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‘ ‘ Our past shapes the perception of our present and on this present, we build
the future.

Our heritage makes us what we are.
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Registered immovable cultural
heritage in Slovenia
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‘ ‘ Unfortunately, due to heritage protection regimes, obsolete presentation
methods, unattractive storytelling and often too rigid response of

institutions, ItS full potential remains untapped.
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‘ ‘ Even more, we are at the moment of the human evolution,
where our roots can get lost!
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‘ ‘ In 2018, youngsters between 16 and 24 years old on average spend 34.3
hours per week online Y double than a decade ago.
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Augmented reality applications Virtual tours with 3D objects VR games Holograms Interactive table with 3D objects
@ VAA []
AN
m Elﬁ. O XK=
3D print of souvenirs Film with 3D objects VR-360° film with 3D objects 3D film Virtual souvenirs

...and much more
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66 We are about to live in a mixed reality where ~ digital will not be a

substitute or parallel to the real world | but integral part
of it.
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‘ ‘ It is on us, here and now, to give cultural heritage the chance to be the
basis and inspiration for the creation of this new

reality.
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‘ ‘ For decades, we have struggled to digitise historic artefacts and
monuments, yet @SS than a fifth of cultural heritage is

digitised and available to public.
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At the current rate, how many years would it take to meet your digitization goal?
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66 ~ryway, digising iF gnozel LoLFinoSFacngSncli gnng
that cultural heritage is part of this new world of
mixed reality .we have to bring it into life also in the digital form.
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pre-heritage life

life before being
recognised as a heritage

codified by local, national, international
and industry regulation/standards

> creation »  production/publishing * dissemination/trade

3D scans
digitisation

LiDAR

e >

(less than 25 %)

drones...

v

recognition as Heritage

conservation/preservation/
(formal/informal)

documentation

art & antiquities market
+ real estate
& a ;

v

maintenance ¢ (market/non-market)

b restoration aquisition
F'y

private collections selling / donating

non-codified, but limited use due to IP,
protection regimes, ownership...

exhibition/transmittion » promotion >

online exhibition
(cca. 8 % of digitised)

archives » digital/physical
promotion e
B
physical exhibition
(private/public, >

temporary/permanent..)

lendng = 1
Engaging experiences,
virtual tours, online

courses, social
networks, games, VR...

additional goods and services (IP, insurances, security systems ..)

research / education

management / regulation

use & reuse

b [I— ). tourist visits

»@ creative industries

,’: re-production

(souvenirs,replicas)

»@ educational programmes

»‘ comm.-building activities

3D printing and
reconstruction, AR, VR,

MR, mobile apps,
personal assistants...

#fuin porn”

AR & VR
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urism 4.0
Roadmap to @ HERITAGE +

Museum as a learning hub &
a community-builder

Museum as a collection-holder and presenter

The end of museum — as we know it

Analog Digitisation Digitalisation Digital g
Cultural heritage as-it-is Making cultural heritage available Using new business processes for l'.l'a nsl:ol.ma tion
+ additional information in digital format (e.q. photos, managing and presenting of ] )
e-archives, 3D scans...) digitised heritage in heritage Societal effect of digitalisation ®
institutions (a new socio-cultural reality)

REQUIRED SKILLSET

?

?

?

Artificial Intelligence

Gamification skills

Business design skills
Community-building & teaching skills
Data analitics expertise
Leadership capabilities
Intellectual property expertise
Heritage classification expertise
Technological expertise
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Technology and
skill roadmaps

&ourism 4.0
HERITAGE +

+ new hybrid skills

hi-tech, history/preservation, restoration, storytelling

+ new collaborations
a + multiplier effects
Q) (economy, society, education and culture)
‘\:’p + new markets
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urism 4.0 i
@ HERITAGE + Expertise Model Project Chart

Respecting the
heritage

Clear

message Stakeholder

agreement

Storytelling Sustainability

. { ; ‘ Financial
i('E‘]ree;ﬂ:lve ® AN e ! () &time
Yy —oO. Y —— 1 efficiency

Interesting & PS
memorable
content

Frictionless
user
experience

Answering to Quality of T h 1
the real ’ digital e C n O O g Y
needs/wishes of materials

visitors
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Digital Capture
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Technical guidelines available :
https://tourism 4-0.org/articlespapersand-guidelines/
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Data processing

Cleaning Filtering Segmentation and classification
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Textures Export, animation,visualisation
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Simulated reconstruction
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Prem Castle (for RRZlenikrag
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" 17,157,078 paints. -
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@ SAVE VIEW

Prem Castle (for RRZelenikrag
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MCST

SK0ZI CAS

DolinaSoce

Raziskano
67%

Bronasta doba
Q -

Zelezna doba

00 >

Srednjevesko obdobje

Q >

Sodobna zgodovina

000 .

MCST

K021 CAS

MOST DO PRETEKLOSTI JE V TVOJI
DLANI
0DPOTUJ V PRETEKLOST, SE SPREHODI
SKOZI CAS IN

MOSTA NA SOCI

VSTOPI V
CASOVNI STROJ

Dolina§oce

Bronasta doba
@

Bronasta doba je doba v razvoju civilizaci

med letoma 2300 in 800 pr.n. st.

mo dobe

medtem ko v nekaterin spioh ni bila prisot

Skifos >
o

Most skozi cas

v tvoji diani. Vkiopi
v proteklost, so

sprehodi skozi Eas in odkrij neverjetne

2godbe Mosta na SoGi.

Nom oliquet neque ut erat ultric

bibendum. Fusce ¥ nulls nis. Cras

a blan cunt diom

cque utlorer

tompus Hurn.

® MEST

K021 AS

9,

SKIFOS
Gréka obradna skodelica

Informacije

TIC Tolmin >
O aplikaciji >
Pogoji uporabe -
Nagradna igra >

Skifos

Gréka obredna skodelica

Na Mostu na Soéi izkopana grko

obredna skodel

ica iz 5. stoletja prné.

okrasenaz motivom so

> med oljénima

vejicama, Sovaje

ptica boginje modrosti.

Informacije

TIC Tolmin >
0 aplikaciji >
Pogoji uporabe X

d pur

m Phaselius nunc justo




RavbaiKeep (for RRZelenikrag
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