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e 4, INTRODUCTION-

Technology and storytelling may not seem like
an appropriate match, especially in a continent such
ds Africa’ wher€ téchiiology penétration is relatively
low. However, in our research we have found that

. interactive digital technology is ideally suited to
capture”oral stories in a way that is ‘1ot possible
through non-interactive media, such as text or video.
Beyond Srmply oapturmg storfes, we*algo" explore
how digital tethnology can” be used to; ‘storé “an
curate existing storigs, © i e 2 il

"In the rest of the paper we ‘desctibe bodres of
work aimed at the capture and presentation of stories
on digital systems. ‘We first describe” a nobile
system that allows ron-literate users to plan and
record their own digital storiés. We then look at the
use “of vn‘tual reahty for preserv_rng mdrgenous
foiklore ; :

2 DIGITAL STORIES

. The late Dana Atchley developed “dmtal
storytelhng in California i in the early tor mrd-lQQOS
with the idea of putting“the umversal human dehght
n. narratwe and self—expressmn into the hands of
everyone”, ik Atchley- developed -an - exportable
workshop in wlnch ordinary people are taught how
to produce their own digital. stories. Essentlally,

drgrtal story is a collection of strll images-joined and
‘overjaid ‘with a voice narrative.. This exportable
format has-led to the impressive spread of -digital
‘storytelling -across - the world.. However, - digital
storytelling has-not spread evenly around the world,

for it is practiced less in Asid) Africa, and South
America [1]. This comes to little surprise to us, as
“exporting” a technology, method, or approach into
Africa has often fallen short or failed [2]. While it is
easy to attribute this uneven spread to the low
literacy and computer literacy rates found in Africa,
perhaps the. more profound reason for digital
storytelling’s failure in Africa is that the workshop
approach is built upon Western storytelling practices
and.is, thus, insensitive to the rich oral traditions
found all over the continent [3].

However, we believe that digital storytelling
could play a role in rural African communities, as
there appears to be a high degree of compatibility
between the rich oral storytelling heritage of those
commumtres .and the audio narrative of digital
stories. In - our research ‘we _aim to address the
1rnba1ance mentloned earher by not only creatmg an

_easy-to-use miobile. drgltal srorytellmg system.. but,
‘morg lmportantly, alloying . pgople. hvmg in_.rural
_'Afrrcan communities. to. shape” thelr own . form of

thgltal stmytellmg compatlble with their, ways ‘of

dojng and saying [4].

.. The mobile . phone has had a tremendous 1mpact
on Ihe hvehhoods and lives of peaple everywhere
who are using the device for “both productive -and

' personal uses throngh their daily. routme” [5] Frorn

our. first. hand expenences of l1vmg in and. vrsnﬁmg
rural. commumtres in South Africa; and Kenya we

-observed the mcreasmg;_-avaﬂabrhty a.nd usage of the  :
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' F1g 1 AV}Ilage Meetxng in Lower Ndungunyem

storytelhng device. The social nature of the mobile
along with lts communication poterntial and different
media input and outpit capabilities make if an ideal
d1g1ta1 storytelling platform, where people can
integrate and playback visual and audio med1a

2.1. PREVIOUS WORK

* We had previously been involved with a
technology-inspired and user-focused project ajmed
at combining the two technologies of digital

storytelling and mobile phones. For the project we -

iteratively designed and evaluated, with university
students, two mobile digital storytelling interfaces.
With the story-driven interface users record a
narrative first and then add in photos; while, with the
photo-driven interface users add photos to a
storyline and then annotate these by recording audio.
Our usage scenario was one in which a user
combines a set of three photos with an audio
recording of reading from a pre-scripted story. We
lteratively refined these two interfaces by creating
and evaluating with university students a paper, a
PowerPoint, and two - high- -fidelity - Flash Lite
prototypes. To explore a more elaborate interaction
scenario, where users construct ‘their own story,
rather than read a scripted one, we also developed a
further application " prototype. In this prototype,
which was informed by usability outcomes from
previous prototypes, users could record and select
their own audio and photos. However, we decided
agaifist ‘evaluating and refining this prototype
outside of the urban setting where it was designed,

as we noticed vastly different storytellmg tradltxons,

i the rtural communities we vxs1ted

2 2 ETHNOGRAPHIC LENS AND DESIGN.

