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Curatorial Theme Summary 
 

The curatorial theme ‘Haunted Historical Brisbane’ comprises factual historic 
information and paranormal haunting accounts that concern infamous locations, 
heritage-listed buildings and monuments within Brisbane.  This curatorial theme has 
been amended since Continuous Assessment 1.1 was graded; most changes occurred as 
a result of a 10th February interactive tour walkthrough.  These changes include engaging 
our player(s) interactively through video interviews with a ghost at each tour stop, the 
inclusion of a Quest play element and Jonathan C. Smith’s (2010) Pseudoscience 
Detection Kit being broken down into individual reality checks.  The biggest change is the 
inclusion of non-peer review or refereed archival sources due to insufficient paranormal-
related documentation, archives and studies.  

 

Audience of the Location-Based Mobile Learning (LBML) 
Application 
 

Our LBML Application audience is the Paranormal Community, which includes 
Paranormal Investigators, Sensitives, Ghosthunters, Researchers, Historians crime and 
horror connoisseurs.  Most people within this community seek an authentic anomalous 
encounter and, unlike other pseudosciences invite evidentiary examination by skeptics 
(Nickell 2016) as a means to avert paranormal hoaxes. 

The Haunted Historical Brisbane Interactive Tour content, interactive features and 
concept will be adapted to suit the Paranormal Community to ensure each player is 
engaged physically, mentally and socially in a number of immersive mediums (Ardito et 
al. 2010, p. 97).  It was apparent on the interactive tour walkthrough that player(s) 
require an emotional connection with the past (Ardito et al. 2010, p. 97).  Generating a 
video interview with a ghost will manifest an immersive and chilling environment, and 
due to the dramatic visuals, will blind its audience to the fact that it is also a learning 
experience.  The feedback from the tour walkthrough has resulted in more crime-based 
research and less myth incorporated into the ghost interview scripts and an obvious 
distinction made between historical fact and haunting folklore in all materials. 

To satisfy the social engagement requirements of the player(s), a dedicated community-
based Facebook page has been created to accompany the interactive tour and will be 
used to post Quest photographs (Ardito et al. 2010, p. 98).  Players will be encouraged 
to like the page, and to also like another player’s photograph.  The removal of a tour 
time restriction will allow the player(s) to perform independent investigations at specific 
locations, the players ability to do an on-site tour, mandatory quizzes, knowledge 
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dissemination through optional audio, visual or reading will ensure mental stimulation 
and the player feeling in control (Ardito et al. 2010, p. 97).  Our LBML Application will 
endeavour, through an immersive environment, to manifest a scarily entertaining and 
informative Paranormal Community player experience. 
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