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Contact Any questions regarding this prospectus should be directed to:

Greg Viggiano
Executive Director
Museum of Science Fiction
PO Box 88
Alexandria, VA 22313-0088 USA  
EARTH   SOL   MILKY WAY

Statement regarding future events
This document is a prospectus and contains forward-looking statements 
within the same meaning of the U.S. Private Securities Litigation Reform Act 
of 1995. Forward-looking statements include any statement regarding future 
events or the future financial performance of the Museum of Science Fiction 
that involves risks or uncertainties. In evaluating these statements, readers 
should specifically consider various factors that could cause actual events or 
results to differ materially from those indicated, including without limitation: 
changing economic conditions, visitor demand, competition, funding 
projections, and other important factors as described in this document.

Cover art by Bob Eggleton, © 2006, One of our Robots is Missing 

Rear cover art by Simon Stalenhag 
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KEY METRICS    as of June 2014

Project age                                14 months
Target funding                           $3 million phase one
Project personnel                      ~110 industry professionals
Curatorial professionals           37
Volunteer corps                         168
Email subscribers                     3,631
Project hours                             7,200
Human capital                           $360,000
Subcommittees                         7
Project Teams                          19

Marvin the Martian
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VISITOR EXPERIENCE

Visitor experience continues to be the guiding creative force behind 
the plans for the preview museum. In early 2014, the museum’s visitor 
experience and curatorial teams collaborated to further refine the 
vision for this facility, its contents, and its overall design. In line with the 
museum’s founding principles, the experience at the preview museum 
will be interactive, immersive, and educational. The exhibits will feature 
and test the newest technologies in museum design, such as mobile 
apps, holographic projections, and computer-controlled interactive 
display objects. 

The vision for the preview museum is to serve as a prototype of the full-
scale museum—to create a space that satisfies initial curiosities and then 
feed visitor imaginations—by pairing the latest technology to deliver the 
story of science fiction through an immersive experience. The museum’s 
visitor experience staff is well supported and informed with the technical 
aspects necessary to realize these objectives. The museum’s design 
team is developing actionable plans based on this prototype approach. 
Architects, sound designers, technologists, curators, educators, model 
builders, and professional museum planners are working with our visitor 
experience staff to design the experience, curate and organize science 
fiction artifacts, and build exhibits that teach and inspire. 

The concept of science fiction is a broad one. Its meaning and 
significance changes depending upon the lens through which it is 
viewed. One challenge for the design team is to organize and deliver 
science fiction content in such a way that it is meaningful to a spectrum 
of visitors—from franchise fans and devotees of the genre, to children on 
field trips.

It Came From Outer Space
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PROGRAM ACTIVITIES AND CO-SPONSORED EVENTS

SUMMER 2014
NSO AT WOLF TRAP, A SHOWING OF 2001: A SPACE ODYSSEY
The ground-breaking 1968 film produced and directed by Stanley Kubrick 
still retains its allure and mystery. The National Symphony Orchestra 
performs the score live as the enigmatic and compelling film is screened 
in the house and on the lawn. The film is presented by arrangement with 
Warner Bros., Southbank Centre London, and the British Film Institute. 
Saturday, July 19, 2014 

SAN DIEGO COMIC CON (SCIENCE CHANNEL)
Comic-Con International: San Diego is a nonprofit educational corporation 
dedicated to creating awareness of, and appreciation for, comics 
and related popular art forms, primarily through the presentation of 
conventions and events. July 24-27, 2014

FALL 2014
SEPTEMBER
Mars in Science Fiction    Date/Location TBD 

Spacecraft Design in Science Fiction and Reality  Date/Location TBD

Maker Faire, New York City (Science Channel)  Sept. 20 - 21, 2014

Maker Faire, Silver Spring, MD (Science Channel)  Sept. 29, 2014

OCTOBER
Battlestar Galactica: A Reflection of Society? Date/Location TBD

NEW YORK COMIC CON (SCIENCE CHANNEL)  OCT. 9-12, 2014
New York Comic Con is the East Coast’s biggest pop culture convention. 
The show floor plays host to the latest and greatest in comics, graphic 
novels, anime, manga, video games, toys, movies, and television. The 
panels and autograph sessions give fans a chance to interact with their 
favorite celebrities, authors, creators, and media personalities. October 
9-12, 2014

NOVEMEBER
Educator’s Workshop    Date/Location TBD

 

Dr. David Bowman
2001: A Space Odyssey
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TECHNOLOGY

The museum will separate the technological threads that run through 
science fiction offering a closer inspection with cutting-edge technologies 
that will give visitors a unique real-world experience. The museum 
will show us how imaginative science fiction has inspired everyday 
technologies and how dreams can become reality. It will inspire visitors 
with visions of the future and alternative histories, explain what 
technological challenges science fiction creators think we can take on, and 
bring them face-to-face with what has never existed before. 

