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«Cultural heritage is a group of resources inherited from the past which
people identify, independently of ownership, as a reflection and expression
of their constantly evolving values, beliefs, knowledge and traditions. It
includes all aspects of the environment resulting from the interaction
between people and places through time;

A heritage community consists of people who value specific aspects of 
cultural heritage which they wish, within the framework of public action, to 
sustain and transmit to future generations.»

(Faro Convention (2005), article 2, a-b)

From Public Archaeology to Storytelling 
Archaeological Tales for planning, management and enhancement of 

Archaeological Parks (AP)



Faro Convention

Focus  art. 12 – Access to 
cultural heritage and 

democratic 
participation

 art. 13 – Cultural 
heritage and knowledge
 art. 14 – Cultural 

heritage and the 
information society

From Public Archaeology to Storytelling 
Archaeological Tales for planning, management and 

enhancement of Archaeological Parks (AP)



“the future of 
museums begins at 

home. The 
situation is very 

simple: we are 
used to having 

epics but what we 
need is novels. In 

museums we are 
used to 

representation, 
but what we need 
is expression. We 

are used to having 
monuments, but 
what we need is 

houses”
Orhan PamukThe Museum of 

Innocence

A shift in perspective – the need for everyday life tales
(AP)



What storytelling is and why 
we need it

Margaret and Raymond DiBlasio 1983

Storytelling as a method

 Mediation between 
scientific knowledge and 
the public

 Communication and 
dissemination of history, 
identity, characteristics, 
messages and opportunities 
related to the site



Who is the 
Public? 

Specific target groups for 
collaborations

Experts
Stakeholders  institutions, 

enterprises...
General Public – non-experts

Children  families and schools
Young people  families and schools

Young adults
Mid-age adults

Silver age
Public with specific needs –
Accessibility and inclusion

People with disabilities
(Children, silver age, foreign 

people...)



Museums 
vs 

Archaeological Parks/Sites

Museum
 Objects outside their 

context
 Possibility to group 

objects by themes

Park/Site
 “Objects” in their context
 Ruins + remains of 

different period coexist



Archaeologists are not 
necessarily professional 

storytellers ...
Interdisciplinary 

collaborations
Historytellers (Losapio 2018)

Teams of employees with 
different expertise

Risks of missing steps of a 
proper «storytelling chain»

Spectacularisation
Incorrect reconstructions
Anecdotes instead of tales

Magdeburger Einhorn

Before storytelling: historiography, documentation, archaeological research 
...



Working on the Storytelling
Filling the gaps with plausibility

Historic context  most of the times we don’t have all the information to build 
a proper tale
Knowledge of the subject of the storytelling
Interdisciplinarity  and scientific reconstruction of the context (material and immaterial)
Need for considering plausible elements to add to the story



Method for a proper scientific storytelling 
(Ripanti 2018)

Know the object
Select the information (based on 

your target)
Find the idea for the story  POV 

and genre of storytelling 
(monologue, letter, dialogue...)

Set the dramatic premise  define 
the (possible) characters

Script/Storyboard



Storytelling and ICTs

ICTs as 
facilitators 

Need for 
storytelling 

(and Management 
Plan) prior to 

the development 
of the 

technological 
implementation 
From tales to 

experience

Degree of immersivity with technological 
mediums:
• Low immersivity
• Medium Immersivity
• High immersivity



Storytelling to represent marginalised groups, 
identities, communities...

Traditional representations 
in Museums, Parks/Sites and, 

more in general, 
dissemination materials tend 

not to show marginalised 
groups, identities, 

communities...
It is often because of the 

lack of information 
(especially literary 

sources) that entire groups 
tend to disappear from the 
historical reconstruction

E.g. 1984 Women in History 
and Museums (WHAM) – second 
wave feminism and the quest 
for women representation in 

Museums, history and 
dissemination (Gaby Porter) 

Nowadays the focus of gender 
archaeology has shifted from 
the quest of representation 

to a more intersectional 
approach that can highlight 
the links between gender, 

class, race, age etc…



Before the Storytelling ...

