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Preface 
 

 

Digital Humanities is a relatively recent academic field concerned with the application of digital 

approaches and technologies to traditional humanities disciplines. The use of digital tools, techniques 

and media is rapidly changing the way researchers and practitioners in the arts and humanities carry 

out their everyday work activities. In particular, the availability of visual technologies, including digital 

images and three-dimensional representations of archives and collections, provides new 

opportunities to preserve, access and interrogate the material in new ways. As such, Digital 

Humanities plays a crucial role in promoting new ways of practice and scholarship that involve 

collaborative, transdisciplinary and computationally engaged activities. In addition to making possible 

new kinds of humanities-based intellectual engagement and experimentation, Digital Humanities also 

addresses their cultural and social impacts.  

Recognising the challenging nature of this new academic field, SSST University, in cooperation with 

the EUROGRAPHICS Workshop on Graphics and Cultural Heritage, organised a special session devoted 

to Visual Approaches for Digital Humanities. The aim was to showcase innovative uses of visual 

techniques and tools in a variety of humanities contexts. Practitioners, scholars, researchers and 

students from Southeast Europe were particularly encouraged to submit abstracts related to regional 

projects and studies pertaining to visual approaches to Digital Humanities. All submitted abstracts 

were reviewed by the conference committee members and a total of ten abstracts was selected for 

presentation at the special session and publication in these proceedings. The published abstracts 

reflect a wide variety of application contexts and visual approaches used.  

From the point of view of a museum worker aƴŘ ŦƛŜƭŘ ǊŜǎŜŀǊŎƘŜǊΣ !Řƛǎŀ [ŜǇƛŏ (abstract 5) introduced 

ǘƘŜ bŀǘƛƻƴŀƭ aǳǎŜǳƳΩǎ ǎƭƻǿ ƻƴƎƻƛƴƎ ǿƻǊƪ ƻƴ ǘƘŜ ǇǊŜǎŜǊǾŀǘƛƻƴ ƻŦ ŎǳƭǘǳǊŀƭ ŀƴŘ ƴŀǘǳǊŀƭ ƘŜǊƛǘŀƎŜ 

through three-dimensional digitalization of objects from its large collection, starting from Prehistory 

and continuing to the late Middle Ages.  

Medieval Bosnia and/or the Balkans provided a rich source of inspiration for several other 

contributors. ThusΣ ƛƴ ƳŀǇǇƛƴƎ ǎǘŜŏci, Gorőin Dizdar (abstract 2) showed the spatial distribution of 

these UNESCO-listed monuments. Furthermore, Ivan Ramadan (abstract 3) retold a well-loved legend 

of a dragon from Umoljani ǾƛƭƭŀƎŜ ƛƴ Ƙƛǎ ŀƴƛƳŀǘŜŘ ŦƛƭƳ ά!ȌŘŀƧŀέ ¢ƻƎŜǘƘŜǊΣ !ƳŀǊ ½ǳōőevic and Ivan 

Ramadan (abstract 4) allowed players to experience the atmosphere of the medieval Balkans through 

ǘƘŜƛǊ ƛƴǘŜǊŀŎǘƛǾŜ ƎŀƳŜ ά¢ƘŜ 9ƴŎƘŀƴǘŜŘ ²ƻǊƭŘέΦ CƛƴŀƭƭȅΣ Miomirka Mila Melank (abstract 9) showed 

ǎŜǾŜǊŀƭ ǳǎŀōƭŜ .ƻǎŀƴőica fonts created to represent major lettering styles of a medieval Bosnian 

alphabet.   

Two authors introduced projects related to the Ottoman rule of the Balkans. Among these, Emir Isoviŏ 

(abstract 1) used infographics to present many important monuments, including a famous bridge in 

Mostar, another UNESCO -listed world heritage. A different approach, focusing on metadata 

visualisation on the web was introduced by Lejla HajdarpaǑiŏ, Senada Dizdar and Dzejla Khattab 

(abstract 6) for the purpose of cataloguing turbe in Bosnia and Herzegovina. 
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The authors of three abstracts addressed the more recent regƛƻƴŀƭ ƘƛǎǘƻǊȅΦ ¢ƘǳǎΣ ¢ƛƧŀƴŀ YǊƛȌŀƴƻǾƛŏ 

(abstract 10) described an attempt to preserve the memory of Yugoslavia through an ongoing project 

of creating a digital archive of photographs from the Museum of History. Others focused on the 1992-

1995 Bosnian war and its consequences. In particular, an audio-video gallery presented by Minka 

Gazibara Bajramoviŏ (abstract 9) captured daily life in Sarajevo, the capital of Bosnia and Herzegovina, 

during its siege, the longest in modern world history. Looking more towards the future, an 

international team of authors including Adisa DȌino, Aida VeȌiŏ, Lejla HadȌic, Rand Eppich and José 

Luis Izkara Martinez (abstract 7) used a wide range of technologies to create a multidimensional digital 

model of the Stolac region for educational purposes of its war-divided local community members.  

Collectively, these contributions reveal great individual talents and achievements. However, they also 

point out that more effort needs to be invested at institutional levels. Hopefully, these proceedings 

will help to enhance awareness of the value of Visual Approaches in Digital Humanities for both 

ǇǊŜǎŜǊǾŀǘƛƻƴ ŀƴŘ ǇǊƻƳƻǘƛƻƴ ƻŦ ǘƘŜ .ŀƭƪŀƴ ǊŜƎƛƻƴΩǎ ŎǳƭǘǳǊŀƭ ƘŜǊƛǘŀƎŜΦ 

 

Meliha HandȌƛŏ 

Chair, Special session 
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1. Infographics as a tool for advanced cultural heritage promotion 

Emir Isoviŏ 
 

In this work the author will focus on utilizing infographics as a more advanced way for better cultural 

heritage promotion. Infographics, which include maps, illustrated (thematic) maps and cutout (3D) 

illustrations of immovable cultural heritage, has been used in education for decades. However, utilizing 

these tools for cultural heritage promotion may have more comprehensive effects on the reader.  

In his work, the author will present his proposals for cultural heritage promotion using cutout 

illustrations and illustrated (non-wayfinding) maps. A plethora of personal publications will be 

presented along with the method, process and tools used to obtain these.  

 

 

As for illustrated maps, the process begins by conducting in-depth research, usually the reading of 

articles, books, photos, videos and other visual material. The objects to be illustrated and placed into 

maps are selected according to importance, geographical location or semantic/metasemantic 

connotations. Then the illustration style is chosen according to the media of production. As the maps 

are printed on offset paper in 100x70 cm (B1) format, the proper size, lines and color solution are 

chosen accordingly. The principles of semantic consistency in terms of color selection, typography, 

symbols and juxtaposition of elements are followed closely. The overall product is checked for visual 

consistency, and usually follows the Gestalt principles of union of all the elements to produce a 

pleasing and comprehensible result with the reader. One more advantage is that various maps can be 

made according to the type of heritage: maps of religious heritage, maps of vernacular objects, maps 

of intangible heritage, maps of cuisine can be produced. The disadvantage is that maps may be 
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inaccurate and highly selective, since some geographical areas may contain more heritage items than 

can be placed on a map.  

