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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Real Time Gaming Platform Il / Real Time Gaming Platform I|

Ders Kodu / Course Code

EDOT301

Ders Tirii / Course Type

Ders Seviyesi / Course Level

Bachelor / Bachelor

Ders Akts Kredi / ECTS 0
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

Gergek zamanli oyun platformu 2 dersi, 6grencilere gergek zamanli oyun gelistirme
surecinin ileri seviye konularini kapsayan bir derstir. Bu derste, 6grenciler Unity 3D
motorunun daha karmasik 6zelliklerini kullanarak oyun gelistirme becerilerini daha da
gelistireceklerdir. Ayrica, yapay zeka, ag programlama, partikul sistemleri, isiklandirma ve
ses sistemleri gibi oyun gelistirme strecinde 6nemli konulan 6grenerek, daha kapsamli ve
profesyonel oyunlar olusturmak icin gerekli olan teknikleri ve becerileri edineceklerdir. Bu
ders, 6grencilerin gercek zamanli oyun gelistirme konusundaki bilgi ve deneyimlerini

derinlestirerek, oyun endustrisindeki kariyerleri icin ihtiya¢ duyacaklari bilgileri ve becerileri

kazanmalarina yardimci olmayi hedeflemektedir.

The real-time gaming platform 2 course is a course that covers the advanced topics of
real-time game development for students. In this course, students will further develop
their game development skills using the more complex features of the Unity 3D
engine. In addition, they will learn important topics in the game development process
such as artificial intelligence, network programming, particle systems, lighting and
sound systems, and acquire the techniques and skills necessary to create more
comprehensive and professional games. This course aims to help students gain the
knowledge and skills they will need for their careers in the gaming industry by
deepening their knowledge and experience in real-time game development.

igerigi / Content

Gergek zamanli oyun platformu 2 dersi, Unity 3D oyun motorunun ileri seviye 6zellikleri ve
teknikleri ile yapay zeka, ag programlama, partikiil sistemleri, isiklandirma, ses sistemleri
ve performans optimizasyonu gibi oyun gelistirme strecinde 6nemli konulari ele alr. Bu
ders, dgrencilere Unity 3D motorunu kullanarak ileri seviye oyunlar gelistirme becerisi
kazandirmak ve oyun deneyimini gelistirmek icin gerekli aracglan saglamak amaciyla
tasarlanmigtir. Ayrica, 6grencilerin yapay zeka kavramlarini anlamalarini, multiplayer
oyunlar gelistirmelerini ve performans optimizasyonu teknikleriyle oyunlarin daha hizl ve
daha akici bir sekilde ¢alismasini saglamalarini amacglamaktadir. Ders icerigi, 6grencilere
ileri seviye Unity 3D 6zellikleri ve teknikleri hakkinda derinlemesine bir bilgi saglayacak
sekilde tasarlanmistir.

The real-time game platform 2 course covers the advanced features and techniques of
the Unity 3D game engine and important topics in the game development process,
such as artificial intelligence, network programming, particle systems, lighting, audio
systems, and performance optimization. This course is designed to give students the
ability to develop advanced games using the Unity 3D engine and to provide the
necessary tools to enhance the gaming experience. It also aims to enable students to
understand artificial intelligence concepts, develop multiplayer games, and make
games run faster and more fluidly through performance optimization techniques. The
course content is designed to provide students with an in-depth knowledge of
advanced Unity 3D features and techniques.

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 Unity 3D motorunun ileri seviye 6zelliklerini kullanarak oyun gelistirebilme becerisi kazanmak. To gain the ability to develop games using the advanced features of the Unity 3D engine.

2 Yapay zeka kavramlarini anlamak ve oyunlarda yapay zeka kullanarak oyun deneyimini To understand the concepts of artificial intelligence and to improve the gaming experience by using
gelistirebilmek. artificial intelligence in games.

3 Ag programlama konularini anlamak ve multiplayer oyunlar gelistirebilmek. To understand network programming issues and develop multiplayer games.

4 Partikil sistemleri, isiklandirma ve ses sistemleri gibi oyun gelistirme siirecinde 6nemli konular To learn about important issues in the game development process such as particle systems, lighting
hakkinda bilgi edinmek ve bu konular kullanarak oyun deneyimini gelistirebilmek. and sound systems and to improve the game experience by using these topics.

5 Performans optimizasyonu tekniklerini anlamak ve uygulayarak oyunlarn daha hizli ve daha akici bir Understanding and applying performance optimization techniques to make games run faster and
sekilde galismasini saglayabilmek. more fluidly.

