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Problem / Question Procedure 1: Landscape

Conventional archaeological maps and
diagrams compress data, reduce
accuracy, and poorly represent the
world of the ancient inhabitants at any
archaeological site.
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Conclusion

Using 3-D interactive graphics helps visualize how over a period of
100 years, the landscape at Cerro dramatically changed. Public

i L v
_ _ ritual spaces gained importance and were developed while
The Nextgen 3d This mesh_ls then The Software_ then becoming controlled by the burgeoning elite class.
scanner first gathers a converted Into an wraps photo imagery _ _ _ L
set of 3d coordinates object that absorbs gathered by the Qd mter_actlve gr_aohlcs are an exciting, easy-to-use, and successful
with its laser. It then digital light. Shading is scanner’s camera interactive learning tool.
assembles them into applied so that minute around the model :
polygons which details of the artifact retaining it's shading References What's next?
creates a 3d mesh. can easily be seen. and shape but U
. . . - venl, Anthony k., Anne 5. bowda, anc enjamin vining U aya . )
providing realistic Colendar Reforny vidence fom Oflentatons of shecialesd, o 170 V.S P
Surface detalls Freidel, D. A, and L. Schele 1988a Symbol and power: a history of the P Class Project
Iéf)lz\)/vg?]rgjdGM%yr?fgr?-sm?gjéam.In Maya Iconography, edited by Benson, : r General
D Freidel, David A., and Linda Schele 1988b Kingship in the Late
e i7 Quadcore CPU B e B3 e Soree e

Sketchup 2013 Trimble Navigation Limited 2013

Cryengine 1 Crytek 2013 www.crytek.com




	Reconstructing the Ancient Maya site of Cerros with Interactive 3d Graphics

