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Hi! I’m Alanis, an illustrator and graphic designer based in Singapore. 
I love movies and TV shows, hours-long video essays, historical stuff, 

paleontology, and arts-and-crafts. Also frogs... but only in theory. 

Thanks for checking out my portfolio!
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Iris van Herpen
ArtScience Museum

Conceptualisation, Design Development, FA 
SPACElogic 
2025 

The Iris van Herpen exhibition showcases the works and inspirations  
of the acclaimed fashion designer. 

Being a travelling show, we were able to study the pre-existing design 
language set by the previous two shows in Paris and Brisbane and  
put our own interpretation for the show's first stop in Asia. 

With all her dresses being very elaborate and detailed, we kept the 
colour palette to a more simple black and white. As for the graphic motif 
and spatial design, we took cues from the displays to create an organic, 
wavy look to tie the whole exhibiition together.

Courtesy of ArtScience Museum  
and Marina Bay Sands
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All the organic forms in the Exhibition Text panels followed the same 
design language—soft, gently curved outlines and a dotted pattern  
inside creating additional shapes and dimension within the panel 
itself. The pattern was inspired by the draping fabrics and the ethereal, 
repeating shapes found in nature and evocative of space.

To add to this dimensionality and the concept of permeating boundaries, 
I proposed the idea of having a clear acrylic backing to the artwork 
labels. This creates the impression of an object semi-floating in space.Iris van Herpen

ArtScience Museum
Exhibition Texts*

American artist Lanny Bergner lives and works in 
the heart of nature on Fidalgo Island in the Pacific 
Northwest of the United States. Inspired by organic 
structures, he creates sculptures using composite 
materials such as metal mesh and textiles which, 
once they are assembled, resemble cocoons. 
With their complex biomorphic shapes, his pieces 
evoke living organisms, hybrid life forms that 
reveal an imaginary world in which the living 
and artificial unite.

1. BLUE DROP #3
2009 
Bronze mesh, brass, wire glass, grit 
Collection of Kerry Dyson Allen

2. RISING AND FALLING #2
2008  
Aluminium, wire glass, copper 
Collection of Bainbridge Island 
Museum of Art

3. COALESCE
2006 
Aluminium, copper, 
Collection of Bainbridge Island 
Museum of Art

4. DARK CORE
2008 
Aluminium, copper 
Collection of Bainbridge Island 
Museum of Art

5. STRINGS
2007 
Aluminium, wire glass 
Collection of Bainbridge Island 
Museum of Art

Lanny Bergner
(b. 1952, United States)

1 2 3 4 5
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IRIS VAN HERPEN
 SCULPTING 
THE SENSES

Iris van Herpen: Sculpting the Senses 
showcases the work of one of the 
most visionary fashion designers of 
her generation. A pioneer in her use 
of new technologies, Iris van Herpen 
transgresses conventional norms 
of fashion, blending both traditional 
and innovative techniques. From micro 
to macro, this exhibition interrogates 
the body in space, our identities and 
futures in a rapidly changing world.

This retrospective celebrates van Herpen's 
future-facing and multi-disciplinary approach 
and is constructed as an immersive experience, 
around nine themes that combine fashion, 
contemporary art, design and science.

A selection of over 140 looks and accessories 
by Iris van Herpen are placed in dialogue 
with works of contemporary art and 
extraordinary natural history specimens. 
The Singapore iteration of the exhibition 
features local and regional content including 
artefacts on loan from the Lee Kong Chian 
Natural History Museum as well as other 
contemporary artworks curated by the 
ArtScience Museum team.

Iris van Herpen was born in 1984 in Wamel in the Netherlands. 
She grew up in close contact with nature and her creativity 
was influenced by two passions developed early on in life: 
the living world and classical dance, both of which were to 
become central elements of her design ethos. After studying 
at the ArtEZ University for the Arts in Arnhem, the Netherlands, 
she worked for fashion designer Alexander McQueen before 
opening her own studio in Amsterdam in 2007. In 2011, at the 
age of 27, she was invited to join the Paris Chambre Syndicale 
de la Haute Couture—an organisation integral to setting the 
standards for the highest levels of fashion design.

BIOGRAPHY

Photo: Robin de Puy

WATER 
AND DREAMS
In its liquid, frozen, or gaseous states, water often features in 
Iris van Herpen’s work, even forming the principal focus of her 
2010 Crystallisation collection. 

A major component of the human body, the notion of water emerges 
from her dresses to transcend the invisible flux that constitutes 
our very essence. On every level—from drops of rain to a tsunami, 
as a poetic allegory or gateway to the shadow world, representing 
both harmony and chaos, in the form of foam, crystallised liquid 
or waves, water inspires the designer’s extraordinary creativity. 

Bubbles suspended in space, transparent fields of mist, turquoise 
or deep blue waves, van Herpen’s aquatic pieces reveal the mystery 
and metaphorical power of water, manifested across a multitude of 
fabrics, materials and techniques from blown glass to thermoformed 
plexiglass, from laser cutting to suminagashi—a Japanese technique 
of marbled ink drawings.

SKELETAL
EMBODIMENT
Cabinets of curiosities and anatomical museums are fertile grounds 
of inspiration for Iris van Herpen. Like the artists Michelangelo, 
Jean-Antoine Houdon and many others who studied anatomical 
representations of the human being, van Herpen analyses the skeleton, 
muscles, connective tissues and systems of the body to create forms 
that can be worn like a second skin. Her dresses are hybrid structures, 
projections of our inner constitutions that create the fiction of a new body. 

Van Herpen breathes new life into the idea of the silhouette by exploring 
the frontier between the living and inert. Her clothing is an extension of 
the body and, at the same time, a mutation of complex anatomical forms. 
She sheds light on that which is barely perceptible through the transparency 
of skin, that which is only able to be revealed with technology. Her designs 
could be likened to an artistic Magnetic Resonance Imaging (MRI) scan, 
a creative X-ray of the structure of living organisms. 

HYLOZOISM DRESS 
2020
Iris van Herpen
in collaboration with artist Shelee Carruthers (b. 1977, Australia)
Sensory Seas collection
Silk organza, duchesse satin, tulle 
Worn by singer Jennifer Lopez 
Collection of Iris van Herpen

S08
PLANET OCEAN
2012
Director: Yann Arthus-Bertrand (b. 1946, France), photographer and director, 
and Michael Pitiot (b. 1970, France), director
Images: Christian Sardet (b. 1946, France), biologist, 
and David Hannan (b. 1957, Australia), diver
Music: Armand Amar (b. 1963, Israel)
Voice: Sharon Mann
Production: Hope Production

Created by Yann Arthus-Bertrand and Michael Pitiot, the 2012 documentary Planet Ocean 
invites the viewer on a discovery of the ocean as a world in itself, an ecosystem fully 
connected to human beings. This excerpt shows a ‘bloom’ of plankton, an explosion of 
marine microorganisms which are the basis of all food chains. Plankton plays a crucial 
role in maintaining ocean health and supporting marine ecosystems. It is fundamental, 
by extension, to terrestrial life. This microscopic and lively world reveals the very source 
of our existence.

S05

Exhibition Intro Artist Bio Chapter Intros (Light and Dark versions)

Artwork Labels (Light versions)

*Not to scale
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Although a series of three shapes were designed for the artwork labels 
(to standardise for production), in some cases the content simply cannot 
fit within these shapes. One example was the Vitrine. 
 
In this case it has to be conceded that the typical rectangle design  
will be used, the size being adjusted to fit the content.

With combined labels like these, typically an illustration is included to 
help the reader connect the many individual entries to the appropriate 
item within the Vitrine.Iris van Herpen

ArtScience Museum
Artwork Label – Vitrine

Fascinated by the natural sciences, Iris van Herpen finds design inspiration in structures 
seen in the living world and these, in turn, help generate ideas for new materials. Insects, 
marine species and plants are at the root of her reflections and are the subject of a personal 
collection in her studio. 

Specimens presented in this display evoke this unique universe. Most of the marine specimens 
in this display, including the corals and sea urchins, were selected from the Zoological Reference 
Collection (ZRC) of Lee Kong Chian Natural History Museum, National University of Singapore, 
and were chosen specifically to reflect the Southeast Asian region. These items are placed in 
dialogue with suspended sculptures created by the architect and artist Philip Beesley and a 
perfume bottle by jeweller and master glassmaker, René Lalique (1860–1945) depicting the 
Greek goddess of the sea, Amphitrite.