• Political
The political context can 
influence, for example, the 
promotion of cultural heritage 
projects, opportunities to 
participate in European calls for 
tenders or connections with other 
national and international 
realities.
• Economic
The economic development of the 
area in which the park is located 
and its characteristics must be 
taken into account. This analysis 
must also be carried out with 
respect to the tourism sector and 
its characteristics in the relevant 
country, region or city.
• Social
The social context is extremely 
important for the profiling of 
users and for the identification of 
relations both with the social 
fabric of the area, for the 



Before the Storytelling ...

• Technological
Highlight the degree of 
technological diffusion in the 
territory (e.g. network coverage 
and/or Wi-Fi availability). The 
average level of technological 
literacy of operators and users 
should also be considered.
• Environmental
Evaluate the environmental context 
and any connections with it, but 
also factors related to the 
influence of climate on heritage 
conservation and its security, as 
well as on tourist flows.
• Legal
Identify the legal horizon of the 
actions required for planning and 
implementation (e.g. privacy laws 
for monitoring systems, tender laws 
for awarding project works).



Before the Storytelling 
...

• Strengths
Highlighting the park's strengths, special features 
and innovative actions already undertaken, if 
successful. Highlight the identity of the site.
• Weaknesses
Identify weaknesses in park management and, in this 
case, in the communication and dissemination of 
park-related content. The main shortcomings and 
critical points should be emphasised, both with 
regard to what is absent and would like to be 
implemented, and with regard to actions that would 
be difficult or impossible to undertake.
• Opportunities
To focus on those aspects in respect of which better 
storytelling, also with the help of new 
technologies, can be an opportunity to enhance the 
park, its heritage and the visitor route.
• Threats
Identify possible barriers or obstacles to improving 
storytelling and knowledge transfer as well as the 
implementation or maintenance of new technologies 
(e.g. the degree of technological literacy of 
operators, the obsolescence of technologies or the 



• Exposition

• Illustrations, Graphic novels ...

• Environmental reconstruction  Soundscaping

• Podcast

• Edutainment/Gaming

• Social Media

• Public Archaeology projects

• 3D reconstruction  Videos, 3D printing, Augmented Reality, Virtual Reality
experience, Videomapping ...

Practical examples of Storytelling possibilities, 
approaches, methods and (ICT) tools



https://www.youtube.com/watch?v=1TkaB8p1c4Y&t=
143s

Exhibition settings, panels, illustrations ... The Archaeological Museum of 
Igoumenitsa

• Specific settings telling 
everyday life stories

• Thematic contextualisation 
of the objects



Combining exposition settings
with digital content to connect
the collection with the site and
contextualise the objects by
themes

Exhibition settings and digital content

The Archaeological Museum of Lugdunum (Lyon)



Focus on the artisanal activities

Specific exhibition setting with:

- Dedicated panel

- Illustration

- Experimental archaeology reconstruction

Exhibition settings, panels, 
illustrations ...

The Archaeological Museum of 
Tolentino



- Monthly issue conceived, produced and sold in
Lyon

- The authors are illustrators from Lyon (Épicerie
Séquentielle, l’association des auteurs de bande
dessinée lyonnais)

- Every issue covers an historic event, a character
of the history of Lyon ...

- It is sold in Lyon, especially in local bookshops
and some issues are sold in Museums bookshops
(especially those issues related to the specific
themes of the Museums)

Collaboration projects and cultural networks 
... The example of Le rues de Lyon



This issue, in
particular, is about
the foundation of Roma
Lyon Lugdunum ...

Collaboration 
projects and cultural 

networks ... The 
example of Le rues de 

Lyon



Edutainment, 
gamification...

The DCE PlayMarche

• A game for children that includes stories about 15 municipalities of the Province of Macerata
• Stories and characters are developed based on documentation and archaeological and historical 

research
• Creates a network between centres of the Province
• The storytelling created a link between the stories



Edutainment, gamification...

