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I. INTRODUCTION

Configuring Kommos: Narrative in event,
place, and memory explores the tangible
construction of narrative generated from the
intangibility of an historic event, the Massa-
cre of the Acqui Division in 1943 on the island
of Kefalonia, Greece. In 1940 and 1941 Nazi
and Italian armed forces commenced occupa-
tion of the island. Following the Italian sur-
render to Allied Forces, approximately 5,200
Italian soldiers were massacred by German
Wehrmacht troops during a one-week period.
This massacre is credited as one of the largest
ever prisoner-of-war massacres in recent
history (Lamb, 1996).

This research project seeks to investigate nar-
rative threads of the Acqui Massacre in the
requisite personal stories and event artefacts.
Through the triangulation of mediated nar-
rative formation, this project seeks to inves-
tigate subjectivity vs. objectivity, linearity
vs. nonlinearity, and the tangible vs. intan-
gible of an ‘event-oriented ontology’. Initial
research includes archival material (artefacts,
photographs and related historical texts), in-
person interviews and testimonials, and loca-
tion (geolocation and visual documentation).
The material generated through this research
will serve as digital content for an augmented
reality app, a site-specific multimedia instal-
lation, and a catalogue of artifacts. In particu-
lar, the augmented reality app, Ambedo, will
allow users to participate in a site-specific
multi-sensory experience across the island.

Beginning in October 2019, interviews were
conducted with community members of the
Greek and Italian communities based in
Kefalonia. Interviewees were both witnesses
of the massacre with direct childhood expe-
rience and memory of the events that took

Fig. 1. Map of Kefalonia with identified sites

place, or descendants of those involved who
hold familial and collective memory passed
down through generations. Very little has
been documented. A grandson of a fallen
soldier expressed,

For 20 years more or less, [my mother]
didn’t know what happened to her father
because officially, he was presumed
missing in action, presumed dead, but
there was no official statement. Even
though her mother tried to go to the offi-
cial army entities, they didn’t know, they
didn’t want to talk about it [...] Everything
was shrouded in mystery because it was
shameful for everybody. (Anonymous,

Facebook message to author, October 19,
2019)

One purpose of this project is to use aug-
mented reality as a means to gather personal
stories that are at risk of remaining hidden or
lost, and to offer a way to preserve and share
such stories that are vital to a community’s
history.



Ambedo: Immersive Storytelling through Augmented Reality

Fig. 2. Personal effects of soldier — canteen

Artefacts of the massacre have been collected
by local organizations and are currently
exhibited in the small Italian “Divisione
Acqui” War Museum in the town Argostoli.
Ranging from medals, photographs, newspa-
per clippings, clothing and military parapher-
nalia; the museum holds hundreds of objects.
Additional artefacts, in the form of various
personal effects have been uncovered by the
project collaborators through the individual
and group interviews. These artefacts, includ-
ing objects such as jewelry, photographs and
clothing, begin to allude to a meta-narrative
stemming from the tragic events. By cata-
loguing these artefacts, we begin to unpack
nuanced and entangled narrative threads that
cross and tie national alliance and allegiance,
community survival and intergenerational
divide.

Massacre sites across the island are known
within the Kefalonian community and are
loosely documented in a leaflet produced by

Fig. 3. Personal effects of soldier — boots

the “Divisione Acqui” museum. These sites
of massacre exist on the island with no recog-
nizable markers or physical indicators. They
appear as banal fields, groves of olive trees,
abandoned wells, ravines, and town squares.
For example, outside of the village of Farak-
lata lies a massacre site of roughly 300 indi-
viduals (doctors, nurses, and wounded sol-
diers) at a field hospital. With no usable roads,
a 45-minute walk through fields and brush
leads to the unmarked site.

The absence of documentation for this
complex event is substantial. There are no
commemoration markers of massacre sites,
no available documented interviews, and no
markers of the mass grave sites. However, the
event is deeply embedded in the island’s iden-
tity. In collaboration with the Ionian Center
for Arts and Culture, this project aims to
utilize augmented reality as a means to create
an immersive, site-specific living museum
across the island of Kefalonia.
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II. APPLICATION OF IMMERSIVE
TECHNOLOGY: AUGMENTED
REALITY

The island of Kefalonia, located in Western
Greece, has a diverse landscape spanning
mountainous rocky terrain, fertile farmland,
winding roadways, underground waterways,
and pristine coastal beaches. This topogra-
phy presents unique challenges and oppor-
tunities in developing and configuring an
augmented reality app in order to create the
necessary immersive experience, within the
unique conditions of the island and the indi-
vidual sites. Given the nature of the mas-
sacres and the number of sites relevant to
them, it would be beyond the scope of this
project application to attempt to include
every known site for the massacre. The loca-
tion of some sites on private land, their dis-
tance from the shore, their inaccessibility,
and the sheer distance between all of them
render it difficult to fully document for this
purpose. Consequently, a select number
of sites were considered for inclusion in
Ambedo as proof of concept. Perhaps over
time, additional sites can be documented
and included in order to further expand the
immersive experience of the events that took
place in Kefalonia in 1943.

In the end, five sites were designated as rep-
resentative of the event of the massacre and
the information captured and employed in
the augmented reality app consists of audio
recordings of personal narratives coupled
with photographic documentation of arti-
facts found both locally at the sites as well
as from the Italian “Divisione Acqui”’ War
Museum collection. The sites included are:
Agia Barvara (The Church of St Barbara),
Prokopata (the well), Poulata (the wall), Farao
(‘Casa Rosa’), and Faraklata (the infirmary).

Fig. 4. Fig 4 Prokopata — the unmarked well

Apart from the historic significance of these
particular sites, they were also chosen because
of how frequently they were referenced in the
interviews, and their comparative nearness
to each other on the island. While nothing is
distant on the island, getting to the five sites
by car can take the better part of the day.
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VI. MEDIA

Fig. 1. Map of Kefalonia with identified sites
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