1. RED GORGONIAN SEA FAN 
    Gorgoniidae 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore 

2. HEART COCKLES
Corculum cardissa 

    The Philippines  
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore 

3. OPEN BRAIN CORAL
    Trachyphyllia geoffroyi, Merulinidae
    1960s
    Southeast Asia 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore   

4. HEAD CORAL
    Dipsastraea favus, Merulinidae
    1960s
    Southeast Asia 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore 

5. MAZE CORAL
    Platygyra sp., Merulinidae
    1960s
    Southeast Asia 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore  

6. CORAL CELL CONSTELLATION 
    2024 
    Philip Beesley (b. 1956, Canada)
    Digitally fabricated and handworked mixed media 
    Clustered stellated filamentary polyhedron forms 
    with spherical liquid-filled lenses and sculptural details 
    Collection of the artist

7. PERFUME BOTTLE AMPHITRITE 
    1920
    René Lalique (1860–1945, France)  
    Frosted glass
    Collection of Ronald Ooi

8. HELMET URCHIN 
    Colobocentrotus (Podophora) atratus

2017 
    Christmas Island 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore 

9. PURPLE URCHIN
   Tripneustes gratilla
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore

10. WHITE SALMACIS URCHIN
    Salmacis sp.
    Kalimantan, Indonesia  
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore  

11. ORANGE URCHIN
    Echinometra mathaei

Collection of Bryan Chin 
    Courtesy of Tiger and Arcadia

12. PURPLE URCHIN
    Phyllacanthus imperialis

Collection of Bryan Chin 
    Courtesy of Tiger and Arcadia  

13.  STINGRAY TAIL
    Madagascar 
    Collection of Bryan Chin 
    Courtesy of Tiger and Arcadia

14. SUN CORAL
    Tubastraea micranthus, Dendrophylliidae
    1960s
    Southeast Asia 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore 

15. TONGUE MUSHROOM CORAL
    Herpolitha limax, Fungiidae
    1960s 
    Southeast Asia 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore 

16. STAGHORN CORAL
    Acropora sp., Acroporidae 
    1960s
    Southeast Asia 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore  

17. BRACKET MUSHROOM CORAL 
    Podabacia crustacea, Fungiidae
    1960s
    Southeast Asia 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore   

18. VENUS’ FLOWER BASKET SPONGE
    Euplectella aspergillum 
    Collection of Lee Kong Chian Natural History Museum,
    National University of Singapore
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Photo from newfortunetimes.com
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Iris van Herpen
ArtScience Museum
Exhibition Graphics

Courtesy of ArtScience Museum  
and Marina Bay Sands

Courtesy of ArtScience Museum, 
Marina Bay Sands, and SPACElogic
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New Eden
ArtScience Museum

Conceptualisation, Design Development, FA 
SPACElogic 
2023 

New Eden was an exhibition on Asian science fiction mythologies and 
philosophies through the lens of women artists. This was the first major 
project I worked on where I had to create an Exhibition Identity from 
scratch, without working from a pre-existing brand guide.

The client wanted a pastel, dreamy look, in contrast to the traditional 
sci-fi aesthetic which tends to be more masculine and militaristic. 
The exhibition aims to show us a different angle of sci-fi media, 
and therefore I came up with the concept of portals, to reinforce 
the idea that the visitors are being taken to a new world.

Courtesy of ArtScience Museum  
and Marina Bay Sands
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Arches as an overall motif was used throughout the Exhibition Identity 
to represent a gateway. The main entrance arch utilised lights and 
dichroic film to create a colourful, reflective surface, glowing from 
within, complementing the artwork in the gallery and differentiating it 
from the other applications.  

Each subesequent gallery's introduction panel was assigned a main 
colour, to denote the change in subject matter showcased in that 
particular chapter. The different gallery colours are blended together  
to create a dreamy, ethereal look, while still keeping the main colour  
as the focus. 

Chapter IntroductionsMain Entrance

New Eden
ArtScience Museum
Exhibition Identity

P. 102026



New Eden
ArtScience Museum
Sci-Fi Timeline

Courtesy of ArtScience Museum  
and Marina Bay Sands

P. 112026



WORLD WAR 
AND REVOLUTION

This decade was marked by numerous conflicts, including 
the Chinese Revolution (1911–1949), World War I (1914–1918), 
and the Russian Revolution (1917–1922). Science fiction became 
an effective lens—as compared to realist literature—in capturing 
the unprecedented and widespread effects of war and 
modern technology.

Science Experiments on Film

Science fiction films were still in their infancy during the 
1910s. Films such as 20,000 Leagues Under the Sea (1916) 
and Dr. Jekyll and Mr. Hyde (1912) explored fantastical 
stories and the consequences of unregulated scientific 
experiments. Films of this decade relied on special effects 
to create immersive narratives for audiences.

Herland
1915
Charlotte Perkins Gilman 

One of the earliest literary utopias consisting 
solely of women, this novel depicts the 
aftermath of a war, questioning the need 
for gender roles in an ideal society.

Liquid Sunshine
1913
Alexander Kuprin

Kuprin comments on the terror of unregulated 
capitalism. In this novel, the inventor of a new 
power source—that liquifies the Sun’s rays—
destroys his laboratory in fear of his invention 
being appropriated.

Darkness and Dawn
1912
George Allan England

England’s pioneering trilogy follows the last 
two “modern humans” who rebuild civilisation 
into a socialist city. Today, the book receives 
criticism for its strong paternalistic and 
racist themes.

The Lost World
1912
Sir Arthur Conan Doyle

Inspiring Michael Crichton's The Lost World 
and the related Jurassic Park movies, this novel 
describes an ill-devised expedition to the Amazon 
basin where prehistoric animals still exist.

New China
1910
Lu Shi'e

In an alternate history, the First and Second 
Opium War does not occur due to the invention of 
spiritual medicine. Yet, the gender-equal China 
described is eventually revealed to be figment of 
the protagonist’s dream.

DYSTOPIAS AND UTOPIAS

The 1900s saw growing discontent in society as the working class 
began feeling disadvantaged by prevailing power structures and 
slow social change. Some authors began writing about dystopias 
involving socio-political inequality while others imagined the 
prospects of utopias—achieved through the adoption of progressive 
futurist ideology.

First Voyage

One of the earliest and most iconic films, A Trip to the Moon (1902) 
pioneered stop-motion animation, displaying cinema’s potential 
for otherworldly storytelling. It shaped the course of cinema and 
established the science fiction genre. This film was inspired by 
Jules Verne’s novel From the Earth to the Moon.

Beatrice the Sixteenth: Being the Personal 
Narrative of Mary Hatherley, M.B., 
Explorer and Geographer
1909
Irene Clyde (pseudonym of Thomas Baty)

Often cited as a precursor of modern feminist 
writing on gender and sexuality, Clyde’s novel 
describes a time traveler who encounters a 
lost utopia of genderless people.

The Iron Heel
1908
Jack London

Inspired by actual labour movements 
in the United States of America (USA) at 
the time, this novel depicts an ascending 
dictatorship in the USA as a result of growing 
socialist movements.

Sultana's Dream
1905
Begum Rokeya 

Regarded as the first science fiction novel by 
an Asian woman, this novel depicts a feminist 
utopia that has reversed the gender roles 
present in the traditional Muslim practice of 
purdah—where women are confined indoors 
while men run the public sphere.

The Stone of Nüwa
1904
Haitian Duxiaozi
(pseudonym of unknown author)

One of the earliest pieces of feminist science 
fiction to come from China, this work describes 
the establishment of a women-only patriotic 
organisation in a utopian Chinese society.

The Purple Cloud
1901
M. P. Shiel

The Purple Cloud is of the earliest examples 
of the ‘last man alive’ narrative arc—in which 
mankind is wiped out by an environmental 
disaster. The sole survivor becomes ruler of 
the world, building a palace in his own honour.

