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3. Narrative
Enhancing the Humanities
The project aims to produce and enable new research and teaching by inviting students and scholars into a
Renaissance visual and acoustic experience that was meant to be immersive: in-the-round, floor to ceiling,
and textured by sound and reading. It will join other projects in IDEA: Isabella d’Este Archive, a
collaborative, multi-disciplinary Website for study of the Italian Renaissance that presents information
through the figure and activities of one of the period’s most important female protagonists.

American art collectors and museum founders Isabella Stewart Gardner (1840-1924) and Peggy 
Guggenheim (1898-1979) could count as a female role model the Italian Renaissance princess, Isabella 
d’Este of Mantua (1474-1539). Her acclaimed collection—a prototype of the signature modern art 
gallery—once filled a suite of rooms in what is now Mantua’s Ducal Palace Museum. Breaking with far 
more modest practices by women who displayed small collections of family portraits and religious 
objects, Isabella borrowed a cultural form from male princes of her time. Upon her marriage (1490) to 
Marchese Francesco II Gonzaga, she determined to design one of the fully-realized culture spaces that 
men were calling studioli (studies). Isabella was passionate and tireless in commissioning prestigious 
artworks and lavish decorations for this personal and public relations project. Gilded ceilings, intarsia 
panels, frescoes, tiles, and personal emblems adorned her study studiolo, while her collections of books, 
cameos, Roman antiquities, Renaissance bronzes, and musical instruments played starring roles in the 
space’s projection of her learning.  

Dominating the studiolo were seven large paintings that now number among the Italian masterpieces in 
the Louvre: two each by Andrea Mantegna, Lorenzo Costa and Antonio Allegri da Correggio, and one by 
Pietro Perugino. A striking instance of personal “branding,” the studiolo was unparalleled in Isabella’s 
own time as an architectural and artistic expression of explicitly feminine Renaissance culture. It served 
as a space for display, conversation, and performance to be shared with visitors, but also as a personal 
retreat from court affairs to a safely bounded, richly curated place where art might summon the human 
passions in all their intensity and foster thoughtful reflection. For its coherence and the gender of its 
creator, Isabella’s studiolo is a frequent point of reference in the history of Western art, yet for centuries it 
has been accessible only in scattered pieces.  

As documented in detail by Clifford M. Brown (and in Anne MacNeil’s film in IDEA Music/a, Ad tempo 
taci, at 5:35), Isabella’s studiolo remains but has sustained significant renovations. Many of its paintings 
and sculptures survive, but they dwell in museums around the world, divorced from the compact, 
personalized context of her Mantuan rooms. Virtually transporting Isabella’s paintings and sculptures 
from enormous galleries of the Louvre, Vienna’s Kunsthistorisches Museum (KHM), and other locations 
back into the compressed space of her Mantuan quarters, this project will reclaim the studiolo’s original 
proportions and reunite the rooms with their contents. Studiolo objects, architecture, décor, and music will 
dialogue anew with each other, revealing for study intense relations and patterns that have been 
indiscernible since the dispersal of the collection in 1627.  

A simple but striking example of this type of dialogue appears in our concept demonstration video, 
viewable in Idea Art/e (see 1:06-1:12).  As a suggestion of the studiolo floor, we photographed just two 
surviving tiles from the original space and “paved” the entire room with them in our 3D model. This 
addition revealed a spectacular correspondence between floor and ceiling design that sketches one 
immersive effect of the space and urges further study of the relations among studiolo architectural 
elements. Similarly, art and music historians have only a conjectural grasp of the cognitive, rhetorical, 
and aesthetic effects produced by the co-presence of different objects and media in the studiolo space. 
The paintings in the Louvre, arrayed in a single row on the wall of a major gallery, or the bronze 
statuettes enclosed in glass cases in Vienna’s KHM cannot convey the situated experience of the viewer 
surrounded by artistic masterpieces in a tiny study, as she stands atop elaborately glazed tiles beneath an 
ornate ceiling. Likewise, musicologists will encounter the rhetorical and acoustic effects of music played 
inside the studiolo, rather than in a modern concert space, some of which was experimented in Ad tempo 
taci. And while literary scholars are well aware of the contents of Isabella’s library and her reading tastes, 
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precious little analysis has been devoted to the studiolo as an illustrated reading room in dialogue with its 
books. This project will render the studiolo legible as a situated, multi-media experience and open new 
horizons for its meaning among researchers, teachers, and students in these and other fields. 