The Archaeological Museum of Naples and its game

https://www.youtube.com/watch?v=jhhshcM5ubw
• A game developed for the 

Museum experience
• The player's choices 

throughout the experience 
influence the final outcome 
of the video game

• Possibility to explore 
different museum 
collections and to unlock 
previously unseen content 
when visiting the MANN 
thanks to geolocalisation.

• It begins as the personal 
experience of a boy 
searching for traces of his 
father's life but becomes a 
universal and timeless 
story.

• Three kilometres of streets 
in the city of Naples and 
the rooms of the museum are 
reproduced. The player 
encounters ten different 
characters and comes across 
stories that span the ages, 



• Started during the pandemic

• Every inscription is a starting
point for a specific story

Social Media

Telling stories through inscriptions: The Roman 
National Museum 



• Helps conveying more content
without making the
exhibition longer

• Engages the public in a
relation with the Museum
before or after the visit

• Gives the opportunity to
focus on specific or minor
aspects or to create
specific storylines other
than the ones chosen for the
exhibition

Podcasts

Museum Secrets and Fingerprints from 
the Ashmolean Museum (Oxford)



Podcasts

Aquileia città di frontiera

“10 episodes to tell 2000 years of 
glories, hopes and culture. Ten emblematic 
dates for an unforgettable journey inside 
a city, through its stories from history.”



https://www.youtube.com/watch?v=W-QZzxfJeaE&t=60s

Digital storytelling to integrate exhibitions and 
visit paths

Merging gamification, digital content, 
reconstructions. AR, VR  ...

• “Ebutius’s Dilemma” = an 
interactive character-driven 
exploration of "The Antonine 
Wall: Rome's Final Frontier" 
display developed for the 
Hunterian Museum at the 
University of Glasgow.

• It tells the story of a Roman 
centurion who left his mark 
on the Antonine Wall in 
Scotland, the Roman Empire's 
most northerly frontier and 
part of a Unesco World 
Heritage Site. 

• While exploring this 
experience in pairs or on 
their own, users in the 
museum discover objects 
related to different strands 
of the story which have 
emotional relevance to 
Ebutius. 

• The story also resonates with 
today's visitors by using 



https://www.ecec.unife.it/portf
olio-item/appia-antica-39-
progetto-archeologico/

Storytelling for Public Archaeology

Appia Antica 39 Project (University of 
Ferrara)

• Public 
Archaeology 
project

• Using social 
media and events 
to present the 
excavation

• Contents about 
the activity of 
the 
archaeologists



The Archaeological Museum 
“Gentiloni Silverj” of Tolentino

A case study



A Museum for everyone

Collaboration and synergy 
between multiple institutions 

and enterprises

 Long term collaboration 
between the University of 
Macerata and the 
Municipality of Tolentino

 Synergy between the 
Department of Humanities and 
the Department of Education, 
Cultural Heritage and 
Tourism (UNIMC) + PlayMarche
srl (cultural enterprise)

 Support and collaboration of 
the Superintendency and the 
Regional Direction of 
Museums

 Involvement of many local 
enterprises and 
professionals working in 



 Crowded showcases
 Long texts
 No English 

translation
 Focus on the 

necropolis and the 
tombs without 
further context

 Few illustrations 
and pictures

 Images mostly 
depicting objects 
already in the 
showcases

 Difficult 
contextualisation 
of the Roman and 
Prehistoric parts 
of the exhibition

The archaeological project: issues of the previous 
exhibitions and new approaches



New panels

Plan of 2021 exhibition –
Intro, Prehistoric and Picene

paths

Plan of 2021 exhibition –
Lapidarium and Roman path



New content for contextualisation

 The Aristide Gentiloni Silverj 
Archaeological Museum and its founder

 Excavation and documentation
 Picenes
 The Banquet
 Ornaments and toiletries
 Weapons and warriors
 Spinning and weaving
 Metallurgy
 Dwellings and villages
 The Picene settlement of Tolentino
 The Roman city of Tolentinum
 The Roman collection and Mausoleum of 

