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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Fundamentals of Game Design | / Fundamentals of Game Design |

Ders Kodu / Course Code

EDOT101

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

1

Ogretim Sistemi / Teaching System

Daytime Class / Daytime Class

Egitim Dili / Education Language

Turkish / Turkish

On Kosulu Olan Ders(ler) /
Precondition Courses

Amaci / Purpose

Ogrenciye bir oyunu tasarlama siireci hakkinda bilgilendirme ve bu siireci resimsel ifade,
eskiz yapmanin teknik becerilerinin gelistiriimesi ve gizerek diisiinebilme yeteneklerini
gelistiriimesi ile destek olunmasini saglamaktir.Oyun tasarimi yapim surecinde temelleri
olusturan farkl egitim alanlarinin olusuma etkisi ve yapim siirecindeki zaman kalite
Gizgisinin yukseltiimesi amaglanmaktadir.

It is aimed to inform the student about the process of designing a game and to support
this process by developing the technical skills of pictorial expression, sketching, and
the ability to think by drawing.

igerigi / Content

Ders; yapim dncesi , yapim ve yapim sonrasinda oyunun kullanici ile iligkisi ve
devamindaki planlamalarin yénetilebilmesi icin gerekli kavramsal ve uygulamali énerileri
icerir.

Lesson; It includes conceptual and practical suggestions for managing 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

None

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

Kaynaklar:

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.

Kaynaklar:

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)




OGRENME GIKTILARI / LEARNING OUTCOMES

iletisim alaninda oyunun kavramsal olarak énemini anlayip, oyuncuyu merkeze alan tasarim odakl To understand the conceptual importance of the game in the field of communication and to gain the
uygulama yapabilme yetenegi kazandirmak. ability to make design-oriented applications that put the player in the center.

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

Tasarim islevleri ve oyun tlrlerini, etkilesim ve anlatim bigimlerini olusturan temel 6geleri analiz To be able to analyze the basic elements that make up the design functions and game types,
edebilme ve nasil kullanildigini anlamak interaction and expression styles and to understand how they are used

Farkli oyun mekanigi turlerini tanimak ve bir oyunun dengesini olusturmak igin mekaniklerin nasil Recognize different types of game mechanics and understand how to use mechanics to create the
kullanilacagini anlamak. balance of a game.

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

Ders icerigi ile ilgili bilgilendirme (temel kavramlarla genel bir

baslangig)

Information on course content (a general introduction to basic

concepts)

. . gretim Yont N _—

Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cmi\rgz Methods On Hazirlik / Preliminary
Techniques

Ana Sanat Kavramlari, Oyunun Tanimi ve Temel Ozellikleri, Tasarim |3 boyutlu gérme yetisi kazandirma

Islevleri calismasi

Main Art Concepts, Definition and Basic Features of the Game,

Design Functions

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

Tasarm islevleri, Amaca yénelik gizim araclar tercihi beden dili ve Sat;,oﬁg:, gorme yetisi kazandirma

Gizime katkilarinin aktariimasi caliy P

Oran-oranti figlir calismalan
Design Functions, Purpose-oriented drawing tools preference, body
language and transfer of their contribution to drawing
. . Ogretim Yont - _

Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlgri/?rgsgig Methods On Hazirlik / Preliminary
Techniques

Tasanm iglevleri ve uygulama galismasi, is planinin hazirhgi is planinin hazirhig

Design Functions and implementation work, Preparation of the

business plan

gretim YO "
Teorik Dersler / Theoretical Uygulama Lab Ogretim Yontem ve On Hazirlik / Preliminary

Teknikleri/Teaching Methods
Technigues

Perspektife Giris, Calisma alani boyutlari segimi ve uygulamasi

Perspektiif ve ¢alisma alanlari
Uzerinde uygulamalar

Introduction to Perspective, Selection and application of workspace
dimensions
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
. . - Yontemlerinin kullanimi ve
6 Isik-Golge, Tarama yontemlerinin kullanimi ve uygulamasi uygulamasi
Use and application of Light-Shadow, Scanning methods
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Renkler ve iglev alanlari
Colors and Function areas
. . Ogretim Yoéntem ve . o
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
8 Ara sinav (Sunum ve Dosya Teslimi)
Midterm (Presentation and File Submission)
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab 'Cl')glzﬁmqeri/(')l'gt:cr:?\i\r,lz Methods On Hazirlik / Preliminary
Technigues
9 Teslim projelerinin geri bildirimi Eksikler, gerekli olmayanlarin
aktanimi
Feedback of delivery projects
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
Senaryo kurgulamalari Gizerinden
10 Kompozisyon ve Cerceveleme Ydntemleri kompozisyon ve gerceve
kurgulamalan
Composition and Framing Methods
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
Hedef kitle hazirlama - fragmanlar
11 Sunum teknikleri tanitim promosyon vs. 6n

hazirliklar

Presentation techniques
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
; . . Planlanan is akiginin
12 Is planinin test edilmesi degerlendirilmesi
Testing the business plan
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 Final test hazirlidi 2
Final test preparation 2
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 Final Test Hazirligi

Final test preparation 2
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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 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 N y Percentage of
umber S o
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)
Ara Sinav / Midterm Examination 1 5.00 5.00
Ara Sinav igin Bireysel Calisma / Individual Study for Mid term Examination 1 10.00 10.00
Bireysel Calisma / Self Study 10 5.00 50.00
Derse Katilim / Attending Lectures 1 14.00 14.00
Final Sinavi / Final Examination 1 1.00 1.00
Proje Sunma / Project Presentation 2 5.00 10.00
Proje Tasarimi /Y6netimi / Project Design/Management 3 10.00 30.00
Toplam / Total: 19 50.00 120.00
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Dersin AKTS Kredisi = Toplam Is Yiikii (Saat) / 25.00 (Saat/AKTS) = 120.00/25.00 = 4.80 ~ / Course ECTS Credit = Total Workload (Hour) / 25.00 (Hour / ECTS) = 120.00 / 25.00 = 4.80 ~

718




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 that put the player
in the center.

2.Cesitli perspektiflerden bilgi
ve fikirleri analiz ederek,
sentezlemek ve -
degerlendirebilme yetisi
kazandirmak / To gain the 3 3 2 4 4 3 4 5 4 3 4 4 3 4 5
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 4 3 2 4 4 4 3 4 3 4 3 5 4 4 4
elements that make up the
design functions and game
types, interaction and
expression styles and to
understand how they are used

4.Farkl oyun mekanigi tirlerini
tanimak ve bir oyunun
dengesini olusturmak igin
mekaniklerin nasil
kullanilacagini anlamak. /

Recognize different types of 3 4 2 3 4 4 4 4
game mechanics and
understand how to use
mechanics to create the
balance of a game.

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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