As for the annotated posters, which are one of the seven types of visual storytelling, the principle of 

cutout illustrations is used. Cutout illustration is a special tool which provides the reader with not only 

the "fifth facade" but also the "sixth dimension" which is the inner view of an object. The illustration 

is usually a product of hours of careful work: the various photographic and videographic references 

are used to produce both outside and inside explanatory views, various 3D software is used to produce 

basic structure, followed by editing in a painting software. When a satisfying illustration is finished, it 

is then placed in a poster using a desktop publishing software, after that, the text is added, edited, 

revised and prepared for print. Again, the principles of visual semantic, and semantic consistency, as 

well as the Gestalt principle, are carefully utilized.   

The author proposes using the illustrated maps and annotated posters as a more advanced way to 

promote cultural heritage. They can be used along with more traditional ways of promotion or 

independently. Since they provide the feeling that something is being learnt, they can be used for 

digital applications and online dissemination.  

------------------------------------------------------- 

/ƘŀƛǊΩǎ note: Examples ƻŦ ǘƘŜ ŀǳǘƘƻǊΩs infographics can be found at the following website:  

http://superemir.blogspot.com/ 
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2. Stecak.map: medieval tombstones in the digital age 

DƻǊőin Dizdar 
 

¢ƘŜ ǇǊƻƧŜŎǘ ά{Ŝǘ ƛƴ {ǘƻƴŜέ ǿŀǎ ƭŀǳƴŎƘŜŘ ƛƴ ŜŀǊƭȅ нлмф ōȅ ǘƘŜ {ŀǊŀƧŜǾƻ-based Mak Dizdar Foundation 

with the aim of initiating the creation of a digital, web-based database of medieval standing stones 

ƪƴƻǿƴ ŀǎ ǎǘŜŏŀƪΦ ! ǎŜŎƻƴŘŀǊȅ ǇǊƻƧŜŎǘ ŀƛƳ ǿŀǎ ǘƻ ŎƻƴƴŜŎǘ ȅoung people from BiH through joint work 

on their shared cultural heritage. The project was implemented in several phases:  

1. With the assistance of the project sponsors (International Organization for Migration), the 

aŀƪ 5ƛȊŘŀǊ CƻǳƴŘŀǘƛƻƴ ƛŘŜƴǘƛŦƛŜŘ р ƭƻŎŀƭ ŀŎǘƛǾƛǎǘǎ όƛƴ ǘƘŜ ƳǳƴƛŎƛǇŀƭƛǘƛŜǎ CƻőŀΣ ¢ǊŀǾƴƛƪΣ ¢ǊŜōƛƴƧŜΣ 

{ŀǊŀƧŜǾƻ ŀƴŘ tƻǎǳǑƧŜύ ǿƘƻ ǿŜǊŜ ǘŀǎƪŜŘ ǿƛǘƘ ŦƻǊƳƛƴƎ ǘŜŀƳǎ ƻŦ ŀǘ ƭŜast 5 local volunteers 

interested in contributing to the project.  

2. The 5 teams met for a 3-day workshop organized by the Mak Dizdar Foundation, at which they 

ǇŀǊǘƛŎƛǇŀǘŜŘ ƛƴ ǿƻǊƪǎƘƻǇǎ ŀōƻǳǘ ǘƘŜ ŀǊŎƘŜƻƭƻƎȅ ƻŦ ǘƘŜ ǎǘŜŏŀƪΣ ŎǳƭǘǳǊŀƭ ƘŜǊƛǘŀƎŜ ǇǊƻǘŜŎǘƛƻƴΣ 

documentary photography and multiperspective history.  

3. ¢ƘŜ р ǘŜŀƳǎ ǊŜǘǳǊƴŜŘ ǘƻ ǘƘŜƛǊ ƳǳƴƛŎƛǇŀƭƛǘƛŜǎ ŀƴŘ ǿŜǊŜ ǘŀǎƪŜŘ ǿƛǘƘ ǊŜƎƛǎǘŜǊƛƴƎ ǎǘŜŏŀƪ ǎƛǘŜǎ ƛƴ 

their municipalities, including GPS mapping, documentary photography, recording of local 

ǎǘƻǊƛŜǎ ŀōƻǳǘ ǎǘŜŏŀƪ ŜǘŎ. The data was entered on the newly designed web-site 

stecakmap.info.  

4. Custom-made info-ǎƛƎƴǎ ŎƻƴǘŀƛƴƛƴƎ ōŀǎƛŎ ƛƴŦƻǊƳŀǘƛƻƴ ŀōƻǳǘ ǎǘŜŏŀƪ ǎǘƻƴŜǎ ŀƴŘ ŀ ƳŀǇ ƻŦ ǘƘŜ 

most important sites in the municipalities were produced and set-up in the five municipalities.  

5. All participants met for a final promotional event in the Historical Museum in Sarajevo, where 

the best photographs were shown at an exhibition and a specially produced movie about the 

project was presented to a wider audience.   

Pending final confirmation by the project sponsors, in the following project stage additional elements 

will be introduced:  

1. A call for voluntary contributions by citizens will be published, asking them to carry out site 

registrations in their municipalities (following numerous enquiries by interested citizens in the 

previous phase).  

2. !ŘŘƛǘƛƻƴŀƭ ǎƛƎƴǎ ǿƛƭƭ ōŜ ǇǊƻŘǳŎŜŘΣ ŘƛǊŜŎǘƛƴƎ ƛƴǘŜǊŜǎǘŜŘ ǾƛǎƛǘƻǊǎ ǘƻ ŀǘ ƭŜŀǎǘ ƻƴŜ ǎǘŜŏŀƪ ǎƛǘŜ ǇŜǊ 

municipality (5 signs per site).  

3. A mini-conference involving various experts (archeologists, art historians, marketing experts, 

cultural heritage scholars) will be held, leading to the production of a booklet of guidelines on 

Ƙƻǿ ǘƻ ǇǊŜǎŜǊǾŜ ŀƴŘ ǇǊƻƳƻǘŜ ǎǘŜŏŀƪ ǎƛǘŜǎΦ 

4. Meetings with 5 municipality mayors will be held, aiming to sign an MoU ensuring future 

effƻǊǘǎ Ƴȅ ƳǳƴƛŎƛǇŀƭ ƎƻǾŜǊƴƳŜƴǘǎ ǘƻ ǇǊƻǘŜŎǘ ŀƴŘ ǇǊƻƳƻǘŜ ƭƻŎŀƭ ǎǘŜŏŀƪ ǎƛǘŜǎΦ  

From a digital humanities perspective, the most important element of the project is the production of 

a digital database and web-site containing photographs, GPS data and other information about 

ƴǳƳŜǊƻǳǎ ǎǘŜŏŀƪ ǎƛǘŜǎ ƛƴ .ƛI όŀƴŘ ŜǾŜƴǘǳŀƭƭȅ ǘƘŜ ŜƴǘƛǊŜ ǊŜƎƛƻƴύΦ !ǘ ǘƘŜ ƳƻƳŜƴǘΣ ǎŎƘƻƭŀǊǎ ŀƴŘ ƻǘƘŜǊ 

