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Dersin Amaci

(Course Objectives)

Bu dersin amaci, égrencilerin temel dijital tasarim yazilimlarini ve araglarini etkin bigcimde
kullanmalarini saglayarak dijital tasarim sureclerine iliskin teknik ve yaratici beceriler
gelistirmeleridir. Ders kapsaminda Adobe Photoshop ve lllustrator programlarinin temel ve orta
dizey kullanimi, dijital illistrasyon, gorsel dizenleme ve manipullasyon teknikleri ele alinir.
Ogrencilerin dijital projeler araciligiyla tasarim fikirlerini gorsellestirmeleri, yaratici ¢dziimler
Uretmeleri ve dijital Uretim slreglerini uygulamal olarak deneyimlemeleri hedeflenir. Ders, ileri
dizey dijital tasarim ve proje galismalarina temel olusturacak teknik ve goérsel altyapinin
gelistiriimesini amaclar.

The aim of this course is to enable students to effectively use fundamental digital design
software and tools while developing both technical and creative skills related to digital design
processes. The course covers the basic and intermediate use of Adobe Photoshop and
lllustrator, as well as digital illustration, image editing, and manipulation techniques. Through
digital projects, students are expected to visualize design ideas, develop creative solutions,
and gain practical experience in digital production processes. The course also aims to
establish the technical and visual foundation necessary for advanced digital design and
project-based studies.

Dersin igerigi

(Course Content)

Temel grafik tasarim yazilimlari ve dijital Gretim araglari. Vektor ve raster tabanli tasarim
yaklasimlari; Adobe lllustrator ve Adobe Photoshop kullanimi. Temel grafik tasarim ilkelerinin
dijital ortamda uygulanmasi. Tasarim surecinde kullanilan arag ve teknikler; katmanlar,
maskeleme, renk diizenleme, tipografi ve temel grafik tasarim bilesenleri. Dijital illiistrasyon
teknikleri ve dijital ¢izim araglari. Farkh dijital medya formatlariyla galisma, gorsellerin
dizenlenmesi ve tasarim projelerinin baskiya hazirlanmasi. Dijital tasarim suregleri, dosya
yénetimi ve gikti hazirlama. leri diizey dijital tasarim calismalarina temel olusturan uygulamali
dijital Gretim suregleri.

Fundamental graphic design software and digital production tools. Vector- and raster-based
design approaches, with the use of Adobe lllustrator and Adobe Photoshop. Application of
fundamental graphic design principles in digital environments. Tools and techniques used
throughout the design process, including layers, masking, color editing, typography, and other
basic graphic design components. Digital illustration techniques and digital drawing tools.
Working with various digital media formats, image editing, and preparing design projects for
print. Digital design processes, file management, and output preparation. Practice-based
digital production processes that provide a foundation for advanced digital design studies.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Temel dijital tasarim araglarini ve yazihmlarini tanir ve temel diizeyde kullanir. [1, 2,
8, 10],

Vektér ve raster tabanli tasarim yaklagimlarini ayirt eder ve uygun tasarim
problemlerinde uygular. [1, 2,3,4,5],

3) Adobe lllustrator ve Adobe Photoshop kullanarak temel grafik tasarim ilkelerine uygun
dijital calismalar uretir. [3,4,5, 6, 8],

Katman, maskeleme, renk diizenleme, tipografi ve dijital illistrasyon tekniklerini
tasarim sureclerinde kullanir. [4,5,6, 8],

5) Farkl dijital medya ve dosya formatlariyla galigir; tasarim projelerini dijital ve basil
¢ikti icin hazirlar. [5,6, 8, 11,12],

Dijital tasarim suregclerini planlar, uygular ve gelistirerek ileri dizey dijital tasarim
calismalarina temel olusturacak teknik ve yaratici beceriler kazanir. [6, 8, 11,12].

2)

4)

6)

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Recognizes and uses fundamental digital design tools and software at a basic level.
[1, 2, 8, 10]




2) Distinguishes between vector- and raster-based design approaches and applies
them to appropriate design problems. [1, 2, 3, 4, 5]

3) Produces digital works in accordance with fundamental graphic design principles
using Adobe lllustrator and Adobe Photoshop. [3, 4, 5, 6, 8]

4) Uses layers, masking, color editing, typography, and digital illustration techniques in
design processes. [4, 5, 6, 8]

5) Works with different digital media and file formats and prepares design projects for
both digital and print output. [5, 6, 8, 11, 12]

6) Plans, implements, and develops digital design processes, gaining the technical and
creative skills necessary as a foundation for advanced digital design studies. [6, 8, 11,
12]
[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

2- 21 ( Sanat Alani)

(ISCED Category of the course) |6-61 ( Bilisim Terknolojileri Alani)

Ders Kitabi

(Textbook)

Visual Communication: Images with Messages — Paul Martin Lester — 2019

The Design of Everyday Things — Don Norman — 2013

Graphic Design: The New Basics — Ellen Lupton & Jennifer Cole Phillips — 2015

The Elements of Graphic Design: Space, Unity, Page Architecture, and Type — Alex

W. White — 2011

Gérsel lletisim ve Grafik Tasarim — Tevfik Fikret Ugar — 2004

Grafik Tasarimin Temelleri— Gavin Ambrose & Paul Harris — 2012

Interaction of Color — Josef Albers — 1963

Temel Sanat Egitimi — Hiisamettin Kogan — 1986

Creative Workshop: 80 Challenges to Sharpen Your Design Skills — David Sherwin

— 2010

e  Grafik Tasarim Siireci: Tasarim Okulunda Nasil Bagarili Olunur — Antira
Nottingham & Jeremy Stout — 2021

o  Grafik Tasarim Temelleri Seti (10 Kitap) — Literatur Yayinlari — Yayin tarihi

belirtiimemis

Yardimci1 Kaynaklar

(Other References)

e  Cevrimici guncel kaynaklar ve 6rnekler

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 Dersin tanitimi. Dijital tasarimin dnemi ve kullanim alanlari. Dijital tasarim i¢in sektérde kullanilan programlarin genel
tanitimi. Adobe paketi tanitimi. Adobe Photoshop (Ps) ve Adobe lllustrator (Ai) programlarina giris.

2 Adobe lllustrator (Ai) temelleri. Arayiiz ve araclarin tanitimi, dijital tasarimda kullanim érnekleri ve analiz. Ornek
uygulama.
Gorsel iletisim unsurlarinin ve temel gorsel tasarim ilkelerinin dijital ortamda kullanimi ve olusturulmasina giris.

3 Uygulama. (Ai)
Vektor grafik kavrami. Klavye kisa yollarini kullanma.

4 Temel gorsel dizenleme teknikleri ve analizi. Uygulama. (Ai)

5 Adobe Photohop (Ps) temelleri. Arayiiz ve araglarin tanitimi. Dijital ortamda kullanim érnekleri ve analiz. Uygulama.
Piksel grafik kavrami. Klavye kisa yollarini kullanma.

6 Vektor ve piksel kavramlarinin Ai ve Ps programlarindaki farkliliklari. Piksel tasarimin avantajlari, vektorel tasarimin
avantajlari. Yontemsel analizler. Uygulama. Kayit formatlari.

7 Gorsel diizenleme ilkeleri, Gestalt, simetri, asimetri, negatif alan kullanimi, temel grid sistemlerine giris, temel tipografi
uygulamalari. Dijital gérsel maniplasyona giris. Temel fotograf diizenleme teknikleri ve uygulama. (Ps)

8 Filtre ve efekt kullanimi. Kompozit gériintl olusturma. (Ps ve Ai) Ara sinav 6drenci projelerinin tanitilmasi. Yaratici
manduplasyon projeleri. (Yapay zeka destekli olusturulan gorsellerin Ai ve Ps programlarinda kullanimi)

9 Renk uzami. Renk kullanimi ve renk olusturma. Uygulama. (Ps ve Ai) Gif yapimi, zaman gizelgesinin kullanimi ve
uygulama. (Ps)

10 Renk uzami. Renk kullanimi ve renk olusturma. Uygulama. (Ps ve Ai) Gif yapimi, zaman gizelgesinin kullanimi ve
uygulama. (Ps)

11 [Yaratici dijital manipulasyon projeleri olusturma. Dijital tasarim surecleri ve gelistirme.

12 |El gizimlerinin dijital ortama aktariimasi ve dijital ortamda kullaniimasina yonelik uygulama.




13 [Ddénem sonu projelerinin 6grencilere tanitilmasi. Yaratici dijital manipulasyon projeleri olusturma.Mazeret sinavi.
14 |Genel tekrar. D6nem sonu projelerinin 6n degerlendirmesi. Uygulama.
COURSE PLAN
Week THEORETICAL COURSE TOPICS
Course introduction. The importance and application areas of digital design. General introduction to software
1 commonly used in the digital design industry. Introduction to the Adobe Creative Suite. Introduction to Adobe
Photoshop (Ps) and Adobe lllustrator (Ai).
2 Fundamentals of Adobe lllustrator (Ai). Introduction to the interface and tools, examples of use in digital design,
and analysis. Practical exercise.
3 Introduction to the use and creation of visual communication elements and fundamental visual design principles
in digital environments. Practical exercise (Ai). The concept of vector graphics. Use of keyboard shortcuts.
4 Fundamental visual composition and editing techniques and their analysis. Practical exercise (Ai).
5 Fundamentals of Adobe Photoshop (Ps). Introduction to the interface and tools. Examples of use in digital
environments and analysis. Practical exercise. The concept of pixel-based graphics. Use of keyboard shortcuts.
6 Differences between vector and pixel-based graphics in Adobe lllustrator and Photoshop. Advantages of pixel-
based and vector-based design. Methodological analyses. Practical exercise. File and export formats.
Principles of visual organization, Gestalt principles, symmetry, asymmetry, use of negative space, introduction to
7 basic grid systems, and basic typography applications. Introduction to digital image manipulation. Fundamental
photo-editing techniques and practice (Ps).
8 Use of filters and effects. Creating composite images (Ps and Ai). Introduction of midterm student projects.
Creative manipulation projects. Use of Al-generated images in Adobe lllustrator and Photoshop.
9 Color spaces. Color use and color creation. Practical applications (Ps and Ai). Creating GIFs, using the timeline,
and practical applications (Ps).
10 Color spaces. Color use and color creation. Practical applications (Ps and Ai). Creating GIFs, using the timeline,
and practical applications (Ps).
1 Creating creative digital manipulation projects. Digital design processes and project development.
12 Transferring hand drawings into digital environments and using them in digital design applications.
13 Introduction of final student projects. Creating creative digital manipulation projects. Make-up examination.
14 General review. Preliminary evaluation of final projects. Practical application.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Caligsmalari Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100




DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Giktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gorsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

produced designs to the sector.

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the PY
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and PY
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe
7 ethical values, are sensitive to social and cultural values, and are appropriate o
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °

1 Has the ability to adapt to new technologies. )




12 | Has knowledge of the laws, regulations and legislation related to the field. )
AKTS- iS YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

i Siire (saat) Sayi Is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) o5 1 o5
(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
6 6
(Homework) 36
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 29 1 29
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yuki 125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))
Revizyon/Tarih Koordinator / Hazirlayan Onaylayan
(Revision/Date) (Coordinator / Prepared by) (Approved by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)
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Dersin Adi: Bilgisayarda Temel Tasarim Il
(Course Name): Basic Desing in Computer I

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
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Dersin Amaci

(Course Objectives)

Bu dersin amaci, bilgisayar teknolojilerinin gorsel iletisim tasariminda etkin, yaratici ve
profesyonel bigimde kullaniimasina yonelik bilgi ve becerileri gelistirmektir. Ders kapsaminda
ogrencilerin Adobe Photoshop, lllustrator ve InDesign gibi temel dijital tasarim yazilimlarini
kullanarak farkl gorsel iletisim Grtnleri Gretmeleri; dijital tasarim sureglerini, yontemlerini ve
tekniklerini uygulamali olarak deneyimlemeleri hedeflenir. Gorsel iletisim tasarimi kavramlari,
tasarimda zaman ve hareket unsurlari ile farkli dijital driin tirleri ele alinir. Ogrencilerin giincel
dijital araglar yalnizca teknik uygulama araci olarak degil, yaratici Uretimi destekleyen bir
tasarim ortami olarak kullanmalari; yenilikgi yaklagimlar gelistirmeleri ve ileri dizey tasarim
projelerine temel olusturacak teknik ve yaratici yetkinlikler kazanmalari amaglanir.

The aim of this course is to develop students’ knowledge and skills in the effective, creative,
and professional use of computer technologies in visual communication design. The course
enables students to create various visual communication products using fundamental digital
design software such as Adobe Photoshop, lllustrator, and InDesign, while gaining practical
experience in digital design processes, methods, and techniques. Concepts of visual
communication design, the elements of time and motion in design, and different types of digital
products are examined. Students are encouraged to use contemporary digital tools not only as
technical applications but also as creative design environments, to develop innovative
approaches, and to acquire the technical and creative competencies required for advanced-
level design projects.

Dersin igerigi

(Course Content)

Dijital tasarim araclarinin gorsel iletisim tasarimi slreglerinde ileri dizey ve butinlesik
kullanimi. Adobe Photoshop, lllustrator ve InDesign programlari arasinda calisma ve farkli
yazilimlarda Uretilen gorsel unsurlarin birlikte kullanilimasi. Sayfa dizeni, grid sistemleri,
tipografi, gorsel hiyerarsi ve gok sayfali yayin tasarimi. Dijital ve basili gorsel iletisim Griinlerinin
gelistiriimesi; farkli medya ve ¢ikti formatlarina yonelik tasarim uygulamalari. Tasarimda zaman
ve hareket kavramlari, hareketli gorsel liretime giris ve temel animasyon uygulamalari. Gorsel
diizenleme, illistrasyon, tipografi ve goriinti manipulasyonu tekniklerinin bitiinlesik projelerde
kullanimi. Giincel dijital tasarim araglariyla deneysel lretim, yaratici problem ¢ézme ve farkli
tasarim alternatiflerinin gelistiriimesi. Dosya yonetimi, baski ve dijital yayin igin gikti hazirlama
suregcleri ile ileri dizey tasarim calismalarina yonelik uygulamali dijital Gretim siregleri.

Advanced and integrated use of digital design tools within visual communication design
processes. Working across Adobe Photoshop, lllustrator, and InDesign, and combining visual
elements created in different software environments. Page layout, grid systems, typography,
visual hierarchy, and multi-page publication design. Development of digital and print-based
visual communication products, including design applications for different media and output
formats. Concepts of time and motion in design, introduction to motion graphics, and basic
animation practices. Integrated use of image editing, illustration, typography, and image
manipulation techniques in comprehensive design projects. Experimental production, creative
problem-solving, and the development of alternative design solutions using contemporary
digital design tools. File management, preparation for print and digital publishing, and practice-
based digital production processes supporting advanced-level design studies.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Bilgisayar teknolojilerini ve dijital tasarim araglarini gorsel iletisim tasarimi
sureclerinde etkin ve yaratici bicimde kullanir. [1, 2, 8, 10],

2) Adobe Photoshop, lllustrator ve InDesign programlarini kullanarak dijital
manipullasyon, kompozit gorintl, dijital illistrasyon, tipografi ve sayfa dizeni
uygulamalar gerceklestirir. [1, 2,3,4,5],

3) Temel tasarim prensiplerini dijital projelere uygular; grid sistemi, kompozisyon,
simetri, asimetri, negatif alan, gorsel hiyerarsi ve gorsel-metin iliskisini tasarim
sureclerinde kullanir. [3,4,5, 6, 8],

4) Afig, sosyal medya gorseli, dergi kapagdi, takvim ve gok sayfali belge gibi farkli gorsel
iletisim Grtnlerini dijital ve basili ortamlara uygun bigimde tasarlar. [4,5,6, 8],

5) Tasarimda zaman ve hareket kavramlarini kullanarak hareketli grafik ve temel
animasyon uygulamalari geligtirir. [5,6, 8, 11,12],




6) Farkli dijital Gretim yontemlerini ve yazilmlar butinlesik bigimde kullanarak yaratici,
yenilikci ve disiplinlerarasi gorsel iletisim projeleri gelistirir. [6, 8, 11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Uses computer technologies and digital design tools effectively and creatively in
visual communication design processes. [1, 2, 8, 10]

2) Uses Adobe Photoshop, lllustrator, and InDesign to produce digital manipulation,
composite imagery, digital illustration, typography, and page layout applications. [1,
2,3,4,5]

3) Applies fundamental design principles to digital projects and uses grid systems,
composition, symmetry, asymmetry, negative space, visual hierarchy, and image-
text relationships in design processes. [3, 4, 5, 6, 8]

4) Designs various visual communication products, such as posters, social media
visuals, magazine covers, calendars, and multi-page documents, for both digital and
print environments. [4, 5, 6, 8]

5) Develops motion graphics and basic animation applications by using the concepts of
time and movement in design. [5, 6, 8, 11, 12]

6) Develops creative, innovative, and interdisciplinary visual communication projects by
integrating different digital production methods and software. [6, 8, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Program)

2- 21 ( Sanat Alani)

(ISCED Category of the course) |6-61 ( Bilisim Terknolojileri Alani)

Ders Kitabi

(Textbook)

Visual Communication: Images with Messages — Paul Martin Lester — 2019

The Design of Everyday Things — Don Norman — 2013

Graphic Design: The New Basics — Ellen Lupton & Jennifer Cole Phillips — 2015

The Elements of Graphic Design: Space, Unity, Page Architecture, and Type — Alex

W. White — 2011

Gérsel lletisim ve Grafik Tasarim — Tevfik Fikret Ugar — 2004

Grafik Tasarimin Temelleri— Gavin Ambrose & Paul Harris — 2012

Interaction of Color — Josef Albers — 1963

Temel Sanat Egitimi — Hiisamettin Kogan — 1986

Creative Workshop: 80 Challenges to Sharpen Your Design Skills — David Sherwin

— 2010

e  Grafik Tasarim Siireci: Tasarim Okulunda Nasil Bagarili Olunur — Antira
Nottingham & Jeremy Stout — 2021

o  Grafik Tasarim Temelleri Seti (10 Kitap) — Literatur Yayinlari — Yayin tarihi

belirtiimemis

Yardimci1 Kaynaklar

(Other References)

e  Cevrimici guncel kaynaklar ve 6rnekler

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

Dersin tanitimi. Dijital tasarimin dnemi ve kullanim alanlari. Dijital tasarim i¢in sektérde kullanilan programlarin genel

1 tanitimi. Adobe paketi tanitimi. Adobe Photoshop (Ps) ve Adobe lllustrator (Ai) programlarinda genel tekrar. Adobe
Indesign programina giris.

2 Adobe Indesign (Id) temelleri. Araylz ve araglarin tanitimi, temel sayfa dlizenleme teknikleri, metin ve gérsel
yerlestirme. Dijital tasarimda kullanim 6rnekleri ve analiz. Ornek uygulama.

3 Grid olusturma. Grid yapisi temel kavramlar, farkli medya tiirlerinde grid kullanimi. Grid sistemi tiirleri. Ornek
analizler. Uygulama.

4 Grid sistemlerinin tipografi ve gérselle entegrasyonu. Denge, islev, estetik degerde kompozisyon olusturma. Ornek
analizleri ve uygulama.

5 Indesign ile cok sayfali belge olusturma. Bu ¢alismada Ps ve/veya Ai ile olusturulan tasarimlarin gérsel unsur olarak
Id icinde kullanimina ydnelik uygulama calismalari yapilacaktir.

6 Afig tasarimi. Afig nedir? Afig tiirleri. Temel prensipler, gérsel ve metin kullanimi. Ornek analizler ve uygulama. Afig
projesi tanimi ve projelendirme.

7 Afis projelerinin tasarim siireci ve uygulamasi. Kritik ve geri bildirim. Hareketli grafik animasyon igin giincel dijital
tasarim araglarinin tanitilmasi (app ler). Ornek uygulama.




8 Dergi kapag! tasarimi. Temel prensipler, gorsel ve metin kullanimi, tasarim sureci ve uygulamasi. Kritik ve geri
bildirim. Ara sinav 6grenci projelerinin tanitimi.
9 Dergi kapag projelerinin degerlendirilmesi ve geri bildirim. Sosyal medya post tasarimlari. Statik ve hareketli olarak
post tasarimi. Orneklerin analizi. Uygulama.
10 Dergi kapag projelerinin degerlendirilmesi ve geri bildirim. Sosyal medya post tasarimlari. Statik ve hareketli olarak
post tasarimi. Orneklerin analizi. Uygulama.
1 Takvim tasarimi. Orneklerin analizi. Projelendirme ve arastirma. Uygulama.
12 Takvim projelerinin incelenmesi ve geri bildirim. Dénem sonu projelerinin tanitiimasi. (Dénem sonu projesi; Ps, Ai, Id
programlarinin timunun kullanimi gerektirecek bir galismadir. Statik ve hareketli gérsel unsurlari icerecektir.)
13 Doénem sonu projeleri Uzerinde tasarim sureclerinin degerlendiriimesi ve geri bildirim. Mazeret sinavi.
14 Genel tekrar. Dénem sonu projelerinin 6n degerlendirmesi ve geri bildirim.
COURSE PLAN
Week THEORETICAL COURSE TOPICS
Course introduction. The importance and areas of use of digital design. General introduction to
1 software commonly used in the digital design industry. Introduction to the Adobe suite. General
review of Adobe Photoshop (Ps) and Adobe lllustrator (Ai). Introduction to Adobe InDesign (Id).
Fundamentals of Adobe InDesign (Id). Introduction to the interface and tools, basic page layout
2 techniques, and placement of text and images. Examples of use in digital design and analysis.
Sample application.
3 Creating grids. Fundamental concepts of grid structure, use of grids in different media, and types
of grid systems. Analysis of examples. Application.
4 Integration of grid systems with typography and imagery. Creating compositions based on
balance, function, and aesthetic value. Analysis of examples and application.
5 Creating multi-page documents in InDesign. Practical studies on using designs created in
Photoshop and/or lllustrator as visual elements within InDesign.
6 Poster design. What is a poster? Types of posters. Fundamental principles, use of image and text.
Analysis of examples and application. Definition and development of a poster project.
7 Design process and implementation of poster projects. Critique and feedback. Introduction to
contemporary digital design tools (apps) for motion graphics and animation. Sample application.
8 Magazine cover design. Fundamental principles, use of image and text, design process, and
application. Critique and feedback. Introduction of midterm student projects.
9 Evaluation of magazine cover projects and feedback. Social media post design. Static and motion-
based post design. Analysis of examples. Application.
10 Evaluation of magazine cover projects and feedback. Social media post design. Static and motion-
based post design. Analysis of examples. Application.
11 Calendar design. Analysis of examples. Project development and research. Application.
Review of calendar projects and feedback. Introduction of final projects. The final project requires
12 the integrated use of Photoshop, lllustrator, and InDesign and includes both static and motion-
based visual elements.
13 Evaluation of design processes and feedback on final projects. Make-up examination.
14 General review. Preliminary evaluation and feedback on final projects.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yanyil igi Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Cahgmalan Odevler (Homework) 10
(Semester Raporlar (Reports)
Activities) Laboratuar (Laboratory Activities)




Seminer (Seminar)

Sunumlar (Presentations)

Donem Projesi (Term Project)

Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)

YARIYIL SONU SINAVI (Final Exam)

60

Toplam (Total)

100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Giktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
Integrates the knowledge acquired from different branches of art and design PY
6 . ) : L
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.




8 Possesses the knowledge and critical perspective required to participate in P
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. i
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS-iS YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

. Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 25 1 25
(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
6 6 36
(Homework)
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 29 1 99
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yuki 125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))
Revizyon/Tarih Koordinator / Hazirlayan Onaylayan
(Revision/Date) (Coordinator / Prepared by) (Approved by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU

(COURSE CATALOG FORM)

Dersin Kodu: GITA1112

(Course Code): GITA1112

Dersin Adi: Gorsel Distinme ve Anlatim
(Course Name): Visual Thinking and Expression

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)

Bahar 3+0+0 3 5 Turkce Zorunlu Teorik ve Uygulama Yok
(Spring) (2) (Turkish) (Compulsory) [ (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin yaratici diisinme stureglerini gorsel olarak ifade edebilme ve
tasarimlarini etkili bir sekilde sunabilme becerilerini geligtirmektir. Ogrenciler, gérsel diisiinme,
beyin firtinasi ydntemleri, fikirler ve kavram gorsellestirme, taslak olusturma, hizli eskiz yapma,
hizli prototipleme, goérsel hikaye anlatimi ve temel ¢izim becerilerini 6grenerek, dusincelerini
etkili bir sekilde gorsellestirebilirler. Bu sayede, tasarim sureclerinde kullanabilecekleri genis
bir beceri seti kazanarak, yaratici projeler gelistirebilir ve sunabilirler.

The aim of this course is to develop students’ ability to visually express their creative thinking
processes and effectively present their designs. Students learn visual thinking, brainstorming
methods, idea and concept visualization, sketching, rapid sketching, rapid prototyping, visual
storytelling, and basic drawing skills, enabling them to visualize their ideas effectively. In this
way, they acquire a broad set of skills that can be used throughout the design process, allowing
them to develop and present creative projects.

Dersin igerigi

(Course Content)

Gorsel dusinme ve anlatim yontemleri. Fikir ve kavramlarin gorsellestiriimesi, taslak
olusturma, hizli eskiz ve goérsel not alma teknikleri. Hizli prototipleme, goérsel hikdye anlatimi
ve fikirlerin gorsel olarak yapilandiriimasi. Temel gizim becerileri; nesne, mekan ve insan figuri
cizimine yodnelik uygulamalar. Farkh gérsel dusunme tekniklerinin tasarim sureclerinde
kullanimi, fikir gelistirme ve gorsel anlatim becerilerinin uygulamali galismalarla gelistiriimesi.

Visual thinking and visual expression methods. Visualization of ideas and concepts, sketch
development, rapid sketching, and visual note-taking techniques. Rapid prototyping, visual
storytelling, and the visual structuring of ideas. Fundamental drawing skills, including practical
studies in drawing objects, spaces, and the human figure. The use of different visual thinking
techniques within design processes and the development of idea generation and visual
expression skills through practice-based studies.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Gorsel disiinme ve beyin firtinasi tekniklerini tasarim sireglerinde etkin bigimde
kullanir. [1, 2, 3, 6],

2) Fikir ve kavramlar gorsellestirerek taslaklar, hizli eskizler ve gorsel notlar olusturur.
[1,2,4,5,6],

3) Hizh prototipleme tekniklerini kullanarak
somutlastirir ve geligtirir. [3,4,5, 6, 8],

4) Temel cgizim becerilerini kullanarak nesne, mekan ve insan figlriine yonelik gorsel
calismalar gerceklestirir. [4,5,6,7, 8],

5) Gorsel hikaye anlatimi tekniklerini kullanarak fikirlerini etkili ve anlasilir bicimde sunar.
[5,6, 8, 11,12],

6) Farkli gorsel diisiinme ve anlatim yontemlerini bitinlesik bicimde kullanarak yaratici
fikirlerini geligtirir, gorsellestirir ve tasarim sireglerinde etkili bigcimde ifade eder. [6, 8,
11,12].

tasarim fikirlerini erken asamada

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Effectively uses visual thinking and brainstorming techniques in design processes.

[1,2,3,06]

2) \Visualizes ideas and concepts by creating drafts, rapid sketches, and visual notes.
[1,2,4,5,6]

3) Uses rapid prototyping techniques to develop and make design ideas tangible at an
early stage. [3, 4, 5, 6, 8]

4) Applies fundamental drawing skills to create visual studies of objects, spaces, and
the human figure. [4, 5, 6, 7, 8]

5) Uses visual storytelling techniques to present ideas effectively and clearly. [5, 6, 8,
11,12]




6) Integrates different visual thinking and expression methods to develop, visualize, and
effectively communicate creative ideas throughout design processes. [6, 8, 11, 12]
[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)
2- 21 ( Sanat Alani)

Ders Kitabi

(Textbook)

e The Back of the Napkin (Expanded Edition): Solving Problems and Selling Ideas
with Pictures — Dan Roam — 2013

e Drawing on the Right Side of the Brain: A Course in Enhancing Creativity and
Artistic Confidence — Betty Edwards — 2013

e Steal Like an Artist: 10 Things Nobody Told You About Being Creative — Austin
Kleon — 2012

e Drawing Ideas: A Hand-Drawn Approach for Better Design — Mark Baskinger &
William Bardel — 2013

Yardimci1 Kaynaklar

(Other References)

e  Cevrimici guncel kaynaklar ve 6rnekler

HAFTALIK KONULAR

Hafta

DERSIN TEORIK KONU BASLIKLARI

1 |Gorsel diistinmenin 6nemi ve temel prensipleri, yaratici distince sireglerinin gorsel olarak ifade edilmesi.

Beyin firtinasi yontemleri ve gorsel diisiinme teknikleri, grup galismalari ve bireysel uygulamalar.

Fikirler ve kavram gorsellestirme teknikleri, zihin haritalari ve diagramlar.

Taslak olusturma teknikleri, temel ¢izim becerileri ve hizl eskiz yapma ydntemleri.

Hizli eskiz yapma teknikleri, fikirlerin hizl ve etkili bir sekilde gorsellestiriimesi.

Temel ¢izim becerileri, nesne ve insan figlrt gizimi.

Temel ¢izim becerileri, nesne ve insan figlirt gizimi.

Temel ¢izim becerileri, nesne ve insan figlrt gizimi.

Clo|N|OoOjga|d|W|IDN

Temel ¢izim becerileri, nesne ve insan figlrt gizimi.

10 |Gorsel hikaye anlatimi teknikleri, hikaye tahtalari ve gérsel anlatimin temelleri.

11 |Gorsel hikaye anlatimi teknikleri, hikaye tahtalari ve gorsel anlatimin temelleri.

12 |Gorsel hikaye anlatimi teknikleri, hikaye tahtalari ve gorsel anlatimin temelleri.

13 |Hizh prototipleme teknikleri, tasarim fikirlerinin hizlica test edilmesi ve gelistiriimesi.

14 |Fikir ve kavram gelistirme teknikleri, yaratici digtinme ve problem ¢6zme.

COURSE PLAN

Week THEORETICAL COURSE TOPICS
1 The importance and fundamental principles of visual thinking; visual expression of creative thinking processes.
2 Brainstorming methods and visual thinking techniques; group work and individual practices.
3 Idea and concept visualization techniques; mind maps and diagrams.
4 Sketch development techniques, fundamental drawing skills, and rapid sketching methods.
5 Rapid sketching techniques; quick and effective visualization of ideas.
6 Fundamental drawing skills; drawing objects and the human figure.
7 Fundamental drawing skills; drawing objects and the human figure.
8 Fundamental drawing skills; drawing objects and the human figure.
9 Fundamental drawing skills; drawing objects and the human figure.
10 Visual storytelling techniques, storyboards, and the fundamentals of visual narrative.
11 Visual storytelling techniques, storyboards, and the fundamentals of visual narrative.
12 Visual storytelling techniques, storyboards, and the fundamentals of visual narrative.
13 Rapid prototyping techniques; rapid testing and development of design ideas.
14 Idea and concept development techniques, creative thinking, and problem-solving.




DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT)
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETiSiM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Giktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degderleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.




4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design PY
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. o
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)
iy Siire (saat) Sayi Is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi 15 ! s
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) S S 2
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 13 1 13
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii 125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))
Revizyon/Tarih Koordinator / Hazirlayan Onaylayan
(Revision/Date) (Coordinator / Prepared by) (Approved by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi







GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU

(COURSE CATALOG FORM)

Dersin Kodu: GiTA1119
(Course Code): GITA1119

Dersin Adi: Gorsel iletisim Tasarimina Girig
(Course Name): Introduction to Visual Communication Design

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Glz 3+0+0 3 6 Turkce Zorunlu Teorik Yok
(Fall) (1) (Turkish) (Compulsory) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Dersin amaci, gorsel iletisim tasariminin kapsamini, kuramsal temellerini, uygulama alanlarini
ve alt disiplinlerini batincul bir yaklasimla ele almaktir. Ders kapsaminda gorsel iletisim
tasarimina iliskin temel kavram, ilke ve yéntemlerin; kulttrel, sosyal ve teknolojik baglamlarla
iliskisi tizerinde durulur. Ogrencilerin gorsel iletisim tasariminin iliskili oldugu disiplinleri, bu
alanlarda kullanilan dijital arag¢ ve teknolojileri ve ginUmuz gorsel iletisim tasarimcisinin
degisen rolunlu kavramalari; alana iligkin temel yetkinlikler ve gelisim olanaklari hakkinda
farkindalik kazanmalari amaglanir.

The aim of the course is to examine the scope, theoretical foundations, application areas, and
sub-disciplines of visual communication design through a holistic approach. The course
focuses on the relationship between the fundamental concepts, principles, and methods of
visual communication design and their cultural, social, and technological contexts. It also aims
to enable students to understand the disciplines related to visual communication design, the
digital tools and technologies used in these fields, and the changing role of the contemporary
visual communication designer, while developing awareness of the fundamental competencies
and future opportunities within the field.

Dersin igerigi

(Course Content)

Gorsel iletigsim tasariminin temel kavramlari, kuramsal temelleri, uygulama alanlari, tarihsel
gelisimi ve dontstimi. Gorsel iletisim tasarimi disiplininin alt alanlarina iligkin temel terimler,
ilkeler ve yontemler. Gorsel iletisim tasariminin kiltiirel, sosyal ve teknolojik baglamlar; kiiltirel
ve teknolojik degisimlerin tasarim sireglerine etkileri ve gtincel teknolojilerle ortaya ¢ikan yeni
yonelimler. Tasarim ilkeleri, iletisimin temelleri, teknoloji ve iletisim iliskisi, anlam olusturma ve
mesaj tasarimi, gorsel iletisim tasariminin turleri ve temel unsurlari. Gorsel iletisim tasariminin
farkh bilesenleri arasindaki iligkilerin elestirel ve arastirmaya dayali yaklagimlarla incelenmesi.
Gorsel iletisim tasarimi alanindaki uygulamalar, bu uygulamalarda kullanilan dijital araglar,
yazihmlar ve programlama dilleri. Gunumiz gorsel iletisim tasarimcisinin roll, temel
yetkinlikleri ve alanin gelisen uygulama olanaklari.

Fundamental concepts, theoretical foundations, application areas, historical development, and
transformation of visual communication design. Key terminology, principles, and methods
related to the subfields of visual communication design. Cultural, social, and technological
contexts of visual communication design; the effects of cultural and technological change on
design processes and emerging directions shaped by contemporary technologies. Design
principles, fundamentals of communication, the relationship between technology and
communication, meaning-making and message design, types of visual communication design,
and their fundamental elements. Critical and research-based examination of the relationships
among different components of visual communication design. Applications in visual
communication design, including the digital tools, software, and programming languages used
in these practices. The role of the contemporary visual communication designer, core
competencies required in the field, and emerging areas of practice.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Gorsel il_eti§im Tasarimi temel kavramlari hakkinda bilgi sahibi olur [1, 2, 8, 12],

2) Gorsel lletisim Tasariminin tarihsel gelisimi, dontustimu, sosyolojik ve teknolojik
degisim_lerin alan Uzerindeki etkisini degerlendirir. [1, 2,4,5],

3) Gorsel lletisim Tasarimindaki uygulama alanlarini tanir ve dénugtmleri inceler [3,4,5,
6, 8, 12],

4) Gorsel lletisim Tasarimina bagli ve iligkili tasarim alanlarini 8grenir ve bilgi sahibi olur
[4,5,6, 8],

5) Guncel teknolojinin gorsel iletigim tasarimina, sireglerine etkisini 6grenir. [6, 8, 11,12],

6) Gorsel lletisim Tasarimcisinin potansiyel roliini, gelisme alanlarini ve olasi yenilik

alanlarini tanir [6, 8, 11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:




1) Acquires knowledge of the fundamental concepts of Visual Communication Design
[1, 2,8, 12].

2) Evaluates the historical development and transformation of Visual Communication
Design, as well as the impact of sociological and technological changes on the field
[1, 2, 4, 5].

3) Recognizes the areas of practice within Visual Communication Design and
examines their transformation [3, 4, 5, 6, 8, 12].

4) Learns about and gains knowledge of design fields that are related to and
associated with Visual Communication Design [4, 5, 6, 8].

5) Understands the impact of contemporary technologies on Visual Communication
Design and its processes [6, 8, 11, 12].

6) Recognizes the potential role of the visual communication designer, areas for
professional development, and possible fields of innovation [6, 8, 11, 12].

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

2- 21 ( Sanat Alani)

(ISCED Category of the course) |6-68 ( Bilisim Terknolojileri ile ilgili Disiplinlerarasi Programlar)

Ders Kitabi

(Textbook)

Visual Communication: Images with Messages — Paul Martin Lester — 2019

The Design of Everyday Things — Don Norman — 2013

Graphic Design: The New Basics — Ellen Lupton & Jennifer Cole Phillips — 2015
The Elements of Graphic Design: Space, Unity, Page Architecture, and Type — Alex
W. White — 2011

Gérsel lletisim ve Grafik Tasarim — Tevfik Fikret Ugar — 2004

e  Grafik Tasarimin Temelleri— Gavin Ambrose & Paul Harris — 2012

Yardimci1 Kaynaklar e Cevrimigi glincel kaynaklar.

(Other References)

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 Gorsel iletisim Tasarimi giris ve teme kavramlar. Gérsel iletisimini tarihsel gelisimi ve déniisiimii. Temel ilkeler ve
kuramsal temeller.

2 Gorsel tasarimin temel ilkeleri, iletisim ve gorsel iliskisi, mesaj kavrami. Pratik uygulama ve 6rnek analizleri.

3 iletisim kuramlarindan érnekler ve modelleri. Gérsel iletisimin rol(, medya ve mesaj kavrami, 6érnek analizleri.

4 Teknolojik gelismelerin ve donusimlerin iletisim lzerindeki etkisi. Dijital medya ve gorsel tasarnim iligkisi. Gorsel
tasarim unsurlari. Ornek analizleri.
Semiyotik ve anlam olusturma, gorsel metafor ve sembollere giris, mesaj tasarimi ve hedef kitle iligkisi. Grafik tasarim

5 ve gorsel iletisim tasarimi iliskisi. Gorsel tasarim unsurlarn (afis, logo, web sitesi, kurumsal kimlik vb kavramlarin
tanitimi) 6rnek analizleri.

6 Kdlturel farkliliklar ve gorsel iletisim. Kiltirel temsil. Sosyal etkilesim ve toplumsal degisimlerin gorsel iletisim ve gorsel
tasarima olan eftkileri. Pratik uygulamalar ve 6rnek analizleri.

7 Gorsel iletisim tasarimi tiirleri ve unsurlari. Temel bilesenler. Pratik uygulamalar ve érnek analizleri. Ogrenci
projelerinin tanitimi ve agiklamasi.

8 Gorsel iletisim tasariminin glincel uygulama 6rnekleri Gizerinde arastirma ve inceleme galismasi. Unsurlarin
saptanmasi, kiltlirel veya sosyal farkliliklarin incelenmesi, temel bilesenlerin analizi, mesajlarin incelenmesi.

9 Gorsel iletisim tasariminda kullanilan yazilim ve programlarin incelenmesi. Orneklerin analizi. Dijital medya ve gérsel
iletisim tasarimi iligkisi.

10 Gorsel iletisim tasariminda kullanilan yazilim ve programlarin incelenmesi. Orneklerin analizi. Dijital medya ve gérsel
iletisim tasarimi iligkisi.

1 Gtincel teknolojiler ve olasiliklar: Gergeklik Teknolojileri, yapay zeka ile gérsellestirmenin gorsel iletigim tasarimi ile
iliskisi. Orneklerin analizi.

12 |Sektorel yenilikler ve uygulamalar. Donem 6grenci projelerinin tanitimi ve agiklanmasi.

13 Mazeret Sinavi. Gorsel iletisim tasarimcisi kimligi, yetkinlikleri v e olasi potansiyeli lizerine elestirel dislinme ve
inceleme. Ogrencilerin dederlendirmesi ve analizleri.

14  |D6nem projelerinin 6n kontroli ve geri bildirim. Genel tekrar ve dederlendirme.




COURSE PLAN
Week THEORETICAL COURSE TOPICS

Introduction to Visual Communication Design and fundamental concepts. The historical
1 development and transformation of visual communication. Basic principles and theoretical
foundations.

2 Fundamental principles of visual design; the relationship between communication and the visual; the
concept of the message. Practical applications and case analyses.

3 Examples and models from communication theories. The role of visual communication, the concepts
of media and message, and case analyses.

4 The impact of technological developments and transformations on communication. The relationship
between digital media and visual design. Elements of visual design. Case analyses.

Semiotics and meaning-making; introduction to visual metaphors and symbols; the relationship

5 between message design and target audience. The relationship between graphic design and visual
communication design. Introduction to visual design elements such as posters, logos, websites, and
corporate identity, supported by case analyses.

Cultural differences and visual communication. Cultural representation. The effects of social
6 interaction and societal change on visual communication and visual design. Practical applications
and case analyses.

7 Types and elements of visual communication design. Fundamental components. Practical
applications and case analyses. Introduction and explanation of student projects.

Research and analysis of contemporary examples of visual communication design. Identification of
8 elements, examination of cultural or social differences, analysis of fundamental components, and
evaluation of messages.

9 Examination of software and programs used in visual communication design. Analysis of examples.
The relationship between digital media and visual communication design.

10 Examination of software and programs used in visual communication design. Analysis of examples.
The relationship between digital media and visual communication design.

11 Contemporary technologies and possibilities: reality technologies and the relationship between Al-
assisted visualization and visual communication design. Analysis of examples.

12 | Sectoral innovations and applications. Introduction and explanation of semester student projects.

13 Make-up Exam. Critical thinking and analysis of the identity, competencies, and potential roles of the
visual communication designer. Student evaluations and analyses.

14 Preliminary review and feedback on semester projects. General review and evaluation.

DERSIN DEGERLENDIRME SISTEMI

(COURSE ASSESSMENT)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100




DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Giktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gorsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir [ ]

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

12 Has knowledge of the laws, regulations and legislation related to the field.

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the field of )
Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems related to the )
field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and original works. L
4 Possesses technological and theoretical knowledge, technical competence and aesthetic )
awareness related to the field.
5 Works individually and as a member of a group within project processes, takes )
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design with the field °
through an interdisciplinary approach.
7 Produces sustainable visual communication design products that observe ethical values, Y
are sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective required to participate in current )
academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the professional Y
roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually produced )
designs to the sector.
1 Has the ability to adapt to new technologies. g
[

AKTS- i$ YUKU TABLOSU




(ECTS — WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES)

Siire (saat)
(Time( hr))

Sayi
(Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures)

3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

21

1

21

Kisa Sinavlar
(Semester written exams)

15

Dénem Odevi / Projesi
(Term Project)

20

20

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

20

Sunum
(Presantation)

12

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

20

20

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

150

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)

Koordinator / Hazirlayan

(Coordinator / Prepared by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA1901
(Course Code): GITA1901

Dersin Adi: Temel Grafik Tasarim |
(Course Name): Basic Graphic Design |

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Guz 3+0+1 3 6 Turkce Zorunlu Teorik ve Uygulama Yok
(Fall) (1) (Turkish) (Compulsory) [ (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere tasarimin temel prensiplerini, tekniklerini ve kavramlarini tanitarak
onlari ileri dizey tasarim derslerine hazirlamaktir. Ders, 6grencilerin yaratici dislinme, problem
¢bzme, elestirel dislinme ve gorsel iletisim becerilerini gelistirmeyi hedefler. Temel tasarim
elemanlar ve ilkeleri, Gestalt prensipleri, kompozisyon, renk kurami, gorsel diizenleme,
simetri, asimetri ve gorsel hiyerarsi konulari teorik ve uygulamali ¢calismalarla ele alinir. Farkh
malzemelerle gerceklestirilen 2B ve 3B calismalar aracilidiyla 6grencilerin bicim, islev ve
estetik arasindaki iliskiyi kavramalari, kuram ile pratigi butlnlestirmeleri ve temel tasarim
bilgilerini ileri dizey tasarim ¢alismalarina aktarabilecek bir altyapi gelistirmeleri amaclanir.

