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RESEARCH AND ANALYSIS



About the subject

Our heritage sites are like open-air museums. Every carving, every strut, and every detail carries stories of history, symbolism, and
generations of craftsmanship. Yet, because these places have become so familiar, we often stop noticing them. We photograph the
surface. We walk past. We move on - without ever really asking why this place feels the way it does. And even when curiosity
arises, meaningful information isn't always easy to access.

Kasthakala was born from this quiet disconnect. Combining illustration, storytelling, and a hands-on craft experience rooted in the
woodcarving traditions of Patan Durbar Square, this brochure invites us to pause- not just to look, but to truly see. It encourages
us to experience a familiar place with fresh eyes and discover meaning in what we have long taken for granted.

We are fortunate to live alongside something truly extraordinary. For generations, skilled artisans have left stories carved in wood.
This project is a small invitation to pause, look closer, and appreciate the craftsmanship that has always been around us.



Problem statement People visit heritage sites, take photographs, and leave. They see the monuments- but rarely the stories, craftsmanship, and
generations of hands behind them. They’ve seen it, but have they really seen it?



Target Audience

Primary: Urban Nepalis ( Age group- teens and young adults (18-35))
We have grown looking at these places. The crafts are familiar but not understood. This is the audience that should be the
stewards of this heritage- and they are the ones most disengaged from it.

Secondary: Tourists
Solo travellers or travellers without a guide who prefer understanding and exploring the place.



Why this subject?

Being an artist has changed the way I experience places. I find myself noticing the smallest details- the carvings, the
craftsmanship, and the countless hours of skill behind them. The more I learned, the more I appreciated them.

At the same time, I watched countless people walk through these spaces, take a photograph, and move on without ever looking
closely. It often felt as though the craftsmanship behind these monuments was going unnoticed, and the generations of artisans
who created them were rarely acknowledged. I found that disheartening.

Whenever I visit a new place, I want to understand what I'm seeing, not just admire it. So, I began wondering: in a UNESCO World
Heritage Site like Patan Durbar Square, where thousands of people visit every day, how accessible is that information? While I
found plenty of valuable resources, they were mostly scattered across books, research papers, and academic publications-
resources that aren't always approachable for a casual visitor.

Kasthakala grew from these observations. It is a small attempt to encourage people to pause, look closer, and appreciate the
craftsmanship that have always been there, but are so often overlooked



Research Process

Mindmapping:
Rough brainstroming- trying to identify the problems, exploring possible solutions, and considering potential outcomes.

On site observation and Interview:
This was done to validate my assumptions and better understand the site and visitor experience. Existing communication methods
around Durbar Square were studied.



Via on site observation and interviews, I found that Information at Patan Durbar Square is fragmented. Existing sources of
information include:

Brochure
Primarily text-heavy, making it less engaging for casual visitors.
Focuses mainly on the Patan Museum rather than the exterior of Patan Durbar Square.

QR Codes
Often difficult to notice- I had never seen one until I intentionally looked for them.
Require internet access, which may not be available or convenient for every visitor.

Signage
Some existing signs are outdated

Tour Guides
More commonly used by foreign tourists in groups than by solo travelers or local visitors.

Heritage Walks
Usually conducted for small groups at specific times, making them inaccessible to many potential visitors.

Books and research papers
Extensive information about Patan Durbar Square exists, but it is largely confined to books, research papers, and academic
publications. While these resources are valuable, they are not always accessible, convenient, or engaging for the average
visitor exploring the square.

Research Analysis



Survey

A survey was conducted with 51 participants to understand how people experience heritage sites- whether they engage beyond the
surface, how interested they are in learning more, and what kinds of interactive experiences they would find engaging. The
questions explored visitor’s level of curiosity, preferred activities, and overall interest. 

Research Objective: To determine whether the assumption that young visitors want a more interactive and informative heritage
experience was valid, and to understand what kind of experience would best encourage that engagement.



Survey Analysis

Interest exists - Visitors were almost evenly split between those who simply pass by heritage sites and those who want to
learn more but struggle to find accessible information.

