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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Ders Kodu / Course Code

EDOT407

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 4

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 siberkdltiir ve sanal diinyalar hakkinda kapsamli bir anlayis
kazandirmak ve dijital oyun tasarimindaki sanal diinya tasariminin 6nemini vurgulamaktir.
Ders boyunca, 6grenciler sanal diinyalarin olusturulmasi, 6zellikleri, topluluklari, tasarimi,
etkilesimleri, ekonomisi, gtivenligi, kilturleri, eglencesi ve inovasyonlari gibi konulari
ogreneceklerdir. Ayrica, sinavlar yoluyla 6grencilerin 6grenme diizeylerini 6lgmek ve
dersin basansini degerlendirmek amaglanmaktadir. Bu ders, 6grencilere dijital oyun
tasarimi ve siberkultir alanlarinda kariyerlerinde faydal olabilecek beceriler ve bilgiler
saglamayi hedeflemektedir.

The aim of this course is to provide students with a comprehensive understanding of
cyberculture and virtual worlds and to emphasize the importance of virtual world
design in digital game design. Throughout the course, students will learn about the
creation of virtual worlds, their features, communities, design, interactions, economics,
security, cultures, entertainment and innovations. In addition, it is aimed to measure
the learning levels of students through exams and to evaluate the success of the
course. This course aims to provide students with skills and knowledge that can be
useful in their careers in digital game design and cyberculture.

igerigi / Content

Bu dersin icerigi, siberkdiltiir ve sanal diinyalarnn tanimi ve tarihi ile baslar ve giiniimiizdeki
sanal dunyalarin gesitleri hakkinda bilgi verir. Sanal dlinyalarin olusturulmasi ve tasarimi,
ozellikleri, topluluklar, etkilesimleri ve kullanicilarina sundugu 6zellikler, sanal diinya
ekonomisi, glivenligi, kultirleri, eglencesi ve inovasyonlar gibi konular ele alinir. Sanal
diinya tasarimi igin kullanilan araclar ve teknikler, dijital oyun tasariminda sanal diinya
tasanminin 6nemi ve sanal gergeklik teknolojisi gibi konular da iglenir. Ayrica, sanal
dunyalarin gergek hayatta etkileri, sanal diinya kultirlerinin olusumu ve gelisimi ve sanal
diinyalarda yapilan inovasyonlar gibi konular da ele alinir. Sinavlar, 6grencilerin 6grenme
diizeylerini 6lgmek ve dersin basarisini degerlendirmek icin kullanihr.

The content of this course begins with the definition and history of cyberculture and
virtual worlds and provides information about the types of virtual worlds today. Topics
such as the creation and design of virtual worlds, their features, communities,
interactions and features offered to their users, virtual world economy, security,
cultures, entertainment and innovations are discussed. Topics such as the tools and
techniques used for virtual world design, the importance of virtual world design in
digital game design and virtual reality technology are also covered. In addition, topics
such as the effects of virtual worlds in real life, the formation and development of
virtual world cultures and innovations made in virtual worlds are also covered. Exams
are used to measure students' learning levels and to assess the success of the
course.

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

Sanal diinya tasariminin énemini vurgulayarak, 6grencilerin dijital oyun tasarimindaki sanal diinya
tasarimini anlamalar ve uygulamalari igin gerekli becerileri gelistirmeleri.

Developing the skills necessary for students to understand and apply virtual world design in digital
game design, emphasizing the importance of virtual world design.

Siberkuiltir ve sanal diinyalar hakkinda kapsamli bir anlayisa sahip olmak ve sanal diinyalarin
2 olusturulmasi, ézellikleri, topluluklari, tasarimi, etkilesimleri, ekonomisi, guivenligi, kiiltirleri, eglencesi
ve inovasyonlari gibi konulari 6grenmek.

Gain a comprehensive understanding of cyberculture and virtual worlds and learn about the creation
of virtual worlds, their features, communities, design, interactions, economics, safety, culture,
entertainment and innovations.

