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“There is an infinite field of energy that exists beyond our 
present concept of space and time, which unites all of us.”
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For the longest time, human activities have put an enormous 

amount of stress on the climate of the earth. Due to lack of ac-

tion by world leaders, climate change took a turn for the worse. 

Sea levels rose dramatically due to the melting of polar caps. 

It was only a matter of time before The Great Flood occurs. 

 

Human population begun to prepare for the oncoming 

disaster. During which, two groups emerged. The first 

group, the People of the Land, wanted to live in a remnant 

of land. So they built high-tech floating cities, to contin-

ue living in a familiar environment. The other, known as 

the People of the Sea, decided it was best to embrace the 

sea as a new habitat. The two harbored prejudice against 

each other due to their differences in survival approach. 

 

As predicted, The Great Flood occurred. Both the groups 

managed to survive. For generations, the two lived in iso-

lation, each rebuilding their civilization. In the beginning, 

two harbored skepticism and prejudice against each other 

due to their difference in survival approach.

As centuries passed, however, the two nations thrived, and 

subsequent generations of both groups began to soften and 

grow curious about the other. Now, this curiosity has grown 

to consider the possibility of reestablishing contact, or even 

reunification. This tentative attempt at curious outreach by 

both sides is manifested in the museum of memories.
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Imagining how the situation above water 
could look like after The Great Flood.
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Erosion of the land results in interesting rock formation.



01 WORLD BUILDING

LAND FASHION 

REFERENCE

The weather above water has become more and 

more unpredictable. The People of the Land devel-

oped a weather protection device that could protect 

them from all sorts of weather.



Imagining how the underwater could look 

like after The Great Flood.
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UNDERWATER CITY 
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UNDERWATER

REFERENCE

Rethinking how the underwaters 

could look like in the future when 

the People of the Sea take over. 

With technological advancement, 

the ocean floor thrives once again.
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UNDERWATER FASHION 

REFERENCE

To live underwater, the People of the Sea de-

veloped an underwater breathing devices.
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As the Museum of Meories is for both the People 

of the Land and Sea, the museum should be one 

that is partially submerged. Hence, the site has to 
be able to provide for such a building typology.
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Site Version 2

Site Version 1

The site is chosen for its ability to host lush flora 
and fauna of both the land and sea, one that is 

rare in the aftermath of The Great Flood.
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The floating museum is the first of its kind to serve both the peo-

ple of the land and people of the sea. It is a common ground piv-

otal for convincing and influencing the two groups of people to 
work towards reunification. Ultimately, the museum’s aim is to 

prepare the two for a future together.
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POTENTIAL OF VR

Virtual Reality (VR) is defined as an artificial 
environment which is experienced through 

sensory stimuli (such as sights and sounds) pro-

vided by a computer. In which, one’s actions 
partially determine what happens in the envi-
ronment.

Having personally visited the Art Science Mu-

seum to experience the VR exhbit We Live in 

an Ocean of Air, the potential of VR to trans-

port ones senses to another world is huge. Just 

through the utilisation of sound and sight, a be-

lievable and immersive world was created right 

before my eyes. Even if the world before me 

seemed unrealistic, I was still able to “feel” the 
world travelling around me. As such, the key to 

creating immersive environments lies in engag-

ing the senses.

In the future, VR could advance to the point 

where all 5 senses could be engaged. Hearing, 

Touching, Seeing, Smeling and even Tasting 

could al be possible in the future.



The Aesthetics of Virtual World  
 

With the rise of pre-made assets, there is a shift from creation 
to selection. People no longer need to come up with things 
from scratch. Rather, a person only needs to pick and choose 

the elements from the appropriate libraries of pre-made as-

sets. The idea is “you push the buttons, we create your world”. 
This allows anyone to realize their virtual world if they know 

how to pick the right assets. 

 

This has a direct impact on the aesthetics of the virtual world. 
If all you need to do is put things together, everyone will even-

tually end up using the same library for creation. This means 
virtual spaces may start having the same vibes/aesthetic. An 
example would be popular rendering applications such as En-

scape and Lumion. Images rendered with these applications 
tend to have a similar look to them and are immediately recog-

nizable. While there is no inherent problem with simply putting 
things together, the virtual world may start becoming repeti-

tive, with spaces lacking personalization. 
 

Hence, creation is still important even though the democrati-

zation of creation is great.
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USAGE OF VR

In the Museum of Memories, the VR worlds are designed to 

have elements that remind the visitor that what they are see-

ing is not real. Similar to Christopher Nolan’s film, Inception, 

rectangle lights are used as the “totem”.



The people of the land and sea will  have 

two separate museum experience.

Both experiences are to help the two gain 

insights into each other’s worlds, what 

were their challenges and how they sur-

vived. Beyond that, These virtual experi-

ences challenges the people from both 

worlds to step out of their comfort zones 

to navigate each other’s worlds while be-

ing in the safety of VR.

At the end, the two groups will gather at 

the last exhibition space, Union, where 
they are inspired that reunification is pos-

sible.
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PRECEDENCE STUDY

Anti Room II is a floating structure that lever-
ages the endless bottom of the sea to clever-
ly blur the lines between what is considered 

inside the structure and what is outside. For 

instance, the inner circle has no floor. Yet, it 
is intuitive to assume that an enclosed space 
has been created. The inner circle also dou-

bles as a swimming pool.ANTI ROOM II
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ARRIVAL

Visitors will arrive by a pod. It follows  a pre-pro-

grammed route that circles around the rock 

which hosts nature from both worlds.
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WATER SIMULATION

Water Simulation for the People of the Land 
to experience and explore the underwater 

world. Through VR, varying levels of water 

pressure and oxygen level can be simulated.

The simulation is triggered by the rising smoke 
in the zero gravity zone.



UNDERWATER CITY
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WEATHER SIMULATION

Weather Simulation for the People of the Sea 
to experience the changing weathers above 

water. Through VR, varying extremity of 

weather can be simulated.

The simulation is triggered by entering the 
tunnel of lights.



FLOATING CITY
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UNION
A NEW BEGINNING

MUSEUM OF MEMORIES



MUSEUM OF MEMORIES02

UNION

An Augmented Reality (AR) sculpture is used to present a strong imagery before the visi-
tors leave. It leaves them with an open ended question on what the future could look like 
if they reunify.

The AR is triggered only if both races are present. The sculpture is of a human body shat-

tered into a million pieces. It is neither land nor sea. It is as if the particles are forming a 
third identity that belongs to both the People of the Land and People of the Sea. 

“There is an infinite field of energy that ex-

ists beyond our present concept of space and 
time, which unites all of us.”



A possible future together.
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RESEARCH: PREJUDICE



RESEARCH: VR RESEARCH: VR



RESEARCH: ENVIRONMENT RESEARCH: SOCIETY



EXHBITION EXPERIENCE MATRIX
EARLY DEVELOPMENT OF EXHIBITIONS





EARLY DEVELOPMENT OF MASSINGEARLY DEVELOPMENT OF MASSING



EARLY DEVELOPMENT OF SPACE ALLOCATION EARLY DEVELOPMENT OF SPACE ALLOCATION



STORYBOARD FOR VIDEO


