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THE COMPANY
For nearly ten years, 3D RESEARCH
has been a powerful combination of
technological innovation and cultural
dissemination, a bridge between a
dynamic and enterprising academic
reality, i.e. the University of Calabria,
and one of the most vibrant sectors of
Italian economy: Cultural Heritage.
Since 2008, the young spin-off company
of the University of Cosenza, born
within the Department of Mechanical
Engineering and founded by a small
group of researchers with the aim of
breaking through the separation wall
between the academia and the labour
market, has grown to become a dynamic
and resourceful company.
35 years is the average age of the
14 currently employed members, 28
projectshave been undertaken so far,
with than 20 partners and as many private
individuals have chosen the expertise
3D Research for bringing innovation in
the cultural sector by means of the latest
technologies for computer graphics,
virtual reality, augmented reality.

EXPERIENCE TECHNOLOGY
That is, TECHNOLOGY FOR EXPERIENCE, a set of tools which have
been designed to improve our way of exploring the world around us.
Technology allows us to take a closer look on things, to livethem, to
understand their significance and, above all, their value, especially
if we think to the memories of our past, be they a monument, an
archaeological find or a wreck lying 30 meters deep on the seabed.
However, there is another look at what technology actually is. It
can also be intended as a living thing by itself, an extension of
our perceptual abilities, a constantly evolving organism that is
becoming increasingly less static and more interactive, and more
“connected” with ourselves and our way of life; something YOU
CAN EXPERIENCE.
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Indeed, our goal is to develop “living” and versatile technologies
which can respond in a targeted - yet comprehensive - way
to the needs of spreading knowledge and to involve the most
varied audiences, thus bringing people to regain possession, with
enthusiasm and without passivity, of what will always belong to
them: their history and their identity.
We are aware that such a goal is not likely to be reached all in
one step. It is imperative to be always up-to-date and to achieve
a high level of multi-disciplinary interaction, embracing research
and international collaboration as core values. That's why we've
learned to manage every step of the design workflow, such as
hardware and software development, user interface management
and end-user communication.
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UNDERWATER, HERITAGE,
ENGINEERING
Even if these three worlds might appear far away from each other,
we believe that Cultural Heritage, Underwater Exploration and
Industrial Engineering can be complementary and stand as faces
of the same pyramid: Cultural Heritage, since the foundation of
the company, has been our main sector of interest, which in turn
was extended to underwater archaeology; we're deeply rooted in
Industrial Engineering (most of us have completed their studies
at the Department of Mechanical Engineering of the University of
Calabria), which gave us a forma mentis that is indispensable for
bringing technological innovation into a purely humanistic field.
The identification of these three domains responds to an
organizational criterion that remarks their complementarity and, at
the same time, their independence from one another.
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OUR PEOPLE
The multidisciplinary approach is a distinguishing trait of our
team, which includes a number of professionals, each one with
his/her own background and able to adapt these skills for working
on diverse projects, with different goals and targets. Many of our
people are graduates and PhDs coming from the University of
Calabria itself, sometimes recruited before the graduation or right
after it.
They are the very core of the company, which relies on three
computer scientists, a computer engineer, two designers
and archaeologists, one electronic engineer, two mechanical
engineers and an architect.
The company's soul, however, lies in its founding members, who
include two university professors, our strongest link with the world
of academic research.
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SERVICES

