
SOFIA PESCARIN, CNR ISPC (IT)
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Ethnic-European Survival Kit 

(Renegade Tribune, source: http://w
ww.renegadetribune.com

/ethnic-european-survival-kit/)
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“Colour constitutes one means of stabilising the world and 
thus of obtaining constant knowledge of it” 

(Zeki Semir 2021)
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The Art Institute of Chicago 
collection without colors
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The Munch Museum, Oslo
a Scream without colors
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The Victoria and Albert Museum 
in London dress collection 
without colors
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What about Digital Art without colors and transparencies? 
The AR digital art installatin «Ecce Homo» by  Virtuale Swizerland 

and artist Ingo Lie

AR Digital Art installation «Ecce 
Homo» by Virtuale Switzerland 
for the artist Ingo Lie
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Kouros of Tenea – Greek
Color physical reconstruction 

(Glyptothek, Munich)
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Venus in Bikini (MANN museum) 
Roman
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(1895) Edvard Munch (Munch 
Museum)
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(1894) Anxyiety (Munch Museum)
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Faded Kimono (V&A museum FE.422-1992 )  
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Faded Victorian dress (V&A museum T.7-1926)  
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Art Institute Chicago: Renoir, Madame Léon 
Clapisson, (1883) 

Cross-section of the faded 
background



17

P
E

R
C

E
IV

E
 / 

S
C

E
N

A
R

IO
 P

O
LY

C
H

R
O

K
Y

‘Treu Head’ (British Museum). Color Reconstruction G. 
Verri (AIC)
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Capturing scientific images of a polychrome Etruscan terracotta at the Art 
Institute of Chicago 
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Capturing of the Scream at the Munch Museum with ERIHS Molab / CNR ISPC
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A night in the forum Videogame for PS VR (CNR)
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2023
SCENARIOS-BASED 
REQUIREMENTS

THEORETICAL 
FRAMEWORK

DATA MODELLING 
AND ACQUISITION

2024
ARTIFICIAL 
INTELLIGENCE 
and 
IMAGE BASE 
RENDERING 
CORE

2025
PLATFORM, 
TOOLS and 
SERVICES 

PERCEIVE XR 
AND HYBRID 
EXPERIENCES
Care
Authenticity
Open Space 

2026
ASSESSMENT

HYBRID 
EXHIBITION AND 
DEMONSTRATORS

DESIGN TOOLKIT
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Beneficiaries
1. CNR (IT)
2. FORTH (GR)
3. ANAMNESIA and IMKI (FR)
4. NTNU (NO)
5. FRAUNHOFER IGD (DE)
6. MIC - MANN (IT)
7. OSLO - MUNCH MUSEUM (NO) 

Associated Partners:
8.  Art Institute Chicago (USA)
9.  HOVERLAY LTD (USA)
10. HSLU (CH)
11. Victoria & Albert MUSEUM (UK)



OUR TEAM
P

E
R

C
E

IV
E

 T
E

A
M

 W
P 

LE
A

D
E

R
S

27

SOFIA 
PESCARIN
Coordinator
CNR ISPC

PANOS 
TRAINAS

Platform Tools & Services
FORTH ICS

CRISTIANA 
BARANDONI

Needs and Requirements
MANN MUSEUM

MARCO ALVAREZ
Assessment

NTNU COLORLAB

SOPHIA 
SOTIROPULOS

Data Modellling
FORTH IESL

SIMON SAPPA
Innovation

ANAMNESIA/IMKI

HOLGER GRAF
Ai and IBR core
FRAUNHOFER

DANIELE 
FERDANI

PERCEIVE Experiences
CNR ISPC
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PERCEIVE workS on 5 key scenarios:

1- Lost colors of Polychromy Classical Sculptures
2- Fading colors in Paintings
3- Fading colors in Textiles
4- Historical Photos
5- Digital Art
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Exploring Authenticity through Cultural 
Probe Kit approaches

• A diary

• A pencil

• Stickers 
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Cultural Probe Kit conclusions

1. three dimensions (self, others, world) 
emerged clearly from activities, stories and 
comments; 

2. emotions have a key role in the perception of 
authenticity;

3. social component of the experience 
(being together and exchanging thoughts 
through dialogues) is relevant;

4. validation process and identification of 
truth and reliability; 

5. a sense of familiarity is an effect of 
authenticity; 

6. the “atmosphere” of the environment was 
also identified as impacting the perception of 
authenticity (illumination, sounds, etc.).
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Authenticity is a 

multi-dimensional 

concept, made of 3 

interconnected 

domains (self, others, 

world) and of 

components; it works 

touching the deeper 

self, through 

performative actions 

that transform the 

unfamiliar (distant) 

into familiar (close). 

self

others world

Pescarin S., Spotti S., Città G.. Authenticity in VR and XR experiences: a conceptual 
framework for Digital Heritage, in EUROGRAPHICS Workshop on Graphics and Cultural 
Heritage (2023), A. Bucciero, H. Graf, S. Pescarin, and S. Rizvic (Editors)

Personal Disposition (Identity, Extroversion, Attention, Sense of 

Direction); Personal Context (Values, Meaningfulness, Choice, Goals, 

Challenge, Expectations); Cognition, Emotions, Sensations 

(reflection and self- monitoring, feedback); Personal Embodiment; 

Familiarity; Level (Depth-Intensity); Time (Personal Evolution) 

Language (Exchange, 

Dialogue); Social practices 

(Relation, Interaction with 

others and Feedback, 

Challenge);  Social 

embodiment; Social norms; 

Social unpredictability

Verification (Validation, 

Realism, Reliability);  

Physical Context; Action 

(Interaction, Feedback); 

Atmosphere; Time (time 

flow); Environmental 

embodiment; Comfort; 

Unpredictability and 

Unicity
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Brancacci POV hybrid collaborative and immersive experience (CNR ISPC)

Pre-prototypes



exchange 
among visitors

task development

tasks completed

conclusion / reward

introduction

ice breaking invitation

task description

POV sharing

provocative question

narrative - explanation

S
TA
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T 

@
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te

exchange 
among visitors

visitors

E
N

D

selection of personal 
element/role

guide

s1

s2

s3

s4

s5

o1
o2

o3

o5

o1 o5

w2

w1

w6

w7

https://docs.google.com/file/d/1tZUuqxcSlP4LSPF6MUYw3ZPs4Xucy7_P/preview
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