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

Shader nedir ve nasil kullanilir
1 Unity'de grafik 6gelerinin kullanimi ve ézellikleri
Grafik optimizasyon teknikleri

What is shader and how to use it
Usage and properties of graphic elements in Unity
Graphics optimization techniques

Teorik Dersler / Theoretical Uygulama Lab ?g{ﬁ;ﬂ;}ﬁgg&i\éz Methods On Hazirlik / Preliminary

Techniques

Unity'de kullanigh araglar tanitimi
2 Asset Store'dan arag kullanimi
Kitliphane yénetimi ve kullanimi

Introducing useful tools in Unity
Using tools from the Asset Store
Library management and use

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

Techniques

C# programlama dili temelleri
3 Unity'de kod yazimi ve kullanimi
Scripting best practices

C# programming language basics
How to write and use code in Unity
Scripting best practices

Teorik Dersler / Theoretical Uygulama Lab ?g&ﬁ;g;:{ﬁg:&ig Methods On Hazirlik / Preliminary

Techniques

Unity Ul ézellikleri ve kullanimi
4 Oyun araylizi tasarimi ve gelistirme
Kullanici deneyimi ve arayiiz optimizasyonu

Unity Ul features and usage
Game interface design and development
User experience and interface optimization

gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁgll(rlnerils)l'gt:é?]i\r’:; Methods On Hazirlik / Preliminary

Technigues

ileri seviye animasyon teknikleri ve kullanimi
5 Blend Trees ve State Machines
Procedural Animasyonlar

Advanced animation techniques and their use
Blend Trees and State Machines
Procedural Animations
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
Mobil oyun gelistirme 6zellikleri
6 Mobil platform optimizasyon teknikleri
Unity ile iOS ve Android icin oyun gelistirme
Mobile game development features
Mobile platform optimization techniques
Game development for iOS and Android with Unity
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁgll(rlnerils)l'gt:é?]i\rgz Methods On Hazirlik / Preliminary
Technigues
Sanal gergeklik (VR) teknolojisi ve kullanimi
7 VR uygulamalari ve oyun gelistirme
VR platform optimizasyon teknikleri
Virtual reality (VR) technology and its use
VR applications and game development
VR platform optimization techniques
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(l?;ri/s)rgsgiﬁz 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
Artinlmis gercgeklik (AR) teknolojisi ve kullanimi
9 AR uygulamalari ve oyun geligtirme
AR platform optimizasyon teknikleri
Augmented reality (AR) technology and its use
AR applications and game development
AR platform optimization techniques
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁiw:eri/?rr;:(r‘}]ﬁ\rg Methods On Hazirlik / Preliminary
Techniques
Oyun dagitimi igin gerekli adimlar
10 Farkli platformlar i¢in oyun dagitimi
Oyun dagitimi igin en iyi uygulamalar
Required steps for game distribution
Game distribution for different platforms
Best practices for game distribution
. . gretim Yont .. -
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁill(r;;ri/(?rr;aeg;i\r/\z Methods On Hazirlik / Preliminary
Techniques
Unity icin dis eklentiler ve entegrasyonlar
11 Farkl veritabani sistemleriyle entegrasyon

Farkli isletim sistemleriyle entegrasyon

External plugins and integrations for Unity
Integration with different database systems
Integration with different operating systems
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
Asset yOnetimi icin en iyi uygulamalar
12 Asset paketleme ve dagitimi
Asset optimizasyonu ve bellek ydnetimi
Best practices for asset management
Asset packaging and distribution
Asset optimization and memory management
gretim YO "
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 Gelistirme dénglsu ve stratejileri
Gelistirme dongiisi optimizasyonu
Development cycle and strategies
Development cycle optimization
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 Gelistirme donglisu

development cycle
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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.Unity 3D motorunun ileri
seviye Ozelliklerini kullanarak
oyun gelistirebilme becerisi
kazanmak. / To gain the ability
to develop games using the
advanced features of the Unity
3D engine.

2.Yapay zeka kavramlarini
anlamak ve oyunlarda yapay
zeka kullanarak oyun
deneyimini gelistirebilmek. / To
understand the concepts of
artificial intelligence and to
improve the gaming experience
by using artificial intelligence in
games.

3.Ag programlama konularini
anlamak ve multiplayer oyunlar
gelistirebilmek. / To understand
network programming issues
and develop multiplayer
games.

4 Partikil sistemleri,
isiklandirma ve ses sistemleri
gibi oyun gelistirme silirecinde
o6nemli konular hakkinda bilgi
edinmek ve bu konulari
kullanarak oyun deneyimini
gelistirebilmek. / To learn about
important issues in the game
development process such as
particle systems, lighting and
sound systems and to improve
the game experience by using
these topics.

5.Performans optimizasyonu
tekniklerini anlamak ve
uygulayarak oyunlarin daha
hizli ve daha akici bir sekilde
calismasini saglayabilmek. /
Understanding and applying
performance optimization
techniques to make games run
faster and more fluidly.

Katki Dizeyi / Contribution Level : 1-Cok Duistk / Very low, 2-Diistik / Low, 3-Orta / Moderate, 4-Yuksek / High, 5-Cok Yiiksek / Very high
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