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In one {LEAP]

{LEAP]
{LEarning of Archaeology through Presence]

Call: FP7-PEOPLE-2013-IEF
Grant Agreement n.: PIEF-GA-2012-625537
Scientific Panel: Social Sciences and Humanities
Duration: 2014-2016




By {LEAP]s and bounds (1)

1. Aimed at showing the past / Empty ARXI&&?%)%GY
2. Lack of evaluation R

Forte & Siliotti, 1997

Villa of the Mysteries, Pompeii.
Stanton-Abbot Associates




By {LEAP]s and bounds (1) %,
1. Lack of explicit theoretical PI}&E% IEP\;‘%

ual Archacology
archaeological framework / .

pedagogical goal (instructivist). Principios Internacionales
de la Arqueologia Virtual

Principios Sevilla

2. Implicit belief: objective,
enhances learning <
immersive, photorealistic,

“interactive” // evaluations | cuureisory | procemuaem | Gridal Theory

rqueologiavirtual.com/carta/

ShOW OtherWise - e.g. PUjOI & Architecture Environment/Landscape Lived spaces (objects and
eople
Economou’ 2009’ Saltzman et Monuments Economy SymboTismF,’ dLiI\;r life
al- 1999 Visualization Analysis Comprehension
Description of record Explanation of record Interpretation of record
Sight / awe Intellect Multi-sensoriality, empathy
Navigation Navigation / manipulation Manipulation / alteration

Closed model Metadata Game



{LEAP]ing at opportunities

General aim:

To research, implement and evaluate

a new conceptual and technological framework, Cultural Presence,
aimed at enhancing the understanding of past societies by experts and audiences
through the experiencing of immersive, populated, interactive reconstructions of sites.

Gatalhdyiik i upf.| Pompe Fabr S e
Research Project [ Barcelona 2\ /07%:

Escuela Superior
de Comunicacion,
Imagen y Sonido



A {LEAP] into (Cultural)Presence (l)
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A {LEAP] into (Cultural)Presence (ll)

Immersion Top-down reactions
Visual realism Self-awareness

Interaction

Intuitiveness

1990s T
S
3 1990s-
] 2000s
g_}.
2000s
Social / Cultural Engagement

Understanding Attention
Communication Empathy

Relevance Imagination
Suspension of disbelief
Exposure

Established theoretical &
methodological framework(s) for
design and evaluation.

Investigated suitability for learning
(e.g. constructivism, embodied
Interaction).

Investigated underlying factors.

Ex. of apfolication to CH to understand
other cultures (Jones, 2005)

“The feeling of being there”
(Steuer, 1995)



A {LEAP] into (Cultural)Presence (lll)

“The feeling of being there and then”= place,
material culture, behaviours... (/ visual realism).

“The subjective experience of feeling one is aware of,
appreciative of, learning more about, or thematically
immersed in past/other believe systems”

(Pujol & Champion 2007)

CP is a means, not an end!



A {LEAP] into (Cultural)Presence (IV)
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https://vimeo.com/114442704
https://vimeo.com/86202359

2016 was a {LEAP] year (1)

Development

I. Research 2. Implementation G Evaluation

4. Dissemination




2016 was a {LEAP] year (ll)

vy,
24 I, -
J ffr‘EJEEJJIIJQ/JJ _ijJJ

44

& Imwnst way oig g 4

heipyoyin your
Sxnianztionsy

9.F‘l:ls=n1be'wmu1| 21 BETEC with the Pl % Sotemanis

Emnnum
Ly S e i s gy mﬂ.ﬂm

mnnnnum

=
a eI
e T

shere?

spiansiers

LLPteuemehmrmm. QU BFTER Wikh the Pl 5 Sthtzmerns:
S1me 2 ettt bt eeniecrr g Features, m.'ﬂ'!m
S tinkgs 2 heloed e Lok sbonm e in the g, m.ﬂn.ﬂm
e S
T

DEFINING ~Gits

Objective

Subjective approach

approach



2016 was a {LEAP] year (lll)
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The {LEAP] forward (l)

* To explore which factors are specifically related with the sense of CP
(e.g. architecture, objects, presence of characters, user features...).

* To see if there is a correlation between CP and learning.

* “HO=The higher P, the higher L” (Mikropoulos, 2006; Mikropoulos &
Strouboulis 2004; Markaridian & Hwang 2003; Bonini 2008, Witmer
and Singer 1998.

P is a good predictor of learning potential + help design suitable VLE by
modifying its different factors.



The {LEAP] forward (l1)

Questionnaire number: | | Condition | 1-6): | |

Pre-experience form — guestions related to:

Please reply to the following questions by circling one option:

1. How old are you?

10-19 | 20-29 | 30-35 40-29 S50+

I * Demography

o | Jomwomrer * Previous knowledge about CH, VR and

3. How often do you use computers?

once 2 month or les |2-3timesam0ﬂth| once 3 week |2-3timesa'.\~eek| Daily NeOIIthIC SOCIetIeS.

T e « Attitudes towards CH, VR technologies, and

Less than once a month | once a month | once a week | 2-3 times a wesk | Diaily

e —— Neolithic societies.

