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By {LEAP]s and bounds (l)

1. Aimed at showing the past but... VIRTUAL

2. ...empty! ARCHAEOLOGY

3. Lack of evaluation RE-CREATING
ANCIENT )

Villa of the Mysteries, Pompeii.
Stanton-Abbot Associates



By {LEAP]s and bounds (II)

* Lack of explicit
theoretical PR&N%]EP\;,
archaeological il Arhasiion
framework + of 5
. rincipios Internacio al
pedagogical goal . delaArqueologia Virtuz
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NO universal, objective VA

Culture History Critical Theory

Architecture Environment/Landscape Lived spaces (objects and
people)

Monuments Economy Symbolism, daily life

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

(NPR, Gooch & Gooch 1999)

* Implicit belief: objective,
enhances learning <«
immersive, photorealistic,
“interactive” // evaluations
show otherwise — e.g. Pujol
& Economou 2009).



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

Computer
Graphics

Psychology

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

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

* Investigated underlying factors.

Call: PRESENCE 2018, 18th conference of
the International Society for Presence
Research (ISPR)
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PRESENCE 2018

18th conference of the International Society for Presence Research (ISPR)
Prague, Czech Republic

May 21-22, 2018 (optional demonstrations and guided sightseeing events May
20)

https://ispr.info/call-presence-2018
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A {LEAP] into (Cultural) Presence (Il)

Immersion Top-down reactions

Visual realism Self-awareness
Interaction
Intuitiveness

1990s B
S
3 1990s-
g 2000s
L)
ol
2000s
SRR Engagement
Und 4 Social / Cultura Attention
n erst?n '|ng Empathy
Communication Imagination
Relevance Suspension of disbelief
Affordances Exposure

“The feeling of being there”
(Heeter, 1992)

“The feeling of being there together”
(Swinth and Blascovich 2002)

“The feeling of being there making
sense together”
(Riva et al. 2002)



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

 Why measure Presence?
* Task performance, training, learning.
* Communication.
* Therapy.

* Convergence with CH:

e 2002: Importance of context (Turner &
Turner).

e 2003: Expand analytical scope (Klimmt &
Vorderer).

e 2005: Understanding other cultures (Jones).
e 2006, 2013: Sense of place (Turner &

Turner)
e 2010: Social realism in games (Ribbens and
Maillet). R THE IMPACT OF
e 2015: Changing bodies changes minds \ N~ | Al ELECTRONIC MEDIA ON

(Maister et al.). e SOCIAL BEHAVIOR




A {LEAP] into (Cultural) Presence (IV)
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Uruk Project (2011)

P XS0 VA

Palenque (2006)

(Greeff and Lalioti 2001)
(Devine 2007, 2013)
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https://vimeo.com/114442704
https://vimeo.com/86202359
https://www.youtube.com/watch?v=e54ZJE9MEUE

{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.




2014-2016: {LEAP]ing around

Development

1. Research 2. Implementation Q Evaluation

4. Dissemination




2014 was a {LEAP] year!

CP=“The feeling of being there and then” (Champion 2005)

CP=“The subjective experience of feeling one is aware of, learning more about, or
thematically immersed in past/other believe systems” (Pujol & Champion 2007 / 2012)

— Exploration + Social exchange + Interpretation (Constructivism)

CP=“The feeling of being there and then making sense together”
(Pujol 2018)

CP is a means, not an end!




2014-2016: {LEAP]ing around

Development

1. Research 2. Implementation Q Evaluation

4. Dissemination




0
15 was a {LEAP] year! (l)
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2015 was a {LEAP] year! (Il)
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2014-2016: {LEAP]ing around

Development

1. Research 2. Implementation Q Evaluation

4. Dissemination




2016 was a {LEAP] year! (I)

* To explore which factors are specifically
related with the sense of CP:

— H: 1) cultural variables fundamental; 2)
closely linked to social aspects; and 3) more
important than visual realism.

—>help design suitable VLEs by modifying its
different factors.

* To see if there is a correlation between
CP and learning:
—“H=The higher CP, the higher L’

(Mikropoulos & Strouboulis 2004; Bonini
2008, Witmer and Singer 1998).

—>P may be a good predictor of learning
potential.

[ auestionnaire number: | | candtion (1-6) | |

Please reply to the following questions by circling one of

3. How often do you use computers?

Once & month or les | 2-3 times a month | once|

ment, =tc ]

3. Comments curing experence |

4. How often do you play with computer-games?

Less than once a month | Once a month | once|

5. How many times have you experienced an imm
Oculus, CAVE]?

Mever 1-2 times | Around 5 times | Arg)

6. How interested in Archaeology are you?

(1] Mot at all | r3 |

7. Please answer briefiy: What is the Neolithic Per}

B.  How skilled are you with technology?

[1] Mot at all

4. Where was help sousfa?

| Cuestionnire number: | | Congition {1-E): | |
How old are you?
1p-19 | 20-29 |
1. Timein ench POL:
2 ou are.
Woman | Man | othy
2 Overall ime in CH3D:
CQuestionnaire number: | | Condition {1-6): |

1 How would you describe the experience to a friend?

MNow, please reply to the following questions by circling one option:

2 while in the virtual world, how much did you feel you were at Catalhdyik in the
Medlithic period?