The aim of this course is to introduce students to the fundamental principles, techniques, and
concepts of design and to prepare them for advanced-level design courses. The course aims
to develop students’ creative thinking, problem-solving, critical thinking, and visual
communication skills. Fundamental design elements and principles, Gestalt principles,
composition, color theory, visual organization, symmetry, asymmetry, and visual hierarchy are
addressed through both theoretical and practical studies. Through two-dimensional and three-
dimensional design practices using a variety of materials, students are expected to understand
the relationship between form, function, and aesthetics, integrate theory with practice, and
develop a solid foundation that can be applied to advanced design studies.

Dersin igerigi

(Course Content)

Tasarimin temel prensipleri, teknikleri ve kavramlari. Temel tasarim ilkeleri ve elemanlari ile
Gestalt prensipleri. Nokta, gizgi, sekil, doku, form ve renk; denge, ritim, kontrast, vurgu, oran,
hiyerarsi, birlik ve butlinlik kavramlari. Renk kurami ve kullanimi, renk ¢arki, renk armonileri
ve renk psikolojisi. Kompozisyon ilkeleri, gérsel diizenleme, simetri, asimetri, negatif alan ve
gorsel hiyerarsi. Yaratici dusinme, problem ¢dézme, elestirel disinme ve gorsel iletisim
baglaminda temel tasarim uygulamalari. Farkli malzemelerle gergeklestirilen 2B ve 3B temel
tasarim calismalari, malzeme kullanimi ve prototipleme yaklagimlari. Bigim, iglev ve estetik
iliskisini ele alan uygulamali galismalar ve temel gérsel tasarim ilkeleri dogrultusunda kuram ile
pratigin iliskilendiriimesi.

Fundamental principles, techniques, and concepts of design. Basic design principles and
elements, along with Gestalt principles. Point, line, shape, texture, form, and color; balance,
rhythm, contrast, emphasis, proportion, hierarchy, unity, and coherence. Color theory and
application, the color wheel, color harmonies, and color psychology. Principles of composition,
visual organization, symmetry, asymmetry, negative space, and visual hierarchy. Basic design
practices in the context of creative thinking, problem-solving, critical thinking, and visual
communication. Two-dimensional and three-dimensional basic design studies using different
materials, material exploration, and prototyping approaches. Practice-based studies focusing
on the relationship between form, function, and aesthetics, and the integration of theory and
practice through fundamental visual design principles.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Gorsel tasarimin temel kavramlari hakkinda bilgi sahibi olur [1, 2, 8, 12],

2) Tasarimin temel ilkeleri, elemanlari ve kavramlari arasinda iliski kurar [1, 2,4,5],

3) Gorsel iletisim Tasarimindaki uygulama alanlarini tanir ve dénigiimleri inceler [3,4,5,
6, 8, 12],

4) Gorsel lletisim Tasarimi ve temel grafik tasarim arasindaki iliskiyi kurar, gelistirir ve
anlar [4,5,6, 8],

5) Kompozisyon kurma, gobrsel dusunme, yaratici disinme ve problem ¢6zme
becerilerini gelistirir [6, 8, 11,12],

6) Bicim, islev ve estetik arasindaki iligkiyi kavrar, tasarim problemlerine ¢ozim Uretme
becerisi kazanir [6, 8, 11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Gains knowledge of the fundamental concepts of visual design [1, 2, 8, 12].
2) Establishes relationships among the fundamental principles, elements, and concepts
of design [1, 2, 4, 5].




3) Recognizes the application areas of Visual Communication Design and examines
their transformations [3, 4, 5, 6, 8, 12].

4) Establishes, develops, and understands the relationship between Visual
Communication Design and basic graphic design [4, 5, 6, 8].

5) Develops skills in composition, visual thinking, creative thinking, and problem-
solving [6, 8, 11, 12].

6) Understands the relationship between form, function, and aesthetics, and develops
the ability to generate solutions to design problems [6, 8, 11, 12].

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

2- 21 ( Sanat Alani)

(ISCED Category of the course) |2-29 (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alanlari)

. Visual Communication: Images with Messages — Paul Martin Lester — 2019 The Design of
Everyday Things — Don Norman — 2013

. Graphic Design: The New Basics — Ellen Lupton & Jennifer Cole Phillips — 2015

. The Elements of Graphic Design: Space, Unity, Page Architecture, and Type — Alex W. White

Ders Kitabi — 2011
. Gorsel lletisim ve Grafik Tasarim — Tevfik Fikret Ugar — 2004
(Textbook) . Grafik Tasarimin Temelleri— Gavin Ambrose & Paul Harris — 2012
. Creative Workshop: 80 Challenges to Sharpen Your Design Skills — David Sherwin — 2010
. Grafik Tasarim Slireci: Tasarim Okulunda Nasil Basarili Olunur — Antira Nottingham & Jeremy

Stout — 2021
e  Grafik Tasarim Temelleri Seti (10 Kitap) — Literatir Yayinlari — Yayin tarihi belirtiimemis

Yardimci1 Kaynaklar

(Other References)

e  Cevrimici guncel kaynaklar ve 6rnekler

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 |Temel kavramlar. Tasarim nedir? Temel tasarim ilkeleri ve elemanlari. Gestalt prensipleri. Orneklerle agiklama.

2 Nokta, gizgi,._dUzIem, sekil, doku, renk, form nedir? Denge, ritim, kontrast, vurgu, oran, hiyerarsi, birliklik, bttnliik
kavramlari. Orneklerin analizi. Pratik ve uygulama.

3 Kompozisyon ilkeleri Gorsel diizenleme, grid sistemine giris, simetri, asimetri, negatif alan kullanimi. Orneklerin analizi,
pratik ve uygulama.

4 |Renk kuramlari. Renk garki ve renklerin detayli olarak incelenmesi. Renk psikolojisi. Analiz ve uygulamali arastirma.

5 Temel tasarim ilkelerine yonelik uygulama ¢alismalari. Prototip kavrami ve ydntemsel yaklasimlar. Farkli malzemelerle
tasarimlarin yeniden ele alinmasi. Yaratici ve 6zgin ¢alismalarin olusturulmasi ve analiz.

6 Farkli malzemelerle 3B temel tasarim ¢alismalari. Amag, kapsam ve yontemin belirlenmesi, prototip gelistirme ve
tasarim sureci iginde inceleme. Ara sinav 6grenci projelerinin tanimlanmasi.

7 Bigim, islev ve estetik iliskisi. Yaratici ve 6zglin calismalar. Ogrenci projelerinin prototip asamasinda degderlendirilmesi ve
geri bildirim.

8 Bigim, islev ve estetik iliskisi. Yaratici ve 6zglin calismalar. Ogrenci projelerinin prototip asamasinda degderlendirilmesi ve
geri bildirim.

9 ileri seviyede kompozisyon ilkelerinin uygulanmasi, gérsel hiyerarsi ve diizenleme. Yaratici diisiinme ydntemi ile
kompozisyonlarin gesitlenmesi. Anlam ve mesaj iligkisinin kompozisyon Uzerinde incelenmesi.

10 |Uygulamali tasarim projeleri, 2B ve 3B olarak gergeklestiriimesi. Proje gelistirme sureclerinin tanimlanmasi ve izlenmesi.

1 Kavramlarin gorsellestiriimesi ve 2B ve 3B projelere donusturiimesi. Tasarlama suregleri, ydntem belirlenmesi,
prototiplerin hazirlanmasi, malzeme secimi ve gerceklestirme.

12 Geleneksel ve modern tasarim yaklasimlarinin incelenmesi. Geleneksel tasarimin glinimuiz diinyasindaki yeri, yenilikgi
yaklasimlar ve uygulamalar. Dénem 6grenci projelerinin tanimlanmasi ve agiklanmasi.

13 |Dénem 6gdrenci projelerinin 6n sunumlari ve agiklamalarinin analizi, prototiplerin incelenmesi ve geri bildirim.

14 |Genel tekrar ve donem projeleri lizerinde uygulama galismalari.

COURSE PLAN
Week THEORETICAL COURSE TOPICS

Basic concepts. What is design? Fundamental design principles and elements. Gestalt principles.
Explanation through examples.




What are point, line, plane, shape, texture, color, and form? Concepts of balance, rhythm, contrast,
2 emphasis, proportion, hierarchy, unity, and wholeness. Analysis of examples. Practice and
application.

3 Principles of composition. Visual organization, introduction to the grid system, symmetry,
asymmetry, and the use of negative space. Analysis of examples, practice, and application.

4 Color theories. The color wheel and a detailed examination of colors. Color psychology. Analysis
and practice-based research.

Practical studies on fundamental design principles. The concept of prototype and methodological
5 approaches. Reconsideration of designs using different materials. Creation and analysis of creative
and original works.

Three-dimensional basic design studies using different materials. Determining the aim, scope, and
6 method; prototype development and examination within the design process. Definition of midterm
student projects.

7 The relationship between form, function, and aesthetics. Creative and original works. Evaluation of
student projects at the prototype stage and feedback.

8 The relationship between form, function, and aesthetics. Creative and original works. Evaluation of
student projects at the prototype stage and feedback.

Application of advanced composition principles, visual hierarchy, and organization. Diversification of
9 compositions through creative thinking methods. Examination of the relationship between meaning
and message through composition.

10 Practice-based design projects carried out in 2D and 3D. Definition and monitoring of project
development processes.

1 Visualization of concepts and their transformation into 2D and 3D projects. Design processes,
determination of methods, preparation of prototypes, material selection, and implementation.

Examination of traditional and modern design approaches. The place of traditional design in today's
12 world, innovative approaches, and applications. Definition and explanation of semester student
projects.

13 Preliminary presentations of semester student projects and analysis of their explanations,
examination of prototypes, and feedback.

14 General review and practical studies on semester projects.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)

Yanyil l¢i -

Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)

(E;wﬁizt:)r Sunumlar (Presentations)

Donem Projesi (Term Project)

Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)

YARIYIL SONU SINAVI (Final Exam) 60

Toplam (Total) 100




DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlan (Giktilari)

Yiiksek

Diisiik

Goérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir

Alani ile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, gok boyutlu olarak algilar

Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zgln yapitlara dontstirir

Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

Bireysel ve grup uyesi olarak proje suregcleri icinde ¢aligir, sorumluluk alir ve planlama yapar.

Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla butinlestirir.

Etik degerleri gozeten, sosyal ve kiiltirel degerlere duyarli, hedef kitleye uygun, sirdurilebilir gorsel iletisim
tasarim Urinleri ortaya koyar

O N || g & WO N =

Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir

Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir.

Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir

11

Yeni teknolojilere uyum saglama yetenegine sahiptir

12

Alana iliskin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

field in a multidimensional manner.

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the field of ®

Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems related to the b

3 Transforms abstract and concrete concepts into creative, innovative and original works.

designs to the sector.

4 Possesses technological and theoretical knowledge, technical competence and aesthetic ®
awareness related to the field.

5 Works individually and as a member of a group within project processes, takes b
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design with the field ®
through an interdisciplinary approach.

7 Produces sustainable visual communication design products that observe ethical values, °
are sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective required to participate in current b
academic and professional discussions in the field.
Acquires an understanding of and practical competence in at least one of the professional °
roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually produced °

1 Has the ability to adapt to new technologies.

12 Has knowledge of the laws, regulations and legislation related to the field.
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1

30
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20

20
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14

14
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150
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GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA1902
(Course Code): GITA1902

Dersin Adi: Temel Grafik Tasarim Il
(Course Name): Basic Graphic Design Il

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)

Bahar 3+0+1 3 6 Turkce Zorunlu Teorik ve Uygulama Yok
(Spring) (2) (Turkish) (Compulsory) [ (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin temel tasarim bilgilerini grafik tasarim ve gorsel iletisim
baglaminda gelistirerek gorsel disinme, yaratici problem ¢ézme ve c¢ok boyutlu tasarim
becerilerini ilerletmektir. Ders, gorsel iletisim tasarimi ile grafik tasarim arasindaki iliskiyi, grafik
tasarimin kapsamini ve terminolojik dénusumind ele alir; 6grencilerin kavramlari semboller
aracihgiyla gorsellestirme, simge, piktogram ve sembol tasarlama becerilerini geligtirmeyi
hedefler. Gostergebilimin temel kavramlari, gorsel algi ve anlamlandirma suregleri, Gestalt
ilkeleri, renk kurami ve psikolojisi, gorsel metafor ve mesaj tasarimi dersin temel odaklari
arasindadir. Ogrencilerin sembol, isaret ve imgelerin anlam Uretimindeki rolind kavramalart;
gorsel unsurlari etkili bicimde kullanarak yaratici uygulamalar ve gorsel hikayeler gelistirmeleri
amaglanir.

The aim of this course is to further develop students’ foundational design knowledge within
the context of graphic design and visual communication, while advancing their visual thinking,
creative problem-solving, and multidimensional design skills. The course examines the
relationship between visual communication design and graphic design, as well as the scope
and terminological transformation of graphic design, and aims to develop students’ ability to
visualize concepts through symbols and to design icons, pictograms, and symbols.
Fundamental concepts of semiotics, processes of visual perception and meaning-making,
Gestalt principles, color theory and psychology, visual metaphor, and message design
constitute the main areas of focus. Students are expected to understand the role of symbols,
signs, and images in the construction of meaning and to develop creative visual applications
and visual narratives through the effective use of visual elements.

Dersin igerigi

(Course Content)

Grafik tasarimda gorsel dusiinme ve yaratici problem ¢dzme. Grafik tasarimin kapsami ve
terminolojik ddnisumu. Kavramlarin semboller aracilidiyla gorsellestiriimesi; simge, sembol ve
piktogram tasarimi. Gostergebilimin temel kavramlari ile isaret ve sembollerin gorsel iletisimde
ve anlam olusturma sureglerindeki rolu. Temel grafik tasarim ilkeleri ve Gestalt ilkelerinin gorsel
iletisim ve algi suregleriyle iliskisi. Gorsel algi siirecleri ve algi psikolojisi; renk kurami, renk
psikolojisi ve rengin iletisimdeki roli. Kiiltirel farkliliklar, algilama ve anlamlandirma, ¢gagrisim
iliskileri ve gorsel hikdye anlatimi. Kavramlarin sembollere ddénlsumi, gdstergelerin
siniflandiriimasi, gorsel metaforlar, sembollerin tarihsel gelisimi ile isaretlerin tanimi ve
kullanimi. Simge ve piktogram tasarimina yonelik uygulamali galismalar. Dijital ve fiziksel
tasarim ortamlarinin batiinlestiriimesi; dijital tasarimlarin fiziksel ortama aktariimasi ve fiziksel
tasarim unsurlarinin dijital uygulamalarda kullaniimasi. Tasarim sureglerinin planlanmasi,
gelistiriimesi ve yonetimi; tasarimda ¢ok boyutlu disinme.

Visual thinking and creative problem-solving in graphic design. The scope of graphic design
and changes in its terminology. Visualization of concepts through symbols; icon, symbol, and
pictogram design. Fundamental concepts of semiotics and the role of signs and symbols in
visual communication and meaning-making. Basic graphic design principles and Gestalt
principles in relation to visual communication and perception. Visual perception processes and
the psychology of perception; color theory, color psychology, and the role of color in
communication. Cultural differences, perception and interpretation, associative relationships,
and visual storytelling. Transformation of concepts into symbols, classification of signs, visual
metaphors, the historical development of symbols, and the definition and use of signs. Practical
studies in icon and pictogram design. Integration of digital and physical design environments,
including the transfer of digital designs into physical media and the incorporation of physical
design elements into digital applications. Planning, development, and management of design
processes, with an emphasis on multidimensional thinking in design.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Gorsel tasarimin temel kavramlari hakkinda bilgi sahibi olur [1, 2, 8, 12],

2) Sembollerle kavramlari gorsellestirme, simge, imge, piktogra tasarimi yolu ile yaratici
becerileri gelistirme [1, 2,4,5],

3) Imge, kavram ve gdsterge iligkisini anlama, metaforun gérsel tasarimda kullanimini
gelistirme [3,4,5, 6, 8, 12],




4)

Simge, piktogram tasarimi ve sembol tasarimini deneyimleme ve uygulama becerisi
[4,5,6, 8],

5) Kompozisyon kurma, gobrsel dusunme, yaratici disinme ve problem ¢6zme
becerilerini dijital ortam ve fiziksel ortamda olusturabilme, donistirebilme [6, 8,
11,12],

6) Tasarim sureglerini planlama diizenleme, gelistirme, glincelleme ve yonetme becerisi

6, 8, 11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Gains knowledge of the fundamental concepts of visual design [1, 2, 8, 12].

2) Develops creative skills by visualizing concepts through symbols and by designing
icons, images, and pictograms [1, 2, 4, 5].

3) Understands the relationship between image, concept, and sign, and develops the
ability to use metaphors in visual design [3, 4, 5, 6, 8, 12].

4) Gains experience and practical skills in icon, pictogram, and symbol design [4, 5, 6,
8].

5) Develops the ability to create and transform compositions, visual thinking, creative
thinking, and problem-solving processes in both digital and physical environments
[6, 8, 11, 12].

6) Develops the ability to plan, organize, develop, update, and manage design

processes [6, 8, 11, 12].

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)
2- 21 ( Sanat Alani)
2-29 (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alanlari)

Ders Kitabi

(Textbook)

Visual Communication: Images with Messages — Paul Martin Lester — 2019 The Design of
Everyday Things — Don Norman — 2013

Graphic Design: The New Basics — Ellen Lupton & Jennifer Cole Phillips — 2015

The Elements of Graphic Design: Space, Unity, Page Architecture, and Type — Alex W. White
— 2011

Gérsel lletisim ve Grafik Tasarim — Tevfik Fikret Ugar — 2004

Grafik Tasarimin Temelleri— Gavin Ambrose & Paul Harris — 2012

Creative Workshop: 80 Challenges to Sharpen Your Design Skills — David Sherwin — 2010
Grafik Tasarim Siireci: Tasarim Okulunda Nasil Basarili Olunur — Antira Nottingham & Jeremy
Stout — 2021

Grafik Tasarim Temelleri Seti (10 Kitap) — Literatlr Yayinlari — Yayin tarihi belirtimemis

Yardimci1 Kaynaklar

(Other References)

Cevrimigi giincel kaynaklar ve drnekler

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 Dersin tanitimi. Grafik tasarimin kapsami ve terminolojik degisimi. Temel tasarim ilkeleri ve elemanlarinin tanitimi.
Gorsel iletisim tasarimi ve grafik tasarim arasindaki iliski.

2 Gorsel diisinme yeteneklerinin gelistiriimesine yonelik uygulama galismasi. Yaratici problem ¢dzme teknikleri ve
suregleri.

3 Kavramlarin sembollerle gorsellestiriimesi. Simge, piktogram tanimi. Simge ve piktogram tasarimi, uygulama
calismasi.

4 Gostergebilimle ilgili temel bilgiler. Isaret, ikon, sembol, simge, gdsterge. Sembol ve igaretlerin anlam yaratmada
kullanimi. Uygulama galigsmasi.

5 Gestalt ilkeleri ve grafik unsurlarin anlam yaratma sureclerinde Gestalt kullanimi ve uygulamali galismalar.

6 Gorsel iletisim algi suregleri, gorsel algilama, gorsel algi psikolojisine yonelik uygulamali calismalar.

7 Renk kullanimi. Renk algisi, renk psikolojisi, kiltirel farkliliklarin degerlendiriimesi. Rengin tasarimda kullanimina
yonelik yaratici uygulamalar. Ara sinav égrenci projelerinin tanitilmasi ve agiklanmasi.

8 Renk kullanimi. Renk algisi, renk psikolojisi, kiltirel farkliliklarin degerlendirilmesi. Rengin tasarimda kullanimina
yonelik yaratici uygulamalar. Ara sinav égrenci projelerinin tanitilmasi ve agiklanmasi.

9 Gorsel unsurlarin mesaj iletiminde 6nemi, hiyerarsi, mesaj iletme teknikleri hakkinda bilgilendirme. Gorsel metafor
kavrami. Uygulamali ¢alismalar.




10

Farkl kiltirel degerlerin gdrsel alanda anlamli bir batiin olusturacak ve mesa;j iletecek sekilde dizenlenmesi. Bu
calismada daha dnce aktarilan tim bilgilerin butin olarak kullanimi amaglanmaktadir.

11 |Gérsel hikaye olusturma siiregleri, ydntemleri ve bilgilendirme. Ornek analizleri. Uygulamali galismalar.
Dijital ve fiziksel tasarimlar arasinda gegis, hibrit yaratici galismalar. Tasarimin belirlenmesi, yontemin saptanmasi,
12 |destek alanlarin tespit edilmesi, prototip surecleri, tasarimda degisim yapma, tasarimi gerceklestirme. Dénem
projelerinin tanimlanmasi ve agiklanmasi.
13 |Tasarimda ¢ok boyutlu digtinme teknikleri, pratik uygulamalar ve érneklerin analizi. Mazeret sinavi.
14 |Genel tekrar ve dénem projeleri tizerinde geri bildirim verilmesi.

COURSE PLAN

Week THEORETICAL COURSE TOPICS

1 Course introduction. The scope of graphic design and changes in terminology. Introduction to the
fundamental principles and elements of design. The relationship between Visual Communication
Design and graphic design.

2 Practical exercises aimed at developing visual thinking skills. Creative problem-solving techniques
and processes.

3 Visualization of concepts through symbols. Definition of icons and pictograms. Icon and pictogram
design and practical exercises.

4 Fundamental knowledge of semiotics. Sign, icon, symbol, image, and signifier. The use of symbols
and signs in creating meaning. Practical exercises.

5 Gestalt principles and the use of Gestalt in the meaning-making processes of graphic elements.
Practice-based studies.

6 Visual communication and perception processes, visual perception, and practice-based studies on
the psychology of visual perception.

7 Use of color. Color perception, color psychology, and evaluation of cultural differences. Creative
applications of color in design. Introduction and explanation of midterm student projects.

8 Use of color. Color perception, color psychology, and evaluation of cultural differences. Creative
applications of color in design. Introduction and explanation of midterm student projects.

9 The importance of visual elements in conveying messages, hierarchy, and message
communication techniques. The concept of visual metaphor. Practical studies.

10 Organization of different cultural values within the visual field to create a meaningful whole and
convey a message. This study aims to integrate and apply all previously introduced knowledge.

1 Processes and methods of visual storytelling. Introduction and explanation. Analysis of examples.
Practical studies.

12 Transition between digital and physical design; hybrid creative practices. Defining the design,
determining the method, identifying areas of support, prototyping processes, making design
modifications, and realizing the final design. Introduction and explanation of semester projects.

13 Multidimensional thinking techniques in design, practical applications, and analysis of examples.
Make-up examination.

14 General review and feedback on semester projects.




DERSIN DEGERLENDIRME SISTEMI

(COURSE ASSESSMENT)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60

Toplam (Total)

100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Yiiksek | Diiguk

Program Kazanimlan (Giktilari)

1 Goérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir °

2 Alani ile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, gok boyutlu olarak algilar )

3 Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zgln yapitlara dontstirir )

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. )

5 Bireysel ve grup uUyesi olarak proje suregcleri icinde ¢aligir, sorumluluk alir ve planlama yapar. )

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla butlinlestirir. ®

7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurulebilir gorsel iletisim )
tasarim Urinleri ortaya koyar

8 Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama )
yetisi kazanir.

10 Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir )

11 Yeni teknolojilere uyum saglama yetenegine sahiptir °

12 Alana iliskin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir )

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low

1 Has technical and theoretical knowledge of the historical development of the field of b
Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems related to the ®
field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and original works. °

4 Possesses technological and theoretical knowledge, technical competence and aesthetic b
awareness related to the field.

5 Works individually and as a member of a group within project processes, takes ®
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design with the field ®
through an interdisciplinary approach.




Produces sustainable visual communication design products that observe ethical values,

designs to the sector.

7 are sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective required to participate in current b
academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the professional °
roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually produced °

1 Has the ability to adapt to new technologies.

12 Has knowledge of the laws, regulations and legislation related to the field.
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Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)







GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2106 Dersin Adi: Tasarim Tarihi
(Course Code): GITA2106 (Course Name): Design History
Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Glz 3+0+0 3 5 Turkce Zorunlu Teorik Yok
(Fall) (3) (Turkish) (Compulsory) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, tasarimin tarihsel gelisimini ve 6énemli akimlarini ele alarak, tasarimin
toplumsal, kiiltiirel ve teknolojik degisimlerle nasil sekillendigini kavratmaktir. Ogrenciler,
Sanayi Devrimleri’nden glinimiize uzanan siiregte tasarimin evrimini ve bu suregte ortaya
cikan énemli akimlarin katkilarini inceler. Ders ayrica gorsel iletisim tasariminin gelisimini ve
dénugumund, diger tasarim disiplinleriyle olan iligkisi iginde ele alir. Endustri 4.0 ve Toplum 5.0
dénusumlerinin tasarim, dUretim ve tiketim slreglerine etkileri ile dijitallesme ve otomasyonun
tasarim alanina getirdigi yenilikler degerlendirilir. Ogrencilerin, tasarimin gegmisten giiniimiize
gecirdigi donlisimi anlamalari ve gelecekteki olasi ydnelimleri elestirel bir bakis acisiyla
degerlendirebilmeleri amagclanir.

The aim of this course is to examine the historical development of design and its major
movements, enabling students to understand how design has been shaped by social, cultural,
and technological changes. Students explore the evolution of design from the Industrial
Revolutions to the present and examine the contributions of significant design movements that
emerged throughout this process. The course also addresses the development and
transformation of visual communication design in relation to other design disciplines. The
effects of Industry 4.0 and Society 5.0 on design, production, and consumption processes, as
well as the innovations introduced by digitalization and automation, are evaluated. The course
aims to enable students to understand the transformation of design from past to present and
to critically assess its possible future directions.

Dersin igerigi

(Course Content)

Tasarimin temel kavramlari ve tarihsel baglami. Grafik tasarim ve gorsel iletisim tasariminin
tarihsel gelisimi. Sanayi Devrimlerinin sanat, tasarim ve sosyo-kultirel alanlar Gzerindeki
etkileri. Arts and Crafts, Art Nouveau, Fiitirizm ve diger erken dénem tasarim hareketleri.
Modernizm ve avangard akimlar; Bauhaus, De Stijl ve Uluslararasi Tipografi Stili'nin estetik
ve islevsel yaklagimlari. Propaganda afiglerinin ve ticari reklamciligin tarihsel geligimi ile
sosyo-politik baglamlari. Tirk grafik tasariminin gelisimi, nde gelen tasarimcilar ve Erken
Cumhuriyet déneminden glinimiize uzanan dénugim. Endustri 4.0 ve Toplum 5.0
baglaminda tasarim, Uretim ve tiketim siureglerindeki degisimler. Dijitallesme ve
otomasyonun tasarim sireglerine etkileri. Yaratici endustrilerde gincel yonelimler ve dijital
teknolojilerin grafik tasarim ile gorsel iletisim tasarimina getirdigi yeni olanaklar. Tasarimin
tarihsel déntusumi ve gelecekteki olasi yonelimlerinin degerlendirilmesi.

Fundamental concepts of design and their historical context. Historical development of
graphic design and visual communication design. The effects of the Industrial Revolutions on
art, design, and socio-cultural contexts. Arts and Crafts, Art Nouveau, Futurism, and other
early design movements. Modernism and avant-garde movements; the aesthetic and
functional approaches of Bauhaus, De Stijl, and the International Typographic Style. The
historical development and socio-political contexts of propaganda posters and commercial
advertising. The development of Turkish graphic design, leading designers, and its
transformation from the Early Republican period to the present. Changes in design,
production, and consumption processes within the contexts of Industry 4.0 and Society 5.0.
The effects of digitalization and automation on design processes. Current trends in the
creative industries and the new possibilities introduced by digital technologies in graphic
design and visual communication design. Evaluation of the historical transformation of design
and its possible future directions.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1)

Tasarimin temel kavramlarini ve tarihsel baglamini agiklar; grafik tasarim ve gorsel
iletisim tasariminin tarihsel gelisimini degerlendirir. [1, 2, 5,6,7,8, 12]

2) Sanayi Devrimlerinin tasarim, tretim ve sosyo-kultlirel yapi uzerindeki etkilerini analiz
eder. [1, 2,4,5,5,7,8],
3) Arts and Crafts, Art Nouveau, Fitiirizm, modernizm ve avangard tasarim akimlarinin

temel 6zelliklerini ve tasarima katkilarini aciklar. [3,4,5, 6,7, 8, 12]




4)
5)

6)

Bauhaus, De Stijl ve Uluslararasi Tipografi Stili gibi akimlarin grafik tasarimin estetik
ve islevsel gelisimine etkilerini dederlendirir. [4,5,7,6, 8,9],

Turk grafik tasariminin tarihsel gelisimini ve alana katki saglayan énemli tasarimcilari
tanir. [6, 8, 9,10,11,12],

Endustri 4.0, Toplum 5.0, dijitallesme ve otomasyonun tasarim, dretim ve tiketim
surecleri Uzerindeki etkilerini degerlendirir [6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1)

2)

3)

4)

5)

6)

Explains the fundamental concepts and historical context of design and evaluates
the historical development of graphic design and visual communication design. [1, 2,
5,6,7,8,12]

Analyzes the effects of the Industrial Revolutions on design, production, and socio-
cultural structures. [1, 2,4, 5, 5, 7, 8]

Explains the fundamental characteristics of Arts and Crafts, Art Nouveau, Futurism,
Modernism, and avant-garde design movements and their contributions to design.
[3,4,5,6,7,8,12]

Evaluates the impact of movements such as Bauhaus, De Stijl, and the International
Typographic Style on the aesthetic and functional development of graphic design. [4,
5,7,6,8,9]

Recognizes the historical development of Turkish graphic design and important
designers who have contributed to the field. [6, 8, 9, 10, 11, 12]

Evaluates the effects of Industry 4.0, Society 5.0, digitalization, and automation on
design, production, and consumption processes. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2- 21 (Sanat Alani)

2-22 ( Insani Bilimler — Diller Harig- Alani)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)
2-29( bagka Yerde Siniflanmamis sanat ve insani Bilimler Alani)

Ders Kitabi

(Textbook)

Meggs’ History of Graphic Design — Philip B. Meggs & Alston W. Purvis — 2016
Graphic Design: A New History — Stephen J. Eskilson — 2019

Design: A Very Short Introduction — John Heskett — 2005

Tasarim Felsefesine Giris: Tasarim Felsefesi, Tasarim Modelleri ve Endiistri Tasarimi — ismail
Tunali — 2002

Homo Deus — Yuval Noah Harari — 2016

21. Yiizyl Igin 21 Ders — Yuval Noah Harari — 2018

Acik Yapit — Umberto Eco — 2000

Géstergeler Imparatorlugu — Roland Barthes — 1996

Caddas Sdéylenler — Roland Barthes — 1990

Pasajlar — Walter Benjamin — 1993

Simiilasyon Kurami Uzerine Notlar ve Séylesiler — Oguz Adanir — 2017

Kiiltiir Enddistrisi: Kdltiir Yénetimi — Theodor W. Adorno — 2007

Digital Design Theory: Readings from the Field — Ed. Helen Armstrong — 2016
Universal Principles of Design — William Lidwell, Kritina Holden & Jill Butler — 2003
Graphic Design School: The Principles and Practice of Graphic Design — David Dabner,
Sandra Stewart & Eric Zempol — 2014

Yardimci1 Kaynaklar

(Other References)

Cevrimigi gincel kaynaklar.

fonksiyonel boyutlar.

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 Dersin tanitimi. Amag ve icerik ve dersin islenme yontemi tGzerinde agiklama. Tasarim kavrami. Bilesenleler ve tasarim
tarihine giris.

2 Tasanimi etkileyen dinamikler. Teknoloji ve tasarim iligkisi. GOrsel iletisim ve tasarim iligkisi. Grafik tasarimin degisimi.
Ornekler.

3 Sanayi Devrimleri ve Tasarim kavrami. Devrimlerin tasarima olan etkisi. Sosyo kdltiirel degisimin ele alinmasi.
Ornekler ve inceleme.

4  |20. ylzyill tasarim akimlari (Arts and Crafts, Art Nouveau ve etkileri.)

5 20. yiiz yil tasarim anlayisi (I Diinya Savagi Oncesi). Futurizm, DADA ve diger akimlar. inceleme.

6 20. ylz yil tasarim anlayisi (I Dunya Savasi Sonrasi, |l. Dinya Savasi 6éncesi). Bauhaus, De Stijl ve diger. Estetik ve




7 20. yiiz yil tasarim anlayisi (Il Diinya Savasi Sonrasi). Uluslararasi Tipografi stili ve diger akimlar. Ornekler ve
inceleme. D6nemsel tasarim anlayisinin diger donemlerle karsilastiriimasi.

8 Propaganda Afisleri, ticari reklamcilik ve érnekler. inceleme.

9 Turk Grafik Tasarimcilari. Erken dénem Cumhuriyet dénemi ve giiniimiize kadar inceleme. Ornekler. Ara sinav
arastirma konusunun agiklanmasi.

10 Turk Grafik Tasarimcilari. Erken dénem Cumhuriyet dénemi ve giiniimiize kadar inceleme. Ornekler. Ara sinav
arastirma konusunun agiklanmasi.

1 Endustri 4.0, Toplum 5.0 donustmlerinin tasarima olan etkileri. Dijitallesme ve otomasyonun tasarim strecine etkisi.
Ornekler ve inceleme.

12 |21. yiizyilda degisen tasarim dinamikleri, yaratici endistriler, yeni yénelimler. Gorsel iletisim tasarimina etkileri.

13 Cagdas tasarim anlayisi. Dinamikler, etkiler, modern tasarim disiplinleri, drnekler ve inceleme. D&nem sonu arastirma
ve inceleme projelerinin tanimi.

14 |Genel tekrar. Donem sonu arastirma projelerinin 6n degerlendirmesi ve geri bildirim.

COURSE PLAN
Week THEORETICAL COURSE TOPICS

1 Course introduction. Explanation of the course aims, content, and teaching methods. The concept of design, its components, and an
introduction to design history.

2 Dynamics that influence design. The relationship between technology and design. The relationship between visual communication
and design. The transformation of graphic design. Examples.

3 The Industrial Revolutions and the concept of design. The impact of the revolutions on design. Examination of socio-cultural change.
Examples and analysis.

4 20th-century design movements: Arts and Crafts, Art Nouveau, and their influences.

5 20th-century approaches to design before World War |. Futurism, Dada, and other movements. Analysis.

6 20th-century approaches to design after World War | and before World War 1. Bauhaus, De Stijl, and other movements. Aesthetic
and functional dimensions.
20th-century approaches to design after World War Il. International Typographic Style and other movements. Examples and analysis.
Comparison of period-specific design approaches with other periods.
Propaganda posters, commercial advertising, and examples. Analysis.

9 Turkish graphic designers. Examination from the Early Republican period to the present. Examples. Explanation of the midterm
research topic.

10 Turkish graphic designers. Examination from the Early Republican period to the present. Examples. Explanation of the midterm
research topic.

1 The effects of Industry 4.0 and Society 5.0 transformations on design. The impact of digitalization and automation on the design
process. Examples and analysis.

12 Changing design dynamics in the 21st century, creative industries, and emerging trends. Their impact on visual communication
design.

13 Contemporary approaches to design. Dynamics, influences, modern design disciplines, examples, and analysis. Introduction to the
final research and analysis projects.

14 |General review. Preliminary evaluation of final research projects and feedback.

DERSIN DEGERLENDIRME SISTEMI

Yariyil igi Galigmalan |Laboratuar (Laboratory Activities)

(COURSE ASSESSMENT)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yanyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Doénem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60

Toplam (Total) 100




DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Giktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gorsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

field in a multidimensional manner.

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the field of ®

Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems related to the b

3 Transforms abstract and concrete concepts into creative, innovative and original works.

designs to the sector.

4 Possesses technological and theoretical knowledge, technical competence and aesthetic ®
awareness related to the field.

5 Works individually and as a member of a group within project processes, takes b
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design with the field ®
through an interdisciplinary approach.

7 Produces sustainable visual communication design products that observe ethical values, ®
are sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective required to participate in current b
academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the professional °
roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually produced ®

1 Has the ability to adapt to new technologies.

12 Has knowledge of the laws, regulations and legislation related to the field.




AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES)

Siire (saat)
(Time( hr))

Sayi
(Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures)

3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

25

1

25

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

12

12

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

15

Sunum
(Presantation)

15

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

15

15

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125/124

Dersin AKTS Kredisi, Toplam s Yiikii / 25

(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2108 Dersin Adu: illiistrasyon
(Course Code): GITA2108 (Course Name): lllustration
Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Bahar 3+0+0 3 5 Turkce Zorunlu Teorik ve Uygulama Yok
(Spring) (4) (Turkish) (Compulsory) [ (Theoretical and Practice) (None)

Bu ders, 6grencilerin illistrasyon sanatinin temel ilkelerini ve tekniklerini 6grenmelerini
Dersin Amaci amaglar. Farkli illistrasyon stilleri, ydontemleri, yaratici ifade olusturma, gorsel hikaye anlatma
becerisi, konsept gelistirme ve kompozisyon olusturma ders kapsamindadir. El ¢izimi ve dijital
illistrasyon teknikleri kullanilarak, 6grencilerin 6zgin bir dil olugturmalari saglanacaktir. Ayrica,
(Course Objectives) renk kurami, perspektif, i1sik ve golge gibi temel gorsel kavramlar Uzerinde durularak,
ogrencilerin teknik becerileri gelistirilecektir. Uygulamali projeler araciliiyla, 6grencilerin farkli
konularda illistrasyon galismalari yaparak kendi 6zgun tarzlarini gelistirmeleri dersin amaglar
arasindadir.

This course aims to introduce students to the fundamental principles and techniques of
illustration. The course covers different illustration styles and methods, creative expression,
visual storytelling, concept development, and composition. Through the use of both hand-
drawing and digital illustration techniques, students are encouraged to develop an original
visual language. Fundamental visual concepts such as color theory, perspective, light, and
shadow are also addressed in order to strengthen students’ technical skills. Through practice-
based projects, students produce illustrations on a variety of subjects and develop their own
distinctive style.

illiistrasyonun temel kavramlar ve gorsel iletisim tasarimi disiplini igerisindeki yeri.
illiistrasyonun temel uygulama alanlari, malzeme ve teknikleri. Cizim aliskaniginin
gelistiriimesi ve sirdiiriilmesine yénelik eskiz defteri kullanimi. illiistrasyon alanindaki énemli
drneklerin incelenmesi. llliistrasyonun diger tasarim pratikleriyle iliskisi ve giincel uygulama
alanlari. Kisisel deneyimlerden yola c¢ikarak evrensel anlam tasiyan gorsel anlatimlar
gelistirme. Gorsel Oykii anlatimi ve illistrasyonun gorsel iletisim dili olarak kullanimi. Dénem
Dersin igerigi boyunca Uretilen c¢alismalarin portfolyo héline getiriimesi ve yaratici-teknik gelisimin
degerlendirilmesi.

Fundamental concepts of illustration and its place within the discipline of visual

(Course Content) communication design. Main application areas, materials, and techniques of illustration. The
use of sketchbooks to develop and maintain drawing practice. Examination of significant
examples in the field of illustration. The relationship between illustration and other design
practices, as well as contemporary areas of application. Developing visual narratives with
universal meaning based on personal experiences. Visual storytelling and the use of
illustration as a language of visual communication. Compilation of semester works into a
portfolio and evaluation of creative and technical development throughout the course.

Bu dersi basariyla tamamlayan 6grenciler:

1) Kavramlari, metinleri ve fikirleri illiistrasyon yoluyla gorsellestirir. [1, 2, 5,6,7,8, 12]

2) Eskiz defterini diizenli kullanarak gizim pratigi, gézlem ve fikir gelistirme aliskanligi
kazanir. [1, 2,4,5,5,7,8],

3) Metinleri yorumlayarak gorsel hikaye anlatimi ve illustratif anlatim ¢éztumleri gelistirir.
[3,4,5,6,7,8,12]

Dersin Ogrenme Giktilari 4) Geleneksel ve dijital illistrasyon tekniklerini, ¢izim tableti ve ilgili dijital araglarla
uygular. [4,5,7,6, 8,9],

5) Farkli ve alternatif illistrasyon dillerini, tekniklerini ve glincel uygulama alanlarini tanir,

karsilastirir ve deneyimler. [6, 8, 9,10,11,12],

illiistrasyon alanina iliskin mesleki bilgi ve iiretim siireglerini kullanarak galismalarini

seger, dizenler ve bir portfolyo halinde sunar.[6, 8, 9,10,11,12].

(Course Learning Outcomes) 6)

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Visualizes concepts, texts, and ideas through illustration. [1, 2, 5, 6, 7, 8, 12]
2) Develops consistent drawing, observation, and idea-generation habits through
regular sketchbook practice. [1, 2, 4, 5, 5, 7, 8]




3)
4)
5)

6)

Interprets texts and develops visual storytelling and illustrative narrative solutions.
[3,4,5,6,7,8,12]

Applies traditional and digital illustration techniques using a drawing tablet and
related digital tools. [4, 5, 7, 6, 8, 9]

Recognizes, compares, and experiments with different and alternative illustration
languages, techniques, and contemporary areas of practice. [6, 8, 9, 10, 11, 12]
Uses professional knowledge and production processes related to illustration to
select, organize, and present works in a portfolio. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2- 21 (Sanat Alani)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

(ISCED Category of the course) |6-61(Bilisim Teknolojileri Alani)

Ders Kitabi

(Textbook)

licistrasyonun ikinci Altin Cagi — E. Songiir Dag — 2015
How to Be an lllustrator — Darrel Rees — 2008
lllustration: A Theoretical and Contextual Perspective — Alan Male — 2007

Yardimci1 Kaynaklar

(Other References)

Cizim tableti, bilgisayar

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI
1 illiistrasyona giris: Nedir, nerelerde kullanilir? illiistrasyon alanlari
2 Kavramlar nasil gorsellestirilir / Eskiz defteri, imge hasadi
3 Malzeme ve teknikler hakkinda / illiistrasyon teknikleri, malzeme deneyimleme
4 Kisisel Stilinizi nasil gelistirirsiniz / Dijital uygulamalar
5 Gorsel hikaye anlatimi / Kavram gorsellestirme uygulamalari
6 illiistratif driintii icin motif tasarimi
7 illistratif 6rint tasarimi
8 illistratif 6rintd ile Griin kaplama
9 illistratif 6rintd ile Griin kaplama
10 llistratif harita tasarimi / Fikirler, eskizler, teknik segimi
11 illiistratif harita tasarimi / Boyut, teknik, uygulama
12 illiistratoriin profesyonel yasami / Uygulamalar
13 illiistrasyon portfolyosu olugturma / Uygulamalar
14 illiistrasyon portfolyosu olugturma / Uygulamalar
COURSE PLAN
Week THEORETICAL COURSE TOPICS
1 Introduction to illustration: What is illustration and where is it used? Fields of illustration.
2 How are concepts visualized? Sketchbook practice and image harvesting.
3 Materials and techniques. lllustration techniques and experimentation with materials.
4 How to develop a personal style. Digital applications.
5 Visual storytelling. Concept visualization practices.
6 Motif design for illustrative patterns.
7 lllustrative pattern design.
8 Applying illustrative patterns to products.
9 Applying illustrative patterns to products.
10 lllustrative map design: Ideas, sketches, and selection of technique.
11 lllustrative map design: Scale, technique, and application.
12 The professional life of an illustrator. Practical applications.




