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PROJECT OVERVIEW

PROJECT TITLE Beyond The Garden Wall

SDG’s 

PROBLEM Poverty still persists.

INSIGHTS 

OBJECTIVE Remind the public that beyond our usual 
spaces of comfort, there are people facing serious 
difficulties in life (demystify the issue of poverty).

TARGET AUDIENCE Ages 7 and up.

CONCEPT Offer a glimpse into the lives of the 
impoverished through the personification of poverty’s 
cause and effects as physical items, to educate everyone 
about the different features of poverty in an 
approachable, memorable way.

KEY MESSAGE Poverty is not only about having little 
money. It has multiple dimensions. Once we understand 
the faces of poverty better, the perceived challenge of 
tackling it becomes much more approachable.

Most people don’t realise that poverty is a 
multifaceted issue. 

Poverty is always closer than we think; pockets 
of poverty remain, including in urban areas.



VISUAL REFERENCES







CORE EXPERIENCE



Following the guides placed on the 
floor, the users enters the 
installation room.

As the user looks around the room, 
they take notice of the interactable 
items.

Users interacts one of the 
interactable items to examine it.



As soon as the interactable is 
picked up, the reactable item, 
disguised as old household 
items, spring to life and begin to 
play audio/visual clips.

The narrations that plays is a 
snippet of a past conversation that 
happened in the of the room’s 
impoverished occupants.

After the narration ends, a final fact 
or a statistic is revealed to the user 
for context, using the 
corresponding reactable items.



Once the final message for the item 
is revealed, the user is prompted to 
put the item back in its place before 
moving on to the next interactable.

User can now move on to the next 
interactable item along the guide in 
the room. Each interactables item 
has a different narration and 
varying link with a reactable item.

After user is satisfied interacting 
with the the interactable items, 
they exit the room.



User walks to the back of the 
installation.

On the back of the installation, 
user can read through infographics 
explaining the installation’s 
objectives in further detail.

Bonus: A ‘literal’ call (for) action in 
the form of a donation box is kept 
beside the installation for users to 
get involved and make a difference 
beyond the main installation.



BONUS ROUND: 
CALL TO ACTION





CALL TO ACTION
To take things a step beyond education and awareness, 
an explorable option is to have a donation box of sorts 
set up beside the installation to complete the journey:

Education > Awareness > Holistic action

The donations can be geared toward any of Sunway’s 
current or previous charitable affiliations. 



INSTALLATION MOCKUP



INSTALLATION 
MOCKUP



INSTALLATION 
MOCKUP



EXTERIOR WALL CONTENT



About UN SDG 

About THE PROJECT

Infographic POSTERS

Related INFO & IMAGES





INSTALLATION BLUEPRINT





STRUCTURE MATERIALS





PLYWOOD
To construct basic structure of the ‘room’. 
Used for both floor and walls. 

PVC FLOOR MAT
Used to cover the floor. We chose to include this as it is an identifiable 
feature in Asian/Malaysian households, used to cover up the traditionally 
bare (often cement) floor.

LIGHTBULB
Light fixtures either hanging from the top of the room (additional 
bracket/support needed) or fixed to the walls. Used to encourage the 
natural ‘ambience’ of the installation room. 
(Dispensable)



SETUP ITEMS



CRT TELEVISION
Economic, dated television of the past. 
Serves as a reactable item.

RADIO
An old, beat-down radio. 
Serves as a reactable item.

FLOOR FAN
Modest form of room ventilation. 
Serves as a reactable item.



MEDICINE BOX
Plastic food container reused for medicine storage.
Serves as an interactable item.

PLATES/CUPS
Utilitarian metal plates and cups. Could be replaced with 
melamine utensils.
Serves as an interactable item.

CALENDAR
Giveaway table calendar, scribbled with work 
commitments and plans.
Serves as an interactable item.



CLOTHESLINE
Using rope/string to hang across the room to dry 
clothes or hang clothes.
Serves as an interactable item.

EXERCISE BOOK
Typical brown exercise book for school, paired with 
a used eraser and shortened pencil.
Serves as an interactable item.

CHAIN LOCK
To lock the faux door in the installation.
Serves as an interactable item.



MATTRESS
Stained/raggedy old mattress too costly to replace. 
Alternative to this item is a simple tikar tidur. Serves 
as an interactable item.

FLOOR SHELF
Storage space to hold most clutter in the apartment.
Additional room furnishing.

BASKET
Cheap plastic basket to be filled with old, worn clothes.
Additional room furnishing.



NARRATION SAMPLE



FOOD

EDUCATION

JOBS

CLOTHING

COMFORT

HEALTHCARE

SECURITY



ASPECT
Food

STORY
A conversation between school kids about 
what to eat during recess, with monologue of 
the impoverished child’s inner thoughts.

KEY STATISTIC
12% of children in low-income households eat 
fewer than three meals a day.  

Source: Child Without: A study of urban child poverty and deprivation in low-cost 
flats in Kuala Lumpur by UNICEF.



ASPECT
Education

STORY
A teacher scolds a schoolchild over his 
“forgotten” school supplies. Monologue 
reveals the child’s actual reasoning, and his  
situation at home.

KEY STATISTIC
1 in 3 low-income households do not have 
books to read while 8 in 10 have to study in 
cramped living rooms. 

Source: Child Without: A study of urban child poverty and deprivation in low-cost 
flats in Kuala Lumpur by UNICEF.



ASPECT
Jobs/Income

STORY
A tired parent arrives home late in the evening. 
Through monologue, she contemplates her 
financial situation, and expresses the humble 
hopes she has for her children. 

KEY STATISTIC
Working adults in low-cost housing units work 
48 hours per week — 1 hour more than the 
national average. 90% work full time.

Source: Child Without: A study of urban child poverty and deprivation in low-cost 
flats in Kuala Lumpur by UNICEF.



ASPECT
Clothing

STORY
Scenario of a child being isolated and ridiculed, 
all for the pitiful clothes he wears.

KEY MESSAGE
It is often beyond the means of the 
impoverished to spend money on ‘common 
luxuries’ like new clothes. Their comfort, 
hygiene, dignity, and mental health are affected 
in this case.



ASPECT
Comfort

STORY
Accumulated discomfort causes a pair of 
siblings to argue over which side of the lumpy 
bed who has to sleep on, painting a picture of 
the paltry space they have to live in. 

KEY FACT
In impoverished homes, living spaces are often 
cramped and shared among its residents. 
Often, children study on the floor because they 
can’t afford tables.



ASPECT
Healthcare

STORY
Forced to resist his natural paternal instincts due 
to a hefty price tag and an unfortunate hand in 
life, a father pitifully tries to nurse his sick 
daughter back to health by himself.

KEY MESSAGE
Among the poor, the constant struggle to pay 
bills and keep afloat could overshadow other 
needs like basic healthcare and emergency 
savings.



ASPECT
Security

STORY
Amidst the worrisome ‘bumps’ in the night, a 
family tries to soothe a fearful child back to 
sleep.

KEY STATISTIC
3 out of 4 households feel that their  (PPR) 
neighbourhood is unsafe for their child at night.

Source: Child Without: A study of urban child poverty and deprivation in low-cost 
flats in Kuala Lumpur by UNICEF.



THANK YOU.