BEYOND EARTH

The 1970s witnessed a surge of feminist science fiction built upon 
the groundwork laid by soft science fiction’s exploration of gender 
studies. Writers challenged traditional gender roles, explored 
women’s experiences and delved into speculative worlds which 
critiqued patriarchy. Their works provided a platform for discourse 
on gender equality and became integral to the evolution of feminist 
literature and science fiction’s broader sociopolitical engagement.

Expanding The Genre

In parallel with activist movements of the time, science fiction 
films in the 1970s sought to redefine the genre, employing 
diverse storytelling. Space is the Place (1974)—examined black 
identity through Afrofuturism, while Alien (1979) challenged 
traditional gender roles in the genre.

Kindred
1979
Octavia E. Butler

Kindred follows the narrative of a woman who 
travels between her Californian home in 1976 
and an early 19th century slave plantation. 
Butler is one of the first African American 
women to publish under her own name.

Singapore’s first Science Fiction 
Short Story Competition
1979
Irene Pates and Foong Soke Teang

The two winning entries, Who and Grape Shot 
were written by women. Who depicts the body 
of a garbage collector with the transplanted 
head of a political leader. Grape Shot depicts 
a computer technician discovering access 
to the names of all military personnel.

World of Women and Women
1977
Suzuki Izumi

In a near-future in which men—considered 
dangerous—are segregated, a protagonist reflects 
upon the possibility of women and men coinhabiting 
the same social and professional roles.

Houston, Houston, Do You Read?
1976
James Tiptree Jr. 
(pseudonym of Alice Sheldon)

This novella won a Nebula and Hugo award, 
exploring gender roles and women empowerment. 
Female writers of the time often published 
under a pseudonym to navigate through the 
male-dominated genre.

The Female Man
1975
Joanna Russ

This novel was a pioneer in feminist science 
fiction. Four women from parallel worlds visit 
one another and are startled to learn of the 
varying gender roles and social conventions 
surrounding women.

NEW WAVE

The 1960s saw a rise in soft science fiction as authors delved into 
societal, cultural and psychological issues, with a focus on narratives 
surrounding speculative societies and inter-personal relationships 
—as compared to hard science fiction’s focus on scientific accuracy. 
Such narratives emphasised introspection, surrealism and social 
commentary to shed a light on gender, the human condition and 
the impact of technology. This shift expanded the genre’s scope, 
contributing to more nuanced narratives.

Experiments in Filmmaking and Storytelling

The Space Race compounded with Cold War anxieties 
contributed to a decade of science fiction films that confronted 

“man’s final frontier”. Combining philosophical themes with 
scientific realism, 2001: A Space Odyssey (1968) sought to push 
the boundaries of special effects, elevating the intellectual 
and artistic potential of the genre.

The Left Hand of Darkness
1969
Ursula K. Le Guin

Le Guin’s novel is one of the earliest 
influential texts to examine gender. 
The novel depicts a lone human emissary’s 
journey to an androgynous alien society.

Dune
1965
Frank Herbert

At the time of publishing, this future 
feudal interstellar society epic challenged 
traditional space operas, introducing themes 
of environment, politics and religion—laying 
the foundation for more socially conscious 
science fiction.

The Girl Who Leapt Through Time
1965
Yasutaka Tsutsui

This novel depicts a high-school girl trapped 
in a time loop, after acquiring the ability to 
time travel. Tsutsui departs from conventional 
science fiction tropes, highlighting the human 
condition amidst time travel.

The Drowned World
1962
J. G. Ballard

Ballard’s seminal work is a surrealistic and 
psychologically driven narrative. The novel 
explores the potential of a societal 
breakdown as a result of an environmental 
catastrophe—the melting of polar ice caps.

A Wrinkle in Time
1962
Madeleine L'Engle

L’Engle received praise for her depiction of strong, 
independent heroines, unheard of at the time. 
She paved the way for contemporary heroines 
such as Hermione Granger (Harry Potter) and 
Katniss Everdeen (The Hunger Games).

Neuromancer
1984
William Gibson

This novel introduced the concept of 
‘cyberspace’, shaping its high-technology, 
low-life environment aesthetic and the 
narrative thread of depicting hacking as 
a form of resistance against oppression.

The Calcutta Chromosome
1995
Amitav Ghosh

Ghosh reflects on the interconnectedness of 
culture and colonialism, offering an alternate 
historical narrative to the scientific discovery 
of malaria, countering Western science with 
the Indian scientific movement.

PRE-INTERNET CULTURE

Science fiction began reflecting the growing disorientation 
in society as pre-internet culture and apprehensions of 
globalisation grew. In the face of the rapid advancement 
of technology, science fiction narratives began extensively 
exploring themes of virtual realities and corporate dominance. 
Many authors envisioned futures that predicted aspects of 
today's digital world—including artificial intelligence and 
our complex relationship with technology.

The Influence of Asian Stories and Culture

Hollywood embraced Asian influences with films such as 
The Matrix (1999) borrowing visual and thematic elements 
from Ghost in the Shell (1995). The integration of martial arts 
with special effects gave birth to a new genre of science 
fiction action films.

Butterfly War
1997
DJUNA

The rise in PC culture saw DJUNA become 
one of South Korea’s most prolific science 
fiction authors, publishing under their 
Korean Internet Hi-Tel ID. Butterfly War was 
their first published title.

Red Mars
1992
Kim Stanley Robinson

Red Mars is the first book in Robinson's trilogy 
which chronicles the settlement and terraforming 
of Mars over nearly two centuries, exploring the 
extraterrestrial migration of humanity.

Snow Crash
1992
Neal Stephenson

Stephenson’s novel has retrospectively, 
eerily, predicted today’s metaverse. Set in the 
21st century, after a worldwide economic collapse, 
the narrative depicts people owning property 
and conducting business in a virtual world.

Battle Angel Alita 1
1990
Yukito Kishiro

Kishiro’s cyberpunk manga is set in a 
post-apocalyptic future and follows the 
android Alita, who has lost all memory except 
for the knowledge and skills of marital arts.

CYBERPUNK

The emergence of cyberpunk in science fiction reflected 
the decade’s fascination with darker aspects of technology. 
Many authors envisioned dystopian futures that contained 
growing discontent and rebellion in society, alongside cybernetic 
enhancements and prevalent corporate control. This subgenre 
explored the fear of unregulated corporate power and the 
consequences of a growing reliance on technology, aiming to 
challenge status quos.

The Dawn of Cyberpunk

Fueled by societal anxieties regarding rapid technological 
advancement and urbanisation, films such as Blade Runner 
(1982) and Akira (1988) explored themes of identity, 
human-machine interaction and societal decay—through 
the eyes of the anti-hero. Gradually, the neon-lit urban 
landscape of Tokyo came to represent the aesthetic of 
the ultimate cyberpunk city.

The Handmaid’s Tale
1985
Margaret Atwood

Atwood explores the consequences of a 
dystopian, authoritarian patriarchy and 
the various means by which women resist 
and try to gain individuality and independence.

Cyberpunk
1983
Bruce Bethke

Regarded to be the origin of the term 
‘Cyberpunk’—a science fiction subgenre 
centered around the use of technology for 
rebellion, this short story depicts a hacker 
who causes mayhem online.

Star Sapphire
1985
Han May (pseudonym of Joan Hon)

Han May’s novel is the first science fiction novel 
to be written and published by a Singaporean 
woman writer. In the 23rd century, an Asian 
scientist navigates coming-of-age aboard 
an intergalactic passenger starship.

Sun Wukong Wreaks Havoc in the Atomic World
1980
Guo Yishi

This science fiction children’s novel, 
published in China—post-cultural revolution, 
emphasises the productivity of science and 
technology. The narrative depicts Sun Wukong 
(Monkey God) surviving in a futuristic world 
driven by atomic science.

SCIENCE FICTION TODAY

Today, science fiction moves beyond cultural distinctions, 
embracing more inclusive and diverse audiences. Authors explore 
universal themes that transcend cultural boundaries, creating 
complex narratives that blend varying perspectives, offering 
more well-rounded and globally resonant visions of the future. 
Science fiction now serves as a global platform for discussing 
pressing issues such as climate change, technology's impact 
on society and the human condition.

The Future of Humanity

The critical success of Everything Everywhere All at Once 
(2022) demonstrates a pivot towards a more hopeful and 
tender future, focused on the human condition. As society 
grapples with new technologies and issues, developing 
faster than before, science fiction cinema relies on 
multilayered genre-bending storytelling to address 
diverse and uncertain realities.

