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Why? 
Why this project? 
This concept is a very personal one for me.  As someone who struggled with bullying and 
depression as a teen, I was left with a distinct sense of invisibility, that no one in the 
world truly saw me as I was.  It was a terribly lonely feeling, one which, for a time, I 
wasn’t sure I’d overcome.  Thankfully I grew up, and found my way.  Then two years 
ago, at a presentation I was giving on gender and game design, a student in attendance 
stopped to speak with me afterwards.  This student thanked me for speaking to the 
importance of gender neutral characters in games, because, as someone gender non-
conforming, they’d never felt “seen” by the game industry before.  They felt invisible, 
something I understood all too well as a once-bullied child, and as a gay woman.  In that 
moment, “Invisible, Like Me” was born.  Why should Oculus choose to grant this project 
a scholarship?  I believe that the longevity of this generation of VR depends upon 
broaden the audiences that are interested in this form of entertainment.  The key to that is 
broadening age and gender demographics, and I think our project definitely has the 
potential to do that.  Also, as an interactive narrative experience focused upon such a 
serious theme, I think it could be at the forefront of VR for Change, or VR for Good, a 
“genre” that tends to draw a more diverse audience demographic. 

 

Why Launch Pad? 
I chose to bring this project to Launch Pad because I believe in the power that VR has to 
engage users at a different level than other forms of media.  With a topic like this one, 
empathy, loneliness, and the need for connectedness, the higher the level of immersion, 
for lack of a better term, the more impactful the experience is likely to be.  I think the 
nature of the project, focusing on the protagonist’s invisibility, makes it a perfect one for 
VR, because the disembodiment we’re faced with in VR is given a logical context, a 
deeper meaning, that makes the sense of unease a cognitive link between the user and the 
protagonist they’re being asked to portray.  Hopefully this will prompt them to care for 
Alex, and for all the other people who might fade away. 

 

Why Us? 
Story Tonic--I’m so proud that I’ve been able to work (with my co-owner) to make Story 
Tonic a reality.  Running my own business is something I’ve dreamed of doing for a long 
time, and my acceptance to the Launch Pad program spurred me on to make it a reality.  
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Oculus should support Story Tonic because we embody the mission of the program.  The 
studio is run by two gay women over the age of 40, and we’re dedicated to working 
(whether contract or full hire) with diverse teams.  Orlando is a burgeoning technology 
area, and winning a scholarship will help Story Tonic to help technology continue to 
grow in this area. 

 

Project Overview 
Invisible, Like Me is an interactive Narrative Experience (NEx) for the Gear VR.  The 
NEx explores ideas of empathy, connection, and the importance of being truly seen by 
the people around us.  

In Invisible, Like Me players take on the gender-less role of Alex (which means defender 
of the people), a person who goes into town one morning and finds they’ve become 
invisible. In this state, Alex can see that other people around, of all ages, races, genders, 
are connected to others through glowing threads, some heavy, some slender. For those 
that have no threads, Alex can see those people are fading, they too are becoming 
invisible.  

 
Alex tries to talk to one of these fading people and finds that they can see each other.  At 
that point our protagonist decides that they’re going to help these fading people, by 
helping them to be seen.  Alex finds the ability to draw and shift these lines of 
connection, helping to strengthen and reorganize the ties individuals have to others.   

To strengthen and reorganize ties, the user will engage in conversation and observation of 
characters, and have the chance to explore and examine items in the environment for 
clues.  With this investigation done, the user will be able to build bridges of connection 
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between characters, to stop them from fading away.  In the end, having built all these 
connections will free Alex from invisibility as well.  

The plan is for the world of “Invisible, Like Me” to be a charming, bright, paper-craft 
world, designed to look as if it were constructed by hand.  The visual charm is meant to 
balance the sober subject matter, and highlight the idea that loneliness can happen even in 
the happiest of worlds.  If you want to read our design plan can be found here. 

 

Process 

 

Workflow description 
As a team of two, we work side by side every day.  Our process thus far has been what I 
would describe as Agile Glass, very loose and flexible. Moving forward, we’d like to 
move to an Agile structure with specific sprints (2-4 week) set to milestones (1-3 months) 
likely using Excel or Project for tracking.  The robustness of the tracking tool needed will 
depend on whether or not we’re funded, so that we can take on a team of contractors to 
work with us.  In the case of a distance team, we might use Trello and Slack as tools. 

 

 

Challenges 
Learning curve:  The last three months have included me learning to use Unity and to 
model in Maya.  I’ve learned a great deal, but with many things going on in the 
community here in Orlando, and in my personal life, it’s been a struggle at times.  I’m 
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actually hoping (with three degrees under my belt) to go back to school for programming 
so that I can be a force to be reckoned with in scripting. 

Time:  As both of us here at Story Tonic work full time, we’re always carving out space 
for our creative endeavors--art, writing, and interactive media development.  Our time 
can be optimized if we can  

Resources:  Currently we’re developing this project on a mid-level MSI and my old 
Macbook Air.  We have to share the MSI when it comes to working in Unity or Maya, 
which definitely bogs the development process down a bit. 

The challenge that surprised us most:  This would have to be scaling issues.  Importing 
geometry from Maya, and having the elements in the scene (such as our reticle) make 
sense in that environment was something that took some practice. Luckily we’re both 
champions of Googling and we were able to figure out most of our issues on our own. 

 

Where we are 
Design Plan--The design plan for the demo is done, and we have a clear vision for the 
remainder of the experience, which will be documented over the next three weeks. 

Builds--We can export a build and load it on the Gear VR, which is something neither of 
us had ever done before.  It was a very “proud momma” moment when I got the first 
build of our experience working, with gaze and tap controls, on the headset! 

 
Environment--Now that we’ve moved from blocking geometry to a first pass on the look 
and layout of our first environment, we can come back and add in UV/texture passes, our 
props, and our UI for in-experience interactive functionality.  We may be looking at the 
Fungus tool to help us implement the interactive narrative, if no better options present 
themselves. 
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Where we are going 
Bring in the professionals and continue the diversity--With the help of the scholarship, 
we’ll be able to bring on a professional audio team (supporting local business), a female 
or LGBT programmer, and a female animator who used to work for Disney, and again, is 
now local and part of the Orlando technology scene. 

Build, build, build--We’re going to keep working, no matter. 

 

Summary 
The vast amount we’ve learned and created in the past few months leaves me certain we 
are going to finish this project and, in the end, have a successful entertainment story 
experience that has the power to change lives for the better. 

We have learned a lot, and will learn much, much more, particularly with the help of the 
very vibrant Launch Pad community you’ve helped to create.  Thank you so much for the 
opportunity you’ve given, I know each of us amongst the 100 are grateful for this 
journey.  

 

 

Support Materials: 
Design Plan 
https://drive.google.com/file/d/0BwxzYf9voir0WWFIZ0RoVXVaR0E/view?usp=sharing 

 

App Sample Video 
https://youtu.be/6bbIJP-NHCk 

 

Project Images  
https://drive.google.com/file/d/0BwxzYf9voir0eVVHUlA1bEo1VVU/view?usp=sharing 