San Catervo

How to put the collection in 
context: new content



How to put the collection in 
context: graphic adaptations



How to put the collection 
in context: illustrations 

- Prehistory



How to put the collection in 
context: illustrations –
Ornaments and weapons



How to put the collection in 
context: illustrations –
Weaving and metallurgy



How to put the collection in 
context: illustrations – Picene

dwellings



How to put the collection 
in context: experimental 

archaeology



How to put the collection 
in context: 3D 
reconstruction

 One of the most important and well-
known finds of the museum

 Connection with other sites of the 
territory

 Photo-acquisition and 3D elaboration 
of the appliques and handles

 Combination of a hypothetic vase 
(based on comparison) with the 
appliques and handles

David Sforzini and studio Citeroni



Project for the new exhibition -
Incluseum





Narrative Illustrat
ions

ICTs or other installations

History of the Museum – the founder Gentiloni Silverj – the work 
of the archaeologist then and now 

 Animation graphic
 VR experience of tomb 23 Necropolis Settedolori
 Projection of phrases from Gentiloni Silverj’s

journal

Prehistory of Tolentino Yes  Experimental reconstruction of arrows and axes

The Picenes and the 
Necropolis of 
Tolentino

The Picenes and their culture – burials, 
rituals of the death

Yes  VR experience on tomb 23 Necropolis Settedolori

The Picenes and their culture – the 
artisanal activities, the ornaments, the 
weapons 

Yes  Experimental representation of lost wax casting 
process and reconstruction of spears and arrows

The Picenes and their culture – the banquet  AR – 3D of some of the vases 
 Haptic installation

The Picene and their culture – commerce and 
contacts with other cultures: hydria of 
Despotes Hippon [traditional symbol of the 
Museum]

 3D projection
 3D printing
 Projection on puzzle

The Picenes and their culture – villages and 
dwelings

Yes  Sounscaping of a Picene village

Roman Tolentinum  Mapping projection on one inscription
 3D model of Mausoleum of San Catervo

Storytelling: multiple narratives for integrated paths of involvement and 
accessibility through new technologies and experimental archaeology 



A new graphic identity



Prehistory
-

Experimental 
archaeology
(tactile 

experience)



The banquet
-
AR

3D of the 
vases



Hydria of Despotes Hippon
-

3D print – projection – puzzle 



The Picene
Village

-
Soundscaping



Roman 
Tolentinum

-
Mapping 

projection on 
inscription



Gentiloni Silverj and how to 
transform a 19th century collection 

into an innovative experience  

 Focus on the founder  intro 
and history of the Museum

 Life and work of Gentiloni 
Silverj 

 projection of phrases 
from the journals

 scans of the journals
 graphic adaptations of 

his drawings
 The excavation of a Tomb  VR 

experience with the adaptation 
of the text from Gentiloni 
Silverj’s journal



Gentiloni Silverj introducing the Museum



Gentiloni Silverj as a kid – the job of the archaeologist 
for children



Restitution of 
the Tomb 23 
Settedolori

and its panel



Tomb 23 Necropolis Settedolori –Illustration: funeral 
ritual 



S
T
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Tomb 23 Necropolis Settedolori – Voiceover

 Gentiloni Silverj’s journal, publications 
and notes

 Elaboration of a text in current Italian and 
with new element for consistency

 Adaptation for a better communication





A VR experience for the 
Republican Kilns of Pollentia-

Urbs Salvia
A case study



POETOVIO

MIRINE-FULFINUM

Birbriska Glavica

Velika Mrdakovica

URBS SALVIA

ANTIGONEA

DODONA

Common Sustainable Model for Archaeological 
Parks

Preservation

Management

Economic sustainable development

Valorisation and use of ICTs

A Pilot Action for the 
Archaeological Park if Urbs 

Salvia

TRANSFER PROJECT



Pollentia-Urbs Salvia

• First settlement 
conciliabulum (maybe 
already) in the 3rd cent. 
BC

• Roman colony  2nd cent. 
BC

• Augustan period  first 
monumentalisation

• After the 2nd cent. AD 
decline

• 4th cent. AD  Gothic 
invasion – destroyed by 
Alaric

In the picture:
(1) Walls; (2) Cistern; 
(3) Theatre; (9) Forum; 
(12) Temple-Cryptoporticus 



