TANTÁRGYLEÍRÁS ÉS HETI TEMATIKA
	Tantárgy neve: Multimedia (Erasmus)
	Kreditértéke: 4

	A tantárgy elméleti vagy gyakorlati jellegének mértéke, „képzési karaktere”: 

	A tanóra típusa: 26 óra az első félévben és 30 óra a második félévben,

nyelve: english

Az adott ismeret átadásában alkalmazandó további módok, jellemzők: 

visual projection 

	A számonkérés módja: gyakorlati jegy
Az ismeretellenőrzésben alkalmazandó további (sajátos) módok: -

practicing photogrammetry

	A tantárgy tantervi helye  Erasmus

	Előtanulmányi feltételek: -

	Tantárgy-leírás: az elsajátítandó ismeretanyag tömör, ugyanakkor informáló leírása

	With the spread of digital photography, photography has become indirect, which raises the question not only of authenticity, but also of self-identity. With the symbolic signal processing of the computer, the ontological role of procedures based on the principle of automatic analog causation (film, video) has changed, which is masked by various hybrid, virtual supercopies. While isomorphic spatial representations recorded with analog devices have an indexical relationship with the object of the recording, image information reduced to digital signals tends to meet mental, cognitive expectations. The procedures aimed at creating synthetic images can reflect not only a painterly, but also a documentary intention. The surrealism of the images created in this way develops in the context of the alienating, ghostly, suggestive medium of the computer.
Following the traditional narrative and dramatic genres, with the turn of the millennium, simulation also became suitable for the depiction of reality, in which the computer plays a central role. The possibility of involving the viewer in the simulation - in other words, interactivity - encourages the creator to apply ever more perfect configuration solutions. The perspective representation that helps reception conveys the artist's worldview and the designer's goals in an increasingly perceptible way in line with the technical development of the game industry. The course, which promotes individual ways of mastering various applications, leads the participant through inspiring examples - among others - to the spontaneous form of 3D modeling, photogrammetry. The possibilities of the procedure that can be integrated into the design allow, in addition to the representation of reality, the combination, expansion and reinterpretation of models made from photographs and surrounding spaces.
The aim of the Multimedia subject is to develop independent creative skills, to become familiar with technical tools, and to utilize experiences in a wider range. Due to the nature of the course, it is able to integrate different knowledge and thus builds on the student's general awareness, based on patterns conveyed by culture and sciences. The condition for this is that the student pays as much attention as possible to the absorption of the subjects prescribed by the curriculum, and at the same time is able to create models with the help of multimedia. The use of technical media means practical ease in mechanical repetitions, scale changes and the scaling process. Within the framework of the subject, students can become familiar with the possibilities of artistic expression provided by computers, i.e. they can find solutions to creative problems that cannot be displayed by traditional media. At the same time, the models created by simulation can be useful in other areas of creation. The condition for the implementation of the programs is that the concept can be algorithmized.
Following the traditional narrative and dramatic genres, with the turn of the millennium, simulation also became suitable for the depiction of reality, in which the computer plays a central role. The possibility of involving the viewer in the simulation - in other words, interactivity - encourages the creator to apply ever more perfect configuration solutions. The perspective representation that helps absorption conveys the artist's worldview and the designer's goals in an increasingly perceptible way, in line with the technical development of the game industry. The course, which promotes individual ways of mastering various CAD (computer aided design) applications, leads the participant through inspiring examples - among others - to the spontaneous form of 3D modeling, photogrammetry. The possibilities of the process that can be integrated into design allow, in addition to depicting reality, the combination, expansion and reinterpretation of models made from photographs and surrounding spaces. The skills acquired during the work are aimed at planning, setting up, linking photography and presenting models. Photogrammetry, which is also suitable for documenting artifacts and creating virtual spaces, is one of the possible ways to approach 3D design, a tool for creative knowledge of the environment.
Photogrammetry, keeping pace with the development of mobile devices, enables the full use of the tiny camera sensors and wide-angle modules in our mobile phones, replacing the previously expensive equipment park and making the unique preservation of the world of objects accessible to anyone. The processing of photo series and the creation of models can be done on any PC, meaning that there are no obstacles to the spread of this new approach. The course participants will learn, among other things, how point clouds, optical and electronic scanning, lens correction, spherical cameras, skybox work, the concept of odometry, WebGL and walking simulators.
Consequently, the course is based on other narrative media (video, photo, installation, performance) and reinterprets forms of expression limited by technical possibilities in extreme situations.A basic knowledge of photography, video, graphics, and an interest in parametric programming are useful, as is a perspective of so-called “naive realism,” which means interoperability. Some of the students taking the course participate as users, that is, they make suggestions or act as models, while others direct, which is essentially the application of communication techniques learned in other courses.