ƛƴǘŜǊŜǎǘŜŘ ŎƛǘƛȊŜƴǎ ǊŜƭȅ ƻƴ Řŀǘŀ ŎƻƭƭŜŎǘŜŘ ƛƴ ǘƘŜ мфслǎ ōȅ ~ŜŦƛƪ .ŜǑƭŀƎƛŏ ŀƴŘ ƻǘƘŜǊ ǎŎƘƻƭŀǊǎ ǳǎƛƴƎ ƴƻƴ-

digital technology. Once completed, the stecakmap.info web-site will become a valuable tool for 

ǎǘŜŏŀƪ ǎŎƘƻƭŀǊǎΣ ǇǊƻǾƛŘƛƴƎ ǘƘŜƳ ǿƛǘƘ ŀƴ Ŝŀǎȅ-to-ǳǎŜ ƳŀǇ ŀƴŘ ǇƘƻǘƻƎǊŀǇƘȅ ŘŀǘŀōŀǎŜ ƻŦ ǎǘŜŏŀƪ ǎƛǘŜǎΣ 

replacing outdated and often hard-to-find literature. Furthermore, the web-site also contains records 

oŦ ƭŜƎŜƴŘǎ ŀƴŘ ǎǘƻǊƛŜǎ ŀōƻǳǘ ǘƘŜ ǎǘŜŏŀƪ ǎƛǘŜǎΣ ǿƘƛŎƘ ǿŜǊŜ ƴŜǾŜǊ ǎȅǎǘŜƳŀǘƛŎŀƭƭȅ ŎƻƭƭŜŎǘŜŘ ƛƴ ǘƘŜ ǇŀǎǘΣ 

thus adding a significant element to their future understanding. Finally, it is important to stress that 
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the web-site is currently in its initial development phases, with the potential to add a whole series of 

additional elements in the future, such as 3d-renderings of individual monuments, a database of 

motifs and inscriptions, topographical data etc.  

An additional project element that proved to be very effective was the use of promoted posts on social 

media, leading to an extraordinary amount of interest (1000+ likes, several hundred shares and 

comments). While there was a significant amount of nationalist rhetoric and occasional instances of 

hate speech, overall it can be concluded that the social media posts created a platform for citizen 

discussion about their own experiences of cultural heritage.  

In terms of its wider social and cultural impact, the project had several beneficial aspects. Firstly, by 

giving young people the opportunity to directly contribute to the preservation and promotion of their 

cultural heritage, the project created a welcome contrast to formal education in BiH, which is 

frequently dominated by a hierarchical, passive approach. Secondly, by giving young people the 

opportunity to work with their peers from other ethnic groups, they became aware of different 

perspectives on cultural heritage, learning that differences in opinions do not need to lead to conflicts. 

Thirdly, the use of digital photography, web-sites and social media gave young people the feeling that 

they are, so to speak, on their own grounds, and can provide greater contributions than their usual 

authority figures such as parents and professors.  

A significant challenge emerging from the first phase of the project is that due to the lack of formal 

education in this field, the project reports, photographs etc. were of varied quality. The project is faced 

by a dilemma of either professionalizing its results (i.e. hiring only educated archeologists, 

photographers etc.) or ensuring a wider reach among young people, but remaining on a lower, non-

scholarly level.    

Keywords: ǎǘŜŏak, standing stone, medieval Bosnia, tombstone, database, web-site  

 

------------------------------- 

/ƘŀƛǊΩǎ note: More information about this project can be found at the following website: 

https://stecakmap.info/ 

 

  

https://stecakmap.info/
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3. Cultural heritage of the Balkans in ǘƘŜ ŀƴƛƳŀǘŜŘ ŦƛƭƳ !Ȍdaja 

Ivan Ramadan 
 

 

!ȌŘŀƧŀ ƛǎ ŀ ǎƘƻǊǘ ŀƴƛƳŀǘŜŘκƭƛǾŜ ŀŎǘƛƻƴ ŦƛƭƳ ŘƛǊŜŎǘƭȅ ƛƴǎǇƛǊŜŘ ōȅ ǘƘŜ ŎǳƭǘǳǊŀƭ ƘŜǊƛǘŀƎŜ ƻŦ ǘƘŜ .ŀƭƪŀƴǎΣ 

ŜǎǇŜŎƛŀƭƭȅ .ƻǎƴƛŀ ŀƴŘ IŜǊȊŜƎƻǾƛƴŀΦ ¢ƘŜ ŦƛƭƳΩǎ ǎǘƻǊȅΣ ƳǳǎƛŎ ŀƴŘ Ǿƛǎǳŀƭǎ Ŏƻƴǘŀƛƴ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ŜƭŜƳŜƴǘǎΥ 

{ǘŜŏŀƪ ǘƻƳōǎǘƻƴŜ ǎȅƳōƻƭƛǎƳΣ Ŧƻƭƪ ƭŜƎŜƴŘ ƻŦ ǘƘŜ ŘǊŀgon, sevdalinka music, mountain village 

architecture, folk costumes and the kolo traditional dance.  

 

 

 

¢ƘŜ ǎǘƻǊȅ ŘǊŀǿǎ ƛƴǎǇƛǊŀǘƛƻƴ ŦǊƻƳ ǎȅƳōƻƭǎ ƻŦ ǘǿƻ ƛƴǘŜǊǘǿƛƴƛƴƎ ŘǊŀƎƻƴǎ ŦƻǳƴŘ ƻƴ ǎŜǾŜǊŀƭ ǎǘŜŏŀƪ 

tombstones in Herzegovina and the legend of the dragon in the village Umoljani. The film is set in a 

village similar to Umoljani where the dragon-ǎǳƳƳƻƴƛƴƎ Ǌƛǘǳŀƭ ƛƴǎǇƛǊŜŘ ōȅ ǘƘŜ DƭŀƳƻő ǎƛƭŜƴǘ ƪƻƭƻ 

takes place. All of these elements are represented in modern art style and high end computer graphics 

using the latest technologies. 

------------------------------------- 

/ƘŀƛǊΩǎ note: The complete movie is available on YouTube: 

https://www.youtube.com/watch?v=9yWaXsjDPkQ 

 

  

https://www.youtube.com/watch?v=9yWaXsjDPkQ
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4. The Enchanted World: An adventure game  

Amar ½ǳōőeviŏ and Ivan Ramadan 
 

The Enchanted World is a story-driven adventure game set in a magical world inspired by Bosnian 
beautiful nature (forests and meadows), its traditional architecture (cottages from villages of Lukomir 
and Umoljani), historical monuments (steŏci) and mystical characters (fairies).  
 
The game features colorful visuals and original sound inspired by traditional music (sevdalinka). Other 
significant features include:  9 magical worlds to discover, over 30 challenging puzzles to solve, a story 
told through visuals and sounds, low poly graphics, interactions with various characters and 
environments, activities that include walking along the winding paths and fighting battles.  

 

 
 

 
The gameplay involves helping a fairy in her quest to unite a crumbling world torn by dark forces. 
During her journey, the fairy encounters various obstacles that need to be overcome in order to move 
forward. The role of a player is to guide the fairy through the game and interact with the scenery to 
activate the puzzles.  
 