13 Creating an illustration portfolio. Practical applications.

14 Creating an illustration portfolio. Practical applications.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the PY
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)

. e 33 33
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Doénem Ofiew | Projesi 10 5 20
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler 3 S 15
(Homework)
Sunum
(Presantation)




Ara sinavlar (Hazirlik Siiresi Dahil) 20 20
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii
125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))
Revizyon/Tarih Koordinator / Hazirlayan Onaylayan
(Revision/Date) (Coordinator / Prepared by) (Approved by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2109
(Course Code): GITA2109

Dersin Adi: iletisim ve Medya Kuramlari
(Course Name): Communication and Media Theories

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Glz 3+0+0 3 5 Turkce Zorunlu Teorik Yok
(Fall) (3) (Turkish) (Compulsory) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu ders, iletisim teorilerinin temel prensiplerini 6gretmeyi ve o6gdrencilerin goérsel iletisim
tasariminda bu teorik temeli kullanabilmelerini saglamayi amaglar. Ogrenciler, iletigimin tarihsel
gelisimini ve temel kavramlarini inceleyerek, iletisim slrecleri ve modellerini, kitle iletisim
teorilerini ve medya ile toplum arasindaki iliskiyi detayli bir sekilde anlayacaklardir. Ayrica,
medya teorilerini tarihsel ve glincel vakalarla iligkilendirerek, bu teorileri pratik uygulamalara
dénustirme yetenedi kazanacaklardir. Dijital medyanin prensipleri ve uygulamalari, dijital
araclarin tasarim sureclerindeki rolu ve etkileri de ele alinarak, 6grencilerin dijital iletisim
tekniklerini 6grenmeleri ve dijital medya projeleri gelistirmeleri saglanacaktir. Bu sayede,
medyanin mevcut durumunu ve gelecekteki potansiyelini anlamlandirarak, teorik bilgilerini
tasarim projelerinde etkin bir sekilde kullanma becerisi kazanmalari hedeflenmektedir.

This course aims to teach the fundamental principles of communication theories and enable
students to apply this theoretical foundation within visual communication design. By examining
the historical development and key concepts of communication, students gain an in-depth
understanding of communication processes and models, mass communication theories, and
the relationship between media and society. The course also relates media theories to historical
and contemporary cases, enabling students to translate theoretical knowledge into practical
applications. Principles and practices of digital media, as well as the role and impact of digital
tools in design processes, are also addressed. In this way, students develop knowledge of
digital communication techniques and gain experience in creating digital media projects.
Ultimately, the course aims to help students interpret the current state and future potential of
media and apply their theoretical knowledge effectively in design projects.

Dersin igerigi

(Course Content)

iletisim teorilerinin temel prensiplerini 6gretme ve gérsel iletisim tasariminda kullanilacak teorik
temeli giiglendirme. iletisimin tarihsel gelisimi ve temel kavramlari. iletisim siiregleri ve
modelleri, kitle iletisim teorileri ve medya ile toplum arasindaki iligki. iletisimin temel tiirleri,
amagclari ve alaka diizeyini anlama, medya calismalari ile ilgili anahtar terim, teori ve kavramlari
tanimlama. Medya teorilerini tarinsel ve guncel vakalarla iliskilendirerek teorik yaklagimlari
pratik uygulamalara donlstirme yeteneg@i kazandirma. Dijital medyanin temel prensipleri ve
uygulamalari, dijital araglarin tasarim sureclerindeki rolt ve etkileri. Dijital iletisim tekniklerini
o6grenme ve dijital medya projeleri gelistirerek bu araclarin gorsel iletisim tasarimi Uzerindeki
etkilerini kavrama. Medyanin buginkd durumunu ve potansiyel gelecegini anlamlandirarak
teorik bilgileri tasarim projelerinde etkin kullanma.

Teaching the basic principles of communication theories and strengthening the theoretical
foundation for use in visual communication design. The historical development and
fundamental concepts of communication. Communication processes and models, mass
communication theories, and the relationship between media and society. Understanding the
main types, purposes, and relevance of communication, defining key terms, theories, and
concepts related to media studies. Gaining the ability to relate media theories to historical and
current cases and apply theoretical approaches to practical applications. The basic principles
and applications of digital media, and the role and impact of digital tools in design processes.
Learning digital communication techniques and developing digital media projects to understand
their effects on visual communication design. Understanding the current state and potential
future of media, and effectively using theoretical knowledge in design projects.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) lletisimin tarihsel gelisimini, temel kavramlarini ve kuramsal yaklasimlarini agiklar. [1,
2,3, 6],

2) lletisim siireglerini ve temel iletisim modellerini gérsel iletisim tasarimi baglaminda
degerlendirir. [1, 2,4,5,6],

3) Kitle iletisim teorilerini agiklar ve bu teorilerin medya ile toplum arasindaki iligkiler
Uzerindeki etkilerini analiz eder. [3,4,5, 6, 8],

4) Medya calismalariyla ilgili temel terim, teori ve kavramlari tanimlar ve bunlari tasarim
projeleriyle iliskilendirir. [4,5,6,7, 8],

5) Dijital medyanin temel prensiplerini ve dijital araclarin iletisim ve tasarim
sureclerindeki rolunl degerlendirir. [5,6, 8, 11,12],




6)

Medyanin guncel yapisini ve gelecekteki olasi dénusimlerini yorumlayarak teorik
bilgilerini gbrsel iletisim ve tasarim projelerinde uygular.[6, 8, 11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

1)
2)
3)
4)
5)

6)

Students who pass this course successfully:
Explains the historical development, fundamental concepts, and theoretical

approaches of communication. [1, 2, 3, 6]

Evaluates communication processes and basic communication models within the
context of visual communication design. [1, 2, 4, 5, 6]

Explains mass communication theories and analyzes their effects on the relationship
between media and society. [3, 4, 5, 6, 8]

Defines key terms, theories, and concepts related to media studies and relates them
to design projects. [4, 5, 6, 7, 8]

Evaluates the fundamental principles of digital media and the role of digital tools in
communication and design processes. [5, 6, 8, 11, 12]

Interprets the current structure and possible future transformations of media and
applies theoretical knowledge to visual communication and design projects. [6, 8,
11,12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

3-31 Sosyal Bilimler ve Davranis Bilimleri Alant)

3-32 (Gazetecilik ve Enformasyon Alant)

3-38 (Sosyal bilimler, gazetecilik ve enformasyon ile ilgili disiplinler arasi programlar)

Ders Kitabi

(Textbook)

Mass Communication Theory: Foundations, Ferment, and Future — Stanley J. Baran — 2011
Media, Culture, and Society: An Introduction — Paul Hodkinson — 2010

Social Media: A Critical Introduction — Christian Fuchs — 2017

The Medium Is the Massage: An Inventory of Effects — Marshall McLuhan — 2008

Yardimci1 Kaynaklar

(Other References)

Cevrimigi glincel kaynaklar ve érnekler

HAFTALIK KONULAR

Hafta DERSIN TEORIK KONU BASLIKLARI
1 |Giris ve Iletisim Teorilerine Genel Bakis
2 |lletisimin Tarihsel Gelisimi
3 |iletisim Siirecleri ve Modelleri
4 |Kitle iletisim Teorileri
5 |Medya ve Toplum ilikisi
6 |Medya Calismalari ve Anahtar Terimler
7 |Medya Teorilerini Tarihsel ve Giincel Vakalarla iliskilendirme
8 [Dijital Medyanin Temel Prensipleri
9 |Dijital Araglarin Tasarim Sireglerindeki Roli
10 |Dijital Araglarin Tasarim Sireglerindeki Roli
11 |Dijital iletisim Teknikleri
12 |Medyanin Buglinkii Durumu ve Gelecegi
13 |Proje Calismalari
14 |Proje Sunumlari ve Geri Bildirim

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

1 |Introduction and Overview of Communication Theories

Historical Development of Communication

Communication Processes and Models

Al N

Mass Communication Theories




The Relationship Between Media and Society

Media Studies and Key Terms

Fundamental Principles of Digital Media

5
6
7 |Relating Media Theories to Historical and Contemporary Cases
8
9

The Role of Digital Tools in Design Processes

10 |The Role of Digital Tools in Design Processes

11 |Digital Communication Techniques

12 |The Current State and Future of Media

13 |Project Studies

14 |Project Presentations and Feedback

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Caligsmalari Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Giktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )
2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °

6 bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low

1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.

4 Possesses technological and theoretical knowledge, technical competence and PY
aesthetic awareness related to the field.

5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design PY
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °

7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.

1 Has the ability to adapt to new technologies. b

12 | Has knowledge of the laws, regulations and legislation related to the field. b

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 5 25
(Final Exam (Preparation included))

Kisa Sinavlar

(Semester written exams)

Dénem Odevi / Projesi

(Term Project)

Raporlar

(Reports)

Bitirme Tezi/Projesi

(Graduation Project)

Seminer

(Seminar)

Sinif Digi Calisma Siresi

Odevler

(Homework) 6 36
Sunum

(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil) 22 22




(Midterm Exams — preparation included)

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih Koordinator / Hazirlayan
(Revision/Date) (Coordinator / Prepared by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU

(COURSE CATALOG FORM)

Dersin Kodu: GiTA2112
(Course Code): GITA2112

Dersin Adi: Kodlama ve Yapay Zekaya Girig
(Course Name): Introduction to Coding and Al

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)

Bahar 3+0+0 3 5 Turkce Zorunlu Teorik ve Uygulama Yok
(Spring) (4) (Turkish) (Compulsory) [ (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere programlamanin temel kavramlarini, 6zellikle Python dilini
kullanarak tanitmak ve bu dilin tarihsel gelisimini ve uygulama alanlarini 6gretmektir. Ders,
ogrencilerin temel veri tipleri, kontrol yapilari ve fonksiyonlari anlayarak bu bilgileri
programlama projelerinde uygulama becerisi kazanmalarini saglamayi1 hedefler. Ayrica,
ogrencilerin yapay zeka destekli kodlama araclarini kullanarak kodlama verimliliklerini ve
Uretkenliklerini artirmalarini amaglar. Dersin sonunda, 06grencilerin bireysel ve grup
calismalanyla pratik programlama projeleri planlayip gelistirmeleri ve sunmalari beklenir.

The aim of this course is to introduce students to the fundamental concepts of programming,
particularly through the use of the Python programming language, and to provide an
understanding of its historical development and areas of application. The course aims to
enable students to understand basic data types, control structures, and functions and to apply
this knowledge in programming projects. It also aims to improve students’ coding efficiency
and productivity through the use of Al-assisted coding tools. By the end of the course,
students are expected to plan, develop, and present practical programming projects through
both individual and group work.

Dersin igerigi

(Course Content)

Programlama temellerini 6grenmek igin Python dilini kullanma. Python’un kurulumu, temel
komutlar ve veri tipleri. Degiskenler, temel hesaplamalar, kosullu ifadeler ve dongiiler gibi temel
programlama konulari. Fonksiyonlarin tanimlanmasi ve kullanimi, modiler programlama
anlayisi kazanma. Yapay zeka destekli kodlama araglarini (GitHub Copilot, Replit, Tabnine)
tanitarak bu araclari kullanarak kodlama hizlarini ve verimliliklerini artirma. Python’da dosya
islemleri ve veri okuma/yazma konulari. Uygulamali projeler gelistirerek sunma ve geri bildirim
alma.

Learning the fundamentals of programming using the Python language. Installation of Python,
basic commands, and data types. Fundamental programming topics such as variables, basic
calculations, conditional statements, and loops. Defining and using functions, gaining an
understanding of modular programming. Introducing Al-assisted coding tools (GitHub Copilot,
Replit, Tabnine) to enhance coding speed and efficiency. File operations and data
reading/writing in Python. Developing and presenting practical projects and receiving
feedback.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Python programlama dilinin temel kavramlarini, s6zdizimini ve temel kullanim
alanlarini aciklar. [1, 2, 5,6,7,8, 12]

2) Degiskenler, veri tipleri ve temel hesaplama iglemlerini kullanarak basit programlar
gelistirir. [1, 2,4,5,5,7,8],

3) Kosullu ifadeler ve dongller araciliiyla programlama mantigini ve kontrol yapilarini
uygular. [3,4,5, 6,7, 8, 12]

4) Fonksiyonlari kullanarak moddler, diizenli ve yeniden kullanilabilir program yapilari
olusturur. [4,5,7,6, 8,9],

5) Dosya okuma-yazma islemlerini gerceklestirir ve yapay zeka destekli kodlama
araclarini programlama sureglerinde etkin bicimde kullanir. [6, 8, 9,10,11,12],

6) Edindigi programlama bilgilerini bireysel ve grup projelerinde uygulayarak projeleri
planlar, gelistirir ve sunar. [6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Explains the fundamental concepts, syntax, and basic application areas of the
Python programming language. [1, 2, 5, 6, 7, 8, 12]

2) Develops simple programs using variables, data types, and basic computational
operations. [1, 2,4, 5,5, 7, 8]




3) Applies programming logic and control structures through conditional statements
and loops. [3, 4, 5, 6, 7, 8, 12]

4) Creates modular, organized, and reusable program structures using functions. [4, 5,
7,6,8,9]

5) Performs file reading and writing operations and effectively uses Al-assisted coding
tools in programming processes. [6, 8, 9, 10, 11, 12]

6) Applies acquired programming knowledge in individual and group projects by
planning, developing, and presenting projects. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2- 21 (Sanat Alani)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

(ISCED Category of the course) |6-61(Bilisim Teknolojileri Alani)

Ders Kitabi

e  The Fundamentals of Python: First Programs. Kenneth A. Lambert.
Cengagelearning, 2011.
* Introduction to Computation and Programming Using Python: With Application to

(Textbook) Understanding Data. John Guttag. MIT Press, 2016.

«  Yeni Baglayanlar igin Python. Ahmet Aksoy. Abakiis Yayincilik, 2019.

Yardimci Kaynaklar

(Other References)

e  Cevrimigi glincel kaynaklar.

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 |Python’un kurulumu ve temel kullanimi.

2 |Python temel kullanimi. IDE segimi, basit Python komutlari, degiskenler, veri tipleri (integer, float, string, boolean).

3 |Python temel kullanimi. Degiskenler, veri tipleri, temel hesaplamalar

4 Pythprl temel kullanllml.. Degigkgnler, veri tipleri, temel hesaplamalar. Degisken atama, matematiksel islemler, string
manipulasyonu, basit giris/cikis islemleri.

5 |Python temel kullanimi. Kontrol Yapilari. Kosullu ifadeler (if-else) ve dongdler (for, while)

6 Python temel kullanimi. Kontrol Yapilari. Kosullu ifadeler (if-else) ve dongiiler (for, while), donglilerde break ve continue
kullanimi.

7 |Python temel kullanimi. Fonksiyonlar. Fonksiyon tanimlama ve ¢agirma

8 [Python temel kullanimi. Fonksiyon tanimlama, parametreler, dénus deg@erleri, yerel ve global degiskenler.

9 |Python temel kullanimi. Fonksiyon tanimlama, parametreler, donus degerleri, yerel ve global degiskenler.

10 |Yapay Zeka Destekli Kodlama Araglari tanitimi (GitHub Copilot, Replit, Tabnine)

11 |GitHub Copilot (veya segilen baska bir arag) kurulumu ve kullanimi.

12 |GitHub Copilot (veya segilen baska bir arag) kurulumu ve kullanimi.

13 |GitHub Copilot (veya segilen baska bir arag) kurulumu ve kullanimi.

14 |GitHub Copilot (veya segilen baska bir arag) kurulumu ve kullanimi.

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

Installation and basic use of Python.

Basic use of Python. Choosing an IDE, simple Python commands, variables, and data types (integer, float, string,
boolean).

Basic use of Python. Variables, data types, and basic calculations.

Basic use of Python. Variables, data types, and basic calculations. Variable assignment, mathematical operations, string
manipulation, and simple input/output operations.

Basic use of Python. Control structures. Conditional statements (if-else) and loops (for, while).

oo, £ w N

Basic use of Python. Control structures. Conditional statements (if-else) and loops (for, while), including the use of break




and continue in loops.

7 |Basic use of Python. Functions. Defining and calling functions.

8 |Basic use of Python. Function definition, parameters, return values, and local and global variables.

9 |Basic use of Python. Function definition, parameters, return values, and local and global variables.

10 |Introduction to Al-assisted coding tools (GitHub Copilot, Replit, Tabnine).

11 |Installation and use of GitHub Copilot (or another selected Al-assisted coding tool).

12 |Installation and use of GitHub Copilot (or another selected Al-assisted coding tool).

13 |Installation and use of GitHub Copilot (or another selected Al-assisted coding tool).

14 |Installation and use of GitHub Copilot (or another selected Al-assisted coding tool).

DERSIN DEGERLENDIRME SISTEMi
(COURSE ASSESSMENT)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlan (Giktilari)

Yiiksek | Diisuk

Goérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir

Alani ile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, gok boyutlu olarak algilar

Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zgln yapitlara dontstirir

Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

Bireysel ve grup uUyesi olarak proje suregcleri icinde ¢aligir, sorumluluk alir ve planlama yapar.

Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla butlinlestirir.

tasarim Urinleri ortaya koyar

Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurilebilir gorsel iletisim )

O N [ O] Al WO N =

Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakigina sahiptir °

yetisi kazanir.

Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °

10 Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir °

11 Yeni teknolojilere uyum saglama yetenegine sahiptir

12 Alana iliskin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes

High Low

Has technical and theoretical knowledge of the historical development of the field of
Visual Communication Design.




2 Describes and perceives the concepts, ideas, phenomena and problems related to the
field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and original works.

4 Possesses technological and theoretical knowledge, technical competence and aesthetic
awareness related to the field.

5 Works individually and as a member of a group within project processes, takes
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design with the field
through an interdisciplinary approach.

7 Produces sustainable visual communication design products that observe ethical values, °
are sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective required to participate in current
academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the professional
roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually produced
designs to the sector.

1 Has the ability to adapt to new technologies.

12 Has knowledge of the laws, regulations and legislation related to the field.

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))

Kisa Sinavlar

(Semester written exams)

Dénem Odevi / Projesi

(Term Project) 15 1 15
Raporlar

(Reports)

Bitirme Tezi/Projesi

(Graduation Project)

Seminer

(Seminar)

Sinif Digi Calisma Siresi

Odevler

(Homework) 5 5 25
Sunum

(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil) 13 y 13
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))




Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2115

Dersin Adi: Yaratici Teknolojilere Giris
(Course Code): GITA2115

(Course Name): Introduction to Creative Technologies

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Glz 3+0+0 3 5 Turkce Zorunlu Teorik Yok
(Fall) (4) (Turkish) (Compulsory) (Theoretical) (None)

Bu dersin amaci, égrencilerin tasarim ile teknoloji arasindaki iliskiyi yaratici Uretim surecleri
Dersin Amaci baglaminda kavramalarini; problem tanimlama, fikir ve konsept gelistirme, sistem kurma ve
erken asama prototipleme becerilerini gelistirmelerini saglamaktir. Ders, hesaplamall
distnme, kural tabanli disinme ve algoritmik mantik gibi temel yaklasimlarin tasarim
(Course Objectives) sureciyle iligkilendirilmesini hedefler. Bu dogrultuda dgrencilerin dijital araglar yalnizca teknik
uygulama aragclari olarak degil, deneysel Uretim, yaratici arastirma ve tasarim problemlerine
sistematik ¢cozimler gelistirme slreglerinin bir pargasi olarak kullanmalari amaglanir.

The aim of this course is to enable students to understand the relationship between design and
technology within the context of creative production processes and to develop their skills in
problem definition, idea and concept development, system building, and early-stage
prototyping. The course aims to relate fundamental approaches such as computational
thinking, rule-based thinking, and algorithmic logic to the design process. In this context,
students are encouraged to use digital tools not merely as technical application tools, but as
integral components of experimental production, creative inquiry, and the systematic
development of solutions to design problems.

Tasarim ile teknoloji arasindaki iligkinin yaratici Gretim odaginda ele alinmasi; proje gelistirme
ve hesaplamali diisinme siregleri. Problem tanimlama, fikir ve konsept gelistirme, sistem ve
sure¢ olusturma, kural tabanli disinme ve algoritmik mantigin temel ilkeleri. Dijital araclarla
Dersin igerigi deneysel Uretim, tasarim sdreclerinin yapilandiriimasi ve erken agsama prototipleme
calismalari.

The relationship between design and technology with a focus on creative production; project
(Course Content) development and computational thinking processes. Problem definition, idea and concept
development, system and process building, rule-based thinking, and the fundamental principles
of algorithmic logic. Experimental production using digital tools, structuring design processes,
and early-stage prototyping practices.

Bu dersi basariyla tamamlayan 6grenciler:

1) Tasarim ve teknoloji arasindaki iligkiyi yaratici Gretim siregleri baglaminda agiklar [1,

2,8,12],

2) Tasarim probleminin tanimlayarak probleme yonelik fikir ve konsept gelistirebilir [1,
2,4,5],

3) Proje gelistirme slrecinde sistem, siire¢ ve yontem gelistirebilir, beceri kazanir [3,4,5,
6, 8, 12],

4) Kural tabanl disiinme, hesaplamal diisiinme ve algoritmik mantigin temel ilkelerini
tasarim sureci ile iligkilendirir [4,5,6, 8],

5) Dijital araglar deneysel Uretim ve erken asama prototipleme sureglerinde kullanir [6,
8, 11,12],

Dersin Ogrenme Giktilari 6) Tasarim problemlerine yaratici, analitik ve sistemetik ¢6zum gelistirir [6, 8, 11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

(Course Learning Outcomes) 1) Explains the relationship between design and technology within the context of
creative production processes [1, 2, 8, 12].

2) Defines design problems and develops relevant ideas and concepts [1, 2,4,5,].

3) Develops systems, processes, and methods during the project development process
and acquires related skills [3,4,5,6, 8, 12].

4) Relates the fundamental principles of rule-based thinking, computational thinking,
and algorithmic logic to the design process [4,5, 6, 8].

5) Uses digital tools in experimental production and early-stage prototyping processes
[6, 8, 11,12].

6) Develops creative, analytical, and systematic solutions to design problems [6, 8,
11,12].

[Note: Numbers in brackets indicate the related program outcomes-PQO]




Dersin ISCED Kategorisi

(ISCED Category of the course)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

3- 31 (Sosyal Bilimler ve Davranis Bilimleri Alant)

3-32 (Gazetecilik ve Enformasyon Alani)

3- 38 (Sosyal bilimler, gazetecilik ve enformasyon ile ilgili disiplinler arasi programlar)

e Media, Culture, and Society: An Introduction — Paul Hodkinson — 2010
Ders Kitabi e  Social Media: A Critical Introduction — Christian Fuchs — 2017
e  The Medium Is the Massage: An Inventory of Effects — Marshall McLuhan — 2008
(Textbook) e The Laws of Simplicity: Design, Technology, Business, Life — John Maeda — 2006
e  Processing: A Programming Handbook for Visual Designers and Artists — Casey

Reas & Ben Fry — 2014

Yardimci1 Kaynaklar

(Other References)

e  Cevrimici glincel kaynaklar.

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI
1 Derse Girig: Tasarim, Teknoloji ve Yaratici Uretim
Dersin amaci, kapsami, igleyisi ve tasarim-teknoloji iligkisi ele alinir.
Tasarim Problemini Tanimlama
Problem alani belirleme, ihtiyag analizi ve tasarim problemi olusturma suregcleri incelenir.
3 Fikir Gelistirme ve Yaratici Dislinme Yontemleri
Beyin firtinasi, zihin haritasi, kavramsal analiz ve alternatif fikir Gretme yontemleri ele alinir.
4 Konsept Gelistirme Sireci
Ana fikir, kavram, metafor, gorsel dil ve proje yonelimi arasindaki iligki degerlendirilir.
Sistem ve Siireg Tasarimi
Tasarim surecinde sistem kurma, asamalari planlama ve Uretim akigini yapilandirma konulari islenir.
6 Kural Tabanli Distinme
Tasarimda kurallar, tekrar, varyasyon, moddulerlik ve sinirlihk kavramlari incelenir.
7 Hesaplamali Distinmeye Girig
Pargalama, 6rintu tanima, soyutlama ve algoritmik digtinmenin temel ilkeleri ele alinir.
8 Algoritmik Mantigin Temel ilkeleri
Siralama, kosul, dongu, degisken ve islem mantigi tasarim érnekleri Gizerinden agiklanir.
9 Dijital Araglarla Deneysel Uretim
Dijital araglarin yaratici arastirma, eskiz, gorsellestirme ve Uretim sireglerindeki roll incelenir.
10 Erken Asama Prototipleme
Fikirlerin hizli prototipler, eskizler, dijital denemeler ve dusuk ¢ézinurlikli modeller araciligiyla test edilmesi ele alinir.
1 Etkilesim, Kullanici ve Deneyim Odakl Yaklasim
Tasarimda kullanici, etkilesim, deneyim ve geri bildirim iliskisi degerlendirilir.
12 Proje Geligtirme ve Ara Degerlendirme
Ogrenci projeleri Gzerinden fikir, konsept, sistem ve prototip iligkisi tartigilir.
Proje Sunumu ve Geligtirme Onerileri
13 o
Projelerin gorsel, kavramsal ve teknik yonleri degerlendirilir; gelistirme dnerileri sunulur.
14 |Dénem boyunca ele alinan tasarim, teknoloji, hesaplamali digtinme ve yaratici tretim iliskisi genel olarak degerlendirilir.
COURSE PLAN
Week THEORETICAL COURSE TOPICS
1 Introduction to the Course: Design, Technology and Creative Production
The aim, scope, structure, and the relationship between design and technology are discussed.
2 Defining the Design Problem
Identifying the problem area, needs analysis, and the processes of formulating a design problem are examined.
3 Idea Development and Creative Thinking Methods
Brainstorming, mind mapping, conceptual analysis, and alternative idea generation methods are covered.
4 Concept Development Process
The relationship among the main idea, concept, metaphor, visual language, and project direction is evaluated.
5 System and Process Design
Establishing a system, planning stages, and structuring the production flow in the design process are addressed.




6 Rule-Based Thinking
The concepts of rules, repetition, variation, modularity, and constraint in design are examined.
7 Introduction to Computational Thinking
Decomposition, pattern recognition, abstraction, and the basic principles of algorithmic thinking are covered.
8 Basic Principles of Algorithmic Logic
Sequencing, conditionals, loops, variables, and operational logic are explained through design examples.
9 Experimental Production with Digital Tools
The role of digital tools in creative research, sketching, visualization, and production processes is examined.
10 Early-Stage Prototyping
Testing ideas through rapid prototypes, sketches, digital experiments, and low-fidelity models is addressed.
1 Interaction, User, and Experience-Focused Approach
The relationship among user, interaction, experience, and feedback in design is evaluated.
12 Project Development and Interim Evaluation
The relationship among idea, concept, system, and prototype is discussed through student projects.
Project Presentation and Development Suggestions
13 |The visual, conceptual, and technical aspects of the projects are evaluated, and suggestions for further development are
presented.
14 The relationship among design, technology, computational thinking, and creative production addressed throughout the
semester is evaluated as a whole.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Yiksek | Diisuk
Program Kazanimlari (Ciktilari)
1 Gorsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir °
2 Alant ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. ®
5 Bireysel ve grup Uyesi olarak proje slrecleri icinde ¢aligir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar
g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.




10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development °
of the field of Visual Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and °
perceives them multidimensionally.
3 Transforms abstract and concrete concepts into creative, innovative, and °
original works.
4 Possesses technological and theoretical knowledge, technical competence, and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility, and plans accordingly.
6 Integrates knowledge acquired from different branches of art and design with °
the field through an interdisciplinary approach.
Produces sustainable visual communication design works that observe ethical °
7 values, are sensitive to social and cultural values, and are appropriate for the
target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Gains internationally recognized understanding and practical competence in at °
least one of the professional roles within the scope of the field.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
11 | Has the ability to adapt to new technologies. °
12 | Has knowledge of laws, regulations, and legislation related to the field. °
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi Is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 25 25

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)




Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

22 1 22

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih Koordinator / Hazirlayan
(Revision/Date) (Coordinator / Prepared by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU

(COURSE CATALOG FORM)

Dersin Kodu: GiTA2116

(Course Code): GITA2116

Dersin Adi: Projeye Girig
(Course Name): Introduction Project

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)

Bahar 3+0+0 3 5 Turkce Zorunlu Teorik ve Uygulama Yok
(Spring) (4) (Turkish) (Compulsory) [ (Theoretical and Practice) (None)

Bu dersin amaci, proje temelli derslere gegis surecindeki 6grencilere tasarim odakli disinme,
arastirma ve yaratici Uretim becerileri kazandirmaktir. Ders, 6grencilerin tasarim problemlerini
tanimlama, arastirma yuriitme, fikir gelistirme ve kavramsal gergeve olusturma sireglerinde
temel anlayis kazanmalarini saglar. Uygulama asamasinda o6grenciler, iteratif tasarim
sureclerini benimseyerek temel proje gelistirme adimlari Gzerinde teorik ve uygulamal
calismalar gerceklestirir. Ayrica, elestirel disinme ve yaratici problem ¢ézme becerileriyle tek
bir sonuca bagl kalmadan alternatif tasarimlar gelistirmeleri; béylece kapsamli stiidyo projeleri
icin gerekli mesleki altyapiyi olusturmalari amacglanmaktadir.

Dersin Amaci

(Course Objectives)

The aim of this course is to equip students transitioning to project-based courses with design
thinking, research, and creative production skills. The course enables students to develop a
fundamental understanding of identifying design problems, conducting research, generating
ideas, and establishing conceptual frameworks. During the practical phase, students engage
in theoretical and applied studies on the fundamental stages of project development by
adopting iterative design processes. The course also aims to help students develop alternative
design solutions without being limited to a single outcome by using critical thinking and creative
problem-solving skills, thereby establishing the professional foundation required for
comprehensive studio projects.

Proje temelli tasarima girig; tasarim odakli distiinme, arastirma ve yaratici Uretim siregleri.
Tasarim problemlerinin tanimlanmasi, arastirma yuritme, fikir ve konsept gelistirme,
kavramsal gergeve olusturma ve yaratici ¢6zim alternatifleri Gretme. Streg odakli tasarim
yaklasimi, elestirel diisiinme ve yaratici problem ¢ézme ydntemleri. iteratif tasarim siiregleri,
alternatif tasarim ¢éziimlerinin gelistiriimesi, taslak ve prototip olusturma, geri bildirim

Dersin Igerigi dogrultusunda revizyon ve temel proje gelistirme siiregleri.

Introduction to project-based design; design thinking, research, and creative production
processes. Defining design problems, conducting research, developing ideas and concepts,
establishing conceptual frameworks, and generating alternative creative solutions. Process-
oriented design approaches, critical thinking, and creative problem-solving methods. Iterative
design processes, development of alternative design solutions, sketching and prototyping,
revision based on feedback, and fundamental project development processes.

(Course Content)

Bu dersi basariyla tamamlayan 6grenciler:

1) Tasarim odakli disinme yaklasimini kavrayarak tasarim eylemini siire¢ odakli bir
yapida ele alir. [1, 2, 8, 12]

2) Karsilastigi tasarim problemlerini tanimlar, konuyla ilgili arastirma ydritir ve
¢6zUimiine yonelik gesitli fikir bulma ve gelistirme yontemlerini kesfeder [1, 2,4,5],

3) Elde ettigi veriler dogrultusunda kavramsal bir gergeve olusturur ve elestirel diisinme
becerilerini kullanarak yaratici ¢ézim yollari dretir [3,4,5, 6, 8, 12]

4) teratif tasarim siireglerini benimseyerek tek bir sonuca bagli kalmadan alternatif
tasarimlar gelistirir [4,5,6, 8],

5) Tasarim slreci yonetimini kavrayarak temel proje gelistirme adimlarini teorik ve

uygulamali olarak deneyimler [6, 8, 11,12],

Kapsamli stidyo projeleri icin gerekli mesleki bilgi ve altyapiy! kazanir [6, 8, 11,12].

Dersin Ogrenme Ciktilan

(Course Learning Outcomes) 6)

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Understands the design thinking approach and addresses design practice within a
process-oriented framework [1, 2, 8, 12].
2) Identifies design problems, conducts relevant research, and explores various
methods for generating and developing ideas toward possible solutions [1, 2, 4, 5].
3) Develops a conceptual framework based on the data obtained and produces
creative solutions by applying critical thinking skills [3, 4, 5, 6, 8, 12].




4) Adopts iterative design processes and develops alternative designs without being
limited to a single outcome [4, 5, 6, 8].

5) Understands design process management and experiences the fundamental stages
of project development through theoretical and practical work [6, 8, 11, 12].

6) Acquires the professional knowledge and foundational skills required for
comprehensive studio projects [6, 8, 11, 12].

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

2- 21 ( Sanat Alani)

(ISCED Category of the course) |6-68 ( Bilisim Terknolojileri ile ilgili Disiplinlerarasi Programlar)

Ders Kitabi

(Textbook)

e Graphic Design Thinking: Beyond Brainstorming — Ellen Lupton — 2011

e  Graphic Design Process: From Problem to Solution — 20 Case Studies — Nancy
Skolos & Tom Wedell — 2012

e  The Design Process — Karl Aspelund — 2014

e  Creative Workshop: 80 Challenges to Sharpen Your Design Skills — David Sherwin
— 2010

e  Grafik Tasarim Siireci: Tasarim Okulunda Nasil Bagarili Olunur — Antira
Nottingham & Jeremy Stout — 2021

e  Grafik Tasarim Temelleri Seti (10 Kitap) — Literatlir Yayinlari — Yayin tarihi
belirtiimemis

Yardimci1 Kaynaklar

(Other References)

e  Cevrimici glincel kaynaklar.

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 |Proje temelli tasarima giris. Tasarimin kapsami, temel kavramlar ve proje gelistirme mantiginin tanitiimasi.

2 |[Tasarim odakli disinme yaklasiminin temelleri ve surecin igleyisi. Tasarim slreci yénetimine genel bakis.

3 Tasarim probleminin tanimlanmasi. Cesitli tasarim problemlerine yonelik konu analizi yapma,
sinirlari belirleme ve proje hedeflerini olusturma.

4 Arastirma ve kavramsal ¢erceve. Tasarim surecinde gorsel ve teorik bilgi toplama. Elde edilen veriler 1s1ginda temel
konseptin olusturulmasi.

5 Fikir gelistirme teknikleri. Yaratici disiinme yontemlerini 6grenme, tasarim fikri bulma pratikleri ve gesitli tasarim
problemlerine ydénelik calismalar.

6 |Alternatif goziimler Giretme. Ogrenilen pratikler (izerinden (iretilen fikirlerin gesitlendirilmesi ve tartisiimasi.

7 |iteratif tasarim siiregleri. Taslaklarin olusturulmasi ve konseptin uygulama galismalarina déniistiiriilmesi.

8 Stiidyo kritigi ve degerlendirme. Uretilen taslaklarin stiidyo ortaminda sunulmasi, tasarim kritigi alinmasi ve gelisim
alanlarinin saptanmasi.

9 Revizyon ve iyilestirme. Alinan tasarim kritikleri dogrultusunda projelerin revize edilerek stiidyo ortaminda
olgunlastiriimasi.

10 Uygulamali galismalar. Belirlenen kavramsal gergevenin ve gelistirilen taslaklarin nihai proje formatina dénustiridlme
surecine gegis.

1 Proje gelistirme. Segilen konu Uzerinden uygulamali stidyo galismalari yapilmasi ve ara kritikler alinarak projenin
ilerletiimesi.

12 Proje gelistirme. Uygulamali stidyo ¢aligmalari. Alinan geri bildirimlerle tasarim problemlerinin ¢dzilmesi ve projenin
detaylandiriimasi.

13 Proje gelistirme. Uygulamali stidyo ¢aligmalari. Alinan geri bildirimlerle tasarim problemlerinin ¢dzilmesi ve projenin
detaylandiriimasi.

14 Proje gelistirme. Uygulamali stidyo c¢alismalari. Nihai sunum dncesi projelerin gorsel butlinliginin saglanmasi ve son
revizyonlarin tamamlanmasi.

COURSE PLAN
Week THEORETICAL COURSE TOPICS

1 Introduction to Project-Based Design. An overview of the scope of design, fundamental concepts, and the logic of project

development.




2 Fundamentals of the Design Thinking Approach and the Operation of the Process. An overview of design process
management.
3 Defining the Design Problem. Analysing various design problems, determining their boundaries, and establishing project
objectives.
4 Research and Conceptual Framework. Collecting visual and theoretical information during the design process and
developing a fundamental concept in light of the data obtained.
5 Idea Development Techniques. Learning creative thinking methods, practising the generation of design ideas, and
carrying out studies on various design problems.
6 |Developing Alternative Solutions. Diversifying and discussing the ideas generated through the practices learned.
7 |lterative Design Processes. Creating drafts and transforming the concept into applied design studies.
8 Studio Critique and Evaluation. Presenting the drafts in the studio environment, receiving design critiques, and
identifying areas for development.
9 Revision and Improvement. Revising and refining projects in the studio environment in line with the design critiques
received.
10 Applied Studies. Moving towards the process of transforming the established conceptual framework and developed
drafts into the final project format.
1 Project Development. Conducting applied studio studies on the selected topic and advancing the project through interim
critiques.
12 Project Development. Applied studio studies. Resolving design problems and detailing the project through the feedback
received.
13 Project Development. Applied studio studies. Resolving design problems and detailing the project through the feedback
received.
14 Project Development. Applied studio studies. Ensuring the visual coherence of projects and completing the final
revisions before the final presentation.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Yiksek | Diisuk
Program Kazanimlari (Ciktilari)
1 Gorsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir °
2 Alant ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar °
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. ®
5 Bireysel ve grup Uyesi olarak proje slrecleri icinde ¢aligir, sorumluluk alir ve planlama yapar. °




6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaglarini tespit ederek bireysel olarak Urettidi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
Integrates the knowledge acquired from different branches of art and design PY
6 . ) : L
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the PY
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually PY
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 38 1 38

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)




Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

10

20

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

25

25

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2203 Dersin Adi: Gostergebilim
(Course Code): GITA2203 (Course Name): Semiotics
Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
. Genel Segmeli .
Bahar Tlrkce Teorik Yok
(Spring) (5) 3+0+0 3 5 (Turkish) S(gigﬁ\r;l) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6zellikle Gérsel lletisim Tasarimi alaninda kullanilan gérsel yapilarin,
gOstergelerin ve mesajlarin analizine yonelik kuramsal bilgi ve uygulama becerileri
kazandirmaktir. Ders kapsaminda, gorsel ¢c6zimleme ydntemlerinden biri olan gdstergebilimin
tarihsel gelisimi, bilimsel ve kuramsal temelleri, temel terminolojisi ve baglica kavramlari ele
alinir. Gostergebilimsel ¢oziimleme yontemleri araciligiyla gorsel anlamin nasil Uretildigi,
iletildigi, yorumlandigi ve doénusturildigu; goéstergelerin kulturel, toplumsal ve baglamsal
kosullar icinde nasil anlam kazandi@i incelenir. Grafik tasarim, reklam, gorsel iletisim tasarimi
ve farkli medya ortamlarindan segilen 6rnekler lizerinden mesaj okuma, anlam ¢éziimleme,
mesaj olusturma ve yeniden yapilandirma suregleri degerlendirilir. Ders, égrencilerin gorsel
mesajlara elestirel ve analitik bir bakis agisiyla yaklasmalarini, gostergebilimsel ¢éztimleme
yapabilmelerini ve edindikleri kuramsal bilgileri kendi tasarim sureclerinde bilingli bigcimde
kullanabilmelerini amaglar.

The aim of this course is to provide students with theoretical knowledge and practical skills for
analyzing visual structures, signs, and messages, particularly within the field of Visual
Communication Design. The course examines the historical development, scientific and
theoretical foundations, fundamental terminology, and key concepts of semiotics as a method
of visual analysis. Through semiotic analysis methods, students explore how visual meaning
is produced, communicated, interpreted, and transformed, as well as how signs acquire
meaning within cultural, social, and contextual frameworks. Examples from graphic design,
advertising, visual communication design, and various media environments are used to
examine the processes of reading messages, analyzing meaning, constructing messages,
and restructuring them. The course aims to enable students to approach visual messages
from a critical and analytical perspective, conduct semiotic analyses, and consciously apply
the theoretical knowledge they acquire to their own design processes.

Dersin igerigi

(Course Content)

Gostergebilimin tarihsel gelisimi, temel kuramlari, kavramlari ve terminolojisi. Gosterge,
gOsteren, gosterilen, ikon, indeks, sembol, kod, diiz anlam, yan anlam, mit ve temsil gibi temel
kavramlar. Saussure, Peirce ve Barthes’in gostergebilimsel yaklasimlari. Gorsel gostergelerin
ve mesajlarin kulttrel, toplumsal ve baglamsal yapilar icinde anlam tretme ve yorumlanma
suregleri. Grafik tasarim, reklam, afig, kurumsal kimlik, fotograf, dijital medya ve gorsel iletisim
tasarimi alanlarindan secilen drneklerin géstergebilimsel ydntemlerle ¢éziimlenmesi.

Historical development, major theories, concepts, and terminology of semiotics. Fundamental
concepts such as sign, signifier, signified, icon, index, symbol, code, denotation, connotation,
myth, and representation. Semiotic approaches of Saussure, Peirce, and Barthes. Processes
of meaning production and interpretation of visual signs and messages within cultural, social,
and contextual structures. Semiotic analysis of selected examples from graphic design,
advertising, posters, corporate identity, photography, digital media, and visual communication
design.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1)

Gostergebilimin tarihsel gelisimini, temel kuramlarini, kavramlarini ve terminolojisini
aciklayabilir. [1, 2, 5,6,7,8, 12]

2) Gosterge, gosteren, gosterilen, ikon, indeks, sembol, kod, diiz anlam, yan anlam, mit
ve temsil gibi temel godstergebilim kavramlarini ayirt edebilir ve kullanabilir. [1,
2,4,55,7,8],

3) Saussure, Peirce ve Barthes'in gostergebilimsel yaklasimlarini kargilastirabilir ve
temel farkliliklarini degerlendirebilir.. [3,4,5, 6,7, 8, 12]

4) Gorsel gostergelerin kiltirel, toplumsal ve baglamsal yapilar icinde nasil anlam
Urettigini ve yorumlandigini analiz edebilir. [4,5,7,6, 8,9],

5) Grafik tasarim, reklam, afig, kurumsal kimlik, fotograf ve dijital medya 6rneklerini

g0stergebilimsel yontemlerle ¢cozimleyebilir. [6, 8, 9,10,11,12],




6)

orsel iletisim Urunlerine elestirel ve analitik bir bakis agisiyla yaklagsarak arastirma ve
gOstergebilimsel ¢ézimleme yapabilir.[6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1)
2)

3)
4)
5)

6)

Can explain the historical development, major theories, concepts, and terminology of
semiotics. [1, 2, 5,6, 7, 8, 12]

Can distinguish and use fundamental semiotic concepts such as sign, signifier,
signified, icon, index, symbol, code, denotation, connotation, myth, and
representation. [1, 2, 4, 5, 5, 7, 8]

Can compare the semiotic approaches of Saussure, Peirce, and Barthes and
evaluate their fundamental differences. [3, 4, 5, 6, 7, 8, 12]

Can analyze how visual signs produce meaning and are interpreted within cultural,
social, and contextual structures. [4, 5, 7, 6, 8, 9]

Can analyze examples from graphic design, advertising, posters, corporate identity,
photography, and digital media using semiotic methods. [6, 8, 9, 10, 11, 12]

Can conduct research and semiotic analysis by approaching visual communication
products from critical and analytical perspectives. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2- 21 (Sanat Alani)

2 — 22 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)
2-28 (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
2-29(Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)
3-31 (Sosyal Bilimler ve Davranig Bilimleri Alani)

Ders Kitabi

(Textbook)

Gunther Kress & Theo van Leeuwen, Reading Images: The Grammar of Visual
Design, 2021, 3rd ed.