WORKSHOP

Our ethnographic perspective on storytelling is
informed by data gathered independently of
developing initial prototypes and is situated in
Lower Ndungunyeni in the Wild Coast of South
Africa’s Eastern Cape (see Figure 1) [4]. Insights on
storytelling, oral and digital
emerged over 18 months as we formed relationstups
interpreted pnOntles discovered ' design
opportinities in the ad-hoc details of da11y life, and
undertook socio- technical expenments [4]. The
1n51ghts we gamed "in‘situ, together with our
previous experiences on mobile digital storytelling,
led us to develop a digital storytelling design
workshop in the village Tschani. The aim of our
workshop was to allow users to shape the design of a
mobile dlgital storytelling system suited to their
commumty, so, we focused all activities around a
pair of phones, where one phone functioned as a
voice recorder/player and the other as a camera and
photo viewer. We ran the workshop at a local NPO
(Non-profit Organisation) and recruited six
participants via the NPO. The rudimentary nature of
the phone-pair provided participants with enough
ambiguity to explore different ways of incorporating
visual and audio media in storytelling activities, We
asked our participants to form three groups and
spread -the --workshop over two- consecutive
afternoons, so participants could engage others and
gather story ideas' and material in a more natural
setting. . After. explaining and practicing the use of

the phone-pair’s voice recorder, camera, and gallery
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during the first afternoon, the. groups recorded thejr™

- -digital stories on the second afternoon i A'Variety: of.-

different ways. By reviewing the video and notes we
took during the workshop, we were able to design a -

the needs of rural, oral users.

mobile digital storytelling prototype better snited to--

=

Fig. 2 - The interface to the mobile digital story

application ‘

The biggest improvement of our current
prototype over our initial prototypes is a flexible and
text-free interface, as shown in Figure 2. Its
flexibility allows users to create stories in a variety
of ways without imposing a constraining storytelling
style. Users can record audio first and later annotate
it with pictures, Alternatively, " they can ~select
pictures first and then record a voice-over; or they
can use a hybrid approach. At any time, they can
add, move, or remove pictures and append or
overwrite audio, All necessary functions can be
accessed via a scrollable vertical tcliolbar of icons,
which allows ‘eve'n1iuiferéfé‘uéé‘r“s‘“so“éféa'ié'"&igi'tal
stories in their mother tongue. With this application
we have created a rich means for rural users to tell
their stories in a way that is natural to them, By
studying its use we can leverage the application s a
tool to further situate digital storytelling in ;ﬁral
African communities. C

3. PRESERVING STORIES

Even once stories are collected, presenting them
In way that is faithful to their original contexts poses
complex problems. Often, the person listening to'the
story will be in a physical environment completely
different to the one in which the story was recorded.
Furthermore, the listener may lack the cultural
experience required to interpret the story. Finally, in
the case of oral storytelling, the listener is not likely

to be able to inferact with the stdrytelier.

~---We-looked-to- virtual -reality- (VR) to overcome- - - -~

_ these some of these barriers particularly in relation

Tto 'orail"'Stcrytel;ling."Many African .cultures may be

“‘described as predominantly oral; knowledge is

“preserved by telling - rather than writing,” ‘and- ==
.. Storytelling performances are an AImportant social

and culture-defining practice, Stories ranging from

- Indigenous folktales to stories abgut relatively recent
- historical periods, such Apartheid-era narratives,
may be preserved as text or video. However these
- media lack the original live orai dimension of these

stories. Virtual reality ha_s -been used.in cultural

_heritage work  to reconstruct historical sites and .
-artifacts that that no longer exist. We endeavoured to

‘extend this use to recreate storytelling. experiences

which may no longer possible in real life.

