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An unprecedented VR adventure into an individualized,
interactive, immersive adventure through the enchanting
worlds of three beloved literary classics:

Alice in Wonderland,

Arabian Nights, and

Where the Wild Things Are.




Iinagmation Lhileas/ed

iS a customizable, in-depth, multimedia,
and artistic virtual exploration utilizing
theVarjo VR-1system.
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bold leap forward in museum
experiences, leveraging cutting-edge
virtual reality (VR) technology to redefine
the boundaries of traditional storytellind
and create unforgettable experiences for
all ades.
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Journey inside the virtual worlds of these three classic pieces of literature with
customizable options for:

Narrative Pathways: different narrative pathways are available within each story. Follow the traditional Alice journey or explore the Queen of
Hearts' maze. Experience any of the tales in Arabian Nights and take the adventure in one of many directions.

Gender: male & female ¥, as well as non-binary o»

Character Interactions: Interact with any character from the stories. The stories do not cross-over but within each tale, you can converse with any
character and take the story in an infinite number of ways. Each interaction leads to a different outcome and many reveal hidden aspects of the
respective stories.

Visual Styles: Choose from a variety of different artistic styles, from surrealism, impressionism, or dreamscape to art nouveau, anime, realism or
one of many others

Difficulty Levels: Varying levels of difficulty are available from Early Beginner to Novice to Intermediate to Moderate to Advanced to Expert.

VR experience: Users can choose a relaxed exploration of the story and simply explore or a challenging mode with complex puzzles and obstacles
to overcome.

Audio Experience: Select from several different soundtracks or ambient noises. From the whimsical melodies of Alice in Wonderland, to the exotic
sounds of Arabian Nights, or the untamed sounds of Where the Wild Thingds Are. Specific audio cues are also available for vision-impaired visitors,
as are captions for hearing-impaired guests

Alternative Endings: Users can influence the outcome of the story through their decisions, leading to multiple endings and encouraging replay.
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Varjo VR-1is a leading industry-system that offers
unparalleled clarity and realism. It has an

incredible high-resolution display and integrated

eye tracking technologdy. It can create highly immersive
experiences capable of transporting users to new

worlds and time periods. From fantastical realms

and captivatind worlds to exotic adventures.

The Varjo-1has the ability to recreate the visuals,

textures, and interactions throughout each atmosphere with
an emotional connection and real sense of presence.



ALICE’S

ADVENTURES IN WONDERLAND.

LEWIS CARROLL.

BOSTON :

A\ND SHEPARD,

Accompanying the Varjo VR-1 exhibition of Imagination Unleashed,
there will be a physical exhibit of materials associated with the

three classic stories. With a range of objects complementing the ‘|
virtual experience to provide visitors with a tactile connection to ‘3?‘ J

-

the stories. 3
e [llustrated First Edition Books
¢ Historical Costumes
e 3D Life-Size Puppet-Style Models of some caracters
e Historical Toys and Props
o Artwork and Illustrations
e Interactive Installations

e Audiovisual Displays



Pedagogical and Experience Gaps Augmented by VR:

Immersive Engagement: The VR technology allows visitors to directly step into the worlds of
| He: the three individual stories, providing an immersive degdree of interaction that would not be
. possible with traditional exhibits. This applies to the gap between passive observation and
active participation in addition to the opportunity to create and personally engade with the
material.

§ Spatial Understanding: VR enables visitors to traverse, and journey through the worlds of each
ke tale in a three-dimensional space. This directly amplifies their physical awareness and allows
them a personal understanding of their place within the narrative

Emotional Connection: With the opportunity to embody the main characters, visitors can
develop a more poignant and genuine emotional connection and long-term relationship with the
stories, enhance their appreciation, develop a potentially lasting interest, and significantly better

identify with the characters’ experiences and struggdles.

Multisensory Experience: With. The Oculus 2, visitors
can simulate a multitude of sensory experiences, particularly
in relation to the elements of sight, sound, and touch.
These are all enriched within the experience
with a spectrum of various learning, artistic, and directional styles.




Target Audience and Experience Goals:

The target audience includes a spectrum of all ages, from the very young to the elderly. But families,
students, literary enthusiasts and anyone with a love for immersive storytelling, or with a special place
in their life for any of the three famous tales.