Daniel Chandler, Semiotics: The Basics, 2025, 5th ed.

Marcel Danesi, Messages, Signs, and Meanings: A Basic Textbook in Semiotics and
Communication, 2004.

Cevrimigi giincel kanaklar.

Yardimci Kaynaklar

(Other References)

HAFTALIK KONULAR

Hafta

DERSIN TEORIK KONU BASLIKLARI

Gostergebilime giris: temel kavramlar, kapsam ve gorsel iletisim tasarimi ile iliskisi

Gostergebilimin tarihsel gelisimi ve temel kuramsal yaklasimlar

Saussure: gosterge, gosteren, gosterilen ve anlam iligkisi

Peirce: ikon, indeks ve sembol kavramlari

Barthes: diiz anlam, yan anlam ve mit kavramlari

Kod, temsil, baglam ve kultarel anlam retimi

Gorsel gostergeler ve gorsel mesajlarin géziimlenmesi

Grafik tasarim ve afislerde gostergebilimsel ¢ozimleme

Reklam ve marka iletisiminde gbésterge ve anlam

Fotograf ve gorsel anlatida géstergebilimsel ¢oziimleme

- -
alel@|®(No(fa|~lw(N| =

Kurumsal kimlik, logo ve sembolik anlam yapilari

-
N

Dijital medya ve yeni medya igeriklerinde gostergebilim

-
w

Gostergebilimsel arastirma ve érnek olay ¢éziimlemeleri

=N
H

Arastirma sunumlari, degerlendirme ve genel tekrar

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

1 Introduction to semiotics: fundamental concepts, scope, and its relationship with visual communication design.

2 Historical development of semiotics and major theoretical approaches.




Saussure: sign, signifier, signified, and the relationship between sign and meaning.

Peirce: icon, index, and symbol.

Barthes: denotation, connotation, and myth.

Code, representation, context, and cultural meaning production.

Visual signs and the analysis of visual messages.

Semiotic analysis in graphic design and posters.

O | V(N[ |~ |W

Signs and meaning in advertising and brand communication.

10 |Semiotic analysis in photography and visual narrative.

11 |Corporate identity, logos, and symbolic meaning structures.

12 |Semiotics in digital media and new media content.

13 [Semiotic research and case analyses.

14 Research presentations, evaluation, and general review.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari)

Yiiksek | Diisuk

uygulama yetisi kazanir.

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diistiinceye, yenilikgi ve 6zgun yapitlara donusturur °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °




10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low

1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems PY
related to the field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.

4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.

5 Works individually and as a member of a group within project processes, takes PY
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design PY
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °

7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.

1 Has the ability to adapt to new technologies. b

12 | Has knowledge of the laws, regulations and legislation related to the field. b

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

. Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)

. e 25 25
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Donem Odevi / Projesi 6 1

(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)




Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

15

Sunum
(Presantation)

15

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

15

15

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih Koordinator / Hazirlayan
(Revision/Date) (Coordinator / Prepared by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2304
(Course Code): GITA2304

Dersin Adi: Sosyal Sorumluluk ve Uygulamalari
(Course Name): Social Responsibility and Practices

Yariyih D+U+L | Kredisi
(Semester)| (Lc + T + L) | (Credits)
Bahar
; 3+0+0 3
(Spring) (6)

AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
5 Tiirkge Ge(”g:j:fa”l“e” Teorik Yok
(Turkish) Selective) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin glincel toplumsal ve gevresel sorunlari elestirel bir bakis agisiyla
degerlendirmelerini ve tasarim yoluyla sosyal fayda Uretebilecek yaklagimlar gelistirmelerini
saglamaktir. Ogrencilerin aragtirma yapma, ihtiyag ve problem belirleme, hedef kitle ve
paydaslari tanimlama, etik ve kapsayici iletisim stratejileri gelistirme ve bu surecleri gorsel
iletisim projelerine donistirme becerilerinin gelistiriimesi hedeflenir. Ders ayrica 6drencilerin
bireysel ve ekip calismalari yoluyla toplumsal katiim ve sorumluluk bilinci kazanmalarini
amaglar.

The aim of this course is to enable students to critically evaluate contemporary social and
environmental issues and to develop approaches that can create social benefit through
design. The course aims to develop students’ skills in conducting research, identifying needs
and problems, defining target audiences and stakeholders, developing ethical and inclusive
communication strategies, and transforming these processes into visual communication
projects. It also aims to foster students’ awareness of civic participation and social
responsibility through individu al and collaborative work.

Dersin igerigi

(Course Content)

Sosyal sorumluluk, toplumsal katihm ve sosyal etki kavramlari. Tasarim ve toplumsal fayda
iliskisi. GUncel toplumsal, kiltiirel ve gevresel sorunlarin arastiriimasi. Surdrdlebilirlik ve
kapsayicilik. Etik iletisim ve temsil. Hedef kitle, paydas ve ihtiya¢ analizi. Sosyal sorumluluk
kampanyalari ve gorsel iletisim stratejileri. Sivil toplum kuruluglari, kamu kurumlari ve
topluluklarla iligkiler. Dijital medya ve sosyal platformlarin sosyal etki olusturmadaki rolii. Sosyal
fayda odakl proje gelistirme, uygulama, iletisim ve degerlendirme stiregleri.

Concepts of social responsibility, civic participation, and social impact. The relationship
between design and social benefit. Research on contemporary social, cultural, and
environmental issues. Sustainability and inclusivity. Ethical communication and
representation. Target audience, stakeholder, and needs analysis. Social responsibility
campaigns and visual communication strategies. Relationships with non-governmental
organizations, public institutions, and communities. The role of digital media and social
platforms in creating social impact. Development, implementation, communication, and
evaluation processes of projects focused on social benefit.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Sosyal sorumluluk, toplumsal katilim ve sosyal etki kavramlarini tasarim baglaminda
aciklayabilir. [1, 2, 5,6,7,8, 12]

2) Gincel toplumsal, kiltirel ve gevresel sorunlari arastirabilir ve temel ihtiyaglar
belirleyebilir. [1, 2,4,5,5,7,8],

3) Sosyal sorumluluk projelerinde hedef kitleleri, paydaslari ve iletisim gereksinimlerini
analiz edebilir. [5, 6,7, 8, 12]

4) Etik, kapsayici ve surdirilebilir iletisim yaklagimlarini gorsel iletisim tasarimi
sureclerinde degerlendirebilir. [4,5,7,6, 8,9],

5) Toplumsal farkindalik ve sosyal fayda olusturmaya yonelik gorsel iletisim stratejileri
ve proje Onerileri gelistirebilir. [6, 7, 8, 9,10,11,12],

6) Sosyal sorumluluk odakli projeleri planlayabilir, ekip calismasi iginde gelistirebilir,
sunabilir ve sonuglarini degerlendirebilir.[6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Can explain the concepts of social responsibility, civic participation, and social
impact in the context of design. [1, 2, 5, 6, 7, 8, 12]
2) Can research contemporary social, cultural, and environmental issues and identify
fundamental needs. [1, 2, 4, 5, 5, 7, 8]
3) Can analyze target audiences, stakeholders, and communication needs in social
responsibility projects. [5, 6, 7, 8, 12]




4)
5)

6)

Can evaluate ethical, inclusive, and sustainable communication approaches within
visual communication design processes. [4, 5, 7, 6, 8, 9]

Can develop visual communication strategies and project proposals aimed at
creating social awareness and social benefit. [6, 7, 8, 9, 10, 11, 12]

Can plan social responsibility projects, develop them collaboratively, present them,
and evaluate their outcomes. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2 — 22 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)
2-28 (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
2-29(Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)
3-31 (Sosyal Bilimler ve Davranig Bilimleri Alani)

Ders Kitabi

(Textbook)

Jason Hickel — Cogu Zarar Azi Karar: Diinyayi Kiigiilme Kurtaracak — 2022

Sevgi Ugan Cubukgu (Ed.) — Birlikte Diigiinmek — 2025

Lesley-Ann Noel — Design Social Change: Take Action, Work toward Equity, and Challenge
the Status Quo — 2023

Mariana Amatullo, Bryan Boyer, Jennifer May & Andrew Shea (Eds.) — Design for Social
Innovation: Case Studies from Around the World — 2021

Ezio Manzini — Design, When Everybody Designs: An Introduction to Design for Social
Innovation — 2015

Sanjeev Bothra — Design Education in India: Values of Socially Responsible Design — 2024
Carmen Malvar — Collaborative Social Design with Mexican Indigenous Communities: Critical
and Transformative Practices — 2024

Cevrimigi glincel kaynalar

Yardimci1 Kaynaklar

(Other References)

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI
1 Sosyal sorumluluk, toplumsal katilim ve sosyal etki kavramlarina giris; guincel drneklerin incelenmesi
2 Tasarim ve toplumsal fayda iliskisi; toplumsal sorunlarin belirlenmesi
3 Toplumsal, kultiirel ve gcevresel sorunlarin arastiriimasi ve problem tanimlama
4 Hedef kitle, paydas ve ihtiyag analizi; paydas haritasi olusturma
5 Etik iletisim, temsil ve sosyal sorumluluk érneklerinin dederlendirilmesi
6 Kapsayicilik ve erigilebilirlik; kapsayici iletisim yaklagimlari gelistirme
7 Surdurllebilirlik ve sosyal sorumluluk; proje fikirleri gelistirme
8 Sosyal sorumluluk kampanyalari ve iletisim stratejileri; konsept gelistirme
9 Gorsel iletisim ve toplumsal farkindalik; mesaj ve gorsel kimlik gelistirme
10 |Dijital medya ve sosyal platformlarda sosyal etki; icerik gelistirme
11 |STK, kamu kurumlari ve topluluklarla is birligi; proje paydaslarinin belirlenmesi
12 |Sosyal fayda odakli proje gelistirme ve uygulama sirecleri
13 |Sosyal etki, proje ciktilarinin degerlendiriimesi ve gelistiriimesi
14 |Sosyal sorumluluk projelerinin sunumu ve genel degerlendirme
COURSE PLAN
Week THEORETICAL COURSE TOPICS
1 Introduction to social responsibility, civic participation, and social impact; review of current examples
2 The relationship between design and social benefit; identifying social issues
3 Research on social, cultural, and environmental issues and problem definition
4 Target audience, stakeholder, and needs analysis; creating a stakeholder map
5 Ethical communication, representation, and evaluation of social responsibility examples
6 Inclusivity and accessibility; developing inclusive communication approaches
7 Sustainability and social responsibility; developing project ideas




8 Social responsibility campaigns and communication strategies; concept development

9 Visual communication and social awareness; developing messages and visual identity

10 |[Social impact through digital media and social platforms; content development

11  |Collaboration with NGOs, public institutions, and communities; identifying project stakeholders

12 |Development and implementation processes of social benefit-oriented projects

13  [Social impact, evaluation, and improvement of project outcomes

14  |Presentation of social responsibility projects and general evaluation

DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —

Caligsmalari Laboratuar (Laboratory Activities)

Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Ciktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara donustirir °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low

1 Has technical and theoretical knowledge of the historical development of the PY
field of Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.

4 Possesses technological and theoretical knowledge, technical competence and PY
aesthetic awareness related to the field.

5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °

7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.

1 Has the ability to adapt to new technologies. b

12 | Has knowledge of the laws, regulations and legislation related to the field. b

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) o5 1 o5
(Final Exam (Preparation included))

Kisa Sinavlar

(Semester written exams)

Doénem Ofiew | Projesi 6 5 12
(Term Project)

Raporlar

(Reports)

Bitirme Tezi/Projesi

(Graduation Project)

Seminer

(Seminar)

Sinif Digi Calisma Siresi

Odevler 5 3 15
(Homework)




Sunum

5 3 15
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 15 1 15
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yuki 125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))
Revizyon/Tarih Koordinator / Hazirlayan Onaylayan
(Revision/Date) (Coordinator / Prepared by) (Approved by)

07/08/2026 Gorsel iletisim Tasarimi Bélimi




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2305
(Course Code): GITA2305

Dersin Adi: Tasarim ve Yenilesim
(Course Name): Design and Innovation

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
- Genel Segmeli .
Bahar Tlrkce Teorik Yok
(Spring) (6) 3+0+0 3 5 (Turkish) S(gigﬁ\r;l) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin tasarim ve yenilesim arasindaki iligkiyi kavramalarini; toplumsal,
kulturel, ekonomik ve teknolojik degisimlerin yenilik¢i tasarim surecleri Gzerindeki etkilerini
degerlendirebilmelerini saglamaktir. Ogrencilerin yaratici endiistriler, sirdiiriilebilirlik, dijital
dénusuim, Endustri 4.0, Toplum 5.0 ve yapay zekad gibi glincel gelismeleri tasarim
perspektifinden incelemeleri hedeflenir. Ders ayrica 6gdrencilerin ulusal ve uluslararasi
yenilesim orneklerini analiz etmelerini, yenilikgi fikirler gelistirmelerini ve bu fikirleri arastirma,
proje gelistirme ve uygulama surecleriyle iligkilendirebilmelerini amaglar.

The aim of this course is to enable students to understand the relationship between design
and innovation and to evaluate the effects of social, cultural, economic, and technological
change on innovative design processes. Students are expected to examine current
developments such as creative industries, sustainability, digital transformation, Industry 4.0,
Society 5.0, and artificial intelligence from a design perspective. The course also aims to help
students analyze national and international examples of innovation, develop innovative ideas,
and relate these ideas to research, project development, and implementation processes.

Dersin igerigi

(Course Content)

Tasarim ve yenilesim kavramlari ve aralarindaki iligki. Yenilesimi etkileyen toplumsal, kultdrel,
ekonomik ve teknolojik dinamikler. Yaratici endustriler ve tasarimcinin degisen rolU.
Surdurulebilirlik ve kiresel kalkinma hedeflerinin tasarim Uzerindeki etkileri. Endistri 4.0,
Toplum 5.0 ve dijital donlisim. Yapay zeka ve Uretken yapay zekanin yenilesim surecleriyle
iliskisi. Ulusal ve uluslararasi tasarim ve yenilesim orneklerinin incelenmesi. Yenilikgi fikir
gelistirme, proje olusturma ve uygulama siregleri. Finansal kaynaklar, uygulama platformlari
ve fikri milkiyet kavramlari.

Concepts of design and innovation and the relationship between them. Social, cultural,
economic, and technological dynamics influencing innovation. Creative industries and the
changing role of the designer. The impact of sustainability and global development goals on
design. Industry 4.0, Society 5.0, and digital transformation. The relationship between artificial
intelligence, generative Al, and innovation processes. Examination of national and
international examples of design and innovation. Innovative idea development, project
development, and implementation processes. Financial resources, implementation platforms,
and intellectual property concepts.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Tasarim ve yenilesim kavramlarini ve aralarindaki iligkiyi agiklayabilir. [1, 2, 5,6,7,8,
12]

2) Toplumsal, kilttrel, ekonomik ve teknolojik degisimlerin tasarim ve yenilesim siiregleri
Uzerindeki etkilerini analiz edebilir. [1, 2,4,5,5,7,8],

3) Yaratici endistriler, siurdirilebilirlik, Endistri 4.0, Toplum 5.0, dijital donlisim ve
yapay zeka gibi guncel kavramlari tasarim baglaminda degerlendirebilir. [3,4,5, 6,7,
8, 12]

4) Ulusal ve uluslararasi tasarim ve yenilesim o6rneklerini inceleyerek kullanilan
yaklagimlari ve stratejileri karsilastirabilir. [4,5,7,6, 8,9],

5) Yenilikgi fikirler gelistirerek bu fikirleri arastirma, proje gelistirme ve uygulama
surecleriyle iligkilendirebilir. [6, 8, 9,10,11,12],

6) Tasarim ve yenilesim projelerinde uygulama modeli, finansal kaynaklar ve fikri
mulkiyet gibi temel unsurlari degerlendirebilir.[6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Can explain the concepts of design and innovation and the relationship between
them. [1,2,5,6,7, 8, 12]
2) Can analyze the effects of social, cultural, economic, and technological changes on
design and innovation processes. [1, 2, 4, 5, 5, 7, 8]




3) Can evaluate current concepts such as creative industries, sustainability, Industry
4.0, Society 5.0, digital transformation, and artificial intelligence in the context of
design. [3, 4, 5,6, 7, 8, 12]

4) Can compare the approaches and strategies used in national and international
examples of design and innovation. [4, 5, 7, 6, 8, 9]

5) Can develop innovative ideas and relate them to research, project development, and
implementation processes. [6, 8, 9, 10, 11, 12]

6) Can evaluate fundamental elements such as implementation models, financial
resources, and intellectual property in design and innovation projects. [6, 8, 9, 10,
11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2- 21 (Sanat Alani)

2 — 22 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)
2-28 (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
2-29(Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)
3-31 (Sosyal Bilimler ve Davranig Bilimleri Alani)

Ders Kitabi

(Textbook)

. Igor Titus Hawryszkiewycz — Transforming Organizations in Disruptive Environments: A
Primer on Design and Innovation — 2022.

. Leon Cruickshank — Open Design and Innovation: Facilitating Creativity in Everyone — 2014.

. Gabriel J. Costello — The Teaching of Design and Innovation: Principles and Practices —
2020.

. Sirin Elgi — Inovasyon: Kalkinmanin ve Rekabetin Anahtari — 2006.

. Peter F. Drucker — Innovation and Entrepreneurship: Practice and Principles — 1985.

. Cevrimigi glincel kanaklar.

Yardimci1 Kaynaklar

(Other References)

HAFTALIK KONULAR

Hafta

DERSIN TEORIK KONU BASLIKLARI

Tasarim ve yenilesime giris

Yenilesim turleri ve tasarimla iligkisi

Toplumsal, kultirel ve ekonomik dinamikler

Yaratici endustriler ve tasarimcinin degisen rolu

Surdurulebilirlik ve kiresel kalkinma hedefleri

Endustri 4.0, Endlstri 5.0 ve Toplum 5.0

Dijital dénisim ve yenilesim

Yapay zeké ve Uretken yapay zeka ile yenilesim

Ulusal ve uluslararasi tasarim ve yenilesim oérnekleri

Yenilikgi fikir gelistirme ve problem tanimlama

- | -
alo|l@|® (NI~ IN|=

Proje gelistirme ve yenilesim stratejileri

-
N

Uygulama modelleri, finansal kaynaklar ve fikri mulkiyet

-
w

Yenilesim projelerinin arastiriimasi ve degderlendirilmesi

=N
H

Proje sunumlari ve genel degerlendirme

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

1 Introduction to design and innovation

Types of innovation and their relationship with design

Social, cultural, and economic dynamics

Creative industries and the changing role of the designer

Sustainability and global development goals

Industry 4.0, Industry 5.0, and Society 5.0

Digital transformation and innovation

I IN|OO|UN|,~|IWI|N

Artificial intelligence, generative Al, and innovation




9 National and international examples of design and innovation
10 (Innovative idea development and problem definition
11 |Project development and innovation strategies
12 |Implementation models, financial resources, and intellectual property
13 |Research and evaluation of innovation projects
14 |Project presentations and general evaluation
DERSIN DEGERLENDIRME SISTEMi
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Caligsmalari Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Ciktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low

1 Has technical and theoretical knowledge of the historical development of the PY
field of Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.

4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.

5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °

7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.

1 Has the ability to adapt to new technologies. b

12 | Has knowledge of the laws, regulations and legislation related to the field. b

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)

. Lo 25 1 25
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Doénem Ofiew | Projesi 6 5 12
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler 5 3 15
(Homework)
Sunum

5 3 15

(Presantation)




Ara sinavlar (Hazirlik Siiresi Dahil) 15 15
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii 125
(Total load)

Dersin AKTS Kredisi, Toplam s Yiikii / 25 5

(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih Koordinator / Hazirlayan Onaylayan

(Revision/Date) (Coordinator / Prepared by) (Approved by)

07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU

(COURSE CATALOG FORM)

Dersin Kodu: GITA3107
(Course Code): GITA3107

Dersin Adi: Hareketli Grafik Tasarim
(Course Name): Motion Graphic Design

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Guz 3+0+0 3 4 Turkce Zorunlu Uygulama Yok
(Fall) (5) (Turkish) (Compulsory) (Practice) (None)

Dersin Amaci

(Course Objectives)

Bu ders tim dinamik medyalar igin, Adobe After Effects ve Cavalry yazilimlariyla 2 boyutlu
animasyon ve hareketli grafikler yapmayi 6gretir. Keyframe, prosediirel ve tipografik animasyon
tekniklerini kullanabilen 6grenciler, bir mesaji iletebilen veya hikaye anlatan hareketli grafikler
Uretmeyi 6grenir. Temel grafik tasarim ve tipografiyi canlandirmaya ek olarak zaman ve ses
faktorinu de kullanmayi 6greterek, hareketin kendisini tasarlamayi 6gretmek dersin hedefini
olusturur. Bu ders giris diizeyinde JavaScript ve AE Expression kullanmayi da kapsar.

This course teaches students how to create two-dimensional animation and motion graphics
for various forms of dynamic media using Adobe After Effects and Cavalry. Students learn to
produce motion graphics that communicate a message or tell a story by using keyframe-
based, procedural, and typographic animation techniques. In addition to animating
fundamental graphic design and typography elements, the course introduces the use of time
and sound as design components and focuses on designing motion itself. The course also
includes introductory-level use of JavaScript and After Effects Expressions.

Dersin igerigi

(Course Content)

Tum dinamik medyalar igin Adobe After Effects ve Cavalry ile 2 boyutlu animasyon ve hareketli
grafikler. Keyframe, prosediirel ve tipografik animasyon teknikleriyle bir mesaji iletebilen veya
hikaye anlatan hareketli grafikler tasarlama. Grafik tasarim &gelerini ve tipografiyi
canlandirmaya ek olarak, zaman ve ses faktorinii de kullanarak hareketlerden olusan siireci
tasarlamak. Girig diizeyinde JavaScript ve AE Expression ile veri canlandirma. Sosyal medya
icin hareketli ve sesli reklamlar.

2D animation and motion graphics with Adobe After Effects and Cavalry for all dynamic
media. Design motion graphics that can convey a message or tell a story using keyframe,
procedural and typographic animation techniques. In addition to animating graphic design
elements and typography, design the process of movement using time and sound. Data
animation with introductory JavaScript and AE Expression. Animated ads for social media.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Adobe After Effects ve Cavalry yazilimlarini kullanarak dinamik medya igin 2B
animasyon ve hareketli grafikler Gretir. [1, 2, 5,6,7,8, 12]

2) Keyframe, prosediirel ve tipografik animasyon tekniklerini temel diizeyde uygular. [1,
2,4,55,7,8],

3) lletisim mesaiji ileten veya gérsel hikaye anlatimi olusturan hareketli grafik projeleri
gelistirir. [3,4,5, 6,7, 8, 12]

4) Grafik tasarim, tipografi, zaman, hareket ve ses unsurlarini bitiinlesik bir tasarim
sureci icinde kullanir. [4,5,7,6, 8,9],

5) Giris dizeyinde JavaScript ve After Effects Expressions kullanarak temel hareket ve
animasyon davraniglari olusturur. [6, 8, 9,10,11,12],

6) Sosyal medya ve dijital platformlar igin hareketli, sesli ve yaratici reklam igerikleri
tasarlar.[6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Produces 2D animations and motion graphics for dynamic media using Adobe After
Effects and Cavalry. [1, 2, 5, 6, 7, 8, 12]

2) Applies basic keyframe, procedural, and typographic animation techniques. [1, 2, 4,
5,5,7,8]

3) Develops motion graphics projects that communicate a message or create visual
storytelling. [3, 4, 5, 6, 7, 8, 12]

4) Integrates graphic design, typography, time, motion, and sound within a unified
design process. [4, 5, 7, 6, 8, 9]

5) Creates basic motion and animation behaviors using introductory-level JavaScript
and After Effects Expressions. [6, 8, 9, 10, 11, 12]




6) Designs animated, audio-based, and creative advertising content for social media and
digital platforms. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2- 21 (Sanat Alani)
2 — 28 (Sanat ve Insani Bilimlerde Disiplinlerarasi Programiar)
2-29(Baska Yerde Sinifanmamig Sanat ve Insani Bilimler Alani)

Ders Kitabi

(Textbook)

* Smith, J. (2024). The Evolution and Impact of Motion Graphic Design in Digital Media.

* Davis, A. (2024). Exploring the Principles of Motion Design in Branding and Advertising.

«» Johnson, R. (2024). The Role of Motion Graphics in Enhancing User Experience and Engagement.
» Martinez, L. (2024). Innovative Techniques in Motion Graphic Design for Social Media Platforms.

* Brown, K. (2024). The Intersection of Motion Graphics and Interactive Media: Future Trends and
Applications.

Yardimci1 Kaynaklar

(Other References)

e Bilgisayar, projeksiyon

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI
1 Adobe After Effects arayuz ve is akisi anlatimi.
2 Temel transform animasyon ve keyframe teknikleri. Ornek uygulama.
3 Grafik nesneler, masklar ve gegislerin kullanimi. Ornek uygulama.
4 Composittinge giris, layer blend modlari, luma matte, alpha matte. Ornek uygulama.
5 Tipografik animasyon tekinkleri. Ornek uygulamalar.
6 Expression kullanimi, érnek uygulamalar. Ornek uygulama.
7 Greenscreen keyleme, matte ¢ikarma ve compositting. Ornek uygulamalar.
8 Rotoscoping ile hareketli matte ¢cikarma. Ornek uygulama.
9 2B tracking ile hareket verisi cikarma. Ornek uygulama.
10 |3B kamera tracking, 3B kamera kullanimi ve perspektif uygulamasi. Ornek uygulama.
11 |3B kamera tracking, 3B kamera kullanimi ve perspektif uygulamasi. Ornek uygulama.
12 [Final projesi tasarimlari.
13 [Final projesi animasyonu.
14 [Final projesi animasyonu ile ses ve muzik dizenleme.
COURSE PLAN
Week THEORETICAL COURSE TOPICS
1 Introduction to the Adobe After Effects interface and workflow.
2 Basic transform animation and keyframe techniques. Sample application.
3 Use of graphic objects, masks, and transitions. Sample application.
4 Introduction to compositing, layer blending modes, luma matte, and alpha matte. Sample application.
5 Typographic animation techniques. Sample applications.
6 Use of expressions. Sample applications.
7 Green screen keying, matte extraction, and compositing. Sample applications.
8 Motion matte extraction using rotoscoping. Sample application.
9 Extracting motion data using 2D tracking. Sample application.
10 (3D camera tracking, use of a 3D camera, and perspective applications. Sample application.
11 3D camera tracking, use of a 3D camera, and perspective applications. Sample application.
12 |Final project design development.
13  |Final project animation.
14 |Sound and music editing for the final project animation.




DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 50
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )
2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar
g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.
10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems PY
related to the field in a multidimensional manner.




3 Transforms abstract and concrete concepts into creative, innovative and
original works.
4 Possesses technological and theoretical knowledge, technical competence and
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually
produced designs to the sector.
1 Has the ability to adapt to new technologies.
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

. Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 12 1 -
(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi

10 2 20
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler

3 2 6
(Homework)
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 20 1 20
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii 100




(Total load)

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3109
(Course Code): GITA3109

Dersin Adi: 3B Modelleme
(Course Name): 3D Modelling

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Guz 3+0+0 3 4 Turkce Zorunlu Uygulama Yok
(Fall) (5) (Turkish) (Compulsory) (Practice) (None)

Dersin Amaci

(Course Objectives)

Bu ders baski, TV-sinema, dijital medya ve oyun igerikleri igin, endlstri standarti yazilimlarla 3
boyutlu modeller yapmayi 6gretir. Organik, kati ylzey ve mekan kategorilerinde model
tekniklerini 6gretmeyi hedefleyen derste, 6grenciler giris diizeyinde 3B karakter modelleme de
yapar. Yapilan 3B modellerin materyallerinin hazirlanmasi ve sahnenin igiklandirilip render
edilmesi de bu dersin kapsamindadir. Ogrenciler tiim isiklandirma tekniklerini égrenerek
realistilk sonugclarla ileri dizey 3B gorseller Uretebilir. Ders bunlara ek olarak 3B tipografi
uygulamalari da icerir.

This course teaches students how to create three-dimensional models for print, television and
cinema, digital media, and game content using industry-standard software. It aims to
introduce modeling techniques in the categories of organic modeling, hard-surface modeling,
and environmental modeling. Students also gain introductory experience in 3D character
modeling.The course also covers the preparation of materials for 3D models, scene lighting,
and rendering. By learning a range of lighting techniques, students develop the ability to
produce advanced 3D visuals with realistic results. In addition, the course includes
applications in 3D typography.

Dersin igerigi

(Course Content)

Basili mecra, TV-sinema, dijital medya ve oyun igerikleri icin Cinema4D ve Blender ile 3 boyutlu
modelleme teknikleri. Organik, kati ylizey ve mekan kategorilerinde modelleme, giris diizeyinde
3B karakter modelleme. 3B modellerin materyallerinin hazirlanmasi ve sahnenin igiklandirilip
render edilmesi. Cesitli 1siklandirma tekniklerini kullanarak realistlik sonuglarla ileri diizey 3B
gorseller uretmek. 3B tipografik tasarimlar ve 3B illistrasyon teknikleri.

3D modeling techniques with Cinema4D and Blender for print, TV-cinema, digital media and
gaming content. Organic, solid surface and environment categories with introductory 3D
character modeling. Preparation of materials for 3D models and lighting and rendering of the
scene. Producing advanced 3D visuals with realistic results using various lighting techniques.
3D typographic designs and 3D illustration techniques.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Basili medya, TV-sinema, dijital medya ve oyun igerikleri igin Cinema 4D ve Blender
kullanarak t¢ boyutlu modeller olusturabilir. [1, 2, 5,6,7,8, 12]

2) Organik modelleme, kati ylizey (hard-surface) modelleme ve mekan modelleme
tekniklerini uygulayabilir. [1, 2,4,5,5,7,8],

3) Temel diizeyde 3B karakter modelleme siireglerini ve yontemlerini kullanabilir. [3,4,5,
6,7, 8, 12]

4) Temel ve ileri dizey isiklandirma ve render tekniklerini kullanarak gergekgi 3B
gorseller uretebilir. [4,5,7,6, 8,9],

5) Olusturdugu 3B modeller igin uygun materyal ve ylzey 6zelliklerini hazirlayabilir ve
uygulayabilir. [6, 8, 9,10,11,12],

6) 3B tipografi ve 3B illistrasyon uygulamalar gelistirerek Ug¢ boyutlu tasarim ve
gorsellestirme becerilerini farkli iletisim alanlarinda kullanabilir.[6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Can create three-dimensional models using Cinema 4D and Blender for print media,
television and cinema, digital media, and game content. [1, 2, 5, 6, 7, 8, 12]

2) Can apply organic modeling, hard-surface modeling, and environment modeling
techniques. [1, 2, 4, 5, 5, 7, 8]

3) Can apply basic 3D character modeling processes and techniques. [3, 4, 5, 6, 7, 8,
12]

4) Can produce realistic 3D visuals using basic and advanced lighting and rendering
techniques. [4, 5, 7, 6, 8, 9]

5) Can create and apply appropriate materials and surface properties for 3D models.
[6, 8,9, 10, 11, 12]




6) Can develop 3D typography and 3D illustration applications and use three-
dimensional design and visualization skills across different communication fields. [6,
8,9, 10, 11, 12]
[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2- 21 (Sanat Alani)
2 — 28 (Sanat ve Insani Bilimlerde Disiplinlerarasi Programiar)
2-29(Baska Yerde Sinifanmamig Sanat ve Insani Bilimler Alani)

Ders Kitabi

(Textbook)

* Bonney, M. (2021). Learning Cinema 4D R23: A practical guide to getting started with 3D
modeling, animation, and rendering. Packt Publishing.

« Villar, E. (2020). Blender 2.9: The complete guide to 3D modeling and animation. Packt
Publishing.

* Carvalho, A., & Oliveira, L. (2017). Cinema 4D: Real-world production techniques. CRC
Press.

Yardimci1 Kaynaklar

(Other References)

e Bilgisayar, projeksiyon

HAFTALIK KONULAR

Hafta

DERSIN TEORIK KONU BASLIKLARI

Cinema4D veya Blender genel arayiiz tanitimi.

Primitif 3d objelerle viewport alistirmalari.

Temel materyal Uretimi, isiklandirma ve kamera kullanimi. Kiresel aydinlatma teknikleri.

Kati ylizey modelleme uygulamalari. Poligon modelleme ve subdivision surface.

Detayli kati yizey modelleme teknikleriyle gergekci objeler olusturma.

Mekan ve ¢cevre modelleme. Mekanla iligkili objeleri modelleme ve konumlandirma.

Ozgiin oyuncak modelleme.

Ozgiin oyuncak modelleme. Materyal, 1siklandirma ve render.

Ongn mekan modelleme, materyal, 1siklandirma ve render teknikleri.

Ongn mekan modelleme, materyal, 1siklandirma ve render teknikleri.

G N
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Organik modelleme, subdivison ve volume modelleme teknikleri.

-
N

Organik obje modelleme, materyal, isiklandirma ve render.

-
w

Organik karakter modelleme. Temel sculpting teknikleri.

=N
H

Organik karakter modelleme, materyal, 1siklandirma ve render.

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

Introduction to the general interface of Cinema 4D or Blender.

Viewport exercises using primitive 3D objects.

Basic material creation, lighting, and camera use. Global illumination techniques.

Hard-surface modeling applications. Polygon modeling and subdivision surfaces.

Creating realistic objects using detailed hard-surface modeling techniques.

Interior and environment modeling. Modeling and positioning objects in relation to the space.

Original toy modeling.

Original toy modeling. Materials, lighting, and rendering.

Original environment modeling, materials, lighting, and rendering techniques.

Original environment modeling, materials, lighting, and rendering techniques.

G N
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Organic modeling, subdivision, and volume modeling techniques.

-
N

Organic object modeling, materials, lighting, and rendering.

-
w

Organic character modeling. Basic sculpting techniques.

=N
H

Organic character modeling, materials, lighting, and rendering.




DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 50
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )
2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar
g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.
10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems PY
related to the field in a multidimensional manner.




3 Transforms abstract and concrete concepts into creative, innovative and
original works.
4 Possesses technological and theoretical knowledge, technical competence and
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually
produced designs to the sector.
1 Has the ability to adapt to new technologies.
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

. Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 12 1 -
(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi

10 2 20
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler

3 2 6
(Homework)
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 20 1 20
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii 100




(Total load)

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3111
(Course Code): GITA3111

Dersin Adi: Uretken Yapay Zeka ve Programlama
(Course Name): Generative Al and Programming

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Guz 3+0+0 3 5 Turkce Zorunlu Teorik ve Uygulama Yok
(Fall) (5) (Turkish) (Compulsory) [ (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere ileri dizey Python programlama, makine dgrenimi ve uretken
yapay zeka modelleri hakkinda derinlemesine bilgi ve beceriler kazandirmaktir. Ogrencilerin,
nesne yonelimli programlama, makine 6grenimi algoritmalari ve tretken yapay zeka modellerini
kullanarak yaratici projeler gelistirmelerini saglamak hedeflenmektedir. Ayrica, dogal dil isleme
ve gercek dunya uygulamalari Gzerinde calisarak 6grencilerin proje gelistirme ve sunma
becerilerini gelistirmek amaclanmaktadir.

The aim of this course is to provide students with advanced knowledge and skills in Python
programming, machine learning, and generative artificial intelligence models. The course is
designed to enable students to develop creative projects using object-oriented programming,
machine learning algorithms, and generative Al models. In addition, by working on natural
language processing and real-world applications, students are expected to enhance their
skills in project development and presentation.

Dersin igerigi

(Course Content)

ileri diizey Python programlama ile baglayarak nesne yénelimli programlama ve modiiller gibi
konular. Makine 6grenimi kavramlari ve basit algoritmalar, gézetimli ve gézetimsiz 6grenme ile
regresyon ve siniflandirma algoritmalari. Uretken yapay zeka modelleri olan otokodlayicilar ve
varyasyonel otokodlayicilarin temel prensipleri. Uretken modeller ile projeler gelistirme ve
dogal dil isleme (NLP) algoritmalari kullanarak yaratici yazim ve metin analizi projeleri yapma.
Gergek diinya uygulamalari ve proje gelistirme Gzerine galismalar.

Starting with advanced Python programming, covering topics such as object-oriented
programming and modules. Machine learning concepts and simple algorithms, supervised
and unsupervised learning, and regression and classification algorithms. Basic principles of
generative Al models such as autoencoders and variational autoencoders. Developing
projects using generative models and conducting creative writing and text analysis projects
using natural language processing (NLP) algorithms. Working on real-world applications and
project development.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) lleri diizey Python programlama tekniklerini kullanarak gesitli uygulamalar
gelistirebilir. [1, 2, 4, 5,7,8]

2) Nesne yonelimli programlama yaklasimini ve Python modiillerini projelerinde etkin
bicimde kullanabilir. [1, 2,4,5,6,7,8],

3) Makine 6greniminin temel prensiplerini agiklayabilir ve temel makine 6grenimi
algoritmalarini uygulayabilir. [3,5, 6,7, 8]

4) Uretken yapay zeka modellerinin, &zellikle otokodlayicilar ve varyasyonel
otokodlayicilarin temel galisma prensiplerini anlayabilir ve uygulayabilir. [4,5,7,6, 8,9],

5) Dogal dil isleme (NLP) temel kavram ve yontemlerini kullanarak basit uygulamalar ve
Uretken yapay zeka projeleri gelistirebilir. [2,3,4,5,6,7, 8, 9],

6) Gergek dinya problemlerine yonelik yaratici projeler gelistirerek, sonuglarini
degerlendirebilir, geri bildirim dogrultusunda iyilestirebilir ve etkili bicimde sunabilir.[6,
8,9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Can develop various applications using advanced Python programming techniques.
[1,2,4,5,7,8]

2) Can effectively apply object-oriented programming approaches and Python modules
in projects. [1, 2,4, 5,6, 7, 8]

3) Can explain the fundamental principles of machine learning and apply basic
machine learning algorithms. [3, 5, 6, 7, 8]

4) Can understand and apply the fundamental principles of generative artificial
intelligence models, particularly autoencoders and variational autoencoders. [4, 5, 6,
7,8,9]




5) Can develop basic applications and generative Al projects using fundamental
concepts and methods of Natural Language Processing (NLP). [2, 3, 4, 5, 6, 7, 8, 9]
6) Can develop creative projects addressing real-world problems, evaluate outcomes,
improve projects based on feedback, and present them effectively. [6, 8, 9, 10, 11, 12]
[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2- 21 (Sanat Alani)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

(ISCED Category of the course) |6- 61(Bilisim teknolojileri Alant)

« Artificial Intelligence Programming with Python: From Zero to Hero. Perry Xiao. Wiley, 2022.
* Modern Generative Al with ChatGPT and OpenAl Models. Valentina Alto. Packt Publishing, 2023.

Ders Kitabi » Python Machine Learning: Machine Learning and Deep Learning with Python, scikit-learn, and
TensorFlow 2. 3rd Edition. Sebastian Raschka & Vahid Mirjalili. Packt Publishing, 2019.
(Textbook) - Generative Deep Learning. David Foster. O'Reilly Media, 2023.

*» Cevrimici kaynaklar.

Yardimci1 Kaynaklar

(Other References)

e Bilgisayar, projeksiyon

HAFTALIK KONULAR

Hafta

DERSIN TEORIK KONU BASLIKLARI

Python: Nesne ydnelimli programlama, moddller.

Python: OOP temel kavramlari, sinif ve nesne tanimlama, miras alma, moddil ve paket kullanimi.

Python: OOP temel kavramlari, sinif ve nesne tanimlama, miras alma, moddil ve paket kullanimi.

Makine Ogrenimi Kavramlari. Basit makine 6grenimi algoritmalari

Makine 6grenimi algoritmalari. Gozetimli ve gbzetimsiz 6grenme, regresyon ve siniflandirma algoritmalari, scikit-learn
kullanimi.

Makine Ogrenimi Kavramlari. Temel makine égrenimi algoritmalar

Uretken Yapay Zeka Modellerine Girig: Otokodlayicilar, Varyasyonel Otokodlayicilar

Uretken Yapay Zeka: Autoencoder ve VAE temel kavramlari, basit érnekler ve uygulamalar.

Uretken Yapay Zeka: Autoencoder ve VAE temel kavramlari, basit érnekler ve uygulamalar.

Dogal Dil isleme (NLP) ve Temel Algoritmalar

- | -
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Dogal Dil isleme (NLP) ve Temel Algoritmalar

-
N

Uretken modeller ile proje gelistirme. Uygulamali proje gelistirme, model egitim ve degerlendirme, yaratici
uygulamalar.

-
w

Uretken modeller ile proje gelistirme. Uygulamali proje gelistirme, model egitim ve degerlendirme, yaratici
uygulamalar.

=N
H

Uretken modeller ile proje gelistirme. Uygulamali proje gelistirme, model egitim ve degerlendirme, yaratici
uygulamalar.

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

Python: Object-oriented programming and modules.

Python: Fundamental OOP concepts, defining classes and objects, inheritance, and the use of modules and packages.

Python: Fundamental OOP concepts, defining classes and objects, inheritance, and the use of modules and packages.

Machine Learning Concepts. Basic machine learning algorithms.

Machine learning algorithms. Supervised and unsupervised learning, regression and classification algorithms, and the
use of scikit-learn.

Machine Learning Concepts. Fundamental machine learning algorithms.

Introduction to Generative Al Models: Autoencoders and Variational Autoencoders.

Generative Al: Fundamental concepts of Autoencoders and VAEs, simple examples, and applications.

Generative Al: Fundamental concepts of Autoencoders and VAEs, simple examples, and applications.

Natural Language Processing (NLP) and Fundamental Algorithms.

G N
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Natural Language Processing (NLP) and Fundamental Algorithms.




