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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Ders Kodu / Course Code

EILT323

Ders Tirii / Course Type

Ders Seviyesi / Course Level

Bachelor / Bachelor

Ders Akts Kredi / ECTS 5.00
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 3

Ogretim Sistemi / Teaching System

Daytime Class / Daytime Class

Egitim Dili / Education Language

Turkish / Turkish

On Kosulu Olan Ders(ler) /
Precondition Courses

Yok

N/A

Amaci / Purpose

Ders, gelismis oyun motorlarinin etkin sekilde kullaniimasi amacini tagimaktadir. Derste bir
oyun motorunda programlama ve oyun yaratmanin baslica 6zelliklerini ve karakter
tasarimina 6zel énem verilecektir. Ders boyunca égrencilerin kendi oyunlarini gelistirmek
icin pek ¢ok konuyu ve araglar entegre ederek en ylksek asamaya getirmeleri
amaclanmaktadir.

The course aims to use advanced game engines effectively. The course will focus on
programming and game creation in a game engine and special attention to character
design. Throughout the course, it is aimed that students bring their game to the
highest level by integrating many topics and tools to improve it.

igerigi / Content

Ders boyunca 6grenciler oyun gelistirme alaninda temel gereksinimlerden olan kod
bilgisinin yani sira tasarim ve Uretim surecleri hakkinda da bilgi sahibi olacaklardir. Bu ders
o6grencilere oyun Uretim siireglerinin en basindan en sonuna kadar nasil strdiraldigini
de hem teorik hem pratik anlamda anlatacaktir.

During the course, the students will have information about the design and production
processes of code information, which is one of the basic structures in the field of game
development. In these courses, it will be explained both theoretically and practically
that you are kept at the top of our sales products until the end.

Onerilen Diger Hususlar /
Recommended Other
Considerations

Yok

N/A

Staj Durumu / Internship Status

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

Ogretim Uyesi (Uyeleri) / Faculty
Member (Members)




OGRENME GIKTILARI / LEARNING OUTCOMES

iletisim tasarimi alanindaki yenilikleri tasarim siirecinde uygular. Apply the innovations in the field of communication design in the design process.
Kapsamli ve karmasik dislnceleri sadelesmis gorsel mesajlara dénusturur. It transforms comprehensive and complex thoughts into simplified visual messages.
Kultirel ve estetik egilimleri, gorsel iletisim tasarim urtinlerine uygular. Applies cultural and aesthetic trends to visual communication design products.
Temel programlama ve gérsel programlama konusunda deneyim kazanirlar. They gain experience in basic programming and visual programming.

HAFTALIK DERS ICERIGi / 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 3D Proje ve elemanlarinin organize edilmesi
Organizing 3D Project and its elements
. . gretim Yont .. _—
Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cmi\rgz Methods On Hazirlik / Preliminary
Techniques
2 Temel ve orta seviyede C# programlama
Basic to intermediate level C# programming
Teorik Dersler / Theoretical Uygulama Lab ?g;ﬁiﬁ:ﬁgtsgig Methods On Hazirlik / Preliminary
Techniques
3 C# programlama
C# programming
. . Ogretim Yont - _
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlgri/?rgsgig Methods On Hazirlik / Preliminary
Techniques
4 3D Karakter tasarimi
3D Character design
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab Ogretim Yontem ve On Hazirlik / Preliminary

Teknikleri/Teaching Methods
Technigues

3D karakterlerin animasyonu. Karakter takip sistemi ve temel yapay
zeka

Animation of 3D characters. Character tracking system and basic Al
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
6 Oyun algoritmasi ve gelismis yapay zeka
Game algorithm and advanced artificial intelligence
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Ara Sinav
Midterm
. . Ogretim Yoéntem ve . o
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
8 Kamera animasyonlari ve ara sahneler
Camera animation and intermediate scenes
Teorik Dersler / Theoretical Uygulama Lab ?g{ﬁh‘:};:{ﬁgggﬂ\r/‘z Methods On Hazirlik / Preliminary
Technigues
9 Arayiiz yapimi. Girig ekrani ve menliler.
Interface construction. Home screen and menus.
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
10 Tamamlanan oyunun farkli platformlara aktarimi
Transfer of the completed game to different platforms
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
11 Proje incelemesi

Project Review
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Proje Hazirlama
Preparing project
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 Proje Sunumlari
Project Presentations
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 Final Teslimi

Final Presentations
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DEGERLENDIRME / EVALUATION

. Savi/ Katki Yuzdesi /
Yanyil (Yil) Ii Etkinlikleri / Term (or Year) Learning Activities N y Percentage of
umber S o
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 (%)
Proje Hazirlama / Project Preparation 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
Ara Sinav igin Bireysel Calisma / Individual Study for Mid term Examination 13 1.00 13.00
Derse Katilim / Attending Lectures 15 4.00 60.00
Proje Hazirlama / Project Preparation 20 1.00 20.00
Proje Sunma / Project Presentation 1 1.00 1.00
Uygulama/Pratik / Practice 30 1.00 30.00
Toplam / Total: 80 9.00 125.00

Dersin AKTS Kredisi = Toplam Is Yiikii (Saat) / 25.00 (Saat/AKTS) = 125.00/25.00 = 5.00 ~ 5.00 / Course ECTS Credit = Total Workload (Hour) / 25.00 (Hour / ECTS) = 125.00 / 25.00 = 5.00 ~ 5.00
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PROGRAM VE OGRENME CIKTISI / PROGRAM LEARNING OUTCOMES

Ogrenme Ciktilari /
Learning Outcomes

Program Ciktilar / Program Outcomes

1.1.2

1.1.3

1.1.4

1.1.5

1.1.6

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

1.1.16

1.1.17

1.1.18

1.1.19

1.1.20

1.1.21

1.1.22

1.1.23

1.iletisim tasarimi alanindaki
yenilikleri tasarim surecinde
uygular. / Apply the innovations
in the field of communication
design in the design process.

2.Kapsamli ve karmasik
diisiinceleri sadelegmis gorsel
mesaijlara donustirdr. / It
transforms comprehensive and
complex thoughts into
simplified visual messages.

3.Kilturel ve estetik egilimleri,
gorsel iletisim tasanm
Urtinlerine uygular. / Applies
cultural and aesthetic trends to
visual communication design
products.

4.Temel programlama ve
gorsel programlama
konusunda deneyim
kazanirlar. / They gain
experience in basic
programming and visual
programming.

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