• Next to Macerata

• Connected with the 
Protected Natural Area 
of Abbadia di Fiastra

• Roman Urbs Salvia is 
located in the valley 
just below the modern 
town of Urbisaglia (from 
the 12th cent. onwards)

On the right: Map showing the 
tourist paths in Urbisaglia 
(in the city and in the park) 
and its main connections with 
the territory 

The Archaeological 
Park of Urbs Salvia



• The southwest corner of the forum was bordered by the so-
called Republican building 

• It has been interpreted as a cult building

• It is formed by two identical rectangular spaces (3.7 x 6.3 m) 
preceded by a portico (7.4 x 4.9 m) bordered on the outside 
simply by a low wall decorated with 1st Pompeian style 
paintings 

The area of the 
Republican Building



• The foundation of the 
Republican building
covered a previous 
pottery workshop

• The excavation and 
preservation works 
conducted in the 
years 2000-2017 led 
to an enhancement of 
the Republican 
building and a 
complete obliteration 
of the kilns due to 
their poor state of 
conservation

The current state of visibility of the 
archaeological remains



• Kilns A and B are
contemporary

• Kiln C is the
latest

• In the last phase
of the complex,
kiln C is
destroyed, and a
forge is built

• SU 126 is the
walking level
when the kilns
are working

• The destroyed
kilns are filled
with layers of
pot sherds

The kilns’ Complex under the Republican building – 2017 excavations



This is the
situation at the
end of the
excavation campaign
of 2017

All the phases of
the workshop are
visible

The remains of the kilns

Kiln A

Kiln B

Kiln C

SU 126

Forge



Structure: 

• a circular combustion chamber 
dug into the ground and 
partly built with selected 
clay and bricks

• a single central elliptical 
pillar (slightly moved 
towards the left)

• praefurnium ca. 1,3 m

Kiln A

Combustion chamber ⌀ 1,77 m

Kiln B

Combustion chamber ⌀ 1,6 m 

Kilns A and B



• Same structure as 
kilns A and B

• Combustion chamber ⌀
1,3 m

• This is the latest 
kiln 

• It covered the 
entrance of kiln B’s 
praefurnium  it was 
built when the 
complex A+B was not 
working anymore  or 
because kiln B 
collapsed

• The existence of a 
forge on the 
foundations of the 
kiln suggests that 

Kiln C and the forge



Study of pottery production of the kilns  end 
of the 3rd – end of the 2nd cent. BC

It was, in general, an artisanal area dedicated 
first to the production of pottery, mainly 
tableware (coarse and cooking wares) and, in 
its last phase, to metal production

Traces of other artisanal complexes have been 
found in the surrounding area (in 2022 the 
excavations brought to light a forge in what 
later would have been the forum area)

These artisanal quarters probably covered all 
the southern area of the forum and the 
Republican building and must have been 
connected with the planning and organisation of 
the conciliabulum

Before the conciliabulum there was probably 
already a vicus

The Pottery Workshop of the first 
Conciliabulum



• Many fragments of 
pottery waste and 
“damaged” goods have 
been found in the 
area

• The most significant 
pots are an 
overcooked jar and a 
damaged table 
amphora 

• These fragments are 
the evidence of the 
local production of 
these types of pots

Pottery production in Pollentia-Urbs Salvia

Waste and damaged goods



• Accessibility of the CH

• Educational purposes  Edutainment

• Promotion and enhancement of the sites

• Engagement of the user and the community

• Gamification and users’ issues with highly-immersive 
tools

Public Archaeology, ICTs, 
Promotion, Engagement



The project of an “archaeo-digital” chain

• Excavation and documentation
• Research
• Experimental archaeology
• Enhancement and communication
• Storytelling
• 3D modelling
• 3D printing
• Lights, green screen filming, sounds and 

music, postproduction
• VR app
• Training, use, tourist implementation
• Education



Existing situation analysis:

