2023 - 2024 / EDOT203 - 2D Graphic Animation / 2D Graphic Animation

GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

2D Graphic Animation / 2D Graphic Animation

Ders Kodu / Course Code

EDOT203

Ders Tirii / Course Type

Ders Seviyesi / Course Level

Bachelor / Bachelor

Ders Akts Kredi / ECTS 0
Haftalik Ders Saati (Kuramsal) / 3.00
Course Hours For Week

(Theoretical)

Haftalik Uygulama Saati / Course 0.00
Hours For Week (Objected)

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

Dersin Verildigi Yl / Year 2

Ogretim Sistemi / Teaching System

Daytime Class / Daytime Class

Egitim Dili / Education Language

Turkish / Turkish

On Kosulu Olan Ders(ler) /
Precondition Courses

Amaci / Purpose

Bu ders, 6grencilere dijital oyunlar igin 2 boyutlu grafik ve animasyon tasarimi hakkinda
temel bilgileri 6gretmeyi amaglar. Bu ders kapsaminda 6grenciler, piksel tabanh tasarim
teknikleri, renk teorisi, karakter tasarimi ve animasyonu, sprite tabanli animasyon

teknikleri, arkaplan tasarimi ve kullanici arayiizii (Ul) tasarimi gibi konulari 6greneceklerdir.

Bu ders, dgrencilere oyun diinyasinda genis bir kariyer yelpazesi sunan 2 boyutlu grafik
tasarimi ve animasyonu alaninda temel becerileri kazandirmay! amaglamaktadir.

This course aims to teach students the basics of 2D graphics and animation design for
digital games. In this course, students will learn subjects such as pixel-based design
techniques, color theory, character design and animation, sprite-based animation
techniques, background design and user interface (Ul) design. This course aims to
provide students with basic skills in 2D graphic design and animation, which offers a
wide range of careers in the game world.

igerigi / Content

2D Grafik ve Animasyon dersi, 6grencilere piksel tabanli grafik tasarimi, karakter tasarimi
ve animasyonu, arka plan tasarimi ve kullanici arayiizii (Ul) tasarimi gibi konulari dgretir.
Bu ders ayrica Adobe Photoshop, lllustrator, Aseprite, GraphicsGale, Unity 2D ve
GameMaker Studio gibi popller 2D grafik tasarim araglar ve yazilimlarini kullanmayi da
igerir.

The 2D Graphics and Animation course teaches students topics such as pixel-based
graphic design, character design and animation, background design, and user
interface (Ul) design. This course also includes using popular 2D graphic design tools
and software such as Adobe Photoshop, lllustrator, Aseprite, GraphicsGale, Unity 2D,
and GameMaker Studio.

Onerilen Diger Hususlar /
Recommended Other
Considerations

Staj Durumu / Internship Status

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

Ogretim Uyesi (Uyeleri) / Faculty
Member (Members)




OGRENME GIKTILARI / LEARNING OUTCOMES

To have knowledge of pixel-based graphic design and color theory.

Piksel tabanli grafik tasarimi ve renk teorisi konusunda bilgi sahibi olmak. 2D character design and gain the ability to make animation.

2D karakter tasarimi ve animasyonu yapabilme becerisi kazanmak. To gain the ability to design game animations using sprite-based

Sprite tabanli animasyon tekniklerini kullanarak oyun animasyonlari tasarlayabilme becerisi

kazanmak. To gain the ability to desigh game animations using sprite-based animation techniques.

Arka plan tasanmi ve kullanici arayiizi (Ul) tasarimi yapabilme becerisi kazanmak. To gain the ability to do background design and user interface (Ul) design.

2 boyutlu grafik ve animasyon tasarimi alaninda kullanilan yazilim araglari hakkinda bilgi sahibi olmak. To have knowledge about the software tools used in the field of 2D graphic and animation design.

HAFTALIK DERS ICERIGi / DETAILED COURSE OUTLINE

217




Hafta / Week

Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
1 Girig ve Temel Grafik Tasarimi
Introduction and Basic Graphic Design
. . gretim Yont N _—
Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cmi\rgz Methods On Hazirlik / Preliminary
Techniques
2 Vektor Grafikleri
Vector Graphics
Teorik Dersler / Theoretical Uygulama Lab ?g;ﬁiﬁ:ﬁgtsgig Methods On Hazirlik / Preliminary
Techniques
3 Bitmap Grafikleri ve Diizenleme Araglari
Bitmap Graphics and Editing Tools
. . Ogretim Yont - _
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlgri/?rgsgig Methods On Hazirlik / Preliminary
Techniques
4 Renk Teorisi ve Uygulamalan
Color Theory and Applications
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab Ogretim Yontem ve On Hazirlik / Preliminary

Teknikleri/Teaching Methods
Technigues

5 Animasyon Temelleri

Animation Fundamentals
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
6 Animasyon Olusturma Araglari
Animation Creation Tools
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Kompozisyon ve Gorsel Hiyerarsi
Composition and Visual Hierarchy
. . 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 Tipografi ve Tipografi Animasyonlari
Typography and Typography Animations
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
10 ileri Seviye Animasyon Teknikleri
Advanced Animation Techniques
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
11 Efektler ve Efekt Animasyonlari

Effects and Effect Animations
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Prototipleme ve Onizleme Araglan
Prototyping and Preview Tools
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 |igerik Optimizasyonu
Content Optimization
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 Proje calismasi

Project work

517




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 Nurr¥ber Percentage of
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)
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 [1.16 [ 117 [ 1.1.8 [ 1.1.9 [1.1.101.1.11{1.1.12(1.1.13[1.1.14 [1.1.15

1.Piksel tabanli grafik tasarimi
ve renk teorisi konusunda bilgi
sahibi olmak. / To have
knowledge of pixel-based
graphic design and color
theory.

2D character design and gain
the ability to make animation.

2.2D karakter tasarimi ve
animasyonu yapabilme becerisi
kazanmak. / To gain the ability 4 4 3 2 4 4 4 2 4 3 2 2 3 4 5
to design game animations
using sprite-based

3.Sprite tabanli animasyon
tekniklerini kullanarak oyun
animasyonlar tasarlayabilme
becerisi kazanmak. / To gain 4 2 3 4 3 3 4 3 2 4 3 3 3 3 3
the ability to design game
animations using sprite-based
animation techniques.

4.Arka plan tasarimi ve
kullanici araylzu (Ul) tasarimi
yapabilme becerisi kazanmak. /
To gain the ability to do
background design and user
interface (Ul) design.

5.2 boyutlu grafik ve
animasyon tasarimi alaninda
kullanilan yazilim araglari
hakkinda bilgi sahibi olmak. /
To have knowledge about the
software tools used in the field
of 2D graphic and animation
design.

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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