3.1, SAN STORIES

Culturl heritage preservation work has ‘recently

T

“begun “to includs  efforts towards’ preserving

“intangible” cultural heritage (ICH). This definition
includes things such as rituals, skills, ex'ﬁréssions,
which are typically preserved orally, We créated two
virtual environments (VEs) aimed-at" recreating an
intangible cultural experience from San cuifure.

The San (also known as Bushmen)" are an
indigenous- hunter-gatherer people of - southern
Africa, whose culture dates back over 20 000 years
[6]. Since the st'art,oﬁcqlbziization-inrthe""]'éte--lthO’s,
San populations decreased dramatically-.and  their
lifestyle has become almost extinct. Among the most
valuablcﬁrﬁ.c'_oxds_df_Sa.nmlltureha;_;e_msifr;famo.us’ rock
art sites [7]. The San also have a rich oral culture
and a tradition of storytelling “and .orality is all
pervasive .and defining of San culture [8]. Today
there.are very few San living the traditional hunter-
gatherer lifestyle, and none from the' Southern San,

-The Southern San or.[Xam culture:is no longer alive,
but in the late ;ﬁinéteqn{h:bi;ntur},;,Wilhélm-_Bleek,
Lucy - Lloyd " and* ‘Dorothea Bleek ' collected a
meticulous archive of [Xam folklore from' February
1871 to October 1873 [6). The sources for the stories
were [[Kabbo .and . his. son-in-law [hanskass’o.
IKabbo’s (whose name means “dream”). This elder
of;—?hiEcnrrimunit‘y’was%iinprisoncd"b)‘{%:the -colonial
authorities and expressed the wish that his‘stories be
known by way.of books.

Today the Bleek and Lloyd archive; housed at the
University Cape Town, is one of the most extensive
archives of San folklore and have been digitised to
DVD [9]. Records such as reflect the San’s
extensive oral storytelling tradition and lend
invaluable insight into their culture.

We created two virtual environments aimed at
recreating the experience of San oral storytelling. In
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the.first, we explored how the sounds and visualg Ambient audio element took the form of sound:
might enhance a user’s experience of the. story such as  fire crackling and crio:kets chirping,
presented: The virtual environment wag very simple  Meanwhile story-related visual were implemented ag
" and featured a Cave at night time, Inside the cave Sap rock paintings depicting Story events on the

i conceptualized ag San hunters setting up camp “for avatar-told the story, a subtle light wag used to
‘the night. One of the hunters tells a traditional  {lluminate the painting relating the part of the story
folktale to the other two hunters and. the  user. being told. Using a retrospective questionnaire we
.'Ihitially the user is Placed just outside the cave; upon measured study participants’ presence, i.e. the extent
entering they are invited to sit and listen to g- story  to which they experienced the VE as 2 real place and
about Kaggen the Mantis, the classical frickster  their | level of involvement in and enjoyment of the

The story was taken from the Bleek arid Lloyd found the addition of ambient audio significantly
collection ‘mentioned earlier and tells of 5 ‘prank  increaged presence (F = 138.8, p<0.002) and
played by Kaggen on g village, - The story enjoyment of the story (F=4.01, p<0.05). The story-
participants are animals since San folklore typically  related visuals increaged involvement in the story
takes place in a time where animal and human forms (F=9.49, p<0.003) and the combination of visual and
are interchangeable, . e 8 __ambient __andip - -significantly “enhanced  story

Our VE, shown in Figure 3';“"vgas used in a study  enjoyment (F=11.] 1, p<0.002) [11].

to test the effects of including ambient * audio The second investigation of using VR to recreate
elements and visya] elements which related ‘to ihe traditional San storytelling was guided by the

story being told. : ‘ difficulty , of: creating compelling VEs, Creating a
. _ B NG good VE requires a great deal of effort and a range
of skills such ag graphics Programming, soundtrack
recording and 3D modeling and animation, This,
firstly, brompted us to explore whether this
investment was worthwhile by critically evaluating
VR’s effectiveness as & storytelling medium, To this
end, we decided to compare a storytelling VE to a
story text, a more common medium for presenting
indigenous stories. At present, San folklore is almost
exclusively accessible through texts sych as the
Bleek and Lloyd collection, While we haqg
previously assumed that reimagining textya] stories
in a VE would be more engaging than reading, we

would  capture aspects of jtg original,
performative spirit and provide a richer cultura]
contextualisation,

