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WORLDS
IN BLOOM

PENGU!N IN MOTION
Rollerblades, COME ON and a world beyond time

ELECTRIC OBJECTS
Paint, neon and experiments in motion

CARDBOARD WILDS
Handmade worlds, pixel battles and strange new ideas
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WELCOME

THE SIGNAL GETS LOUDER
A tighter second issue: fewer repeats, more worlds.

Issue Two moves quickly: rollerblades, cardboard jungles, mazes, neon music, a

robot apocalypse, illustrated stories and the feature-film experiment. This

revision deliberately gives each major image more room to breathe instead of

repeating it across several pages.

Box Signal is becoming a place where animation,

illustration, games, publishing, jokes and strange

experiments can sit beside each other.
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PENGU!N / ON WHEELS

COOL IS A SPEED
Tiny skates. Huge sunglasses.

The joke works before anything has even happened.
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PENGU!N / ON WHEELS

THE GLIDE
No panic. No hurry. Just wheels.

The environment supplies the movement. PENGU!N supplies the attitude.
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PENGU!N / ON WHEELS

AIRBORNE
Ten seconds finds its payoff.

Both skates leave the ground and the calm finally becomes spectacular.
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CARDBOARD WILDS
Ordinary material. Extraordinary depth.
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CARDBOARD WILDS

MOONLIGHT, FROGS, PAPER
The same material language, a completely different atmosphere.

Corrugated edges, cut layers and cast shadows stay visible. The illusion works because the

material is allowed to remain itself.
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THE GOLDEN CITY
A feature-sized world in a single frame.
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PAINT + SOUND

ENTER THE ELECTRIC SHEEP
Guitars, cables, turntables and paint refuse to stay where they are put.
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VISUAL MUSIC

WHEN SOUND BECOMES COLOUR
A page for the idea rather than another repeat of the same picture.

A record spins. Paint drips. A guitar waits beside an amplifier.

Then the studio seems to wake up. The experiment is less about

illustrating music than giving music a physical world to inhabit.
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PIXEL APOCALYPSE
ROBOTS VS. SQUIDGY GREEN ALIENS
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NEW WORLD 02

NEON DREAMS
Three places that should not fit together - and somehow do.
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SUGAR & THE MOON-HARE
A gentler world: storybook illustration, moonlight and a tortoiseshell cat.
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NEW WORLD 03

BOX
A character can be a logo, a machine and a joke at the same time.

Industrial orange, blue screen eyes, tracks and one very strong silhouette.
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THE FEATURE EXPERIMENT

THE LAND BEYOND TIME
What happens when a short-form character is given a feature-sized world?

The master generation experiment grew into a 60-sequence production

command: home, time behaving strangely, a golden storm, impossible

landscapes, new companions and a route back.

60 SEQUENCES

designed as one continuous animated feature
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MASTER PRODUCTION COMMAND

FROM HOME TO THE IMPOSSIBLE
Part screenplay. Part design bible. Part continuity system.

HOME A safe, warm ordinary morning.

THE FIRST IMPOSSIBLE THINGA falling leaf stops in mid-air.

THE GOLDEN STORM The garden stretches. The sky twists.

THE LAND BEYOND TIME A new world is revealed.

COME ON THEN The adventure finds its way home.
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CHARACTER RULE

THE CALMER THE BETTER
PENGU!N stays PENGU!N even when time itself breaks.

THE MORE RIDICULOUS

THE WORLD BECOMES,

THE CALMER

PENGU!N BECOMES.

A head tilt, a slow look, an adjustment of the sunglasses: tiny reactions can carry

more character than constant noise.
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FEATURE FILM / FRAME 01

COME ON
Before the impossible.

COME ON - a Box Signal world in development.



FEATURE FILM / FRAME 02

THE STORM
The ordinary world breaks open.

COME ON - a Box Signal world in development.



FEATURE FILM / FRAME 03

BEYOND TIME
A world bigger than PENGU!N.

COME ON - a Box Signal world in development.



FEATURE FILM / FRAME 04

MEET THE CREW
BOX. DOT BOT. MOP. PENGU!N.

COME ON - a Box Signal world in development.



INTERMISSION

THE JOKE PAGE
We still apologise in advance.
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MORE WORLDS

ONE STUDIO. MANY MATERIALS.
Pixels, paper, paint, film, puzzles and stories.

The point is not to make every page look the same. It is to make

every page feel like it came from the same curiosity.

A maze can sit beside an animated penguin. A cardboard jungle can sit beside a

robot apocalypse. A children’s story can sit beside psychedelic music. Variety

is the identity.
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NEXT SIGNAL

KEEP MAKING THINGS
The magazine is a record of what happens when ideas are allowed to wander.

More PENGU!N. More films. More publishing. More experiments.

Fewer repeats. Better surprises.

BOX SIGNAL / ISSUE TWO  23



BOX SIGNAL
SMALL SIGNALS. BIG WORLDS.
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BOX SIGNAL PUZZLE LAB

THE MAZE
One clean route. One page. No repeat.

Start anywhere you like. Getting lost is part of it.
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MAZE 02

SONIC MAZE
Follow the glowing route through the blue zone.

THE REAL SONIC MAZE - swapped in from the original artwork.
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OBJECT STUDY

MARBLED AIR
Yellow. Purple. Chrome. An ordinary fan turned into an electric object.



SIGNAL

ELECTRIC
Light as image. Lettering as voltage.



PIXEL INTERRUPTION

ELEPHANT
No explanation required.