• Poor conservation conditions

Republican Kilns: strengths, problems, opportunities

• Covered  visitors can only see the Republican 
Building

• Belong to the early history of the site 
Pollentia

• The production of the kiln is under study



Opportunities:

• Possibility to show something now invisible 
to visitors

• Archaeological research opportunities 
enhanced by the use of ICTs

• Enhancing the experience of on-site visit

• Possibility to strengthen the connection 
between the park and the museum

• Possibility to use the content in other 
locations/manifestations or for remote 
activities

• Focus on an artisanal activity still very 
present on the territory

• Edutainment

Republican Kilns: strengths, problems, 
opportunities



• How an ancient kiln worked

• Explaining a production cycle

• Encouraging engagement through the focus 
on ancient people’s everyday life

• Shed light on the earlier phases of the 
city

• Give the visitor/user an overview of the 
possible organization of a workshop 
immersive experience + interaction 

Storytelling and communication focus



• Excavation data  kilns A 
and B worked together

• The squared pit identified 
as the hole for a pillar 
belongs to the same phase of 
the kilns

• The kilns may have been 
covered by a roof sustained 
by 6 pillars

Imagining the artisanal 
area of Pollentia-Urbs 

Salvia

The first phase of the 
complex



Archaeological 
record from Urbs 
Salvia  Type Ia
of Cuomo Di 
Caprio’s 
classification

Dome’s 
proportions: 
possibly 1:2 / 
1:3 combustion 
chamber : firing 
chamber

Combustion 
chamber  maybe 
underground

On the right:
Classification of

Kiln classification: Shape, 
Characteristics, Features



Representations  some info about the firing 
process and kilns’ characteristics

• The importance of fire control 

• Firing material set on fire at the entrance 
of praefurnium

• Side door in the firing chamber for the 
stacking procedure

Kilns on Pinakes from Corinth –
Penteskouphia



• Permanent dome with a central 
smoke vent

• Combustion chamber underground

• Hollow working area in front of 
praefurnium

Structure of the kilns



“In larger congregations of potteries work seems
to have been carried out close together in
particular districts, producing social bond and
intense rivalry. […] If we are to imagine what a
potter’s establishment looked like, we must
envisage an open yard with room for mounds of
clay that have been brought from the nearby clay
pits, a good supply of water, and a generous
store of wood needed for the firings. To one side
of the yard would be the shed in which the
potter’s wheel, etc. was housed, and not far away
would be the kiln itself […] room would be needed
for the drying-out of the pots after they have
been formed and before the firing.”

(Greek pottery. An introduction – Brian A. Sparkes)

Plan of modern potter’s traditional workshop in Crete


Structure of a workshop – the 
examples of modern 

traditional ceramic workshops



“[…] most potter’s workshops are
non-domestic technical
installations, strongly and
efficiently focused on production.
Their typical concentration at or
just outside the periphery of towns
seems linked to visibility and ease
access (for row materials and
possibly clients) while also keeping
pollution out of the town”

(Giving the kerameikos a context:
ancient Greek potters’ quarters as part
of the polis space, economy and society
– Vladimir Stissi)

Lokroi Epizephyrioi (Barra Bagnasco
1996) 

Poleis and artisanal areas



• Un atelier de potier en activité
à Pompéi au moment de l’eruption
du Vésuve (79 ap. J.-C.) – L. 
Cavassa and B. Lemaire

• A building that includes a room 
for the kiln, spaces for the 
storage and one room for the 
potters

• Evidence of a porch

A roman example from Pompeii



Sallèles d’Aude. Un complexe de potiers
gallo-romain : le quartier artisanal –
Fanette Laubernheimer

Sheds, roofs, mixed structures – were 
the kilns outside or inside?

