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PROJECT DESCRIPTION 

CURIO is an exploration of objects that are left behind.  
 

Two weeks ago, three persons vanished into thin air. Each missing person was a 
member of the North American Society of Preservationists, a small but tightly 
connected group of small museum curators scattered across the United States. 
The disappearances occurred all, improbably as it may be, simultaneously. 
Each member of the North American Society of Preservationists meticulously 
organized their belongings. It’s the only link we have to figure out what 
happened to them. 

 
CURIO is an episodically-structured VR experience that asks the player to figure out what 
happened to the missing Preservationists. Each episode features a Curator and their 
office- a meticulously curated record of their life’s work and the work of the Society. 
These offices are filled with objects and documents that will allow the player to piece 
together the mission of the Society, learn about each Curator,  and eventually discover 
why and how the Curators disappeared.  
 
Our first episode focuses on Dr. Elizabeth Park, an experienced Curator and physicist 
from Tacoma, Washington. Born a week before the Tacoma Narrows Bridge Collapse, she 
was fascinated with the mysteries of the Puget Sound and the creatures that she knew 
lived beneath the bridge. She was recruited to the Society after she began documenting 
her several supernatural experiences, beginning with her childhood fascination with the 
Tacoma Narrows and continuing through her time on an oceanic research vessel, 
investigating several gravitational anomalies on the coast.  
 
The player explores Dr. Park’s office where they sort through her belongings and discover 
why she suddenly disappeared with her fellow Curators. These rooms are not just shelves 
and dusty objects; as the player explores and learns about the absent owner, the 
environment changes to reflect newfound knowledge. The player becomes fully and 
immersively integrated into the story of the Society itself. The most recent visitor 
becomes  part of the narrative that the Society hoped to preserve through these 
collections. 
 



As a new team of creators, we are interested in developing and telling stories that 
showcase the people and the environment of the Pacific Northwest. It is a priority for us, a 
group of artists with diverse backgrounds, to reflect our own diversity and create 
characters that we can relate to- and as such our characters, such as Dr. Elizabeth Park, 
are inspired by our lives and histories.  
 
Dr. Park in particular is inspired by the real-life experiences of our Creative Director’s 
mixed-race Korean-American family and of her immigrant ancestors. The narrative design 
of CURIO is heavily informed by the experiences of Pacific Northwest immigrant and 
minority populations and the need to preserve marginalized histories within the region. 
Further principal characters introduced in later episodes will continue to draw on this 
theme, highlighting the diverse experiences of other underrepresented voices. 
 
CURIO is strongly inspired by Pacific Northwest Gothic and magical realism. Our VR game 
will address themes of identity, history, myth, and community. We draw from Pacific 
Northwest folklore and urban legends to tell a story about monsters and mystery, but 
most importantly, people and the things they leave behind. 

 

DESIGN AND STRUCTURE 

 
CURIO will be an episodic experience. We are envisioning a three-act structure, 
consisting of three 20-40 minute episodes (depending on a player’s curiosity and speed at 
traversal). This design structure has a number of advantages, not the least of which being 
that it’s an agile design process that builds on technology as we introduce it to the project: 
development on a single room can be compartmentalized and, eventually, shipped as a 
piece of standalone episodic content.  
 
Each episode will focus on a single ‘Curator’ and their life’s findings, set in a room-scale VR 
environment.  The VR space will be a reflection of each Curator, with decor and objects 
designed to convey each person’s history. Most objects will be fully interactable, with 
certain key items triggering audio logs conveying major story beats. “Flavor” items may 
trigger much shorter audio logs or include world and character details. Ultimately, the act 
of exploration and interaction with these objects will affect the environment through 
visuals and sound (e.g. non-diegetic effects like the ocean or birds, and environmental 
changes like foliage, color, or fauna). 
 
