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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Ders Kodu / Course Code

EILT330

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

Dogru ‘kullanici-trin etkilesimlerinin’ tasarlanmasi igin gerekli olan temel 6gelerin
kavranmasi

An understanding of the key elements needed to design the right 'user-product
interactions'

igerigi / Content

Dersin Amaci Mobil Etkilesim Tasarimi kavraminin anlasiimasi, etkilesimli Grtin tasarlarken
‘kullanici-odaklr’ yaklasim ve distince yeteneginin kazandiriimasi

Course Objectives Understanding the concept of Mobile Interaction Design, gaining
the 'user-oriented' approach and thinking ability while designing interactive products.

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

Mobil cihazlarin giderek ekran bazli hale gelmesi sonucunda bu ekranlara yonelik tasarim ve
uygulama gelistirme sireglerin dnemi ve degeri giderek artmaya baslamistir. Nitelikli, islevsel ve
estetik olarak tasarlanmig arayiizlere sahip olan uygulamalar, hem pazarlama hem de kullanim
acisindan buytuk farklar yaratabilmektedirler. Bunlarin tizerine kullanilabilirligi yiiksek ve kullanici
deneyimi zengin uygulamalar ¢ok kisa zaman igerisinde kullanicilarin vazgegilmezleri arasina
girebilmektedirler.

As mobile devices become more screen-based, the importance and value of the design and
application development processes for these screens has started to increase. Applications with
quality, functional and aesthetically designed interfaces can make a big difference in terms of both
marketing and usage. On top of these, applications with high usability and rich user experience can
become indispensable for users in a very short time.

Mobil kullanici arayiizii tasarlama: Ogrenciler, mobil cihazlar igin kullanici dostu arayiizlerin temel
prensiplerini 6grenirler. Bu ¢ikti, kullanici deneyimini iyilestirmek icin arayliz tasarlama becerilerini
gelistirmeyi amaglar.

Designing a mobile user interface: Students learn the basic principles of user-friendly interfaces for
mobile devices. This output aims to develop skills in designing interfaces to improve the user
experience.

Mobil etkilesim desenlerinin tanimlanmasi: Ogrenciler, farkli mobil etkilesim desenlerini tanimlama,
analiz etme ve kullanma yeteneklerini gelistirirler. Bu ¢ikti, 6grencilerin kullanici ihtiyaglarini
karsilamak igin uygun etkilesim desenlerini segcmelerine yardimci olmayi hedefler.

Identification of mobile interaction patterns: Learners develop their ability to identify, analyze and use
different mobile interaction patterns. This output aims to help learners select appropriate interaction
patterns to meet user needs.

Prototip gelistirme ve test etme: Ogrenciler, mobil etkilesim tasarimi igin prototip gelistirme siireglerini
ogrenirler. Bu cikti, 6grencilerin tasarnim fikirlerini hizli bir sekilde prototipe doniistiirmelerini ve
ardindan kullanicilarla geri bildirim toplamak igin test etmelerini saglar.

Prototype development and testing: Students learn the process of developing prototypes for mobile
interaction design. This output enables students to quickly turn their design ideas into prototypes and
then test them with users to collect feedback.

HAFTALIK DERS ICERIGi / DETAILED COURSE OUTLINE
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Hafta / Week

. . Ogretim Yont - I
Teorik Dersler / Theoretical Uygulama Lab Tglz(neill(rlgri/(?rr;a?gi\r/]z Methods On Hazirlik / Preliminary

Techniques

1 Mobil Pazar ve Platformlar ve Mobil Ekranlar ve Ozellikleri.

Mobile Market and Platforms and Mobile Screens and Features.

Teorik Dersler / Theoretical Uygulama Lab ?g{ﬁ;ﬂ;}ﬁgg&i\éz Methods On Hazirlik / Preliminary

Techniques

Arayiiz Tasanmi Temelleri ve Mobil Arayiiz Ogeleri. Arayiiz nedir?
Arayiiziin kisa gegmisi.

Interface Design Fundamentals and Mobile Interface Elements. What
is an interface? Brief history of the interface.

Teorik Dersler / Theoretical Uygulama Lab ?g;ﬁiﬁ:ﬁgtsgig Methods On Hazirlik / Preliminary

Techniques

3 Tasarim ilkeleri. Renk-Tipografi.

Design principles. Color-Typography.

