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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Digital Game Industry / Digital Game Industry

Ders Kodu / Course Code

EDOT308

Ders Tirii / Course Type

Ders Seviyesi / Course Level

Bachelor / Bachelor

Ders Akts Kredi / ECTS 6.00
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

Amaci / Purpose

Bu dersin amaci, 6grencilere dijital oyun sektoriiniin farkh alanlarina iliskin genis bir bakis
acisi kazandirmak, sektoriin ekonomik boyutlari, tasarimi, gelistirme ortamlan, grafikleri,
programlamasi, yayinciligi, pazarlamasi, isletme ve finansmani gibi konulari ele alarak
sektdre dair kapsamli bir bilgi saglamak ve 6grencilerin bu bilgileri pratige
donusturebilmeleri igin gerekli beceri ve yetkinlikleri kazandirmak. Bu ders, 6grencilerin
dijital oyun sektoriinde is firsatlarini degerlendirmelerine ve bu alanda basaril bir kariyer
yapmalarina yardimci olmayi hedefliyor.

The aim of this course is to provide students with a broad perspective on different
areas of the digital game industry, to provide a comprehensive knowledge of the
industry by addressing the economic dimensions of the industry, its design,
development environments, graphics, programming, publishing, marketing, business
and finance, and to provide students with a comprehensive knowledge of the industry.
to gain the necessary skills and competencies to turn knowledge into practice. This
course aims to help students evaluate job opportunities in the digital game industry
and build a successful career in this field.

igerigi / Content

Bu ders, 6grencilere dijital oyun sektdrinin tarihgesi, ekonomisi, tasarimi, gelistirme
ortamlari, grafikleri, programlamasi, mobil, PC ve konsol gelistirme, ses tasarimi, test
etme, yayincilik, pazarlama, isletme ve finansmani gibi birgcok konuda kapsamli bir bilgi
saglamayl amaclamaktadir. Her hafta farkli konular islenirken, 6grenciler sinavlar ve
odevlerle de deg@erlendirilerek dersin interaktifligi arttinlacak. Bu sayede 6grencilerin son
trendleri ve teknolojik gelismeleri takip edebilecegi bir ders igerigi sunulacak.

This course aims to provide students with a comprehensive knowledge of the digital
game industry in many topics such as history, economics, design, development
environments, graphics, programming, mobile, PC and console development, audio
design, testing, publishing, marketing, operation and financing. While different topics
are covered every week, the interactivity of the course will be increased by evaluating
the students with exams and assignments. In this way, a course content will be offered
where students can follow the latest trends and technological developments.

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

1 cIZ))Iljnllt‘:r;]ll(oyun sektdrunin tarihgesi, ekonomisi ve istatistikleri hakkinda genis bir bilgi birikimine sahip To have a broad knowledge of the history, economy and statistics of the digital gaming industry.
Oyun tasarimi, gelistirme ortamlari, grafikleri, programlamasi, ses tasarimi, yayinciligi, pazarlamasi Vo e Uiy el Lt (Bl 01 Gl e EBEs e s Gl 2 G Ielsiy SWEl 26 eElms desi
2 y  Qelis 9 : Prog ’ - yay g p ’ development environments, graphics, programming, sound design, publishing, marketing, business

isletme ve finansmani gibi dijital oyun sektértintin farkl alanlarina dair teorik bilgiye sahip olmak.

and finance.

3 Gelistirilen oyunlarin test edilmesi, hata ayiklanmasi ve kalitesinin arttirimasi igin gerekli teknik
becerileri 6grenmek.

To learn the technical skills necessary to test, debug and improve the quality of developed games.

