
expertise and having access to a number of 
different museum experiences close by. 

Alongside the concept/design work you’ll 
be doing, we will also have three tutorial days 
that will introduce you to the basics of working 
in VR. These tutorials are not meant to make 
you experts in the field, however they will help 
you understand the parameters of working with 
this new technology. Each group will also have 
an Oculus Go available for experimentation. 

Note the course schedule for interim 
reviews/presentations. These are meant to keep 
you on track and the more you have to show, 
the more productive feedback you’ll receive.

Questions to consider at project outset
· What is the role of affordances in virtual 

  environments? 

· How can the (meta)data of each museum item 

  (artifact) be leveraged? 

· How can visitors personalize their experience?

· Can a VR museum provide a shared/

  collaborative experience?

· Does existing VR gear provide a satisfactory 

  experience? What can be added and why? How 

  might it change the experience?

· How might VR inform or influence the brands 

  and identities of museums?

Deliverables 
1) Group Medium blog with process
2) Presentation slideshow (max. 15 min)
3) Video documentation (to be discussed in 
greater detail in class)

Brief
Your team has been hired to develop an 
engaging, social and immersive virtual reality 
museum experience. You have the opportunity 
to select whether you are working with Client 
A or B.

Client A is planning on opening a virtual 
museum “annex” with rotating, curated 
exhibitions. This Annex will allow people from 
all over the world to experience their collection, 
reduce the cost associated with hosting 
temporary exhibitions, and allow the display of 
large-scale and three dimensional work without 
physical space constraints. 

Client A suggestions (you may propose 
others) are as follows: Carnegie Museum of 
Art + Carnegie Museum of Natural History, 
Carnegie Museum of Science, MoMA, Stedelijk 
Museum, Tate, The Met

Client B is starting a new museum that 
only exists in digital and virtual space, similar 
to the Kremer Museum. This VR-only museum 
will host exhibitions with works that are both 
commissioned for this museum and belong 
to other institutions. They are interested in 
showcasing three dimensional work, new 
media and work designed especially for virtual 
reality.

Process
You will be working in groups of 3 or 4 for 
this assignment. This not only gives you access 
to broader expertise, but also mimics the 
collaboration necessary to bring this type of 
project to life in the professional world. Use 
your time together, and apart, wisely. As a 
group you will also create a shared Medium 
blog, which will serve as a repository of your 
work for both your group members and the 
faculty/TAs. 

We will meet with Becca Shreckengast, 
Director of Exhibition Experience at the 
Carnegie Museum of Natural History. Consider 
the best ways of leverage the resource of her 

PROJECT 1 _ VIRTUAL REALITY & MUSEUM

Museums play an important role in society, as illustrated 

by the Smithsonian’s vision “...to engage and to inspire 

more people, where they are, with greater impact, while 

catalyzing critical conversation on issues affecting our 

nation and the world.” Today, many museums are also 

facing the challenge of transitioning from rigid institutions 

to experiential and flexible spaces. This is driven by such 

factors as expanding collections, increased competition for 

visitors, and visitor expectations for greater engagement. 

Over the past few years, a number of institutions have 

experimented with virtual reality in a variety of exhibition 

settings. Hilary Knight, head of digital content at Tate, 

noted that “VR has value for us as an interpretation tool...

It’s a way of conveying feeling, helping people feel a 

connection with an artist. It’s a different way of absorbing 

that information, and it makes the artist a living person.” In 

response to growing demand for technological and financial 

support in the arts, HTC VIVE launched VIVE Arts in 

November 2017 to encourage the expansion of VR.
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