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We democratise access 
to cultural heritage 
data



The data space is THE central place for data



The data space is THE central place for data



Why 3D digitisation of cultural heritage matters

The European Commission emphasises that “3D matters” in cultural heritage 
because three-dimensional digitisation and technologies offer unique and 

strategic benefits for preserving, accessing, understanding and using Europe’s 
cultural heritage in the 21st century — far beyond what traditional 2D 

digitisation can achieve. This priority is reflected in EU policy frameworks, 
especially in the Commission’s Recommendation on a common European data 
space for cultural heritage and initiatives like “Twin it! 3D for Europe’s culture.”



❏ Preservation: Conservation and restoration 
❏ Access: Virtual access 
❏ Research: Analysis and restoration 
❏ Education & tourism: Immersive learning experiences, 

interactive study and virtual tours
❏ Disaster recovery: Accurate reconstruction

Why 3D digitisation of cultural heritage matters



What is digitisation with intent? Why is it 
important?

“Digitisation with intent” or "purpose-driven digitisation" means that 
the decision to create a 3D model of a cultural heritage asset is based 
on a clearly defined goal for how that model will be used and by 
whom. 

This approach is crucial for maximising the value, impact, and 
sustainability of 3D digitisation efforts.
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June 2025   -   June 2026

Twin it! Part II



To submit one high-quality 
3D digitised asset to the 
data space, with clear 

reuse intent, and 
enriched with additional 

data Professionals, communities, 
and general public 

engagement 

Twin it! Part II invites Member States



XR applications as a reuse case for 3D 



XR experiences as learning opportunities for 
the CH sector



XR for younger audiences - connect them 
with culture
XR (extended reality—VR, AR, and mixed reality) is especially 
compelling within culture for younger audiences because it aligns 
closely with how they already experience identity, creativity, and 
social connection

● It matches how young people already live digitally
● XR turns culture into something you participate in
● It supports identity exploration
● It combines gaming, art, music, and social life
● It enables co-creation, not just consumption
● It makes culture feel futuristic and playful

XR carries the cultural “cool factor.”



Europeana   CC BY

Albert Verhaar

THANK YOU
Gracias
Merci
Grazie
Σας ευχαριστώ