Clone
2019
Priya Sarukkai Chabria

Set in India, in the year 2500, where clones 
are created using a mixture of human and 
animal DNA, a fourteenth-generation clone 
regains memories of her original iteration.

The Black Tides of Heaven
2017
Neon Yang

Yang depicts a world in which children are 
not assigned a gender at birth, rather gender 
gradually emerges from within. This novella 
was nominated for a Hugo, Locus, and World 
Fantasy award.

Annihilation
2014
Jeff VanderMeer

VanderMeer blends psychological and 
ecological themes in a contemplation 
on nature, evolution and alien invasions. 
Annihilation inspires a wave of speculative 
fiction exploring the possibility of coexisting 
with non-humans.

Folding Beijing
2012
Hao Jingfang

Hao depicts a future dystopian China, 
divided by economic inequalities and class 
segregation, despite being technologically 
advanced. Hao is the first Chinese woman 
to win a Hugo Award.

Ready Player One
2011
Ernest Cline

Cline depicts the world in turmoil in the 
year 2045—a result of energy, climate, 
and population crises. He predicts the rise 
of the metaverse as people seek refuge in 
virtual reality worlds.

EMERGENCE

The rise of the internet saw an emergence of culturally distinct 
science fiction subgenres—such as Afrofuturism and Sinofuturism, 
stemming from African culture and history, and Chinese technological 
development respectively. Authors employed unique perspectives, 
heavily anchored by personal culture, broadening the scope of the 
genre and fostering a more global, interconnected science fiction 
landscape. Simultaneously, this decade saw the world grapple with 
the “Y2K scare” and fears of a computer-induced apocalypse at the 
turn of the century.

Apocalypse Frenzy

The September 11 attacks caused a seismic shift across the 
film and television landscape in Hollywood. Suddenly, scenes 
of unimaginable destruction only seen in the movies were 
terrifying reality. These post-9/11 anxieties often manifested 
in films with apocalyptic scenography, such as alien invasion 
thrillers like War of the Worlds (2005).

The Windup Girl
2009
Paolo Bacigalupi

Bacigalupi imagines a 23rd century Thailand 
that has closed itself off from megacorporations 
who employ biotechnology and methods of 
bioterrorism to control food production. 
This novel tied for a Hugo Award.

The Shadow Speaker
2007
Nnedi Okorafor

In 2070, an eco-terrorist drops a “Peace 
Bomb” on Nigeria in hopes of radioactivity 
equally mutating everyone—eradicating 
racism. Okorafor is heavily influenced by 
her Nigerian and American heritage.

The Three-Body Problem
2006
Liu Cixin

Liu portrays a fictional past, present and future 
Earth that encounters an alien civilisation. 
The English translation by Ken Liu is the 
first Asian novel to have won a Hugo Award.

Never Let Me Go
2005
Kazuo Ishiguro

Ishiguro speculates what the 20th century might 
have looked like if major advances in cloning 
had occurred. In a dystopian Britain of the 1990s, 
organ donor clones have become the ultimate 
consumer item.

Altered Carbon
2002
Richard K. Morgan

In the 25th century, humans have achieved 
immortality by uploading their consciousness 
into new bodies. However, only the wealthy 
are able to obtain replacement bodies on 
a regular basis.

The Day of the Triffids
1951
John Wyndham

In a post-apocalyptic tale, a meteor and 
a species of large carnivorous plants threaten 
mankind’s existence. Wyndham wrote this 
novel following the atomic bombing of 
Hiroshima and Nagasaki, resonating with 
the destruction and uncertainty of war.

POST WAR ANXIETIES

Post-war anxieties had a significant impact on science fiction. 
Cold War tensions, the Second Red Scare (1947–1957) and 
the Space Race (1955–1975) inspired a wave of alien invasion 
narratives, depicting them as either dangerous threats or 
potential allies. In the growing prevalence of society’s fear 
of the unknown, science fiction became a means to explore 
the complex relationship between hope and paranoia.

Monsters and Aliens

In this decade, monsters, creatures, and strange beasts 
dominated the silver screen. As allegorical symbols of nuclear 
destruction and danger—specifically due to advancements 
in technology, the non-human came to represent the threat 
and fear of the unknown. Classics like Creature from the 
Black Lagoon (1954) and Godzilla (1954) are enduring 
legacies of popular monster films.

Inter Ice Age 4
1958
Kobo Abe 

Often considered the first full-length 
Japanese science fiction novel, Abe portrays 
a near-future Japan turning to genetic 
engineering and predictive computing 
in order to survive global warming.

I, Robot
1950
Issac Asimov

Asimov profoundly influenced science fiction 
through this novel, introducing the ‘Three Laws 
of Robots’—a set of rules aimed at governing 
the complexity of human-robot relationships 
and the ethics of artificial intelligence.

THE SECOND WORLD WAR 
AND ATOMIC BOMB

World War II (1939–1945) saw science fiction enter mainstream 
consciousness as a medium for wartime commentary and a lens 
to understand the consequences of scientific advances, human 
greed and power. The devastation left by the atomic bombs pushed 
a genre, that was once about the imagination of the mind, into a 
new era as it began to reflect the terrifying and present reality 
—thereby narrowing the gap between science fiction narratives 
and the real world.

The Aftermath of World War II

Film was mainly used as a propaganda tool during World War II. 
Post-war, the genre of film noir emphasised moral ambiguity, 
echoing the dark reality of a society rebuilding itself in the 
aftermath of war. 3D special effects and Technicolor became 
widespread, shaping filmmaking for decades to come.

Nineteen Eighty-Four
1949
George Orwell

Orwell’s totalitarian society ruled by the Party 
and Big Brother stands as a pivotal work of 
post-World War II science fiction, reflecting 
post-war disillusionment alongside themes 
of totalitarianism, surveillance and censorship.

Sixth Column
1949
Robert A. Heinlein

A weaponised ray which targets subjects by 
race is employed against a force of invading 

“Pan-Asians” in the United States of America. 
This novel has been deemed both anti-Japanese 
propaganda and a critique on anti-Asian racism.

With Folded Hands
1947
William Timmins

Following the events of the atomic bombs, 
Williamson explores how technological creations, 
though developed with good intentions, might 
have disastrous consequences. In this novel, 
robots invented to guard mankind eventually 
take over humanity.

Microcosmic God
1941
Theodore Sturgeon

This short story depicts a scientist who creates 
a microcosmic world of synthetic beings, profiting 
off their advanced inventions. Sturgeon explores 
the ethical ramifications of playing god and 
exploiting scientific advancements.

Mars Corps
1940
Unno Juza 
(pseudonym of author Shoichi Sano)

Juza was drafted by Japan's Navy to write 
science fiction propaganda. This story 
depicts nations assembling an invasion 
of Mars—an allegory for Japan’s resource 
crisis and territory expansion during 
World War II.

Tungga and the Flying Saucer
1953
Naz Achnas

Malay comic strip artist Achnas produced the 
first Singaporean science fiction. He crafted 
a uniquely Singaporean science fiction 
mythology, merging indigenous culture with 
Singapore’s shifting landscape in his narrative.

Twenty-Eleven
1950
Muhammad Khalid Akhtar

This absurdist dystopian novel is a satire 
on the independent statehood of Pakistan. 
The novel depicts new state departments 
such as the “Ministry of Lies” and the 

“Ministry of Ignorance”.

SCIENTIFIC ROMANCE

Scientific romances emerged as an early form of science fiction 
from Britain in the late 1800s. The rapid emergence of the 
Technical Revolution—a time of accelerated technological 
progress—(c. 1850–1914) inspired fantasies of progress, 
leading authors to begin writing narratives of fantastical 
adventures grounded in familiar settings and sensibilities.

EARLY SCIENCE FICTION

The early 1800s saw a period of rapid scientific discovery and 
innovation following the Industrial Revolution (c. 1760–1840). 
Daily life shifted from a reliance on hand production to mass 
mechanical production. As a result, authors begin imagining 
the future of scientific advancement alongside existing narratives 
of mythological origin. These earliest works examined ambition 
and advancement, questions of ethics, and the repercussions 
of scientific knowledge, establishing the groundwork for this 
yet-to-be-named genre.

