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Abstract

Augmented reality learning tools can give significant contributions to the development of
anthropological practices. The steps to acquire a professional vision in a specific research field can be
supported and enhanced by ITC applications creating content for students and practitioners. Digital
tools can be created and supported by versatile cross-medial Content Management Systems, allowing
for the creation of networked and collaborative knowledge ecosystems that can extend the reach of
digital communication onto physical artifacts, geographic locations, architectures and even bodies.
Here users/researchers/students are able to stratify layers of information in ways that are directly
accessible from the physical objects/places/spaces of research/study, and that allow achieving a state
of continuous correlation of data, information and points of view that is extremely effective and usable:
users can behave as publishers of their own impressions and experiences, or as designers building
their own tools needed for their fields of activities. Innovation in education seems possible even in
Humanities and specifically in fields such as etnography research, where the practices of scientific
enquiring and methodology depend strongly on how they are reproduced and transmitted. The
adoption of augmented reality learning tools can be helpful for education in Cultural Anthropology and
opens itself new transdisciplinary horizons of research for Information Science and Anthropology.

In this case study, NKISI, power figures from Congo, are used to create a materialized learning and
knowledge sharing environment, implemented using advanced augmented reality techniques.

The design encloses the choice of objects, their encoding as learning facilities, the representation of
possible usage scenarios of the platform, and the definition of the scope of the AR experiences, from
the point of view of the acquisition of professional skills.

The case study covers an end to end process in which the description of cultural processes and
insights is used from the beginning as a basic tool both in the specific case (describing the salient
characteristics of the NKISI) and as a methodological scenario that allows apprentices and students to
describe and to add their experiences of the cultural meaning of these ethnic representations.

Learning by doing seems not always possible and the access to virtual representation of foreign
cultures can be a good compromise between a static picture on a book and the learning experience
with a real ethnical artifact. Only through a testing activity in a real learning environment a new tool
can be shaped according to users' needs and can be compared to how professional vision is gained
by training and experience in other ways and by other educational means.



