2023 - 2024 / EDOT207 - Interface and Interaction Design / Interface and Interaction Design

GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Interface and Interaction Design / Interface and Interaction Design

Ders Kodu / Course Code

EDOT207

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, 6grencilerin oyun tasarimi ile ilgili temel kavramlari 6grenmelerini, arayliz
tasariminin 6nemini kavramalarini, iyi kullanici deneyimi 6rnekleri tanimlayabilme
yeteneklerini gelistirmelerini, kullanici testleri yapma becerilerini 6grenmelerini, arayliz
tasanimi araglarini kullanarak prototip olusturma ve test etme becerilerini gelistirmelerini
amaclamaktadir. Dersin genel amaci, dgrencilerin dijital oyun tasarimi alanindaki mesleki
becerilerini gelistirmek ve sektdrde basarili bir kariyere hazirlamaktir.

This course aims to enable students to learn the basic concepts of game design, to
understand the importance of interface design, to develop their ability to define good
user experience examples, to learn user testing skills, to develop prototyping and
testing skills using interface design tools. The general aim of the course is to develop
students' professional skills in the field of digital game design and to prepare them for
a successful career in the industry.

igerigi / Content

Bu ders, 6grencilerin oyun tasarimi ile ilgili temel kavramlari 6grenmelerini, arayliz
tasariminin 6nemini kavramalarini, iyi kullanici deneyimi 6rnekleri tanimlayabilme
yeteneklerini gelistirmelerini, kullanici testleri yapma becerilerini 6grenmelerini, arayliz
tasanimi araglarini kullanarak prototip olusturma ve test etme becerilerini gelistirmelerini
amaclamaktadir.

This course aims to enable students to learn the basic concepts of game design, to
understand the importance of interface design, to develop their ability to define good
user experience examples, to learn user testing skills, to develop prototyping and
testing skills using interface design tools.

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

ﬁ;;%ggﬁég?gf:flyon tasanminin tanimini yapabilecek ve bu kavramlan oyun tasarimiyla Will be able to define interface and interaction design and relate these concepts to game design.

By understanding the basic concepts and rules of game design, they will be able to comprehend the

Will be able to define interface and interaction design and relate these concepts to game design. relationship between game mechanics and interface design.

Oyun grafikleri ve gorsel tasarimin 6nemini anlayarak, renk, kompozisyon ve diger gorsel 6gelerin Understand how to use color, composition and other visual elements, understanding the importance
nasil kullanilacagdini anlayabilecek. of game graphics and visual design.

Kullanici ara yiizii tasariminin 6nemini kavrayarak, kullanici deneyimi ile arayiiz tasarimi arasindaki Understanding the importance of user interface design, will be able to comprehend the relationship
iliskiyi kavrayabilecek. between user experience and interface design.

Kullanici ara ylzi tasarimi aracglarnni kullanarak, iyi arag segimleri yapabilecek ve aracglarn nasil

kullanildigin anlayabilecek. Using Ul design tools, will be able to make good tool selections and understand how tools are used.

HAFTALIK DERS iCERIGi / DETAILED COURSE OUTLINE
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Hafta / Week

Teorik Dersler / Theoretical

Uygulama

Lab

Ogretim Yontem ve
Teknikleri/Teaching Methods
Techniques

On Hazirlik / Preliminary

Arayiiz ve interaksiyon tasariminin tanimi ve énemi
1 Oyun tasariminin temel kavramlarn
llkeler ve kurallarin énemi

Definition and importance of interface and interaction design
Basic concepts of game design
The importance of principles and rules

Teorik Dersler / Theoretical

Uygulama

Lab

Ogretim Yéntem ve
Teknikleri/Teaching Methods
Techniques

On Hazirlik / Preliminary

Oyun mekanigi ve arayliz tasarimi arasindaki iliki
2 Oyunlarin kural sistemleri ve bunlarin tasarimi
Arayiiz tasarimi ve kullanici deneyimi

The relationship between game mechanics and interface design
Rules systems of games and their design
Interface design and user experience

Teorik Dersler / Theoretical

Uygulama

Lab

Ogretim Yontem ve
Teknikleri/Teaching Methods
Techniques

On Hazirlik / Preliminary

Oyun grafikleri ve gorsel tasarimin énemi
3 Oyun grafikleri tasarimi
Renk, kompozisyon ve gorsel 6geler

