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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.

About the cover
The square cover is designed to be unfolded to create a small cube model of 
the Preview Museum.

Acknowledgements
The Museum of Science Fiction would like to acknowledge the people of 
NASA for their help in furthering the Museum and its mission. We look forward 
to the programs ahead.

Any questions regarding this prospectus should be directed to:

Greg Viggiano 
Executive Director 
Museum of Science Fiction 
PO Box 88 
Alexandria, VA 22314 USA 
EARTH   SOL   MILKY WAY
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Introduction

The Museum of Science Fiction is a US-based, nonprofit organization established 

in April of 2013. The organization is supported by 140 volunteers, unified by a 

shared vision to build a museum that does justice to the breadth and richness of 

science fiction history, inspiring visitors to embrace the genre and its ideas. 

The Museum of Science Fiction will be the world’s first comprehensive science 

fiction museum, covering the history of the genre across the arts and providing a 

narrative on its relationship to the real world.
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Mission 
Education is central to the Museum of Science Fiction’s mission. Science fiction 
presents an ideal device for sparking interest and spurring proficiency in STEM 
academic areas (science, technology, engineering and math). However, Museum 
activities will go beyond STEM and include a broader focus to include the arts. The 
mission of the Museum of Science Fiction is to create a center of gravity where art 
and science are powered by imagination. Science fiction is the story of humanity: 
who we were, who we are, and who we dream to be. The Museum will present this 
story through displays, interactivity, and programs in ways that excite, educate, 
entertain, and create a new generation of dreamers.

Higlights
2015 has been a very active year for the Museum of Science Fiction. The 
organization has made signification progress on many aspects to establish this 
new institution.

As the staff endeavors to create a physical presence, the Museum opened is 
first exhibition at Reagan National Airport, The Future of Travel. This exhibition 
was accompanied by a companion iOS mobile app developed by Museum CIO, 
Alexandre Carvalho. The mobile app provides a foundation for two additional 
technology platforms, ambient intelligence and the virtual Preview Museum, both 
projects already in development.

“Science fiction stands as a bridge 

between science and art, between 

the engineers of technology and 

the poets of humanity.”

— Ben Bova
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In addition to these activities, the Museum is planning a large program for next 
summer with the National Aeronautical and Space Administration (NASA) under 
the Museum’s new Space Act Agreement (SAA). The Escape Velocity conference 
will be the first major SAA collaboration between NASA and the Museum. The 
event will share important accomplishments by NASA scientists and engineers 
with the Museum’s student community.

The White House recognized another student activity in October 2015, as the 
Museum launched its global CubeSat Competition with Cornell University. The 
CubeSat competition aligns with its educational vision and encourages innovative 
thinking within the commercial space technology sector. This competition is open 
to all high school students with the winning proposals to be awarded at Escape 
Velocity, built by Cornell and eight other universities, and put on orbit by a future 
NASA mission. 

Another center of gravity for the science fiction community will debut with the 
Museum’s new Journal of Science Fiction. The Journal will be launched in January of 
2016 and will serve as a forum for scientists and academics from around the world 
to discuss science fiction, including recent trends in the genre and its influence on 
our world.

1 U CubeSat
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Leadership
Board of Advisors
Fourteen individuals from a variety of backgrounds, representative of science 
fiction’s multifaceted nature, constitute the Museum’s 2016 Board of Advisors: 
Mark Edward CPA (Chairman); Dave Arland; Greg Bear; Ben Bova PhD; David Brin 
PhD; Hal Davis FAIA MA; John Morton MA; Jane Frank PhD; Morgan Gendel; Ken 
Harvey; Mason Peck PhD; Jeff Rutenbeck PhD; R. Paul Stimers JD; and
C. Alex Young PhD. 

Executive Team
The logistics of creating, planning, and running the Museum are carried out 
by a skilled team of ten industry professionals: Greg Viggiano PhD (Executive 
Director); Joseph Gillmer (Development); Regan Samul MA (Curator); Mandy 
Sweeney (Vice President, Museum Operations); Kathrin Kush CPA (Vice President, 
Finance); Alexandre Carvalho (Chief Information Officer); Daniel Weiss (Vice 
President, Business Development); Jonathan Askin (Outside Counsel); Jonathan 
Spencer (General Counsel); Jerry Vanek AIA (Lead Architect), Steve Dreyer (Visitor 
Experience), and Linda Zaruches (Special Events and Programs).