12 Project development with generative models. Applied project development, model training and evaluation, and creative
applications.
13 Project development with generative models. Applied project development, model training and evaluation, and creative
applications.
14 Project development with generative models. Applied project development, model training and evaluation, and creative
applications.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 50
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Yiksek | Diisuk
Program Kazanimlari (Ciktilari)
1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )
2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar
8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.
10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °
12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)

. e 33 33
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Doénem Ofiew | Projesi 10 5 20
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler 3 S 15
(Homework)
Sunum
(Presantation)




Ara sinavlar (Hazirlik Siiresi Dahil) 20 20
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii
125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))
Revizyon/Tarih Koordinator / Hazirlayan Onaylayan
(Revision/Date) (Coordinator / Prepared by) (Approved by)
07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3201
(Course Code): GITA3201

Dersin Adi: Ambalaj Tasarimi
(Course Name): Packaging Design

Yariyih D+U+L | Kredisi
(Semester)| (Lc + T + L) | (Credits)

Glz

(Fally5) | 370*0 3

AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
. Alan igi ,
5 Turk;:e Secmeli (Area Teorik ve Uygulamall Yok
(Turkish) Elective) (Theoretical + Practical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin ambalaj tasariminin temel ilkelerini kavramalarini ve farkli Griin
gruplari icin iglevsel, 6zgun ve marka kimligiyle uyumlu ambalaj ¢ézimleri gelistirebilmelerini
saglamaktir. (")grencilerin hedef kitle, kullanici deneyimi, malzeme secimi, tretim teknikleri ve
surdurilebilirlik dlgutlerini dikkate alarak iki ve U¢ boyutlu ambalaj tasarimlari olusturmalar
hedeflenir.

The aim of this course is to enable students to understand the fundamental principles of
packaging design and to develop functional, original, and brand-consistent packaging solutions
for different product categories. Students are expected to create two- and three-dimensional
packaging designs by considering target audience, user experience, material selection,
production techniques, and sustainability criteria.

Dersin igerigi

(Course Content)

Ambalaj tasariminin temel kavramlari, tarihsel gelisimi ve uygulama alanlari. Ambalajin
islevsel, gorsel ve iletisimsel 6zellikleri. Marka kimligi, hedef kitle ve kullanici deneyimi iliskisi.
Yapisal ambalaj tasarimi, aginim, form gelistirme ve prototipleme. Tipografi, renk, gorsel
hiyerarsi ve bilgi tasarimi. Ambalaj malzemeleri, baski ve Uretim teknikleri. Ergonomi,
etiketleme ve yasal bilgilendirme. Surdirdlebilirlik, gevresel etkiler ve glincel ambalaj tasarimi
yaklagimlari.

Fundamental concepts, historical development, and application areas of packaging design.
Functional, visual, and communicative characteristics of packaging. The relationship among
brand identity, target audience, and user experience. Structural packaging design, dielines,
form development, and prototyping. Typography, color, visual hierarchy, and information
design. Packaging materials, printing, and production techniques. Ergonomics, labeling, and
regulatory information. Sustainability, environmental impact, and contemporary approaches to
packaging design.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Ambalaj tasariminin temel kavramlarini, islevlerini ve uygulama alanlarini
aciklayabilir. [1,2,4,5, 6]

2) Farkli Grin gruplan ve hedef kitleler icin uygun ambalaj tasarimi ¢ozimleri
gelistirebilir. [3, 4,5,6,7,8,9]

3) Marka kimligi, tipografi, renk, gorsel hiyerarsi ve bilgi tasarimi unsurlarini ambalaj
tasariminda kullanabilir. [4, 5,6,7,8,9,10,11]

4) Yapisal ambalaj tasarimi, aginim, form gelistirme ve prototipleme sireglerini
uygulayabilir. [1,2, 3,4,5, 6]

5) Malzeme, baski ve Uretim tekniklerini ambalaj tasarimi slrecinde degerlendirebilir.
[2,3,4,5,6,7,10]

6) Kullanici deneyimi, ergonomi ve sirdurdlebilirlik ilkelerini dikkate alarak islevsel ve
6zgun ambalaj tasarimlari geligtirebilir. [2,3,4,5,7,10, 11]

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Can explain the fundamental concepts, functions, and application areas of
packaging design. [1, 2, 4, 5, 6]

2) Can develop appropriate packaging design solutions for different product categories
and target audiences. [3, 4, 5, 6, 7, 8, 9]

3) Can use brand identity, typography, color, visual hierarchy, and information design
elements in packaging design. [4, 5, 6, 7, 8, 9, 10, 11]

4) Can apply structural packaging design, dieline development, form development, and
prototyping processes. [1, 2, 3, 4, 5, 6]




5)

6)

Can evaluate materials, printing, and production techniques within the packaging
design process. [2, 3, 4, 5, 6, 7, 10]

Can develop functional and original packaging designs by considering user
experience, ergonomics, and sustainability principles. [2, 3, 4, 5, 7, 10, 11]

[Note: Numbers in brackets indicate the related program outcomes-PQ]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2-21 Sanat ve in_sani Bilimler (Sanat Alani)
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerde Disiplinlerarasi Programlar)

Ders Kitabi

(Textbook)

Paul Jackson — Structural Packaging: Design Your Own Boxes and 3D Forms —
2012.

Chris Lefteri — Making It: Manufacturing Techniques for Product Design, Third
Edition — 2018.

Daniel Liden — Better Things: Materials for Sustainable Product Design — 2024.
Pentawards — The Package Design Book 8 — 2025.

Pentawards & Julius Wiedemann — The Package Design Book — 2017.
gestalten & Creative Voyage — Designing Brands: A Collaborative Approach to
Creating Meaningful Identities — 2023.

Yardimci1 Kaynaklar

(Other References)

Cevrimigi giincel kaynaklar ve drnekler

Hafta

DERSIN TEORIK KONU BASLIKLARI

Ambalaj tasarimina giris, islevler ve temel kavramlar

Ambalaj tasariminin tarihsel gelisimi ve gincel yaklagimlar

Uriin, marka kimligi ve hedef kitle iliskisi

Ambalaj turleri ve yapisal tasarim ilkeleri

Acinim, form gelistirme ve prototipleme

Tipografi, renk ve gorsel hiyerarsi

Bilgi tasarimi, etiketleme ve yasal bilgiler

Ambalaj malzemeleri ve Uretim teknikleri

Baski teknikleri ve Uretime hazirlik

Ergonomi ve kullanici deneyimi

- -
el (NI~ IN|=

Surdirllebilir ambalaj tasarimi ve cevresel etkiler

-
N

Glincel ambalaj tasarimi érnekleri ve analiz

-
w

Ambalaj tasarimi proje gelistirme ve prototip

=N
H

Final proje sunumlari ve genel degerlendirme

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

—

Introduction to packaging design, functions, and key concepts

Historical development and contemporary approaches in packaging design

Relationship among product, brand identity, and target audience

Packaging types and structural design principles

Dielines, form development, and prototyping

Typography, color, and visual hierarchy

Information design, labeling, and regulatory information

Packaging materials and production techniques

Ojlo(N|jofa|bh[wW(N

Printing techniques and production preparation




10 |Ergonomics and user experience

11 |Sustainable packaging design and environmental impact

12 |Contemporary packaging design examples and analysis

13 |Packaging design project development and prototyping

14 |Final project presentations and general evaluation

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

, Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Calismalari Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Giktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar ®

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. ®

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir [

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES




Program Learning Outcomes High Low

1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems PY
related to the field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.

4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.

5 Works individually and as a member of a group within project processes, takes PY
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design °

with the field through an interdisciplinary approach.

Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- iS YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48
(Final Exam (Preparation included))

Kisa Sinavlar

(Semester written exams)

Dénem Odevi / Projesi

(Term Project)

Raporlar

(Reports)

Bitirme Tezi/Projesi

(Graduation Project)

Seminer

(Seminar)

Sinif Digi Calisma Siresi

Odevler

(Homework)

Sunum

(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil) 35 1 35
(Midterm Exams — preparation included)
Proje

(Project)

Laboratuvar




Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))

Revizyon/Tarih Koordinator / Hazirlayan Onaylayan

(Revision/Date) (Coordinator / Prepared by) (Approved by)

09/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3204
(Course Code): GITA3204

Dersin Adi: Tasarimda Yaraticilik
(Course Name): Creativity in Design

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)

Bahar 3+0+0 3 5 Turkce Alan Segmeli Teorik Yok
(Spring) (5) (Turkish) (Area Selective) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin yaratici ve elestirel disiinme becerilerini gelistirerek tasarim
problemlerine 6zgiin, yenilikci ve alternatif gdziimler iiretebilmelerini saglamaktir. Odrencilerin
arastirma ve gozlem yoluyla fikir gelistirmeleri, farkli kavramlar arasinda iliskiler kurmalari,
alternatif dislinme yontemlerini kullanmalari ve fikirlerini gorsel ve kavramsal tasarim
ciktilarina doniistirmeleri hedeflenir. Ders ayrica 6grencilerin farkli disiplinlerden, giincel sanat
ve tasarim Orneklerinden ve gorsel kultirden beslenerek kendi yaratici yaklagimlarini
gelistirmelerini amaglar.

The aim of this course is to develop students’ creative and critical thinking skills, enabling
them to generate original, innovative, and alternative solutions to design problems. Students
are expected to develop ideas through research and observation, establish connections
between different concepts, use alternative thinking methods, and transform their ideas into
visual and conceptual design outcomes. The course also aims to help students develop their
own creative approaches by drawing inspiration from different disciplines, contemporary art
and design practices, and visual culture.

Dersin igerigi

(Course Content)

Yaraticilik ve yaratici dusinme kavramlari. Tasarim sirecinde yaraticilik ve problem ¢dézme.
Gozlem, arastirma, sorgulama ve fikir gelistirme yontemleri. Cagrisim, iliskilendirme, yeniden
yorumlama ve alternatif Giretme teknikleri. Kavram ve konsept gelistirme suregleri. Gorsel
distunme ve yaratici ifade yontemleri. Sanat, tasarim ve farkl disiplinlerde yaratici
yaklasimlar. Glincel tasarim 6rneklerinin incelenmesi ve analizi. Deneysel diisiinme ve Uretim
yontemleri. Yaratici fikirlerin gorsel ve kavramsal tasarim ¢iktilarina donustiriimesi.

Concepts of creativity and creative thinking. Creativity and problem-solving in the design
process. Methods of observation, research, questioning, and idea development. Techniques
of association, connection-building, reinterpretation, and generating alternatives. Concept and
idea development processes. Visual thinking and methods of creative expression. Creative
approaches in art, design, and different disciplines. Examination and analysis of
contemporary design examples. Experimental thinking and production methods.
Transforming creative ideas into visual and conceptual design outcomes.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Yaraticilik ve yaratici disiinmenin temel kavramlarini ve tasarim surecindeki rolini
aciklayabilir. [1, 2, 5,6,7,8, 12]

2) Tasarim problemlerine yonelik arastirma, gbzlem ve sorgulama yodntemlerini
kullanabilir. [1, 2,4,5,5,7,8],

3) Farkh fikirler ve kavramlar arasinda iligkiler kurarak 6zglin ve alternatif tasarim
yaklasimlar gelistirebilir. [3,4,5, 6,7, 8, 12]

4) Yaraticli distinme ve fikir gelistirme yontemlerini tasarim silireglerinde kullanabilir.
[4,5,7,6, 8,9],

5) Sanat, tasarim, gorsel kiltur ve farkli disiplinlerden segilen 6rnekleri yaratici
yaklagimlar agisindan inceleyebilir ve degerlendirebilir. [6, 8, 9,10,11,12],

6) Gelistirdigi 0zgiin fikir ve kavramlari gorsel ve kavramsal tasarim ciktilarina
donusturebilir.[6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Can explain the fundamental concepts of creativity and creative thinking and their

role in the design process. [1, 2, 5, 6, 7, 8, 12]

2) Can use research, observation, and questioning methods to address design
problems. [1,2,4,5, 5,7, 8]

3) Can develop original and alternative design approaches by establishing connections
between different ideas and concepts. [3, 4, 5, 6, 7, 8, 12]




4) Can apply creative thinking and idea development methods in design processes. [4,
5,7,6,8,9]

5) Can examine and evaluate selected examples from art, design, visual culture, and
different disciplines in terms of creative approaches. [6, 8, 9, 10, 11, 12]

6) Can transform original ideas and concepts into visual and conceptual design
outcomes. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQ]

2- 21 (Sanat Alani)

Dersin ISCED Kategorisi 2 — 22 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

2-28 (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

(ISCED Category of the course) 2-29(Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

3-31 (Sosyal Bilimler ve Davranis Bilimleri Alani)

e Goller, Ina & Bessant, John. Creativity for Innovation Management: Tools and

Ders Kitabi Techniques for Creative Thinking in Practice. 2nd ed., 2024.

e  Bierut, Michael. How to Use Graphic Design to Sell Things, Explain Things, Make

(Textbook) Things Look Better, Make People Laugh, Make People Cry, and (Every Once in a

While) Change the World. Revised and Expanded Edition, 2021.

Yardimci1 Kaynaklar

(Other References)

e  Cevrimigi glincel kaynaklar

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI
1 Yaraticilik ve yaratici dusinmeye girig
2 Tasarim surecinde yaraticilik ve problem ¢ézme
3 Gozlem, arastirma ve sorgulama
4 Fikir Gretme ve alternatif disiinme yontemleri
5 Cagrisim, iligkilendirme ve yeniden yorumlama
6 Kavram ve konsept gelistirme
7 Gorsel disinme ve yaratici ifade
8 Deneysel digiinme ve Uretim yéntemleri
9 Disiplinlerarasi yaratici yaklagimlar
10 |Sanat ve tasarimda yaratici 6rnekler
11 |Gorsel kiltir ve yaratici distinme
12 |Ozgiin fikir gelistirme ve tasarim ¢ézimii
13 |Fikirlerin gorsel ve kavramsal ¢iktilara dénusturtlmesi
14 [Proje dederlendirme ve genel degerlendirme
COURSE PLAN
Week THEORETICAL COURSE TOPICS
1 Introduction to creativity and creative thinking
2 Creativity and problem-solving in the design process
3 Observation, research, and questioning
4 Idea generation and alternative thinking methods
5 Association, connection-building, and reinterpretation
6 Concept and idea development
7 Visual thinking and creative expression
8 Experimental thinking and production methods
9 Interdisciplinary creative approaches
10 |Creative examples in art and design
11  |Visual culture and creative thinking




12 |Developing original ideas and design solutions

13 |Transforming ideas into visual and conceptual outcomes

14 |Project evaluation and general review

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes

High Low




1 Has technical and theoretical knowledge of the historical development of the
field of Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems
related to the field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and
original works.

4 Possesses technological and theoretical knowledge, technical competence and
aesthetic awareness related to the field.

5 Works individually and as a member of a group within project processes, takes
responsibility and plans accordingly.
Integrates the knowledge acquired from different branches of art and design

6 . ) : L
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe

7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

8 Possesses the knowledge and critical perspective required to participate in
current academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the
professional roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually
produced designs to the sector.

1 Has the ability to adapt to new technologies.

12 | Has knowledge of the laws, regulations and legislation related to the field. o

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 5 1 25
(Final Exam (Preparation included))

Kisa Sinavlar

(Semester written exams)

Dénem Odevi / Projesi 6 5 1
(Term Project)

Raporlar

(Reports)

Bitirme Tezi/Projesi

(Graduation Project)

Seminer

(Seminar)

Sinif Digi Calisma Siresi

Odevler

(Homework) S 3 15
Sunum

(Presantation) 3 3 15
Ara sinavlar (Hazirlik Siiresi Dahil) 15 1 15
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii 125




(Total load)

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3308
(Course Code): GITA3308

Dersin Adu: Dijital Kultir ve Tasarim
(Course Name): Digital Culture and Design

Yariyih D+U+L | Kredisi
(Semester)| (Lc + T + L) | (Credits)
Bahar
; 3+0+0 3
(Spring) (6)

AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
5 Tiirkge Ge(”g:j:fa”l“e” Teorik Yok
(Turkish) Selective) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu ders, dijital teknolojilerin ve medyanin kultir Gzerindeki etkilerini ve dijital gagda olugan yeni
kulturel dinamikleri incelemeyi amaglar. Dijital teknolojilerin tarihsel gelisimi, dijital kaltirin
temel kavramlari, dijital teknolojilerin toplumda yarattigi dontstim, dijital sanat ve tasarimin
gelisimi ve etkileri konusunda bilgi kazandirmayi hedefler. Dijital diinyada karsilasilan etik
sorunlar, mahremiyet ve veri givenligi konularinda 6grencilerde farkindalk yaratarak, onlarin
tasarim anlayiglarini gelistirmeyi amaglar.

This course aims to examine the effects of digital technologies and media on culture, as well
as the new cultural dynamics emerging in the digital age. It is designed to provide students
with knowledge of the historical development of digital technologies, the fundamental
concepts of digital culture, the transformations brought about by digital technologies in
society, and the development and impact of digital art and design. The course also aims to
raise students’ awareness of ethical issues, privacy, and data security in the digital world,
while contributing to the development of their understanding of design.

Dersin igerigi

(Course Content)

Dijital teknolojilerin tarihsel gelisimi ve dijital kiiltirin temel kavramlari. Sosyal medya ve yeni
gerceklik teknolojilerinin toplumsal etkileri. Dijital sanatin gelisimi, énemli akimlar ve dijital
araclarla yapilan galismalar. Yeni medya ve dijital iletisim ydntemleri, internet kaltirt ve énemli
yeni medya sanatgilari ve tasarimcilari. Dijital dinyada karsilasilan etik sorunlar, mahremiyet
tartismalari ve veri guvenligi. Dijital etik, dijital haklar, siber zorbalik, veri manipulasyonu ve
dijital platformlardaki davranis normlari. Yapay zeka ve tasarimin gelecekteki potansiyel
etkileri. Derinlemesine arastirmalar ve vaka incelemeleri yaparak dijital kultir ve tasarim
arasindaki etkilesimi 6grenme. Teorik bilgi ve analitik disiinme becerileri kazandirarak elegtirel
bakis acisiyla dijital cagin gerekliliklerine uygun yetkinlikler edinme.

The historical development of digital technologies and fundamental concepts of digital culture.
The societal impacts of social media and emerging reality technologies. The development of
digital art, significant movements, and works created using digital tools. New media and
digital communication methods, internet culture, and prominent new media artists and
designers. Ethical issues in the digital world, privacy debates, and data security. Topics
including digital ethics, digital rights, cyberbullying, data manipulation, and behavioral norms
on digital platforms. The potential future impacts of artificial intelligence on design. Learning
the interaction between digital culture and design through in-depth research and case
studies. Acquiring theoretical knowledge and analytical thinking skills to develop
competencies suitable for the digital age with a critical perspective.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Dijital teknolojilerin tarihsel gelisimini ve dijital kiltirin temel kavramlarini
aciklayabilir. [1, 2, 5,6,7,8, 12]

2) Dijital teknolojilerin toplum, kdltiir ve iletisim Uzerindeki donlsiimsel etkilerini analiz
edebilir. [1, 2,4,5,5,7,8],

3) Dijital sanat ve tasarimin gelisimini, énemli akimlari, sanatgilari ve tasarimcilari
tanimlayabilir ve de@erlendirebilir. [3,4,5, 6,7, 8, 12]

4) Dijital dinyada etik, mahremiyet, veri givenligi ve dijital sorumluluk konularini
tartisabilir ve bilingli degerlendirmeler yapabilir. [4,5,7,6, 8,9],

5) Yapay zeka ve yeni dijital teknolojilerin tasarim ve kiiltir Uzerindeki mevcut ve
gelecekteki etkilerini degerlendirebilir. [6, 8, 9,10,11,12],

6) Dijital kultlr ve tasarim alaninda arastirma ve vaka incelemeleri yaparak analitik ve
elestirel disiinme becerilerini geligtirebilir.[6, 8, 9,10,11,12].

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Can explain the historical development of digital technologies and the fundamental
concepts of digital culture. [1, 2, 5, 6, 7, 8, 12]




2) Can analyze the transformative effects of digital technologies on society, culture,
and communication. [1, 2, 4, 5, 5, 7, 8]

3) Can identify and evaluate the development of digital art and design, including major
movements, artists, and designers. [3, 4, 5, 6, 7, 8, 12]

4) Can discuss issues related to ethics, privacy, data security, and digital responsibility
in the digital world and make informed evaluations. [4, 5, 7, 6, 8, 9]

5) Can evaluate the current and potential future impacts of artificial intelligence and
emerging digital technologies on design and culture. [6, 8, 9, 10, 11, 12]

6) Can develop analytical and critical thinking skills through research and case studies
in the fields of digital culture and design. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

2- 21 (Sanat Alani)

Dersin ISCED Kategorisi 2 — 22 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

2-28 (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
2-29(Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

(ISCED Category of the course) |3 31 (5osyal Bilimler ve Davranis Bilimleri Alani)

6-68 (Bilisim Teknolojileri ile ilgili Disiplinlerarasi Programlar ve Dereceler)

Creeber, Glen & Martin, Royston. Digital Culture: Understanding New Media. 2008.

van Dijck, José. The Culture of Connectivity: A Critical History of Social Media. 2013.

Gane, Nicholas & Beer, David. New Media: The Key Concepts. 2008.

Paul, Christiane. Digital Art. 2003.

Follett, Jonathan. Designing for Emerging Technologies: UX for Genomics, Robotics, and the
Internet of Things. 2014.

Mitchell, Melanie. Artificial Intelligence: A Guide for Thinking Humans. 2019.

. Noble, Safiya Umoja. Algorithms of Oppression: How Search Engines Reinforce Racism. 2018.
. Zuboff, Shoshana. The Age of Surveillance Capitalism: The Fight for a Human Future at the

Ders Kitabi New Frontier of Power. 2019.

(Textbook)

. Lanier, Jaron. Dawn of the New Everything: Encounters with Reality and Virtual Reality. 2017 .

. McGonigal, Jane. Reality Is Broken: Why Games Make Us Better and How They Can Change
the World. 2011.

. Benjamin, Ruha. Race After Technology: Aboalitionist Tools for the New Jim Code. 2019.

Akademik Dergiler / Academic Journals
. Digital Creativity — International peer-reviewed academic journal on digital art, design, media,
and creative technologies.
e Al & Society — International academic journal focusing on artificial intelligence, society,
culture, ethics, and technology.
. New Media & Society — International peer-reviewed academic journal focusing on digital
media, communication, technology, and society.

Yardimci Kaynaklar

(Other References)

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI

1 Dersin tanitimi. Amag ve icerik ve dersin islenme yontemi Uzerinde agiklama. Kultur, dijital kulttr kavramlarina giris.

2 Teknoloji ve tasarim iligkisi. Dijital teknolojilerin taringesi. Dijital devrim ve gelisimi. Tasarimda déniisim. Orneklerin
analizi ve inceleme.

3 Dijital kiiltiir(in temel kavramlari. Gergeklik kavrami, dijital kiiltiiriin toplum (izerindeki etkisi. Orneklerin analizi ve
inceleme.

4 Sosyal medya, gelisim ve tarihgesi. Sosyal medya platformlar ve toplumsal etkisi. Sosyal medya ve kiltirel
dinamikler. Tasarim alanlarina etkisi. Orneklerin analizi ve inceleme.

5 Gergeklik teknolojileri ve gelisimi. Kullanim alanlari ve toplumsal etkileri. Orneklerin analizi ve inceleme.

6 Dijital sanatin gelisimi. Tarihgesi, dijital sanat akimlari ve hareketleri, sanat¢i ve dijital sanat yapitlarindan ornekler.
Inceleme.

7 Dijital tasarim gelisim ve déniisiim siirecleri. Tasarim alanina olan etkileri. Ornekler ve inceleme. Gergeklik ve
deneyimleme teknolojileri. Toplumsal etkileri. Sinif ici inceleme ve tartisma.

8 Yeni medya kavrami ve kavramdaki degisimler. Dijital iletisim yontemleri. Yeni medya tasarimcilari ve sanatgilarindan
ornekler. Inceleme ve analiz.

9 Arastirma projelerinin 6grencilere tanitiimasi. Yapay zeké teknolojileri. Yapay zeka ve tasarim sireglerine olan etkisi,
yapay zeka ve etik, YZ potansiyel gelecek etkileri Gizerine dlisinme ve sinif igi tartisma.

10 Yapay zeké teknolojileri. Yapay zeka ve tasarim sureclerine olan etkisi, yapay zeka ve etik, YZ potansiyel gelecek
etkileri Gzerine diisiinme ve sinif i¢i tartisma.




1 Tasarimda etik ve dijital etik. Dijital haklar ve sorumluluklar. Dijital dinyada karsilasilan etik sorunlar. Dijital
platformlarda etik normlar. Sinif i¢i aragtirma sunumu ve tartisma.
12 Veri glivenligi ve mahremiyet. Dijital kimlik kavrami. Veri mantplasyonu ve sonuglari. Siberzorbalik kavrami. Dijital
dénustimun kulturel etkileri Gzerine 6grenci sunum konularinin belirlenmesi.
13 Donem sonu arastirma projelerinin tanitilmasi. Dijital dontsimuin kdlturel etkileri Gzerine 6grenci sunumlari. Sinif igi
degerlendirme ve tartisma.
14 |Genel tekrar. Donem sonu arastirma projelerinin 6n degerlendirmesi ve geri bildirim.
COURSE PLAN
Week THEORETICAL COURSE TOPICS
1 Course introduction. Explanation of the course aims, content, and teaching methods. Introduction to the concepts of
culture and digital culture.
) The relationship between technology and design. History of digital technologies. The digital revolution and its
development. Transformation in design. Analysis and examination of examples.
3 Fundamental concepts of digital culture. The concept of reality and the impact of digital culture on society. Analysis
and examination of examples.
4 Social media: development and history. Social media platforms and their social impact. Social media and cultural
dynamics. Its impact on the fields of design. Analysis and examination of examples.
5 Reality technologies and their development. Areas of use and social impacts. Analysis and examination of examples.
6 The development of digital art. Its history, digital art movements and trends, and examples of artists and digital
artworks. Examination and discussion.
7 Development and transformation processes in digital design. Their effects on the field of design. Examples and
examination. Reality and experiential technologies. Their social impacts. In-class analysis and discussion.
3 The concept of new media and changes in its meaning. Digital communication methods. Examples from new media
designers and artists. Examination and analysis.
Introduction of research projects to students. Artificial intelligence technologies. The impact of artificial intelligence on
design processes, Al and ethics, and reflection and in-class discussion on the potential future impacts of Al.
10 Artificial intelligence technologies. The impact of artificial intelligence on design processes, Al and ethics, and
reflection and in-class discussion on the potential future impacts of Al.
11 Ethics in design and digital ethics. Digital rights and responsibilities. Ethical issues encountered in the digital world.
Ethical norms on digital platforms. In-class research presentations and discussion.
12 Course introduction. Explanation of the course aims, content, and teaching methods. Introduction to the concepts of
culture and digital culture.
13 The relationship between technology and design. History of digital technologies. The digital revolution and its
development. Transformation in design. Analysis and examination of examples.
14 Fundamental concepts of digital culture. The concept of reality and the impact of digital culture on society. Analysis
and examination of examples.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Caligsmalari Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100




DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Ciktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

with the field through an interdisciplinary approach.

Program Learning Outcomes High Low

1 Has technical and theoretical knowledge of the historical development of the PY
field of Visual Communication Design.

2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.

3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.

4 Possesses technological and theoretical knowledge, technical competence and PY
aesthetic awareness related to the field.

5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.

6 Integrates the knowledge acquired from different branches of art and design °

Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.

9 Acquires an understanding of and practical competence in at least one of the PY
professional roles within the field in accordance with international standards.

10 Identifies the needs of the field and gains the ability to present individually PY

produced designs to the sector.

1 Has the ability to adapt to new technologies.




12 | Has knowledge of the laws, regulations and legislation related to the field.

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES)

Siire (saat)
(Time( hr))

Sayi
(Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures)

3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

25

1

25

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

12

12

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

15

Sunum
(Presantation)

15

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

15

15

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

124 (125)

Dersin AKTS Kredisi, Toplam s Yiikii / 25

(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU

(COURSE CATALOG FORM)

Dersin Kodu: GITA4205
(Course Code): GITA4205

Dersin Adi: Cevresel Grafik Tasarim
(Course Name): Environmental Design

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
.. . Genel Segmeli :
Guz Turkce Teorik ve Uygulama Yok
(Fall) (7) 3+0+0 3 5 (Turkish) S(gigﬁ\r;l) (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin gevresel grafik tasarimin temel ilkelerini kavramalarini ve fiziksel
mekanlarda bilgiye erisim, yon bulma ve mekansal kimlik olusturmaya yonelik gorsel iletisim
coziimleri gelistirebilmelerini saglamaktir. Ogrencilerin kullanici ihtiyaclarini, erisilebilirlik ve
kapsayicilik ilkelerini dikkate alarak yonlendirme, bilgilendirme ve isaret sistemleri
tasarlamalari; tipografi, renk, piktogram ve haritalama gibi gorsel unsurlari mekanla butinlik
icinde kullanmalari hedeflenir.

The aim of this course is to enable students to understand the fundamental principles of
environmental graphic design and to develop visual communication solutions for accessing
information, wayfinding, and creating spatial identity in physical environments. Students are
expected to design wayfinding, information, and signage systems by considering user needs,
accessibility, and inclusive design principles, and to use visual elements such as typography,
color, pictograms, and mapping in harmony with the spatial environment.

Dersin igerigi

(Course Content)

Cevresel grafik tasarimin temel kavramlari ve uygulama alanlari. Wayfinding ve signage
sistemleri. Bilgilendirme ve yonlendirme tasarimi. Haritalama, piktogram, tipografi, renk ve
gorsel hiyerarsi. Mekansal kimlik ve kullanici deneyimi. Erigilebilirlik ve kapsayici tasarim.
Kamusal ve 0Ozel alanlarda gevresel grafik uygulamalari. Fiziksel ve dijital yonlendirme
sistemleri. Ornek proje incelemeleri ve gevresel grafik tasarim ¢oéziimlerinin gelistirimesi.

Fundamental concepts and application areas of environmental graphic design. Wayfinding
and signage systems. Information and directional design. Mapping, pictograms, typography,
color, and visual hierarchy. Spatial identity and user experience. Accessibility and inclusive
design. Environmental graphic applications in public and private spaces. Physical and digital
wayfinding systems. Examination of sample projects and development of environmental
graphic design solutions.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Cevresel grafik tasarimin temel kavramlarini ve uygulama alanlarini agiklayabilir.[1,
2,5,6,7,8,12]

2) Bilgilendirme ve yonlendirme sistemlerinin temel ilkelerini uygulayabilir.[1,
2,4,55,7,8],

3) Tipografi, renk, piktogram ve haritalama unsurlarini mekansal iletisim baglaminda

kullanabilir.[5, 6,7, 8, 12]

Kullanicl ihtiyaglari, erisilebilirlik ve kapsayicilik ilkeleri dogrultusunda tasarim

kararlari gelistirebilir.[4,5,7,6, 8,9],

5) Mekansal kimlik ve kullanici deneyimini destekleyen cevresel grafik tasarim
¢ozumleri olusturabilir. [6, 7, 8, 9,10,11,12],

6) Fiziksel ve dijital gevrelerde kullaniimak Gzere bitiincil yonlendirme ve bilgilendirme
sistemleri gelistirebilir.[6, 8, 9,10,11,12].

4)

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Can explain the fundamental concepts and application areas of environmental
graphic design. [1, 2, 5, 6, 7, 8, 12]
2) Can apply the fundamental principles of information and wayfinding systems. [1, 2,
4,5,5,7,8]
3) Can use typography, color, pictograms, and mapping elements within the context of
spatial communication. [5, 6, 7, 8, 12]
Can develop design decisions in accordance with user needs, accessibility, and
inclusive design principles. [4, 5, 7, 6, 8, 9]
5) Can create environmental graphic design solutions that support spatial identity and
user experience. [6, 7, 8, 9, 10, 11, 12]
6) Can develop integrated information and wayfinding systems for use in physical and
digital environments. [6, 8, 9, 10, 11, 12]

4)




[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2 — 22 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

2-28 (Sanat ve insani Bilimlerle ligili Disiplinlerarasi Programlar)
2-29(Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)

(ISCED Category of the course) |3 31 (Sosyal Bilimler ve Davranis Bilimleri Alani)

. Chris Calori & David Vanden-Eynden — Signage and Wayfinding Design: A Complete Guide to
Creating Environmental Graphic Design Systems — 2015, 2nd Edition.
. Robert Harland — Graphic Design in Urban Environments — 2015.

Ders Kitabi . Peter C. Fine — Sustainable Graphic Design: Principles and Practices — 2016.
. Menno Hubregtse — Wayfinding, Consumption, and Air Terminal Design — 2020 edition /
(Textbook) Routledge reissue.

. Chip Sullivan — Field Sketching for Environmental Designers — 2024.
. Cevrimigi glincel kaynaklar

Yardimci1 Kaynaklar

(Other References)

HAFTALIK KONULAR

Hafta DERSIN TEORIK KONU BASLIKLARI

1 Cevresel grafik tasarima giris ve temel kavramlar

2 Mekan, kullanici ve gorsel iletisim iligkisi

3 Bilgilendirme ve ydnlendirme sistemleri

4 Wayfinding ve signage tasarim ilkeleri

5 Piktogram ve sembol sistemleri

6 Tipografi, renk ve gorsel hiyerarsi

7 Haritalama ve mekansal bilgi tasarimi

8 Mekansal kimlik ve kullanici deneyimi

9 Erisilebilirlik ve kapsayici tasarim

10 |Kamusal alanlarda gevresel grafik tasarim

11 |Kurumsal ve ticari mekanlarda uygulamalar

12 ([Dijital ve etkilesimli ydnlendirme sistemleri

13 |Cevresel grafik tasarim proje gelistirme

14 [Proje sunumlari ve genel degerlendirme

COURSE PLAN

Week THEORETICAL COURSE TOPICS

1 Introduction to environmental graphic design and key concepts

2 Relationship between space, users, and visual communication

3 Information and directional systems

4 Principles of wayfinding and signage design

5 Pictogram and symbol systems

6 Typography, color, and visual hierarchy

7 Mapping and spatial information design

8 Spatial identity and user experience

9 Accessibility and inclusive design

10 |Environmental graphic design in public spaces

11 |Applications in corporate and commercial spaces

12 |Digital and interactive wayfinding systems

13 |Environmental graphic design project development

14 |Project presentations and general evaluation




DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir ®

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °

field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems PY

related to the field in a multidimensional manner.




Transforms abstract and concrete concepts into creative, innovative and
original works.

Possesses technological and theoretical knowledge, technical competence and
aesthetic awareness related to the field.

Works individually and as a member of a group within project processes, takes
responsibility and plans accordingly.

Integrates the knowledge acquired from different branches of art and design
with the field through an interdisciplinary approach.

Produces sustainable visual communication design products that observe
ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.

Possesses the knowledge and critical perspective required to participate in
current academic and professional discussions in the field.

Acquires an understanding of and practical competence in at least one of the
professional roles within the field in accordance with international standards.

10

Identifies the needs of the field and gains the ability to present individually
produced designs to the sector.

11

Has the ability to adapt to new technologies.

12

Has knowledge of the laws, regulations and legislation related to the field.

AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES)

Siire (saat) Sayi
(Time( hr)) (Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures) 3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

25

1

25

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

12

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

15

Sunum

(Presantation)

15

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

15

15

Proje
(Project)

Laboratuvar

Toplam Is Yiikii

(Total load)

125




Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih
(Revision/Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared by)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved by)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA4213

(Course Code): GiTA4213

Dersin Adi: Fotograf ve Videografi
(Course Name): Photography and Videography

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
Guz 3+0+0 3 5 Turkce Alan Segmeli Teorik ve Uygulama Yok
(Fall) (7) (Turkish) (Area Elective) | (Theoretical and Practice) (None)

Bu ders 6grencilere temel fotografcilik ve videografi tekniklerini 6gretir. Ders kapsaminda,
kamera kullanimi, 1siklandirma, kompozisyon ve c¢ekim teknikleri gibi konular ele alinir.
Ogrenciler, hem teorik bilgi hem de pratik uygulamalarla yaratici becerilerini gelistirme firsat
bulur. Fotograf ve video diizenleme yazilimlari kullanilarak ders tamamlanir. Ders, sanatsal ve
teknik becerilerin yani sira, dgrencilerin projelerini profesyonel bir sekilde sunabilmeleri igin
gerekli bilgi ve donanimi saglar. Bir iletisim araci ve hikaye anlatma yontemi olarak fotograf ve
videoyu kullanabilmek dersin ana amacini olusturur.

Dersin Amaci

(Course Objectives)

This course introduces students to the fundamental techniques of photography and
videography. It covers topics such as camera operation, lighting, composition, and shooting
techniques. Through both theoretical knowledge and practical applications, students have the
opportunity to develop their creative skills. The course also includes the use of photo and
video editing software. In addition to artistic and technical skills, it provides students with the
knowledge and competencies required to present their projects professionally. The main aim
of the course is to enable students to use photography and video effectively as tools of
communication and methods of storytelling.

Temel fotografcilik ve videografi teknikleri. Fotograf makinesi ve video kamera kullanimi,
studyo 1siklandirmasi, kompozisyon, renk teorisi, portre ve Urtin gekim teknikleri. Teoriyi pratik
uygulamalarla birlestirip 6zgiin fotograflar ¢ekerek yaratici becerilerini gelistirme. Fotograf
dizenleme igin Photoshop ve Lightroom, video dizenleme icin Adobe Premiere Pro
yazilimlarini kullanma. Sanatsal ve teknik becerilerin yani sira, projenin profesyonel sunumu.

Dersin Igerigi Fotograf ve videoyu iletisim araci ve hikaye anlatma yéntemi olarak kullanabilmek.

Basic photography and videography techniques. Camera and video camera usage, studio
lighting, composition, color theory, portrait and product shooting techniques. Developing
creative skills by combining theory with practical applications and taking original photographs.
Using Photoshop and Lightroom for photo editing and Adobe Premiere Pro softwares for
video editing. Combining artistic and technical skills as well as professional presentation of
the project. To be able to use photography and video as a communication tool and
storytelling method.

(Course Content)

Bu dersi basariyla tamamlayan 6grenciler:

1) Grafik tasarim ve reklamcilik baglaminda temel fotografcilik ve videografi tekniklerini
uygulayabilir. [1, 2, 5,6,7,8, 12]

2) Fotograf makinesi ve video kamerayi profesyonel ve sanatsal amaclarla etkin bicimde
kullanabilir. [1, 2,4,5,5,7,8],

3) Studyo 1siklandirmasi, kompozisyon ve gekim tekniklerini kullanarak yaratici fotograf

ve video icerikleri Uretebilir. [3,4,5, 6,7, 8, 12]

Adobe Photoshop, Lightroom ve Premiere Pro yazilimlarini kullanarak fotograf ve

video iceriklerini diizenleyebilir ve gelistirebilir. [4,5,7,6, 8,9],

5) Fotograf ve video projelerini teknik ve sanatsal 6lcutlere uygun bicimde hazirlayabilir
ve profesyonel olarak sunabilir. [6, 8, 9,10,11,12],

6) Fotograf ve videoyu bir iletisim ve hikaye anlatimi araci olarak farkl alanlarda
kullanabilir ve sektorel uygulamalara ydnelik bilgi ve beceriler gelistirebilir.[6, 8,
9,10,11,12].

4)

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Can apply fundamental photography and videography techniques in the context of
graphic design and advertising. [1, 2, 5, 6, 7, 8, 12]
2) Can effectively use photographic and video cameras for professional and artistic
purposes. [1, 2,4, 5, 5,7, 8]
3) Can produce creative photographic and video content using studio lighting,
composition, and shooting techniques. [3, 4, 5, 6, 7, 8, 12]




4) Can edit and enhance photographic and video content using Adobe Photoshop,
Lightroom, and Premiere Pro. [4, 5, 7, 6, 8, 9]

5) Can prepare and professionally present photography and video projects in
accordance with technical and artistic criteria. [6, 8, 9, 10, 11, 12]

6) Can use photography and video as tools of communication and storytelling in different
fields and develop knowledge and skills relevant to professional practices in the
industry. [6, 8, 9, 10, 11, 12]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2- 21 (Sanat Alani)

2 — 28 (Sanat ve insani Bilimlerde Disiplinlerarasi Programlar)

(ISCED Category of the course)  [2-29(Bagka Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

* Smith, J. D. (2019). The Evolution of Digital Photography: From Pixels to Perception. Journal of Visual
Culture, 15(2), 123-145.
* Brown, A. R. (2020). Visual Storytelling in Video Art: Narrative Techniques and Audience Engagement.

Ders Kitabi Art Education Quarterly, 35(4), 312-330.

* Garcia, M. L. (2018). Photography as Social Commentary: Capturing Identity and Society in
Contemporary Art. Journal of Photography Studies, 25(1), 45-67.

(Textbook) - Lee, S. H., & Chen, L. (2021). The Role of Video Art in the Digital Age: A Comparative Analysis of

Western and Eastern Perspectives. International Journal of Digital Arts, 12(3), 211-230.
« Johnson, K. M. (2017). Ethics and Aesthetics in Photography: Negotiating Boundaries in Contemporary
Art. Visual Arts Review, 8(2), 89-106.

Yardimci1 Kaynaklar

(Other References)

e Bilgisayar, projeksiyon, fotograf makinesi, video kamera, Isik, stiidyo

HAFTALIK KONULAR

Hafta

DERSIN TEORIK KONU BASLIKLARI

Fotograf ve video sanati nedir?

Temel fotograf teknikleri ve makinenin teknik 6zellikleri. Diyafram, pozlama, iso, alan derinligi.

Sabit ve zoom lensler. Fotografta agilar ve dlgekler.

Sanatsal fotograf ve ticari fotograf farklari. Ornek uygulama.

Fotografta mekan ve kompozisyon.

Hikaye anlatan fotograf serisi planlama ve ¢gekme.

Portre, ic mekan, dis mekan, Grln fotografi gekimlerinin farklari. Ornek uygulama.

Photoshop ve Lightroom ile fotograf diizenleme teknikleri 1. Ornek uygulama.

Photoshop ve Lightroom ile fotograf diizenleme teknikleri 2. Ornek uygulama.

Video kamera 6zellikleri ve gekim teknikleri. Shutter, fps, iso, ¢dzlndrlik, bitrate, renk alani ve profili, kayit formatlari.
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alo|l@|@|IN|Io(fa|A~|lW|IN|=

Video kamera 6zellikleri ve gekim teknikleri. Shutter, fps, iso, ¢dzUndrlik, bitrate, renk alani ve profili, kayit formatlari.

-
N

Sanatsal ve ticari video farklari. Video igin hikaye yazma ve ¢ekim planlama.

-
w

Ozgiin hikayeli video gekimi. Ornek uygulama.

=N
H

Adobe Premiere Pro ile gekilen videonun diizenlenmesi. Ornek uygulama.

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

What are the arts of photography and video?

Basic photography techniques and technical features of the camera. Aperture, exposure, ISO, and depth of field.

Prime and zoom lenses. Angles and shot scales in photography.

Differences between artistic and commercial photography. Practical application.

Space and composition in photography.

Planning and shooting a photographic series that tells a story.

Differences among portrait, interior, exterior, and product photography. Practical application.

Photo editing techniques with Adobe Photoshop and Lightroom |. Practical application.

O | W [(N|ojnn |~ ]|WI|N

Photo editing techniques with Adobe Photoshop and Lightroom Il. Practical application.




10 and recording formats.

Video camera features and shooting techniques. Shutter speed, fps, ISO, resolution, bitrate, color space and profile,

11 and recording formats.

Video camera features and shooting techniques. Shutter speed, fps, ISO, resolution, bitrate, color space and profile,

12  |Differences between artistic and commercial video. Writing a story for video and planning the shoot.

13 |Shooting an original narrative video. Practical application.

14 |Editing the recorded video with Adobe Premiere Pro. Practical application.

