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Introduction

Storytelling serves as a timeless method of communication in
archaeological contexts. Cultural Heritage stakeholders are
interested in raising awareness to the public for the findings of
their research in an effective and engaging way using both
traditional and media-based resources .This is also the case of
three research projects, myEleusis, Voeska and Periplous, where
archaeologists collaborate with authors, designers and
technology providers to develop digital storytelling experiences
with the scope to interpret, communicate and reflect about the
past and the discoveries of the archaeological sites of Eleusis,

Arta and Epidaurus accordingly.
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An interactive digital storytelling
experience in ancient Eleusis

In myEleusis, an interactive digital experience
unfolds through five different perspectives. The
story takes place in ancient Eleusis in 160 CE. It
begins on the night of the arrival of the Sacred
Procession from Athens, when the “phaidyntes”
(burnisher) of the sanctuary is found with a
severe head injury. Very soon it becomes clear
that the perpetrator has taken the keys of the
Telesterion and has stolen the “deiknymena”
i.e., the sacred objects of the ceremony.
Pausanias, the famous traveler of the second
century CE, undertakes to solve the mystery with
the help of a young Eleusinian, Alexis. Initially,
the user takes a short quiz, which assigns him or
her one of the five main characters of the story.
Through the eyes of the character, the user
experiences the story in seven episodes, each of
which corresponds to a specific monument
inside the modern archaeological site of Eleusis.
During the experience, the user is asked to make
selections that affect the development of the
story.
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A multi-layered experience through

space and time in the archaeological
sites of Arta

In Voeska, a multi-layered experience has been
adopted that runs through space and time.
Considering the uniqueness of Arta and the fact
that it has three charming historical faces, a
flexible core idea was chosen, which finds
application in different periods and offers the
ability to link objects to spaces. The focus of the
idea is a scribe, who undertakes to write a series of
letters, which are ordered by his clients. The
Epistles cover all time periods and involve a wide
range of people: men, women, aristocrats,
peasants, craftsmen, artists, kings. The persons
who send and receive the letters could be
fictitious or real or both. The main advantage of
this idea is that it can include a variety of themes,
so as to create a “mosaic” in which each piece is
independent, but all together create a broader
and timeless image of Arta, while touring the city.
Moreover, it effortlessly links fiction to specific
objects and sites, and in fact, each Epistle can link
more than one object to more than one site.
Utilizing the main components of fiction, the
selected approach activates historical empathy.
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Xaige! Karagyde evxopaote va eions xadd kot v conpegele, exei, o1y
pakgivj Zivava. Egelc, 636, o pvnpovevoupe ouyvik Kt wafoupe
TEGPavOl Ya TYY TOAITIUY CUVEIoogR G0V OTY Hovotry TEXVY. To
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Write your script

and make it come to life!

A linear digital storytelling experience
connecting the past with the present of
the underwater antiquities of Epidaurus

In Periplous, a journey aboard a boat with
transparent bottom is accompanied by an
automated gquided tour, where the digital
experience complements the physical one in real
time as the visitors float above the underwater
antiquities of Epidaurus. The boat follows
predetermined routes and stops mid-sea while
providing descriptions and narrations. A linear
approach for the digital storytelling experience is
adopted, connecting the past with the present.
Within this context, visitors will be able to
discover ‘hidden’ information in a series of points
of interest, called “Snapshots”, including pre-
recorded narrations or conversations connected
to the archeological findings and representing
everyday life in the ancient times. The
participants in the dialogues are either ‘ancient
people’ who lived in Epidaurus, as represented
through fictional dialogues, or the real
archaeologists, who have undertaken the
excavation and the conservation of the specific
archeological site.

Conclusion

The approaches followed within the three projects, although they differ from one to
another, because of variations in archaeologists’ needs, the scope of the experience, and
the site’s characteristics, all of them draw inspiration from the monuments, the historical
events, and the people to deliver pertinent information as effortlessly as possible. The aim
is to engage the user emotionally with the people who lived in ancient Eleusis, Arta and
Epidaurus, to understand their needs, desires, habits, and different perspectives, and to
transform his or her connection to the history and the archaeological site from the level of
simple knowledge into a deeper, multilevel, and rich experience.
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