	A 2-5 legfontosabb kötelező, illetve ajánlott irodalom (jegyzet, tankönyv) felsorolása bibliográfiai adatokkal (szerző, cím, kiadás adatai, (esetleg oldalak), ISBN)

	Frasca, Gonzalo: Play the Message (Play, Game and Videogame

Rhetoric Ph.D. DissertationIT University of Copenhagen Denmark 2007)

Gibson, J. J.: The Ecological Approach to Visual Perception (1979)
http://classes.matthewjbrown.net/teaching-files/ccc/gibson.pdf
Caillois, Roger: Man, Play and Games. University of Illinois Press,

Urbana and Chicago, 2002.

Eskelinen, Markku: The Gaming Situation, 2001,
http://www.gamestudies.org/0101/eskelinen/
Mitchell, W. J. T.: The Pictorial Turn, Net, fordította: Hornyik Sándor.

	A féléves tematika hetekre lebontott rövid ismertetése a kontakt órákra vonatkozóan
1. évf.

2. évf.

3. évf.

4. évf.

5. évf.
1. hét
Getting to know the technical conditions suitable for scanning

2. hét
Practical demonstration of various optical and electronic procedures, approaches

3. hét
taking pictures outdoors, aspects of adapting to light conditions, handling changing conditions, lens correction

4. hét
The concept of pointcloud and offline processing in Meshlab.

5. hét
Analysis and modification of the completed models based on various
output aspects, combining meshes, creating complex spaces

6. hét
Comparison of various recording techniques, quality of montage elements,

7. hét
integration of hybrid elements into real spaces;

virtual terrain generator

8. hét

Drone-perspective in fotogrammetry, multiple cameras in action
9. hét
visualization of the environment of the models spherical camera, skybox

10. hét
Tavaszi szünet

11. hét
Alternatives to photogrammetry, RGB-D sensor, Google Tango-based odometry

12. hét
application of Kinect, panoramic tour editing program using spherical camera

13. hét
Application of a walking simulator to walk through the displayed spaces

14. hét
publishing the works in WebGL and offline software environments



	Tantárgy felelőse:  Langh E. Róbert

	Tantárgy oktatásába bevont oktató(k) és elérhetősége(ik): -

	A tantárgy tanításának időpontja/helyszíne: 
Friday at 14.15-16.00

	Tantárgykódja: 

	Felelős tanszéke:  Intermedia

	Képzési idő szemeszterekben: 1

	Tanórák száma összesen: 28

	Tanulmányi követelmények: 

basic computer and photography skills

	Oktatási módszerek:  theorethical and practice

	Javasolt tanulási módszerek:  unique solutions based on inspiration

	A hallgató egyéni munkával megoldandó feladatainak száma: 1

	Felhasználható fontosabb technikai és egyéb segédeszközök: 

mobil phone with camera, computer

	Szabadon választható (az infrastrukturális adottságokat figyelembe véve) tárgyként meghirdetve konkrét munkatervvel jelentkező hallgatók meghatározott időtartamra (max. 2 szemeszter, és nem érintheti a diploma évet) számára felvehető, létszám (a tárgyat kötelezően felvevő hallgatóval együtt): 12