We will produce a 3D realization of the Virtual Studiolo suitable for VR headsets/Google cardboard, 
accompanied by a 3D version for laptops and visualization walls. Users will find in the Virtual Studiolo 
new opportunities for individual and collaborative work through measurement, tagging, color 
selection/sorting, situated music listening, and cross-reference with other IDEA online projects: our 
archive of Isabella’s correspondence, our ceramics project, our music projects, and the bibliography 
project that is about to launch.  

The project will develop a world map featuring the current locations of all surviving contents from the 
historic studiolo and a timeline of acquisitions and dispersal to aid research about collections 
development. Since a central principle of the original studiolo’s organization was that of the Renaissance 
paragone—the evaluative comparison of works in dialogue with each other—the Virtual Studiolo will 
extend this curatorial and analytical orientation, enabling users to create individualized narrative 
itineraries and emphases by moving and rearranging the studiolo’s contents (art, books, music, medals, 
cameos etc.) for different dialogic and comparative effects. Moveable and removable objects will also 
permit users to empty the space entirely and appropriate the Virtual Studiolo as the locus of new online 
exhibitions. Our interests lie in virtual reassembly based on existing scholarly research and in fostering 
new thinking about the Italian Renaissance through these interactive tools, but we also aim to inspire a 
reactivation of the studiolo as an open-inquiry, display, performance, creative laboratory space where new 
virtual installations will be possible thanks to today’s technologically powered Renaissance.  

Environmental Scan 
We aim to combine the capacities for self-directed exploration found in recently developed entertainment 
products with the philological rigor of museum and foundation work in digital cultural heritage initiatives. 
Online resources for the study of the Italian Middle Ages and Renaissance are few and are largely limited 
to sites devoted to specific authors and texts, such as the excellent Digital Dante 
https://digitaldante.columbia.edu. Nothing compares precisely to our multi-disciplinary, online VR 
immersive approach to a three-dimensional, enclosed space and the activities it hosted. A short 2010 
educational video on the studiolo of Francesco I de’ Medici 
https://www.youtube.com/watch?v=vefzSog3KRw, and artist Thomas Demand’s insightful discussion of 
the Montefeltro studiolo at Gubbio (now in New York’s Metropolitan Museum) 
https://www.youtube.com/watch?v=vefzSog3KRw are among the limited tools we currently have for 
exploring Renaissance studiolo spaces or other interiors. 

• Numerous projects of the Factum Foundation http://www.factumfoundation.org represent the state of the
art in digital recording of cultural heritage objects and environments, both for research/teaching and for
public enjoyment. Factum’s Scanning Seti was an immersive exhibit that replicated a pharaonic tomb,
focusing on the experience of the space and charting its modern rediscovery. The Polittico Griffoni
project is similar to ours in that it reunited a series of Renaissance paintings that are now dispersed,
placing them virtually back in the church where they were originally located. Neither of these projects
offers online tools for further research or interactive teaching (See attached letter of support from
Factum).

• The Städel Time Machine for Gear VR and Oculus Rift allows users both guided and self-directed
exploration options for touring Frankfurt’s Städel Museum as it was in the 19th century.
https://www.oculus.com/experiences/gear-vr/796067960495193/  We like the annotation visualization in
this project, the options it includes for both guided and independent exploration of the historic museum,
the comparisons it offers between the current space and its earlier iterations, and the time machine
presentation. This application is based on Unity. We will opt instead for Unreal or a similar open-source
tool.

