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the power of language 
the potential of  
the digital medium & 
the power of the visual to communicate 

Jorges Luis Borges is a twentieth century Spanish 
American writer whose short stories, essays  and 
poems challenge our assumptions about language 
and communication. He uses the reflexivity of 
language to comment on itself in order to bring our 
hidden assumptions to their inevitable and seemingly 
impossible conclusions. 

His short story, ‘The Library of Babel’ is built around 
exposing and exploring the ideal of scriptism – the 
assumption that writing is a more ideal form of 

TASK 1 - THE BRIEF

linguistic representation than speech which he 
extrapolates to the point where the arrangement 
of orthographic symbols (ie. letters) becomes pre-
eminent in its own right, detached from the ability  
to communicate (Seargeant, 2009). 

In a similar way, I intend to use this story, retold 
and recommunicated, to challenge the new form of 
scriptism – that pure writing is a more valuable and 
exact form of communication than that which uses 
visual and ‘typo/graphic devices’ (Sadokierski, 2007). 

above: Borges used visual 
metaphors for labyrinths, such 
as the library, a spiders web and 
geometric suggestions of the 
infinite. Photographs by F Learned.



The audience is those interested in literature or 

design as well as readers who would otherwise find 

Borges and similarly ‘acclaimed’ literature inaccessible. 

‘The Library of Babel’ is a compelling short story, 

with difficult concepts and broad vocabulary, but this 

is precisely where the potential lies – in using typo/

graphic devices to communicate the symbolism and 

classical knowledge that the narrative assumes of the 

reader. In reading critically about the work of Borges, I 

found my understanding and appreciation of the text 

was deeper – however to most readers, such critical 

works would be inaccessible due to their casual use 

of Spanish, French and Latin, in addition to a ‘high’ 

vocabulary that surely must prohibit those readers 

who would benefit from being challenged in their 

understanding of such a concept. 

Many e-books include interactivity seemingly 

to demonstrate the potential of the technology, 

without considering how it will enrich or build on 

the story being told. Even highly acclaimed and 

popular new book Apps like Alice for iPad (Atomic 

Antelope 2010) and The Little Mermaid (Game Collage 

2010) which contain beautiful interactions add such 

superfluous detail as rolling objects or giant words, 

simply for the sake of showing off. Such gimmicks 

appeal mainly to children and compromise the ability 

of interactive books to be seen as a serious excursion 

into design for communication, rather than simply 

entertainment and ‘making things pretty’.
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audience & 
rationale

left: Two examples of work-in-
progress imagery for ‘The Library of 
Babel’ with the opening few lines.



The Library of Babel includes strong symbolic imagery, particularly alluding 

to labyrinths (Murillo 1959) and the infinite universe. Borges also uses visual 

metaphors for metaphors such as endless sands, spiderwebs, the dream state and 

the layout of a city. I intend to draw on the richness of some of these metaphors 

suggested by Borges, as well as reworking the formatting of the language. 
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ABOVE: visualising refracted light. 

RIGHT: draft storyboard idea for animated opening 
lines of ‘the library of babel’. an emphasis on 
representing infinity by geometric patterns. 

sequence begins in top left, and in the final frame the 
asterisk rotates and glows to prompt next interaction. 

LEFT: photographic experimentation.

the universe
(which others call the Library)

˜  
is composed of an indefinite and perhaps 

infinite number of hexagonal galleries,



Timeline by weeks   

5 6 7 8 VC 9 10 11 12 13

Prep assmt PRESENT HAND IN

Visual experimentation & exploring ideas for interactive and graphics Prepare presentation

Find out about technical 
implementation

Work on animatics and motion graphics, finalise visuals and 
implement as interactive

Trouble-shooting of technical 
issues as required

User testing & refinement in response

Draft storyboard
Full 
storyboard 
finalised

Draft ideas for 
collateral

Finalise scope 
of collateral

Work on collateral/minisite/
flash/print advertising

BLOG reflectively throughout project
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Such a book is likely to appear online and in the context of a promotion for 

Penguin Books, the publisher of Labyrinths by Borges, and a range of other classic 

writings. The project will comprise of an e-book for the iPad (as a prototype for an 

App) or interactive website with the content of ‘The Library of Babel’ by Jorge Luis 

Borges (possibly in abridged form), using typo/graphic and interactive devices 

(triggering motion graphics, reveals or other elements) to tell the story.  

Promotional material will support the app/

e-book including possibly a branded campaign,  

online advertising (comprising of standard format 

Flash advertising, a mini site or a teaser video) 

and potentially a print promotion for display in 

bookshops. The scope and format of the promotion 

will be determined by week 7.

technical 
notes
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