Organization  
At present, the Museum’s numerous volunteers have set up several project teams, 
subcommittees, and departments to manage the many aspects of establishing a 
physical museum building, organizing programs, designing educational curricula, 
and fundraising.

The Museum’s major subcommittees currently include the Capital Campaign 
Subcommittee, the Curatorial Subcommittee, the Education Subcommittee, 
the Model Construction Subcommittee, the Programming Subcommittee, the 
Technology Subcommittee, and the Visitor Experience Subcommittee.
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More specific project teams and departments include Business Development, 
Architecture and Exhibit Design, Construction, Capital Development, 
Communications, Finance, Human Resources, Marketing, Member Services, 
Product Management, Project Management, Public Relations, Risk Management, 
Special Events, Strategic Partnerships,  Web Design, and Photographic and 
Video Production.

“Mars ain’t the kind of place

To raise your kids

In fact, it’s cold as hell

And there’s no one there 

to raise them

If you did

And all this science

I don’t understand

It’s just my job

Five days a week

A rocket man

Rocket Man”

— Elton John, 1972, Rocket Man
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Legal
The first priority of the Museum's Legal Staff is ensuring that it maintains 
good corporate governance and complies with all applicable federal and state 
requirements pertaining to its nonprofit status and fundraising activities. It must 
also ensure that any personal information collected from donors and participants 
in the course of Museum’s activities is kept secure and confidential. Because the 
Museum relies heavily upon volunteers, all volunteer work, particularly that done 
on educational and creative projects, must be properly documented so that the 
Museum protects its rights to any intellectual property they may create. All new 
volunteers must sign non-disclosure and confidentiality agreements to protect the 
rights of the Museum and its donors.

The Legal Staff is also responsible for reviewing agreements with sponsors and 
partner organizations in order to guarantee that all parties involved have a clear 
understanding of their responsibilities and obligations. Additionally, the Legal 
Staff will verify that if the Museum enters into a contract with a related party, the 
contract will be no less favorable to the Museum than another contract it could 
obtain from an unrelated party.
 
Because science fiction is the work-product of human imagination, a significant 
part of the Legal Staff’s work involves verifying that the Museum has obtained 
the requisite intellectual property rights for it to implement proposed exhibitions, 
programming, and other activities. The Museum’s mission is to educate and inspire 
visitors to embrace the science fiction genre and to expand the audience for 
science fiction ideas, authors, artists, filmmakers, and other creators. This signifies 
that the Museum may need to acquire rights from certain individuals, institutions, 
and agencies in order to successfully execute planned exhibits and programs. 
Because questions regarding intellectual property rights can be quite complicated, 
the Museum’s Legal Staff includes experts in both US and non-US intellectual 

Mike Winklemann
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property law that it can call upon when securing intellectual property rights 
is necessary. 

The Legal Staff will also support the development, construction, staffing, and 
opening of the Preview Museum by ensuring that all donations, contracts, and 
other matters are in accordance with municipal and federal laws governing 
nonprofit organizations. 

Risk Management
Within a month of launching the Museum, the Executive Management Team 
established a risk management policy. The Museum’s volunteer corps and senior 
staff compiled a risk register and worked to proactively and openly manage those 
risks. All potential risks that might affect the creation of a Preview Museum in 
Washington, DC were assigned to the senior staff to ensure each risk would receive 
proper attention.

The Museum of Science Fiction maintains an active risk management plan and risk 
mitigation strategies to keep all potential known risks to a minimum. Transparency 
is a cultural expectation for the Museum and its staff. Therefore, the Museum’s Vice 
President of Operations tracks each potential risk, detailing its type, probability, 
severity, owner, and management plan. All volunteer project leaders must include 
a risk list in their project plan, but in most instances, the senior staff either takes 
complete ownership of the risk or actively aids the volunteer in risk management. 
The senior staff reviews active risks and issues on a monthly basis and consults the 
Board of Directors, Board of Advisors, and General Counsel where appropriate.