While this game was developed primarily to provide entertainment, it may encourage learning of 
historic heritage and offer much needed inspiration for its preservation and promotion. 

 

 

------------------------------------------------- 
/ƘŀƛǊΩǎ ƴƻǘŜ: The Enchanted World game is available at the following website:  
https://apps.apple.com/us/app/the-enchanted-world/id1459917958 
 

https://apps.apple.com/us/app/the-enchanted-world/id1459917958
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5. Application of 3D digitization on archaeological material 

Adisa Lepiŏ 
 

The cultural and historical heritage that has been safeguarded by the National Museum of Bosnia and 

Herzegovina for more than a century is a testament to the rich and significant history of this country. 

The total capacity of the entire collections, including material, spiritual and natural heritage, is 

estimated at approximately 4 million items/specimens. 

Since its founding in 1888 until today, like most museums in the country and in the world, the museum 

staff has been working under difficult and inadequate conditions. Often, and most of all, this refers to 

working to preserve, protect and safeguard items located in poor climatic conditions. In most cases, 

these are basement depots where installations are damaged over time and where a large amount of 

humidity is generated that endangers the safety of both the employees and the museum collections. 

After the severe financial crisis of the National Museum of Bosnia and Herzegovina four years ago and 

its reopening in September 2015, the Museum's employees embarked, among other things, on a 

project that focused solely on digitization and revision of the collections. Conscious of the conditions 

in which the items were kept over the previous years, the risks of preserving the collection during the 

years when the Museum was closed, it was decided to take greater steps in its further protection and 

preservation for future generations. 

While working on reviewing our collections, with the additional involvement of volunteers and 

external associates, we were able to initiate two-dimensional digitization (2D) of each item 

individually, which implies a total of 18, 802 inventory numbers (items) at the Archaeology 

Department alone. In addition to the digitized archaeological material, the process of digitizing the 

Inventory books was initiated at the same time as they, due to their age and condition, became part 

of the museum's archive. The project gained additional help and gravity following the collaboration 

with the Louvre Museum in Paris. The result of this collaboration is the development of a plan for 

digitization and revision of collections as part of the primary museum missions. 

We took a step further when in mid-2019 we partnered with the Faculty of Electrical Engineering in 

Sarajevo and the non-profit organization Global Digital Heritage (GDH). As the result of our first 

collaboration, we have digitized a total of 87 individual museum objects from different historical 

periodsτfrom prehistory to the late Middle Ages. Featured items were already part of the museum's 

permanent exhibits, scientifically processed and published. The objects that were subjected to 

digitization were not only of different dates but also of different material, shapes and decoration. The 

items were subjected to three-dimensional digitalization 3D (3D), and, given the total volume of 

digitized objects, we achieved better results than expected. The selection of the items was made solely 

on the basis of the curators' prior knowledge of the item. All items represented a rarity, particularity 

and specificity for a certain period, because of their form, type, decoration or belonging to a particular 

person or group. 

Using and following the results of this research, we have observed many benefits of three-dimensional 

digitization of objects. In addition to transforming the data into digital form and thus further 

protecting a particular object, even in the event of the original's loss or disappearance, the museum's 

curators were provided with new information to enhance the interpretation of the object. The best 

example of this is a gold ring from the Classic Antiquity collection; thanks to 3D digitalization, we have 

new information on the item which features additional alterations (conservation treatments), a more 

precise and clearer representation of the ornamental motifs of the so-called Triad of Deities, made in 
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shallow engraving. Beginning with our goal to have our primary task be archiving, database creation 

and easier searching within collections, we have, among other things, arrived one step closer to the 

multidisciplinary scientific research. 

During these activities, which will be presented in more detail in this paper, we became aware of the 

permanent loss and destruction of movable and immovable cultural heritage in the world. Just some 

examples are the fires that occurred at the National Museum of Rio de Janeiro in Brazil and at the 

Church of Notre Dame. As we digitized the collections of the National Museum of Bosnia and 

Herzegovina day by day, we became aware that we were making a copy, backing up only a small 

portion of what had been collected at this institution for decades. What will be further presented in 

this paper are the current difficulties in preserving archival documentation and plans for its 

preservation in the future. 

From the point of view of a museum worker as well as a field researcher, working on the preservation 

of cultural and natural heritage could most simply be called a race against time. First and foremost, in 

order to preserve the legacy for ourselves, for generations who will take our place or just educate 

about the past of humanity, it will be necessary for us to seriously embrace the trend of digitization in 

our fields. 

 

Keywords: digitalization, heritage, culture, museums, collections 

 

----------------------------------------- 

/ƘŀƛǊΩǎ note: More information about this project can be found at the following website: 

https://www.zemaljskimuzej.ba/en 

 

 

  

https://www.zemaljskimuzej.ba/en


16 | P a g e 
 

6. Mapping of Turbe in Bosnia and Herzegovina 

[ŜƧƭŀ IŀƧŘŀǊǇŀǑiŏ  {ŜƴŀŘŀ 5ƛȊŘŀǊ ŀƴŘ 5Ȍejla Khattab  
 
 
Purpose ς The purpose of this research is to address the role of metadata in mapping tangible cultural 
heritage. The research is based on the example of Turbe (mausoleums). With the rapid growth of 
technology, there is a growing amount of information about cultural heritage that needs to be 
archived, preserved and presented in a standardized manner, and therefore new methods of 
knowledge management in the humanities are required. An important part of these efforts are 
metadata that are being developed in the field of museology (International Guidelines for Museum 
Object Information: The CIDOC Information Categories) and their application in mapping of the 
sepulchral structures to which Turbe belong. Responding to the abovementioned challenges, this 
research is based on the assumption that successful visualization of tangible cultural heritage depends 
on the wealth of metadata schemas and that the use of metadata in archiving and retrieval of material 
will facilitate its use in other contexts such as cultural tourism, economy, and education. 
 
Methodology ς The research was carried out by adjusting the schema of CIDOC's metadata and 
additionally with the data generated from the analysis of literature about Turbe. This study included 
six basic categories of metadata ς 1. Identification (with four subgroups), 2. Location (three metadata 
subgroups), 3. Date / Time (three metadata subgroups), 4. Individuals and organizations related to the 
history of the monument (three metadata subgroups), 5. Description (Graveyards contents with four 
subgroups), 6. Communication (intangible cultural heritage with two metadata groups).   
This is the pilot research that included 10 Turbe out of a total of 80 identified Turbe in Bosnia and 
Herzegovina.  
 
Study limits ς Due to the specificity of the material, representative samples were taken and it is likely 
that not all Turbe will have these identification elements. This may cause difficulties in determining 
the size of metadata required to represent the Turbe. Also, the author's subjective attitudes in the 
selection of materials and examples of Turbe may be present. 
 
Originality/value ς This research investigates the role of metadata in identification of Turbe and their 
application in institutions dealing with the preservation and protection of cultural heritage. We 
propose an approach for metadata mapping, demonstrating it by using real-world examples with a 
focus on its use for educational and scientific purposes. More generally, rich content from high-quality 
resources on this specifically themed cultural heritage collection will be addressed to platforms and 
devices which are used every day, where the use of metadata would allow a better future 
representation of digital artefacts and would offer new opportunities to understand Bosnia and 
Herzegovina's history. 
 