• Google Cultural Institute’s Breugel: Unseen Masterpieces is a comprehensive, expertly conceived virtual
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reassembly of all of Breugel’s paintings that allows users to plunge into several works by virtue of Giga 
pixel technology and animation. We are aiming to adapt this project’s combination of online exhibits, 
lectures, painting annotations, and immersive photography. Breugel does not include an historic 
architectural interior, individual user annotation, or story creation, all features we are developing, and it is 
not a research-oriented project. In a future phase, we aim to offer at least one immersive painting 
experience such as this project has achieved. 
https://www.google.com/culturalinstitute/beta/exhibit/aQISPDLEJx7 Kw 

• Virtual Paul’s Cross is a suggestive point of reference for acoustic effects we aim to include in the
Virtual Studiolo, including not only concerts played inside our space but ambient noise from the windows
https://vpcp.chass.ncsu.edu Virtual Paul’s Cross is a multimedia project incorporating visuals and sound
that focuses on specific historical events and uses visual models built in Sketchup. We are able to employ
photogrammetry for our 3D models, which offer a higher degree of realism and allow precise
measurement.

• Since our project is an interface for museum, classroom, and research uses, we are watching closely the
developments in museums across the world. Paris’s National Museum of Natural History (taxidermy
objects in VR); Tate Modern’s London’s recent Modigliani retrospective (a virtual artist’s studio, based
on historical documentation); and the VR program of Helsinki’s National Museum,highlight both the
appeal and the financial constraints of the alliance between museums and digital technology.
https://www.nytimes.com/2018/03/12/arts/european-museums-get-adventurous-with-virtual-reality.html
We seek to learn from their example on numerous fronts.

History of the Virtual Studiolo Project 
The Virtual Studiolo (VS) joins a set of inter-related projects within IDEA: Isabella d’Este Archive 
http://isabelladeste.web.unc.edu, an open-access, online environment for study of the Italian Renaissance. 
IDEA has been building its scholarly core of documentary, musical, and art historical resources since 
2012. We currently have four sites (IDEA Lettere/e, IDEA Music/a, IDEA Art/e, IDEA Home) each 
featuring projects headed by a distinct PI. These also include three films we produced by IDEA 
researchers: MacNeil’s film in Idea Music/a, Ad tempo taci (2,099 viewings as of June 4); the Virtual 
Studiolo concept demonstration video in IDEA Art/e (2,239 viewings); and Valerie Taylor’s The 
Illustrated Credenza in IDEA Ceramics [See IDEA Art/e], which also resides on YouTube (2,149 views, 
combined).  All are being adopted for classroom use by enthusiastic university and K-12 colleagues, 
many of whom express appreciation for these tools, while our more specialized Letter/e platform 
containing Isabella d’Este’s correspondence (28,000 items) in high-resolution manuscript images counts 
558 registered users from around the world.  Our newest project, which was launched just this month by a 
team from Scotland, is the Zotero-based IDEA Bibliography 
http://isabelladeste.web.unc.edu/2018/05/project-launch-idea-bibliography/. 

Exploratory Skype conversations about the VS among Cineca, Shemek, and MacNeil in 2013 were 
followed by a 2014 meeting at CINECA headquarters in Bologna. In 2015, we assembled our group at 
UNC-CH for a seminar on Big Data for Intimate Spaces. In 2015, we began direct negotiations with the 
Palazzo Ducale. A 2016 grant from the Kress Foundation enabled us to produce a concept-demonstration 
video, including a photogrammetric survey of the existing studiolo space in Mantua. This video won the 
Online Jury Award in the Future Film Festival: International Festival of Cinema Animation and New 
Technologies in 2017. The additional collaboration of Vienna’s KHM allowed us to begin to create and 
collect 3D models of surviving studiolo objects.  