To the left: 
second phase of 
the workshop –
first half of 
the 1st cent. AD
To the right: 
third phase of 
the workshop –
from 60 AD to 
the 2nd cent. AD



• The activity started already during 
the Hellenistic

• The well-known phase is dated from the 
Augustan age

Characteristics:

• Sheds and open spaces

• Access to the road

• Highly productive workshop with 
several potter’s wheel positions

The example of Scoppieto - Umbria



L’atelier de potiers
antique de la rue du 
Chapeau Rouge à Viase
(Lyon 9e) – A. Desbat

• Structured workshop 

• From 40 AD to the 2nd
cent. AD

• Evidence of rooms for 
potters, potter’s 
wheel, kilns

• Walls of the workshop 
well-preserved

Lots of 
evidence...many 

details



Current state of preservation 
reconstructive hypothesis

• Extant structures

• Archaeological evidence out of context

• Sources

• Scientific studies

• (the example of the Forum of Augustus 
in Rome)

Dealing with plausibility: extant 
structures, evidence, sources, 

research 



Proxy model of the 
Forum of Augustus 
shows the different 
levels of reliability 
in the anastylosis

Visualisation 
research, sources, 
comparison

… going further 
putting evidence in 
context!

Visualisation of reliability 



• Access to the road 

• Access to resources 

• Space for stockage 

• Space for working with the 
clay and modelling the pots

• Space for drying the 

uncooked pots

• Space to work around the 
kilns

• Possibly a space to 
store/sell products

Drawing an artisanal 
area …



The Extended Matrix 
ICTs and archaeological 

research 

Each coloured geometry indicates a relevant 
stratigraphic unit (real or reconstructive) of the 
archaeological object.

Evidence found in the archaeological site

Virtual reconstruction of elements related 
to an element found in the archaeological 
site
Purely virtual reconstruction of 
structural elements of which we have no 
evidence on site

We can directly link documents consulted by inserting 
an extractor specifying the studied feature and 
directly connecting the source making it recallable

Extrac
tor

Proper
ty

Document

The EM is made using yEd, a general-purpose diagramming 
program with a multi-document interface – courtesy of 
Mirco D’Alessio (Marche Polytechnic University)



Proxy version of 
the artisanal 

area

The extended matrix was directly linked to the virtual 
reconstruction project in Blender, using the Open Source EM 
tool. We have been able to assign each characteristic 
specified in the matrix directly to the corresponding 
geometry, obtaining a "Proxy" model divided by stratigraphic 
units.

(Courtesy of Mirco D’Alessio – Marche Polytechnic University)



Details – the potter’s wheel

Potters’ representations:
- Pompeii (Insula II, 3, 7-

9); 
- terra sigillata from El 

AoudjaEvidence of potter’s wheels – from 
La Boissière-Ecole (Dufaÿ et al. 
1997)

Reconstruction of a potter’s
wheel from the workshop at 
rue de Chapeau rouge (Desbat
et al.2000)

Our work on the potter’s wheel for 
the VR experience of the workshop at 
Urbs Salvia



Details – the loading door of the firing 
chamber

Archéologie expérimentale 1991 – Les potiers du
site gallo-romain de Bliesbruck (Moselle) :
reconstruction expérimentale de fours et
production de céramiques – Gilles Greff

Stages of the realisation of the loading door for the 
kilns of Urbs Salvia



Giving life to the working scenes

Understanding gesture and organization of 
work:

Stacking pots in the kiln

 Firing the kiln

 Unloading the kiln 

-How many people should work at the 
kilns?

-Who were they?



Evidence for women working lives

(A) Septimia Stratonice, cobbler (?), funerary monument of the 2nd cent. AD from Ostia, 
Museo Ostiense, Magazzino, Inv. 1418 (CIL 14.46989); (B) Marble relief of a butcher and a 
woman dealing with accounts – from Rome, first half of the 1st cent. AD, 
Skulpturensammlung, Staatlische Kunstsammlungen Dresden, Inv. ZV44 (from Larsson Lovén, 
2016).

Sophie Mano  574 mentions of working women (names of jobs referred to women) for 
Italy and Gallia in the Imperial period



Not just aiding…
Women owning businesses, crafting, making…

Relief of a pharmacist (?) 
Mid 2nd cent. AD, Épinal, Musée Départmental des 
Vosges, inv. 61 (from Becker 2016).



A male business?