R&D,
CONSULTING
We’re a spin-off company originating in the academic world. This
gave us an extensive experience in research, as well as a network
of international contacts which is constantly growing thanks to a
patient and proactive work, witnessed by the numerous projects
we’ve been involved into. Thanks to these experiences, to our
heterogeneous composition and to the multidisciplinary approach,
today we are able to manage all aspects of design in-house, from
requirement analysis to prototyping.
Indeed, we are the perfect partners for long-lasting and wideranging research projects, and today we can propose ourselves
as consultants for the entire life of a project, bringing our
professionalism and our experience at every stage.
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SOFTWARE DEVELOPMENT
As well as being the core business of our company, software
development plays a major role in all our sectors of interest.
Besides the development of mobile apps, websites, web platforms
and multimedia applications, we are also qualified to build IOT
devices, hardware control software and product configurators.
The most innovative results so far, however, have been obtained
in the development of augmented and virtual reality systems
(including immersive applications), implemented through framework
game engines as Unity 3D. These technologies are prized and widely
used to support the experiencing of Cultural Heritage, through their
installation within museums, tourist routes, and archaeological
contexts, both for terrestrial and underwater sites.
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3D RECONSTRUCTION
AND MODELING
Every technical choice we make in the development of our
projects is aimed to reach our foremost goal: to add value to
contents, especially in the field of Cultural Heritage. It’s like
having a picture to be framed: you’ve to choose the technology
that delivers the best results possible, but the frame should be
as less invasive as possible.
In this sense, "non-contact" 3D reconstruction techniques, such
as laser scanning and 3D photogrammetry, stand as the best
solutions for adding value to archaeological finds and sites,
since they provide high-fidelity digital copies without the need
of manipulation, thus avoiding the associated risks.
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These copies are a precious document by themselves,
supporting the protection of intrinsically fragile objects such as
archaeological finds, which are difficult to be exhibited even in
museums without impairing in one way or another their integrity.
And thanks to their digital nature, they offer incredible
opportunities for adding value to objects: hypothetical
reconstructions of missing parts, contextualization in virtual
environments, manipulation and close observation by means of
multimedia platforms.
With more than 300 finds acquired and reconstructed in several
museums in Calabria and beyond, we have developed a process
that gives outstanding and constantly improving results.
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REVERSE ENGINEERING
This term describes the process in which an existing object is
digitized to obtain a faithful three-dimensional model, which in
turn can be analysed, modified or replicated, for instance, by using
a 3D printer.
Our hardware development department is specializing in this kind
of technology, primarily for engineering and mechanical purposes,
where acquisition is often performed on small components to
replicate their exact dimensions and position in space.
The techniques used to acquire mechanical objects are not that
different from those already mentioned for the reconstruction of
archaeological finds and sites: laser scanners, 3D photogrammetry
and structured light scanning.
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3D PRINTING
Unlike traditional industrial systems, 3D Printing is an additive
technology (Additive Manufacturing), which allows for obtaining
excellent results on short runs, speeds up the process while reducing
costs, offering versatility and ease of use also for the manufacturing
of complex objects.
These features make 3D printing an ideal tool for rapid prototyping
in engineering/mechanical and hardware development, but it can
also be used for dioramas, reproductions of archaeological finds,
tactile panels for visually impaired people, and countless objects for
the creation of multisensory and complex exhibitions .
The availability of advanced machinery (with FDM, SLS and Powder
Printing) and of the expertise of in-house 3D modelers and technical
engineers allows us to apply 3D Printing to a wide range of projects.
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MUSEUM FIT-OUT
The goal of every project we undertake is to give an unforgettable
and enlightening experience, and this is particularly true for
museums.
Thanks to the heterogeneity of our team and to the network of
professionals - architects, craftsmen, and suppliers - with whom
we are working in the creation of our fit-outs, we are able to create
a comprehensive, high-tech exhibition, following an interactive
approach and complying with the rules of Edutainment.
Virtual reality systems, be they totems or immersive reality devices,
are complemented by augmented reality applications, games,
reproductions of finds, and dioramas, so that every single sense is
involved in exploring reality and learning.
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UNDERWATER
The
knowledge
about
applied
technologies we’ve acquired over time,
coupled with a growing interest for scuba
diving and underwater archaeology
by tourists, has led us to explore the
potential opportunities in the field. We
came to the conclusion that a big effort
of enhancement and promotion has to
be done.
Indeed, in the area of Cultural Heritage,
this is without any doubt the most
problematic sector in terms of
accessibility, as these resources can
be enjoyed only by a few divers and
specialists who own a diving certificate.
But the charm of underwater exploration
and the archaeological and natural
treasures lying on the seabeds of Italy
are so valuable that do not deserve to
remain unknown to the great mass of
the population.
For this reason, 3D Research decided to
take on the challenge of their promotion
and enhancement, working on several
EU projects that have given us a wellestablished position in the international
arena and allowed us to focus on our
main field of interest: responsible
innovation.