Secondly, we set out to explore a nove] way to
boost the effectiveness of using VR for cultura]
heritage stq"ryte_ﬂing. In particular, we were

. eonicerned ' that San story content might be too
culturally rémote to most users and, thus, fail to
engage them. To address this we explored the use of

_ : : priming, a technique where USEIs are exposed tg

 Fig. 3 - Screenshots from a yir fdiii.'eh}{j'rqﬁxi;ggt Wiere :c;tg:;ci;;lgzd\/‘ﬁfom; is\iflﬁeildeiiofote;facebzg::

T 7 auser could experierice fireside San storytelling ) | . . : :

AMOng 2 group of hunters, Ths top shows the s 1n a frame mind t}m? is receptfve ‘to the VE’s content.
hunter avatars sitting around a fire, The lower figure [Nunez 2003,:[ Priming Ina?enal 15 usually related to
shows the rock art depicting events from the story the VE contént, and we Wwished to examine whether

told, the addition of these visuals was foung to (1t would be. useful for making potentially cultur ally
increase presence, story invol'v'ementand, when used  remote content more familiar and engaging. We
 in combination with ambient audjo sounds, story decided to tegt the use of priming in the form of a

enjoyment. . culturally  familiar _Introductory yg -Which

foreshadowed the San VE content, Thig required that

e e W

= e :sz_ =

;.;-_;____-.»_ﬁgure-of-S&n-mythologyf—ﬁ“““ o story. In a study run with 77 university students, we
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we choose a cultural theme that was likely to'be  sketches were teviewed by the archaeologist expert.

+familiar to.most users. To this end, we chose hip- On thé first review, significant corrections. were-
hop, since it is a well-known contemporary  made to the sketches and once they were found to be
subculture with a distinctive and easily recognisable accuyrate, modelling.. of the avatars began. Once
style.  However, any other well-known, again, we consulted the’afbhaeologjst for guidance
contemporary  subculture might have beep with  this . adaption _before recording the narration
appropriate. We felt that hip-hop fit the bill for-our audlo, =~ - i T

work because it shares some key similarities with Inthe VE, the user begins some distance from the

San culture. Key aspects of San culture is their cave; this view is shown in Figure 4. As the user

storytelling, rock art, music and dance traditions [7], moves toward the gathering; the San man stands up

. These may be seen to correspond to the key aspects - and looks :in_their: direction. During this time a

+ of hip-hop culture: rapping, graffiti, dj-ing and break  simple African music track plays in the background
dancing, respectively [12]. Among these, the link along with ambient sounds such as wind blowing
between rapping and oral storytelling perticularly  and crickets chirping. When the user has almost
struck us. Rapping is a musical style whére Iyrics are  reached the gathering, the music fades and the San
spoken or chanted over music, which is often man invites the user to move closer to the gathering.
heavily sampled [13]. Rap has been described as a However, if the user takes longer than ten seconds to
hybrid cultural expression which incorporates a  walk toward the gathering, the San man also offers
great number of expressive - systems, including  the fdllowing-'enénuragement.-Figure 5 shows the
African storytelling and “street-smart moral fables” San afl inviting the user to come closer after which
[13]. the elder storyteller, shown in Figure 6, says:

