CONTENUTI WORKSHOP DI RILIEVO ARCHEOLOGICO A VILLA ADRIANA

Docenti: Sergio Di Tondo, Filippo Fantini, Silvia Bertacchi

Aims of the workshop

The main purpose of the activity that will take place from August 26 to 30 at Villa Adriana is to train students
on the topic of modeling reality based, that is based on the acquisition of three-dimensional shape of an
object by active sensors (laser scanner) and passive (of photogrammetry new generation SFM, Structure
From Motion). With this panorama of scanning techniques and software, students can create 3D models to
use in professional practice as a designer or restorer of the conservative that requires faithful refunds of
complex morphologies as often happens in archaeological context.

Requirements

The groups have to get to Villa Adriana already formed, each of them will be composed of a minimum of 4
students and a maximum of 6. You need laptops with good performance to perform the laboratory work:
Nvidia Video card with dedicated memory (500MB), RAM 4 GB (recommended 8 or even more), a 64-bit
Windows operating system (many programs detection laser scanner does not have a Mac version, in which
case you will need to have a solution type parallel desktop). It is essential that each group has at least one
reflex camera available with higher resolution 5 Mega Pixel and able to save files in RAW format. An easel for
group is essential to avoid that the photos present effects of blur.

Programs to be installed before the workshop

Adobe Photoshop CS 5 or 6 (with the ability to open files with Camera Raw), Rhinoceros 5, Autocad, 2011, a
geometric modeling program like 3D Studio Max, Cinema 4D, Luxology Mode 701 (recommended for the
optimization phase of the models ). For more information about programs and methodologies you should
consult books and articles in the bibliography.

Programs and Applications

The types of application with which the students will have to interface are the following:

1) Reverse Modelling / Mesh Processing: need to convert the "raw" data from laser scanners or
photogrammetry, in digital mesh models type topologically correct. These programs are also useful for
extracting profiles and sections from 3D models for their return 2D.

2) Structure From Motion: are programs that run on classical photogrammetric principles to return a 3D
model with apparent color texture.

3) Geometric Modeling for entertainment: will be used only some of the characteristics of these programs
and in particular those that allow you to convert mesh models with high detail in optimized models can be
easily used for animation, rendering, real-time applications.
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