Funded by the UC Humanities Research Institute (UCHRI), our team met in California for a week in July 
2017 and will meet again in Bologna in July 2018. In March 2018, we finalized an agreement with the 
KHM for production and use of high-resolution images (scheduled for delivery in 2018) for use in the 
creation of 3D models of nine objects from its collection that were in Isabella’s studiolo. Factum.org has 
agreed to facilitate our negotiations with the Louvre to record the paintings, and to lend its technology for 
the recording. If for any reason this agreement is not feasible, we will build the VS with already available 
images of the paintings, at lower resolutions.  
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Since 2017, VS team members have been invited numerous times to present the IDEA project in 
conference, university, and public settings in the US, Canada, Europe, and Australia. These occasions 
have enabled us both to publicize the project and to gather information about user desires for its design. 
We have also been collecting data through a User Story survey tool on the IDEA Art/e site. Our 
photogrammetry of the historic studiolo space was featured in the popular, prime-time Italian science 
television show, Superquark in 2017 (link on IDEA’s Home page).  

With NEH funding, we can achieve milestones 1 and 2 of the project, as outlined below. If ONLY 
Milestones 1 and 2 are achieved, users will have at their disposal a 3D Virtual Studiolo environment, 
current and historic iterations of the floor, a lighting variation tool, a measuring tool, an interactive map of 
the collection’s dispersal, and 3D models of three important statuettes from Isabella’s collection. 

Work Plan 
Software: WebGL framework + JavaScript, Blender, The GIMP, Krita, PhotoScan, SVN, Apache, RAW 
processing software, Oculus library (choices to be determined), Game engine (such as  or 
equivalent). Our development will favor the use of an open pipeline and, whenever proprietary software 
should be used, will guarantee the file format porting. For the interactive map, we are considering  

 
. This choice will figure into our research work. 

Process: PI and Co-PI will provide regular analysis and recommendations for scholarly content of the 
project. PI will organize semi-monthly Skype consultations with Cineca tech team and consult with 
scholarly collaborators/advisors. We plan travel for several meetings: an organizational meeting at Cineca 
in early year 1, work for PI and Co-PI at Cineca and in museums in late year 1, an evaluative meeting at 
Cineca for our team in year 2, and a research / writing period in Europe for PI in the final months of year 
two. We also plan two presentations at the PI and Co-PI’s universities for which we request travel funds. 

Our Tasks address the strategic management and smooth coordination of the project and include planning 
toward next Milestones, evaluating immersive device choices, holding further meetings with museum 
directors and curators, and writing a publication or white paper comparing actual and digitally created 
spaces and discussing what new knowledge was produced by our work. 

We will punctuate our work with milestone Events to be shared via social media, live presentations, and 
the IDEA site. Beginning with an empty space, we will share our progress with the public, allowing 
people to follow our process. Each Event represents both a technological innovation, and a research 
interest that it serves. Via social media and classroom and conference presentations, we will collect 
feedback evaluating our product. For time frames regarding each Task, see Appendix 1. 

Work Package 1 Technical Management and Research Coordination Tasks 
Administrative and financial activities UCSC and UNC 

Technical Management of the project Guidazzoli, Imboden 

Research coordination Shemek, MacNeil, Guidazzoli, Liguori 

Data management plan and back up implementation Imboden and UCSC and UNC technicians 

Article evaluating project results Shemek 

Research planning for future actions Shemek, MacNeil 

Milestone 1. The space. 
Deliverable: a landing page containing our 3D model of the empty studiolo and grotta. 

• Obtain additional photogrammetry of studiolo elements (intarsia cabinets, niches).
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• Build simulation of the studiolo floor, using additional surviving tiles.
• Insert a tool that will permit users to take measurements of the studiolo space.
• Enable virtual simulation and hiding of architectural elements that were added over time.
• Include a time slider that marks the historical arrival of features and contents in studiolo.
• Simulate lighting at different times of day within the Virtual Studiolo.
• Produce 3D VR visualization of the space for headsets (no interactions).

Research objectives: Begin to understand the studiolo as an architectural space. Compare Brown’s
diagrams and measurements of the studiolo with those that emerge from our work. Create the conditions
for study of the studiolo’s contents in proportion to their original space.

