Pinakothek work generativity, and auxiliary paths are
rarely related to the gathering space because the walking experience is strongly concerned with
visual geometric properties such as isovist area/perimeter and occlusivity.

REFERENCES

Acici, F. K. (2020). Contemporary approaches in museum space design. ResearchGate.
https://www.researchgate.net/publication/339073096_Contemporary_Approaches_in_Museum_Spa
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9. PRINCIPAL USERS OF THE PROJECT

The principal users of the project in India encompass diverse demographics and groups:

Demographics :

● STUDENTS AND EDUCATIONAL GROUPS
Approximately 320 million students are enrolled in schools and universities across India,
representing a significant portion of potential educational visitors.

● TOURISTS AND TRAVELERS
India hosts millions of domestic and international tourists annually, with major cities like Delhi,
Mumbai, and Bangalore attracting a substantial portion of these visitors.

● TECH ENTHUSIASTS
With a burgeoning tech-savvy population, India has over 560 million internet users, indicating a
substantial audience interested in futuristic technologies.

Statistics (Approximations) :

These figures are drawn from various sources such as government reports, educational institutions'
data, industry publications, and reputable news sources covering demographics, education,
technology, and tourism in India.

● STUDENT DEMOGRAPHIC
India's student population constitutes around 25% of the total population, implying approximately
320-350 million students seeking educational experiences.

● TOURISM STATISTICS
India welcomed around 11 million foreign tourists in 2019, and the domestic tourism market is even
more significant, accounting for millions of travelers each year.

● TECH-ENGAGED AUDIENCE
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India's internet users are estimated at 560-600 million, a substantial demographic interested in
technology-driven experiences.

Visitor Projections :

● Anticipate an annual footfall of 1.5-2 million visitors, considering both local and
international tourists, students, and tech enthusiasts drawn to futuristic experiences.
● Educational visits from schools and universities could account for 15-20% of the total visitor
count, with an expected increase during academic seasons.

These statistics showcase the vast potential user base for the project within India, encompassing
students, tourists, tech enthusiasts, and various other demographics interested in futuristic,
educational, and entertainment experiences.
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10. DESIGN GOALS AND STRATEGIES
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11. DESIGN CONSIDERATIONS :

Design considerations play vital role in every project and it helps to illustrate the idea &
vision behind the project. There are several design considerations which cannot be avoided.
Some are listed below :

SPACETIME MARVELS : A SCI-FI MUSEUM & ENTERTAINMENT HUB
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12. DESIGN GUIDELINES:

● Futuristic Aesthetics: Incorporate architectural elements and design features that
evoke the futuristic ambiance of science fiction, while maintaining functionality and
practicality.

● Thematic Zoning: Organize the museum into distinct thematic zones that explore
different facets of science fiction, such as space exploration, dystopian futures,
artificial intelligence, and extraterrestrial life.

● Interactive Exhibits: Integrate cutting-edge technology and multimedia installations
to create interactive exhibits that offer hands-on experiences and encourage visitor
engagement.

● Flexible Spaces: Design flexible exhibition spaces that can accommodate both
permanent and temporary exhibits, allowing for dynamic content rotation and
thematic curation.

● Sustainability: Implement sustainable design principles and environmentally
friendly practices throughout the museum, minimizing environmental impact and
promoting long-term sustainability.
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13. AUTHORITIES IN DELHI :

PWD : Public Works Department is the premier agency of Govt. of Delhi engaged in
planning, designing, construction and maintenance of Government assets in the field of
built environment and infrastructure development. Assets in built environment include
Hospitals, Schools, Colleges, Technical Institutes, Police Buildings, Prisons, Courts etc;
assets in infrastructure development include Roads, Bridges, Flyovers, Footpaths, Subways
etc.

DDA : Delhi Development Authority (DDA) was created in 1957 under the provisions of
the Delhi Development Act "to promote and secure the development of Delhi".

The DDA is responsible for planning, development and construction of Housing Projects,
Commercial Lands, Land Management, Land Disposal, Land Pooling, Land Costing etc.
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14. DESIGN BRIEF
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15. SITE SELECTION

INTRODUCTION :

The site selected for the proposal of a Sci-fi Museum & Entertainment Hub in Delhi,
situated on the western bank of the Yamuna River near Pragati Maidan, offers a strategic
location with easy accessibility & proximity to the city's cultural & entertainment districts.
Its scenic waterfront setting provides a unique opportunity to create an iconic architectural
landmark that integrates seamlessly with the surrounding urban fabric while offering
visitors an immersive experience at the intersection of science fiction & reality.