Marvin, the paranoid android

Hitchhiker's Guide to the Galaxy 



PROSPECTUS 2015 A.D. 11

Financial Status
Achievements
In June 2014, the Museum received confirmation from the Internal Revenue 
Service of its successful application for 501c(3) tax-exempt status, allowing 
generous Museum donors to take advantage of a charitable deduction on their tax 
returns. The Museum has used its new qualification to begin applying for grants to 
support its STEM education programs and capital projects.

The finance and accounting infrastructure of the Museum continues to grow in 
sophistication and resources as its activities expand. To oversee financial reporting 
requirements and the development of financial projections for the Preview 
Museum and the Full-Scale Museum, the Museum established a finance and 
economic feasibility review team led by Mark Edward, CPA. All financial projections 
are prepared in collaboration with the other Museum project teams as they select 
museum designs, sites, programmatic goals, and fundraising activities.

In 2016, the Museum will implement a new accounting system to provide the 
necessary infrastructure to record, control, manage, and report its financial activity 
as it monitors its progress toward the opening of the Preview Museum.

Current Fundraising Status
Grant proposal writing to foundations and government agencies began as a 
regular development activity in January of 2015. A $4.2 million pipeline was 
created based on potential funding for current Museum programs and activities.

To date, the Museum has received funding for general operations and educational 
programs from Google, eBay, CarMax, DreamHost and NASA. As the lead time for 
evaluating grant proposals may require several months, grant writing will continue 
and expand to maximize long-term results.

“When something is important 

enough, you do it even if the odds 

are not in your favor.”

— Elon Musk
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“Michael Rennie was ill

The Day the Earth Stood Still

But he told us where we stand

And Flash Gordon was there

In silver underwear

Claude Rains was The Invisible Man

Then something went wrong

For Fay Wray and King Kong

They got caught in a celluloid jam

Then at a deadly pace

It Came From Outer Space

And this is how the message ran...”

— Richard O’Brien, 1975, Science 

Fiction/double feature

Museum capital development activities are organized across large and small 
donors, corporate and organizational sponsors, and grants from foundations and 
government agencies. Large donor engagement for major gifts is proceeding 
with additional crowdfund campaigns planned to increase individual small 
donor contributions. Corporate and organizational sponsors are largely event-
driven and are intended to provide sponsors with distinctive benefits to enhance 
public perception, establish strategic affiliations, and provide a positive return on 
marketing objectives.

To enhance grant eligibility, the Museum is partnering with existing grant 
recipients to build credibility and better establish our qualifications
and capabilities. 

Grants and Proposals
The Museum is currently focusing its grant proposal submission efforts on 
foundations that support Science, Technology, Engineering and Math (STEM) 
education outreach programming. In recent months, the Museum’s Grants and 
Proposals team has submitted seven major proposals to various foundations. A 
majority of these grants have sought major funding for the Museum’s education 
and outreach pilot program with DC Public Schools.

Additionally, the Museum has submitted grant proposals for funding to transport 
the Museum’s International Architectural Design Competition exhibit to Los 
Angeles, to develop the Master Plan for the Preview Museum, to obtain LEGO 
Mindstorm kits for future STEM education outreach, and to develop the Museum’s 
proprietary amb-i software. In the coming months, the Museum will collaborate 
with NASA, Cornell University, American University, Duke University, University of 
North Carolina, and other organizations and universities to expand our capabilities 
and resources.
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Preview Museum
Real Estate
Site selection for the Preview Museum is ongoing, with two potential locations 
under consideration. Both sites are attractive and meet the Museum’s minimum 
selection criteria: they are both within two blocks of a DC Metro Station, are 
situated in close proximity to existing tourist footpaths, hotels, adequate nearby 
parking, and are within walking distance to a variety of restaurants.

Discussions with government officials are in progress with the Museum’s general 
counsel and a commercial real estate team from Newmark Grubb Knight Frank. 
Museum executives will continue to work with these municipalities in the creation 
of a mutually-beneficial partnership that will expedite the Museum’s site selection 
process and secure both a location and any available incentive packages.

Architectural Design Competition
In May 2014, the Museum announced an architectural design competition for 
its 4,000-square-foot Preview Museum. The competition quickly achieved an 
international scope, with 463 professional architects, designers, and students 
registering to compete from over 45 different countries. Demonstrating the 
creative potential that a science fiction museum can foster, the design competition 
was well received by the public and was featured in the noted professional 
journal Architect.