Tasks to be performed for the delivery of Milestone 1 

Work Package 2. The Virtual Studiolo Space Cycle 1 (Milestone 1) - Tasks 
Asset repository Set up Imboden 

Web site update and development of the interactive map Shemek, MacNeil 

User requirements analysis De Luca, Bellavia 

Additional photogrammetry of studiolo elements De Luca, Chiavarini, Farroni, Liguori 

3D Virtual Studiolo models optimization De Luca, Chiavarini, Farroni 

Visual interface Design phase 1 Imboden, De Luca 

Interaction Design: Floor phase 1 De Luca 

Interaction Design: Navigation phase 1 Imboden, De Luca 

Interaction Design: Lighting phase 1 Imboden, De Luca 

Visual interface Implementation phase 1 Imboden, Chiavarini 

Floor Implementation phase 1 Farroni 

Navigation Implementation phase 1 Imboden, Chiavarini 

Lighting Implementation phase 1 Imboden, Chiavarini 

User experience analysis phase 1 Bellavia, Liguori 

Researchers' Virtual Studiolo Testing phase Shemek, MacNeil 

Researchers' Virtual Studiolo Items choice Shemek, MacNeil 

Research and development of interactive map Shemek, MacNeil 

Work Package 4. The Virtual Studiolo Space Cycle (Milestones 1) - Tasks 
Feedback analysis from researchers Imboden, De Luca, Guidazzoli, Liguori, Bellavia 

Interaction Design: time bar Imboden 

Measurements tool Design Imboden, De Luca 

Measurements tool Implementation Imboden, De Luca 

Time bar implementation Imboden, De Luca 

Virtual Studiolo public version implementation Imboden, De Luca, Chiavarini 

Work Package 5. Virtual Studiolo for Head Mounted Display (Milestone 1) - Tasks 
Virtual Studiolo Head Mounted Display Design Imboden, De Luca 

Virtual Studiolo Head Mounted Display implementation phase 1 Imboden, De Luca, Chiavarini 

Virtual Studiolo Head Mounted Display Testing Imboden, De Luca, Guidazzoli, Liguori, Bellavia 
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Milestone 2. The statuettes. 
Deliverable: a prototype for the inclusion of 3D art objects within the space configured in Milestone 1. 
Our test data will include three of the small, bronze and gold statuettes owned by the KHM, which are 
small enough to be held in the hand and to position around the space. 

• Using the KHM photographs, begin constructing a repository of 3D objects that may be inserted
and positioned by users in the Virtual Studiolo space.

• Based on the additional photogrammetry campaign of Milestone 1, locate this repository visually
in one of the intarsia cabinets of the Virtual Studiolo.

• Test ways of moving and placing the statuettes in different studiolo locations.
Research objectives: Enable study of these objects’ scale in context, and of potential narrative relations 
between them and their space. Create the conditions for interactive study of the statuettes in relation to 
other contents that will be added in successive Milestones. 

Tasks to be performed for the delivery of Milestone 2

Work Package 3. The Virtual Studiolo STATUETTES (Milestone 2) - Tasks 

Intarsia cabinets reconstruction (at least 1) De Luca, Farroni 

KHM Photographs Analysis and Correction De Luca, Farroni 

3D Reconstruction (item 1) De Luca, Farroni 

3D Reconstruction (item 2) De Luca, Farroni 

3D Reconstruction (item 3) De Luca, Farroni 

Final product and dissemination 
IDEA and Cineca have a consistent record of disseminating our progress and project results on our 
websites. We have articles published (Early Modern Women) and forthcoming (DH Quarterly) discussing 
plans and challenges for IDEA, and will be leading a seminar on digital project challenges at the 
Renaissance Society of America’s annual meeting in 2019. A public Cineca event on 28 June 2017 
highlighted the Virtual Studiolo video and was streamed online. Shemek and MacNeil have done talks, 
poster presentations, and keynote addresses about the Virtual Studiolo at major conferences in our fields. 
Cineca presented features of the Virtual Studiolo at the 2017 meeting of Siggraph, the world’s largest 
conference and exhibition for computer graphics work. Cineca maintains an active Twitter feed, sharing 
techniques, for example, for the 3D modeling of the lute seen in our video. By pairing milestones with 
roll-out events/publications we build into our process the sharing of all aspects of the Virtual Studiolo. 
Our software is open-source. We are currently exploring universal design and access principles for the 
project. Our white paper will continue this practice, examining the differences between real and virtual 
experience of the studiolo, and looking toward further developments of the Virtual Studiolo. 