 
Keywords ς Metadata, CIDOC Guidelines, Knowledge Management, Turbe, Digital Humanities 
 

 
 
---------------------------------------------- 
/ƘŀƛǊΩǎ ƴƻǘŜΥ aƻǊŜ ƛƴŦƻǊƳŀǘƛƻƴ ŀōƻǳǘ ǘƘƛǎ ǇǊƻƧŜŎǘ Ŏŀƴ ōŜ ƻōǘŀƛƴŜŘ ŦǊƻƳ ǘƘŜ ŎƻǊǊŜǎǇƻƴŘƛƴƎ ŀǳǘƘƻǊ ōȅ 
sending email to lejla.hajdarpasic@ff.unsa.ba 
 

mailto:lejla.hajdarpasic@ff.unsa.ba
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7. Bridges to the Future: Community Partnership, Heritage and New Technology 

for a Better Future 

Adisa DȌino, Aida VeȌƛŏ, Lejla HadȌiŏ, Rand Eppich and José Luis Izkara Martinez   
 

 άΧƴŜǿ ƎŜƴŜǊŀǘƛƻƴǎ ǘǊǳƭȅ ƭƛǾŜ ŀƴŘ ŎƻƳƳǳƴƛŎŀǘŜ ƛƴ ŀ ŎƻƳǇƭŜǘŜƭȅ ƴŜǿ ǿŀȅ ǘƘŀǘ does not restrain them 
ƻǊ ŘŜŬƴŜ ǘƘŜƳ ōȅ ǘƘŜƛǊ ƻǊƛƎƛƴ ƻǊ ŎƻǳƴǘǊȅ ōǳǘ ǊŀǘƘŜǊ ōȅ ǘƘŜƛǊ ŎƻƳƳƻƴ ƛƴǘŜǊŜǎǘǎ ŀƴŘ ŀŶƴƛǘƛŜǎ ŦƻǊ ƴŜǿ 
knowledge and notions then we shall understand that the culture of the young, digital culture and 
new technologies are currently the most concrete bridge between cultural heritage and the culture of 
ǘƘŜ ŦǳǘǳǊŜΦέ ¦b9{/h ŦƻǊǳƳΥ 5ƛŀƭƻƎǳŜ ŀƳƻƴƎ /ƛǾƛƭƛȊŀǘƛƻƴǎ 

The town of Stolac has a rich cultural, historic and natural heritage, and is a melting pot of different 
religious and ethnic groups. During the war in the 1990s in Bosnia and Herzegovina, the absence of 
appreciation for the common cultural heritage led to its destruction as a target of war. As a result, the 
city experienced the almost complete loss of its built heritage and cultural memory. Seventeen years 
after the war, the tensions and the segregation between the different ethnic and religious 
ŎƻƳƳǳƴƛǘƛŜǎ Ƙŀǎ ǇǊŜǾŜƴǘŜŘ ǘƘŜ ǇŜǊŎŜǇǘƛƻƴ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ƘŜǊƛǘŀƎŜ ŀǎ ŀ ǊŜǎƻǳǊŎŜΦ Iƻǿ Ŏŀƴ ǘƘƛǎ ǎƳŀƭƭ 
community engage with its heritage and develop a dialogue that encourages tolerance, respect and 
can be used as a base for development? How does one understand, and then document, areas of 
significance to the community? Finally, how can technology assist in this?  

CHwB thus started a project where local heritage sites are used to contribute to a shared 
understanding of heritage and to bridge the gaps in society. With new technologies, an innovative 
ŘƛƎƛǘŀƭ ƳƻŘŜƭ ǿŀǎ ōǳƛƭǘ ǘƘŀǘ ƘƛƎƘƭƛƎƘǘǎ ǘƘŜ ǊŜƎƛƻƴΩǎ ƘŜǊƛǘŀƎŜ ǊŜǎƻǳǊŎŜǎ ƛƴ ŀ ǉǳŀƭƛǘŀǘƛǾŜΣ ƛƴƴƻǾŀǘƛǾŜ ŀƴŘ 
iƴǘŜǊŀŎǘƛǾŜ ǿŀȅΦ ¢ƘŜ ŜŦŦŜŎǘǎ ƻŦ /Iǿ.Ωǎ ŎƻƴǘǊƛōǳǘƛƻƴ ǘƻ ǘƘŜ Ǿƛǎƛōƛƭƛǘȅ ƻŦ ǘƘŜ ǊƛŎƘ ŎǳƭǘǳǊŀƭ ƘŜǊƛǘŀƎŜ ǿŜǊŜ 
reached through the following: a smartphone application, a touchscreen platform installed in the high 
school, production of small promotional materials (such as bilingual maps, postcards and puzzles) and 
workshops. The focus of the project was to enable recognition, reconciliation, tolerance and respect 
within the small town community of Stolac, Bosnia & Herzegovina. The main goal of this project was 
to create a better understanding of the town, so that an individual living in Stolac has a better quality 
of life and future, thanks to the intact cultural heritage. For the new generation living in this town, this 
could only happen with a better understanding and sharing of cultural heritage trough technology 
familiar to them. All young community members, including school children, university students, young 
professionals and tourism operators were included in a series of interactive educational forums on 
cultural heritage. The forums were conceptualized with specific topics, some of them focused on 
conservation, others on science, technology or tourism. Through the work of our international 
instructors, these forums evolved into platforms and capacity building workshops for this still-divided 
community. In the end, our efforts gathered and assembled information about this community, their 
values, stories and local monuments.  

This project shows how cultural heritage and technology education was used as a bridge to the future, 
for both older and younger generations. Throughout the project, eight educational forums were held. 
The themes, participant backgrounds and ages would vary, but all of them could work with GPS 
cameras, 3D modeling and mapping software and documented monuments, buildings and on-going 
ŎƻƴǎŜǊǾŀǘƛƻƴ ǇǊƻƧŜŎǘǎ ƛƴ {ǘƻƭŀŎΦ ¢ƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǿƻǊƪ ǿŀǎ ŎƻƭƭŜŎǘŜŘ ŀƴŘ ǇƭŀŎŜŘ ƛƴǘƻ ŀ 
multidimensional digital model that is now available as an augmented reality smartphone application. 
This application is also still available to the participants through a touch screen monitor, located within 
ǘƘŜ ǎŎƘƻƻƭ ƎǊƻǳƴŘǎΦ ¢ƘŜ ŦǊŜŜ ŀǇǇƭƛŎŀǘƛƻƴ ǳǎŜǎ Dt{ ǎƛƎƴŀƭǎ ƻŦ ǘƘŜ ǳǎŜǊΩǎ ǇƘƻƴŜ ǘƻ ƛŘŜƴǘƛŦȅ ǘƘŜƛǊ ǇƻǎƛǘƛƻƴΣ 
ǿƘƛƭŜ ǘƘŜ ƛƳŀƎŜ ŦǊƻƳ ǘƘŜ ǳǎŜǊΩǎ ǎƳŀǊǘǇƘƻƴŜ ŎŀƳŜǊŀ ƛǎ ŀǳƎƳŜƴǘŜŘ ǿƛth data. This results in an 
augmented reality representation in which the user can see the previous appearance of the cultural 
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ƘŜǊƛǘŀƎŜ ǎƛǘŜ ƻŦ ǘƘŜƛǊ ƛƴǘŜǊŜǎǘ ƻƴ ǘƘŜƛǊ ǇƘƻƴŜǎΦ ¢Ƙƛǎ ŀǇǇƭƛŎŀǘƛƻƴ ǿƻǳƭŘ ƻŦŦŜǊ ǘƻŘŀȅΩǎ ƭƻŎŀƭ ŎƻƳƳǳƴƛǘȅ 
members and tourists a glimpse into the centuries old past of the Stolac region.   