Oculus, CAVE)?

Never 1-2 times | Around 5 times | Around 10 times | Iore than 10 times

6. How interested in Archasology are you?

(1) Mot at all | ] | 3 | L1 | (5) wery much

7. Please answer briefly: what is the Nealithic Period?

B How skilled are you with technology?

[1] Mot at all 2 3 4 (5) very much
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4. '‘Where was heip sought?

3. Wevigation path:

Observation form — multimodal analysis,
Indicators of presence (Freeman, 2000):

Timings (POI and overall)

Comments during experience (evidences of
learning, difficulties, engagement,
disappointment, etc.).

Where help sought:

Navigation path:

Reflex body responses (what and where):
Non-verbal social behaviours (what and where)
Change in postures (what and where):



The {LEAP] forward (IV)

commtenmte | o L Post-experience form — Cultural Presence Questionnaire
(CPQ), built and pilot-tested (4) after an exhaustive review of
Presence assessment tools (e.g. Slater, Useoh, Steed, 1994,
Witmer & Singer 1998)

1 How would you describe the experience to a friend?

Subscales related to:
il » General feeling of Cultural Presence

2 While in the virtual world, how much did you feel you were at Catalhdyuk in the
nealithic period? E
st | 2 | 2 | & | crenme * Perception
3. When looking back at the experience, how much do you feel you visited a place L] Self-perception
2

rather than computer generated i )2

(1] Mot at all 2 3 | a | (5] viery much ° World’s behavior

4. when looking back at the experience, how much do you feel you visited another :
culture [rather than a computer generated depiction)? o I nteractlon
5. While in the virtual world, how much did you feel you were in a sdentific computer

wheatat | 2 | 3 | 4| eveymes . Attention
vean | 2 [ s |+ [ e » Willingness to experience Presence
T o R SR  Emotions
CIEEE B EE N N  Characters

7. How much did your experience in the virtual world seem similar to real world C I
i ° t
erpsrences? ulture

(1) mot at all | . 2 | 3 | 4 | (5} Very much - . .
« Detailed questions about learning.

4




A {LEAP] in the dark

* Between-subjects experimental 7
design. - Experts
* “Mobile” location.

* 85 participants:
* 47% male and 53% female.
e 12-80 years old. e

* Diverse backgrounds.
* Different levels of experience with 2} .-~
technology and Cultural Heritage). «”’
e Explored CH3D while being
recorded, and filled in two

guestionnaires.




{LEAP]ing at conclusions

* EFAs — the concept of CP is sound and composed by
three main factors:

1.
2.
3.

Plausibility of the VE + Distinctive cultural elements.
Human characters + Sound
Perception and interaction.

* Correlation analyses & X2— positive but not linear
relation between learning and CP (Learning = compromise
between richness in content, affordances for exploration,
and narrative explanations).

* ANOVAS — virtual reconstructions are NOT a universal
tool. User factors:

1.

2.
3.
4

Suspension of disbelief.

Expertise in related fields.
Experience with computer games.
Experience with IVR.

Pattern matrix?®

Subscale Variable Factor
2
Virtual Env. VE was culturally plausible T4T =180 REH
Cultural Presence | Visited a specific culture 665 32 040
Cultural Presence | Perceived specific cultural traits 503 071 023
Virtual Env. VE scientifically authentic 558 080 -132
Cultural Presence | Visited an inhabited place 519 227 =017
Virtual Env. VE behaved autonomous by 470 109 - 074
Attention Feelingabsorbed 422 181 -.380
Virtual Env. Continuity of events 341 130 -182
Susp. ofdisbelief | Willingto betransportedto the past 328 oz 087
Susp. ofdisbelief [ Willingto bein theinhabitants’ shoes 103 03 047
Social Presence Characters behavedin a realistic way 00 Rili:] - 078
Social Presence Characters looked realistic 086 842 050
Social Presence Presence of people - 140 830 - 104
Social Presence Autonomous characters 75 J15 083
Auditory aspects Surrounded by auditory as pects - 083 A58 - 035
Auditoryaspects | Auditoryrealism 047 460 148
Interaction Feeling disoriented 108 105 760
Interaction Control device interferes with navigation 023 237 J12
Attention Distraction by confrol device 075 - 043 g1
Visual aspects Experience disrupted by display device? -, 035 - 134 402
Visual aspects Surrounded by visual aspects 35T - 058 - 397
Visual aspects Visual realism 371 27 -.386
Visual aspects Distraction by display device 022 - 025 69
Interaction Maturality of navigation 285 225 - 366
Interaction Exploration of elements 204 S - 00
Cultural Presence | Feeling of sesing everyday life 25T 269 -286

Extraction method: Principal Axis Factoring.

Rotation method: Oblimin with Kaiser nomalization.




{LEAP]ing for joy!

Trizirne you very e for Your srstariior)

N

 More info:

* https://www.facebook.com/theleapproject/
e @ThelLEAPproject
 www.upf.edu/leap

* Laia.Pujol@upf.edu

The research leading to these results has received funding from the EU's
Seventh Framework Programme (Marie Curie Actions, n. 625537).

upf.
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