Current engagement is limited - Over 50% of respondents felt there are few meaningful ways to engage with heritage sites
and believed the experience could be improved.

Interactive learning is preferred - Participants showed the greatest interest in activities involving stamp collection,
collectibles, and uncovering hidden meanings, while sketching and selfie spots were the least appealing.

Visitors are willing to invest time - Most respondents were willing to spend 15+ minutes on an engaging activity, with some
willing to participate for over an hour if the experience was immersive.

Design opportunity - The findings revealed a clear opportunity for an accessible, interactive experience that encourages
visitors to look beyond the surface and engage more deeply with heritage.



How Research Shaped 
My Design

The research confirmed that the problem was real. People wanted a more engaging way to experience heritage sites, but the
solution also had to be simple, meaningful, and accessible. This led me to explore several possible directions.

Choosing the Medium
Visual guide app: Engaging, but too dependent on technology and internet access, which could distract from experiencing the
heritage site itself.
Interactive brochure: Portable, self-guided, and easy to distribute, though balancing the amount of content was a challenge.
Booklet: Better suited for detailed information, but less convenient for casual visitors.
Board/card game or gamified brochure: A fun concept, but difficult to execute within the project's time and resource
constraints.
Zine: Creative folds could make the experience feel like a discovery, but the limited space restricted meaningful content.

Choosing the Experience
The survey helped shape the interactive elements. People were most interested in uncovering hidden meanings, collecting
stamps, and interactive exploration, while sketching activities and selfie spots generated much less interest. These insights
directly informed the final experience of Kasthakala.

Choosing the Content
Initially, I wanted to cover all of Patan Durbar Square, but the scope was too broad and the information became superficial. I
gradually narrowed the focus from the entire square to craftsmanship, and finally to woodcarving, allowing the project to explore
one subject in greater depth.



Content research

To develop the content, I wanted to answer three questions:
What would visitors genuinely find interesting while exploring Patan?
How could I make the information feel like discovery rather than a history lesson?
How much information is enough to be meaningful without overwhelming the reader?

To answer these questions, I referred to books about Woodcarving ( the Antiquity of
Nepalese woodcarving by Mary Slusser, Kasthakala by Henrich Meyer, Preserving
Harishankara by KVPT, Patan Durbar Square Earthquake Response by KVPT) and discussed
the subject with researchers.

Content breakdown and page distribution:
Based on the information gathered, the content was organized into different panels and sections of the brochure.
The biggest challenge? finding the right balance- making the content engaging while still mature enough for the target audience.

Content Verification:
Tested by revisiting Patan as a first-time explorer, checking whether the carvings, symbols, and
details featured in the exploration pages were easy to locate and understand. The content was also
reviewed by a researcher to verify its historical accuracy.



Possibility
exploration?

Exploring Interactive Experiences
Different ways of making the experience more immersive were explored. For the AR component, several platforms were tested,
with Artivive proving to be the most suitable free option. 
For the hands-on activity, I visited multiple woodcarving workshops around Patan, tried woodcarving myself, and identified a
motif (endless knot) that would be simple, affordable, and achievable within the project's time frame. I then coordinated with
the craftsperson who was kind enough to teach me and supported this project.



IDEATION



Paper folds
exploration

The initial idea was to create a zine, so I explored a variety of unique folding techniques. Alongside each fold, I noted its
advantages and limitations to evaluate which format would best suit the content and user experience.

Shifted from Zine to Brochure
A zine was too small for the required content and its complex folds made mass production impractical. Joining multiple sheets
required excessive cutting, joining, and folding which would be a hassle. 

A brochure better accommodated the content with a simpler layout and was easier to produce while still creating a sense of
exploration and discovery. Thus, I chose to go with a brochure.



Layout
exploration

Initially, I explored rough layouts on a single A3 sheet. 