The selection jury, which consisted of Museum staff, architectural experts, 
university professors, and prominent local architects (including Suman Sorg, the 
principal of one of the largest women-owned architecture firms in the United 
States), met in the first week of September 2014 at the American Institute of 
Architects’ headquarters in Washington, DC. After an anonymous evaluation 
process, the judges selected “Schrodinger’s Box,” submitted by Emily Yen, 

Preview  Museum
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an architecture student at the Rhode Island School of Design, as the winning 
design. The most notable designs were displayed at the Martin Luther King 
Memorial Branch of the DC Public Library in Summer 2014, and then travelled to 
Brooklyn Public Library in New York City for a Spring exhibition in 2015.

Curatorial Activities
In 2014, the Museum’s Curatorial Staff, working closely with the Visitor Experience 
Staff, began developing an interpretive framework that will be used to guide 
exhibition development and design for the Preview Museum. It outlines the 
Museum’s approach to the presentation of science fiction and provides a means 
of organization that goes beyond a simple taxonomy by focusing on how science 
fiction reflects and influences human lives, culture, and futures.  

In early 2015, the Curatorial Staff finalized the Museum’s Collections Management 
Policy and Procedures document, which will be used to guide the acquisition, loan, 
preservation, display, and handling of objects in the Museum’s collections. The 
next step for managing the Museum’s collections will be the creation of a strategic 
acquisitions plan for both the Preview and Full-Scale Museums. 

The Curatorial Staff developed an exhibition that was installed at Reagan National 
Airport in July 2015, which inspired and educated airport travellers about the 
future of spaceflight.  The Future of Travel exhibition included a large-scale model 
of the Orion III Pan Am Spaceplane from the film 2001: A Space Odyssey (1968), a 
companion iOS mobile app, and a small gallery presentation of retro-futuristic 
solar system travel posters by artist Steven Thomas. The exhibit addressed real-life 
challenges to space tourism as well as how scientists and the aerospace industry 
are addressing them. 

Steve Thomas
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The Curatorial Staff’s current projects include designing exhibits for the Preview 
Museum, drafting the Museum’s Master Plan, and designing new online exhibits. 
The staff is also developing a database of science fiction films and television shows 
for the Museum’s website that will be presented as an interactive timeline that will 
eventually include video games, comic books, graphic novels, and literature. 

Technology
Recognizing that innovations have inspired science fiction and vice versa, the 
Museum intends to use technology in the Preview Museum to address what 
science fiction innovations will be possible in the near future by implementing 
mobile devices and softwware in its exhibition space. The Museum of Science 
Fiction empowers its staff to experiment with multidimensional learning tools 
using integrated technology overlays to both entertain and educate visitors. Using 
mobile apps, next generation virtual reality, and ambient intelligence, the Museum 
will enhance visitor experiences through technological supplements and
a virtual museum. 

The Museum is departing from its current, informal approaches to learning by 
employing new tools and technology to attract and engage visitors. To achieve 
this, it has appointed C. Alex Young PhD from the Heliophysics Science Division 
(HSD) at the NASA Goddard Space Flight Center (GSFC) to chair the Technology 
Subcommittee. In collaboration with a team from NASA’s Goddard Space Flight 
Center, a virtual Preview Museum was deployed in May 2015 to provide visitors 
with a gateway to informal learning, including an initial focus on heliophysics and 
solar weather.

Arduino UNO
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Cipher Wall
The Museum currently plans to feature a “cipher” wall in its Preview Museum that 
will be a large architectural or sculptural element that features the concept of 
storytelling. Using a vast collection of visual alphabets, metaphors, glyphs, and 
iconography, the Museum will create a large, interactive, hieroglyphic wall that 
will be connected to the Museum’s mobile app. Visitors will be able to examine 
the structure with their mobile devices to learn about the origins of the featured 
languages and even decode lines of text displaying definitions from various books 
and films. 

amb-i 
Ambient intelligence, or amb-i, will play a key role in enhancing visitor experiences 
and will serve the Museum as a new STEM learning tool. At present, the Museum’s 
staff is developing its basic features and functionality. Later releases will 
incorporate more sophisticated and anticipatory behaviors into amb-i.

