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WHAT ARE WE DOING? 

ÅUsing technology to digitize entire 

collections, or entire museums 

ÅMake the òVirtual Repositoriesó available to 

any student, any child, any scientist or any 

enthusiast anywhere in the world at any time. 

ÅDemocratize education and research through 

global analyses and exploration. 



WHY ARE WE DOING IT? 

ÅWe suspect that important scientific and 
educational advancements are often not made, or 
critical connections are missed or overlooked, 
simply because people do not have access to 
complete collections or to the often unpublished 
data connected to them 

 

ÅWe see this as the future of  museum repositories 
and as a critical means to maintain the relevance of  
museum collections for the future.  
 



VIRTUAL MUSEUM OR VIRTUAL BROCHURE? 

ÅExisting virtual museums are not comprehensive. 

ÅSelected representations  of  collections. 

ÅHigh profile specimens or items. 

ÅHighlighted gallery spaces and new additions. 

 

ÅVirtual brochures. 

ÅEmphasis placed on the institution itself  rather 

than the objects housed within it. 

 

 

 

 

 



SMITHSONIAN INSTITUTION  



THE VIRTUAL HAMPSON MUSEUM 



F-MU.S.EU.M: FORM MULTIMEDIA SYSTEM FOR A EUROPEAN MUSEUM 



THE VIRTUAL REPOSITORY 

Å Diverse data assemblages 

ÅAccess 

ÅIntegrate  

ÅMine 

 

Å House and serve complete inventories. 

ÅAppropriately associated meta-data. 

ÅOntological classifications 

ÅRepresentational multi-media 

 

Å Content oriented, comprehensive, Virtual Museum 
 

 



SYMMETRICALLY DISTRIBUTED ACCESS TO 

DATA 

Åconstraints of  locality 

Åmulti-agency ownership 

Åperishable nature of  collections 

 

 



THE USER EXPERIENCE 

ÅCustomizable with open access to information. 

 

ÅThe user defines the galleries parameters on the 
basis of  interest and need. 

 

ÅThe experience is not canned but rather 
represented by the individual experience and needs 
of  the consumer. 

 

ÅPredicated by the completeness of  knowledge base 
and not its graphical user interface. 
 



A GRAPHICAL USER INTERFACE  
 

ÅRepresents the information 

housed within the repository 

as a virtual environment.  

Å Incorporates multi-media in 

hyperlinked structures for 

intuitive navigability. 

ÅHighly graphical veneers to 

facilitate spatial exploration 

of  collections, and galleries. 



IDAHO VIRTUALIZATION LABORATORY  



PHOTOGRAPHY 





IVL staff  technician Nicholas Clement using the Faro Edge 

Arm to scan a small bird skull. 

 

  

 
 

 

3D SCANNING 



 
 

 

Scanning a skull of  Bison latifrons with a Faro Edge scanner and 

Geomagic Studio 



Scanned artifacts (left), and then with the photo overlay rendered over the 3D lattice (right). From the IMNH 
Crandall Collection (L -R 1716-2-1991; 4083-2-1991; 1675-2-1991).  

TEXTURE MAPPING WITH 

PHOTOGRAPHIC OVERLAYS 