Story of the Missing One
1896
Jagadish Chandra Bose

Bose's story is cited as the first Bengali 
science fiction story, depicting the 
seizure of a cyclone by a bottle of hair oil
—referencing the chemical properties 
of oil and water molecules.

The Time Machine 
1895
H.G. Wells

Wells is credited for coining the term 
‘time machine’ and popularising the concept 
of time travel in the science fiction genre. 
This novel depicts a time traveler who 
witnesses the future division of society 
into two distinct classes.

Mizora
1880
Mary E. Bradley Lane

Mizora is regarded as the first women-only 
utopian novel in the history American 
literature. It depicts a technological utopia 
built on the questionable practice of eugenics 
and social engineering.

Erewhon: or, Over the Range
1872
Samuel Butler

Butler’s fictional utopia satirises Victorian 
society and its approach towards technology. 
It is one of the first novels to explore the 
notion that artificial intelligence could be 
simultaneously useful and dangerous.

From the Earth to the Moon: 
A Direct Route in 97 Hours, 20 Minutes
1865
Jules Verne

Verne depicts space travel to the moon via 
a giant cannon-like device. The novel includes 
surprisingly accurate calculations of the 
cannon’s trajectory considering the lack of 
empirical scientific data at the time.

The Forebears of Kalimeros: 
Alexander, son of Philip of Macedon
1836
Alexander Veltman

Regarded as the first Russian science fiction 
novel and the first depiction of time travel, 
this novel follows a protagonist who time 
travels back to ancient Greece, via a 
magical hippogriff.

Journal of 48 Hours of the Year 1945
1835
Kylas Chunder Dutt

Regarded as the first fictional narrative written 
in English by an Indian, Dutt imagines a failed 
uprising by a colonised India, against Britain. 
This unfortunately would come to pass in 1857, 
when the actual Indian Rebellion occurred.

Australia Advanced: or Dialogues for the Year 3072
1833
Mephistopheles the Younger 
(pseudonym of unknown author)

This series of five articles imagines the future 
development of Australian art, infrastructure 
and technology. It depicts the mass extinction 
of the aboriginal population and the native flora 
and fauna around Sydney.

The Mummy! 
A Tale of the Twenty-Second Century
1827
Jane C. Loudon

This novel depicts one of the earliest re-animated 
characters in literature—Egyptian Pharaoh Cheops 
revived by scientific means in the year 2126. Loudon 
describes a matriarchal monarchy 10 years before 
Queen Victoria would take the throne.

Frankenstein; or, The Modern Prometheus
1818
Mary Shelley

Often regarded as the pioneering work 
of science fiction, Shelley’s narrative of a 
reanimated human-like creature explored 
the ethical and moral tensions existent 
between the subject of science and a 
religious pre-Victorian society.

GOLDEN AGE

The Golden Age of science fiction is characterised by its surge 
in popularity. Novels and pulp magazines captivated audiences 
with thrilling tales celebrating scientific achievement. This era 
of science fiction gave rise to iconic authors and genre tropes, 
while witnessing a return of religious and spiritual themes that 
were once central to proto-science fiction.

The Boom of Hollywood Studios

The Golden Age of Hollywood saw a boom in movie studios, 
celebrity culture and talkies—all providing reprieve during 
the Great Depression. Audiences sought thrilling escapism 
in the Universal Classic Monsters series, which includes 
Frankenstein (1931) and The Invisible Man (1933)—both of which 
paved the way for science fiction horror cinema.

Under the North Pole
1939
Gu Junzheng

Gu was one of the few science fiction writers 
publishing in the early years following the 
establishment of the Republic of China. 
In this story, a plot to destroy the Earth’s 
magnetic core, replacing it with a man-made 
one, is uncovered.

Out of the Silent Planet
1938
C. S. Lewis

A linguist kidnapped to a foreign planet 
depicts his alien encounter as peaceful 
and merciful. A fictionalised version of 
Lewis’ Religion and Rocketry, this novel 
attempts to reconcile extraterrestrial life 
with Christian theology.

Last and First Men: 
A Story of the Near and Far Future
1930
Olaf Stapledon

This novel charts two billion years of future 
history, starting from the 21st century. It anticipates 
genetic engineering, human augmentation and the 
birth of a “supermind”—a consciousness of many 
telepathically linked individuals.

MODERNIST WRITING

During this decade, post-war disillusionment seeped into science 
fiction. The widespread death and destruction of World War I 
shattered humanity’s faith in progress. As a response to this 

“new world order”, writers entirely unconnected to the genre of 
science fiction began employing this narrative form, exploring 
new ways of addressing time, space and personal experience.

Abstract Worlds

Cinema was greatly influenced by the futuristic cityscape 
imaginatively envisioned in Metropolis (1927)—which took 
direction from the aesthetics of Art Deco. The depiction 
of the robot Maria in this film is also one of the earliest 
and most iconic depictions of a female android in 
cinematic history.

The Invisible Bubble
1928
Kirk Meadowcroft

This novel is one of the earliest references 
to hyperspace, describing a machine that 
enables test subjects to access a dimension 
existing beyond the laws of general and 
spatial relativity.

The Colour Out of Space
1927
H.P. Lovecraft

Years after a meteorite crash, an area shunned by 
the local community is uncovered. The protagonist 
observes mutated vegetation and animals, soon 
discovering that the people in the surrounding area 
are dying.

Amazing Stories #1
1926
Hugo Gernsback

Gernsback founded the first magazine dedicated 
to science fiction stories. He is credited with 
coining the term “science fiction” in 1929 in 
the preface of the first Science Wonder Stories
—another fiction magazine he founded.

We
1924
Yevgeny Zamyatin

Zamyatin depicts a society pacified by those 
in power, through the deployment of genetic 
alterations, chemical drugs and sleep-learning. 
This novel further established the theme of 
totalitarianism and free will within the genre.

A.I. Laborer
1925
Park Young-hee

A serialised korean translation of Karel Capek’s 
play, R.U.R (1920)—which coined the English word 

‘robot’, A.I. Laborer soon became a catalyst for 
Korean science fiction.

Astounding Stories of Super-Science, Vol. 1
1930
William Clayton

Clayton diverges from the genre’s scientific 
and extrapolative nature, instead depicting 
everyday adventures against the backdrop of 
exotic or alien environments. This uncommon 
approach to the genre attracted many new 
science fiction fans.

Brave New World
1931
Aldous Huxley

In this novel, genetically modified citizens who 
belong to an intelligence-centric society are 
psychologically manipulated and controlled. 
Huxley examines the anxiety of losing individual 
identity in a fast-paced world of the future.

SCIFI TIMELINESCALE 1:10 WALL
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Sci-Fi Timeline

The Science Fiction (Sci-Fi) Timeline was a layout challenge, due to the 
amount of content that needed to be conveyed in a relatively restricted 
area. As the graphics will mostly be informational, it was important that 
we kept to a comfortable reading height.

The different eras of sci-fi media history was subdivided into decades, 
so that each era would fit neatly into a column. A lot of collaboration 
was necessary between the graphics team and the client to be able to 
achieve the best outcome, both content and graphic-wise.

New Eden
ArtScience Museum
Sci-Fi Timeline
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Sneakertopia
ArtScience Museum

Graphic Adaptation, Design Development, FA 
SPACElogic 
2023 
 

Sneakertopia was brought over from the iconic museum in Los Angeles 
to make its Asian debut in Singapore. An exhibition that showcased and 
celebrated sneaker and steet culture, I was very lucky to be able to work 
on this as my first museum exhibition project.

With an existing branding that was very simple and yet also bold, it was

extremely fun to find ways of bringing the vibe of the original location 
to ArtScience Museum, with our own creative touches. 
 
This was a particularly graphics-heavy exhibition, so there were also 
many learning opportunities as we faced all the challenges that come 
with preparing FAs for large murals.

Courtesy of ArtScience Museum  
and Marina Bay Sands
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In many situations the logo of the exhibition would be placed at  
eye-level, however in this situation I suggested to put it at a height of 
2700mm so as to be immediately visible above tobyato's Stone Lions, 
which was the main artwork in the gallery.

For additional impact, I suggested to add in a giant Sneakertopia text  
on the Right Wall, which also served as a fun photo-op. 
 
