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Background: Digital technologies are changing how archaeologists and anthropologists
work with and share data, making it possible to create detailed visualizations of people from
the past. Among these, facial depiction based on skeletal remains are particularly powerful,
but they also come with important challenges. Faces are easily read as “real” and can give a
stronger sense of certainty than the underlying evidence actually supports.

Obijective: This work presents a digital facial depiction of “Zuzu,” an early Holocene
individual (~9,600 cal BP) from Toca dos Coqueiros, Serra da Capivara National Park, Brazil.
Rather than reconstructing the individual's actual appearance, we use a transparent, documented
workflow that demonstrates how skeletal data are translated into a visual facial model.

Materials and methods: The skull was digitized using structured-light scanning and
processed through a series of steps that combine anatomical analysis, soft-tissue modelling
based on comparative data, and carefully controlled visualization choices. Throughout the
process, we rely on preserved craniofacial features wherever possible, while treating more
uncertain aspects with restraint.

Results: The final image is presented in grayscale and avoids adding features such as
skin tone, hair, or other individualized traits, making clear that it is a model rather than a
portrait. By making each step of the process explicit, this study shows how facial depictions
can serve as a way of communicating archaeological knowledge without overstating what
we know. More broadly, it highlights the importance of transparency and caution when
creating and sharing visual representations of past human lives.
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