LOCATION :

Behind Purana Quila Ring Road, I.P. Park Ring Road New Delhi, Nagla Machi,
CENTRAL DELHI, Delhi 110002

GENERAL INFORMATION :

Total site area for Nav Bharat Udyan : 25 acres.

Total site area for Iconic Structure : 8.65 acres ~ 35000 m2

Height allowance for Iconic Structure : 134 m

WHY DELHI & NOT OTHER CITIES ?

Delhi serves as an ideal location for a sci-fi museum due to its status as India's capital and
cultural hub. With its rich history, burgeoning tech industry, and growing interest in science
fiction, Delhi provides a fertile ground for a museum that celebrates the genre's impact on
society, technology, and imagination.

Moreover, the city's strategic location and excellent transportation infrastructure ensure
accessibility to visitors from across the country and around the world, making it a prime
destination for such a unique and visionary institution.
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TOURISM IN DELHI :

According to the Ministry of Tourism, Approx. 6.06 lakh (39.70%) Foreign Tourist
Arrivals (FTAs) were recorded in Delhi as per top 8 International Check Posts during 2021.
Delhi Secured 3rd rank in Total Foreign Tourist Visits in 2021 with total share of 9.5%.

Visitor Arrivals: Local: Delhi data was reported at 27,186,200.000 Person in 2022. This
records an increase from the previous number of 10,642,477.000 Person for 2021.

As of 2017, worldwide, Delhi is ranked 28th by the number of foreign tourist arrivals,
while Mumbai is ranked 30th

WHY THIS SITE?

The site is located on the western banks of Yamuna river and also a part of “Nav Bharat
Udyann” or “New India Garden” project. The main intent to take this site for ADP is to
work on a live project.

NAV BHARAT UDYAN : An overview

Central Vista Development / Redevelopment Master Plan envisions to redevelop Central
Vista as a world class public space, restore its grandeur as an architectural icon, house
modern facilities for efficient functioning of administration, strengthen cultural institutions
and commemorate 75 years of India’s independence.
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Under the Master Plan, the Central Vista Axis will be virtually extended from present 2.9
km to 6.3 km on eastern point to culminate at western bank of River Yamuna, to restore in
pursuance of the original design vision of Central Vista and stretch from ‘Ridge to River’.
In order to realize the grand vision of ‘AatmaNirbhar Bharat’, Nav Bharat Udyan (New
India Garden) is planned on the western bank of the river.

Spread over 25 acres, the Udyan will be open to the public and is being designed to have
infotainment facilities viz. Digital Sphere of Unity, Journey of India museum, Tech Dome
and Open-Air Theatre, to showcase India’s rich historical and cultural heritage, scientific
achievements and symbolize Unity in Diversity and aspirations of rising New India.

Design Competition for Iconic Structure in Nav Bharat Udyan (New India Garden),
New Delhi

The main intent behind the inclusion of Iconic structure was to showcase to showcase
India’s rich historical and cultural heritage, scientific achievements and symbolize Unity in
Diversity and the technological advancements of rising New India.

Some salient features of the Iconic structure should be :
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Iconic & Defining : The structure should be iconic in design & represent the technological
advancements.

Futuristic : The structure should be designed with futuristic vision.

Timeless : The iconic structure should be constructed with materials & technology which
would last for eras.

Aspirational : The iconic structure should represent values and aspirations of New India.

Indigenous : The iconic structure should be constructed with indigenous materials.
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ANALYSIS OF SITE A :

Pros : Site A has a good plot area of around 15 acres.

Cons : Comes under the flood line and because of that it’s not a preferable option.

ANALYSIS OF SITE B : (FINALISED SITE)

Pros : Not comes under the floodline & has low vegetation cover as compared to site A.

Cons : Site size compromised as compared to Site A.

Climatic Analysis of delhi :

The climate of Delhi is an overlap between monsoon-influenced humid subtropical and
semi-arid, with high variation between summer and winter temperatures and precipitation.
In summer temperature ranges from 30°- 38°C and In winter temperature ranges from 5° -
20°C.

AUTHORITIES IN DELHI :

PWD : Public Works Department is the premier agency of Govt. of Delhi engaged in
planning, designing, construction and maintenance of Government assets in the field of
built environment and infrastructure development. Assets in built environment include
Hospitals, Schools, Colleges, Technical Institutes, Police Buildings, Prisons, Courts etc;
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assets in infrastructure development include Roads, Bridges, Flyovers, Footpaths, Subways
etc.

DDA : Delhi Development Authority (DDA) was created in 1957 under the provisions of
the Delhi Development Act "to promote and secure the development of Delhi".

The DDA is responsible for planning, development and construction of Housing Projects,
Commercial Lands, Land Management, Land Disposal, Land Pooling, Land Costing etc.