When amb-i is available, visitors can install the Museum’s app on their mobile 
devices allowing amb-i to run as a background process until it receives recognition 
from the Museum's central computer.

Using a network of sensors and beacons placed throughout the Preview Museum, 
amb-i will detect and recognize individual visitors via their mobile devices as they 
move about the exhibit spaces. amb-i will provide a personalized greeting to each 
visitor as they enter the Museum. Such a greeting might include a holographic 
projection of the visitor’s favorite science fiction character providing a welcome 
message, or the visitor’s name might be displayed on a greeting screen near 
the entrance. The holograph may suggest an itinerary based on preferences 
configured on their mobile device for more individualized tours. 

Spock,  Paradise Syndrome

 Star Trek 1968
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As visitors explore the Museum’s galleries, they will be able to use the app to 
access supplemental content and control wifi-enabled exhibits (e.g., information 
pertaining to the objects they’re looking at, such as graphs, videos, and 
manipulate display objects).

Mobile Apps 
The Museum’s mobile app development will expand to provide users with access 
to exhibit information, programs, learning resources, community engagement, 
e-commerce, and several other features currently in development.

In June of 2015, the Museum deployed a free science fiction trivia game module 
of the app. Users are able to choose among categories such as The Creators, Other 
Worlds, Vehicles, Computers and Robots, Time Travels, Aliens and Creatures, and 
Technology. A trivia game project team developed over 6,000 unique questions for 
the first release database. 

When the trivia game database contains 10,000 questions, the Museum will create 
a physical science fiction board game using these questions.

The Museum’s technology roadmap includes other modules that will allow visitors 
to use the Museum’s mobile app to wirelessly control exhibits and STEM-related 
content while in the gallery spaces. One exhibit item, the Museum’s prototype 
trilithium photon probe, will be part of an exploration exhibit highlighting 
field equipment technology from the television series, Star Trek. This probe will 
contain heliophysical data from a fictionalized mission to Alpha Centauri, and 
with their mobile devices, visitors will be able to open the probe’s access panels, 
stream the probe’s data storage, and watch a video about the star’s heliophysical 
characteristics. The probe will also deliver information related to the following 

iOS Mobile App
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STEM areas: heliophysics and space weather data, robotics and autonomous 
systems, spacecraft systems design and subcomponents, computer data storage 
systems, power and propulsion systems, interstellar navigation and guidance data, 
signal processing systems, and sensory equipment packages.

Another mobile device-interactive exhibit under development features a “stillsuit” 
from Frank Herbert’s 1965 novel Dune. In the novel, stillsuits are worn as survival 
suits that reclaim and recycle water on the desert planet Arrakis. The Museum’s 
mobile app will allow users to supplement their physical experience by presenting 
them with information about real-world advances in water reclamation and 
purification technology. Visitors could also use the Museum’s mobile app to learn 
about stillsuit functions and to access augmented reality views of the stillsuit 
displaying where and how each system functions.

Digital Communities
Because the Museum does not yet have a physical presence, it is crucial to 
continue building its online network of supporters, donors, and enthusiasts in 
2016. The Museum has established a digital presence on social media, Facebook 
and Twitter, and it has also created its own free Minecraft server hosted by 
DreamHost. The success of these social media and gaming endeavors is evaluated 
by the growth in subscribers, gamers, and how well the Museum uses these 
technologies to foster ongoing engagement. 

In September of 2015, the Museum announced an open access, interdisciplinary, 
peer-reviewed Journal of Science Fiction that publishes academic works by both 
current and emerging science fiction scholars. Creating such an academic journal 
provides a new forum for engaging academics from all over the world in the 
discussion of science fiction, its history, its influence, and its implications for the 
future. Further, it will allow scholars to engage with the Museum and foster a new 

“Our most precious human gift: 

The wonder of curiosity. The 

insatiable thirst to know more 

about what we know... and to 

speculate about what we don’t -- 

and to explore this vast realm.”

— David Brin
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digital, global community of academics passionate about science fiction. The first 
edition is expected to be published in late January of 2016.