The application was designed so as to be divided into three tourist routes. The first or easiest route is 
for school children, and it contains a basic quiz for the youngest ones. A more comprehensive or 
medium length route also combines visits to additional monuments with the augmented reality 
feature. The last one is a long adventurous route, taking the users to see the citadel of the Old town 
of Stolac and how it used to look like in the past.  These educational forums aided the local community 
of Stolac in understanding the past of their small town, the in-progress conservation projects and the 
use of new technology. The community also profited by giving future tourists coming into Stolac new 
educational content and teaching them about the prosperous and wealthy past of this important 
town. This example provides a promising vision of the future, giving ends and means to the new 
generation in learning about their heritage. This model and methodology are being evaluated for use 
at other sites in Bosnia & Herzegovina. 

Keywords: participatory mapping, tourism, divided communities, augmented reality, smartphone 
apps 

 

----------------------------------------- 

/ƘŀƛǊΩǎ ƴƻǘŜΥ aƻǊŜ ƛƴŦƻǊƳŀǘƛƻƴ ŀōƻǳǘ ǘƘƛǎ ŀƴŘ ƻǘƘŜǊ ǎƛƳƛƭŀǊ ǇǊƻƧŜŎǘǎ Ŏŀƴ ōŜ ŦƻǳƴŘ ŀǘ ǘƘŜ ŦƻƭƭƻǿƛƴƎ 
website: http://chwb.org/bih/  

 

 

  

http://chwb.org/bih/
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уΦ !ǳŘƛƻ ±ƛŘŜƻ DŀƭƭŜǊȅ ά{ŀǊŀƧŜǾƻ мпнр Řŀȅǎέ  

Minka Gazibara Bajramoviŏ 
 
The team called Sarajevo 1425 Days is made up of artists, graphic designers, historians, creative 
people, marketing experts, journalists, writers, researchers, economistsτpeople who were teenagers 
and children in besieged Sarajevo. Among these enthusiasts an idea and a wish were born to share 
their stories with the world in a modern and globally accepted way. The stories of those who survived, 
their memories, but also historical and court facts needed to be shared. Their memories are not just 
stories about death, terror, numbers, poverty and fear, they are about human lives and values, about 
culture, music, theatre, the Miss Besieged Sarajevo beauty pageant, about being resourceful and the 
spirit of those who survived the 1425 days under siege.  
 
How did the citizens of Sarajevo survive the constant shelling and sniper terror, without electricity, 
ǿŀǘŜǊ ŀƴŘΣ ƻŦǘŜƴΣ ŦƻƻŘΚ ²Ƙŀǘ ŘƻŜǎ ƛǘ ƳŜŀƴ ǘƻ ƭƛǾŜ άƴƻǊƳŀƭƭȅέ ŀŦǘŜǊ ǘƘŜ ƳŀǎǎŀŎǊŜǎ ƻŦ ǘƘŜƛǊ ŦŜƭƭƻǿ 
citizens? The citizens of Sarajevo did not live for the past or the future. They decided to live in the 
moment forced upon them. That is what, according to the authors, the majority of people who did 
not live during the siege or in similar circumstances cannot understand.   
 
How can we then show the world what happened in the capital of BiH in an interesting and accurate 
way?  
 
ά¢Ƙŀǘ ǉǳŜǎǘƛƻƴ ƭŜŘ ǳǎ ǘƻ a few ideas. One of them was this audio ς video projection about the Siege 
of Sarajevo. We believe that this is the first of several projects. To start with, we showed graphically 
and literally what it was like to 'live under siege'. It is difficult for the people who do not know the city 
either geographically or historically to understand that. But after they have watched the film in the 
Gallery, tourists leave and look up tƻǿŀǊŘǎ ~ǇƛŎŀǎǘŀ ǎǘƛƧŜƴŀΣ ¢ǊŜōŜǾƛŏŀΣ ¿ǳŏΣ IǳƳΦ ²Ŝ ƘŀǾŜ ǎƘƻǿƴ 
them the surroundings, given court facts and we think we have evoked emotions through effects in 
ǘƘŜ ŦƛƭƳέΣ ŜȄǇƭŀƛƴǎ aƛƴƪŀ DŀȊƛōŀǊŀ .ŀƧǊƻƳƻǾƛŏΣ ǘƘŜ ŎǊŜŀǘƻǊ ƻŦ ǘƘŜ ƛŘŜŀ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘ ŀƴŘ ƻƴŜ ƻŦ ǘƘe 
authors of the film.  
 
The team Sarajevo 1425 Days began to realize the idea through the project in 2016. First, they 
collected historical facts, the verdicts of the local courts and the International Criminal Tribunal for 
the former Yugoslavia (ICTY) in the Hague, stories of witnesses, authentic war footage, audio 
ǊŜŎƻǊŘƛƴƎǎ ŀƴŘ ǇƘƻǘƻǎΦ Lǘ ǘƻƻƪ ǘǿƻ ȅŜŀǊǎ ǘƻ ŎǊŜŀǘŜ ǿƘŀǘ ǿŜ Ŏŀƭƭ ǘƻŘŀȅ ǘƘŜ ǇǊƻƧŜŎǘƛƻƴ ά{ŀǊŀƧŜǾƻ мпнр 
ŘŀȅǎάΣ ŀ мн ƳƛƴǳǘŜ ǾƛŘŜƻ ŀǾŀƛƭŀōƭŜ ƛƴ ǘƘŜ ƭƻŎŀƭ ŀƴŘ ƛƴ ǎŜǾŜǊŀƭ ŦƻǊŜƛƎƴ ƭŀƴƎǳŀƎŜǎ ōŜŎŀǳǎŜ ƛǘ ƛs mainly 
made for tourists. As the authors say, the film is also made for all those who want a quick fact review 
of the four years of the siege, the numbers and the facts in one place. The film can also be used for 
the education of older high school students. It contains scenes of massacres and is therefore not 
recommended for younger students. It is a very good working material for students, journalists, 
researchers, and artists.   
 
The people who made the film consulted many experts, asking for help and advice. They contacted 
history professors, judicial institutions and museum workers. The Sarajevo Museum shared their 
expertise and gave support to the team. They recognized the value and the need to show the past in 
this manner.   
 