VISAS

2014 - 2016

VIRTUAL AND AUGMENTED EXPLOITATION OF SUBMERGED
ARCHAEOLOGICAL SITES

Lead partner

VISAS is a collaborative research project, aimed to the responsible
and sustainable management of underwater archaeological sites. This
goal is achieved through the development of an integrated package of
services aimed, on the one hand, to improve the experience of scuba
divers and, on the other, to stimulate the induced tourist activity
through an innovative virtual tour of the site.
The technologies which have been developed provide for the
acquisition of optical and acoustic data sets related the aesthetic and
morphological characteristics of the marine environment. The data is
subsequently integrated and processed to obtain a geo-referenced
3D model of the site. Finally, the latter is used by scuba divers for
augmented reality exploration, while a virtual reality system makes
the exploration accessible also to whom are not able to dive.

Unical, Applicon s.r.l,
Enviroconsult s.r.l,
CNR-IAMC.
MIUR PON - Startup

www.visas-project.eu
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iMARE CULTURE

Nov. 2016 - Oct. 2019

IMMERSIVE SERIOUS GAMES AND AUGMENTED REALITY AS TOOLS TO
RAISE AWARENESS AND ACCESS TO EUROPEAN UNDERWATER CULTURE

partner

The main goal of the iMare Culture research project is to re-establish the links connecting Mediterranean countries with each other,
promoting a shared sense of European identity by making underwater archaeological heritage more accessible, and by protecting
an outstanding symbol of the cultural exchanges and trades that
have always been present in the Mare Nostrum.
This goal is achieved by making underwater heritage accessible
to the general public through the use of interactive technologies,
virtual reality, augmented underwater reality and serious games
designed by scientists, researchers, archaeologists and museum
experts coming from 8 Mediterranean countries. The core activity
of 3D Research is the development of underwater augmented reality systems.

Cyprus University,
Universitas Masarykiana
Brunensis,
Concordia University,
Aix Marseille Universitè,
MIBAC, FCSH,
Holografika
Horizon 2020

www.imareculture.eu
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LAB4DIVE

Mar. 2017 - Feb. 2019

MOBILE SMART LAB FOR AUGMENTED ARCHAEOLOGICAL DIVES
Lab4dive is a research project aimed to the design and development
of a technology system that supports the work of underwater
archaeologists, to provide them a practical, cost-effective, and
innovative solution for studying, documenting, and preserving the
underwater Archaeological Heritage in situ.
The project involves several professionals and companies:
economists, engineers, researchers, underwater archaeologists, local
tourism companies.
From a technical point of view, it is focused on the use of an underwater
tablet, equipped with: environmental sensors for collecting data during
dives; a high resolution video camera for direct documentation; an
acoustic positioning system that operates like an underwater GPS; a
3D map of the site, made by means of acoustic bathymetry, to mark
the locations of paths and points of interest.

partner
Università Politecnica
delle Marche,
Atlantis Consulting SA,
Hellenic Institute
of Marine Archeology
European Commission
EASME - BLUE LAB
www.lab4dive.eu
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COMAS

2012 - 2015

CONSERVAZIONE IN SITU DEI MANUFATTI ARCHEOLOGICI SOMMERSI
One of the most important and challenging issues of Underwater
Heritage is its protection, which has been solved, until today, in
almost every case with the recovery of the objects from their site and
their preservation on land. This difficulty is mainly due to the lack of
knowledge and, above all, to the absence of techniques and materials
suitable for the conservation and the exploitation in situ of finds.
The Comas project was born to address these issues, aiming to
develop new materials, techniques, and methodologies for the
conservation and restoration of underwater archaeological sites in
their natural environment, according to those criteria normally applied
to the monumental heritage on land.
Our contribution to the project is the development of an opto-acoustic
camera designed to support underwater restorations.

sub-contractor
University of Calabria,
Whitehead Sistemi Subacquei, Ageotec, Syremont,
ISCR, Scuola Superiore
Sant’Anna di Pisa
PON Ricerca
e Competitività
2007 - 2013
www.comasproject.eu
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MUSAS

2017 - ongoing

MUSEI DI ARCHEOLOGIA SUBACQUEA

MIBACT

The project aims to develop a program for the integrated
exploitation of archaeological sites and museums that contain
underwater finds, through the adoption of innovative technological
solutions.
In particular, the project provides for the 3D digitalization of 120
archaeological finds preserved in the museums of Crotone, Baia,
Egnazia and Manfredonia, as well as the 3D reconstruction of
some areas of the respective submerged sites, completed with 3D
hypothetical models aimed to reproduce its original structure.
The resulting models will be used to create interactive museum
paths, which can be explored through virtual reality platforms,
including immersive installations, to be employed for teaching
activities and digital archiving.

