2023 - 2024 / OMTK262 - Game Programming / Game Programming

GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Game Programming / Game Programming

Ders Kodu / Course Code

OMTK262

Ders Tirii / Course Type

Ders Seviyesi / Course Level

Associate / Associate

Ders Akts Kredi / ECTS 3.00
Haftalik Ders Saati (Kuramsal) / 2.00
Course Hours For Week

(Theoretical)

Haftalik Uygulama Saati / Course 1.00
Hours For Week (Objected)

Haftalik Laboratuar Saati / Course 0.00
Hours For Week (Laboratory)

Dersin Verildigi Yl / Year 2

Ogretim Sistemi / Teaching System

Evening Class / Evening Class

Egitim Dili / Education Language

On Kosulu Olan Ders(ler) /
Precondition Courses

On kosul bulunmamaktadir.

There are no prerequisites.

Amaci / Purpose

Dersin amaci farkli mobil platformalar igin oyun programlamada dikkat edilmesi

gerekenlerin ve oyun bilesenlerinin aktariimasidir.

The aim of the course is to transfer the things to be considered in game programming
for different mobile platforms and game components.

igerigi / Content

Mobil platformlar icin hazirlanacak olan oyunlardaki bilesenlerin kullanimi ve 6rnek

uygulamalar bu dersin igerigini olusturmaktadir.

The use of components in games to be prepared for mobile platforms and sample
applications constitute the content of this course.

Onerilen Diger Hususlar /
Recommended Other
Considerations

Staj Durumu / Internship Status

Kitabi / Malzemesi / Onerilen
Kaynaklar / Books / Materials /
Recommended Reading

Ogretim Uyesi (Uyeleri) / Faculty
Member (Members)

Ogr. Gér. Ayse Aktug




OGRENME GIKTILARI / LEARNING OUTCOMES

Algoritma ve akis diyagraminin, oyun elementlerinin diizenli ve verimli calismasi icin gerekli sartlara Will be able to design the program flow before coding in accordance with the conditions required for
uygun kodlama Oncesi program akisini tasarlayabilecektir. the regular and efficient operation of algorithm and flow diagram and game elements.
Mobil cihazlar igin oyun gelistirme platformlarini kurabilecek ve kodlama yapabilecektir. Will be able to set up game development platforms for mobile devices and be able to code.

HAFTALIK DERS iGERIGi / DETAILED COURSE OUTLINE
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Hafta / Week

Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
1 Oyun Programlamaya Girig
Introduction to Game Programming
. . gretim Yont .. _—
Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cmi\rgz Methods On Hazirlik / Preliminary
Techniques
2 Oyun Senaryosu Yazma
Writing a Game Scenario
Teorik Dersler / Theoretical Uygulama Lab ?g;ﬁiﬁ:ﬁgtsgig Methods On Hazirlik / Preliminary
Techniques
3 Unity 3D Arayuzi ve Galisma Mimarisi
Unity 3D Interface and Operating Architecture
. . Ogretim Yont - _
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlgri/?rgsgig Methods On Hazirlik / Preliminary
Techniques
4 Asset
Asset
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab Ogretim Yontem ve On Hazirlik / Preliminary

Teknikleri/Teaching Methods
Technigues

5 Basit Vektorler ve Fiziksel Materyaller

Simple Vectors and Physical Materials
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
6 Mass, Gravity, Force, Friction,Constant Force
Mass, Gravity, Force, Friction, Constant Force
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Isik kavrami ve igiklandirma
The concept of light and lighting
. . Ogretim Yoéntem ve . o
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
8 ViZE
Midterm
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab 'Cl')glzﬁmqeri/(')l'gt:cr:?\i\r,lz Methods On Hazirlik / Preliminary
Technigues
9 Unity ile C# Programlama
Programming C # with Unity
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
10 Ses Kullanimi
Use of Voice
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
11 Kamera ve Oyuncu Segimleri

Camera and Casting Picks
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Oyunlarin Yayinlanmasi
Broadcasting Games
Teorik Dersler / Theoretical Uygulama Lab ?g{ﬁ;;{g:{ﬁg:ggi\;z Methods On Hazirlik / Preliminary
Technigues
13 |Ornek Uygulama
Sample Application
Teorik Dersler / Theoretical Uygulama Lab ?g&ﬁ;;&gﬁgﬁ&iﬁz Methods On Hazirlik / Preliminary
Techniques
14  |Ornek Uygulama
Sample Application
Teorik Dersler / Theoretical Uygulama Lab ?g{ﬁh‘:};:{ﬁgggﬂ\r/‘z Methods On Hazirlik / Preliminary
Technigues
15 FINAL
FINAL
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DEGERLENDIRME / EVALUATION

. Savi/ Katki Yuzdesi /
Yanyil (Yil) Ii Etkinlikleri / Term (or Year) Learning Activities Nun}llber Percentage of
Contribution (%)
Ara Sinav / Midterm Examination 1 100
Toplam / Total: 1 100
Basar Notuna Katki Yiizdesi / Contribution to Success Grade(%): 40
Savi/ Katki Yuzdesi /
Yanyil (Yil) Sonu Etkinlikleri / End Of Term (or Year) Learning Activities y Percentage of
Number o s
Contribution (%)
Final Sinavi / Final Examination 1 100
Toplam / Total: 1 100
Basari Notuna Katki Yiizdesi / Contribution to Success Grade(%): 60
Etkinliklerinin Basar Notuna Katki Yiizdesi(%) Toplami / Total Percentage of Contribution (%) to Success Grade: 100
Degerlendirme Tipi / Evaluation Type:
iS YUKU / WORKLOADS
Siiresi | Toplam Is Yiikii
. Sayi/ (Saat) / (Saat) / Total
SR Er e e Number | Duration Work Load
(Hours) (Hour)
Ara Sinav / Midterm Examination 1 1.00 1.00
Final Sinavi / Final Examination 1 1.00 1.00
Laboratuvar / Laboratory 33 1.00 33.00
Uygulama/Pratik / Practice 40 1.00 40.00
Toplam / Total: 75 4.00 75.00

Dersin AKTS Kredisi = Toplam is Yiikii (Saat) / 25.00 (Saat/AKTS) = 75.00/25.00 = 3.00 ~ 3.00 / Course ECTS Credit = Total Workload (Hour) / 25.00 (Hour / ECTS) = 75.00 / 25.00 = 3.00 ~ 3.00
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PROGRAM VE OGRENME CIKTISI / PROGRAM LEARNING OUTCOMES

Ogrenme Ciktilari /
Learning Outcomes

Program Ciktilari / Program Outcomes

1.1.2

1.1.3

1141115 (116|117 | 118 [ 1.1.9 |1.1.10(1.1.11|1.1.12|1.1.13 {1.1.14|1.1.15|1.1.16 | 1.1.17

1.Algoritma ve akis
diyagraminin, oyun
elementlerinin diizenli ve
verimli calismasi igin gerekli
sartlara uygun kodlama 6ncesi
program akigini
tasarlayabilecektir. / Will be
able to design the program flow
before coding in accordance
with the conditions required for
the regular and efficient
operation of algorithm and flow
diagram and game elements.

2.Mobil cihazlar igin oyun
gelistirme platformlarini
kurabilecek ve kodlama
yapabilecektir. / Will be able to
set up game development
platforms for mobile devices
and be able to code.

Katki Dlzeyi / Contribution Level : 1-Cok Duistik / Very low, 2-Diisiik / Low, 3-Orta / Moderate, 4-Yuksek / High, 5-Cok Yiiksek / Very high
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