However, once I started adding the actual content, I realized there wasn't enough space to include everything meaningfully. To
accommodate the content while maintaining a clear layout, I switched to two A3 sheets joined together (A2 size)



Typography
exploration

Body text:
I wanted a typeface that was clean, simple, and easy to read, as the
brochure contains a significant amount of information. I also
needed a versatile font with multiple weights and styles to create a
clear visual hierarchy. At the same time, I wanted something that
felt approachable without being too formal or overly playful. Thus,
Source Sans Variable became an ideal choice for the body text.

Headings:
For the headings, I wanted a more playful and conversational feel.
Since many of the headings are written as questions, a handwritten
style helped make the brochure feel more inviting and interactive.
Dashing Unicorn was used for the main headings, while Air Balloon
was used for subheadings. This helped me to maintain a friendly
and approachable tone.

Readability & Font Size:
The body text was then printed in sizes ranging from 7 pt to 11 pt to
test readability and determine the most comfortable font size for
users. Thus, 10pt was decided. 



Augmented Reality
Panel

Initial idea was to create an animation to show the woodcarving process. A rough storyboard was drawn. 

I first experimented with frame-by-frame animation in Procreate Dreams. However, because
woodcarving is such a slow and meticulous craft, the animation didn't capture its depth or the true
essence of the process as effectively as I had hoped.

I then thought of trying a mixed-media animation by combining real footage with animated elements. However, I felt it wasn't
adding anything meaningful. Woodcarving is already a visual art, so adding graphics on top took away from the authenticity of the
craft. It also didn't match the overall tone of the brochure.
In the end, I chose to use real footage with the original sound. Hearing the hammer strike the wood and seeing the craftsperson at
work says much more than any animation I could create. It felt more genuine, and that's the feeling I wanted people to experience.

Then, a rough storyboard was created to plan the sequence, shots, and flow of the video before filming.



DESIGN PROCESS



Inspiration
& Moodboard

Inspiration was taken from the woodcarvings around Patan. 

Moodboards were created for the illustrations, map, and stamp
designs by collecting visual references from various online sources.



Illustrations

For the illustrations, I wanted to capture the craftsmanship as honestly as I could. Since the project is about appreciating the
details, it only felt right to notice every carving, every pattern, and recreate them as accurately as possible. 
In a way, the process mirrored woodcarving itself. Just as a carving is patiently shaped one cut at a time, each illustration was built
one detail at a time. It felt like the most honest way to capture the craftsmanship and pay tribute to the artisans behind it.



A Glimpse into the Process



A Glimpse into the Process



A Glimpse into the Process







Since the temples around Patan Durbar Square aren't identified with
signboards, I created simple illustrations of Char Narayan, Harishankar,
and the Patan Museum, as these are featured in the brochure. I also
included Krishna Mandir because it is one of the most recognizable
landmarks and serves as an easy reference point.

Rather than drawing them in full detail, I simplified each temple into a
clean silhouette and line illustration. The idea was to help visitors
quickly recognize which temple the brochure is referring to. These
icons are also repeated throughout the brochure alongside the relevant
text, making it easier for readers to recall and navigate between
locations as they explore.



All illustrations were done in Procreate



Page 
layout

I experimented with different page layouts in Adobe Illustrator to see which arrangement best balanced readability,
visuals, and the overall flow of the brochure.



Logo 
development

I experimented  with different logo variations. The name “Hastakala” was chosen as it encompasses other crafts as well which
would support further extension of this project as well.





Content
copywriting

I listed down different types
of content needed for it’s
promotion

Scripting was done for narration style reel Scripting for instagram carousel



Photography
& Videography



Editing

Image was edited in Adobe Bridge

Video/ reels were edited in Capcut



Design explorations
& dummy printing



User
testing

I gathered feedback both during the Open Studio and from friends who used the brochure while exploring Patan Durbar Square.
Their responses helped me understand what worked well and what could be improved. Overall, people enjoyed the experience and
felt the brochure made them notice and appreciate details they would have otherwise missed.



FINAL OUTCOME



Final brochure



Stamp designs



Instagram carousel



Instagram Posts



Posters









Reels



Ready to rediscover Patan?

Your Kasthakala brochure is waiting!
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