All three walls were covered with David Kaul's Sneaker Storyboard 
illustrations, which we rearranged to fit the space.

Sneakertopia
ArtScience Museum
Main Entrance

Middle Wall Right Wall
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Sneakertopia
ArtScience Museum
Chapter Introductions

Courtesy of ArtScience Museum  
and Marina Bay Sands
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As the main focus of the exhibition were the shoes, it was helpful that the 
branding was mainly black and white. Something to keep in mind when 
designing for the Chapter Introductions was that it had to be adaptable, 
as there were three different sizes of the wall/display case and the length 
of the titles were extremely varied.

A few options were done where the text was bolder, but in the end  
we felt that the best decision was to go for something simpler, so as  
not to take away too much attention from the shoes. In addition to  
the showcase label a black strip was also added to highlight the shoe 
display case.

Sneakertopia
ArtScience Museum
Chapter Introductions

Chapter Introductions
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Frugal is a parody of the lifestyle brand Supreme, which began as a small 
skate shop and has now grown into one of the biggest streetwear brands 
in the world. They are also famous for being very expensive. 
 
This area is based on a Singaporean HDB, all with the highly inflated price 
tags that are associated with being part of such a brand.

The biggest challenges in this area were achieving the consistency. In the 
dollar bills (also Frugal branded) it was between the different methods 
of printing, whether it was finding the right grammage of paper for the 
bills hanging from the ceiling and spilling from the bathtub to matching 
the printed floor graphics with these existing bills. The green also had to 
be matched between the paint and the wall and floor stickers.

Sneakertopia
ArtScience Museum
The Frugal Pop-Up

Courtesy of ArtScience Museum  
and Marina Bay Sands
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Top View

Perspective View

Logo on counter as ‘shoelaces’

White shelf to look like
rubber toecap on sneakers

‘Stitching’ detail

‘Midsole’

Retail Counter

It was a challenge to figure out what graphic could be used on the 
existing Retail Counter, as the logo (in all its various forms) had been 
repeated throughout the retail area, and the only tagline was already 
being used on the opposite wall.

Using the odd shape of the furniture to our advantage, I proposed that 
we design it based on a hightop sneaker, thereby tying it back to the 
essence of Sneakertopia.Sneakertopia

ArtScience Museum
Retail Counter
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Bird Paradise
Mandai Wildlife Group

Design Development, FA 
SPACElogic 
2022-2023 
 

I worked as part of the larger graphic team on Bird Paradise, which was 
so grand in scope that it would not be possible without everyone's effort. 
Collectively we designed environmental graphics, murals, signages, and 
adapted informational texts into digestible content for the wider public. 

One of the most iconic and memorable parts of this project was this 
mural of a scarlet macaw. It was finished over a period of three weeks, 
involving 28,000 pictures of birds, individually arranged to match the 
larger picture.

Courtesy of SPACElogic 
and Bird Paradise
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Bird Paradise
Mandai Wildlife Group
'Colours' Transition Area

Courtesy of SPACElogic 
and Bird Paradise
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Bird Paradise
Mandai Wildlife Group
'Colours' Transition Area

For the 'Colours' Transition Area, I was in charge of doing test prints—
checking the resolution, making sure the cropping of the birds were 
clean, and (most importantly for this area) that the colours were vivid 
and accurate to the actual birds.

I was very grateful to my team, as with the many images it would not 
have been possible to do this alone. An extra few pairs of eyes helped 
a lot with spotting parts that needed more editing, as well as the actual 
edits themselves.

Courtesy of SPACElogic 
and Bird Paradise
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Some Call It Science
Science Centre Singapore

Conceptualisation, Design Development, FA 
SPACElogic 
2024 

At the beginning of 2024, I was given the great pleasure of working on 
the tender for Some Call It Science (my first, I think), and we actually 
won! It was such a delight, as the Science Centre was one of my favourite 
places to visit when I came to Singapore during the holidays. To be doing 
a permanent exhibit for a place I had such wonderful memories of was  
a big factor of my excitement to work on this.

As this was a space for children, being allowed to illustrate and have the 
creative freedom to be as playful as I wanted was a breath of fresh air. 

Knowing that something I created could be the catalyst for someone from 
the future generation to fall in love with science (as I had back then) was 
a big motivation in completing the project.

Digital render by Jaya Pranata
Courtesy of SPACElogic
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Some Call It Science
Science Centre Singapore
Feature Wall

A major graphic (in terms of size and importance) was the Feature Wall. 
One of the main intents for this exhibit was to show how so many things 
we encounter in daily life are representative of science. 

Using the mascots designed especially for this project, I filled the wall 
with these characters having lots of scientific fun, including different 
disciplines such as physics, chemistry, biology, electronics, astronomy, 
genetics, music, etc.

SCALE 1:10
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Some Call It Science
Science Centre Singapore
Operable Wall

CAN YOU REMEMBER 
WHAT YOU HAD FOR 
LUNCH LAST WEEK?

Why do you think some 
memories fade while 
others stay vivid?

HAVE YOU WONDERED 
IF PLANTS GET SICK?

Or why do some plants 
live so long? Might we learn 
something from the secrets 
plants hold?

Female sea turtles return 
to the same beach where 
they hatched to lay their eggs.

HOW DID THEY FIND 
THEIR WAY BACK?

Can you think of a song 
that moved you deeply?

WHY DOES MUSIC 
MOVE US?

What we know today is the result of curiosity. 
Curiosity drives us to seek answers and expand 
our knowledge of the universe.

Asking questions helps us to challenge assumptions, 
reveal new perspectives, and push boundaries. 
Good questions drive us to consider not just the 
'how' but the 'why' and the 'what if'.

We invite you to go beyond what you know and 
to embrace the art of questioning—a skill essential 
not just for scientists but for anyone who wants to 
embrace lifelong learning.

Grab someone, exchange thoughts using these 
questions. Maybe you will leave thinking about 
something new with a fresh perspective!

SHARE WITH US!

WHY DO WE DREAM?

Do you dream in vivid colours 
or black and white?

How do you think your daily life 
would change if you suddenly 
lost your sense of smell?

ARE THERE CERTAIN 
SMELLS YOU REMEMBER?

SCALE 1:10

858mm

1100mm

1500mm

1700mm

1600mm

1800mm

2300mm

1400mm

1300mm

8720mmW

The other large graphic in this area was the Operable Wall. One challenge 
was that the graphic used had to make sense whether the wall was closed 
or partially open (folded). Initially during the tender stage I proposed to  
use each panel to showcase a different scientific discipline, as this would 
mean that each image was still whole no matter how much of the door  
was folded up.

In the end, it was decided that we would use patterns to fill the space 
instead, and this became an interactive magnetic wall. Visitors could  
stick their replies to the discussion questions onto the blank panel.

Little touches are still there to keep things interesting – the Q in FAQ 
takes the shape of the speech bubbles!

Tender Sketch

Final

Tender Proposal
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The average Singapore household 
uses 221kWh of electricity a month. 
Compare that to what you 
generated in the minute!

NOW YOU KNOW! 

SPEEDY SPINNER

EXPERIMENT with different ways 
to move the barrel.

This exhibit uses an electric motor 
that acts as a dynamo to convert 
motion into electricity to move 
the figurine, demonstrating energy 
conversion.

The faster you move the barrel; 
the more electricity is generated.

SPIN  or  ROCK  the barrel.

中文 | தமி  ழ்

Bahasa Melayu

Violin craftsmen have been 
shaping and designing violins 
using wave patterns for centuries!

NOW YOU KNOW!

SEEING SOUND
The sand shows how sound waves 
create wave patterns.

Different loudness, pitch and shapes 
of the plate produce different patterns.

OBSERVE how different sounds create 
different patterns.

PLAY  the instruments or  SING  
into the microphone.

 SEE  the patterns created by 
your sounds.

中文 | தமி  ழ்

Bahasa Melayu

The world’s most powerful 
magnet is an electromagnet 
smaller than a soda can. It is 
about a million times stronger 
than the Earth’s magnetic field!

NOW YOU KNOW!

STEEL STACKER

中文 | தமி  ழ்

Bahasa Melayu

Electromagnets are temporary 
magnets that creates a magnetic field 
when electricity flows through them.