//
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DIVY
•
•

•

DIVY is a virtual underwater guide, designed to offer an innovative
augmented reality experience to the divers who are exploring an
underwater archaeological site. The system consists of a simple
10“ tablet, equipped with a waterproof case, and an acoustic geolocalization system, i.e. a proper underwater GPS system that
allows visitors to know their position in real time. The location is
shown on a 3D map of the entire area, which allows for tracing
the path of the visit and for reading the various points of interest
containing historical-archaeological information about the remains.
Moreover, thanks to an array of sensors, Divy is able to provide useful
information to scuba divers, such as depth, water temperature,
timer and oxygen level. It is also possible to take geo-localized
photographs and share them instantly on the social network for
the diving community, Divebook .

10” Tablet;
Underwater case,
waterproof
up to 100 m;
System for
acoustic
geo-localization.

Divy:
Compatible with
Android and IOS.
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DEVSS

Footprint:
H: 1.40 L: 1.20 m;
draught: about 10 cm.

DEVELOPMENT VEHICLE FOR SCIENTIFIC SURVEY
DEVSS is an electric vehicle developed in collaboration with ISPRA.
Equipped with marine or aerial propellers, it can be remotely
controlled or configured for autonomous missions, with or without
supervision by a human.
It can operate on surfaces up to 500 m and consists of a SAE 304
stainless steel tubular core, mounted on two neoprene inflatables
that ensure its floating in water. It is designed to accommodate a
watertight suitcase and additional devices , such as multi-beams,
cameras, scanners, sonars, DVLs, etc.
DEVSS has been designed to obtain a semi-autonomous
monitoring and environmental analysis system, but its features
make it suitable for many potential uses: for example, the optical
or acoustic acquisition of the seabed.

Propulsion:
Brushless motors,
800W;
12 "propellers;
Control system:
Pixhawk PX4 autopilot.
Mission Planner:
Compatible with
Windows OS.
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VIRTUAL DIVING

Compatible with
Windows OS

Virtual reality allows for simulating experiences that we could
hardly live in real life, and scuba diving is, for many people, one
of these. That's why we have combined the technologies we have
developed so far to create a virtual reality product that gives the
opportunity to enjoy the mirabilia of our seas to those who cannot
dive.
These technologies include the acquisition and reconstruction of
the seabed (by means of acoustic bathymetry) and of the remains
of archaeological sites (through 3D photogrammetry); therefore,
the reconstruction of the marine environment, with the addition
of flora and fauna and of the related multi-language information
(text and audio), will enrich and complete the underwater visit.
In this way, virtual diving can be enjoyed on high-performance
computers, using stereoscopy, touch controllers or HMD devices.

Compatible with
HTC Vive, Oculus Rift,
and Totem Mneme.
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HERITAGE
Every object is a story on its own. Not
all stories deserve to be told, but when
there is a brilliant one to be shared,
knowing HOW to tell it is the key to ensure its success.
As a place that finds its ‘reason for being’ in the collection of the objects it
holds, a museum is a privileged hub for
storytelling , a common ground for a
narrator and a listener. The latter should
be somewhat enticed to listen, so that
he/she can understand the value of the
story he/she has been told.
For this reason, museums, especially
the archaeological ones, have always
been our main partners: this is because
we know that stories need to be told by
professionals and that the choice of the
means to do so can make the difference
between spreading knowledge to
the public and simply making them
recirculate among specialists.
That's why every single technology of
ours is studied and selected to give a
voice to the story, and to make sure that
every user becomes a passionate listener and a conscious spokesman.