4 Mobil, PC ve konsol oyun gelistirme platformlarini kullanarak kendi oyunlarini gelistirebilecek seviyede | To be at a level to develop their own games using mobile, PC and console game development
olmak. platforms.
5 Dijital oyun sektériindeki is firsatlarini degerlendirebilmek, kariyer planlamasi yapabilmek ve bu To have the necessary knowledge, skills and competencies to evaluate business opportunities in the

alanda basarih bir kariyer yapmak igin gerekli bilgi, beceri ve yetkinliklere sahip olmak.

digital game industry, to make career planning and to make a successful career in this field.

HAFTALIK DERS IGERIGi / 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 Dijital oyun sektoriine giris, tarihgesi ve tanimi
Introduction to the digital game industry, its history and definition
. . gretim Yont N _—
Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cmi\rgz Methods On Hazirlik / Preliminary
Techniques
2 Dijital oyun sektorii ekonomisi ve istatistikleri
Digital game industry economy and statistics
. . Ogretim Yontem ve - -
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
3 Oyun tasarimi: Kavramsal tasarim, mekanigi, diinya olusturma ve
hikaye anlatimi
Game design: Conceptual design, mechanics, world creation and
storytelling
. . Ogretim Yoéntem ve . -
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
4 Oyun motorlar ve gelistirme ortamlari
Game engines and development environments
. . Ogretim Yontem ve = _
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
5 Oyun grafikleri: 2D ve 3D grafiklerin olusturulmasi ve animasyonu

Game graphics: Creation and animation of 2D and 3D graphics
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
6 Oyun programlama: Oyun mekanigi ve Al programlama
Game programming: Game mechanics and Al programming
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Mobil oyun gelistirme
Mobile game development
. . 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 PC ve konsol oyun gelistirme
PC and console game development
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
10 Oyun sesi tasarimi ve miizik besteleme
Game sound design and music composition
. . gretim Yont N -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
11 Oyun test etme ve hata ayiklama

Game testing and debugging
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Oyun yayincih@i ve pazarlama
Game publishing and marketing
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 isletme ve oyun finansmani
Business and game finance
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 isletme ve oyun finansmani

Business and game finance
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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

PROGRAM VE OGRENME CIKTISI / PROGRAM LEARNING OUTCOMES
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Ogrenme Ciktilari /
Learning Outcomes

Program Ciktilari / 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.Dijital oyun sektoriiniin
tarihgesi, ekonomisi ve
istatistikleri hakkinda genis bir
bilgi birikimine sahip olmak. /
To have a broad knowledge of
the history, economy and
statistics of the digital gaming
industry.

2.0yun tasarimi, gelistirme
ortamlar, grafikleri,
programlamasi, ses tasarimi,
yayinciligi, pazarlamasi,
isletme ve finansmani gibi
dijital oyun sektorinln farkl
alanlarina dair teorik bilgiye
sahip olmak. / To have
theoretical knowledge of
different areas of the digital
game industry such as game
design, development
environments, graphics,
programming, sound design,
publishing, marketing, business
and finance.

3.Gelistirilen oyunlarin test
edilmesi, hata ayiklanmasi ve
kalitesinin arttinlmasi igin
gerekli teknik becerileri
6grenmek. / To learn the
technical skills necessary to
test, debug and improve the
quality of developed games.

4.Mobil, PC ve konsol oyun
gelistirme platformlarini
kullanarak kendi oyunlarini
gelistirebilecek seviyede
olmak. / To be at a level to
develop their own games using
mobile, PC and console game
development platforms.
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5.Dijital oyun sektérundeki is
firsatlarini degerlendirebilmek,
kariyer planlamasi yapabilmek
ve bu alanda basaril bir kariyer
yapmak igin gerekli bilgi, beceri
ve yetkinliklere sahip olmak. /
To have the necessary
knowledge, skills and
competencies to evaluate
business opportunities in the
digital game industry, to make
career planning and to make a
successful career in this field.

Katki Dlzeyi/ Contribution Level

: 1-Cok Dustik / Very low, 2-Dustik / Low, 3-Orta / Moderate, 4-Yiiksek / High, 5-Cok Yiiksek / Very high
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