




The Princely Collections of Liechtenstein have grown 
over the centuries to become one of the most 
important private collections in the world.

We have worked with the Princely Collections on 
several occasions and developed apps with various 
augmented reality content for their exhibitions.

Home page of the app for the

“Treuer Fürst” exhibitionFurther information 
and videos
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Portrait of Maria de Tassis (1611–1638), Anthony 
van Dyck (1599–1641), c. 1629/30

The augmented reality experience for this painting 
presents a synthesis of entertainment and 
information, enabling a journey through the fashion 
history of Anthony van Dyck’s era based on his 
diverse portraits of women. By choosing different 
period garments, you can experience how Maria 
de Tassis dresses herself in the respective garment, 
accompanied by informative texts.
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Decamerone, Franz Xaver Winterhalter (1805–
1873), 1837

Winterhalter’s painting draws on the famous 
collection of stories “Il Decamerone” by Giovanni 
Boccaccio. To highlight the short stories, we 
developed a bespoke augmented reality experience 
in which the fi gures in the painting come to life and 
tell viewers short snippets of their stories.

The subtle animations, from the moving fi gures to 
the water fountains and trees in the background, 
accompanied by an atmospheric soundscape, 
create an immersive experience.
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Discover the artwork



The Arrest of St Mark, Giovanni Mansueti (1465–1527), 1499

The augmented reality experience developed for this painting conveys the 
restoration history of the painting from 1891 to 2005. Using augmented reality, 
the painting can be viewed before and after restoration and compared with the 
original. This makes it possible to discover the differences brought about by the 
restoration process.
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Portrait of Albert (1614–1657) and Nicholas (1618–1655) 
Rubens, Peter Paul Rubens (1577–1640), 1626/27

3D Animation of the Goldfi nch

In the painting, Nicholas, the younger son of Peter Paul 
Rubens, is playing with his goldfi nch, which he is holding 
by a ribbon — a popular and symbolic children’s game 
at the time. In the app, the bird comes to life through 
augmented reality and allows viewers to play with the 
freed goldfi nch themselves.

Discover the artwork



3D Animation of the Wooden Panels 

The painting’s support is composed of seven extremely thin 
wooden panels that are glued together without additional 
reinforcement. Our augmented reality animation shows the 
structure of the panels and turns them over so that the back 
can be inspected.

© LIECHTENSTEIN. The Princely Collections, Vaduz–Vienna



With around 160,000 works of art, the Graphische 
Sammlung ETH Zürich is one of the largest collections 
of its kind in Switzerland. The collection actively 
promotes the mediation and understanding of art on 
paper and boasts an international reputation.

On the occasion of the exhibition “Crossing Parallels. 
Agostino Carracci and Hendrick Goltzius”, we jointly 
developed an augmented reality app to provide guests 
with details and background information on the 
exhibited works of the 16th century.

Further information 
and videos



“I think the the app is an ideal tool for 
providing additional information about 
the exhibition. Visitors can discover a 
host of insights about the works in a fun, 
interactive way.”

Dr. Linda Schädler,
Director, Graphische Sammlung ETH Zürich



Hendrick Goltzius, after Cornelis van Haarlem,
Icarus, from the series “The Four Disgracers”, 
1588, copperplate engraving

In the four-part series “The Four Disgracers”, Goltzius 
shows four naked male fi gures in free fall, each from 
a different angle. We have taken up the allusion to 
the paragone in a 3D animation in which we have 
merged the four bodies into a single, rotating fi gure.

The Latin inscription surrounding the image 
is translated directly into German in a rotating 
animation. 



Agostino Carracci, after Paolo Veronese, 
Martyrdom of Saint Justina of Padua, 1582, 
copperplate engraving

Carracci transferred Veronese’s huge oil painting 
into a transportable copperplate engraving. In 
the app, visitors were able to compare Veronese’s 
original painting with the copperplate engraving on 
display using a slider. This enabled them to discover 
that the engraver by no means produced a faithful 
copy, but rather incorporated many unexpected 
interpretations into his work.
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Opened in Switzerland in 1981, the Vitromusée 
Romont presents glass art in all its diversity and 
serves as a meeting place between artists and the 
public.

Since 2021, the Vitromusée Romont has been using 
our app to offer its visitors an interactive experience 
for selected works of glass art.

Further information 
and videos



“The app ‘Artifact: Vitromusée’ allows 
our visitors to immerse themselves in the 
fascinating world of glass art and offers 
them an interactive art experience.”

PD Dr. Francine Giese, 
Art Historian, Vitromusée



Alexandre Cingria, Christ with 
the Sacred Heart, 1937, stained 
glass window

Preparatory Drawing

The comparison slider allows 
visitors to compare the 
preparatory drawing with the 
fi nished work.

Discover the artwork



Animation of Composition

For this stained glass window at the Vitromusée 
Romont, we developed a custom animation to 
present the composition of the artwork. By breaking 
it down into individual elements, visitors can explore 
the artwork in 3D. Light effects and shimmer were 
added to illustrate the effect of incident light on 
the artwork and further enhance its luminosity and 
appeal.
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Why Choose Viseum?



The app offers your guests a 
high-quality, personalized, and 

interactive experience.

No hidden costs: You pay a one-time 
set-up fee and fi xed annual license 
costs.

The CMS allows you to 
create your own content.

Customized development and 
adaptations are possible.

With Viseum, you can offer content 
with a focus on accessiblity.

The app offers an additional 
incentive for a visit and can appeal to 
new target groups.

Content can be easily shared by 
your visitors on social media.

Real-time updates: Changes in 
the CMS are immediately available 
worldwide in the app.

Why Choose Viseum?

Viseum offers the fl exibility of 
in-house development at an 

affordable price.





Aperion XR AG, an ETH Zurich spin-off, specializes in innovative, 
research-based technologies and software for cultural and 
educational institutions. We focus on augmented and virtual 
reality, and offer long-term assistance and support. Our aim is to 
combine technology and art to create unique, informative, and 
entertaining encounters.

The Viseum platform is Aperion XR AG’s fl agship product.

Aperion XR AG



The Team



We are a multidisciplinary team of 
specialists combining expertise in digital 
solutions, cultural studies, and innovation.

Our founders have close links with ETH 
Zurich and bring a wealth of experience 
from the world of start-ups. Our 
enthusiastic team forms the technical, 
scientifi c, and creative foundation of our 
projects.

As a team, we are united by our shared 
passion for combining art and technology 
in innovative ways.

Aperion XR AG

Dr. Fabio Zünd
Co-Founder

Henry Raymond
Software Engineer

Prof. Dr. Markus Gross
Co-Founder

Prof. Dr. Bob Sumner
Co-Founder

Börge Scheel
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Dr. Susanne Pollack
Art Historian
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Sales and Marketing
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