MUSEUM OF BLANDA

2014 - 2015

Located in the picturesque location of Palazzo Casapena, in the
alleys of the old town of Tortora, the museum houses a collection of
finds discovered in the Nineties in the valley of the Noce river, which
bears witness to the presence of human settlements in this area
from prehistory to the Roman age . In particular, there are several
grave goods and the remains of the ancient city of Blanda Julia.
For its fit-out, we have created, by means of 3D photogrammetry,
the digital models of about 50 objects, which in turn were placed
into reconstructed virtual environments of an Oenotrian burial and
a Roman mausoleum.
Both the objects and the surrounding spaces have been made
available in stereoscopy on the Totem Mneme and on five 55” TV
screens, which have been integrated with an App and a number of
QR codes, placed on the showcases as well.

City of Tortora

Corso G. Garibaldi, 257
Tortora (CS) - Calabria,

Archaeological Museum

//
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MUSEUM OF THE BRUTTIANS
AND THE SEA

2013 - 2014

City of Cetraro

The whole museum has been designed according to a didactic criterion, with a layout that follows a topographic and chronological
path, starting from the sites with the most ancient finds and ending
with the most recent ones. These sections depict the most significant life stages of the Bruttian people , and especially of their relationship with the sea and the maritime trade.
For this museum, we have designed the technological equipment,
performing the 3D acquisitions for 36 objects and the virtual reconstruction of the two archaeological sites where these objects
have been found. The reconstructions were made available in stereoscopy with Totem Mneme. We’ve also developed a Guide App
for visitors and 3D prints of some of the most significant objects,
currently used by the museum to support learning activities.

Palazzo C. del Trono,
Cetraro (CS) - Calabria,

Archaeological Museum

http://www.museodeibrettiiedelmare.it
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MUSEUM OF THE BRUTTIANS
AND OENOTRIANS

2015

Museion s.r.l.

The Museum is, above all, a permanent archaeological exhibition
dedicated to Calabrian archaeology, and to the province of Cosenza in particular, from protohistory to the Roman age; but it stands
also as a cultural centre that hosts temporary exhibitions, concerts,
institutional meetings and educational activities.
Our contribution to the fit-out was the acquisition and 3D reconstruction of 34 objects belonging to the museum, which in turn
have been integrated in the Muvi system and installed on a stereoscopic visualization system, the Totem Mneme.
We’ve also developed "Archeologio", a serious game for students
that simulates the archaeological excavation methodology, with
a scoring system where points are earned according to the tools
chosen for digging, the number of objects recovered, and the
degree of moral integrity of the archaeologists.

Salita S. Agostino, 3
Cosenza - Calabria, Italy

Archaeological Museum

www.museodeibrettiiedeglienotri.it
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MUSEUM ‘ORA ET LABORA’

2016

Located within the centuries-old Benedictine Monastery ‘San Giovanni Evangelista’ in Lecce, the museum is intended to spread knowledge
about the social, cultural, and historical importance of the monastic
community, founded in 1133 by the will of the Norman Count Achard
III. The outlying church is included in the museum route as well, and
is, among other things, one of the most interesting specimens of Baroque art in Lecce.
For the museum, we have created the website, a guide with multimedia content accessible through the Muvi platform, some complementaryvideos and an interactive system. The core of the system is
an augmented reality App that allows visitors to easily read the monastery's painting works (paintings and frescoes) and a 3D reconstruction of the entire complex , accessible through Totem Mneme , which
allows for browsing through the centuries and observing the architectural modifications that have taken place over time.

AR.CO. S.r.l,
City of Lecce
Via delle Benedettine,
Lecce - Apulia, Italy

Religious Art Museum

www.monasterobenedettinolecce.it
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MUSEUM OF MONASTERACE

Expo 2015

The museum holds the finds collected in the ancient Kaulon archaeological area, including the so-called "Drakon", a mosaic depicting a
Dragon, for which we’ve created a virtual contextualization by reconstructing a 3D scene of the hypothetical symposium, i.e. the ancient
Greek banquet that was probably held in the room. The reconstruction was in the spotlight during the exhibition "Food for Gods, Food
for Men”, held in the Italian Pavilion during the EXPO 2015 trade fair
in Milan.
In addition, we have also performed the 3D reconstruction of some
column sections belonging to a Doric temple found on the seabed,
just a few meters from the coast. These models were then used to
make a video with a hypothetical reconstruction of the temple. The
reconstructed scene is now on display in the museum on a TV monitor
equipped with a tablet, while the reconstruction of the symposium
can also be displayed on immersive virtual reality devices.