All the rooms will build on the previous (in both a player experience sense and a 
development sense) and rooms subsequent to the first can be built faster on the 



technology developed in previous rooms. Additionally, a smaller VR space means that 
more time can be allotted to detailing the environment, creating a more rich and 
immersive gameplay experience. 
 
We’re heavily influenced by the recent trend of story-focused game design in mainstream 
titles, such as those of Cardboard Computer, Fullbright (Gone Home, Tacoma), and Campo 
Santo (Firewatch). We emphatically believe that VR is a strong arena for this style of 
storytelling, and that current offerings on the market do not offer this sort of experience. 

PROJECT WEBSITE  

http://aidangrealish.com/curio 

 

TEAM VISION 

We are a new development team with diverse and flexible skillsets that allow us to 

work quickly and efficiently together with minimal friction. Within our core 

six-person team, we have an extensive amount of individual and collaborative 

game development experience, focusing on story-driven content. Our team culture 

concentrates on producing interesting and immersive narrative adventures within 

the VR ecosystem and we believe that an emphasis on narrative-focused VR 

experiences will help bring an equally diverse audience to VR. In addition, it is part 

of our core values to build a diverse team: we are proud that our Creative Director 

is a queer, female developer of color and that the entire team features a majority of 

queer members, gender diverse members, and members of color. 

 

PROJECT TIMELINE 

 

Stage 1: Concept Development (COMPLETE) 

● Worldbuilding 

● Character Design 

● Narrative Design 

 

Stage 2: Demo Development (COMPLETE) 

● Vertical Slice of Episode 1 

○ Reduced number of key objects/audio logs 

○ Technical VR integration/mechanical interaction 

http://aidangrealish.com/curio


○ Condensed story  

○ Demo VO (will hire professional actor for final episode) 

○ Basic effects/transitions (due to time constraints, will heavily focus on 

environmental changes/special effects for final episode build) 

○ Focus on gamefeel and emotional storytelling to highlight team 

strengths and experience with narrative-based games 

● Oculus Launch Pad Pitch 

 

Stage 3: Episode 1 Development (November 2017- Early 2018) 

● Focus on special effects 

● Additional 3D assets/environments 

● Expanded story and audio logs 

● Polish and QA test mechanical aspects of game 

● Write Episode 2 script and audio logs 

● Promote to publications/social media 

● Build CURIO/studio web presence 

● Release early 2018 

 
Stage 4: Episode 2 Development (Early 2018 - Summer 2018) 

● Continue developing novel effects for continued VR immersion/wonder 

● Create 3D assets/environments 

● Record Character 2 (Hazel Washington) VO 

● Expanded worldbuilding/narrative 

● Begin pitching to conferences/showcases 

● Polish, bug testing, QA 

● Release Fall 2018  

 

Stage 3: Additional Episodes, Promotion 
● Ideally, if funds allow, produce Episode 3 for demo during Fall convention 

season 

● Continue to promote CURIO at dev/game events and through web presence 

● Consider alternate methods of distribution (after Oculus exclusivity period 

has ended) 



Oculus Forum Dev Blog 

1. https://forums.oculus.com/developer/discussion/comment/530307#Comment_530307 
2. https://forums.oculus.com/developer/discussion/comment/531924#Comment_531924 
3. https://forums.oculus.com/developer/discussion/comment/533376#Comment_533376 
4. https://forums.oculus.com/developer/discussion/comment/536293#Comment_536293 
5. https://forums.oculus.com/developer/discussion/comment/539617#Comment_539617 
6. No Submission 
7. https://forums.oculus.com/developer/discussion/comment/546135#Comment_546135 
8. https://forums.oculus.com/developer/discussion/comment/548640#Comment_548640 
9. https://forums.oculus.com/developer/discussion/comment/550765#Comment_550765 
10. https://forums.oculus.com/developer/discussion/comment/552902#Comment_552902 
11. https://forums.oculus.com/developer/discussion/comment/554413#Comment_554413 
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