Virtual Studiolo Head Mounted Display final implementation Imboden, De Luca, Chiavarini 

Work Package 4. The Virtual Studiolo Space Cycle (Milestone 2) - Tasks 

Object interaction implementation (cabinet) Imboden, Chiavarini 

KHM objects insertion Imboden, Chiavarini 

Lighting Implementation lighting phase 2 Imboden, Chiavarini 

User experience analysis phase 2 Bellavia, Liguori 

Virtual Studiolo public version implementation SImboden, De Luca, Chiavarini 
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4. Biographies

Deanna Shemek is Professor of Literature at the University of California, Santa Cruz. She co-directs 
IDEA: Isabella d’Este Archive and served as producer for the concept-demonstration video for this 
project. She edited and translated 830 of Isabella d’Este’s letters (published 2017), is finishing a  
monograph on Isabella d’Este as a Renaissance correspondent, and has long experience studying Isabella 
d’Este’s activities. In the Virtual Studiolo she serves as PI. She leads project management, coordinating 
the work of the technicians, researchers, and scholarly advisors and secures agreements with museums 
and other institutions.  She will produce the interactive provenance map of studiolo contents, assist with 
the Wordpress site curation of the project, collect user feedback, and research and write the resulting 
publication.  

Anne MacNeil is Associate Professor of Music and Comparative Literatures at the University of North 
Carolina, Chapel Hill. She was awarded a Digital Innovations Lab Faculty Fellowship in 2014, which 
provided year-long training in digital research, visualizations, and project management. MacNeil has 
twice served on NEH panels for Digital Innovation fellowships evaluation. She was the recipient 2017 of 
a Mellon/NEH fellowship for her IDEA Music/a project, Italian Songs from the Time of Christopher 
Columbus. In the Virtual Studiolo, she serves as Co-PI and as general IDEA Webmaster and designer for 
our Wordpress sites, assists in project management, and directs the music features of the project. For this 
grant, she will continue these tasks and work also on the research and design for the interactive map. 

Antonella Guidazzoli is Head of the Visit Lab Cineca (Visual Information Technology Laboratory), 
which specializes in VR public humanities outreach projects. She holds a Masters in Electronic 
Engineering and a Masters in History, “cum laude.” She is an expert in scientific visualization, scene 
reconstruction for forensic applications, cultural heritage fruition, virtual archaeology, and film making 
for edutainment. A director of numerous Cineca projects, several of which have won prestigious awards, 
for the Virtual Studiolo she serves as project manager and supervisor for the Cineca tech team and is their 
main interface with the PI and Co-PI. 

Maria Chiara Liguori is Head and coordinator of the MUVI project and has worked at VisitLab Cineca 
since 2012 as Virtual Heritage Coordinator. She holds a PhD in History and Computing, a Masters in 
Political Sciences; and a Masters in Contemporary History.  Her expertise lies in the history of material 
culture, Women’s Studies, and ICT for Digital Heritage. She collaborated on "Apa the Etruscan 
discovering Bologna," and other digital projects, including the concept-demonstration video for the 
Virtual Studiolo. She is currently working on I-Media-Cities Horizon, a 2020 EU project. For the Virtual 
Studiolo she will contribute to historical research, coordinate content between the humanistic group and 
the tech team, provide philological input on the 3D modeling, analyze “user story” data   from humanistic 
users in order to determine technical requirements for meeting these demands, and contribute to 
organizational logistics and scientific writing about the project. 