Regional Council of
Calabria
Cultura&Innovazione
C.da Runci s.n.c.
Monasterace (RC) Calabria, Italy
Archaeological Museum

//
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THE TREASURE OF HERA

2015
Regional Council of
Calabria

In the framework of the SIRCOM project, promoted by University of
Calabria and Cultura&Innovazione , we have been involved in the 3D
photogrammetric reconstruction of 9 votive objects coming from the
archaeological site of Capo Colonna . This site holds the remains of
a sanctuary dedicated to Hera Lacinia, in particular those of a large
Doric temple (Temple A) and a Thesaurus (Temple B), a place where
the gifts to the Gods were actually stored. Among these objects, held at
the Museum of Kroton and the Museum of Capo Colonna, there is a
very valuable golden diadem.
3D Reseach has published a video to contextualize the objects and to
give an idea of the size and the appearance of the two large temples,
of which only a few traces can be found today: the foundation blocks of
the Thesaurus, a column with its capital and a part of the stylobate supporting the temple, which gives the name "Capo Colonna” to the area.

Capo Colonna (KR) Calabria, Italy
Museum
and Archaeological Site
Archaeological
Superintendency
of Calabria
//
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COSÈ

2016 - 2017

“Cosè” is the interactive guide app resulting from the collaboration
between 3D Research and a group of students of the Liceo
Scientifico “Scorza” of Cosenza, involved in the project Alternanza
Scuola-Lavoro (young apprenticeship programme).
The students, with the support of their teachers and of some professionals working at ‘GuideOnCosenza’, created some guided tours
of the city, collecting information and photographic material. This
preliminary work resulted in the design of 5 thematic routes: Medieval, Archaeological, Renaissance, Modern, Artistic, which feature the
most important architectural and cultural attractions of Cosenza.
All the collected materials was in turn processed by us and loaded on
the Muvi system, enriched with audio descriptions and maps that
guides the tourist to the points of interest closest to him, according
to the selected route. The mobile App was subsequently completed
with the logo and graphic design.

Liceo Scientifico "Scorza"
Cosenza
Tourist App

Progetto Alternanza
Scuola - Lavoro

http://cose.muvicloud.it
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ARCHAEOLOGICAL PARK
OF CASTIGLIONE DI PALUDI

2017
Decatron
by Carlo Pio Bruno

An important fortress attributed to either the Bruttians or the
Greeks, founded by Alexander Molossus, King of Epirus, Castiglione di Paludi today holds many archaeological remains of the Hellenistic age, perhaps the best preserved site in Southern Italy: the
remains of the "theatre", of the public spaces and, above all, the
walls, with their towers and the monumental Eastern Gate.
We’ve conducted the 3D reconstruction of 11 objects from the
site, which now are available to the public in stereoscopy on a Totem Mneme installed in the Visitor Center. In addition, we have designed an easy didactic game in augmented reality: thanks to a
number of QR Codes located at specific points in the park, and to
a system of questionnaire scores, "ArcheoQuiz" offers a funny and
interactive visit of the archaeological remains.

Via S. Martino snc
Paludi (CS) - Calabria,

Archaeological Park

www.parcoarcheologicopaludi.it
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DIGITAL LANDSCAPE

Q4 2016

PERCORSI INTERATTIVI PER LA CONOSCENZA DEL TERRITORIO
Italian Ministry of

An award-winning project proposed by the Liceo Classico ‘Fiorentino’,
the lead partner of a network of high schools of Lamezia Terme,
Sant'Eufemia, Gizzeria, Curinga, Falerna, and Maida.
Our main contribution to the project has been the 3D reconstruction
of 21 finds, held at the Archaeological Museum of Nicastro (Lamezia
Terme, CZ). During the acquisition stage, we had the pleasure of
taking part in the teaching activity, showing and explaining to the
students all the steps of a 3D photogrammetric reconstruction.
The results were made available through a Totem Mneme with a
stereoscopic screen.
By placing a number of QR Code on the showcases in the museum,
we delivered an augmented reality Guide App to be used on tablets.