To aid us in evaluating the storytelling “T.was-just about to tell a story, the one about
effectivenéss of VR and our introductory VE  how ‘the Mantis made the Eland, please sit down
technique, we carefully considered our measures for with us and listen.” = - : '_
storytelling success. We considered what might The storyteller then begins to tell the story, '
characterise a successful cultural storytelling  during ‘this timie:the user is free to explore the cave
experience beyond the presence, story involvement area and ‘View the fire, rock paintings ‘and other
and story enjoyment measures. we had used objects-typical of a.San living area such 'a. grinding
previously. We conceptualised an effective stone and & ‘bag and quiver hanging from’ wooden:
storytelling experience as one where the story is pegs on the cave wall. These objects were created
understood and enjoyed; we also felt that it should and placed in accordance with San referenoe
foster an interest in the culture concerned and make material and the - advice of our archacologist
culturally remote stories accessible to most consultant. The' San. gathering, .react during e
audiences. = storytelling by - exclaiming, - gesturing- and - moving -

The San VE created for this study was much their heads; a screenshot of this is shown in Figure 7.
more detailed than our first. We paid particular The storyteller. avatar:is-also :
attention to ensuring that that the, stery content,
avatars and physical environment were authentic. provic_i_gg-by a
The VE was, again, set in a cave at dusk, with a San  voice' tkcording Her
gathering sitting around a fire. The cave - was — were-vid
modelled on the shallow caves found in the :
Cederberg mountains, a region once inhabited by the
San and one of the richest regions of San rock art
[7]. Digital images of Cederberg caves were used to
texture the virtual cave. In accordance with findings
in our previous work, we included ambient audio
and textured the cave with photographis 5f Tock art
which related to the story that would be told in the
VE. [6] The San gathering consisted of an adult Lo
man, two children and an elder woman, who acts as ”*
the storyteller, CHE

In order to ensure accurate appedrarice, in terms

-of clothing and physique, for these‘avatars we = ) : _
enlisted the help of an artist and an archacologist gy 4 _gereenshot showing the user’s starting point in

expert on the San. Photographs of the San were used the San virtual storytelling environment. In the
by the artist to create detailed reference sketches of - distance a San gathering sitting around a firein a
the four San characters. Before modelling, these L - shallow cave are visible
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' Flg 5 —— Screenshot from the San vn'tual sturytellmg
' env:ronment wluch shows the San man from the
gathermg standmg to greet and mwte the user the

*. . Fig.’6 ~:Screenshot of the storytellér avatar; an elder
* .San-woienfells an indigenous story How Kaggen the
: .. Mantig-created the Eland and the Mobn to 2 San
' - group around the fire and the user -

"narranon and the San gaﬂiermg re}a '
ammatmns and auchble ej:clamaﬁu ¥

i 5 i..;,l:* LA IR b
"Thﬁt‘prz‘.‘rfﬁing mtﬂjdueffon'VE. esent;gthe user

.-.,;awnh an urbafy- environment. cos ammg a* hip-hop

avatar with a radio.. The. avataris:rapping gbout the

8an people and the story- thahwﬂl be told:in‘the San
VE: Agam the recorded actions - of a real-lifé-actor,

2 ',',comparxsons
.. experiencing the story in the VE with those reading

in this case a hip-hop mus1c1an were rotoscoped to

1 ammate the hip-hop avatar, Behind the hlp -hop

avatar we created a number, of graffiti covered ‘walls,
One of the walls contains a door with the word
“San” as graffiti on it. When the user starts m the

“VE the hip- hop avatar 1s\ visible and raps the

following about the San in'a loop
“You gotta understand the San,
Indigenous peeps of da ‘motherland.
Making rock art, workin’ real hard.

... Huntin’, yo peeps be frontin’.

We be jammin’, dancin’ rhymin’

Making mad beats now for keeps

T hopes you like dis story about Him

Kagg’'n da Mantis speaks

Don’t despise this gifted, thrifted, SW1fted and
. mighty

-Creator; da maker of da Hartebeest, da moon,

~ Soon yot gon hear how he made the E-land too

So listen to me man as I usher you into the world

of the San,

Let’s j&mF”

As the user walks toward the avatar, he stops
rapping and speaks to the user telling about thé San
and their storytelling tradition:

“Yo! Did you know that way back in the day, the

San used to live right here? Right through that

. door, you can hear a real San story!”