In 2018, the projection saw the light of day. A few thousand tourists from all over the world have 
watched it so far. Many of them said that they were happy that this move had been recommended to 
them. They said that they understood the facts, but that they also carried away the positive Sarajevo 
spirit that the film talks about. Actually, the Sarajevo spirit was among the things that inspired the 
authors. What is this positive Sarajevo spirit? It is the instinct for the survival of the body and the mind. 
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It is Tarik who made a candle using old fat and then the citizens of Sarajevo read at night, from 
cookbooks to Tolstoy and Selimoviŏ. It is the mothers and grandmothers who resewed clothes from 
old Burda magazines for teenagers who would attend war concerts. It is the actors who performed 
the first war play. It is Muamer who invented a cart and used it to bring more water for his whole 
building. It is many others. This is what was understood by tourists from Malaysia, Turkey, Spain, 
German and other countries. The authors are really happy because of that.   
 
One of the key motives for this story of ours is the lack of convictions on the part of the ICTY, the Court 
of BiH and local courts for the crimes committed against the citizens and children of the besieged 
{ŀǊŀƧŜǾƻΦ ά²Ƙŀǘ ƘǳǊǘǎ is that only the commanders were held responsible but none of the snipers, 
ƴƻƴŜ ƻŦ ǘƘƻǎŜ ǿƘƻ ōƻƳōŜŘ ǘƘŜ Ŏƛǘȅ ǿŜǊŜάΣ ǎŀȅ ǘƘŜ ŀǳǘƘƻǊǎ ƻŦ ǘƘŜ ŦƛƭƳΦ  
 
The next project will convey as many emotions and memories as possible to honor the victims, the 
children of Sarajevo who were killed, the fighters who were killed. The authors think that this will be 
an excellent upgrade of the factual and graphical showing of the siege made so far.  
 
ά²Ŝ ƘƻǇŜ ǘƘŀǘ ǿŜ ǿƛƭƭ ŎƻƭƭŜŎǘ ƳƻƴŜȅ ŀƴŘ ǎǳŎŎŜŜŘ ƛƴ ƳŀƪƛƴƎ ǘƘƛǎ ǎŜŎƻƴŘ ǇŀǊǘ ƻŦ the project. It is the 
main problem we faced making the first projection: finding financial support for this kind of 
expression. The state does not recognize it yet, as if that support we shared selflessly during the war 
has disappeared, but that has not discouraged us to invest all we have in the idea. That is the positive 
{ŀǊŀƧŜǾƻ ǎǇƛǊƛǘ ǘƘŀǘ ŀƭƭ ǘƘŜ ŀǳǘƘƻǊǎ ƘŀǾŜ ƛƴ ǘƘŜƳǎŜƭǾŜǎάΣ ǎŀȅǎ DŀȊƛōŀǊŀ .ŀƧǊŀƳƻǾƛŏΦ  
 
In the Video Audio Gallery Sarajevo 1425 Days, apart from the film, tourists can see authentic objects 
that the people of Sarajevo used during the war and which have been preserved because they contain 
the memories and feelings of war survival, living, to be more accurate, and the thoughts of those who 
wish to keep alive the memories of happiness in unhappiness, of life in non-life, of humans in times of 
non-humans.  
 
The authors hope that those who come to see the projection and come to the Audio Video Gallery 
Sarajevo 1425 Days will not just learn about the Siege of Sarajevo but also carry goodness within 
ǘƘŜƳǎŜƭǾŜǎΣ {ŀǊŀƧŜǾƻϥǎ ǇƻǎƛǘƛǾŜ ǎǇƛǊƛǘ ŀƴŘ ǘƘŜ ǿƛǎƘ ǘƘŀǘ ǘƘŜ ǿƘƻƭŜ ǿƻǊƭŘ ōŜŎƻƳŜǎ ŀ ǇƭŀŎŜ ƻŦ άƴƻǊƳŀƭά 
living.  
 
KeywordsΥ ǿŀǊΣ ǎƛŜƎŜΣ ǎǳǊǾƛǾŜŘΣ ŀǊǘΣ {ŀǊŀƧŜǾƻΩǎ ǇƻǎƛǘƛǾŜ ǎǇƛǊƛǘ 
 
 
---------------------------------------- 
/ƘŀƛǊΩǎ ƴƻǘŜΥ aƻǊŜ ƛƴŦƻǊƳŀǘƛƻƴ about this project can be found at the following website: 
https://sarajevo1425.ba/en/about-us/ 
 

  

https://sarajevo1425.ba/en/about-us/
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9. Bosancica Font 

Miomirka Mila Melank 
 

The research on the Bosancica, actually about the graphic art and the artistic aspect of the Bosnian 
ŀƭǇƘŀōŜǘΣ ŀƴŘ ǘƘŜ ŘŜǾŜƭƻǇƳŜƴǘ ƻŦ Ŧƻƴǘǎ ǿƛǘƘ ǎǇŜŎƛŦƛŎ ƭŜǘǘŜǊǎΣ ǿŀǎ ǎǘŀǊǘŜŘ ǿƛǘƘƛƴ ǘƘŜ ǇǊƻƧŜŎǘ ά.ƻǎŀƴŎƛŎŀ 
ǿǊƛǘƛƴƎέΣ ǿƘƛŎƘ ¦[¦t¦.LI ǊŜŀƭƛȊŜŘ ƛƴ нлмрκмсΦ ŀǎ ǇŀǊǘ ƻŦ ǘƘŜ 5ƛŀƭƻƎǳŜ ŦƻǊ ǘƘŜ Cǳture program, 
implemented by UNDP, UNICEF and UNESCO in partnership with the Presidency of Bosnia and 
Herzegovina. This project is ŀǳǘƘƻǊŜŘ ōȅ ƳǊΦ !ƳǊŀ ½ǳƭŦƛƪŀǊǇŀǑiŏ and coordinator and editor Miomirka 
Mile Melank's project. One old letter proved ideal for thinking about the pervasion of cultures in a 
common territory, where, for centuries, there has been intense communication with little or no 
linguistic barriers between the peoples and ethnic groups of the Balkans.  
 
 

 
 
 
In the artistic sense, the Bosancica appears occasionally in the works of artists of the XX century, but 
has not been explored previously in the fields of graphic design or typographic design. In this sense, 
ǘƘŜ .ƻǎŀƴőƛŎŀ ǊƻǎŜ ŦǊƻƳ ǘƘŜ ŀǎƘŜǎ ōȅ ƳǊΦ !ƳǊŀ ½ǳƭŦƛƪŀǊǇŀǑƛŏ, and as part of the ULUPUBIH project. 
Some key ideas have emerged about how heritage can be re-explored, interpreted and creatively 
transformed. In addition to the aforementioned book, about fifty posters were created in the project, 
ǘƘŜ ōƻƻƪ Ϧ.ƻǎŀƴőƛŎŀ ŦƻǊ ŎƘƛƭŘǊŜƴϦ ōȅ !ƭŜƪǎŀƴŘǊŀ bƛƴŀ YƴŜȌŜǾƛŏΣ ƻƴŜ Ŧƻƴǘ ŀƴŘ ǘǿŜƴǘȅ ǎƪŜǘŎƘŜǎ ŦƻǊ ŦƻƴǘΣ 
ǎƻƳŜ ƻŦ ǿƘƛŎƘ ǿƛƭƭ ōŜ ƳŀŘŜ ƛƴǘƻ ŦǳƴŎǘƛƻƴŀƭ Ŧƻƴǘǎ ǘƘǊƻǳƎƘ ǘƘŜ ǇǊƻƧŜŎǘ Ϧ.ƻǎŀƴőƛŎŀ ŦƻƴǘǎϦ ƛƴ ǘƘŜ ŎƻƳƛƴƎ 
period.  
 