Golfo di S. Eufemia,
Lamezia Terme (CZ) Calabria, Italy
Digital archaeological
catalogue

//
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SMARTCAL

2017 - 2019

KNOWLEDGE DISCOVERY AND VALUE PROPOSITION FOR SMART
TOURISM

MISE

We participate to this project mainly as software developers, with
the goal to provide a strategy for enhancing and promoting the
tourist offer of Calabria, by working in close contact with all the
players in the industry: tourists, tourist service providers, and
regional decision-makers.
By gaining access to a single digital platform, the former will get
a complete and customized tourist offer that may be helpful to
plan their visiting experience in a better way, through non-invasive
logging of their activities and sentiment analysis systems.
Service providers and decision makers can play an active role in
managing services, profiting of Decision Support System (DSS)
technologies for targeting and calibrating their offer, thanks to the
monitoring of tourist flows.

Web Platform
Itaca s.r.l.,
University of Milano
Bicocca
www.smartcal.eu
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OTHER PROJECTS
PARCO FELICE
MASTROIANNI

www.parcofelicemastroianni.it

2016

Platania was the birthplace of the
poet Felice Mastroianni and has al-

City of
Platania

ways inspired his rich poetic opus;
the City wanted to dedicate a Literary
Park and a Museum to him, equipped

Corso Umberto I, 101
Platania (CZ) - Calabria,

NATIONAL
ARCHAEOLOGICAL
MUSEUM OF THE
ALTA VAL D'AGRI

2016
City of
Guardia Perticara

with our multimedia installations.

Among the finds datable to the
pre-Roman age and belonging to
populations that inhabited these
areas, there is an Oenotrian dress
that is said to belong to Princess Siri,

C.da Spineta, Grumento
which we reconstructed in 3D and
Nova (PZ) - Basilicata, Italy
loaded on our virtual reality devices.

PARK
OF PORTO
SELVAGGIO

2015
AR.CO. S.r.l.
Nardò (LE)
Puglia, Italy

MUSEO
COPERNICANO

2015
OAR: Astronomical
Observatory of Roma
Via Parco Mellini, 84
Rome - Lazio, Italy
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Porto Selvaggio is a natural oasis
of utmost importance for marine
flora and fauna. The visitor centre
is intended to explain why it is so,
through our video and multimedia
installations, such as the interactive sandbox.
The Astrolabe was the instrument
used by sailors to determine the
time of day by looking at the sun.
We have reconstructed a digital
version of this instrument to give
visitors the chance to determine
the time of day by their own, as
real sailors did.

An interactive sound wall , 15 musical instruments to be admired in

MUSEUM OF
MUSIC

2014

stereoscopy on our virtual reality
devices, , a software for learning
music: these, among many other
things, were our contribution to
the Museum of Music of Viggiano.
Geoguida is the App (available on app
stores) of the Italian Municipalities,
which allows for exploring not only
the places of cultural interest, but also
those points of commercial interest
which can be helpful for the visitor;

AR.CO. S.r.l.
Villa Sanfelice
Viggiano (PZ)
Basilicata, Italy

GEOGUIDA

2013

www.geoguida.com

Decatron
by Carlo Pio Bruno

available also in augmented reality!
An invaluable manuscript dating
back to the VI century AD was
digitized through 3D multispectral
imaging, a non-invasive technique
that relies on IR and UV light to
determine the state of preservation
of the document.
A multi-purpose cultural centre, a
museum-laboratory that captures
ideas and emotions, in a maze of
galleries and rooms equipped with
technological devices designed
by us.

