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Cultural Heritage and Technology

SIJM TECH mission is to make available interactive communication
systems for your own application. We help you to better interact in your
real world through a virtual environment.
Our know-how allows to manage a great amount of technical data with
great flexibility in order to generate contents and multiplatform
applications catering to any client need.




Arrubiu 3D Project

Report of the ongoing activities on ARRUBIU 3D project

CultureLAB - CUP: Eg5B19000730007
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WORKFLOW Technical Approch
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WORKFLOW Planning and execution of technical surveys

Laserscanner survey: 100 scan stations
Photogrammetric survey. 6000 digital shots
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WORKFLOW Data elaboration - laserscanner 3D point cloud




WORKFLOW Data elaboration - photogrammetric 3D point cloud




WORKFLOW Data elaboration - photogrammetric 3D point cloud




WORKFLOW Data elaboration - photogrammetric 3D point cloud




WORKFLOW Data elaboration - combined 3D point cloud




WORKFLOW Data elaboration - 3D mesh

from point cloud to 3D mesh model




WORKFLOW Data elaboration - 3D mesh
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WORKFLOW Data elaboration - 3D mesh
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WORKFLOW 3D Model - first version
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WORKFLOW 3D Model - first version
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WORKFLOW Historical reconstruction - first steps




WORKFLOW Historical reconstruction - first steps

Horizontal sections
gap: 10-40 cm



reconstruction - first steps

Historical

>
o
<
x
o
>




Historical reconstruction - first steps
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WORKFLOW

what's next?



Use of gamification

o+

USE OF GAMIFICATION

Gamification approach is the use of game
thinking schemes and game mechanics in
order to engage audiences towards the
completion of assigned tasks.

A wide range of industries acknowledge the
potential of gamification as viable way to
facilitate knowledge transfer by
enhancing or extending the engagement of
targeted audiences.



SJM TECH

Via Sant'Efisio, 73
Cagliari - ITALY

info@sjmtech3d.com
www.sjmtech3d.com

CultureLAB Project
CUP: E95B19000730007

Thank you for your attention



