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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Fundamentals of Game Design Il / Fundamentals of Game Design ||

Ders Kodu / Course Code

EDOT102

Ders Tirii / Course Type

Ders Seviyesi / Course Level

Bachelor / Bachelor

Ders Akts Kredi / ECTS 0
Haftalik Ders Saati (Kuramsal) / 2.00
Course Hours For Week

(Theoretical)

Haftalik Uygulama Saati / Course 2.00
Hours For Week (Objected)

Haftalik Laboratuar Saati / Course 0.00

Hours For Week (Laboratory)

Dersin Verildigi Yl / Year

1

Ogretim Sistemi / Teaching System

Daytime Class / Daytime Class

Egitim Dili / Education Language

Turkish / Turkish

On Kosulu Olan Ders(ler) /
Precondition Courses

Oyun Tasarnminin Temelleri |

Amaci / Purpose

Oyun tasarimi yapim sirecinde temelleri olusturan farkli egitim alanlarinin olusuma etkisi,
yapim sirecindeki zaman kalite gizgisinin yiikseltiimesi ve oyun tasariminda kullanilan
temel oyun mekaniklerini kavramasi amaglanmaktadir.

It is aimed to understand the effect of different educational areas that form the
foundations of the game design process, to raise the time quality line in the production
process and to comprehend the basic game mechanics used in game design.

igerigi / Content

Dersin icerigi; oyun estetiginin alanlar ve katmanlarini, tasarim ve oyun tasariminin odak
noktalarini irdeleyerek yapim éncesi, yapim ve yapim sonrasinda oyunun kullanici ile
iliskisi ve devamindaki planlamalarin yénetilebilmesi icin gerekli kavramsal ve uygulamali
Onerileri icerir.

Course content; It examines the areas and layers of game aesthetics, the focal points
of design and game design, and includes conceptual and practical suggestions for the
management of the game's relationship with the user and subsequent planning before,
during and after production.

Onerilen Diger Hususlar /
Recommended Other
Considerations

Staj Durumu / Internship Status

Yok

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

1- Mehmet Naci Dedeal, Karakter Tasarimi

2- Game Design Workshop by Tracey Fullerton

3- Johan Huizinga, Homo Ludens

4- Rules of Play

Cesitli diger yayinlar, periyodik yayinlar, internet yayinlari.

1- Mehmet Naci Dedeal, Karakter Tasarimi

2- Game Design Workshop by Tracey Fullerton
3- Johan Huizinga, Homo Ludens

4- Rules of Play

Various other publications, periodicals, webcasts.

Ogretim Uyesi (Uyeleri) / Faculty
Member (Members)

Beglim Ergam




OGRENME GIKTILARI / LEARNING OUTCOMES

iletisim alaninda oyunun kavramsal olarak 6nemini anlayip, oyuncuyu merkeze alan tasarim odakli
uygulama yapabilme yetenegi kazandirmak.

To understand the conceptual importance of the game in the field of communication and to gain the
ability to make design-oriented applications centered on the player.

Cesitli perspektiflerden bilgi ve fikirleri analiz ederek, sentezlemek ve degerlendirebilme yetisi
kazandirmak

To gain the ability to analyze, synthesize and evaluate information and ideas from various
perspectives

Tasarim iglevleri ve oyun tlrlerini, etkilesim ve anlatim bicimlerini olusturan temel 6geleri analiz
edebilme ve nasil kullanildigini anlamak

To be able to analyze the basic elements that make up design functions and game types, interaction
and narrative forms and to understand how they are used

Oyun estetigi hakkinda fikir sahibi olur.

Have an idea about game aesthetics.

HAFTALIK DERS iCERIGi / DETAILED COURSE OUTLINE

217




Hafta / Week

Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
Ders icerigi ile ilgili bilgilendirme / Oyun Konseptleri ve Temel
Mekanikler
Information about course content / Game Concepts and Basic
Mechanics
. . gretim Yont N -
Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cr:ui\rgz Methods On Hazirlik / Preliminary
Techniques
Anlatilan konulara goére proje
Oyun estetiginin alanlari, ortam ve kosullar gelistirme ve oyun yapisi
kurgulama
Fields, environment and conditions of game aesthetics
Teorik Dersler / Theoretical Uygulama Lab ?g;ﬁ;;{lg:i(ﬁgtsgig Methods On Hazirlik / Preliminary
Techniques
Anlatilan konulara goére proje
gelistirme ve oyun yapisi
Oyun katmanlari kurgulama araytiz galigmasi
uzerinden 6rnekleme
game layers
. . Ogretim Yoéntem ve x o
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
Anlatilan konulara goére proje
ierik ve amag belirleme asamasinda tasanimin odaklar gelistirme ve oyun yapisi
kurgulama arayiiz galismasi
uzerinden érnekleme
Foci of design at the stage of content and purpose determination
. . Ogretim Yont .. .
Teorik Dersler / Theoretical Uygulama Lab gretim ! ontem ve On Hazirlik / Preliminary