The Bosancica is a writing system that has been a means of written communication since XII century 
both in church correspondence and among rulers and feudal lords, in the medieval Bosnian state and 
later, after the arrival of the Ottomans in XV century, with other state structures in the neighbourhood 
and in the Balkans for about 800 years, from XII to XX century. It has been used also in folk 
ŎƻƳƳǳƴƛŎŀǘƛƻƴΣ ǘƘŜ {ǘŜŏŀƪ ǘƻƳōǎǘƻƴŜǎΣ ŀƴŘ ŜǾŜƴ ǘƘŜ Ŏƻƴǎǘƛǘǳǘƛƻƴŀƭ /ȅǊƛƭƭƛŎΣ ǘƘŜ ŦƻǊƳ ǳǎŜŘ ƛƴ ǎŀŎǊŀƭ 
books, has local peculiarities to the main stream of the Cyrillic alphabet, to which Bosancica belongs 
as a writing system.  
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The aim of this research is to make distinctive and typical typographic forms of Bosancica in functional 
fonts according to the periods in which it changed, but also new contemporary forms that will not only 
remind us of a rich tradition, but give a creative impulse in artistic and creative sense.  
 
Mr. Amra ZulfikarpaǑƛŏ ŎǊŜŀǘŜŘ ǘŜƳǇƭŀǘŜǎ ŦƻǊ ǘƘŜ .ƻǎŀƴŎƛŎŀ /ƭŀǎƛŎΣ .ƻǎŀƴŎƛŎŀ wǳǎǘƛŎŀ ŀƴŘ !½ .ƻǎŀƴŎƛŎŀ 
fonts in the late 1990s, which I used to make the 2017 Functional Fonts of the same name. These fonts 
are exemplified in the later period, from the 17th, 18th and 19th centuries, when the influence of 
Arabic script on the rhythm, graphics and forms of Bosnian letters was evident.  
 
BoSanko is a functional font, created in the follow-ǳǇ ǇǊƻƧŜŎǘ .ƻǎŀƴőƛŎŀ Ŧƻƴǘǎ ƳƻŘŜƭŜŘ ƻƴ ŀ ƭŜǘǘŜǊ ŦǊƻƳ 
{ŀƴƪƻ aƛƭǘŜƴƻǾƛŏ ǘƻ ǘƘŜ 5ǳōǊƻǾƴƛƪ ǇŜƻǇƭŜ ŦǊƻƳ мосмΣ ǿƘƛŎƘ Ƙŀǎ ŀƭƭ ǘƘŜ ŎƘŀǊŀŎǘŜǊƛǎǘƛŎ ŦŜŀǘǳǊŜǎ ƻŦ ŀ 
four-line office minuscule used in the diplomatic correspondence of the Bosnian and Dubrovnik state 
offices.  
 
In collaboration with dr. Lejla NakaǑ and the Mladinska Knjiga publisher, for the purposes of 
transcription of medieval charters and books, since no complete font was appropriate in Unicode, I 
created a BosNow font, with more than 700 defined forms in the corresponding code points. Most of 
these forms existed in some standard fonts, but not all Bosnian letterforms, lines, and punctuation, 
parentheses, parentheses, and special numbers.  
 
Then, I made Kulin fonts modelled on the Kulin Ban charter of 1189 as an early form of a special two-
line majuscule on which the influence of Old Slavic Glagolitic alphabet can be felt. The Stecak font was 
modelled ŀŦǘŜǊ ǘƘŜ ƭŀǇƛŘŀǊȅ ŦƻǊƳǎ ƻŦ ǘƘŜ .ƻǎƴƛŀƴ ǎǘŜŏŀƪ ǘƻƳōǎǘƻnes, the Blagaj inscription of the 
ƘǳƳōƭŜ tǊƛƴŎŜ aƛǊƻǎƭŀǾ ƻŦ ·LL ŎŜƴǘǳǊȅΣ ŀƴŘ ǘƘŜ ǎǘŜŏŀƪ ǘƻƳōǎǘƻƴŜ ŦǊƻƳ 5ǳōǊŀǾŀ ƴŜŀǊ .ƛƭŜŏŀΦ !ƭƭ Ŧƻƴǘǎ 
are made in Unicode layout and the Bosnian font is on the Cyrillic keyboard.  
 

Keywords: bosancica, bosnian alphabet, bosnian cyrillic, typography, bosanica, bosancica font 

 

------------------------------------------ 

/ƘŀƛǊΩǎ ƴƻǘŜΥ More information about Bosancica project can be found in the ULUPUBiH publication 

available at the following address: 

https://issuu.com/milamelank/docs/bosancica_katalog_36_str 
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10. Digitization of the photo collection of the History Museum of BIH 

Tijana KriȌanoviŏ 
 

The History Museum of Bosnia and Herzegovina, founded as a the Museum of the Revolution in 1945, 

has a 75 year tradition, and 8 collections. One of them, and the biggest, is a photo collection with more 

than 80,000 photographs. Each photo has its positive (original), negative and various copies made for 

researcher cards which have formed an available archive for decades. In the last two years, the 

Museum has started a structured and comprehensive process of digitization of this collection. Thus 

far, the Museum has managed to scan more than half of the photos in different ways. The most 

efficient is using the equipment for digitization which has been in the possession of Museum for a few 

years now, and which requires professional treatment. The Museum's photographer is the one 

working on this. In addition to this, the collection has three scanners and a network of volunteers ς 

helpers that have been involved in the process since 2017. In the meantime, the museum has worked 

with professionals in the IT sector on making its own virtual platform as a digital archive specially 

designed for the needs of the Museum and this collection.  

 

The process of digitization is not a new activity in the History Museum of BiH. Having its own dark 

room and a team of professional photographers, the Museum has always strived to memorize 

documents and other objects, through photographs by making albums with contact copies and analog 

photographs. Unfortunately, part of the archive is unusable after the last war, so the process of 

digitization has started again. Besides the photo collection, the Museum has been working on the 

partial digitization of other collections, and until now it has 400 artworks, 800 posters and 10,000 

papers (newspapers, documents, etc.) digitized. For now, the only collection with an archive and 

structure in digitizing is the photo collection, which is a process that will be completed in the next two 

years. 

--------------------------------------- 

/ƘŀƛǊΩǎ ƴƻǘŜΥ CǳǊǘƘŜǊ ƛƴŦƻǊƳŀǘƛƻƴ on this and similar projects is available on the website of the History 

Museum of Bosnia and Herzegovina: http://muzej.ba/ 

 

 

 

http://muzej.ba/

