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The 3D Lapidarium of the

National Museum of Banat from Temeswar between i
Virtual Exhibition and Scientific Epigraphic Corpus

Jocuri cu inscriptii
Oameni si zei in Dacia Romand
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The project aimed at digitizing Roman epigraphs within the National Museum of Banat using the technique
of digital photogrammetry to offer the public and specialists a better perspective on Roman monuments.
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It is the first 3D digital exhibition in Romania that will include a whole
collection of epigraphic monuments of a museum, made at an exceptional
quality and available free online at the following addresses: http://
muzeulnationalalbanatului.ro/evenimente/lapidarium-3d
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https://sketchfab.com/muzeulnationalalbanatului/models

Download version in pdf files:

1974 booklet of {TRSE SVOGRAM TITVLO DEDITIRSE SEVLOR
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the Banat -

Museum

Lapidarium

We used a 12 MP DSLR digital camera, Canon 1100D, with a standard kit EF-S 18-55mm f / 3.5-5.6 lll, two external light sources
T TG-PROJECTOR with 500W halogen, a computer: Processor: Intel Core 2 Duo; 3.0 GHz; E 8400, Video card: NVIDIA GeForce GTS
250, DDRAM 3; 1GB, 6GB RAM. and the standard version of Agisoft.
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We tried to take quality photos, clear and sharp without motion blur. We mention that we did not use a IDRIII/ L1
tripod, because it would have limited the number of photos due to our size and would have created unwanted
shadows. The photographing of the text was done from left to right with an overlap of photos between 60-
80%, given the inaccessible space due to both the positioning of the monument on the corridors of the
Huniade Castle (were the Lapidarium is presereved) building and the lights placed by us. In rendering the three
-dimensional models, in addition to the native texture of the 3D object, we added two more colors: the first - a
matte blue to render the parts inaccessible to shooting, but which could be completed using existing
geometry, the second color is a semi-transparent blue with native texture, which represents the cement used
in the restoration processes that the epigraphic pieces have gone through over time.

The ultimate goal of the virtual format of Latin inscriptions is to draw attention to the type of stone monument

used by the ancients for inscription and last but not least to educate the public to better appreciate the i 9 el
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extraordinary quality of these written sources. From a museological point of view, 3D photogrammetry (or 3D . “
scanning) helps a lot to check the state of preservation of the stone and is a witness to the preservation of

epigraphs, which if over time suffer degradation during restoration can be much better to follow what was the

initial appearance.
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