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Remnants Spring 2026

An immersive experience in the CAVERN 
that explores the emotional toll on 
caregivers of dementia patients through 
an interactive garden metaphor 
installation.
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Demo Video
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Initial Playtests & Iterations
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Grandma (VO):
Child, remember to water the flowers every day. They need you.

Grandma (VO):
Child, remember to… (mumbling) what was I going to say?

Grandma (VO):
I remember when you were only five —
You loved chasing butterflies in the garden.

Grandma (VO):
Who are you?
Why are you in my garden?

Grandma (VO):
My branches are so heavy…
Can you help me?

Grandma (VO):
My child, it’s nice to see you again
Where are the remnants of my garden?

- Build CROW - Grandma taught you how to 
plant flowers

- Moments timing/Beat
- Got rid of caregiver voice
- Made grandma angrier
- Pause moment - adjust the pace
- Made dementia connection less obvious (we 

wanted the realization to hit after w/ 
pamphlet, we wanted to communicate 
through interactions rather than narrative)

- Cant see all the 
text

- Explain the graph 
and text or cut it

- Make lack of 
motivation and 
objective bigger

- Say what crow is 
if its important, 
people wont know 
what it is

- CUT!! Lots of 
information. What 
s the most 
important thing?

-
-

Confused Bored

Experience Analysis
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Who I am ?
What should I do

Where the experience leads
??
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Grandchildren Plant/Take care Follow the Grandma’s VO
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Overall Game System

Interaction

Watering Weeding Pruning Blooming

Chapter

free play → linear story-driven experience
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Interaction

Watering Weeding Pruning Blooming

Chapter

Progress with the Garden’s health

Interaction

Watering Weeding Pruning Blooming

Interaction

Watering Weeding Pruning Blooming

Varied feedback at different chapter through sfx, animation, dialogue

Overall Game System
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Music Progression

Chapter 1,2 Chapter 4 Chapter 5