This monologue, along with the earlier rap,
serves as preparation for the main VE’s content. He
then directs. the user to the “San” door, which opens
to reveal the San VE. Both VEs were implemented
using an in-house VE authoring tool called VR
Direct, a scripting engine and user interface built on
top of Gamebryo, a commercial games engine.

‘We conducted two studies using these VE’s with .
different sampies (1) 44 high-school children aged
15 to 17 and (2) 98 undergraduate university
students. We made two main story expencnce
Firstly,  between partwlpants

the story as text and, secondly, between those who

,expenenced ithe San VE with and’ w1thout the
‘priming VE.- Story experience was measu.red using
- retrospective  questionnaires for = the

following
dependant variables: '

e Comprehension: a number of tests, drawn
from educational research, were used to test
understanding and recall of the, ,San stow

e Interest: interest in and des1re to’ find out
about San culture and folklore.

. Enjoyment of the story.
e Boredom during the story experlence
" Confusion about the story content,
& Presencein the San VE

Y26




Gary Marsden, llda Ladeira, Thomas Reitrmaier, Nicola J. Bidwell, Edwin Blale /Computing, 2010, Vol. 9, Issue 3;:257-265 i

For our second study, we added the following
dependant variables: : e T
e Attention paid to the San story, ' *
*  Perceived strangeness of the San stoty.

We also measured Hip-hop Interest, using a
number of questionnaire items in which participant’s -
rated their-affinity for hip-hop culture. This was -
~ - done so that we could factor this into our. analysis of

the effect of our priming VE, i

3.2, STORY EXPERIENCE: o

The correlations among our dep_éndant variables

'story,m?dléép.i'te "?ééqfixig -high- on --bomprehension:-
Meanwhile, the university student sample:éxhibited

similar -levels of -engagement for the textual and .
- virtual story media- We believe that the uniiyersity

~student sample represents a highly selected sample- - - - - J

- with above average reading skills and a gréater
likelihood to responding positively to reading. An

- analysis combining the high-school and- university - S
~samples showed * an, . overall, ‘more -favourable -
~ experience in-the storytelling VE ‘where there tag -

significantly greater enjoyment (F=8.47, p<0.004)

~ lower boredom (F=4.23, p<0.042).~ _
However, our results were not “clear=cut,

- suggesting that neither text nor VR proved to be the.—. .

--and “interest. (F=4.77; “p<0.031) -and. significantly - kL

strongly - suggested -that -our - conceptualisation - of - “winning” story medium. In fact, there séemed'ts be .~ = i -

story experience was sound:

e Comprehension, interest and enjoyment
correlated positively.

¢ Boredom and confusion correlated positively. -

¢ Comprehension correlated negatively with
both boredom and confusion.

o Interest and enjoyment both correlated
negatively with boredom and confusion.

e Attention  correlated positively  with
comprehension, interest and enjoyment and
negatively with boredom and confusion.

e Strangeness correlated negatively with interest
and enjoyment and positively with boredom
and confusion, "

3.3. VIRTUAL REALITY VS. TEXT:

Among the high-school students, we found that
comprehension was significantly. higher for those
reading the story (F=23.54; p<0.0001). However,
results for the other story experience variables
pointed strongly towards a more favourable

trade-off between conveying the story content and -
providing a fun experience which generates-cultural.-..._ ..
interest. We could . classify comprehension as’ & -
-~ variable. relating to.. conveyingcontent and.the = -~ ——

interest, enjoyment, confusion and" boredom as
variables relating to the: engaging experience. Otr

results suggested that content and experience might '

not come hand-in-hand, leaving us with"a- choice:

which of these two is the more important goal for -
cultural storytelling? Say story content is understood -

and retained, but the experience is not erigaging and
does not. necessarily prompt fiirther exploratiori of
the cultural context. Is such a once-off - story

© experience satisfactory? While our VR users-did niot

grasp and retain the story content as fuily "as-text
readers, they I}ad, what we would term, ‘& more -

-effective story-experienceF urthermiore, -a-result-we—- - .

found striking was the apparent disconnection
between comprehension and confusion. Those
reading the story showed better comprehension and

attention to the story but greater confusion (for the |
sample) * and  greater . perceived _

high-school

experience with VR: participants. exp,erienc.ing,_the__Stmngeness_of_the,Story (for the unjversity sample).