[1] ot at all | 2 | 3 | 4 | (5) very m

uch

3. Newigation path:

3. when looking back at the experience, how much do you feel you visited a place
(rather than generated images)?

[1] Mot at all | 2 | 3 | 4 | (5) very m

uch

4. when looking back at the experience, how much do you feel you visited another
culture [rather than a computer generated depiction|?

[1] Mot at all | 2 | 3 | 4 | (5) very m

uch

simulation?

5. While in the virtual world, how much did you feel you were in a scentific computar

[1] not at all 2 | 3 | 1 | (5} very m

uch

for entertainment)?

& Whilz in the virtual world, how much did you feel you were in a computer game [i.e.

(1) Nt at all 2 | 3 | 4 | (5} ven

y much

7. How much did your experience in the virtual world seem similar to real world
3 7

[1) Mot at all | 2 | 3 | 4 | (5} very m

uch




2016 was a {LEAP] year! (I

* Between-subjects experimental
design.

“Mobile” location.

85 participants:

* 47% male and 53% female.
12-80 years old.
Diverse backgrounds.

Different levels of experience with
technology and Cultural Heritage).

* Explored CH3D while being
recorded, and filled in two
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The {LEAP] forward (l)

(Empirical results & guidelines)
* EFAs — the concept of CP is sound and composed by
three main factors:

1.
2.
3.

Plausibility of the VE + Distinctive cultural elements.

Social presence: autonomous, realistic human characters.
Communicational aspects of technology: natural navigation
and exploration.

*(Perceptual aspects are mobile)

* 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 3
Wirtual Env. WYEwas culturally plausible 747 - 150 001
Cultural Presence | Visited a specificculture G5 032 -, 040
Cultural Presence | Perceived specific cultural traits 593 -0 023
Virtual Env. VE scientifically authentic 558 -, 080 - 132
Cultural Presence | Visited an inhabited place 519 227 - 017
Virtual Env. VE behaved autonomously 470 109 - 074
Attention Feelingabsaorbed 422 181 -.380
Virtual Env. Continuity of events 41 130 -182
Susp. ofdisbelief | Willingto be transportedto the past 328 012 097
Susp. ofdisbelief | Willingto bein the inhabitants’ shoes 103 03 047
Social Presence Characters behavedin a realistic way L E:) Rafii) -, 078
Social Presence Characters looked realistic 096 042 050
Social Presence Presence of people -, 140 830 - 104
Social Presence Autonomous characters 7R JT5 063
Auditoryaspeds Surrounded by auditory aspects - 083 438 -, 035
Auditoryaspeds | Auditoryrealism 047 AE0 145
Interaction Feeling disoriented 108 105 70
Interaction Control device interferes with navigation 023 237 T12
Attention Distraction by control device 075 -043 J11
Visual aspects Experience disrupted by display device? -, 035 -,134 402
Visual aspects Surrounded by visual aspects 357 -, 093 - 397
Visual aspects Visual realism 371 27 -, 386
Visual aspects Distraction by display device 22 - 025 369
Interaction Maturality of navigation 285 228 -, 366
Interaction Exploration of elements 204 101 -, 300
Cultural Presence | Feeling of seeing everyday life 25T 260 -, 206

Extraction method: Principal Axis Factoring.

Rotation method: Oblimin with Kaiser nomnalization.

(Pujol 2018)




The {LEAP] forward (Il)

Ouestionnaire numiber: | | Condition {1-6): |

1 How would you describe the experience to a friend?

MNow, please reply to the following questions by circling one option:

2 while in the virtual world, how much did you feel you were at Catalhdyik inthe
Meolithic period?

[1) Mot at all | 2 | 3 | 4 | (5) Very much

3. when looking back at the experience, how much do you feel you visited a place
(rather than computer generated images)?

(1) Mot at all | ] | 3 | 4 | (5) very much

4. when looking back at the experience, how much do you feel you visited another
cultura [rather than a computer generated depiction]?

1) Mot at all | 2 | 3 | a4 | (5) wery much

5. While in the virtual world, how much did you feel you were in a sdentific computer
simulation?

1) Mot at all | 2 | 3 | a4 | (5) wery much

6. while in the virtual world, how much did you fieel you were in 2 computer game [i.2.
fior entertainment)?

[1) Mot at all | 2 | 3 | 4 | (5) Wery much

7. How much did your experience in the virtual world seem similar to real world
axperiencas?

[1) Mot &t all | 2 | 3 | 4 | (5) wery much

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)

Subscales related to:

General feeling of Cultural Presence
Perception

Self-perception

World’s behavior

Interaction

Attention

Willingness to experience Presence
Emotions

Characters

Culture

Detailed questions about learning.

(Pujol forthcoming)



The {LEAP] forward (lll)

e “3D-CoD”: Design Method for VR-Mediated
Experiences in Virtual Archaeology (based on
Participatory Design strategies). g

(Pujol 2017b)



{LEAP]ing out...
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{LEAP]ing for joy!

 More info:

e 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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