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Early VRML archaeological restitutions (Champion, 2003; Goodrick, 1999; Terras, 2000; Tost, 2004).

The humanities -and In particular archaeology-
have always found ways to appropriate new
technologies.
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as modeling artifacts or reworking excavation
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Un metatarsien d Aurochs, Le metatarse est
l'ensemble de cing os longs du pied.

Photegrammetrie par Zoe Marsella et Celia Richard.

“Céraphin”, a Babylon.js web app to generate a 3D model of a “DioraMarne”, a <model-viewer> solution to render and annotate ‘Archéo VR”, an A-Frame tool to create interactive 360 views “Tales From the Neolithic”, a way to make archaeological storytelling
ceramic piece from its outline: archaeological sites from their maps and reports: ofarchaeological digs and heritage places: using A-Frame and WebXR:
https://vcotta.itch.io/ceraphin https://vcotta.itch.io/dioramarne-jablines-croupeton https://vcotta.itch.io/jablines-archeo-vr https://vcotta.itch.io/neolithique-ancien-vr-jeu-mediation
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