Supervised Tech Team of Guidazzoli and Liguori 
Silvano Imboden holds a Masters in Computer Science and joined Cineca in 2000. He is an expert in 
scientific visualization, forensic analysis, real-time rendering, offline rendering, movie production, virtual 
archaeology, seismic imaging, software design, user interface/interaction design and programming and 
has presented papers at Siggraph, Eurographics, the Blender conference, and other scholarly meetings. 
Currently he is working with the I-Media-Cities Horizon 2020 EU project. For the Virtual Studiolo, he 
will lay out procedural guidelines and workflow as technical director and develop necessary software 
components. He will also set up the Render Farm and real-time and collaborative visualization systems 
and serve as advisor on hardware and software choices. 

Daniele De Luca holds a Masters in Computer Science. He has been a computer graphics generalist and 
Blender artist at Cineca since 2011 (archviz stills, movies, photo matching insertions, real-time 
visualizations, character design, animation, environmental modeling, compositing, video editing). He 
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contributed to "Apa the Etruscan discovering Bologna," three “Ati” (Experience Etruria) film shorts, and 
the video for “Isabella d'Este Virtual Studiolo. He is currently working with I-Media-Cities Horizon 2020 
EU project. For the Virtual Studiolo, he will lay out guidelines for the reconstruction of Isabella’s 
environments and collections, supervising and coordinating the computer graphic work. Working with 
Imboden, he will integrate software and hardware technologies with the graphics pipeline. 

Giovanni Bellavia holds a Masters in Philosophy and a degree in Fine Arts. His expertise lies in digital 
painting, drawing on natural materials, videoart and live performances. He is founder and art director of 
the artistic collective “The Dummies” and joined Cineca in 2012. He served as director and screenplay 
writer for “Ati” (Experience Etruria) movies and for the Isabella d'Este Virtual Studiolo video. He is 
currently working on the I-Media-Cities Horizon 2020 EU project. For the Virtual Studiolo he will serve 
as art director for immersive environments and coordinate the project’s visual interface in response to 
user profiles produced in our testing. 

Freelance assistants 
Federica Farroni holds a Masters in Construction Engineering and Architecture and has collaborated 
with Cineca since 2016. Her expertise includes 3D modeling, architectural design, photogrammetry, 
animation, and compositing. She contributed to the “Bologna Porticoes for a UNESCO candidacy” 
project, the “MICE-Museum of industrial ceramics of Civita Castellana,” the educational Computer 
Graphic short “Il piccolo Masaccio e le Terre Nuove.” For the Virtual Studiolo she will contribute to the 
entire process of 3D modeling from photogrammetry to initial guidelines for image acquisition, to the 
correction of images and 3D construction. She also assists with computer graphics tasks. 

Beatrice Chiavarini holds a Masters in Architecture and has collaborated with Cineca since 2016. Her 
specialties include 3D modeling, 3D Web app development, architectural design, and animation. She 
contributed to “MUVI – Virtual Museum of Daily Life, the 1930s section”; “Lucio Saffaro Foundation, 
Dodecaedro Paolense”; and the “Lapidario di Santo Stefano” projects. For the Virtual Studiolo, she will 
assist with the design phase, development and implementation of interactions for the 3D web application, 
and with computer graphics tasks. 

Art Historical Advisors 
Molly Bourne (PhD History of Art, Harvard 1997) is Lecturer in Art History and Director of the graduate 
program at Syracuse University in Florence, a principal program for the education of art historical 
professionals specialized in the Italian Renaissance. She is the author of a major study of the artistic 
patronage of Isabella d’Este’s husband, Francesco II Gonzaga: The Soldier Prince as Patron (2008) and 
has published numerous essays on the collecting of this dynastic couple. . Bourne 
will serve as an art historical and architectural consultant on the Ducal Palace of Mantua and Isabella’s 
studiolo and will provide feedback via Skype, email, and personal meetings at several stages of the 
project as it progresses. 