VE showed 'significantly higher enjoyment
(F=17.67,. p<0.001), less boredom (F=7.44,
p<0.009), less confusion (F=15.54; p<0.001) and
. greater interest in San culture (F=5.639; p<0.02)
[Ladeira, 2004]. However, in the university student
sample, we found fewer significant differences, -

Comprehension was still significantly higher for the -

text story (H=33.07, p<0.00001) while confusion
was lower (F=5.10, p<0.026). Additionally, we
found that attention to the story was significantly
lower in the storytelling VE (F=8.13, p<0.005) while
perceived strangeness of the story was significantly
lower (H=6.04, p<0.014). We. posit that the lack of
differences for enjoyment, boredom or interest in
our second study reflects a. difference in reading
attitudes and skills in our two samples. For instance,
the high-school students who read the story reported
strikingly very low levels of engagement with the

This suggested that, despite better retention of story- -

content, those reading the story found it confusing o';
strange. Various elements of the story’s style, such
as vemacular rhyming and repetition patterns. and
story events, were likely to be unfamiliar to our
sample. However, the marked difference in
confusion ~between the VR aiid ~text ™ cotiditions
suggests that placing the story in context and hearing
it told out loud in the VE made the story more
accessible. We believe these results point towards
VR’s potential for bringing indigenous oral stories,
such as those of the San, to life.

3.4. THE USE OF A PRIMING VIRTUAL
ENVIRONMENT:

While the use of the hip-hop themed priming VE
didn’t have an effect-on overall story experience, we
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g 1ntroductory VE acted as a hQQk.
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did note two interesting effects with each sample.

For the high-school sample, we found that Hip-hop .

Interest was a significant predictor of sfory
enJoyment So those who indicated a high afﬁmty
for hip-hop and experienced the priming VE enjoyed
the San story significantly more than those who did
not see the priming VE. This suggests that the

priming VE only offered a benefit where it tapped i in

the participants’ pre- existing interests.

Among the university student sample, those who '
identified-hip-= hop,ﬂs_a favourite musi¢ genre and’

experienced the priming VE (n=6) reported”

. significantly greater - presence in .the San VE

.(F=5.31, p<0.029) than those who chose other
genres (n=24). Furthermore, for those who did not
experience the priming VE, no effect was noted for
‘those: who. chose hip-hop_as a favourite (n= 5) vs.

_other genres (n=23). - This showed. a_ deﬁmte 7

 interaction ' between the prumng VE ', and
participant’s preferénce for hlp-hop music. Whﬂe

this result is different to that in the hlgh school
sample, we were, again, seeing a story experience

- benefit arise where priming material tapped into pre-
* existing- interests-[Ladeira,- 20@5] We.behcve_ that,

for . participants.. with a hkmg for h1p-hop, the

' .,q{nng then'

mcreasmg thelr overall eglgags,

storytelling VE. However this' is an areai that wa"

would like to mvesngate further. . .

The VE created for this study was ultirnately put
on temporary exhibit at the IZIKO South African
Museum in Cape Town. The VE was projected onta
a wall which visitors could nav1gate using a Joystlck

4 CONCLUSION

In all of the research presented the umfymg

concept is that of usér-centred design [Preece; 2008].

We have not tried to impose a technology from
~outside Africa into an African situation. Instead; we

‘have worked with individuals, and the cultures they-

-fepresent, to give them a digital voice and ensure
 their stories survive-in- a digital. landscape. But the

- benefit is not only to the communities we work with,
by building these systéms we have:learnt much more .

about how we oursélves communicate and-the value
of a good story, regardless of the culture it comes
: from and the medla that 18 used to convey it.
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