In 2016, the Museum will continue to engage its digital community through 
online and offline initiatives, including voting opportunities (such as the People’s 
Choice voting process used with the Architecture Design Competition in 2015) and 
invitations to attend Museum-sponsored events (such as movie nights hosted by 
DC Public Library). 

Educational Initiatives
Because education is a key component of the Museum’s mission, it continues 
to develop implementation plans for a long-term, sustainable, STEM education 
program. The Museum works to integrate science fiction as a means to motivate 
and promote student interest in science, technology, engineering, art,
and mathematics.

The development of a science fiction-themed curriculum focuses on helping 
teachers and students comply with school-mandated learning standards while 
simultaneously creating a more inclusive and enriched learning environment in 
the classroom.

In October 2015, the Museum announced a global CubeSat Competition for 
high school students with Cornell University. CubeSats are small, grapefruit-size 
spacecraft that use commercially available space technologies and simple logistics 
for launch and operation. The winning proposals will be built by Cornell, eight 
other universities, and put on orbit by a future NASA mission.  The awards and 
recognition ceremony will be held at Escape Velocity in Washington, DC 
on July 2, 2016. 

Xenomorph Stage 2 Organism

Alien 1979
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“Bradbury’s gift for storytelling 

reshaped our culture and expanded 

our world, but the author also 

understood that our imaginations 

could be used as a tool for better 

understanding, a vehicle for 

change, and an expression of our 

most cherished values.”

— Barack Obama

The Education Staff continues to work with the Visitor Experience Staff, Curatorial 
Staff, and Programming Staff to further develop interactive exhibits, online/digital 
lessons for students and adults, scholarships and grants, online teacher resources, 
science fiction-themed STEM curricula for all grade levels, field trips that align to 
Common Core standards, and special events and competitions.

In the 2015-2016 school year, the Museum’s Education Staff will continue 
to expand its DC Public Schools pilot program and develop interactive and 
educational exhibits for the Preview Museum. The Education Staff is also working 
with the Museum’s Minecraft server to host building contests, roleplaying, and 
project-based learning activities for students. 

Programs
Currently, the Museum has two primary goals for any given activity: raise money 
and raise awareness. Secondary goals are specific to programmatic objectives and 
are defined in terms of individual department needs such as building a collection 
or archive, conducting an informal learning pilot program, presenting a lecture 
series, or developing mobile application software.

Success measures are tracked quantitatively whenever possible and include 
project management metrics, community-building metrics, visitor foot-traffic 
(event attendance), social media activity, media coverage, and mobile app usage.
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Escape Velocity
Einstein said, “Imagination is everything. It is the preview of life’s coming 
attractions.”  With that quote, Escape Velocity endeavors to be a micro futuristic 
world’s fair to promote STEAM education within the context of science fiction 
using the fun of comic cons and fascination of science and engineering festivals. 
Escape Velocity seeks to make a measurable positive impact to boost informal 
learning on the more conceptually difficult academic areas.

Escape Velocity’s mission is to re-invigorate the interest of young people in science, 
technology, engineering, art, and math (STEAM) by producing and presenting the 
most compelling, exciting, educational, and entertaining science festival in the 
United States using science fiction as the primary engine.

Escape Velocity will be held at the Gaylord Convention Center, National Harbor, 
Maryland on July 1 – 3, 2016. Major event partners and sponsors include: the NASA 
Goddard Space Fight Center, NASA NIAC, NASA SCaN, IBM Watson, Kickstarter, 
DreamHost, CarMax, Carbon Origins, the US Navy, Cornell University, American 
University, and XCOR Aerospace and JetPack International.

The event programming will cover a full range of discussion panels, 
demonstrations, exhibits, presentations, and workshops, next generation VR, 
high resolution 3D scanning/printing, and robotics. A mini film festival with the 
Boston Science Fiction Film Festival is also planned with an opening Concert, 
competitions, awards, keynote speeches, and project-based learning activities 
for children.