Stephen Campbell (PhD, History of Art, Johns Hopkins 1993) is Professor of Art History at the Johns 
Hopkins University and is the foremost living authority on the studiolo of Isabella d’Este. His 2006 book, 
The Cabinet of Eros: Renaissance Mythological Painting and the Studiolo of Isabella d’Este (Yale UP) is 
a definitive study.  He is author also of Cosmé Tura of Ferrara. Style, Politics, and the Renaissance City 
1450-1495 (1997); co-author of the textbook, Italian Renaissance Art (2012); and co-editor of Cosmé 
Tura: Painting and Design in Renaissance Ferrara (2002) and of Artistic Exchange and Cultural 
Translation in the Italian Renaissance City (2004). His most recent book addresses artistic geographies in 
the Renaissance. Campbell will serve as the principal consultant on Isabella d’Este’s studiolo paintings 
and sculptures. He will provide feedback via Skype, email, and (if schedules coincide) personal meetings 
at several stages of the project as it progresses. 
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Item Computational Details/Notes
    Year 1 
01/01/2019-
12/31/2019

    Year 2 
01/01/2020-
06/30/2020

    Year 3 Project Total

1. Salaries & Wages:
Name and Title
(Including stipends for 
faculty  participants--for
personnel  employed by 
applicant Institution )

Institutional base salary (IBS) for 
faculty or full-time equivalent (FTE) 
for non-faculty

% of IBS 
or FTE

% of IBS 
or FTE

% of IBS 
or FTE

Deanna Shemek Summer Salary =  year 2 100%
2. Fringe Benefits
Deanna Shemek 13.50%
3. Consultant Fees and

Honoraria
(personnel not employed
by  applicant Institution )

CINECA - Freelance
CINECA - Sub
4. Travel (Include Project 

Directors' Meeting in 
Washington, DC)

Project Directors' Meeting, DC $1,000 $1,000
PI and Co-PI to Cineca (Italy) $7,680 $7,680
Co-PI to PI's institution for 
demo and feedback meetings $700 $700

Pi and Co-PI to Cineca (Italy) $7,680 $7,680
PI to Co-PI's institution for 
demo and feedback meetings $700 $700

PI travel to Italy for research in 
museums and writing  (14 dasy) $6,792

$6,792

$0
5. Supplies & Materials

$0

6. Services
License fee For publishing 3D environments $300 $300

7. Other Costs
$0

$38,347 $50,886 $0 $89,233

$5,254 $5,410 $0 $10,664

$99,897

$0
$0

$99,897

$0
$0
$0

$0

$99,897

7a. Total Direct Costs (the sum of items 1-7)

11. Total Project Funding

8. Indirect Costs

b. Voluntary Cost Sharing

a. Requested from NEH
10. Project Funding

9. Total Project Costs  (the sum of items 8 and 9—Direct and Indirect Costs—for the entire project)

01/01/2019-06/30/2020Project Grant Period:

TOTAL REQUESTED FROM NEH:

Project Income:

Applicant's Contributions:

Deanna Shemek

TOTAL COST SHARING:

OMB No 3136-0134
 Expires 6/30/2018

Applicant Institution:
Project Director:

Third-Party Contributions:

The Regents of the University of California, Santa Cruz
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5. Budget Narrative

A little less than half of our budget is dedicated to the technical production of the project, for which the 
Cineca subcontractors are working below their normal salaries. Their budget is calculated in monthly 
increments and includes the Value Added Tax (VAT) that is standard for European goods and services. 
The freelance workers are junior colleagues affiliated with the project through Cineca but are not regular 
Cineca employees, hence they will be paid directly by the grant rather than as subcontractors.  Because 
face-to-face collaborations have been crucial factors in our productivity thus far, we have dedicated a 
significant part of the budget to travel for the PI and Co-PI to meet twice, at different points in the project, 
in Italy at the Cineca headquarters with our team there. Travel between the two Co-PIs’ institutions has 
also been included to enable us to present our progress for feedback to relevant scholarly communities in 
each place. An additional travel expense is calculated for the PI alone in the ending weeks of the grant 
period, in order to do final real/virtual comparisons and analytical consultations with the Cineca team, and 
to draft the final white paper/research article in dialogue with them. There is a standard licensing fee for 
publishing 3D environments online. We have estimated this fee amount based on Cineca experience. 
Finally, a month of summer salary has been added for me as PI.  I will be working that month primarily 
on research for the interactive map and consulting the relevant European museums about next phases of 
the project. 
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