This field can be turned on and off, 
unlike permanent magnets.

INVESTIGATE what structures 
can be made.

DRAW CONCLUSIONS: What did 
you notice, why did it happen?

USE  the metal pieces provided 
in the pit.

BUILD  structures.

Some Call It Science
Science Centre Singapore
Content Panels

With all the different interactives came a Content Panel to explain how to 
interact with them and the principles they teach. 

It's always a challenge to present technical information in an interesting 
way. Of course, the illustration does the heavy lifting by showing visually 
how the exhibit should work, but the layout ties everything together. 

By creating different points of interest on the layout such as adding  
a silhouette behind key words, or the circle containing the fun fact,  
the eyes are drawn around the panel, inviting the viewer to read the 
whole thing.

Some Call It Science
Science Centre Singapore
Content Panels
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中文 | தமி  ழ்

Bahasa Melayu

LIGHT LEAKS
PLAY  with the tools provided.

USE  the light source to create 
different effects.

EXPERIMENT with different accessories 
and OBSERVE how light behaves under 
different conditions.

Light travels in straight lines, it can reflect, refract 
and diffract, showing its wave-like properties. 

These fascinating behaviours demonstrate 
how light interacts with different materials.

The human eye perceives a range 
of 400 – 700 nm which lets us see 
rainbows (380-750 nm) but not 
microwaves! (106-109 nm).

NOW YOU KNOW! 

Some Call It Science
Science Centre Singapore
Content Panels

Where possible, it's best to standardise the sizes of the panels for 
consistency and to aid in production. However, in some cases, it might 
make more sense to have a different size.

This interactive, for example, had a lot of elements to it and a board that 
obstructed one side of the table from view. Two angles had to be drawn, 
which required more space. 

Luckily, the board provided a large space for this panel's placement,  
and we could enlarge it as necessary.

Some Call It Science
Science Centre Singapore
Content Panels
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Some Call It Science
Science Centre Singapore
Content Panels

A similar issue arose with this panel, which was to be placed vertically 
in the middle of the table. With how many items are involved in the 
interactive, it would be very difficult to fit on a small panel.

Luckily every step was carefully planned, which made it easier later on  
to assemble all the elements into one cohesive content graphic.

Fun detail – there is a little guy hiding inside the QR code!  
See if you can spot him.

The word "magnet" comes 
from Magnesia, a Greek city 
where naturally occurring 
magnetic rocks (lodestones) 
were discovered!

NOW YOU KNOW! 

POLARITY PLAY
EXPLORE  the interactives 
 on the table using magnets.

HYPOTHESISE what will happen 
 when you use a magnet.

OBSERVE what happens.

Magnets work because of a special 
force called magnetism created by 
the movement of tiny particles inside 
the magnet. This force makes 
magnets attract or repel objects.

中文 | தமி  ழ்

Bahasa Melayu
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Earth has a magnetic field is 
generated by natural processes 
and is not considered an 
electromagnet.

NOW YOU KNOW!

STEEL STACKER

Scan for Malay and 
Chinese translation

Electromagnets are temporary 
magnets that only produce a magnetic 
field when an electric current flows 
through them.

When the current is turned off, 
the magnetic field disappears.INVESTIGATE how to connect the nodes.

CONCLUDE why this is possible?

JOIN  the bolts and nuts 
provided in the pit.

CONSTRUCT  your hardware robot.

When a round plate is vibrated 
at around 1000Hz, you can 
make a heart!

NOW YOU KNOW!

SEEING SOUND

Scan for Malay and 
Chinese translation

Different sound frequency, amplitude; 
plate shape, size and material affect 
the patterns formed.

When a chladni plate vibrates 
at specific frequencies, standing 
waves are created across its 
surface, producing different patterns.

Different factors, such as shape 
of plate, frequency, volumne and 
medium, affect the patterns formed.

OBSERVE the patterns formed, 
why do they look different?

What you see is a 2-dimensional 
standing sound wave pattern.

PLAY  the instruments on the table.

Or even  SING  a note 
into the microphone!

The average Singapore household 
uses 221kWh of electricity a month. 
Compare that to what you 
generated in the minute!

NOW YOU KNOW! 

SPEEDY SPINNER

Scan for Malay and 
Chinese translation

 CRANK  the handle to move 
your token forwards.

 RACE  to generate electricity. 

INVESTIGATE ways to efficiently 
generate electricity.

Mechanical energy produced by 
spinning the barrel is converted to 
electrical energy to power up the 
"token".  The harder you spin, the 
further the "token" will go!

The word "magnet" comes 
from the ancient Greek city 
of Magnesia, where lodestone, 
a naturally occurring magnetic 
rock, was discovered.

NOW YOU KNOW! 

POLARITY PLAY Scan for Malay and 
Chinese translation

Magnets come in different shapes and 
sizes, and they can be found in everyday 
items like refrigerator doors, speakers, 
and even in some toys. 

They work because of a special force 
called magnetism, which is created by 
the movement of tiny particles inside the 
magnet. Magnets are not only fun to play 
with but also very useful in many 
technologies we use daily.Magnets are objects that can attract 

certain metals like iron, nickel, and 
cobalt. They have two ends, called 
poles: a north pole and a south pole.
Opposite poles attract each other, 
while the same poles repel.

 EXPLORE  with the magnets provided.

HYPOTHESISE what may happen 
when you put the magnet on.

OBSERVE what happens when the 
magnets placed.

1.
For the content panel, I proposed an isometric style, as this was 
going to be a fairly technical illustration and it would be a good 
way to show everything that was on the interactive table.

2.
The first step in the sketching is to block out the rough shapes  
of the various different elements. It gives me a sense of how 
much space the overall drawing will take. This was done  
by hand in Photoshop over an isometric grid.

4.
Even at this step I tend to be very careful in trying to represent 
everything as accurately as possible to the final design. It is best 
that the client gets a very clear idea of what I am trying to do,  
and this also reduces errors when the time comes to do the  
clean linework.

Some Call It Science
Science Centre Singapore
Content Panels — Sketches

3.
The isometric style is very suitable for hard surface objects (such as 
tables and cubes). The challenges arise when the objects are tilted 
at an angle or when it is an organic form like the characters.

Luckily, I had the foresight to design very simple, blobby figures 
with noodley limbs, which are overall very forgiving to draw.

 PLAY  with the tools provided.

 MANIPULATE  the colours, 
direction and shape.

LIGHT LEAKS

Scan for Malay and 
Chinese translation

EXPERIMENT how light reacts.

Light is a form of electromagnetic radiation 
that is visible to the human eye. It exhibits 
various properties that can be explored 
through simple experiments.

Light can bounce off surfaces, or bends 
as it pass through different medium, 
spread out when it passes through tiny 
openings or around corners etc.

These fascinating behaviors of light show 
us how versatile and important light is in 
our everyday lives.

The human eye can perceive light with 
wavelengths ranging from about 400 to 
700 nanometers, which corresponds to 
the colors violet, blue, green, yellow, 
orange, and red. That is why we see 
rainbow colors!

NOW YOU KNOW! 
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Some Call It Science
Science Centre Singapore
SCIKO – Console

One of the highlights of the SCIS exhibit, in my opinion, was SCIKO  
(read: psycho, short for Science-K.O.). It is a semi-educational game, 
inspired by arcade games like Street Fighter, in this case using the different 
'scientific superpowers' as attack and defense moves.

Designing the console housing was so much fun. As this would be the 
first thing visible to the visitor (the back graphic faces the entrance),  
the graphic needed to be visible from a distance and be able to entice 
visitors to come and play.

SCIENCE 

STRIKE!in every
SCIENCE 

STRIKE!in every
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Some Call It Science
Science Centre Singapore
SCIKO — Sketches

Each of the sides went through many drafts and changes, but from  
the beginning I wanted to utilise the shape of the console to create  
a dynamic composition, showing the character in an active pose while 
using their 'scientific superpower'. In the first draft, we weren't sure 
yet what the powers would be, so I focused on the energy of the 
character and the posing of their limbs.

This character in particular remained largely the same, with the biggest 
difference being his facial expression. The client did not want the 
characters to look angry or aggressive, but wanted to portray them  
as having fun, enjoing a silly time together.
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Some Call It Science
Science Centre Singapore
SCIKO — Sketches

The character in this graphic was changed as well—from the pink blob 
to the purple—but the pose stayed the same. Though initially I used a 
fire power to represent the attack move, we eventually changed it to 
one of the in-game superpowers, 'Curiosity'.