Main studies on pottery 
production:

Pottery making = side activity 
 women

Pottery making = main activity 
(specialization)  men



Iconographic evidence

Pinax from Penteskouphia

B18 from Hasaki’s catalogue –
Antikensammlung, Staatliche
Museen zu Berlin F 891 (P 355) –
(from Hasaki 2021, Fig. 4.35).

Hydria from Ruvo (Puglia), Leningrado 
painter – Milano, collection "H.A", C 
278 (from: 
https://paragone.hypotheses.org/7939) 



A controversial painting…

Drawing of the fresco from Pompei –
Insula I, 8, 10, external wall of 
the Hospitium dei Pulcinella

 A worker or a client?



Epigraphic evidence

A: eire]n[eis] sattiies detfri

seganatted plavtad

B: herenneis amica signauit

q[u]ando ponebamus tegila(s)

A: Detfri (slave) of Herennius

Sattius, signed (this) with her

shoe soles

B: Amica (slave) of Herennius

signed (this) while we were

setting down the tiles

So-called tegolone from 

Pietrabbondante

Beginning of the 1st cent. BC (from 

La Regina 1976)



Archaeological evidence

Kiln supports or 
spacers

Grave goods from the 
Tomb 366 of Spina –
4th - 3rd cent. BC

(from Patitucci Uggeri 
1988).

Three-headed stamp for 

pottery decoration

Grave goods from Tomb 

1 at Casalecchio

(from Kruta-Poppi, 

Neri 2015)
Francesca Caresani: 
experimental archaeology 
project  kiln supports 
among female grave goods may 
represent the exact 
specialised role they had in 
pottery production



Ethnographic evidence

Moknine potters’ quarter 
(Tunisia)
(Hasaki’s research 
project)

 Male business BUT on 
some occasions, women 
participate in the 
activity with specialised 
tasks 



Working at the kilns: 
a family-based 

ceramic workshop

Conciliabulum = small groups of settlers

Mid-Adriatic context of the 3rd – 2nd cent. BC

Dimension and loading capacity of the kilns (see 
studies of Heleni Hasaki on Moknine for the 
dimensions of the workshops)

Representation of the artisans working at the 
kilns (Penteskouphia)

Gender Archaeology = representation of the female 
labour

 individual workshops managed within the family 
unit = need for more fluidity between the 
different modes of production (Peacock)



Details - From pot sherds to 3D

The pots chosen for the video are 
the most representative of what we 
think was the production of the 
kilns – data come from the 
comparison between the pottery 
coming from the filling of the 
destroyed kilns and the other 
sherds found in the same area

The study of the shapes and types 
found in the area enabled their 
reconstruction for the 3D modelling 



Props – research, 3D printing, and experimental 
archaeology

Filming the scenes in green screen requires all 
objects touched by the actors to be real.

3D models of the most significant pots found at Urbs 
Salvia have been …

… 3D printed and painted in grey shades  uncooked 
pots

… made by a potter  fired pots



Experimental archaeology and 
costumes

• Both workers are dressed 
in a tunica

• Clothes are designed, 
made, and coloured based 
on ancient  
representations and with 
experimental archaeology 
techniques – some details 
are influenced by filming 
needs



Storytelling, filming, postproduction: how to build a VR 
experience

VR experience architecture
1. Introduction
2. The potter’s workshop
3. The work at the kilns (filmed scenes):

- Loading the kiln
- Firing the kiln
- Unloading the kiln

4. Selling the pots: an interactive 
experience

User experience

- Intro  knowledge about the research
method

- Exploration

- Narration

- Interaction

 Knowledge about the ceramic production





Implementation and 
dissemination



Strategic lines and possible further 
storylines for the enhancement of the Park-

Museum system at Urbs Salvia

VR experience
 Great potential = it is not estinguished by the use of the 
experience itself
Multiple possible storylines = they can enrich the Park experience
andh the link with the Museum 

Musealisation of the ceramic production from the kilns together with its
reproductions and waste

Use of props and costumes to tell the story of the development of the VR 
experience

Extraction and further development of specific interactive content

3D prints and tactile experience