DERSIN DEGERLENDIRME SISTEMI

(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 50
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk
Program Kazanimlari (Ciktilari)
1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )
2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar
8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.
10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °
12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)

. e 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Doénem Ofiew | Projesi 15 1 15
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler 5 5 55
(Homework)
Sunum
(Presantation)




Ara sinavlar (Hazirlik Siiresi Dahil) 13 13
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii 195
(Total load)

Dersin AKTS Kredisi, Toplam s Yiikii / 25 5

(ETCS Credits of the course (Total weork load / 25))

Revizyon/Tarih Koordinator / Hazirlayan Onaylayan

(Revision/Date) (Coordinator / Prepared by) (Approved by)

07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 2110
(Course Code): GITA 2110

Dersin Adi: Kullanici Deneyimi ve Etkilesim Tasarimi
(Course Title): User Experience and Interaction Design

Yariyih |D + U + L| Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)|(Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
(garfi\r?r) 34040 3 5 Tarkce Zorunlu Teorik + Uygulama Yok
F()4) 9 (Turkish) (Compulsory) (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere kullanici deneyimi (UX) ve etkilesim tasariminin (IxD) temel kavram,
ilke ve ydntemlerini kazandirmak; kullanici intiyaclari, kullanilabilirlik, bilgi mimarisi, kullanici akiglari,
arayuz yapisi, etkilesim bigimleri ve prototipleme konularinda kuramsal ve uygulamali bir altyapi
saglamaktir. Ders kapsaminda 6grencilerin farkli platform ve cihazlara yonelik kullanici deneyimi
odakl tasarim kararlar gelistirmeleri ve bu kararlari wireframe, mockup ve etkilesimli prototipler
araciliglyla somutlastirmalari hedeflenmektedir. Ogrencilerin tasarim odakli diigiinme yaklagimini
izleyerek kullanicilari arastirmalari, elde edilen veriler dogrultusunda problemleri tanimlamalari,
¢6zUm fikirleri Gretmeleri, prototip gelistirmeleri ve kullanilabilirlik testleriyle tasarimlarini yinelemeli
olarak iyilestirmeleri amaclanmaktadir.

The aim of this course is to provide students with the fundamental concepts, principles, and methods
of user experience (UX) and interaction design (IxD), and to establish a theoretical and practical
foundation in user needs, usability, information architecture, user flows, interface structure, forms of
interaction, and prototyping. The course aims to enable students to develop user experience-
oriented design decisions for different platforms and devices and to concretize these decisions
through wireframes, mockups, and interactive prototypes. Students are expected to follow a design
thinking approach by conducting user research, defining problems based on the data obtained,
generating solution ideas, developing prototypes, and iteratively improving their designs through
usability testing.

Dersin igerigi

(Course Content)

Kullanici deneyimi (UX), etkilesim tasarimi (IxD) ve kullanici araylzu (Ul) temel kavramlari. Kullanici
deneyiminin temel alanlari ve iligkili disiplinler. Kullanilabilirlik, kullanici odakli tasarim ve kullanici
deneyimi ilkeleri. Kullanici deneyimi katmanlari, deger ve kalite boyutlari. Kullanici deneyimi sure¢
modelleri ve tasarim odakli diginme (Design Thinking) yaklasimi. Kullanici arastirma yéntemleri ve
kullanici ihtiyaclarinin belirlenmesi. Kullanici arastirmalarindan elde edilen verilerin analizi ve
problem tanimlama. Bilgi mimarisi, kullanici akiglari ve kullanici yolculuk haritalar. Fikir gelistirme
ve ¢0zUm Uretme siregleri. Wireframe, mockup ve diisiik ve orta sadakatli prototip gelistirme.
Etkilesimli prototipler ve araylz yapisinin olusturulmasi. Kullanilabilirlik testleri, degerlendirme
yontemleri ve yinelemeli tasarim suregleri. Farkli platform ve cihazlara yonelik kullanici deneyimi ve
etkilesim tasarimi yaklagimlari. Kullanici deneyimi odakl dijital Griin gelistirme projesi.

Fundamental concepts of user experience (UX), interaction design (IxD), and user interface (Ul).
Core areas of user experience and related disciplines. Usability, user-centered design, and user
experience principles. Layers of user experience, value and quality dimensions. User experience
process models and the Design Thinking approach. User research methods and identification of
user needs. Analysis of data obtained from user research and problem definition. Information
architecture, user flows, and user journey maps. Idea development and solution generation
processes. Development of wireframes, mockups, and low- and medium-fidelity prototypes.
Development of interactive prototypes and interface structures. Usability testing, evaluation
methods, and iterative design processes. User experience and interaction design approaches for
different platforms and devices. User experience-oriented digital product development project.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Kullanici deneyimi (UX) ve etkilesim tasarimi (IxD) temel kavramlarini 6grenir. [2, 4, 6, 8]
2) Kullanici deneyimi ve etkilesim tasarimi ilkelerini grenir ve uygular. [2, 3, 4, 6, 7, 8, 9]
3) Kullanici arastirma tekniklerini ve veri analizini kullanarak kullanici ihtiyaclarini belirler. [2, 6,
7,8, 10]
4) Bilgi mimarisi ve kullanici yolculuk haritalari olusturur. [2, 3, 4, 6, 7, 9]
5) Ddustlk ve orta sadakatli prototipler, wireframe ve mockup olusturur. [3, 4, 5, 6, 9, 11]
6) Kullanilabilirlik testleri yapar ve degerlendirme tekniklerini uygular. [2, 4, 7, 8, 9]




(Course Learning Outcomes)

7)

[Not:

Farkli platformlar ve cihazlar igin kullanici deneyimi odakh bir dijital Grlin prototipi
geligtirebilir. [3, 4, 5, 6, 7, 9, 10, 11]
Késgeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1)

Jegsed

~N O

Learns the fundamental concepts of user experience (UX) and interaction design (IxD). [2, 4,
6, 8]

Learns and applies the principles of user experience and interaction design. [2, 3, 4, 6, 7, 9]
Identifies user needs by using user research techniques and data analysis. [2, 6, 7, 8, 10]
Creates information architecture and user journey maps. [2, 3, 4, 6, 7, 9]

Creates low- and medium-fidelity prototypes, wireframes, and mockups. [3, 4, 5, 6, 9, 11]
Conducts usability tests and applies evaluation techniques. [2, 4, 7, 8, 9]

Develops a user experience-oriented digital product prototype for different platforms and
devices. [3, 4, 5,6,7, 9, 10, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 — 21 Sanat ve insani Bilimler (Sanat Alani)

2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

3 — 31 Sosyal Bilimler, Gazetecilik ve Enformasyon (Sosyal Bilimler ve Davranis Bilimleri Alant)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi
(Textbook)

The Design of Everyday Things, Revised And Expanded Edition. Don Norman. The MIT
Press, 2014.

100 Things Every Designer Needs to Know About People. Susan M. Weinschenk. New
Riders, 2011.

Don’t Make Me Think, Revisited: A Common Sense Approach to Web Usability, 3rd Edition.
Steve Krug. New Riders, 2014.

The Encyclopedia of Human-Computer Interaction, 2nd Ed. Interaction Design Foundation. t.y.
User Experience Design: An Introduction to Creating Interactive Digital Spaces. Mark Wells.
Laurence King Publishing, 2023.

Cevrimici kaynaklar (Interaction Design Foundation, UX Magazine, Smashing Magazine vb.)

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta Konu
1 |Etkilesim Tasarimina Giris.
2 |Etkilesim Tasarimi, Kullanici Deneyimi (UX), Kullanici Arayuzi (Ul).
3 |Gekirdek Kullanici Deneyimi alanlari, Kullanici Deneyimi ile kesisen alanlar.
4 |Kullanilabilirlik (Usability), Kullanici Odakl Tasarim.
5 |Kullanici Deneyimi ilkeleri.
6 [Kullanici Deneyimi Katmanlari.
7 |Kullanici Deneyimi Deger/Kalite Boyutlari.
8 [Kullanici Deneyimi Asamalari (Streg Modelleri).
9 |Tasarim Odakh Distinme (Design Thinking).
10 (Tasarim Odakli Disinme Asamalari (Empati) Proje: Kullanici deneyimi odakli dijital Griin gelistirme.
11 |Ara Sinav (Teslim). Tasarim Odakl Distinme Asamalari (Tanim) Proje: Kullanici deneyimi odakli dijital Griin gelistirme.
12 |Tasarim Odakli Distinme Asamalari (Fikir) Proje: Kullanici deneyimi odakli dijital Girlin gelistirme.
13 |Tasarim Odakli Distinme Asamalari (Prototip) Proje: Kullanici deneyimi odakli dijital Griin gelistirme.
14 |Tasarim Odakli Distinme Asamalari (Test) Proje: Kullanici deneyimi odakh dijital Griin gelistirme.
COURSE PLAN
Week Topic

1 |Introduction to Interaction Design.

2 |Interaction Design, User Experience (UX), User Interface (Ul).




3 |Core User Experience Areas, Areas Intersecting with User Experience.

4 |Usability, User-Centered Design.

5 |User Experience Principles.

6 |User Experience Layers.

7 |User Experience Value/Quality Dimensions.

8 |User Experience Stages (Process Models).

9 |Design Thinking.

10 |Design Thinking Stages (Empathize). Project: User experience-oriented digital product development.

1 Midterm Exam (Submission). Design Thinking Stages (Define). Project: User experience-oriented digital product
development.

12 |Design Thinking Stages (Ideate). Project: User experience-oriented digital product development.

13 |Design Thinking Stages (Prototype). Project: User experience-oriented digital product development.

14 |Design Thinking Stages (Test). Project: User experience-oriented digital product development.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyl igi Yazili Sinavlar (Semester Written Exams) 20
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlan (Giktilar) Yiiksek| Dusiik
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve killtlirel degerlere duyarl, hedef kitleye uygun, strdUrulebilir gérsel iletigim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir o




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
Gains the ability to identify the needs of the field and present individually produced designs to the
10 | °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 38 1 38
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 4 ° 20
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) o5 1 o5

(Midterm Exams — preparation included)

Proje
(Project)




Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GIiTA 3206
(Course Code): GITA 3206

Dersin Adi: Mobil Uygulama Gelistirme
(Course Title): Mobile Application Development

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)

Bahar 3+0+0 3 5 Turkce Alan Se¢meli Teorik + Uygulama Yok
(Spring (6) (Turkish) (Area Elective) (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere mobil uygulama gelistirmenin temel kavram, yéntem ve slreglerini
kazandirmak ve Flutter framework’u ile iOS ve Android platformlari igin islevsel mobil uygulamalar
gelistirmelerini saglamaktir. Ders kapsaminda dgrencilerin Dart programlama dilini kullanmalari,
Flutter''in widget tabanl yapisini kavramalari, farkli ekran boyutlari ve mobil platformlara uyum
saglayan responsive ve adaptive kullanici arayiizleri geligtirmeleri hedeflenmektedir. Ogrencilerin
cok sayfali uygulama akislari olusturmalari, kullanici girdilerini yonetmeleri, uygulama durumunu
kontrol etmeleri, API'ler ve veri servisleriyle galigmalari, yerel ve bulut tabanh veri kaynaklarini
uygulamalara entegre etmeleri amaclanmaktadir. Ayrica, uygulama mimarisi, erisilebilirlik, test,
performans ve temel yayinlama suregleri ele alinarak Ogrencilerin kullanici deneyimi ve teknik
gereksinimleri birlikte degerlendiren mobil uygulamalar gelistirmeleri hedeflenmektedir.

The aim of this course is to provide students with the fundamental concepts, methods, and
processes of mobile application development and to enable them to develop functional mobile
applications for iOS and Android platforms using the Flutter framework. Within the scope of the
course, students are expected to use the Dart programming language, understand Flutter's widget-
based structure, and develop responsive and adaptive user interfaces that accommodate different
screen sizes and mobile platforms. Students are expected to create multi-page application flows,
manage user inputs, control application state, work with APIs and data services, and integrate local
and cloud-based data sources into applications. In addition, application architecture, accessibility,
testing, performance, and basic publishing processes are addressed, with the aim of enabling
students to develop mobile applications that consider both user experience and technical
requirements.

Dersin igerigi

(Course Content)

Mobil uygulama gelistirmenin temel kavramlari ve mobil uygulama gelistirme sirecleri. Flutter
framework’tiiniin temel yapisi ve Dart programlama dili. Widget tabanli kullanici araytizii gelistirme;
Stateless ve Stateful widget yapilari. Layout sistemleri, responsive ve adaptive tasarim yaklasimlari.
Mobil kullanici araylzlerinde temel erigilebilirlik ilkeleri. Navigation, routing ve gok sayfali uygulama
akislari. Kullanici girdileri, formlar ve dogrulama islemleri. Uygulama durumunun (state) yonetimi.
Asenkron programlama, RESTful APl'ler ve veri alisverisi. Yerel veri saklama yontemleri. Bulut
tabanli backend ve veri servislerinin mobil uygulamalara entegrasyonu. Uygulama mimarisi,
katmanli yap! ve proje organizasyonu. Animasyonlar, gegisler ve etkilesimli arayliz davraniglari.
Mobil uygulamalarda temel test yontemleri, hata ayiklama ve performans degderlendirme.
Uygulamalarin iOS ve Android platformlari igcin hazirlanmasi ve temel yayinlama suregleri.
Uygulamali mobil uygulama gelistirme projesi.

Fundamental concepts and processes of mobile application development. Basic structure of the
Flutter framework and the Dart programming language. Widget-based user interface development;
Stateless and Stateful widget structures. Layout systems, responsive and adaptive design
approaches. Fundamental accessibility principles in mobile user interfaces. Navigation, routing, and
multi-page application flows. User inputs, forms, and validation processes. Application state
management. Asynchronous programming, RESTful APIs, and data exchange. Local data storage
methods. Integration of cloud-based backend and data services into mobile applications. Application
architecture, layered structure, and project organization. Animations, transitions, and interactive
interface behaviors. Fundamental testing methods, debugging, and performance evaluation in
mobile applications. Preparation of applications for iOS and Android platforms and basic publishing
processes. Applied mobile application development project.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Mobil uygulama gelistirmenin temel kavramlarini, streglerini ve Flutter'in widget tabanli
yapisini aciklar. [2, 4, 8, 9, 11]
Dart programlama dilini kullanarak temel ve orta dizey mobil uygulama islevleri gelistirir. [4,
9, 1]

2)




(Course Learning Outcomes)

3)
4)
5)
6)
7)

8)

Stateless ve Stateful widget yapilarini kullanarak responsive ve adaptive kullanici arayUzleri
olusturur. [3, 4, 6,7, 9, 11]

Navigation, kullanici girdileri, form dogrulama ve state management yéntemlerini mobil
uygulama akiglarinda uygular. [2, 4, 9, 11]

RESTful API'ler ve asenkron programlama yontemlerini kullanarak harici veri kaynaklariyla
galisan mobil uygulamalar gelistirir. [4, 9, 11]

Yerel ve bulut tabanlh veri saklama ve servis ¢ézimlerini mobil uygulamalara entegre eder.
[4,9, 11]

Uygulama mimarisi, erigilebilirlik ve kullanici deneyimi ilkelerini dikkate alarak surdirulebilir
mobil uygulama yapilar gelistirir. [2, 3, 4, 6, 7, 8, 9, 11]

Mobil uygulamalar test eder, hata ayiklar, performansini degerlendirir ve iOS ve Android
platformlari igin temel diizeyde yayinlamaya hazirlar. [4, 8, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1)
2)
3)
4)
5)
6)
7)

8)

Explains the fundamental concepts and processes of mobile application development and
Flutter's widget-based architecture. [2, 4, 8, 9, 11]

Develops basic and intermediate-level mobile application functionalities using the Dart
programming language. [4, 9, 11]

Creates responsive and adaptive user interfaces using Stateless and Stateful widget
structures. [3, 4, 6, 7, 9, 11]

Applies navigation, user input, form validation, and state management methods in mobile
application flows. [2, 4, 9, 11]

Develops mobile applications that work with external data sources using RESTful APIs and
asynchronous programming methods. [4, 9, 11]

Integrates local and cloud-based data storage and service solutions into mobile applications.
[4,9, 11]

Develops sustainable mobile application structures by considering application architecture,
accessibility, and user experience principles. [2, 3, 4, 6, 7, 8, 9, 11]

Tests and debugs mobile applications, evaluates their performance, and prepares them for
basic-level deployment on iOS and Android platforms. [4, 8, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 — 28 Sanat ve !nsani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
2 — 29 Sanat ve Insani Bilimler (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi
(Textbook)

Flutter Documentation. Flutter / Google.

Flutter for Beginners: Introductory Guide to Kickstart Your Cross-Platform Mobile App
Career with Flutter and Dart, Fourth Edition. Thomas Bailey & Alessandro Biessek. Packt
Publishing, 2026.

Flutter Design Patterns and Best Practices: Build Scalable, Maintainable, and Production-
Ready Apps Using Effective Architectural Principles. Daria Orlova, Esra Kadah & Jaime
Blasco. Packt Publishing, 2024.

Flutter Apprentice, Fourth Edition. Vincent Ngo, Stef Patterson, Alejandro Ulate Fallas &
Kevin D. Moore. Kodeco, 2024.

Dart Documentation. Dart.

Yardimci1 Kaynaklar
(Supplementary Material)

programlamaya giris.

HAFTALIK KONULAR
Hafta Konu
1 Mobil Uygulama Gelistirmeye Giris. Mobil uygulama gelistirme suregleri, iOS ve Android platformlari. Flutter ve gelistirme
ortaminin kurulumu. Proje yapisi ve temel paket yonetimi.
2 Dart Programlama Temelleri. Degiskenler, veri tirleri, kontrol yapilari, fonksiyonlar, siniflar ve nesne yonelimli

3 |Flutter Widget Yapisi. Widget agaci, temel widget'lar, Stateless ve Stateful widget yapilari ve kullanici arayuzi olusturma.

Layout, Responsive ve Adaptive Tasarim. Flutter layout sistemi, farkli ekran boyutlari ve yonelimlere uyum, platforma goére
kullanici arayuzi davranisglari ve temel erigilebilirlik ilkeleri.




Navigation ve Cok Sayfali Uygulama Yapisi. Navigation, routing, sayfalar arasinda veri aktarimi ve uygulama akiglarinin

5
olugturulmasi.

6 State Management. Uygulama durumunun y6netimi, yerel ve uygulama genelindeki state yapilari ve state degisikliklerinin
kullanici araytzine yansitiimasi.

7 |Formlar ve Kullanici Girdileri. Metin girdileri, form bilesenleri, dogrulama, kullanici etkilesimleri ve hata geri bildirimleri.

8 |Mobil Uygulama Projesi. ilk yedi haftada ele alinan konularin uygulandidi ara proje gelistirme ve degerlendirme.

9 AP| Entegrasyonu ve Asenkron islemler. HTTP istekleri, RESTful API'ler, JSON verilerinin islenmesi, asenkron
programlama ve hata yénetimi.

10 (Yerel Veri Saklama. Mobil uygulamalarda verilerin cihaz Gzerinde saklanmasi ve yonetilmesi. Temel kalici veri yontemleri.

1 Bulut Tabanli Backend ve Veri Servisleri. Mobil uygulamalarin bulut tabanl veri ve kimlik dogrulama servisleriyle
entegrasyonu. Ornek uygulamalar.

12 Uygulama Mimarisi ve Proje Organizasyonu. Separation of concerns, katmanli uygulama yapisi, temel MVVM yaklasimi ve
surdurulebilir kod organizasyonu.

13 Animasyonlar ve Etkilesimli Arayliz Davranislari. Araylz animasyonlari, gegisler, hareket ve etkilesim geri bildirimlerinin
mobil kullanici deneyiminde kullanimi.

14 Test, Performans ve Yayinlama. Temel unit, widget ve uygulama testleri. Hata ayiklama, performans degerlendirme ve
temel optimizasyon. Uygulamanin iOS ve Android platformlari igin hazirlanmasi ve yayinlama sureglerine giris.

COURSE PLAN
Week Topic

1 Introduction to Mobile Application Development. Mobile application development processes, iOS and Android platforms.
Installation of Flutter and the development environment. Project structure and basic package management.

2 Dart Programming Fundamentals. Variables, data types, control structures, functions, classes, and introduction to object-
oriented programming.

3 [Flutter Widget Structure. Widget tree, basic widgets, Stateless and Stateful widget structures, and user interface creation.

4 Layout, Responsive, and Adaptive Design. Flutter layout system, adaptation to different screen sizes and orientations,
platform-specific user interface behaviors, and fundamental accessibility principles.

5 Navigation and Multi-Page Application Structure. Navigation, routing, data transfer between pages, and creation of application
flows.

6 State Management. Managing application state, local and application-wide state structures, and reflecting state changes in
the user interface.

7 |Forms and User Inputs. Text inputs, form components, validation, user interactions, and error feedback.

8 Mobile Application Project. Development and evaluation of an interim project applying the topics covered during the first seven
weeks.

9 API Integration and Asynchronous Operations. HTTP requests, RESTful APIs, processing JSON data, asynchronous
programming, and error management.

10 |Local Data Storage. Storing and managing data on the device in mobile applications. Fundamental persistent data methods.

1 Cloud-Based Backend and Data Services. Integration of mobile applications with cloud-based data and authentication
services. Sample applications.

12 Application Architecture and Project Organization. Separation of concerns, layered application structure, basic MVVM
approach, and sustainable code organization.

13 Animations and Interactive Interface Behaviors. Use of interface animations, transitions, motion, and interaction feedback in
the mobile user experience.

14 Testing, Performance, and Publishing. Basic unit, widget, and application tests. Debugging, performance evaluation, and

basic optimization. Preparing the application for iOS and Android platforms and introduction to publishing processes.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Yanyil igi Galismalari |Odevler (Homework)
(Semester Raporlar (Reports)
Activities) Laboratuar (Laboratory Activities)

Seminer (Seminar)




Sunumlar (Presentations)

Donem Projesi (Term Project)

Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)

YARIYIL SONU SINAVI (Final Exam) 60

Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
biitiinlestirir. i
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °

accordance with international standards.




10 Gains the ability to identify the needs of the field and present individually produced designs to the

industry.

11 [Has the ability to adapt to new technologies.

12 |Has knowledge of laws, regulations, and legislation related to the field.
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 3207
(Course Code): GITA 3207

Dersin Adi: Servis Tasarimi
(Course Title): Service Design

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Alan Se¢meli Teorik + Uygulama Yok

(5) (Turkish) (Area Elective) (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere servis tasariminin temel kavram, ilke ve yontemlerini kazandirmak ve
servisleri kullanicilar, calisanlar, paydaslar, temas noktalari ve slreglerden olusan butuncdl
sistemler olarak ele almalarini saglamaktir. Ders kapsaminda égrencilerin servis baglamini ve servis
ekosistemini aragtirmalari, kullanici ve paydas ihtiyaclarini belirlemeleri, servis deneyimindeki
sorunlari ve firsat alanlarini analiz etmeleri hedeflenmektedir. Ogrencilerin kullanici yolculuklari,
temas noktalari ve frontstage—backstage stiregleri arasindaki iligkileri gérsellestirmeleri; elde edilen
icgoriler dogrultusunda yeni veya gelistiriimis servis fikirleri olusturmalari amaglanmaktadir. Ayrica,
servis ¢OzUmlerini service blueprint, prototipleme ve test yontemleri araciligiyla gelistirmeleri,
degerlendirmeleri ve kullanici ve paydas geri bildirimleri dogrultusunda vyinelemeli olarak
iyilestirmeleri hedeflenmektedir.

The aim of this course is to provide students with the fundamental concepts, principles, and methods
of service design and to enable them to approach services as holistic systems consisting of users,
employees, stakeholders, touchpoints, and processes. Within the scope of the course, students are
expected to research the service context and service ecosystem, identify user and stakeholder
needs, and analyze problems and opportunity areas within the service experience. Students are
expected to visualize the relationships among user journeys, touchpoints, and frontstage—backstage
processes, and to develop new or improved service ideas based on the insights obtained. In addition,
the course aims to enable students to develop and evaluate service solutions through service
blueprinting, prototyping, and testing methods, and to iteratively improve them based on user and
stakeholder feedback.

Dersin igerigi

(Course Content)

Servis tasariminin temel kavramlari, ilkeleri ve uygulama alanlari. Servislerin 6zellikleri ve trin—
servis iligkisi. Insan odakli ve sistem odakli servis tasarimi yaklasimi. Servis ekosistemleri, aktérler
ve paydaslar. Kullanici ve paydas arastirma ydntemleri. Arastirma verilerinin analizi ve sentezi;
kullanici ihtiyaglarinin, iggorilerin ve firsat alanlarinin belilenmesi. Paydas ve servis ekosistemi
haritalama. Kullanici yolculugu haritalari (customer/user journey maps), deneyim asamalari ve
temas noktalari. Servis deneyimindeki sorunlarin ve firsatlarin belirlenmesi. Servis fikri gelistirme ve
deger Onerisi olusturma. Temas noktalarinin ve servis etkilesimlerinin tasarlanmasi. Service
blueprint; kullanici eylemleri, frontstage, backstage ve destek sireclerinin iligkilendirilmesi. Servis
prototipleme ydntemleri. Servis senaryolari, role-playing ve deneyim prototipleri. Servislerin
kullanicilar ve diger aktorlerle test edilmesi, geri bildirimlerin degerlendiriimesi ve servis ¢6ziumunin
yinelemeli olarak gelistirilmesi. Servis tasarimi projesinin bituncdl olarak gelistiriimesi ve sunulmasi.

Fundamental concepts, principles, and application areas of service design. Characteristics of
services and the product—service relationship. Human-centered and system-centered service design
approaches. Service ecosystems, actors, and stakeholders. User and stakeholder research
methods. Analysis and synthesis of research data; identification of user needs, insights, and
opportunity areas. Stakeholder and service ecosystem mapping. Customer/user journey maps,
stages of experience, and touchpoints. Identification of problems and opportunities within the service
experience. Service idea development and value proposition creation. Design of touchpoints and
service interactions. Service blueprint; linking user actions, frontstage, backstage, and support
processes. Service prototyping methods. Service scenarios, role-playing, and experience
prototypes. Testing services with users and other actors, evaluating feedback, and iteratively
improving the service solution. Holistic development and presentation of a service design project.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Servis tasariminin temel kavramlarini, ilkelerini ve sireglerini agiklar. [2, 4, 6, 8]
2) Servis baglamini, kullanicilari, galisanlari ve diger paydaslari arastirmak igin uygun
arastirma ydntemlerini uygular. [2, 6, 7, 8, 9, 10]
3) Arastirma verilerini analiz eder ve sentezleyerek kullanici ve paydas ihtiyaglarini, sorunlart,
icgorileri ve firsat alanlarini belirler. [2, 6, 7, 8, 10]




(Course Learning Outcomes)

4)
5)
6)
7)

8)

Servis ekosistemini, paydas iliskilerini, kullanici yolculuklarini ve temas noktalarini
gorsellestirir ve degerlendirir. [2, 3, 4, 6, 7, 8, 9]

Arastirma bulgularina dayali alternatif servis fikirleri gelistirir, degerlendirir ve deder 6nerisi
olusturur. [2, 3, 6, 7, 8, 10]

Kullanici eylemleri, frontstage ve backstage siregleri, galisan rolleri ve destek siiregleri
arasindaki iligkileri service blueprint araciligiyla yapilandirir. [2, 3, 4, 6, 9]

Servis senaryolari ve prototipleme yontemlerini kullanarak servis ¢6zimunu somutlastirir. [3,
4,5,6,7,9,10]

Servis ¢6zimuUni kullanicilar ve diger paydaslarla test eder, elde edilen geri bildirimleri
degerlendirir ve servisi yinelemeli olarak gelistirir. [2, 3, 5, 6, 7, 8, 9, 10]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1)
2)

3)
4)
5)
6)
7)

8)

Explains the fundamental concepts, principles, and processes of service design. [2, 4, 6, 8]
Applies appropriate research methods to investigate the service context, users, employees,
and other stakeholders. [2, 6, 7, 8, 9, 10]

Analyzes and synthesizes research data to identify user and stakeholder needs, problems,
insights, and opportunity areas. [2, 6, 7, 8, 10]

Visualizes and evaluates the service ecosystem, stakeholder relationships, user journeys,
and touchpoints. [2, 3, 4,6, 7, 8, 9]

Develops and evaluates alternative service ideas based on research findings and creates a
value proposition. [2, 3, 6, 7, 8, 10]

Structures the relationships among user actions, frontstage and backstage processes,
employee roles, and support processes through a service blueprint. [2, 3, 4, 6, 9]
Concretizes the service solution using service scenarios and prototyping methods. [3, 4, 5,
6,7,9,10]

Tests the service solution with users and other stakeholders, evaluates the feedback
obtained, and iteratively improves the service. [2, 3, 5, 6, 7, 8, 9, 10]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 — 28 Sanat ve !nsani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
2 — 29 Sanat ve Insani Bilimler (Bagka Yerde Siniflanmamig Sanat ve Insani Bilimler Alani)
6 — 68 Bilisim Teknolojileri (Bilisim Teknolajileri ile ligili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi
(Textbook)

Service Design, 2nd Edition: From Insight to Implementation. Lavrans Lgvlie, Andy Polaine
& Ben Reason. Rosenfeld Media, 2025.

This Is Service Design Doing: Applying Service Design Thinking in the Real World. Marc
Stickdorn, Markus Edgar Hormess, Adam Lawrence & Jakob Schneider. O’'Reilly Media,
2018.

This Is Service Design Methods: A Companion to This Is Service Design Doing. Marc
Stickdorn, Markus Edgar Hormess, Adam Lawrence & Jakob Schneider. O’'Reilly Media,
2018.

Mapping Experiences, 2nd Edition: A Complete Guide to Customer Alignment Through
Journeys, Blueprints, and Diagrams. James Kalbach. O’Reilly Media, 2020.

Good Services: How to Design Services that Work. Lou Downe. BIS Publishers, 2020.
Service Design for Business: A Practical Guide to Optimizing the Customer Experience. Ben
Reason, Lavrans Lgvlie & Melvin Brand Flu. Wiley, 2015.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta

Konu

1 |Servis Tasarimina Giris. Temel kavramlar, ilkeler ve uygulama alanlari. Servislerin 6zellikleri ve triin—servis iligkisi.

Servis Tasariminda insan ve Sistem Odakli Yaklagim. Servis ekosistemleri, aktérler, paydaglar ve servis deneyiminin temel

arastirilmasi.

2 bilesenleri.

3 Servis Baglamini Arastirma. Problem alani, mevcut servis yapisi, kullanicilar, ¢calisanlar ve diger paydaslarin belirlenmesi.
Arastirma planlama.

4 Kullanici ve Paydas Arastirmasi. Goérisme, gozlem ve diger arastirma yontemleri. Kullanici ve paydas ihtiyaclarinin




Arastirma Verilerinin Analizi ve Sentezi. Bulgularin gruplanmasi, érintulerin, ihtiyaglarin, sorunlarin ve i¢cgorilerin

belirlenmesi.

6 Servis Ekosistemi ve Paydas Haritalama. Aktorler arasindaki iliskilerin, rollerin ve servis igindeki etkilesimlerin
gorsellestirimesi.

7 Kullanici Yolculugu Haritalama. Deneyim asamalari, kullanici eylemleri, temas noktalari, sorunlar ve firsat alanlarinin
belirlenmesi.

8 Servis Fikri Gelistirme. Arastirma bulgularina dayal alternatif servis fikirleri gelistirme, degerlendirme ve deger 6nerisinin
olusturulmasi.

9 Servis Temas Noktalarinin Tasarimi. Fiziksel ve dijital temas noktalari, kullanici—servis etkilesimleri ve temas noktalari
arasindaki tutarlihk.

10 Service Blueprint. Kullanici eylemleri, frontstage ve backstage suregleri, calisan rolleri, destek suregleri ve servis

bilesenlerinin iligkilendiriimesi.

11 |[Servis Prototiplemeye Giris. Servis senaryolari, role-playing, walkthrough ve farkl servis prototipleme yontemleri.

12 |Servis Prototipi Gelistirme. Segilen servis ¢6ziiminiin temas noktalari, etkilesimleri ve siregleriyle birlikte prototiplenmesi.

13 Servis Testi ve Degerlendirme. Kullanici ve paydaslarla test, geri bildirim toplama, sorunlarin ve gelistirme alanlarinin

belirlenmesi.

14 Servis Tasarimi Projesinin Sonlandiriimasi. Test sonuglarina gore servisin iyilestirilmesi; kullanici yolculudu, service
blueprint, temas noktalari ve servis prototipinin buttincil olarak degerlendirilmesi ve proje sunumu.

COURSE PLAN
Week Topic

1 Introduction to Service Design. Fundamental concepts, principles, and application areas. Characteristics of services and the
product-service relationship.

2 Human- and System-Centered Approaches in Service Design. Service ecosystems, actors, stakeholders, and the
fundamental components of the service experience.

3 Researching the Service Context. Identifying the problem area, existing service structure, users, employees, and other
stakeholders. Research planning.

4 User and Stakeholder Research. Interview, observation, and other research methods. Investigating user and stakeholder

needs.

5 |Analysis and Synthesis of Research Data. Grouping findings and identifying patterns, needs, problems, and insights.

Service Ecosystem and Stakeholder Mapping. Visualizing relationships among actors, their roles, and interactions within the
service.

7 |User Journey Mapping. Identifying stages of experience, user actions, touchpoints, problems, and opportunity areas.

Service Idea Development. Developing and evaluating alternative service ideas based on research findings and creating a

8 value proposition.

9 Design of Service Touchpoints. Physical and digital touchpoints, user—service interactions, and consistency among
touchpoints.

10 Service Blueprint. Linking user actions, frontstage and backstage processes, employee roles, support processes, and service
components.

1 Introduction to Service Prototyping. Service scenarios, role-playing, walkthroughs, and different service prototyping
methods.

12 Service Prototype Development. Prototyping the selected service solution together with its touchpoints, interactions, and
processes.

13 Service Testing and Evaluation. Testing with users and stakeholders, collecting feedback, and identifying problems and
areas for improvement.

14 Finalization of the Service Design Project. Improving the service based on test results; holistic evaluation of the user

journey, service blueprint, touchpoints, and service prototype, and project presentation.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40

Yanyil i¢i Galismalan _
Odevler (Homework)

(Semester

Raporlar (Reports)




Activities) Laboratuar (Laboratory Activities)

Seminer (Seminar)

Sunumlar (Presentations)

Donem Projesi (Term Project)

Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)

YARIYIL SONU SINAVI (Final Exam) 60

Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla
biitiinlestirir. i
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gorsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.




9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards.

10 Gains the ability to identify the needs of the field and present individually produced designs to the
industry.

11 [Has the ability to adapt to new technologies.

12 |Has knowledge of laws, regulations, and legislation related to the field.
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GIiTA 3209
(Course Code): GITA 3209

Dersin Adi: interaktif Medya Tasarimi
(Course Title): Interactive Media Design

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Alan Segmeli Teorik Yok

(5) (Turkish) (Area Elective) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, etkilesimli medya Uzerine kuramsal bir altyapi olugturmak ve etkilesimli bir medya
projesi gelistirmektir. Etkilesimli medyanin kapsami, 6zellikleri ve formlar (zerinde durarak,
ogrencilerin bu alanlarda bilgi sahibi olmalarini saglamaktir. Ayrica, etkilesimli medya projelerinde
kullanilan teknolojiler ve yazilimlar hakkinda bilgi vererek, ddrencilerin konu hakkinda genis bilgi
sahibi olamadi hedeflemektedir. Ders, 6grencilerin bireysel ve grup galismalariyla yaratici etkilesimli
medya projeleri gelistirmelerine olanak tanimaktadir.

The aim of this course is to establish a theoretical foundation in interactive media and to develop an
interactive media project. By focusing on the scope, characteristics, and forms of interactive media,
the course aims to enable students to gain knowledge in these areas. In addition, by providing
information about the technologies and software used in interactive media projects, the course aims
to enable students to gain broad knowledge of the subject. The course provides students with the
opportunity to develop creative interactive media projects through individual and group work.

Dersin igerigi

(Course Content)

Etkilesimli medyanin kapsami, unsurlari ve formlari. Etkilesim tirleri, islevsellik, uyarlanabilirlik,
veritabani ve igerik. Etkilesimli deneyimlerin ozellikleri. Etkilesimli medya platformlari ve uygulama
ornekleri. Etkilesimli medya ile baglantil alanlar ve kavramlar. Etkilesimli medya uygulamalarinda
kullanilan teknoloji ve yazihimlar. Etkilesimli medya icerigi tasarlamak ve gelistirmek icin temel
uygulamalar ve araglar. Etkilesimli medya uygulamalarinda slreg¢ plani ve proje yonetimi. Etkilesimli
medya projesi icgin fikir Gretme, mind mapping, brainwriting. Etkilesimli medya projesiyle ilgili
arastirma, fikir gelistirme ve sureg plani olusturma. Etkilesimli medya projesi icin igerik olusturma ve
kullanici testi.

The scope, elements, and forms of interactive media. Types of interaction, functionality, adaptability,
databases, and content. Characteristics of interactive experiences. Interactive media platforms and
application examples. Fields and concepts related to interactive media. Technologies and software
used in interactive media applications. Basic applications and tools for designing and developing
interactive media content. Process planning and project management in interactive media
applications. Idea generation, mind mapping, and brainwriting for an interactive media project.
Research, idea development, and process planning for an interactive media project. Content
creation and user testing for an interactive media project.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Etkilesimli medyanin kapsamini, temel 6zelliklerini, unsurlarini ve formlarini agiklar. [2, 4, 8]

2) Etkilesim bigimlerini ve etkilesimli deneyimlerin temel tasarim 6zelliklerini aciklar. [2, 4, 6, 8]

3) Etkilesimli medya ile iligkili alan ve kavramlar, farkli platformlardaki uygulama érnekleri
Uzerinden degerlendirir. [2, 4, 6, 8, 11]

4) Etkilesimli medya uygulamalarinda kullanilan temel teknoloji, yazilim ve araglari tanir. [4, 8,
9, 11]

5) Yaratici ve elestirel diginme tekniklerini kullanarak 6zguin etkilesimli medya fikirleri geligtirir.
[2, 3,6, 8]

6) Etkilesimli medya projesi igin arastirma yapar, kavramsal gergeve olusturur ve proje sirecini
planlar. [2, 4, 5, 6, 8, 9]

7) Temel uygulama ve araglari kullanarak bireysel veya ekip galismasiyla etkilesimli medya
projesi geligtirir. [3, 4, 5, 6, 9, 11]

8) Etkilesimli medya uygulamalarini degerlendirir, kullanici testi gergeklestirir ve elde edilen
geri bildirimler dogrultusunda iyilestirme onerileri gelistirir. [2, 4, 7, 8, 9]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:
1) Explains the scope, fundamental characteristics, elements, and forms of interactive media.
[2, 4, 8]




2) Explains forms of interaction and the fundamental design characteristics of interactive
experiences. [2, 4, 6, 8]

3) Evaluates fields and concepts related to interactive media through application examples on
different platforms. [2, 4, 6, 8, 11]

4) Recognizes the fundamental technologies, software, and tools used in interactive media
applications. [4, 8, 9, 11]

5) Develops original interactive media ideas by using creative and critical thinking techniques.
[2, 3, 6, 8]

6) Conducts research for an interactive media project, establishes a conceptual framework,
and plans the project process. [2, 4, 5, 6, 8, 9]

7) Develops an interactive media project individually or as part of a team by using basic
applications and tools. [3, 4, 5, 6, 9, 11]

8) Evaluates interactive media applications, conducts user testing, and develops
recommendations for improvement based on the feedback obtained. [2, 4, 7, 8, 9]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 — 21 Sanat ve insani Bilimler (Sanat Alani)
(ISCED Category of the course)|6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alant)

6 — 68 Bilisim Teknolojileri (Bilisim Teknolojileri ile llgili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi ¢ Interactive Experience in the Digital Age: Evaluating New Art Practice. Candy, L. & Ferguson,
(Textbook) S., 2014.

¢ Introduction to Interactive Digital Media: Concept and Practice. Griffey, J., 2020.

¢ Interaction Design Foundation [IXDF] https://www.interaction-design.org/

e The Fundamentals of Interactive Design. Salmond, M.& Ambrose, G., 2013.

¢ Interaction Design: Beyond Human-Computer Interaction. Sharp, H., Rogers, Y.& Preece, J.,
2019).

e Designing the user interface: Strategies for effective human-computer interaction.
Shneiderman, B., Plaisant, C., Cohen, M., Jacobs, S.& EImqyvist, N., 2018.

¢ Analyzing Art, Culture, and Design in the Digital Age. Mura, G., 2015.

e Cevrimici kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Etkilesimli medyanin kapsami alanlari.
2 |Etkilesimli medyanin kapsami, unsurlari ve formlari. Dogrusal ve dogrusal olmayan etkilesimli medya.
3 |Etkilesimli medyada etkilesim turleri, islevsellik, uyarlanabilirlik, veritabani ve icerik.
4 |Etkilesim bigimleri ve etkilesimli deneyimlerin 6zellikleri. Etkilesimli medya platformlari ve uygulama 6rnekleri.
5 |Etkilesimli medya ile baglantili alanlar ve kavramlar.
6 Etkilegimli medya uygulamalarinda kullapllgn teknoloji ve yazilimlar. Etkilesimli medya icerigi tasarlamak ve gelistirmek icin
temel uygulamalar ve araglar. Ornek proje incelemeler.
7 |Etkilesimli medya uygulamalarinda siireg plani ve proje yénetimi. Ornek proje incelemeler.
8 |Etkilesimli medya projesi igin fikir Gretme, mind mapping, brainwriting.
9 |Etkilesimli medya projesiyle ilgili arastirma, fikir gelistirme, sureg plani olusturma.
10 |(Etkilesimli medya projesiyle ilgili arastirma, fikir gelistirme, streg plani olusturma.
11 |Etkilesimli medya projesiyle ilgili arastirma ve icerik olusturma.
12 |Etkilesimli medya projesi icin igerik olusturma.
13 |Etkilesimli medya platformu (izerine galisma.
14 |Etkilesimli medya uygulamasi kullanici testi.




COURSE PLAN

Week Topic

1 |Scope and fields of interactive media.

2 |Scope, elements, and forms of interactive media. Linear and nonlinear interactive media.

3 |Types of interaction, functionality, adaptability, databases, and content in interactive media.

4 |Forms of interaction and characteristics of interactive experiences. Interactive media platforms and application examples.

5 |Fields and concepts related to interactive media.

6 Technologies and software used in interactive media applications. Basic applications and tools for designing and developing

interactive media content. Review of example projects.

Process planning and project management in interactive media applications. Review of example projects.

Idea generation, mind mapping, and brainwriting for an interactive media project.

Research, idea development, and process planning for an interactive media project.

10 |Research, idea development, and process planning for an interactive media project.

11 |Research and content creation for an interactive media project.

12 |Content creation for an interactive media project.

13 |Work on an interactive media platform.

14 |User testing of an interactive media application.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10

Raporlar (Reports)
Yanyil I¢i Galigmalari || aporatuar (Laboratory Activities)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlan (Giktilar) Yiiksek| Dustik
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve killtlirel degerlere duyarl, hedef kitleye uygun, strdUrulebilir gérsel iletigim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.