Ogrencilerin, sanal diinya tasarimi igin kullanilan araglar ve teknikleri 6grenerek, dijital oyun tasarimi
ve siberkiiltir alanlarinda kariyerlerinde faydali olabilecek beceriler ve bilgiler kazanmalari.

Students gain skills and knowledge that can be useful in their careers in the fields of digital game
design and cyberculture, by learning the tools and techniques used for virtual world design.

Sanal diinyalarin gercek hayatta etkilerini ve sanal diinya kdltiirlerinin olusumunu anlamak, bu sayede
4 ogrencilerin dijital diinyada yasayan insanlarla nasil etkilesim kuracaklarini ve nasil daha etkili bir
sekilde tasarim yapacaklarini 6grenmeleri.

Understanding the effects of virtual worlds in real life and the formation of virtual world cultures, so
that students learn how to interact with people living in the digital world and how to design more
effectively.

Ogrencilerin sinavlarla 6grenme diizeylerinin dlglilmesi sayesinde, 6grenme siireglerini gelistirmeleri
5 ve dijital oyun tasarnimi ve siberkultir alanlarindaki kariyerlerinde basarili olmak icin gerekli olan temel
bilgi ve becerileri edinmeleri.

By measuring the learning levels of students through exams, they can improve their learning
processes and acquire the basic knowledge and skills necessary to be successful in their careers in
digital game design and cyberculture.

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 Siberkiltlir ve sanal diinyalarin ne oldugu ve tarihi hakkinda bir girig
GulnlUmuzdeki sanal diinyalarin gesitleri
An introduction to what and the history of cyberculture and virtual
worlds are
Types of virtual worlds today
. . gretim Yont .. _—
Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cmi\rgz Methods On Hazirlik / Preliminary
Techniques
2 Sanal dunyalarin nasil olusturuldugu
Dijital oyun tasariminda sanal diinyalarin roli
How virtual worlds are created
The role of virtual worlds in digital game design
Teorik Dersler / Theoretical Uygulama Lab ?g;ﬁiﬁ:ﬁgtsgig Methods On Hazirlik / Preliminary
Techniques
3 Sanal duinyalarin 6zellikleri ve tasarimi
Sanal dunyalarin kullanicilarina sundugu 6zellikler
Features and design of virtual worlds
Features offered to users of virtual worlds
. . Ogretim Yont - _
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlgri/?rgsgig Methods On Hazirlik / Preliminary
Techniques
4 Sanal dlinyalarin topluluklarn ve sosyal dinamikleri
Sanal topluluklarin gergek hayatta etkileri
Communities and social dynamics of virtual worlds
Effects of virtual communities in real life
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁgll(rlnerils)l'gt:é?]i\r’:; Methods On Hazirlik / Preliminary
Technigues
5 Sanal dlinya tasariminda kullanilan araglar ve teknikler
Dijital oyun tasariminda sanal diinya tasariminin énemi
Tools and techniques used in virtual world design
The importance of virtual world design in digital game design
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
6 Sanal dlinya etkilesimleri ve bunlarin tasarimi
Kullanicilarin sanal diinyalardaki etkilesimleri
Virtual world interactions and their design
User interactions in virtual worlds
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁgll(rlnerils)l'gt:é?]i\rgz Methods On Hazirlik / Preliminary
Technigues
7 Sanal Ekonomi
Virtual Economy
. . 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 Sanal dlinyalardaki ekonomik sistemler ve para birimleri
Sanal dunyalarda ticaretin ve igletmelerin roli
Economic systems and currencies in virtual worlds
The role of commerce and businesses in virtual worlds
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁiw:eri/?rr;:(r‘}]ﬁ\rg Methods On Hazirlik / Preliminary
Techniques
10 Sanal gergeklik teknolojisi ve kullanimi
Sanal gercekligin dijital oyun tasariminda kullanimi
Virtual reality technology and its use
Use of virtual reality in digital game design
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
11 Sanal dunyalardaki giivenlik sorunlari ve ¢éziimleri