LAWS FOLLOWS IN DELHI :

UBBL for Delhi 2016

Building bye laws by DDA

DUAC for LBZ

CENTRAL VISTA REDEVELOPMENT PROJECT :

Central Vista Redevelopment Project refers to the ongoing redevelopment to revamp the
Central Vista, India's central administrative area located near Raisina Hill, New Delhi. The
area was originally designed by Edwin Lutyens and Herbert Baker during British colonial
rule and was retained by the Government of India after independence.
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The cost of the Central Vista Redevelopment project, which also includes a Common
Central Secretariat and the Special Protection Group (SPG) building, has been estimated to
be around ₹13,450 crore (equivalent to ₹160 billion or US$2.0 billion in 2023) spread over
four years.

SITE SELECTION BASED ON THE FACTORS
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16. SITE ANALYSIS

INTRODUCTION :

The site selected for the proposal of a Sci-fi Museum & Entertainment Hub in Delhi,
situated on the western bank of the Yamuna River near Pragati Maidan, offers a strategic
location with easy accessibility & proximity to the city's cultural & entertainment districts.
Its scenic waterfront setting provides a unique opportunity to create an iconic architectural
landmark that integrates seamlessly with the surrounding urban fabric while offering
visitors an immersive experience at the intersection of science fiction & reality.

LOCATION :

Behind Purana Quila Ring Road, I.P. Park Ring Road New Delhi, Nagla Machi,
CENTRAL DELHI, Delhi 110002

GENERAL INFORMATION :

Total site area for Nav Bharat Udyan (Incl. Iconic structure): 25 acres.

Total site area for Sci-Fi Museum : 10 acres ~ 40000 m2

Height allowance for Iconic Structure : 134 m

SOIL TYPE & CONDITION :

The soil type found in the Pragati Maidan area of Delhi is primarily classified as Alluvial
soil. Alluvial soil is formed by the deposition of silt, sand, and clay carried by rivers over
time.
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Climatic Analysis of delhi :

The climate of Delhi is an overlap between monsoon-influenced humid subtropical and
semi-arid, with high variation between summer and winter temperatures and precipitation.
In summer temperature ranges from 30°- 38°C and In winter temperature ranges from 5° -
20°C.

MICRO-ClimatE OF THE SITE :

The micro-climate of the site is influenced by its proximity to the Yamuna river & Drain.
This location may experience slightly cooler temperatures due to the river's moderating
effect, along with increased humidity levels. However, it may also be susceptible to
occasional fog and mist, particularly during the winter months, enhancing the atmospheric
ambiance of the area.

The AQI of the area is 160 which is unhealthy and to improve the AQI good amount of
landscape pockets will be required.

VEGETATION & NATURAL FEATURES :
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Along the banks of the Yamuna River, lush riparian vegetation thrives, characterized by
wild tall grasses, reeds, and shrubs adapted to the wetland environment.

SURROUNDING PHOTOS

:
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17. CONCEPT

INSPIRATION #1 (Zoning) :

TIME, SPACE, REALITY.... It’s more than a linear path. It’s a prison of endless
possibilities, Where single choice can branch out into infinite realities, creating alternate
worlds from the one you know.

- The Watcher ( What If...? )

INSPIRATION #2 (Circulation) :

Wormholes or Whiteholes theory.... Physics is often stranger than science fiction, and I
think science fiction takes its cues from physics : higher dimensions, wormholes, the
warping of space & time, stuff like that.

- Michio Kaku (Sci-fi writer)
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INSPIRATION #3 (Planetarium) :

Blackholes.... A black hole is so dense that gravity just beneath its surface, the event
horizon, is strong enough that nothing – not even light – can escape. The event horizon isn't
a surface like Earth's or even the Sun's. It's a boundary that contains all the matter that
makes up the black hole.

- NASA

TIME : Time zone will have all the exhibits, literature and experiences related to the time
travel theories, paradoxes, official findings, and the history or scientific achievements.

SPACE : Space zone will cater the planetarium which will have projection mapping shows
outside the sphere and simulations or 4k theatre experience inside along with Space related
exhibits and findings.

REALITY : Reality zone will accommodate all the technological advancements to
showcase the current level of achievements in today’s world.

SPACETIME MARVELS : A SCI-FI MUSEUM & ENTERTAINMENT HUB



ALIASGAR ASIF 68

DESIGN ITERATION #2
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STUDY MODEL PHOTOS-
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18. DESIGN

18.1 SITE PLAN

18.2 LANDSCAPE DETAILS

18.3 FLOOR PLANS

18.4 ELEVATION

18.5 SECTION

18.6 STRUCTURAL DETAILS

18.7 SITE SERVICES
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