Teknikleri/Teaching Methods
Techniques

Tasarimin odaklar ve uygulama caligmasi

Anlatilan konulara gére proje
gelistirme ve oyun yapisi
kurgulama arayuz galismasi
uzerinden érnekleme final teslimi

Tasarimin odaklarn ve uygulama galigmasi
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
. . Tasarim odaklarinin belirlenmesi
Yeni Proje ¢aligmasinin agiklanmasi ve tasarim odaklarinin
6 ; d ve 3B modelleme programi
belirlenmesi .
gosterimi
Yeni Proje ¢alismasinin agiklanmasi ve tasarim odaklarinin
belirlenmesi
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Uygulama galigmasina yonelik aragtirmalarin ve analizlerin yapilmasi 3B modelleme programi gosterimi
Uzerinden uygulama caligsmasi
Conducting research and analysis for application
. . Ogretim Yoéntem ve . o
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
8 Sinav
Exam
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab 'Cl')glzﬁmqeri/(')l'gt:cr:?\i\r,lz Methods On Hazirlik / Preliminary
Technigues
9 Tasarima yonelik method, stratejilerin belirlenmesi ve alternatiflerin
ortaya konmasi
Identifying methods, strategies for design and revealing alternatives
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
10 Teslim projelerinin geri bildirimi ve yeni proje konusunun agiklanmasi
Feedback of delivery projects and explanation of new project topic
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
11 Sunum teknikleri ve prototipleme
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Planlanan is akisinin degerlendirilmesi
Teorik Dersler / Theoretical Uygulama Lab ?ggﬁ;ﬂ;:{ﬁrgsggi\% Methods On Hazirlik / Preliminary
Technigues
13 Final test hazirligi
Teorik Dersler / Theoretical Uygulama Lab ?g&ﬁﬂ&gﬁgﬁgmz Methods On Hazirlik / Preliminary
Techniques
14 Final

517




DEGERLENDIRME / EVALUATION

. Savi/ Katki Yuzdesi /
Yanyil (Yil) Ii Etkinlikleri / Term (or Year) Learning Activities Nun}llber Percentage of
Contribution (%)
Ara Sinav igin Bireysel Galisma / Individual Study for Mid term 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 Nurr¥ber Percentage of
Contribution (%)
Final Sinavi igin Bireysel Calisma / Individual Study for 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)
Toplam / Total: 0 0 0

Dersin AKTS Kredisi = Toplam Is Yiikii (Saat) / 25.00 (Saat/AKTS) = 0.00/25.00 = 0.00 ~ 0.00 / Course ECTS Credit = Total Workload (Hour) / 25.00 (Hour / ECTS) = 0.00 / 25.00 = 0.00 ~ 0.00
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PROGRAM VE OGRENME CIKTISI / PROGRAM LEARNING OUTCOMES

Ogrenme Ciktilari / Program Ciktilar / Program Outcomes
Hzailifg QUERES 111 (112113 (114|115 [ 116 | 1.1.7 [ 1.1.8 | 1.1.9 [1.1.10(1.1.11[1.1.12|1.1.13|1.1.14 [1.1.15

1.iletisim alaninda oyunun
kavramsal olarak 6nemini
anlayip, oyuncuyu merkeze
alan tasanm odakl uygulama
yapabilme yetenegi
kazandirmak. / To understand
the conceptual importance of
the game in the field of
communication and to gain the
ability to make design-oriented
applications centered on the
player.

2.Cesitli perspektiflerden bilgi
ve fikirleri analiz ederek,
sentezlemek ve
degerlendirebilme yetisi
kazandirmak / To gain the
ability to analyze, synthesize
and evaluate information and
ideas from various
perspectives

3.Tasarim islevleri ve oyun
trlerini, etkilesim ve anlatim
bigimlerini olusturan temel
Ogeleri analiz edebilme ve nasil
kullanildigini anlamak / To be
able to analyze the basic
elements that make up design
functions and game types,
interaction and narrative forms
and to understand how they
are used

4.0yun estetigi hakkinda fikir
sahibi olur. / Have an idea
about game aesthetics.

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