Teorik Dersler / Theoretical Uygulama Lab ?g&ﬁ;g;:{ﬁg:&ig Methods On Hazirlik / Preliminary

Techniques

4 Pictogram ve ikonlar-Etkilesim tasarimi ve tiirleri.

Pictogram and icons-Interaction design and types.

gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁgll(rlnerils)l'gt:é?]i\r’:; Methods On Hazirlik / Preliminary

Technigues

5 Arayliz Tasarimi Bilesenleri@ Layout, Bilgi mimarisi, GUI.

Interface Design Components@ Layout, Information architecture,
GUI.
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
6 Coklu medya kullanimi@ Metin kullamnimi, Arayiiz gegis animasyonlari
Multi-media usage@ Text usage, Interface transition animations
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Arayliz tasarimi yaklasimlan@ Prototipleme, Prototipleme tiirleri@
Prototipleme Araglari, Prototipleme Testi.
Interface design approaches@ Prototyping, Prototyping types@
Prototyping Tools, Prototyping Testing.
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(l?;ri/s)rgsgiﬁz Methods On Hazirlik / Preliminary
Techniques
8 Kullanici Deneyimi, Analiz yontemleri
User Experience, Analysis methods
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab 'Cl')glzﬁmqeri/(')l'gt:cr:?\i\r,lz Methods On Hazirlik / Preliminary
Technigues
9 igerik olusturma, On aragtirma yéntemleri, Persona, Sadelestirme.
Content creation, Pre-research methods, Persona, Simplification.
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
10 Kullanici senaryolari, Gérev analizi, Fonksiyon analizi, Kullanilabilirlik.
User scenarios, Task analysis, Function analysis, Usability.
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
“ Techniques
Kullanici Deneyimi Olgtimii ve Deg@erlendiriimesi@ Kullanilabilirlik
1 testleri, Kullanici deneyimi testleri,

Duygu ve motivasyon testleri.

User Experience Measurement and Evaluation@ Usability tests, User
experience tests, Emotion and motivation tests.
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Proje ve Uygulama
Project and Implementation
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
13 Adobe XD programi ile Arayuiz Tasarnmi ¢alismalari
Interface Design studies with Adobe XD program
. . Ogretim Yoéntem ve . o
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
14 Adobe XD ile galisma ve son denemelerin yapilmasi.

Working with Adobe XD and making final experiments.
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DEGERLENDIRME / EVALUATION

. Savi/ Katki Yuzdesi /
Yanyil (Yil) Ii Etkinlikleri / Term (or Year) Learning Activities y Percentage of
Number - A
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
Ara Sinav igin Bireysel Calisma / Individual Study for Mid term Examination 10 2.00 20.00
Bireysel Calisma / Self Study 10 2.00 20.00
Derse Katilim / Attending Lectures 14 2.00 28.00
Proje Hazirlama / Project Preparation 1 26.00 26.00
Uygulama/Pratik / Practice 10 3.00 30.00
Toplam / Total: 46 36.00 125.00

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.Mobil cihazlarin giderek
ekran bazli hale gelmesi
sonucunda bu ekranlara
yonelik tasarim ve uygulama
gelistirme sureglerin 6nemi ve
degeri giderek artmaya
baslamistir. Nitelikli, islevsel ve
estetik olarak tasarlanmis
arayuzlere sahip olan
uygulamalar, hem pazarlama
hem de kullanim agisindan
buytk farklar
yaratabilmektedirler. Bunlarn
tizerine kullanilabilirligi ytksek
ve kullanici deneyimi zengin
uygulamalar ¢cok kisa zaman
icerisinde kullanicilarin
vazgecilmezleri arasina
girebilmektedirler. / As mobile
devices become more screen-
based, the importance and
value of the design and
application development
processes for these screens
has started to increase.
Applications with quality,
functional and aesthetically
designed interfaces can make
a big difference in terms of both
marketing and usage. On top of
these, applications with high
usability and rich user
experience can become
indispensable for users in a
very short time.
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2.Mobil kullanici arayiizi
tasarlama: Ogrenciler, mobil
cihazlar icin kullanici dostu
arayuzlerin temel prensiplerini
dgrenirler. Bu giktl, kullanic
deneyimini iyilestirmek igin
arayuz tasarlama becerilerini
gelistirmeyi amaclar. /
Designing a mobile user
interface: Students learn the
basic principles of user-friendly
interfaces for mobile devices.
This output aims to develop
skills in designing interfaces to
improve the user experience.

3.Mobil etkilesim desenlerinin
tanimlanmasi: Ogrenciler, farkl
mobil etkilesim desenlerini
tanimlama, analiz etme ve
kullanma yeteneklerini
gelistirirler. Bu gikti,
ogrencilerin kullanici
ihtiyaglarini karsilamak icin
uygun etkilesim desenlerini
secmelerine yardimci olmayi
hedefler. / Identification of
mobile interaction patterns:
Learners develop their ability to
identify, analyze and use
different mobile interaction
patterns. This output aims to
help learners select
appropriate interaction patterns
to meet user needs.

4.Prototip geligtirme ve test
etme: Ogrenciler, mobil
etkilesim tasarimi igin prototip
gelistirme sureglerini 6grenirler.
Bu cikti, 6grencilerin tasarim
fikirlerini hizl bir sekilde
prototipe dénustlrmelerini ve
ardindan kullanicilarla geri
bildirim toplamak igin test
etmelerini saglar. / Prototype
development and testing:
Students learn the process of
developing prototypes for
mobile interaction design. This
output enables students to
quickly turn their design ideas
into prototypes and then test
them with users to collect
feedback.

8/9




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