Strategic Objectives
1. Tell the story of science fiction to science fact.
2. Get the science and technology right—both the fictional and the 

factual.
3. Identify and ensure informed curation of fictional 

technologies that represent the best, the most pervasive, and 
the most inspiring ideas of science fiction.

4. Ensure that the preview museum presents an appropriate 
subset of this content. 

5. Communicate the value of museum sponsorship to 
technology-driven organizations, including commercial, 
government, and philanthropic entities. 

Implementation Plan
1. Identify technology-content resources.
2. Devise a prioritized list of fictional technologies to be curated.
3. Work with NASA on gathering stories of technology realities that 

were spun off from science fiction.
4. Create a technology review process for museum exhibits.
5. Identify current technologies that can be leveraged to establish an 

optimal visitor experience.
6. Work with business-development leadership to inform media 

content for communicating sponsorship value to technology-
driven organizations and people.

Star Trek Field Equipment
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EDUCATION

The Museum of Science Fiction continues to develop implementation plans 
for a long-term, sustainable education program. The museum’s mission to 
use science fiction to inspire and motivate learning—in science, technology, 
engineering, arts, and mathematics across many age groups. This approach is 
designed to create a lasting educational program that not only helps students 
and teachers comply with mandated learning standards, but also creates an 
inclusive and enriching learning environment.

In the past six months, the museum has established an education 
subcommittee, which is leading strategic planning and engagement with 
community stakeholders. An active education project team supports the 
subcommittee with curriculum and program design, event support, and other 
tasks. Together, the subcommittee and project team bring to the museum 
a wide array of skills from program evaluation and grant administration to 
classroom teaching and instructional video production.

The education department has been working to refine the scope of the 
museum’s educational offerings that will include both informal and formal 
education, from pre-kindergarten through higher education. Even in the 
early stages of planning, the education subcommittee and project teams 
are working closely with members of the visitor experience, curatorial, and 
programming departments to develop educational offerings that will include 
the following components:

1. Interactive exhibits
2. Project-based learning activities
3. Scholarships and grants
4. Online teacher resources
5. “Mission in a box” for all grade levels
6. Field trips that align to Common Core Standards
7. Special events and contests

In the next year, the museum’s education team will host its first event, 
prepare curriculum, and develop interactive and educational exhibits for the 
2015 preview museum. In keeping with the museum’s principle of inclusion, 
the team will first host its first event inviting Washington, DC metropolitan 
area teachers to review and evaluate proposed resources at an educator’s 
workshop in November 2014. Over the fall of 2014, the education team will 
develop its first curriculum series for elementary and middle schoolers 
that will focus on project-based learning activities that meet Common 
Core Standards. In tandem, the museum will develop a supportive online 
community for educators. The first educational exhibits are planned for 
2015 welcoming our first student cohort and teachers to participate in the 
museum’s educational programs.

“How do you explain school 
to higher intelligence?”

Melissa Mathison
E.T.: The Extra-Terrestrial

(film, 1982)
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SOCIAL MEDIA | DIGITAL COMMUNITIES
Social media is the museum’s primary means of regular and interactive 
communication with the general public. Channels established for the 
museum on Facebook, Twitter, LinkedIn, Google+, and YouTube have 
empowered the museum to tactically pursue major goals such as 
community outreach, profile building, and capital fundraising.  As the 
museum’s digital community grows, reach and public awareness will be 
extended to new levels.
 
Recent social media activities have included extensive outreach while 
exhibiting at Awesome Con 2014, where Twitter was used to engage with 
convention attendees in real time; and Museum of Science Fiction Movie 
Nights aka #MoSFmovie where participants remotely and simultaneously 
watched a movie via Netflix Instant and conversed via Twitter discussing 
the film and related science fiction topics, such as the forthcoming Star 
Wars films, favorite genre novels, etc.

ELP - H.R. Geiger
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MARKETING AND VISITOR RESEARCH

The market research team analyzed data from the Indiegogo crowdfund 
survey to inform a research plan. The team conducted its first survey and 
established plans for additional comprehensive research that will include 
focus group testing and other market research instruments and strategies.  

The Indiegogo visitor research survey was completed by 64 donors/
respondents; 68% male, 32% female; 90% of responses were from US-
based people; 68% of respondents indicated that they did not have 
children; 78% of respondents had a college or graduate education. 

The average age of the respondents was 42, and the average age at which 
this group became interested in science fiction was eight years old. This 
particular group is well versed in 21st century technology and social media 
with 85% of respondents indicating they use smartphones and 88% use 
social media.