The importance of game graphics and visual design
game graphics design
Color, composition and visual elements

Teorik Dersler / Theoretical

Uygulama

Lab

Ogretim Yontem ve
Teknikleri/Teaching Methods
Techniques

On Hazirlik / Preliminary

Kullanici ara yuzu tasarimi ve kullanici deneyimi
4 Kullanici ara yiizi tasarimi ilkeleri
lyi kullanici ara ylizl tasarimi érnekleri

User interface design and user experience
User interface design principles
Examples of good user interface design

Teorik Dersler / Theoretical

Uygulama

Lab

Ogretim Yontem ve
Teknikleri/Teaching Methods
Technigues

On Hazirlik / Preliminary

Kullanici etkilesimi ve kullanici deneyimi
5 Farkli kullanici etkilesimleri turleri
lyi kullanici etkilesimi érnekleri

User interface design and user experience
User interface design principles
Examples of good user interface design
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
Kullanici deneyimi ve oyun tasarimi
6 Kullanici deneyimi testleri
lyi kullanici deneyimi érnekleri
User experience and game design
User experience tests
Examples of good user experience
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁgll(rlnerils)l'gt:é?]i\rgz Methods On Hazirlik / Preliminary
Technigues
7 Kullanici Ara ylzi Tasarnmi Araglari
User Interface Design Tools
. . 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
Kullanici ara ytizl tasanmi araglar
9 lyi tasarim araglari segimi
Kullanici ara ylzi tasarimi araglar kullanimi
Ul design tools
Good selection of design tools
Use of user interface design tools
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁiw:eri/?rr;:(r‘}]ﬁ\rg Methods On Hazirlik / Preliminary
Techniques
Sanal gerceklik ve arttinimis gergeklik igin arayiiz tasarimi
10 Sanal gergeklik ve arttinimis gergeklik igin 6zel araylz tasanmi
Sanal gerceklik ve arttinimis gergeklik igin arayiiz tasarimi érnekleri
Interface design for virtual reality and augmented reality
Custom interface design for virtual and augmented reality
Interface design examples for virtual reality and augmented reality
. . gretim Yont N -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
Oyun sesleri ve arayliz tasarimi arasindaki iliki
11 Oyun sesleri tasarimi

Ses kullanimi ve kullanici deneyimi

The relationship between game sounds and interface design
game sound design
Voice usage and user experience
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
Animasyon ve arayuz tasarimi arasindaki iligki
12 Animasyon tasarimi ilkeleri
lyi animasyon 6rnekleri
The relationship between animation and interface design
Animation design principles
Good animation examples
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 Prototip olusturma ve test etme yontemleri
Prototip olusturma araclar ve uygulamalari
Prototyping and testing methods
Prototyping tools and applications
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 Kullanici testleri yapma yontemleri

Methods of running user tests
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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.Arayliz ve interaksiyon
tasariminin tanimini
yapabilecek ve bu kavramlar
oyun tasarimiyla
iligskilendirebilecek. / Will be
able to define interface and
interaction design and relate
these concepts to game
design.

2.Will be able to define
interface and interaction design
and relate these concepts to
game design. / By
understanding the basic
concepts and rules of game
design, they will be able to
comprehend the relationship
between game mechanics and
interface design.

3.0yun grafikleri ve gorsel
tasarimin 6nemini anlayarak,
renk, kompozisyon ve diger
gorsel 6gelerin nasil
kullanilacagini anlayabilecek. /
Understand how to use color,
composition and other visual
elements, understanding the
importance of game graphics
and visual design.

4 Kullanici ara yiizl tasariminin
Onemini kavrayarak, kullanici
deneyimi ile arayliz tasarimi
arasindaki iligkiyi
kavrayabilecek. /
Understanding the importance
of user interface design, will be
able to comprehend the
relationship between user
experience and interface
design.
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5.Kullanici ara yuzu tasarimi
araclarini kullanarak, iyi arag
secimleri yapabilecek ve
araglarin nasil kullanildigini
anlayabilecek. / Using Ul
design tools, will be able to
make good tool selections and
understand how tools are used.

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