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Solstice

OVERVIEW

Solstice is a touring immersive installation that compresses a full day of light — dawn to zenith to dusk —

into twenty minutes, and puts the visitor inside it. I led the concept, the spatial design, the light and

sound score, and the interaction that makes the room respond to the people in it.

CHALLENGE

Immersive has become a genre of projected wallpaper: big screens, loud music, a queue for a photo. The brief I

set: an experience with no screens and no narration that still holds a room of strangers for twenty minutes —

and that earns its scale instead of just having it.

STRATEGIC THINKING

I wrote the piece in time before designing it in space. Solstice is a score: every zone has a light state, a

sound state and an emotional target, and the arc of the day — build, flood, turn, fade — is the structure.

Light is the medium, not the decoration. If the room needs a caption, the room has failed.



THE CONCEPT

The concept



THE VISITOR JOURNEY

The visitor journey



SPATIAL PLAN

Spatial plan



INTERACTION

Interaction



THE MOMENT

The moment



OUTCOMES & REFLECTION

The outcome

FINAL SOLUTION

A twenty-minute walk through a day. It opens in ninety seconds of near-darkness so your eyes adjust and your

expectations drop, builds to a full amber flood at Zenith, then turns — and ends by not ending, holding the

afterglow long enough that nobody wants to be the first to move.

RESULTS

140,000 visitors across three cities, a 4.9/5 visitor rating, and the number the whole design was aimed at: a

26-minute average dwell in a 20-minute piece. People stay past the end. That was the brief.

LESSONS LEARNED

Experiential design is choreography, not decoration. The temptation is to add — another projection, another

sound, another surface. The work is in the restraint: build a room that does one thing precisely, and then

trust the audience to feel it without being told.
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