Although this sample size is too small to generalize about the average 
museum-going public, the data analysis is meaningful for future planning 
based on the following key points: 

• Respondents discussed science fiction in specific and personal 
terms. They could name specific space ships, environments, 
objects, creators, themes, and literature, among many 
other things. They talked about expectations for immersive 
environments, such as they do not want to see Star Trek’s 
Enterprise bridge, they want to be on the bridge. They also seek 
to understand the artistry behind developing science fiction 
worlds, including drawings, film props, and books of the early 
science fiction authors. 

• Respondents discussed science fiction as both a genre in and of 
itself, with its own history and purposes and as a lens through 
which to view the real world. 

• The Indiegogo survey and responses will be used to structure 
a survey for the entire museum subscriber list for further data 
analysis. 

• This new survey will include questions about personal 
knowledge and interest in science fiction so that the various 
museum project teams will have a better understanding of 
visitor expectations.

• Lastly, a series of informal focus groups will be held in July to 
inform visitor expectations and preferences of people who may 
not have interest in science fiction themselves.

Bioshock
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STRATEGIC PARTNERSHIPS

Since its public launch in November 2013, the museum has entered into 
several exciting and productive partnerships. In February, the Science 
Channel, a division of Discovery Communications, became the museum’s 
exclusive media sponsor in which it will promote the museum’s growth 
across its media outlets and provide support to the museum’s projects 
over the next year. 

This past April, the museum entered into an exciting partnership with 
Washington, DC’s rapidly growing celebration of pop culture, Awesome 
Con. At this year’s Awesome Con, the museum exhibited its innovative 
interactive display objects and contributed moderators and speakers to 
several discussion panels on the future of the science fiction genre. The 
museum looks forward to growing with Awesome Con and making DC a 
destination for the science fiction community. 

The museum has joined forces with OMNI Reboot to further a shared 
vision of promoting science, technology, engineering, arts and math 
(STEAM) education. Since its inception in 1978, OMNI has encouraged its 
readers to dream and wonder. Together, the Museum of Science Fiction 
and OMNI will seek to excite, educate, and entertain delivering science 
fiction to a wider audience. As part of the partnership, the Museum of 
Science Fiction will host via its website an online gallery co-curated by 
OMNI.

The Museum of Science Fiction has also become a member of the 
American Alliance of Museums and has entered into a promotional 
partnership with the Library of Congress in Washington, DC. Specifically, 
the museum has paired with the Library to support and promote its 
“What If Science Fiction and Fantasy Forum” to run throughout 2014. 
For the remainder of 2014, the museum looks to expand its engagement 
with organizations in the aerospace, consumer technology, media, and 
educational sectors. The museum is in active discussions with a diverse 
set of potential partners and looks forward to leveraging relationships to 
increase funding and brand awareness. Engagement with these industry 
leaders will increase the museum’s ability to reach the expansive science 
fiction fan base and raise the necessary capital to bring the museum’s 
vision to life.
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REAL ESTATE SITE SELECTION PROGRESS 2014

Newmark Grubb Knight Frank continues to work with the Museum of 
Science Fiction and has been actively engaging the Washington, DC real 
estate market over the past nine months to help the museum find: first, 
an existing space, or possibly a vacant lot site, for a preview museum and 
second a permanent, long-term location for the museum.

The two projects have proceeded on parallel paths and tasks have 
included market research, availability surveys, meetings with local 
building owners and developers, meetings with local government 
agencies, building tours, site visits, and preliminary cost estimates. It is 
anticipated that the preview museum would require between 3,000 – 
4,000 square feet and the permanent location between 40,000 – 50,000 
square feet. Additionally, metro access and twenty-foot ceiling heights 
of clear space for exhibit areas are critical requirements based on exhibit 
deign needs analyses.

Geographically, the search has been focused on Washington, DC proper 
and the close-in Virginia suburbs, specifically Crystal City and Rosslyn. 
Regarding the preview museum, initial inquiries were for traditional 
retail (1st floor) space in existing buildings. That parameter has been 
expanded to include potential vacant sites that could accommodate a 
semi-permanent structure. Both existing properties and development 
opportunities are being considered for the long-term home of the full-
scale museum. By way of example, 555 12th Street, NW Washington, 
DC (the former ESPN Zone) has been considered for both the preview 
museum and permanent full-scale museum while the old U-Line Arena 
in the District and 1851 Bell Street in Crystal City have been considered as 
potential preview museum opportunities. Work is also ongoing with local 
municipalities to take advantage of their knowledge, potential sites, and 
possible incentives.

The Mole, Thunderbirds
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