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In the last few years, Science, Art and Education had to rearrange their communication strategies in rela-

tion to the demands of a public increasingly attracted by the potential offered by new IT. The develop-

ment and the application of these technologies in the field of Cultural Heritage has introduced new hori-

zons in terms of research, preservation, monitoring of conservation status, restoration activities, promo-

tion, interactive fruition and accessibility also within the Museums. 

In this poster will be presented the results of 3d redering and augmented reality application, results of 

the collaboration between the National Archaeological Museum of Reggio Calabria (MArRC) and the 

IPCF-CNR of Messina. With the aim of making the MarRC collection much more accessible, interactive 

and in line with the new visitors needs, have been created new interactive and informative contents from 

3d models of artifacts easily viewable on portable personal devices (smartphones, tablets) or other multi-

media supports. 

On the occasion of the day “Arte e Scienza”, organized by the Italian Association of Archaeometry 

(AIAr), the team of the IPCF-CNR institute of Messina created a textured three-dimensional model of a 

leonine protome from Hipponion (Vibo Valentia), it was an architectural element of a sanctuary, a drip 

molded as a lion head, belonging to the collection of the National Archaeological Museum of Reggio Ca-

labria. 

Scans were performed through the use of the "Freestyle" portable laser scanner of the FARO company 

with single-point precision ≤ 1.0mm. Photo sockets were then taken on the exhibit for the realization of 

the texture to be applied to the point cloud. 

Point cloud processing has been performed with dedicated Geomegic wrap and 3D Zephyr software. The 

model, once realized the triangulated mesh has been texturized. an animated rendering of the exhibit has 

been realized for a better visualization. 

These technologies not only represent a step forward in terms of fruition but also an opportunity for 

analysis and diagnostic: virtual models can be used as important basic tools to advance hypotheses of 

reconstruction and to analyze methods and techniques of ancient productions. The communicative 

effectiveness of these models can be much more enhanced if inserted in a context of augmented reality 

that provides an overlap between the representation of real elements and additional virtual information 

layers (as digital 2d or 3d returns). 

Finally the application of these technologies to MArRC’s collection has proved to be useful for several 

reasons: 1. to make accessible objects stored in the museum warehouses; 2. to allow the visitor to better 

enjoy their experience of fruition, not simply by looking at them through a glass, but having the oppor-

tunity to interact with artifacs; 3. to provide the visitor the exact original conformation of a find (a digi-

tal reconstructive hypotheses), without intervening directly on it and preserving its integrity. 
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