The primary goals of the experience are to spark curiosity into the literature, culture, and the myriad
of historical ways in which these stories have played a part. Aiming to inspire creativity, through a
customized storyline, Imagination Unleashed hopes to create an environment where ‘education’ meets

‘entertainment, engage the visitor, encouragde further learning, energdize them and experience, and

enthrall them through the experience with a sense of wonder on both an intellectual and emotional [N (e or ation of VR Technolo gy

level.

VR technology will be seamlessly integrated allowing visitors
to embark on vibrant and dynamic journeys throughout the individual tales.

Utilizing the Varjo-1system, Visitors will have the
opportunity to step into the shoes of the main characters and interact with
their surroundings in groundbreaking ways.

Al'technology will power the responses of surrounding characters,
offering an electric and adaptive personalized experience for each visitor.

Technical aspects such as hardware and software requirements will be carefully considered
to ensure a smooth and user-friendly experience Careful attention will be paid to technical

aspects such as hardware and software requirements to ensure a seamless and
user-friendly experience for visitors of all ages and backgrounds.



Evaluation and Assessment Altemative

A methodology for evaluating the effectiveness of the exhibition will ap p ro ache S
include visitor feedback, observation, and data analysis. Areas for potential i
improvement will be identified to enhance the visitor Lo COHSlder

experience and ensure the exhibit's success.

A robust methodology for evaluating the effectiveness of the exhibit will include

a combination of feedback, observation, and data analysis. Visitor surveys will Some arguments could be levied that without VR, the

dgather feedback on the exhibit, including engagement, enjoyment, and exhibition could be more authentic and tangible, with

educational value. potential criticisms questioning the educational value of
VR experiences

Observational studies will be conducted to assess visitor

behavior and interaction with the exhibit. Data analysis But this exhibition offers unique opportunities for

will be used to identify areas for improvement and engagement and immersion that cannot be replicated

traditionally, and careful consideration will be diven to

optimization

accessibility and knowledge content to ensure that all

visitors can benefit from the experience.
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Proposed Schedule for
Implementation of the Exhibit

Preparation Phase (6-12 months prior to opening)
Develop detailed exhibit design and content plan
Secure funding and sponsorships

Procure necessary hardware and software
Recruit and train exhibit staff

Begdin marketing and promotion efforts

Construction and Installation Phase (3-6 months prior to opening)
Construct physical exhibit elements and immersive environments
Install VR hardware and software

Test and calibrate VR experiences

Finalize exhibit layout and signage

Testing and Evaluation Phase (1-3 months prior to opening)
Conduct user testing and feedback sessions

Make adjustments based on feedback and testing results
Finalize exhibit details and logistics

Grand Opening and Exhibition Phase

Launch "Imagination Unleashed" exhibit to the public
Monitor visitor feedback and engagement

Conduct ongoing evaluation and make adjustments as needed
Extend exhibit duration based on popularity and demand



Arecas of Risk & Areas of Reward

RISK:
Technical Challendes: VR hardware/software compatibility, system

crashes, or dlitches

Accessibility Concerns: VR experiences may not be accessible to all
visitors,

Financial Sustainability: If ticket sales and sponsorships do not meet
expectations, the exhibit may strugdle to cover its costs and remain
financially viable.

REW ARD:

Enhanced Visitor Engagement: high levels of visitor engagement and
positive feedback, and increased appreciation for the literature
Financial Sustainability: Achieving or exceeding revenue targets
Cultural Impact: Success could extend beyond the museum walls, and
culturally engagde visitors and possibly inspire similar exhibits at
museums around the world.




Ticket Pricing:
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Adult: $25

Senior/Student: $20

Child (under 12): $15

Family Package (2 adults, 2 children): $60
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Financing:

Sponsorship: Seek partnerships with corporate sponsors,
educational institutions, and philanthropic organizations to
provide financial support in exchange for branding and

marketing opportunities. : L _- ) . I (= ll]’lf,i@lllﬂilon
= =S Unleashed

Grants: Apply for grants from government agencies,
foundations, and arts organizations to fund specific aspects -
of the exhibit, such as VR technology acquisition and

exhibit development.

Ticket Sales: Generate revenue through ticket sales to cover operational costs and contribute to the financial sustainability of the exhibit.
Merchandise Sales: Offer branded merchandise, such as books, toys, and souvenirs, to supplement revenue from ticket sales and sponsorships