We also updated his expression, in line with the idea that these 
characters are supposed to be having fun together.
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Some Call It Science
Science Centre Singapore
SCIKO — Sketches

SCIENCE 

STRIKE!in every
SCIENCE 

STRIKE!in every

One of the challenging things about designing an illustration for this 
console housing was the fact that there are some areas that need 
to be avoided. In this case, the access panels would inevitably cut 
through some of my graphics, but it would look very strange to have 
the characters be totally confined to a single panel.

We figured out that it would be acceptable to let them be cut through 
the middle line as long as it did not affect the characters' faces or bodies. 
This way there is more of an interaction between the two figures.
 
The result is a fun graphic with lots of energy and colour, giving the 
viewers a taste of what to expect when they play the game.
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A Whale of a Tale Playground
National Heritage Board, National Museum of Singapore

Conceptualisation, Design Development, FA 
SPACElogic 
2025

Designed by the Magical Bridge Foundation (USA), with RSP Architects 
as the architectural consultant, this whale-themed intergenerational 
playground blends history and modern function, bringing play to  
National Museum of Singapore's Front Lawn.

My role in this project was to design and illustrate an interpretive panel 
(complete with a flipbook showcasing the history of the whale), as well 
as other signages around the playground.

Courtesy of SPACElogic and  
National Museum of Singapore
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A Whale of a Tale
NHB, NMS
Interpretive Panel and Signages

Wherever possible I like to inject whimsy into my designs, and this was 
the perfect project to do so. The initial brief  for the Interpretive Panel 
was to design something inspired by the older mosaic playgrounds 
that used to be found around Singapore, as that was also what the 
whale playground is based on. I applied this circular 'tile' motif on  
the waves, giving it a sense of dimension by implying the foamy seas.

Everything else was also inspired by the whale and the ocean theme, 
with the Time Capsule Marker designed in the shape of a  'spout',  
the burst of air through a whale's blowhole. The ledge for the Flipbook  
is of course designed after the tail of a whale. The Safety Sign is designed 
after a lighthouse, a literal beacon of safety when sailing on the seas.

Courtesy of SPACElogic and  
National Museum of Singapore
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Legacy Tunnel
International Community School

Conceptualisation, Design Development, FA 
SPACElogic 
2024 

Part of the renovation works for the International Community School (ICS), 
we had to come up with a graphic revamp of the Legacy Tunnel. 
 
This was an interesting project for me, as there was this challenge to 
create something visually pleasing out of a subject matter that, so far, 
doesn't seem especially exciting.

Working within the school's pre-existing branding, we created 
a space that could stop visitors in their tracks and pull them in, 
creating a compelling visual that would entice the viewer to read  
all about the history of the ICS.

Photo from whichschooladvisor.com
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Legacy Tunnel
International Community School
History Wall

Timeline walls are always a challenge. How does one balance the need to 
convey a hefty amount of information in a linear way, while still keeping 
things interesting to look at? 
 
The first part of the History Wall extends out into the adjacent corridor,  
while the majority of it was contained within the Legacy Tunnel itself. 

As the space here was quite limited, we devised a system of splitting the 
year markers either at the top or bottom. This way, when there are two 
entries in a single column, it would be quite clear which year it belongs 
to. In between these markers we added decorative graphics to fill up the 
empty space, giving the wall some much-needed energy and flow.

2001

1996

1993

BIG MOVE, BIGGER GROWTH
During the summer of the move to Kampung 
Bahru Road, enrollment grew by a whopping 
50%! Parents, students, and staff saw the faithful 
hand of God in their midst when the enrollment 
increased from 100 to 150 students.

2023

2020

2015

2018

ADAPTING AND THRIVING: 
OUR SCHOOL'S 
COVID-19 JOURNEY
Responding to COVID-19 challenges, our school 
launched virtual learning, empowering students 
to continue their education from home. Together, 
we adapted and embraced new ways of learning, 
strengthening our community's resilience.

TURNING THE LIGHTS ON 
FOR SERVICE LEARNING
The ES Little Knight Lights and MS/HS Knight Lights 
program was launched to empower students to lead 
and serve the community.

2022

2021

2006

1999

GOLD WINNER FOR 
BEST SMALL SCHOOL 
IN SINGAPORE FOR TWO 
CONSECUTIVE YEARS

OUR COMMITMENT TO 
CONTINUOUS IMPROVEMENT 
AND EXCELLENCE
A successful dual re-accreditation with Association 
of Christian Schools International (ACSI) and Western 
Association of Schools and Colleges (WASC).

2017

THE BIRTH OF CHRISTIAN 
INTERNATIONAL SCHOOL 
(CIS)
The committee found a campus on a steep 
hillside with many tall trees to provide shade 
from the tropical sun. It was at the corner 
of Mount Faber Road and Lower Delta Road. 
The school opened on September 6, 1993 with 
16 students and 2 teachers.

ENROLLMENT GROWTH
Enrollment for year one peaked at 42 students. 
Year two’s highest enrollment was 59 students. 
On January 24, 1996, in year three, the school 
had 89 students.

DUAL ACCREDITATIONS
ICS received dual accreditation with Association 
of Christian Schools International (ACSI) and 
Western Association of Schools and Colleges 
(WASC).

JUBILEE! 
THE THIRD CAMPUS
ICS relocated to 27A Jubilee Road. Classrooms 
were renovated and enrollment increased from 
220 to 280 students. ICS planned to renovate 
one wing in the first year, and then expand 
and add classrooms over a three-year period.

WEEK WITHOUT WALLS
Our WWW program was established and certified 
by the Standards of Excellence in Short-Term 
Mission. Middle School and High School students 
continue to serve in China, Cambodia, India, 
Indonesia, Malaysia, and the Philippines.

2013

LAUNCH OF THE 
ONE-TO-ONE STUDENT 
COMPUTER PROGRAM
Laptops were provided to 120 students from 9th 

to 12th grade. By 2017, the program expanded to 
include over 300 students from 4th to 12th grade.

REPRESENTING 
29 NATIONALITIES
From only five nationalities when we first 
started, ICS is privileged and humbled with 
the opportunity to educate the minds 
and transform the lives of students from 
29 nations.

2009

6 WINS IN SINGAPORE 
EDUCATION AWARDS
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Legacy Tunnel
International Community School
Alumni Wall

The Alumni Wall showcases the different universities ICS's alumni have 
gone on to. A requirement was a map, which would show where in the 
world these graduates have gone on to. I proposed this style of map which 
was composed of circles, following the circular motifs of the ICS's branding 
graphics. It is also a very simple shape to cut out as a sticker, for when they 
add on to the map in the future.

Some frames are included on the wall to highlight particular alumni and 
their achievements, and these were simple enough for the school to 
replace on their own. 
 
A TV is used to honour the donors, which could also be easily changed 
from time to time, as necessary.

43” TV

Universities and colleges where ICS graduates have been accepted in the past five years.

Discover Our
 Alumni’s Paths 

J O U R N E Y  B E Y O N D

Their Impact
A L U M N I  L E G E N D S

Their Legacy
D O N O R  H E R O E S

Our Graduates’
University Adventures

N E X T  C H A P T E R
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Digital Painting



Digital Painting

Coursework, Personal Projects 
3Dsense Media School, Raffles Design Institute, misc. 
2017-2022

The painting above, Happy Birthday, was my final project for my  
Diploma for Concept Design and Illustration at 3Dsense Media School. 

Before I ventured into the world of graphic design, I did a lot more 
digital painting than vector illustration, and I still retain a lot of 
interest in character design, creature design, and all types of fantasy 
artwork and worldbuilding.
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Corrupted Dragon Concept Art 
Personal Project 
Untitled Indie Game Development Group

Corrupted Golem Concept Art 
Personal Project 
Untitled Indie Game Development Group 

Rhino Warrior Card Illustration 
Coursework 
3Dsense Media School
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References

Diary of a Young Naturalist Book Cover 
Coursework 
Raffles Design Institute
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thank you!
if you'd like to reach out, you can contact me at: 

alanisharjanto@gmail.com