Current special guests that are confirmed for the event include: Greg Bear author 
of the Eon series, David Brin of The Postman, Earth, and Existence, former NASA 
astronaut Pam Melroy, and Star Trek: TNG screenwriter Morgan Gendel. 
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As always, the Museum will continue planning ad hoc events throughout the year. 
Thanks to its extensive network of volunteers, sponsors, and partner organizations, 
the Museum has the ability to create unique and interesting content that will center 
its role as a leading organization in science fiction communities. Through strategic 
partnerships, the Museum will extend its reach by hosting events in partners’ spaces 
and continue to increase public awareness. 

Escape Velocity 2016
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“I would like to die on Mars. 

Just not on impact.”

— Elon Musk

Planning for the Future
The Museum of Science Fiction has achieved many significant steps in the past 
year. A dedicated Board of Advisors and senior staff have created project teams 
and subcommittees focused on the successful completion of the Museum’s
many activities.

The Legal Staff and Financial Staff ensure that the Museum maintains its 501(c)
(3) nonprofit standing, reviews contracts, and lays the legal foundation for the 
construction of the Preview Museum. The Grants and Proposals Staff, together with 
the Financal Staff, work to secure the funding necessary to support the Museum’s 
STEM education initiatives, technology development, and capital projects. 

The site selection process for the Preview Museum continues as architects 
finalize construction details and the Curatorial Staff completes designs for both 
promotional exhibits and the gallery spaces. Featuring new, immersive and 
interactive technology, the Preview Museum will debut an interactive ambient 
intelligence to enhance visitor experiences and expand the Museum’s
digital communities.

We look forward to seeing you there soon.
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Appendices
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Financial Pro Forma: Operations        
         
REVENUE - CASH BASIS Year 1 Year 2 Year 3 Year 4
  Revenue from Ticket Sales         1,184,000      1,361,600     1,565,840     1,800,716 
  Net Revenue from Goods Sold           295,960         340,354        391,407       450,118 
  Revenue from Special Events           210,000         241,500        277,725       319,384 
  Contributions           350,000         385,000        423,500       465,850 
  Fundraising Events           150,000         165,000        181,500       199,650 
  Grants           300,000         300,000        300,000       300,000 
TOTAL FUNDS         2,489,960      2,793,454     3,139,972     3,535,718 
       
EXPENDITURES - CASH BASIS        
  Salaries         1,350,000      1,417,500     1,488,375     1,562,794 
  Benefits           270,000         283,500        297,675       312,559 
  Marketing and Public Relations           248,996         261,446        274,518       288,244 
  Insurance             12,000           12,240         12,485         12,734 
  Travel             21,600           22,032         22,473         22,922 
  Programs           130,000         132,600        135,252       137,957 
  Exhibit Construction / Change Out             30,000           30,600         31,212         31,836 
  Information Technology             10,000           10,200         10,404         10,612 
  Rent, Communication, and Utilities           286,000         291,720        297,554       303,505 
  Printing & Reproduction             40,000           40,800         41,616         42,448 
  Office Supplies & Misc.             12,000           12,240         12,485         12,734 
TOTAL OPERATING EXPENDITURES         2,410,596      2,514,878     2,624,049     2,738,347 
         
NET CASH OUTFLOW             79,364         278,576        515,923       797,371 
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  Financial Pro Forma: Capital Expenditures  
     
     
  EXPENDITURES - CASH BASIS  
  General Requirements  No Utility Consumption Charges Incl.             97,710 
  Site Preparation and Utilities           188,276 
  Concrete and Foundations             45,325 
  Structural Steel and Miscellaneous Metals             89,263 
  Carpentry             35,982 
  Thermal and Moisture Protection             77,526 
  Openings Includes Revised Int. & Ext. Enclosures           858,550 
  Finishes             83,821 
  Furnishings - Blinds Deleted from Cost Model                    -   
  Special Construction             31,500 
  Vertical Transportation - Elevator Deleted                    -   
  Mechanical and Plumbing           214,453 
  Electrical and Security           199,652 
  General Conditions Assume 7.0% of Cost of Work           134,544 
  Design/Construction Contingency Suggest 10% Cost of Work 192,206
  GL and Umbrella Insurance 0.257%               5,779 
  Builder’s Risk Insurance  0.068%               1,529 
  Exhibition interior design and fabrication           800,000 

  TOTAL CAPITAL EXPENDITURES         3,056,116 
     
  NET CASH OUTFLOW         3,056,116 
     
     
     
     




