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This project brings together two contrasting
artifacts: an Ivory model of back-to-back
skull and head from the 16th century and a
box of Gold Flake cigarettes from the early
20th century. Through 3D printing and
augmented reality (AR), these digital models
are transformed into tactile, interactive
experiences.

Visitors are invited to physically touch the
objects and scan them to unlock layered
stories about death, desire, and everyday
life. By merging historical symbolism with
modern technology, the project highlights
how museum objects can spark reflection on
mortality and consumption in both the past
and present.
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The finalized models were then 3D printed for hands-on engagement.
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human body, mortality, and BQW:'W_:

Objects are often shown out of
context, with no emotional or
historical framing to provoke
reflection or conversation.

box seem un’reléiéd;_o.h'e is a:i'é'th;'_:_f‘
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Heavy reliance on long label
makes it hard for children, non-
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native speakers, or casual visitors to i =+

engage with the stories.
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Most museum objects are locked
behind glass. Visitors cannot
interact physically, which limits
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This sketch represents my

- initial concept foranAR-
=" based exh1b1t1on

At the same time, the '3D—p:riﬁtéd' skull and cigarette box offer a physical, hands-
on interaction=-visitors.can-hold,-open, and explore the forms in real life,
reinforcing the connectionbetween the digital story and the tangible past.