Kullanicilarin giivenligi igin alinan énlemler

Security problems and solutions in virtual worlds
Measures taken for the safety of users
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Sanal dlnyalarda kiltiirlerin olusumu ve gelisimi
Sanal dunya kiilttrlerinin gergek hayatta etkileri
The formation and development of cultures in virtual worlds
Effects of virtual world cultures in real life
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 Sanal duinyalardaki eglence secenekleri
Dijital oyun tasariminda eg@lence unsurlarinin kullanimi
Entertainment options in virtual worlds
Use of entertainment elements in digital game design
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 Sanal dlnyalarda yapilan inovasyonlar

Innovations in virtual worlds
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DEGERLENDIRME / EVALUATION

. Savi/ Katki Yuzdesi /
Yanyil (Yil) Ii Etkinlikleri / Term (or Year) Learning Activities Nun}llber Percentage of
Contribution (%)
Toplam / Total: 0 0
Basar Notuna Katki Yiizdesi / Contribution to Success Grade(%): 0
Savi/ Katki Yuzdesi /
Yanyil (Yil) Sonu Etkinlikleri / End Of Term (or Year) Learning Activities Nun¥ber Percentage of
Contribution (%)
Toplam / Total: 0 0
Basari Notuna Katki Ylizdesi / Contribution to Success Grade(%): 0
Etkinliklerinin Basar Notuna Katki Yiizdesi(%) Toplami / Total Percentage of Contribution (%) to Success Grade: 0
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.Sanal diinya tasariminin
onemini vurgulayarak,
ogrencilerin dijital oyun
tasarimindaki sanal diinya
tasanimini anlamalari ve
uygulamalari igin gerekli
becerileri gelistirmeleri. /
Developing the skills necessary
for students to understand and
apply virtual world design in
digital game design,
emphasizing the importance of
virtual world design.

2.Siberkiltir ve sanal diinyalar
hakkinda kapsamli bir anlayisa
sahip olmak ve sanal
dinyalarin olusturulmasi,
ozellikleri, topluluklar, tasarimi,
etkilesimleri, ekonomisi,
glvenligi, kulturleri, eglencesi
ve inovasyonlari gibi konular
o6grenmek. / Gain a
comprehensive understanding
of cyberculture and virtual
worlds and learn about the
creation of virtual worlds, their
features, communities, design,
interactions, economics, safety,
culture, entertainment and
innovations.

3.0grencilerin, sanal diinya
tasanmi icin kullanilan araclar
ve teknikleri 6grenerek, dijital
oyun tasarimi ve siberkultar
alanlarinda kariyerlerinde
faydall olabilecek beceriler ve
bilgiler kazanmalari. / Students
gain skills and knowledge that
can be useful in their careers in
the fields of digital game
design and cyberculture, by
learning the tools and
techniques used for virtual
world design.
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4.Sanal dunyalarin gergek
hayatta etkilerini ve sanal
diinya kultirlerinin olusumunu
anlamak, bu sayede
ogrencilerin dijital diinyada
yasayan insanlarla nasil
etkilesim kuracaklarini ve nasil
daha etkili bir sekilde tasarim
yapacaklarini 6grenmeleri. /
Understanding the effects of
virtual worlds in real life and
the formation of virtual world
cultures, so that students learn
how to interact with people
living in the digital world and
how to design more effectively.

5.0grencilerin sinavlarla
6grenme diizeylerinin
olculmesi sayesinde, 6grenme
sureglerini gelistirmeleri ve
dijital oyun tasarimi ve
siberkdiltiir alanlarindaki
kariyerlerinde basarl olmak
icin gerekli olan temel bilgi ve
becerileri edinmeleri. / By
measuring the learning levels
of students through exams,
they can improve their learning
processes and acquire the
basic knowledge and skills
necessary to be successful in
their careers in digital game
design and cyberculture.

Katki Dizeyi/ 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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