CODEX
PURPUREUS
ROSSANIENSIS

2013
MIBACT
Codex Museum
Via Arcivescovado, 5
Rossano (CS) - Calabria,
Italy

MUSEUM
OF THE PRESENT

2012
LaCosa
Comunicazione s.r.l.

www.museodelpresente.it

Via Caduti di Nassirya,
252/298, Rende (CS)
Calabria, Italy
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PRODUCTS

MNEME

Dimensions:
120x61x42 cm
Footprint: 2-3 sqm

MNEME is a VR-Ready interactive Totem , designed for the
exploitation of multimedia content in museums, where 3D
reconstructions take the lion’s share. The system is often deployed
together with Muvi to display 3D archaeological finds, but it is
also capable of supporting Virtual Dives or any other software
application.
It is based on a free-standing and modulable painted metal
structure, with a control console made of a high performance
PC and a touchscreen monitor for the management of the UI.
Depending on the intended use, it is possible to connect a 1 or
3-monitor stand or a HMD device for virtual reality vision.
Being a modular product, Mneme can be fully customized, both
in the hardware engine and in its appearance, with the option of
choosing the colour of the side panels and applying any custom
graphics.

PC:
• Processor i7
• RAM 16 Gb
• NVIDIA 1070
Video Card
Touchscreen Monitor:
• 23’’
• 10 point
capacitive
External monitor
47 - 70”
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MUVI

MuviCloud:
Accessible by any
device and Web App.

Muvi is an integrated platform for multimedia content delivery
and networking of museums and exhibition spaces. Its on-line
centralized storage system, MuviCloud, allows for creating
virtual catalogues with the purpose of collecting all the textual,
multimedia, and three-dimensional information about the objects
held in a museum, linking them with the objects held in other places.
There is a mobile version named MuviApp, designed to support a
visit to a place or museum by offering several functions: interactive
mapping, advising the user about the points of interest closer to
him; multimedia guide, providing information on the showcased
objects through QR Code reading; controller for the other devices
installed in the exhibitions, through the integration with MuviPlayer.
The latter is an interactive 3D object viewer that lets the user
handle and observe the objects at his/her own preference, also
available in a stereoscopic version.

MuviApp:
Compatible with
Android and IOS.
MuviPlayer:
Compatible with
Windows OS.
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ENGINEERING
Industrial Engineering is without doubt
our most beloved activity, being the subject we were trained for during the years
spent in the university.
Its application opportunities have allowed us to collaborate with museums
and archaeological sites, but also to
pursue engineering projects related to
the design of hardware supports and
cutting-edge devices for underwater
exploration , the development driving
simulators, 3D configurators for industrial purposes and much more.
In our laboratories and offices, we have
come up with ideas that, thanks to the
availability of equipment, a valuable
know-how and the constant support of
researchers, have eventually become
prototypes and finished products.

FABBRIDEA

2015

Born from the passion and experience of Palermo Ferrobattuto,
a company specializing in wrought iron works, Fabbridea is the
young and innovative department of a well-established enterprise.
With the goal of combining traditional craftsmanship with cutting-edge furniture design, we have developed a software that
allows customers to design their customized gate on-line with
MyGate, the first 3D configurator for gates, conceived for a quick,
assisted, and intuitive design process. Once the dimensions of
the gate have been entered, and after having chosen its shape, its
method for opening and its style, the user moves on to a screen
where he can assemble his/her own gate by using a series of modular parts previously drawn and modeled in 3D by professional
designers and architects . The user may then proceed with payment and wait comfortably at home to have the finished product
installed by the company.

Palermo Ferro Battuto

www.fabbridea.it
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HULL WASHER
SIMULATOR

2008
Impianti Portuali
e Servizi Morace s.r.l.

The Corydoras Hull Washer is the first maritime facility ever capable
of automatically removing the fouling from the hull of a ship . It has
been conceived as an alternative to the traditional manual cleaning
process and eliminates the need for antifouling paints, protecting
the environment from chemical poisons and allowing for lifting a
boat to carry out the required maintenance works.
We have created an interactive 3D simulator for this system,
which was presented at the Genoa Boat Show 2008 by Impianti
Portuali e Servizi Morace s.r.l. The simulator allowed for observing
the product from many different angles and to pilot its movements,
testing its functionality and effectiveness in virtual reality.

www.hullwasher.net
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3D RESEARCH s.r.l
Via P. Bucci 45/C
87036 Rende (CS)
Tel/Fax: +39 0984 1758030
info@3dresearch.it
www.3dresearch.it

www.3dresearch.it

