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Abstract – The Italian territory is characterized by an 
extremely high number of Cultural goods. Knowledge 
and measurement of many of these Cultural Heritage 
is extremely difficult in relation to the complexity of 
surveys through traditional methodologies. The 
contribution proposes an original approach to the 
knowledge and measurement of Cultural Heritage 
based on a social approach, transforming the user as 
an actor of the procedures for the acquisition of raw 
data. The Heritage Go (HeGo) project is the platform 
for data acquisition and processing. The contribution, 
in addition to a description of the project, describes 
the first experiments focusing on the metric quality of 
the models obtained with SfM methodologies from 
raw data acquired by users. 
 

I. INTRODUCTION 

Our territory is characterized by the presence of an 
extremely considerable number of Cultural Heritage: 
recent sources have surveyed these realities identifying 
43 UNESCO sites, about 4000 museums, 240 
archaeological sites and over 500 monumental complexes 
[1]. 

Many of these monuments, artefacts, archaeological 
sites are widely studied and known, but many of these 
objects, scattered throughout the territory, are difficult to 
access not only for users but in some cases also for 
scholars due to the lack of an adequate number of 
resources for the study of the minor of these. 

Reason for this difficulty is undoubtedly to be found of 
the lack of attractiveness of some Cultural Heritage 
compared to others of greater fame and importance, but 
also for the lack of valid simplified methodologies of data 
acquisition (metric in the first place), which is 
fundamental to any process of Knowledge. 

In order to try to find a solution to this problem, this 
contribution presents the first results of what has been 
defined as the Heritage Go (Hego) project. The project, 
sponsored by the three faculties of Lazio, Cassino, Roma 
Sapienza, Roma Tor Vergata. constitutes a partnership 

between different laboratories of the University of 
Cassino, each for its specific discipline: the 
DICeM_DART Laboratory (Data Acquisition and 
Survey); the DAEIMI_LIT Laboratory (Database and 
software development); the DLeF_LaRSA Laboratory 
(Archaeology).  

The objective of the project is to find a possible 
solution to the problem of basic knowledge and the 
diffusion of Cultural Heritage present throughout the 
entire national territory and in particular for those 
realities that, as we have just said, are less studied and 
known. 

All this in an open scientific process that grows and 
evolves in a dynamic way through the interaction 
between scientific structures and users, allowing new 
forms of disclosure and knowledge not only of raw data 
but also of all subsequent processing and analysis. 

In detail, the project proposes the construction of a 
platform, a database, able to receive and catalogue raw 
data acquired by users and that use these data for the 
construction of 3D models of the different sites studied. 
All this in a process that, although highly automated and 
with minimal intervention by experts, it’s able to return 
metrically validated data, usable for the first approaches 
of analysis of a cultural good. 

II. CITIZEN AND SOCIAL SCIENCE 

The Hego project uses logics that find their reason in 
Citizen Science. 

The term Citizen Science or participatory science 
defines the active and conscious involvement and 
participation of people of different ages, backgrounds and 
social backgrounds in a scientific research activity like 
students, simple enthusiasts and amateur scientists, not 
included in academic facilities. Citizen Science can 
therefore be defined as "scientific activity conducted by 
members of the indistinct public in collaboration with 
scientists or under the direction of professional scientists 
and scientific institutions" [2]. This is a voluntary 
collaboration aimed at collecting and analysing data, 
developing knowledge and broadening the horizons of 
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throughout the territory, so far little studied, or valued for 
the high costs of an analysis carried out with traditional 
methods. 

The results of the first pilot trial validate the process 
and its consistency in scientific terms and give hope for 
possible developments. This is evident in the quality of 
the results obtained, compared with a traditional survey 
and in it’s appropriate to underline that the totem is a tool 
with excellent potential for overcoming the limits typical 
of SfM methods. In fact, although experiments are still in 
progress to define the real potentiality and criticality, and 
although aware of the risk of uncertainty linked to the 
small distance between the targets of the totem, the result 
gives hope on the possible use of this element that has in 
its structural simplicity the main characteristic and that 
makes it easy to fit into protected contexts such as those 
typical of Cultural Heritage. 
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