10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 | Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 |Alana iligkin yasa, ydnetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. )
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach. ¢
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 38 1 38
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 4 ° 20




Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

25

25

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 3214
(Course Code): GITA 3214

Dersin Adi: Metaverse ve Dijital Ekosistemler
(Course Title): Metaverse and Digital Ecosystems

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar . . .
. Turkce Alan Segmeli Teorik Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Area Elective) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, égrencilere metaverse ve dijital ekosistemlerin temel prensiplerini ve bilesenlerini
dgretmektir. Ogrenciler, bu ekosistemlerde kullanilan teknolojik altyapiyi, sosyal dinamikleri ve
ekonomik modelleri derinlemesine anlayacaklardir. Bu teorik bilgiler, 6grencilerin metaverse ve dijital
ekosistemlerde tasarimci olarak nasil projeler gerceklestirebileceklerini, hangi rolleri
Ustlenebileceklerini ve bu alanlarda nasil yenilik¢i ¢ézUmler gelistirebileceklerini kavramalarina
yardimci olacaktir.

The aim of this course is to introduce students to the fundamental principles and components of the
metaverse and digital ecosystems. Students will gain an in-depth understanding of the technological
infrastructure, social dynamics, and economic models used within these ecosystems. This
theoretical knowledge will help students understand how they can develop projects as designers in
metaverse and digital ecosystems, what roles they can undertake, and how they can develop
innovative solutions in these fields.

Dersin igerigi

(Course Content)

Metaverse kavrami ve tarihgesi. Metaverse bilesenleri. Metaverse’in toplumsal, kiltirel ve ekonomik
etkileri. Blockchain teknolojisinin temelleri. Akilli sézlesmeler ve merkeziyetsiz finans (DeFi). Dijital
varliklar (NFT, kripto paralar) ve bunlarin iglevleri. Dijital ekonomilerin metaverse’deki roli. NFT
pazar yerleri ve uygulamalari. NFT ve dijital sanat. Metaverse'te sosyal dinamikler ve sanal
topluluklar. Kullanici davraniglari ve etkilesim stratejileri. Dijital kimlikler, avatarlar ve sanal
temsilciler (virtual agent). Metaverse’te pazarlama. Etik, gizlilik ve guivenlik. NFT sanat eserleri ve
dijital koleksiyonlar. NFT olusturma stireci ve teknikleri. NFT projesi gelistirme. Gelecek teknolojileri
ve metaverse. Popller metaverse platformlarinin incelenmesi. Metaverse platformlarinda temel
dizeyde uygulamalar.

The concept and history of the metaverse. Components of the metaverse. Social, cultural, and
economic impacts of the metaverse. Fundamentals of blockchain technology. Smart contracts and
decentralized finance (DeFi). Digital assets (NFTs, cryptocurrencies) and their functions. The role of
digital economies in the metaverse. NFT marketplaces and applications. NFTs and digital art. Social
dynamics and virtual communities in the metaverse. User behaviors and interaction strategies.
Digital identities, avatars, and virtual agents. Marketing in the metaverse. Ethics, privacy, and
security. NFT artworks and digital collections. NFT creation processes and techniques. NFT project
development. Emerging technologies and the metaverse. Examination of popular metaverse
platforms. Basic-level applications on metaverse platforms.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Metaverse kavramini, tarihsel gelisimini ve temel bilesenlerini agiklar. [2, 4, 8, 11]

2) Blockchain teknolojisini, akilli s6zlesmeleri ve bunlarin metaverse ekosistemindeki islevlerini
aciklar. [2, 4, 8, 11]

3) Dijital varliklari (NFT ve kripto paralar) ve dijital ekonomilerdeki rollerini tanir. [2, 4, 8, 11]

4) Metaverse’in toplumsal, kiiltirel ve ekonomik etkilerini degerlendirir. [2, 4, 6, 7, 8]

5) Metaverse’te sosyal dinamikleri, sanal topluluklari, dijital kimlikleri, avatarlari ve sanal
temsilcileri aciklar. [2, 4, 6, 7, 8, 11]

6) Metaverse'te etik, gizlilik ve glivenlik konularini degerlendirir. [2, 4, 7, 8, 12]

7) Temel dizeyde NFT ve dijital varlik gelistirme sureclerini uygular. [3, 4, 9, 11]

8) Popller metaverse platformlarini inceler ve bu platformlarda temel diizeyde uygulamalar
gerceklestirir. [2, 3, 4, 8, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:




1) Explains the concept of the metaverse, its historical development, and its fundamental
components. [2, 4, 8, 11]

2) Explains blockchain technology, smart contracts, and their functions within the metaverse
ecosystem. [2, 4, 8, 11]

3) Recognizes digital assets (NFTs and cryptocurrencies) and their roles in digital economies.
[2, 4, 8, 11]

4) Evaluates the social, cultural, and economic impacts of the metaverse. [2, 4, 6, 7, 8]

5) Explains social dynamics, virtual communities, digital identities, avatars, and virtual agents
in the metaverse. [2, 4, 6, 7, 8, 11]

6) Evaluates ethical, privacy, and security issues in the metaverse. [2, 4, 7, 8, 12]

7) Applies basic-level NFT and digital asset development processes. [3, 4, 9, 11]

8) Examines popular metaverse platforms and carries out basic-level applications on these
platforms. [2, 3, 4, 8, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
(ISCED Category of the course)|6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alant)

6 — 68 Bilisim Teknolojileri (Bilisim Teknolojileri ile llgili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi e The Metaverse and How It Will Revolutionize Everything. Ball, M., 2022.
(Textbook) e The Future of Digital Communication. Benitez Rojas, R.V., 2024.

¢ Into the Metaverse: The Essential Guide to the Business Opportunities of the Web3 Era.
Bloomsbury Business. Hackl, C., 2023.

o Dawn of the New Everything: Encounters with Reality and Virtual Reality. Lanier, J., 2017.

e The Future Internet: How the Metaverse, Web 3.0, and Blockchain Will Transform Business
and Society. Marr, B., 2023.

¢ Virtual Society: The Metaverse and the New Frontiers of Human Experience. Crown Currency.
Narula, H., 2022.

e Cevrimigi giincel kaynaklar.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu

1 |Metaverse kavrami ve tarihgesi. Temel kavramlar ve terimler. Metaverse bilesenleri.

2 Metaverse’in bilesenleri ve yapisi. Fiziksel ve sanal gergekliklerin birlesimi. Metaverse ve dijital kimlikler. Metaverse’in
toplumsal, kilttrel ve ekonomik etkileri.

3 Blockchain teknolojisinin temelleri. Blockchain’in metaverse izerindeki etkisi. Akilli s6zlesmeler ve merkeziyetsiz finans
(DeFi). Dijital varliklar (NFT, kripto paralar) ve bunlarin islevleri. Dijital ekonomilerin metaverse’deki roli.

4 Sanal ekonomiler. Dijital varliklar (NFT, kripto paralar) ve bunlarin iglevleri. Dijital ekonomilerin metaverse’deki roli. NFT ve
Dijital Sanat. NFT pazar yerleri ve uygulamalari.

5 Metaverse’de kullanici etkilesimi. Sosyal dinamikler ve sanal topluluklar. Kullanici davraniglari ve etkilesim stratejileri.
Avatarlar ve sanal temsilciler (virtual agent).

6 |Dijital Pazarlama ve Metaverse. Dijital pazarlama stratejileri. Metaverse’de marka etkilesimi. Dijital reklamcilik ve sponsorluk.

7 Metaverse’te etik, gizlilik ve glivenlik. Dijital mahremiyet ve veri giivenligi. Etik sorumluluklar ve diizenlemeler. Metaverse’de
glvenlik énlemleri.

8 NFT ve dijital varlik gelistirme. NFT sanat eserleri ve dijital koleksiyonlar. NFT pazar yerleri ve satis stratejileri. NFT olusturma
sureci ve teknikleri.

9 NFT ve dijital varlik gelistirme. NFT olusturma sureci ve teknikleri.

10 |NFT ve dijital varlik gelistirme. NFT olusturma sureci ve teknikleri.

1 Gelecek teknolojileri ve metaverse. Gelecekte metaverse teknolojileri. Yapay zeka ve veri analitigi. Beyin-bilgisayar
arayuzleri ve diger yenilikler.

12 Metaverse ve sanal diinyalar. Popiiler metaverse platformlarinin incelenmesi. Platformlarin kargilastiriimasi ve
degerlendirilmesi. Tasarimcilarin bu platformlarda yapabilecekleri.

13 Metaverse platformlarinda uygulamalar. Segilen platformun (Decentraland, Sandbox, VRChat vb) kullanimina dair teknik
bilgiler. Basit bir uygulama veya alan olusturma.

14 Metaverse platformlarinda uygulamalar. Segilen platformun (Decentraland, Sandbox, VRChat vb) kullanimina dair teknik
bilgiler. Basit bir uygulama veya alan olusturma.




COURSE PLAN

Week Topic
1 |The concept and history of the metaverse. Fundamental concepts and terminology. Components of the metaverse.
2 Components and structure of the metaverse. The convergence of physical and virtual realities. The metaverse and digital
identities. Social, cultural, and economic impacts of the metaverse.
3 Fundamentals of blockchain technology. The impact of blockchain on the metaverse. Smart contracts and decentralized
finance (DeFi). Digital assets (NFTs, cryptocurrencies) and their functions. The role of digital economies in the metaverse.
4 Virtual economies. Digital assets (NFTs, cryptocurrencies) and their functions. The role of digital economies in the metaverse.
NFTs and digital art. NFT marketplaces and applications.
5 User interaction in the metaverse. Social dynamics and virtual communities. User behaviors and interaction strategies. Avatars
and virtual agents.
6 Digital marketing and the metaverse. Digital marketing strategies. Brand engagement in the metaverse. Digital advertising
and sponsorship.
7 Ethics, privacy, and security in the metaverse. Digital privacy and data security. Ethical responsibilities and regulations.
Security measures in the metaverse.
8 NFT and digital asset development. NFT artworks and digital collections. NFT marketplaces and sales strategies. NFT creation
processes and techniques.
9 |NFT and digital asset development. NFT creation processes and techniques.
10 |NFT and digital asset development. NFT creation processes and techniques.
1 Emerging technologies and the metaverse. Future metaverse technologies. Artificial intelligence and data analytics. Brain-
computer interfaces and other innovations.
12 The metaverse and virtual worlds. Examination of popular metaverse platforms. Comparison and evaluation of platforms.
What designers can do on these platforms.
13 Applications on metaverse platforms. Technical information on the use of a selected platform (Decentraland, The Sandbox,
VRChat, etc.). Creating a basic application or virtual space.
14 Applications on metaverse platforms. Technical information on the use of a selected platform (Decentraland, The Sandbox,
'VRChat, etc.). Creating a basic application or virtual space.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 15
Odevler (Homework) 35
Raporlar (Reports)
Yanyil I¢i Galigmalari || aporatuar (Laboratory Activities)
(Semester Seminer (Seminar)
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlan (Giktilar) Yiiksek| Dusiik
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zglin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °




5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field. ¢
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
10 Gains the ability to identify the needs of the field and present individually produced designs to the o
industry.
11 [Has the ability to adapt to new technologies. °
12 |Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 38 1 38

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar




(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

25 1 25

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 3307
(Course Code): GITA 3307

Dersin Adi: Spekiilatif Tasarim
(Course Title): Speculative Design

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Genel Segcmeli Teorik + Uygulama Yok

(5) (Turkish) (General Elective) | (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere spekiilatif tasarimin temellerini 6gretmek, yaratici ve elestirel disiinme
becerilerini gelistirmek ve bu becerileri kullanarak somut projeler Uretmelerini saglamaktir.
Ogrencilerin, tasarimin elestirel ve kiskirtici yonlerini kesfetmelerine olanak tanirken, farkli medya
turleri kullanarak projeler gelistirmelerini tesvik eder. Ayrica, 6grencilerin disiplinler arasi yaklagimlar
kullanarak problem ¢ézme, proje yonetimi ve etkili sunum becerilerini pekistirmeyi hedefler.

The aim of this course is to teach students the fundamentals of speculative design, develop their
creative and critical thinking skills, and enable them to produce tangible projects by using these
skills. The course allows students to explore the critical and provocative aspects of design while
encouraging them to develop projects using different types of media. It also aims to strengthen
students’ problem-solving, project management, and effective presentation skills through
interdisciplinary approaches.

Dersin igerigi

(Course Content)

Spekdlatif tasarimin temel kavramlari ve tarihsel gelisimi. Elestirel tasarim ve spekulatif tasarim
arasindaki iligki. “What if?” (Varsayalim) sorulari ile baglayan disinme tekniklerini kullanarak
geleceg@e yonelik olasi senaryolar ve alternatif simdiki zaman kurgulari izerine projeler gelistirme.
Bu projelerin gorsel, isitsel, etkilesimli ve yazili medya kullanilarak sunulmasi. Diinya ingasi (world
building) yontemleri ile spekiilatif tasarim galismalarini bitlinlestirme. Proje gelistirme siireglerinde
elestirel geri bildirim alarak projeleri glincelleme ve son hale getirme. Disiplinler arasi yaklagimlar
kullanarak proje ydnetimi, arastirma ve gelistirme, problem ¢ézme ve etkili sunum teknikleri
konularinda bilgi ve beceri kazanma.

Fundamental concepts and historical development of speculative design. The relationship between
critical design and speculative design. Developing projects on possible future scenarios and
alternative presents by using thinking techniques that begin with “What if?” questions. Presenting
these projects through visual, auditory, interactive, and written media. Integrating speculative design
studies with world-building methods. Revising and finalizing projects by receiving critical feedback
during project development processes. Gaining knowledge and skills in project management,
research and development, problem solving, and effective presentation techniques through
interdisciplinary approaches.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:
1) Spekulatif tasarimin temel kavramlarini ve tarihsel gelisimini agiklar. [2, 4, 8]
Spekulatif tasarimla iligkili elestirel tasarim, tasarim kurgusu, deger kurgusu, gelecek
tasarimi ve sdyleme dayall tasarim yaklasimlarini tanir. [2, 4, 6, 7, 8]
3) “Whatif?” (Ya eder?) sorulari ve yaratici distinme tekniklerini kullanarak gelecege yonelik
olasi senaryolar ve alternatif simdiki zaman kurgular gelistirir. [2, 3, 6, 8]
Diinya insasi (world building) yontemlerini kullanarak spekiilatif tasarim senaryolar geligtirir.
[2, 3, 4,6, 8]
5) Spekulatif tasarim projesi igin arastirma yapar, proje fikri gelistirir ve kavramsal cerceve
olusturur. [3, 4, 5,6, 7,9, 11]
6) Disiplinlerarasi yaklasimlar kullanarak spekiilatif tasarim projesini gelistirir ve prototip
olusturur. [3, 4, 5,6, 7, 9, 11]
[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Explains the fundamental concepts and historical development of speculative design. [2, 4,
8]
Recognizes approaches related to speculative design, including critical design, design
fiction, value fiction, future design, and discursive design. [2, 4, 6, 7, 8]
3) Develops possible future scenarios and alternative presents by using “What if?” questions
and creative thinking techniques. [2, 3, 6, 8]
Develops speculative design scenarios by using world-building methods. [2, 3, 4, 6, 8]




5)

6)

Conducts research for a speculative design project, develops a project idea, and establishes
a conceptual framework. [3, 4, 5, 6, 7, 9, 11]

Develops a speculative design project and creates a prototype by using interdisciplinary
approaches. [3, 4, 5,6, 7, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 — 21 Sanat ve insani Bilimler (Sanat Alani)

2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

2 — 29 Sanat ve insani Bilimler (Bagka Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

6 — 68 Bilisim Teknolojileri (Bilisim Teknolojileri ile llgili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi
(Textbook)

Speculative everything. Dunne, A. & Raby, F., 2013.

Design noir: The secret life of electronic Objects. Dunne, A. & Raby, F., 2013.

Beyond Speculative Design: Past - Present - Future. Helgason, I., Mitrovic, I., Auger, J. &
Hanna, J., 2021.

Introduction to speculative design practice: Eutropia, a case study. Mitrovi¢, |., Golub. M. &
Suran, O., 2015.

Discursive Design: Critical, Speculative, & Alternative Things. Tharp, B.M.&Tharp, S.M., 2019.
Speculative Edu. https://speculativeedu.eu/

Speculative Design Uzerine yazilan makaleler.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Spekilatif tasarimin temel kavramlari.
2 [Elestirel Tasarim (Critical Design), Tasarim Kurgusu (Design fiction), Deger Kurgusu (Value fiction)
3 |Gelecek Tasarimi (Future design), SOyleme Dayali Tasarim (Discursive design)
4 |“What if?” (Ya eger?) sorulari ve dusunme teknikleri. 6-3-5 beyin firtinasi.
5 |“What if?” (Ya eger?) sorulari ve duslinme teknikleri. 6-3-5 beyin firtinasi.
6 |Dinya ingasi (world building) teknikleri.
7 |Dinya insasi (world building) teknikleri. Gelecege yonelik olasi senaryolar ve alternatif simdiki zaman kurgular
8 |Gelecege yonelik olasi senaryolar ve alternatif simdiki zaman kurgulari
9 |Gelecege yonelik olasi senaryolar ve alternatif simdiki zaman kurgulari
10 (Kisisel spekulatif tasarimi proje konusu arastirmalari
11 |Kisisel spekiilatif tasarimi proje konusu lzerine ¢alismalar.
12 |Kisisel spekiilatif tasarimi proje konusu lzerine ¢alismalar.
13 |Uygulamali proje galismalari ve prototip olusturma.
14 |Uygulamali proje calismalari ve prototip olusturma.
COURSE PLAN
Week Topic
1 |Fundamental concepts of speculative design.
2 |Critical Design, Design Fiction, Value Fiction.
3 |Future Design, Discursive Design.
4 |“What if?” questions and thinking techniques. 6-3-5 brainwriting.
5 |"What if?” questions and thinking techniques. 6-3-5 brainwriting.
6 |World-building techniques.
7 |World-building techniques. Possible future scenarios and alternative presents.
8 |Possible future scenarios and alternative presents.
9 |Possible future scenarios and alternative presents.
10 |Research on individual speculative design project topics.




11 |Studies on individual speculative design project topics.
12 |Studies on individual speculative design project topics.
13 |Practice-based project studies and prototype development.
14 |Practice-based project studies and prototype development.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 20
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diigiuk

1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )

2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °

4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °

6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.

7 Etik deggrl__eri ngeten, sosyal ve kdlttirel degerlere duyarli, hedef kitleye uygun, siirdurilebilir gérsel iletisim °
tasarim Urunleri ortaya koyar

8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )

9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.

10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °

11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °

12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low

1 Demonst.rate.s techni'cal and theoretical knowledge of the historical development of the field of Visual o
Communication Design.

2 DeS(':ri.bes cgncepts, ideag, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.

3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °




4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the
industry. ¢
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - iS YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 38 1 38
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 4 S 20
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) o5 1 o5
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii
(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))
Revizyon Tarih Koordinator / Hazirlayan Onaylayan

(Revision / Date)
07/08/2026

(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4208
(Course Code): GITA 4208

Dersin Adi: Oyun Tasarimi
(Course Title): Game Design

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
(gart;r?r) 3+0+0 3 5 Turkce Alan Se¢meli Teorik + Uygulama Yok
F()8) 9 (Turkish) (Area Elective) (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, égrencilere oyun tasariminin temel kavram, ilke ve yontemlerini kazandirmak ve
oyuncu deneyimini oyun mekanikleri, kurallar, hedefler, etkilesimler ve geri bildirim sistemleri
araciliiyla tasarlamalarini saglamaktir. Ders kapsaminda 6drencilerin oyun fikirleri gelistirmeleri,
hedef oyuncuyu ve oyun deneyimini tanimlamalari, temel oyun déngulsiini (core gameplay loop),
oyun mekaniklerini, ilerleme ve &diil sistemlerini kurgulamalar hedeflenmektedir. Ogrencilerin
anlati, karakter, oyun dunyasi, seviye tasarimi, kullanici araytzi ve etkilesim bilesenlerini oyun
sistemiyle butinlestirmeleri; oyun fikirlerini dokiimante etmeleri ve segilen bir oyun motorunda
prototipe ddénustirmeleri amaclanmaktadir. Ayrica, gelistirilen oyun prototiplerinin playtesting
yoluyla de@erlendiriimesi ve elde edilen geri bildirimler dogrultusunda yinelemeli olarak gelistiriimesi
hedeflenmektedir.

The aim of this course is to provide students with the fundamental concepts, principles, and methods
of game design and to enable them to design player experience through game mechanics, rules,
goals, interactions, and feedback systems. Within the scope of the course, students are expected to
develop game ideas, define the target player and player experience, and structure the core
gameplay loop, game mechanics, progression, and reward systems. Students are expected to
integrate narrative, character, game world, level design, user interface, and interaction components
into the game system; document their game ideas; and transform them into prototypes using a
selected game engine. In addition, the course aims to enable students to evaluate the developed
game prototypes through playtesting and iteratively improve them based on the feedback obtained.

Dersin igerigi

(Course Content)

Oyun tasariminin temel kavramlari, ilkeleri ve oyun gelistirme sirecleri. Oyun tlrleri, oyuncu
deneyimi ve hedef oyuncu. Oyun sistemleri; hedefler, kurallar, oyun mekanikleri, dinamikler ve geri
bildirim. Temel oyun déngusu (core gameplay loop), challenge, 6ddl, ilerleme ve oyun dengesi. Oyun
fikri ve konsept gelistirme. Narrative design ve etkilesimli hikdye anlatimi. Karakterlerin ve oyun
diinyasinin gameplay igerisindeki islevleri. Level design; oyuncu hareketi, hedefler, yonlendirme,
challenge, pacing ve progression. Oyun kullanici arayiizii (game Ul), bilgi sunumu ve oyuncu—oyun
etkilesimi. Game Design Document (GDD) ve oyun tasarim kararlarinin dokimantasyonu. Oyun
motorlarinin temel 6zellikleri ve oyun motoruyla prototipleme. Gorsel scripting ve temel etkilesimlerin
olusturulmasi. Rapid prototyping. Playtesting, oyuncu geri bildirimi, oyun deneyiminin
degerlendiriimesi ve iterasyon. Ozgiin bir oyun fikrinin caligan prototipe dénustiriilmesi ve
sunulmasi.

Fundamental concepts and principles of game design and game development processes. Game
genres, player experience, and target player. Game systems; goals, rules, game mechanics,
dynamics, and feedback. Core gameplay loop, challenge, reward, progression, and game balance.
Game idea and concept development. Narrative design and interactive storytelling. Functions of
characters and the game world within gameplay. Level design; player movement, goals, guidance,
challenge, pacing, and progression. Game user interface (game Ul), information presentation, and
player—-game interaction. Game Design Document (GDD) and documentation of game design
decisions. Fundamental features of game engines and prototyping with a game engine. Visual
scripting and creation of basic interactions. Rapid prototyping. Playtesting, player feedback,
evaluation of player experience, and iteration. Transforming an original game idea into a functional
prototype and presenting it.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:
1)  Oyun tasariminin temel kavramlarini, ilkelerini ve streglerini agiklar. [2, 4, 8, 9]

2) Hedef oyuncu ve oyuncu deneyimi dogrultusunda 6zglin oyun fikirleri ve oyun konseptleri
gelistirir. [2, 3, 6, 7, 9]
3) Oyun hedefleri, kurallari, mekanikleri, temel oyun déngus, geri bildirim, 6dil ve ilerleme

sistemlerini yapilandirir. [2, 3, 4, 9]




(Course Learning Outcomes)

4)
5)
6)
7)

8)

Narrative design, karakter, oyun dinyasi, level design ve kullanici arayizi bilesenlerini
oyun sistemiyle butlnlestirir. [3, 4, 6, 9]

Oyun tasarim kararlarini Game Design Document (GDD) araciligiyla sistematik olarak
dokimante eder. [2, 5, 9]

Segilen oyun motoru ve prototipleme yontemlerini kullanarak temel oyun mekaniklerini ve
etkilesimlerini ¢alisan bir prototipe dénusturar. [3, 4, 6, 9, 11]

Oyun prototipini playtesting yoluyla degerlendirir, oyuncu geri bildirimlerini analiz eder ve
oyun deneyimini yinelemeli olarak gelistirir. [2, 5, 7, 8, 9]

Ozgiin bir oyun tasarimi projesini biitinciil olarak geligtirir ve sunar. [3, 4, 5, 6, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1)
2)

3)
4)
5)
6)
7)

8)

Explains the fundamental concepts, principles, and processes of game design. [2, 4, 8, 9]
Develops original game ideas and game concepts in accordance with the target player and
player experience. [2, 3, 6, 7, 9]

Structures game goals, rules, mechanics, the core gameplay loop, feedback, reward, and
progression systems. [2, 3, 4, 9]

Integrates narrative design, character, game world, level design, and user interface
components into the game system. [3, 4, 6, 9]

Systematically documents game design decisions through a Game Design Document
(GDD). [2, 5, 9]

Transforms fundamental game mechanics and interactions into a functional prototype
using the selected game engine and prototyping methods. [3, 4, 6, 9, 11]

Evaluates the game prototype through playtesting, analyzes player feedback, and
iteratively improves the player experience. [2, 5, 7, 8, 9]

Develops and presents an original game design project as a coherent whole. [3, 4, 5, 6, 9,
11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 — 29 Sanat ve insani Bilimler (Bagka Yerde Siniflanmamis Sanat ve insani Bilimler Alani)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)
6 — 68 Bilisim Teknolojileri (Bilisim Teknolajileri ile ligili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi
(Textbook)

Game Design Workshop: A Playcentric Approach to Creating Innovative Games, Fifth
Edition. Tracy Fullerton. A K Peters/CRC Press, 2024.
The Art of Game Design: A Book of Lenses, Third Edition. Jesse Schell. A K Peters/CRC
Press, 2019.
Elements of Game Design. Robert Zubek. The MIT Press, 2020.
Rules of Play: Game Design Fundamentals. Katie Salen Tekinbas & Eric Zimmerman. The
MIT Press, 2003.
An Architectural Approach to Level Design, Second Edition. Christopher W. Totten. AK
Peters/CRC Press, 2019.
Characteristics of Games. George Skaff Elias, Richard Garfield & K. Robert Gutschera.
The MIT Press, 2020.

Unity Documentation. Unity Technologies. Cevrimici dokiimantasyon.

Unreal Engine Documentation. Epic Games. Cevrimici dokiimantasyon.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta

Konu

1 |Oyun Tasarimina Girig. Oyun tasariminin temel kavramlari, ilkeleri ve siregleri. Oyun turleri ve oyun tasarimcisinin rold.

2 |Oyuncu Deneyimi ve Oyun Konsepti. Hedef oyuncu, oyuncu motivasyonlari, oyun deneyimi hedefleri ve oyun fikri gelistirme.

3 |Oyun Sistemleri. Hedefler, kurallar, oyun mekanikleri ve dinamikler. Oyuncu eylemleri ve oyun sistemleri arasindaki iligkiler.

4 |Temel Oyun Dongusu (Core Gameplay Loop). Challenge, feedback, 6ddl, progression ve oyun dengesi.

arasindaki iligkiler.

Narrative Design ve Etkilesimli Hikaye Anlatimi. Oyun anlatisi, oyuncu eylemleri, secimler, karakterler ve oyun dunyasi

pacing ve progression.

Level Design. Oyun mekaninin gameplay agisindan tasarlanmasi. Oyuncu hareketi, hedefler, yonlendirme, challenge,




7 |Oyun Arayuzi ve Etkilesim Tasarimi. Game Ul, bilgi hiyerarsisi, oyuncuya geri bildirim ve temel oyun etkilesimleri.
8 Oyun Konsepti ve Game Design Document (GDD). Oyun fikri, hedef oyuncu, core gameplay loop, mekanikler, kurallar,
anlati, level yapisi ve arayuz kararlarinin dokimante edilmesi.
9 Oyun Motorlarina ve Prototiplemeye Giris. Segilen oyun motorunun temel yapisi, proje organizasyonu, sahne ve oyun
bilesenleri.
10 [Oyun Motorunda Temel Etkilesimler. Gorsel scripting ve temel oyun mekaniklerinin galigsan prototipe donusturilmesi.
11 |Rapid Prototyping. Ozgiin oyun projesinin temel oyun déngiisiiniin, mekaniklerinin ve etkilesimlerinin prototiplenmesi.
12 Oyun Prototipinin Gelistirilmesi. Level yapisi, oyun akisi, kullanici araylzi, geri bildirim ve diger oyun bilesenlerinin prototipe
entegrasyonu.
13 Playtesting ve Degerlendirme. Oyunun oyuncularla test edilmesi, oyuncu davraniglarinin gézlemlenmesi, geri bildirimlerin
toplanmasi ve oyun deneyiminin degerlendirilmesi.
14 iterasyon ve Oyun Projesinin Sonlandiriimasi. Playtesting sonuglarina gére oyun mekaniklerinin, dengenin, akisin ve
etkilesimlerin gelistiriimesi. Calisan oyun prototipinin sonlandiriimasi ve proje sunumu.
COURSE PLAN
Week Topic
1 Introduction to Game Design. Fundamental concepts, principles, and processes of game design. Game genres and the role|
of the game designer.
2 Player Experience and Game Concept. Target player, player motivations, player experience goals, and game idea
development.
3 |Game Systems. Goals, rules, game mechanics, and dynamics. Relationships between player actions and game systems.
Core Gameplay Loop. Challenge, feedback, reward, progression, and game balance.
5 Narrative Design and Interactive Storytelling. Relationships among game narrative, player actions, choices, characters, and
the game world.
6 Level Design. Designing game spaces in terms of gameplay. Player movement, goals, guidance, challenge, pacing, and
progression.
7 |Game Interface and Interaction Design. Game Ul, information hierarchy, player feedback, and fundamental game interactions.
8 Game Concept and Game Design Document (GDD). Documenting the game idea, target player, core gameplay loop,
mechanics, rules, narrative, level structure, and interface decisions.
9 Introduction to Game Engines and Prototyping. Fundamental structure of the selected game engine, project organization,
scenes, and game components.
10 Fundamental Interactions in a Game Engine. Visual scripting and transforming fundamental game mechanics into a functional
prototype.
11 |Rapid Prototyping. Prototyping the core gameplay loop, mechanics, and interactions of the original game project.
12 Game Prototype Development. Integrating the level structure, game flow, user interface, feedback, and other game
components into the prototype.
13 Playtesting and Evaluation. Testing the game with players, observing player behavior, collecting feedback, and evaluating
the player experience.
14 Iteration and Finalization of the Game Project. Improving game mechanics, balance, flow, and interactions based on
playtesting results. Finalizing the functional game prototype and project presentation.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
Raporlar (Reports)
Yanyil I¢i Galigmalari || aporatuar (Laboratory Activities)
(Semester Seminer (Seminar)
Activities) Sunumlar (Presentations)

Donem Projesi (Term Project)

Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)




YARIYIL SONU SINAVI (Final Exam) 60

Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gorsel iletisim
tasarim Urunleri ortaya koyar ¢
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki goérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual
Communication Design. ¢
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are
sensitive to social and cultural values, and are appropriate for the target audience. ¢
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GIiTA 4211
(Course Code): GITA 4211

Dersin Adi: Yapay Zeka Arag Gelistirme
(Course Title): Al Tool Development

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Alan Se¢meli Teorik + Uygulama Yok

7) (Turkish) (Area Elective) (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, égrencilerin yapay zeka modellerini, veri kaynaklarini, harici araglari ve kullanici
arayUzlerini butUnlestirerek farkh problem alanlarina yonelik c¢alisan yapay zeka araglari
gelistirmelerini saglamaktir. Ders kapsaminda o&grencilerin Uretken yapay zeka modellerini
programatik olarak kullanmalari, yapilandiriimis giktilar ve function calling yontemleriyle modelleri
harici igslev ve veri kaynaklarina baglamalari, retrieval-augmented generation (RAG) ve agentic
yapilar kullanarak ¢ok asamali yapay zeka uygulamalari gelistirmeleri hedeflenmektedir.
Ogrencilerin metin, goriintl, ses ve farkli veri tiirleriyle calisan yapay zeka araclari tasarlamalari; bu
araclar icin kullanici arayUzleri gelistirmeleri, uygulamalari test etmeleri, model ¢iktilarini ve kullanici
deneyimini dederlendirmeleri ve temel diizeyde kullanima sunmalari amacglanmaktadir. Ders ayrica
ogrencilerin guvenlik, gizlilik, etik, maliyet ve glvenilirlik gibi yapay zeka araci gelistirme sirecinin
temel gerekliliklerini dikkate almalarini hedeflemektedir.

The aim of this course is to enable students to develop functional Al tools for different problem
domains by integrating Al models, data sources, external tools, and user interfaces. Within the scope
of the course, students are expected to use generative Al models programmatically, connect models
to external functions and data sources through structured outputs and function calling methods, and
develop multi-step Al applications using retrieval-augmented generation (RAG) and agentic
structures. Students are expected to design Al tools that work with text, images, audio, and different
data types; develop user interfaces for these tools; test the applications; evaluate model outputs and
user experience; and deploy them at a basic level. The course also aims to ensure that students
consider fundamental requirements of Al tool development such as security, privacy, ethics, cost,
and reliability.

Dersin igerigi

(Course Content)

Yapay zeka tabanli ara¢ ve uygulamalarin temel yapisi. Yapay zeka modellerinin segimi ve
uygulamalara entegrasyonu. Model APlleri, SDK'ar ve agik kaynak modellerle calisma.
Yapilandinimig ¢iktilar ve veri semalari. Function calling ve yapay zeka modellerinin harici iglevlere,
APl'lere ve veri kaynaklarina baglanmasi. Retrieval-Augmented Generation (RAG) uygulamalarinda
veri hazirlama, dokiman isleme, embedding, retrieval ve kaynak kullanimi. Agent kavrami, ara¢
kullanimi, tek agent yapilari ve gok asamali agentic workflows. Durum, baglam ve temel hafiza
yonetimi. Multimodal yapay zeka araglari ve metin, géruntu, ses, belge ve diger veri tirlerinin birlikte
kullanimi. Yapay zeka araglarinda kullanici araytzu ve kullanici etkilesimi. Al tabanli uygulamalarda
hata ydénetimi, guvenilirlik, guvenlik, gizlilik, etik ve maliyet. Model ve sistem c¢iktilarinin
degerlendiriimesi ve test edilmesi. Yapay zeka uygulamalarinin prototiplenmesi, temel dizeyde
deployment ve kullanima sunulmasi. Farkli problem alanlarina yonelik yapay zeka araci gelistirme
projesi.

The fundamental structure of Al-based tools and applications. Selection of Al models and their
integration into applications. Working with model APIs, SDKs, and open-source models. Structured
outputs and data schemas. Function calling and connecting Al models to external functions, APIs,
and data sources. Data preparation, document processing, embedding, retrieval, and source
utilization in Retrieval-Augmented Generation (RAG) applications. The concept of agents, tool use,
single-agent structures, and multi-step agentic workflows. State, context, and basic memory
management. Multimodal Al tools and the combined use of text, images, audio, documents, and
other data types. User interfaces and user interaction in Al tools. Error management, reliability,
security, privacy, ethics, and cost in Al-based applications. Evaluation and testing of model and
system outputs. Prototyping Al applications, basic-level deployment, and making them available for
use. Al tool development projects for different problem domains.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Yapay zeka tabanl araglarin temel bilesenlerini agiklar ve uygun model, veri kaynagi ve
entegrasyon yontemlerini seger. [2, 4, 8, 9, 11]




(Course Learning Outcomes)

2) Yapilandiriimig giktilar ve function calling yontemlerini kullanarak yapay zeka modellerini
harici araglar, API'ler ve veri kaynaklariyla buttnlestirir. [2, 4, 9, 11]

3) Veri ve dokiiman kaynaklarini kullanarak temel Retrieval-Augmented Generation (RAG)
uygulamalari geligtirir. [2, 4, 9, 11]

4) Arag kullanimi, baglam ve is akislarini igeren temel agent ve agentic workflow yapilari
gelistirir. [2, 4, 8, 9, 11]

5) Metin, gorint(, ses, belge ve farkh veri tlrlerini kullanarak multimodal yapay zeka araglari
gelistirir. [3, 4, 6, 9, 11]

6) Belirli bir problem veya kullanici ihtiyacina yonelik, kullanici araytzi iceren galisan bir yapay
zeka araci prototipi geligtirir ve temel dizeyde kullanima sunar. [2, 3, 4, 5, 6, 7, 9, 10, 11]

7) Yapay zeka araclarini islevsellik, model giktilarinin gtivenilirligi, kullanici deneyimi, gtivenlik,
gizlilik, etik ve maliyet acisindan degerlendirir ve iyilestirir. [2, 4, 7, 8, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Explains the fundamental components of Al-based tools and selects appropriate models,
data sources, and integration methods. [2, 4, 8, 9, 11]

2) Integrates Al models with external tools, APIs, and data sources using structured outputs
and function calling methods. [2, 4, 9, 11]

3) Develops basic Retrieval-Augmented Generation (RAG) applications using data and
document sources. [2, 4, 9, 11]

4) Develops basic agent and agentic workflow structures involving tool use, context, and
workflows. [2, 4, 8, 9, 11]

5) Develops multimodal Al tools using text, images, audio, documents, and different data types.
[3,4,6,9, 11]

6) Develops a functional Al tool prototype with a user interface for a specific problem or user
need and deploys it at a basic level. [2, 3, 4, 5,6, 7, 9, 10, 11]

7) Evaluates and improves Al tools in terms of functionality, reliability of model outputs, user
experience, security, privacy, ethics, and cost. [2, 4,7, 8, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]
(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)

6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi e Al Engineering: Building Applications with Foundation Models. Chip Huyen, 2025.
(Textbook) e Hands-On Large Language Models. Jay Alammar & Maarten Grootendorst, 2024.

e Generative Deep Learning. David Foster, 2023.

e Deep Learning: A Visual Approach. Andrew Glassner, 2021.
e OpenAl APl Documentation. OpenAl

e Gemini APl Documentation. Google

e Hugging Face Documentation. Hugging Face

e Cevrimici kaynaklar.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 Yapay Zeka Arag Gelistirmeye Giris. Yapay zeka tabanli arag¢ ve uygulamalarin yapisi. Problem tanimlama, kullanim

senaryosu ve yapay zeka aracinin temel bilesenleri.

Model Segimi ve Entegrasyon. Bulut tabanli ve acik kaynak yapay zeka modelleri. Model API'leri ve SDK'lar. Farkli

2 modellerin yetenek, kullanim alani, performans ve maliyet agisindan degerlendirilmesi.

3 Yapilandinimis Ciktilar ve Function Calling. Yapilandiriimis veri Uretimi, veri semalari ve model giktilarinin programatik|
kullanimi. Yapay zeka modellerinin fonksiyon ve araglarla iliskilendirilmesi.

4 Harici Araclar, APl'ler ve Veri Kaynaklari ile Entegrasyon. Yapay zeka aracinin harici servislerden veri almasi, iglem
gerceklestirmesi ve sonugclari uygulama iginde kullanmasi.

5 Retrieval-Augmented Generation (RAG). Veri ve dokiiman hazirlama, chunking, embedding, retrieval ve model baglamina

veri aktarimi. Kaynaklara dayal yapay zeka araglari gelistirme.




RAG Uygulamalarinin Gelistiriimesi ve Degerlendiriimesi. Retrieval sonuclarinin degerlendirilmesi, kaynak kullanimi, hata ve

6 haliisinasyonlarin azaltiimasi. Uygulamali RAG gelistirme.

7 Al Agents ve Arag Kullanimi. Agent kavrami, model, arag ve talimat iligkisi. Tek agent yapilari. Bir agent'in farkli araglari
kullanarak gorev gerceklestirmesi.

8 Agentic Workflows. Cok asamali gérevlerin planlanmasi ve yiiriitilmesi. Is akiglari, durum ve baglam yénetimi, temel hafiza
yapllari ve insan mudahalesi igeren surecler.

9 Multimodal Yapay Zeka Araglari. Metin, goriintli, ses, belge ve farkli veri tirlerini birlikte kullanan uygulamalarin gelistiriimesi.
Multimodal kullanici girdileri ve giktilari.

10 Yapay Zeka Araglarinda Kullanici Araylziu ve Etkilesim. Yapay zeka tabanli araclar igin temel kullanici arayuzlerinin
gelistiriimesi. Kullanici girdileri, model ¢iktilari, geri bildirim ve etkilesim akislarinin tasarlanmasi.
Glvenilir ve Sorumlu Yapay Zeka Araglari. Hata yonetimi, hallisinasyonlar, glvenlik, gizlilik, veri kullanimi, etik, erisim

11 |kontroli ve maliyet yonetimi. Yapay zeka uygulamalarinda temel giivenlik nlemleri. Glincel model API'lerinde glivenlik
ayarlari gelistiricinin uygulama tasariminin bir pargasidir.
Test, Degderlendirme ve Deployment. Yapay zeka aracinin iglevsel testleri, model ¢iktilarinin ve kullanici deneyiminin

12 degerlendirilmesi. Temel logging ve kullanim takibi. Prototipin gevrimici ortamda kullanima sunulmasi. Guncel platformlar
hem model inference'inin servis olarak sunulmasini hem de hafif Al uygulamalarinin dogrudan yayimlanmasini
desteklemektedir.

13 Yapay Zeka Araci Gelistirme Projesi. Problem ve kullanici ihtiyacinin belirlenmesi. Sistem yapisi, model ve arag segimi. Veri
kaynaklari, entegrasyonlar, kullanici araytzu ve calisan prototipin geligtiriimesi.

14 Yapay Zeka Araci Gelistirme Projesi. Prototipin test edilmesi ve iyilestiriimesi. Model ve sistem c¢iktilarinin degerlendiriimesi.
Projenin sonlandiriimasi ve sunulmasi.

COURSE PLAN
Week Topic

1 Introduction to Al Tool Development. Structure of Al-based tools and applications. Problem definition, use case, and
fundamental components of an Al tool.

2 Model Selection and Integration. Cloud-based and open-source Al models. Model APIs and SDKs. Evaluation of different
models in terms of capabilities, use cases, performance, and cost.

3 Structured Outputs and Function Calling. Structured data generation, data schemas, and programmatic use of model outputs.
Connecting Al models with functions and tools.

4 Integration with External Tools, APIs, and Data Sources. Retrieving data from external services, performing operations, and
using the results within the application.

5 Retrieval-Augmented Generation (RAG). Data and document preparation, chunking, embedding, retrieval, and transferring
data into model context. Developing Al tools based on external sources.
Development and Evaluation of RAG Applications. Evaluation of retrieval results, source utilization, and reduction of errors|

6 oo -
and hallucinations. Practice-based RAG development.
Al Agents and Tool Use. The concept of an agent and the relationship between models, tools, and instructions. Single-agent

7 . .
structures. Performing tasks through the use of different tools by an agent.

8 Agentic Workflows. Planning and execution of multi-step tasks. Workflows, state and context management, basic memory|
structures, and processes involving human intervention.

9 Multimodal Al Tools. Development of applications that use text, images, audio, documents, and different data types together.
Multimodal user inputs and outputs.

10 User Interface and Interaction in Al Tools. Development of basic user interfaces for Al-based tools. Design of user inputs,
model outputs, feedback, and interaction flows.
Reliable and Responsible Al Tools. Error management, hallucinations, security, privacy, data use, ethics, access control,

11 |and cost management. Basic security measures in Al applications. In current model APIs, security settings are part of the
developer’s application design.
Testing, Evaluation, and Deployment. Functional testing of the Al tool and evaluation of model outputs and user experience.

12 |Basic logging and usage tracking. Making the prototype available online. Current platforms support both serving model
inference as a service and directly publishing lightweight Al applications.

13 Al Tool Development Project. Identification of the problem and user need. System structure, model and tool selection.
Development of data sources, integrations, user interface, and a functional prototype.

14 /Al Tool Development Project. Testing and improvement of the prototype. Evaluation of model and system outputs.

Finalization and presentation of the project.




DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, diglnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zglin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective. ¢
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.




6 Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach.

7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are
sensitive to social and cultural values, and are appropriate for the target audience.

Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field.

Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards.

Gains the ability to identify the needs of the field and present individually produced designs to the

10 industry.

11 [Has the ability to adapt to new technologies.

12 |Has knowledge of laws, regulations, and legislation related to the field.
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4212
(Course Code): GITA 4212

Dersin Adi: Gorsel Efekt Tasarimi
(Course Title): Visual Effect Design

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar . .
. Turkce Alan Segmeli Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Sinema, TV ve dijital medya igin gorsel efekt lretimi odakli bu ders, dgrencilere gorsel efektlerin
temel prensipleri ve is akislariyla birlikte pratik uygulamalarini 6gretir. Ders kapsaminda canli
cekimlerle bilgisayar Uretimi (CGl) elementlerin inandirici bigimde birlestiriimesi konulari ele alinir.
Ogrenciler, aksiyon sahneleri, fantastik diinyalar, tarihsel canlandirmalar ve bilim kurgu evrenleri gibi
gesitli konular nasil planlayip gorsel efekt metotlariyla gergeklestirebileceklerini 0grenirler.
Uygulamalar endistri standardi yazilimlar Uzerinde 6gretilir..

This course focuses on visual effects production for cinema, television, and digital media and
teaches students the fundamental principles and workflows of visual effects together with their
practical applications. The course covers the convincing integration of live-action footage with
computer-generated imagery (CGl) elements. Students learn how to plan and realize various
subjects such as action scenes, fantasy worlds, historical recreations, and science-fiction
environments using visual effects methods. Applications are taught using industry-standard
software.

Dersin igerigi

(Course Content)

Sinema, TV ve dijital medya igin gorsel efekt Uretimi. Gorsel efektlerin (VFX) temel prensipleri ve is
akislariyla birlikte pratik uygulamalar. Canli gekimlerle bilgisayar tretimi (CGI) elementlerin inandirici
bigimde birlestirilmesi. Aksiyon sahneleri, fantastik dlinyalar, tarihsel canlandirmalar ve bilim kurgu
evrenleri gibi gesitli konularin planlanip gorsel efekt metotlariyla gergeklestirimesi. Adobe After
Effects, Embergen, MochaPro (Plugin) ve RealFlow (Plugin) gorsel efekt yazilimlariyla sinav ve ders
ici uygulamalari.

Visual effects production for cinema, television, and digital media. Fundamental principles and
workflows of visual effects (VFX) together with practical applications. Convincing integration of live-
action footage with computer-generated imagery (CGI) elements. Planning and realizing various
subjects such as action scenes, fantasy worlds, historical recreations, and science-fiction
environments using visual effects methods. Exams and in-class applications using Adobe After
Effects, Embergen, MochaPro (Plugin), and RealFlow (Plugin) visual effects software.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Sinema, TV ve dijital medya igin temel gorsel efekt uygulamalari gergeklestirir. [3, 4, 6, 9, 11]

2) Gorsel efekt tretiminde kullanilan temel gekim tekniklerini ve is akislarini agiklar ve uygular.
[2, 4,8,9, 11]

3) Canli gekimlerle bilgisayar tretimi (CGI) elementleri compositing yontemleriyle inandirici
bicimde birlestirir. [3, 4, 6, 9, 11]

4) Farklh gorsel efekt gereksinimlerine uygun tracking, keying, rotoscoping, masking, matte ve
compositing tekniklerini uygular. [4, 9, 11]

5) Aksiyon sahneleri, fantastik dunyalar, tarihsel canlandirmalar ve bilim kurgu ortamlari gibi
farkli projeler igin uygun gorsel efekt yontemlerini secer ve uygular. [2, 3, 4, 6, 9, 11]

6) Adobe After Effects, Embergen, Mocha Pro, RealFlow ve Fusion gibi endUstri standardi
gorsel efekt yazilimlarini kullanarak yaratici gorsel igerikler uretir. [3, 4, 6, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:
1) Performs basic visual effects applications for cinema, television, and digital media. [3, 4, 6,
9, 11]
2) Explains and applies the fundamental shooting techniques and workflows used in visual
effects production. [2, 4, 8, 9, 11]
3) Convincingly integrates live-action footage with computer-generated imagery (CGl) elements
using compositing methods. [3, 4, 6, 9, 11]




4) Applies tracking, keying, rotoscoping, masking, matte, and compositing techniques
appropriate to different visual effects requirements. [4, 9, 11]

5) Selects and applies appropriate visual effects methods for different projects such as action
scenes, fantasy worlds, historical recreations, and science-fiction environments. [2, 3, 4, 6,
9, 11]

6) Produces creative visual content using industry-standard visual effects software such as
Adobe After Effects, Embergen, Mocha Pro, RealFlow, and Fusion. [3, 4, 6, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)
2 — 29 Sanat ve Insani Bilimler (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)

Ders Kitabi
(Textbook)

¢ Integration of Virtual Elements in Film: The Art and Science of VFX Compositing. A. J.
White. Journal of Digital Media Studies, 2018.

¢ Lighting and Color Correction Techniques in VFX Compositing: Enhancing Visual Realism.
L. M. Thompson. Visual Effects Quarterly, 2020.

¢ The Role of Compositing in Transforming Visual Narratives: Case Studies in Film and
Television. E. A. Davis. Journal of Media Production, 2017.

¢ Exploring Motion Tracking Techniques in Adobe After Effects for VFX Compositing. S. M.
Adams. Journal of Visual Effects Research, 2019.

¢ The Evolution of Green Screen Keying: Advances and Challenges in Adobe After Effects. J.
R. Thompson. Digital Media Quarterly, 2020.

e Cevrimigi giincel kaynaklar.

Yardimci1 Kaynaklar

(Supplementary Material)

HAFTALIK KONULAR

Hafta Konu

1 |Gorsel efekt kategorileri ve is akiglarini anlama.

2 (Sinema, TV, reklam ve videoklip igin gorsel efektleri 6rnekler lizerinden inceleme.

3 |Adobe After Effects ile temel compositing.

4 |Adobe After Effects ile greenscreen keyleme ve luma matte olusturma.

5 |Adobe After Effects ile 2B ve 3B tracking.

6 |Rotoscoping, mask, matte, alpha-luma matte ve blend kullanimi.

7 |Sabit kamerayla temel gorsel efekt 6rnek uygulamasi.

8 |Hareketli kamerayla temel gorsel efekt 6rnek uygulamasi.

9 |Cok planh temel gorsel efekt 6rnek uygulamasi.

10 (Cok planli temel gorsel efekt 6rnek uygulamasi.

11 |Embergen ve Cinema4D ile ates, duman ve patlama similasyonu.

12 |Mocha Pro ile 3B ylizey tracking ve deformasyon.

13 |RealFlow ile akigkan dinamigi simulasyonu.

14 |Fusion ile 3B camera tracking ve 3B compositing.

COURSE PLAN

Week Topic

1 |Understanding visual effects categories and workflows.

Examining visual effects

for cinema, television, advertising, and music videos through examples.

Basic compositing with Adobe After Effects.

Greenscreen keying and luma matte creation with Adobe After Effects.

Al WODN

2D and 3D tracking with Adobe After Effects.




6 |Use of rotoscoping, masks, mattes, alpha-luma mattes, and blending.
7 |Basic visual effects sample application with a static camera.

8 |Basic visual effects sample application with a moving camera.

9 |Basic multi-shot visual effects sample application.

10 |Basic multi-shot visual effects sample application.

11 |Fire, smoke, and explosion simulation with Embergen and Cinema4D.
12 |3D surface tracking and deformation with Mocha Pro.

13 |Fluid dynamics simulation with RealFlow.

14 3D camera tracking and 3D compositing with Fusion.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlan (Giktilar) Yiiksek| Dusiik
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik deggrl__eri ngeten, sosyal ve kulttirel degerlere duyarli, hedef kitleye uygun, siirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field. ¢
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 [Has the ability to adapt to new technologies. °
12 |Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project) 15 ! 15
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 5 ° 25
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 13 1 13

(Midterm Exams — preparation included)

Proje
(Project)




Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4214
(Course Code): GITA 4214

Dersin Ad: Video Kurgu
(Course Title): Video Editing

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar . .
. Turkce Alan Segmeli Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Bu ders, film ve televizyon prodiksiyonlarinda kullanilan kurgu teknikleri yoluyla sinema dilini bir
hikdye anlatim araci olarak kullanmayi 6gretir. Ders kapsaminda sahne gecigleri, zaman akigi, ritim
ve anlatimin diizenlenmesi gibi temel konular ele alinir. Ogrenciler, kurgu yazilimlari kullanarak kisa
filmler, belgeseller ve miizik videolari gibi projeler lizerinde pratik yaparak bir sahnenin duygusal
etkisini artirmak veya degistirmek icin kurgunun &énemini &grenirler. Teorik bilgi ile pratik
uygulamalarin birlesmesiyle yaratici hikdye anlatma becerileri gelisir. Bu ders, 6grencilere
profesyonel diizeyde projelerde gorev almak igin kapsamli bir kurgu egitimi sunar ve sinema dilinin
dijital kurgu yoluyla etkili kullanimini 6gretmeyi hedefler.

This course teaches students how to use cinematic language as a storytelling tool through editing
techniques used in film and television productions. The course covers fundamental topics such as
scene transitions, the flow of time, rhythm, and the organization of narrative. By practicing on projects
such as short films, documentaries, and music videos using editing software, students learn the
importance of editing in enhancing or altering the emotional impact of a scene. The combination of
theoretical knowledge and practical applications develops creative storytelling skills. The course
provides students with comprehensive editing training for professional-level projects and aims to
teach the effective use of cinematic language through digital editing.

Dersin igerigi

(Course Content)

Film ve TV produksiyonlarinda kullanilan kurgu teknikleriyle sinema dilini bir hikdye anlatim araci
olarak kullanma. Sahne gegisleri, zaman akisi, ritim ve anlatimin diizenlenmesi gibi temel bilgilerle
kisa filmler, belgeseller ve miizik videolari gibi projeler Gretme. Yaratici hikdye anlatma becerileriyle
profesyonel diizeyde projelerde gorev almak igin kapsamli bir kurgu egitimi. Sinema dilinin dijital
kurgu yoluyla reklam kampanyalarinda ve kisa filmlerde etkili bir iletisim araci olarak kullanimi.
Dogrusal olmayan (Non-linear, NLE) ve dikey kurgu (Compositing) teknikleri.

Using cinematic language as a storytelling tool through editing techniques used in film and television
productions. Producing projects such as short films, documentaries, and music videos through
fundamental knowledge of scene transitions, the flow of time, rhythm, and narrative organization.
Comprehensive editing training for professional-level projects through creative storytelling skills. The
use of cinematic language as an effective communication tool in advertising campaigns and short
films through digital editing. Non-linear editing (NLE) and compositing techniques.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Film ve TV igin dogrusal olmayan kurgu (Non-linear Editing, NLE) ve temel compositing
tekniklerini aciklar ve uygular. [2, 4, 8, 9, 11]

2) Sinema dilini kurgu yoluyla bir hikaye anlatim araci olarak kullanir. [2, 3, 4, 6, 9]

3) Kesme, gegis, zaman akigl, ritim ve anlatim diizenleme tekniklerini uygular. [2, 3, 4, 9]

4) Kisa film, belgesel, reklam ve miizik videosu gibi farkli yapimlar icin video kurgu
calismalari gerceklestirir. [3, 4, 6, 9, 11]

5) Ses ve muzigi kurgu slrecinde anlatim ve ritmi destekleyecek bicimde kullanir. [3, 4, 6, 9]

6) Sinema, dizi ve televizyon prodiksiyonlarinin temel kurgu is akislarina uygun video kurgu
projeleri gelistirir. [2, 4, 5, 8, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:
1) Explains and applies non-linear editing (NLE) and basic compositing techniques for film
and television. [2, 4, 8, 9, 11]
2) Uses cinematic language as a storytelling tool through editing. [2, 3, 4, 6, 9]
3) Applies techniques of cutting, transitions, time flow, rhythm, and narrative organization. [2,
3.4, 9]




4)

5)
6)

Performs video editing work for different productions such as short films, documentaries,
commercials, and music videos. [3, 4, 6, 9, 11]

Uses sound and music in the editing process to support narrative and rhythm. [3, 4, 6, 9]
Develops video editing projects in accordance with the fundamental editing workflows of
film, television series, and television productions. [2, 4, 5, 8, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 - 21 Sanat ve !nsani Bilimler (Sanat Alani) ]
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)
2 — 29 Sanat ve Insani Bilimler (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)

Ders Kitabi
(Textbook)

The Art of Continuity Editing: Techniques and Aesthetics. J. D. Smith. Journal of Film
Studies, 2019.

Digital Editing and Audience Perception: Enhancing Emotional Impact in Films. K. M.
Johnson. Visual Arts Review, 2017.

Rhythmic Editing in Music Videos: Enhancing Visual Synchronization with Audio. S. M.
Adams. Journal of Visual Media Studies, 2019.

Creative Editing Approaches in TV Commercials: Impact on Brand Perception. K. D. Miller
& P. H. Wilson. International Journal of Advertising Studies, 2021.

The Role of Editing in Shaping Music Video Aesthetics: Case Studies in Visual Rhythm
and Style. A. B. Garcia. Journal of Media Production, 2017.

Cevrimigi giincel kaynaklar.

Yardimci1 Kaynaklar

(Supplementary Material)

HAFTALIK KONULAR

Hafta Konu

1 |Sinema ve TV igin video kurgu tirleri ve is akislari.

2 |Sinema diline uygun kesme ve gegis turleri.

3 [Kurgu ile hikaye anlatimi, plan, sekans ve sahne bilegenleri.

4 |Adobe Premiere Pro ile video kurguya giris.

5 |Adobe Premiere Pro ile reklam kurgusu. Ornek uygulama.

6 |Adobe Premiere Pro ile video klip kurgusu. Ornek uygulama.

7 |Adobe Premiere Pro ile sinema ve dizi sahne kurgusu. Ornek uygulama.

8 |Coklu kamera kurgusu ve real-time kurgu.

9 |Video kurgu yoluyla hikaye anlatimi.

10 |(Ses ve muzikle video kurgusu.

11 |Ses ve muzikle video kurgusu.

12 |Dikey kurgu, temel compositing.

13 |Green screen keyleme ve maskeleme teknikleri.

14 |Gegis efektleri ve dinamik filtreler.

COURSE PLAN

Week Topic

1 |Types of video editing and workflows for cinema and television.

Types of cuts and transitions appropriate to cinematic language.

Storytelling through editing, and the components of shots, sequences, and scenes.

Introduction to video editing with Adobe Premiere Pro.

Commercial editing with Adobe Premiere Pro. Sample application.

oOanlh W|N

Music video editing with Adobe Premiere Pro. Sample application.




Film and television series scene editing with Adobe Premiere Pro. Sample application.

Multi-camera editing and real-time editing.

Storytelling through video editing.

10 |Video editing with sound and music.

11 |Video editing with sound and music.

12 |Vertical editing, basic compositing.

13 |Green screen keying and masking techniques.
14 (Transition effects and dynamic filters.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlan (Giktilar) Yiiksek| Dustik
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, diglnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zglin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve killtlirel degerlere duyarl, hedef kitleye uygun, strdUrulebilir gérsel iletigim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field. ¢
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 [Has the ability to adapt to new technologies. °
12 |Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project) 15 ! 15
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 5 ° 25
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 13 1 13

(Midterm Exams — preparation included)

Proje
(Project)




Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 4301
(Course Code): GITA 4301

Dersin Adi: Tasarim Odakli Disiinme
(Course Title): Design Thinking

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Genel Segcmeli Teorik + Uygulama Yok

7) (Turkish) (General Elective) | (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere tasarim odakl dusinmenin temel kavram, ilke ve yontemlerini
kazandirmak ve insan odakl, yaratici ve yinelemeli bir problem ¢ézme yaklasimi gelistirmelerini
saglamaktir. Ders kapsaminda 6grencilerin kullanicilari ve problem baglamini arastirmalari, elde
ettikleri verileri analiz ederek ihtiyaglari ve iggorileri belirlemeleri, problemleri farkli agilardan
tanimlamalari ve alternatif ¢oziim fikirleri gelistirmeleri hedeflenmektedir. Ogdrencilerin fikirlerini
prototipler aracihdiyla somutlastirmalari, kullanici geri bildirimleriyle test etmeleri ve elde edilen
bulgular dogrultusunda ¢oézimlerini yinelemeli olarak gelistirmeleri amaclanmaktadir. Ayrica,
tasarim odaklh disinme yaklasimini farkli problem alanlarinda ve disiplinlerarasi cgalisma
sureclerinde kullanabilme becerisi kazanmalari hedeflenmektedir.

The aim of this course is to provide students with the fundamental concepts, principles, and methods
of design thinking and to enable them to develop a human-centered, creative, and iterative problem-
solving approach. Within the scope of the course, students are expected to research users and the
problem context, analyze the data they obtain to identify needs and insights, define problems from
different perspectives, and develop alternative solution ideas. Students are expected to concretize
their ideas through prototypes, test them with user feedback, and iteratively improve their solutions
based on the findings obtained. In addition, the course aims to enable students to apply the design
thinking approach to different problem areas and interdisciplinary work processes.

Dersin igerigi

(Course Content)

Tasarim odakli diisiinmenin temel kavramlari, ilkeleri ve uygulama alanlari. insan odakl tasarim
yaklagimi. Tasarim odakli digiinme suregleri, yinelemeli tasarim, iraksak ve yakinsak diusinme.
Problem alaninin ve baglamin arastirilmasi. Kullanici arastirmasi, gézlem ve gérisme yontemleri.
Arastirma verilerinin analizi ve sentezi. Oriintiilerin, kullanici ihtiyaglarinin ve iggériilerin
belirlenmesi. Empati haritasi ve benzeri sentezleme araglari. Problem tanimlama, problem
cerceveleme ve yeniden gergeveleme. Bakis agisi (Point of View — POV) ve “How Might We?”
(HMW) sorulari. Yaratici fikir gelistirme ve alternatif ¢6zim Gretme teknikleri. Fikirlerin
degerlendiriimesi ve segilmesi. Prototipleme yontemleri ve farkli prototip seviyeleri. Kullanici testi,
geri bildiim ve degerlendirme. Test sonuclarina gére tasarim ¢dzimlerinin yinelemeli olarak
gelistiriimesi. Tasarim odakli disiinme yaklagiminin farkli problem alanlarina ve disiplinlerarasi
projelere uygulanmasi.

Fundamental concepts, principles, and application areas of design thinking. Human-centered design
approach. Design thinking processes, iterative design, divergent and convergent thinking.
Researching the problem space and context. User research, observation, and interview methods.
Analysis and synthesis of research data. Identification of patterns, user needs, and insights.
Empathy maps and similar synthesis tools. Problem definition, problem framing, and reframing. Point
of View (POV) and “How Might We?” (HMW) questions. Creative idea development and alternative
solution generation techniques. Evaluation and selection of ideas. Prototyping methods and different
levels of prototypes. User testing, feedback, and evaluation. Iterative development of design
solutions based on test results. Application of the design thinking approach to different problem
areas and interdisciplinary projects.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Tasarim odakli disiinmenin temel kavramlarini, ilkelerini ve siireglerini agiklar. [2, 4, 6, 8]

2) Problem alanini ve kullanici baglamini arastirmak igin uygun kullanici arastirma yéntemlerini

uygular. [2, 6, 7, 8, 9, 10]

3) Kullanici arastirmalarindan elde edilen verileri analiz eder ve sentezleyerek kullanici
ihtiyaclarini ve iggéruleri belirler. [2, 6, 7, 8, 10]
Arastirma bulgulari dogrultusunda problemi tanimlar, yeniden gergeveler ve tasarim
firsatlarini belirler. [2, 6, 8, 10]
5) Yaratici distnme tekniklerini kullanarak alternatif ¢cozim fikirleri gelistirir, degerlendirir ve

uygun ¢dzimu seger. [2, 3, 6, 8, 10]

4)




(Course Learning Outcomes) 8)

6) Tasarim fikirlerini dusik ve orta sadakatli prototipler araciligiyla somutlastirir. [3, 4, 5, 6, 9]
7) Kullanicl testleri gergeklestirir, elde edilen geri bildirimleri degerlendirir ve tasarim
¢ozumlerini yinelemeli olarak gelistirir. [2, 5, 7, 8, 9, 10]

Tasarim odakl diisginme yaklasimini farkli problem alanlarinda ve disiplinlerarasi proje
sureclerinde uygular. [2, 3, 5, 6, 8, 9, 10]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Explains the fundamental concepts, principles, and processes of design thinking. [2, 4, 6, 8]

2) Applies appropriate user research methods to investigate the problem space and user
context. [2, 6, 7, 8, 9, 10]

3) Analyzes and synthesizes data obtained from user research to identify user needs and
insights. [2, 6, 7, 8, 10]

4) Defines and reframes the problem based on research findings and identifies design
opportunities. [2, 6, 8, 10]

5) Develops and evaluates alternative solution ideas using creative thinking techniques and
selects the appropriate solution. [2, 3, 6, 8, 10]

6) Concretizes design ideas through low- and medium-fidelity prototypes. [3, 4, 5, 6, 9]

7) Conducts user testing, evaluates the feedback obtained, and iteratively improves design
solutions. [2, 5, 7, 8, 9, 10]

8) Applies the design thinking approach to different problem areas and interdisciplinary project
processes. [2, 3, 5, 6, 8, 9, 10]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 — 28 Sanat ve !nsani Bilimler (Sanat ve insani Bilimlerle llgili Disiplinlerarasi Programlar)
(ISCED Category of the course)|2 — 29 Sanat ve Insani Bilimler (Bagka Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)

6 — 68 Bilisim Teknolojileri (Bilisim Teknolojileri ile llgili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi e Design Thinking: Understanding How Designers Think and Work, Second Edition. Nigel
(Textbook) Cross. Bloomsbury, 2023.

¢ Universal Methods of Design, Expanded and Revised: 125 Ways to Research Complex
Problems, Develop Innovative Ideas, and Design Effective Solutions. Bruce Hanington &
Bella Martin. Rockport Publishers, 2019.

e Change by Design, Revised and Updated: How Design Thinking Transforms Organizations
and Inspires Innovation. Tim Brown. Harper Business, 2019.

¢ The Design Thinking Toolbox: A Guide to Mastering the Most Popular and Valuable
Innovation Methods. Michael Lewrick, Patrick Link & Larry Leifer. Wiley, 2020.

e The Field Guide to Human-Centered Design. IDEO.org. IDEO.org, 2015

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu

1 |Tasarim Odakl Diisiinmeye Giris. Temel kavramlar, ilkeler ve uygulama alanlari. insan odakli tasarim yaklagimi.

2 |[Tasarim Odakh Distnme Siregleri. Stireg modelleri, yinelemeli tasarim, iraksak ve yakinsak digiinme.

3 |Problem Alanini ve Baglami Arastirma. Problem kesfi, paydaslar, kullanicilar, ihtiyaglar ve arastirma planlama.

4 |Kullanici Arastirmasi. Gézlem ve gorusme yontemleri. Kullanicilari ve kullanim baglamini anlama.

5 {’-\ra__g.t_l_rmg Verilerinin Analizi ve Sentezi. Verilerin gruplanmasi, ériintilerin belirlenmesi, empati haritasi, kullanici ihtiyaglari ve
icgorilerin olusturulmasi.

6 |Problemi Tanimlama. Arastirma bulgularindan problem tanimina gecis. Problem gerceveleme ve yeniden cergeveleme.

7 Bakis Agisi (Eoint of yiew-POV) ve “How Might We?” (HMW) sorularinin olusturulmasi. Tasarim probleminin ve firsat
alanlarinin belirlenmesi.

8 [Fikir Gelistirme. Yaratici diisinme ve iraksak fikir Gretme teknikleri. Alternatif ¢6ziim 6nerilerinin gelistiriimesi.

9 [Fikirlerin Deg@erlendirilmesi ve Secilmesi. Yakinsak disiinme, ¢6zim alternatiflerinin karsilastiriimasi ve gelistiriimesi.

10 |Prototiplemeye Giris. Prototiplerin amaglari ve turleri. Dusuk ve orta sadakatli prototipler.

11 |Prototip Gelistirme. Segilen ¢6zum fikrinin somutlastiriimasi ve prototip olusturma.

12 |Kullanici Testi. Test planlama, kullanici geri bildirimi toplama ve degderlendirme yontemleri.




13

Test ve iterasyon. Kullanici testlerinin gergeklestiriimesi, bulgularin degerlendirilmesi ve prototiplerin gelistirimesi.

14

Tasarim Odakli Distinme Projesinin Sonlandiriimasi. Arastirma, problem tanimi, ¢ézim, prototip ve test slrecinin bitincul
olarak deg@erlendiriimesi ve proje sunumu.

COURSE PLAN

Week Topic

1 |Introduction to Design Thinking. Fundamental concepts, principles, and application areas. Human-centered design approach.

2 |Design Thinking Processes. Process models, iterative design, divergent and convergent thinking.

3 |Researching the Problem Space and Context. Problem discovery, stakeholders, users, needs, and research planning.

4 |User Research. Observation and interview methods. Understanding users and the context of use.

5 Analysi§ and Synthesis of Research Data. Grouping data, identifying patterns, empathy mapping, and identifying user needs|
and insights.

6 |Defining the Problem. Moving from research findings to problem definition. Problem framing and reframing.

7 Developing Point of View (POV) and “How Might We?” (HMW) questions. Identifying the design problem and opportunity|
areas.

8 |ldea Development. Creative thinking and divergent ideation techniques. Developing alternative solution proposals.

9 |Evaluation and Selection of Ideas. Convergent thinking, comparing and developing solution alternatives.

10 |Introduction to Prototyping. Purposes and types of prototypes. Low- and medium-fidelity prototypes.

11 |Prototype Development. Concretizing the selected solution idea and creating a prototype.

12 |User Testing. Test planning, collecting user feedback, and evaluation methods.

13 |Testing and lteration. Conducting user tests, evaluating findings, and improving prototypes.

14 Finalization of the Design Thinking Project. Holistic evaluation of the research, problem definition, solution, prototype, and

testing process, and project presentation.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diigiuk

—

Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir

Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar

Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr

Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

AW |DN

Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar.




6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective. ¢
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field. ¢
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi




(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)

(Midterm Exams — preparation included) 35 35
Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan Onaylayan

(Revision / Date) (Coordinator / Prepared By) (Approved By)

07/08/2026 Gorsel iletisim Tasarimi Bélimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4302
(Course Code): GITA 4302

Dersin Adi: Uzamsal Bilgisayar
(Course Title): Spatial Computing

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
(gart;r?r) 3+0+0 3 5 Turkce Alan Segmeli Teorik + Uygulama Yok
F()8) 9 (Turkish) (Area Elective) | (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere uzamsal bilgisayarin (Spatial Computing) temel bilesenleri ve
teknolojileri hakkinda kapsamli bilgi ve beceriler kazandirmaktir. Ders, dijital teknolojileri kullanarak
fiziksel ve dijital diinyalari entegre eden ve insanlarin bilgisayarlarla 3 boyutlu bir alanda etkilesimini
gelistiren bu kavrami derinlemesine anlamalarini saglamayi hedefler. Ogrenciler, uzamsal bilgisayar
sistemlerinin artirlimis gerceklik (AR), sanal gergeklik (VR), karma gergeklik (MR), yapay zeka (Al),
nesnelerin interneti (loT), sensorler ve takip sistemleri, bilgisayarli gorli, hareket ve ses tanima
sistemleri, dokunma ve haptik geri bildirim gibi teknolojilerle nasil bitlnlestigini 6greneceklerdir.
Ayrica, bu teknolojilerin gesitli endustrilerde nasil kullanildidini, kullanici etkilesimlerinin nasil 3B bir
alanda gelistirdigini 6greneceklerdir. Ders, 6grencilere teori ve pratik deneyim kazandirarak uzamsal
bilgisayar alaninda yenilikgi ve kullanici merkezli ¢éziimler gelistirmelerini hedefler.

The aim of this course is to provide students with comprehensive knowledge and skills regarding
the fundamental components and technologies of spatial computing. The course aims to enable
students to gain an in-depth understanding of this concept, which integrates the physical and digital
worlds through digital technologies and enhances human-computer interaction within a three-
dimensional space. Students will learn how spatial computing systems integrate with technologies
such as augmented reality (AR), virtual reality (VR), mixed reality (MR), artificial intelligence (Al), the
Internet of Things (loT), sensors and tracking systems, computer vision, gesture and voice
recognition systems, touch, and haptic feedback. In addition, they will learn how these technologies
are used in various industries and how they enhance user interactions within a 3D space. By
providing students with theoretical knowledge and practical experience, the course aims to enable
them to develop innovative and user-centered solutions in the field of spatial computing.

Dersin igerigi

(Course Content)

Uzamsal bilgisayarin temel kavramlari ve kapsami. Uzamsal bilgisayar perspektifinden sensorler ve
takip sistemleri, bilgisayarli gori, artinlmis gergeklik (AR), sanal gerceklik (VR), karma gergeklik
(MR), yapay zeka (Al), nesnelerin interneti (IoT), hareket ve ses tanima sistemleri, dokunma ve
haptik geri bildirim teknolojileri. Bu teknolojilerin kullanici etkilesimlerini 3B bir alanda nasil
gelistirdigi. Bu bilesenlerin uzamsal bilgisayar sistemleri ile nasil entegre oldugu ve hangi alanlarda
kullanildigi. Uzamsal bilgisayar sistemleri ile bu teknolojilerin nasil butinlestigi ve projelerde nasil
uygulandigi bilgileri.

Fundamental concepts and scope of spatial computing. From the perspective of spatial computing:
sensors and tracking systems, computer vision, augmented reality (AR), virtual reality (VR), mixed
reality (MR), artificial intelligence (Al), the Internet of Things (loT), gesture and voice recognition
systems, touch and haptic feedback technologies. How these technologies enhance user
interactions within a 3D space. How these components are integrated with spatial computing
systems and in which fields they are used. How spatial computing systems integrate with these
technologies and how they are applied in projects.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Uzamsal bilgisayarin temel kavramlarini, tarihsel gelisimini, bilesenlerini ve galisma
prensiplerini aciklar. [2, 4, 8, 11]

2) Sensorler, takip sistemleri, bilgisayarli gort ve uzamsal haritalamanin uzamsal bilgisayar
sistemlerindeki islevlerini aciklar. [2, 4, 8, 11]

3) Yapay zeka, nesnelerin interneti (IoT), hareket ve ses tanima sistemlerinin uzamsal
bilgisayarla entegrasyonunu aciklar. [2, 4, 6, 8, 11]

4) Dokunma ve haptik geri bildirim teknolojilerinin uzamsal bilgisayarda kullanici etkilesimine
katkisini degerlendirir. [2, 4, 6, 8, 11]

5) Artinlmis gergeklik (AR), sanal gergeklik (VR) ve karma gergeklik (MR) teknolojilerinin
uzamsal bilgisayarla iligkisini ve entegrasyonunu agiklar. [2, 4, 6, 8, 11]




6) Uzamsal bilgisayar teknolojilerinin farkli uygulama alanlarinda ve 3B kullanici etkilesimlerinin
gelistiriimesinde nasil kullanildi§ini degderlendirir. [2, 4, 6, 7, 8, 9, 11]

7) Uzamsal bilgisayar odakli bir proje icin arastirma yapar, proje fikri gelistirir ve proje sirecini
planlar. [2, 3, 4, 5, 6, 8, 9]

8) Uzamsal bilgisayar odakli bir proje icin diisiik ve orta sadakatli prototipler gelistirir, test eder
ve degerlendirir. [2, 3,4, 5,6, 7,9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

(Course Learning Outcomes) |Upon successful completion of this course, students will be able to:

1) Explains the fundamental concepts, historical development, components, and operating
principles of spatial computing. [2, 4, 8, 11]

2) Explains the functions of sensors, tracking systems, computer vision, and spatial mapping in
spatial computing systems. [2, 4, 8, 11]

3) Explains the integration of artificial intelligence, the Internet of Things (loT), and gesture and
voice recognition systems with spatial computing. [2, 4, 6, 8, 11]

4) Evaluates the contribution of touch and haptic feedback technologies to user interaction in
spatial computing. [2, 4, 6, 8, 11]

5) Explains the relationship and integration of augmented reality (AR), virtual reality (VR), and
mixed reality (MR) technologies with spatial computing. [2, 4, 6, 8, 11]

6) Evaluates how spatial computing technologies are used in different application areas and in
the development of 3D user interactions. [2, 4, 6, 7, 8, 9, 11]

7) Conducts research, develops a project idea, and plans the project process for a spatial
computing-focused project. [2, 3, 4, 5, 6, 8, 9]

8) Develops, tests, and evaluates low- and medium-fidelity prototypes for a spatial computing-
focused project. [2, 3,4, 5, 6,7, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
(ISCED Category of the course)|6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alant)

6 — 68 Bilisim Teknolojileri (Bilisim Teknolojileri ile llgili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi ¢ Interfaceless: Conscious Design for Spatial Computing with Generative Al. Diana Olynick.
(Textbook) Apress, 2024.

e Spatial Computing: An Al-Driven Business Revolution. Cathy Hackl & Irena Cronin. Wiley,
2024.

¢ Spatial Design: Breaking the 2D Paradigm. Dominique Wu, Jeremy Kress, Lily Pham & Inga
Petryaevskaya. Independently published, 2024.

e Roadmapping Extended Reality: Fundamentals and Applications. Mariano Alcaiz, Marco
Sacco & Jolanda G. Tromp. Wiley-Scrivener, 2022.

o Extended Reality in Practice. Bernard Marr. Wiley, 2021.

¢ Creating Augmented and Virtual Realities: Theory and Practice for Next-Generation Spatial
Computing. Erin Pangilinan, Steve Lukas & Vasanth Mohan. O'Reilly Media, 2019.

e Cevrimici glincel kaynaklar.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu

1 Uzamsal Bilgisayara Giris. Uzamsal bilgisayarin tanimi, tarihgesi ve temel kavramlari. Uzamsal bilgisayarin bilesenleri ve
calisma prensipleri.

2 Sensorler ve Takip Sistemleri: RGB ve derinlik kameralari. 3D takip cihazlar ve ivmeodligerler (IMU). Sensorlerin uzamsal
bilgisayar sistemleri ile entegrasyonu.

3 Bilgisayarli Goru ve Uzamsal Haritalama. Gorsel verilerin analizi ve nesne tanima. Uzamsal haritalama teknikleri.
Bilgisayarli gériinin uzamsal bilgisayarla iligkisi.

4 Yapay Zeka ve Uzamsal Bilgisayar. Yapay ZekanIN uzamsal bilgisayar sistemleri ile entegrasyonu. tabanli uygulamalar ve
uzamsal veri analizi

5 Nesnelerin interneti (IoT) ve Uzamsal Bilgisayar. loT teknolojisinin temel prensipleri ve uzamsal bilgisayarla entegrasyonu.
loT cihazlari ve uzamsal veri kullanimi

6 Hareket ve Ses Tanima Sistemleri. Hareket tanima teknolojileri ve uygulamalari. Ses tanima teknolojileri ve uygulamalari. Bu
sistemlerin uzamsal bilgisayar baglaminda kullanimi.




Dokunma ve Haptik Geri Bildirim Teknolojileri. Haptik teknolojilerin temel prensipleri ve uygulama alanlari. Dokunma geri

7 bildirimi ile kullanici etkilesimi. Bu teknolojilerin uzamsal bilgisayar sistemleri ile entegrasyonu

8 Artirlimis Gergeklik (AR) ve Uzamsal Bilgisayar. Artirlmis Gergeklik teknolojisinin temel prensipleri ve uzamsal bilgisayarla
entegrasyonu. Artiriimis Gergeklik uygulama alanlari ve kullanici etkilesimi.

9 Sanal Gergeklik (VR) ve Uzamsal Bilgisayar. Sanal Gergeklik teknolojisinin temel prensipleri ve uzamsal bilgisayarla
entegrasyonu. Sanal Gergeklik uygulama alanlari ve kullanici etkilesimi.

10 Karma Gergeklik (MR) ve Uzamsal Bilgisayar. Karma Gergeklik teknolojisinin temel prensipleri ve uzamsal bilgisayarla
entegrasyonu Karma Gergeklik uygulama alanlari ve kullanici etkilegimi

1 Karma Gergeklik (MR) ve Uzamsal Bilgisayar. Karma Gergeklik teknolojisinin temel prensipleri ve uzamsal bilgisayarla
entegrasyonu Karma Gergeklik uygulama alanlari ve kullanici etkilegimi

12 Proje Planlama ve Arastirma. Proje konusu sec¢imi, arastirma ve planlama suregleri. Proje gelistirme yontemleri ve kaynak
kullanimi.

13 |Prototipleme. DUslk ve orta sadakatli prototipler olusturma. Prototip testleri ve degerlendirme teknikleri.

14 |Prototipleme. DUslk ve orta sadakatli prototipler olusturma. Prototip testleri ve degerlendirme teknikleri.

COURSE PLAN
Week Topic

1 Introduction to Spatial Computing. Definition, history, and fundamental concepts of spatial computing. Components and
operating principles of spatial computing.

2 Sensors and Tracking Systems. RGB and depth cameras. 3D tracking devices and inertial measurement units (IMUs).
Integration of sensors with spatial computing systems.

3 Computer Vision and Spatial Mapping. Analysis of visual data and object recognition. Spatial mapping techniques. The
relationship between computer vision and spatial computing.

4 Artificial Intelligence and Spatial Computing. Integration of artificial intelligence with spatial computing systems. Al-based
applications and spatial data analysis.

5 The Internet of Things (IoT) and Spatial Computing. Fundamental principles of loT technology and its integration with spatial
computing. loT devices and the use of spatial data.

6 Gesture and Voice Recognition Systems. Gesture recognition technologies and applications. Voice recognition technologies
and applications. Use of these systems in the context of spatial computing.

7 Touch and Haptic Feedback Technologies. Fundamental principles and application areas of haptic technologies. User
interaction through touch feedback. Integration of these technologies with spatial computing systems.

8 Augmented Reality (AR) and Spatial Computing. Fundamental principles of augmented reality technology and its integration
with spatial computing. Application areas of augmented reality and user interaction.

9 Virtual Reality (VR) and Spatial Computing. Fundamental principles of virtual reality technology and its integration with spatial
computing. Application areas of virtual reality and user interaction.

10 Mixed Reality (MR) and Spatial Computing. Fundamental principles of mixed reality technology and its integration with spatial
computing. Application areas of mixed reality and user interaction.

1 1Mixed Reality (MR) and Spatial Computing. Fundamental principles of mixed reality technology and its integration with
spatial computing. Application areas of mixed reality and user interaction.

12 Project Planning and Research. Selection of the project topic, research, and planning processes. Project development
methods and use of resources.

13 |Prototyping. Creating low-fidelity and mid-fidelity prototypes. Prototype testing and evaluation techniques.

14 |Prototyping. Creating low-fidelity and mid-fidelity prototypes. Prototype testing and evaluation techniques.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yanyil i¢i Galismalari |Raporlar (Reports)

(Semester
Activities) Seminer (Seminar)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40

Odevler (Homework)

Laboratuar (Laboratory Activities)

Sunumlar (Presentations)

Donem Projesi (Term Project)




Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)

YARIYIL SONU SINAVI (Final Exam) 50

Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk

1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )

2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zglin yapitlara donisturtr °

4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
btiinlestirir. °

7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar

8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °

9 Alani kapsamindaki goérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.

10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )

11 | Yeni teknolojilere uyum saglama yetenegine sahiptir °

12 |Alana iligkin yasa, ydnetmelik ve mevzuatlar hakkinda bilgi sahibidir [

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low

1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.

2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective. ¢

3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °

4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.

5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.

6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.

7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.

9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.

10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.

11 |Has the ability to adapt to new technologies. °

12 [Has knowledge of laws, regulations, and legislation related to the field. °




AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES)

Siire (saat)
(Time( hr))

Sayi
(Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures)

3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

50

1

50

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

33

33

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)

07/08/2026 Gorsel iletisim Tasarimi Bolimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 2101
(Course Code): GITA 2101

Dersin Adi: Tipografi |
(Course Title): Typography |

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+1 3 5 Turkce Zorunlu Teorik ve Uygulama Yok

(3) (Turkish) (Compulsory) | ((Theoretical ve Practice (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin tipografinin temel ilkeleri konusunda bilgi edinmelerini, tipografinin
tarihsel gelisimini ve gérsel iletisimdeki roliini kavramalarini saglamaktir. Ogrencilerin tipografik
kompozisyon, bosluk, kontrast, hiyerarsi, okunaklilik, okunabilirlik ve grid sistemlerini kullanarak
harf, kelime ve metni etkili bir gorsel iletisim araci olarak de@erlendirmeleri ve temel tipografik
tasarim becerileri gelistirmeleri amacglanmaktadir.

The aim of this course is to provide students with knowledge of the fundamental principles of
typography and to enable them to understand its historical development and role in visual
communication. Students are expected to develop fundamental typographic design skills by using
typographic composition, spacing, contrast, hierarchy, legibility, readability, and grid systems, and
by employing letters, words, and text as effective tools of visual communication.

Dersin igerigi

(Course Content)

Tipografinin temel kavramlari, tarihsel gelisimi ve gorsel iletisimdeki rolii. Harf bigimleri ve yazi
karakterlerinin temel Ozellikleri, anatomisi, siniflandirimasi ve kullanim alanlari. Tipografik
terminoloji, harf, kelime ve satir araliklar ile hizalama ilkeleri. Tipografik kompozisyon, kontrast,
okunaklilik, okunabilirlik ve gorsel hiyerarsi. Metin ve paragraf yapisi, metin bloklarinin
diizenlenmesi ve temel grid sistemlerinin kullanimi. Harf, kelime ve metnin mesaj ve bilginin gorsel
olarak iletiimesindeki roll. Tipografik ilkelerin uygulamali galismalar aracihgiyla kullaniimasi ve
temel tipografik tasarim becerilerinin gelistiriimesi.

Fundamental concepts of typography, its historical development, and its role in visual
communication. Basic characteristics, anatomy, classification, and areas of use of letterforms and
typefaces. Typographic terminology, letter, word, and line spacing, and principles of alignment.
Typographic composition, contrast, legibility, readability, and visual hierarchy. Text and paragraph
structure, organization of text blocks, and the use of basic grid systems. The role of letters, words,
and text in visually communicating messages and information. Application of typographic principles
through practical studies and development of fundamental typographic design skills.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Harf bigimlerinin ve yazi karakterlerinin temel 6zelliklerini ve anatomik yapilarini tanir ve
analiz eder. [2, 4]

2) Tipografinin tarihsel gelisimini agiklar ve farkli ddnemlerdeki temel tipografik yaklasimlari
tanir. [1, 4, 8]

3) Tipografik terminolojiyi kullanir ve yazi karakterlerini temel siniflandirma sistemlerine gore
ayirt eder. [2, 4]

4) Tipografik bosluk, hizalama, metin diizeni ve grid sistemlerini kullanarak tipografik icerigi
dizenler. [3, 4, 9]

5) lgerik, baglam ve iletisim amaci dogrultusunda uygun yazi karakterlerini ve tipografik
¢cbzUmleri seger. [2, 3, 4]

6) Kontrast ve hiyerarsi ilkelerini kullanarak etkili ve dengeli tipografik kompozisyonlar
olusturur. [3, 4]

7) Tipografik tercihlerin okunaklilik ve okunabilirlik Gizerindeki etkilerini analiz eder ve anlagilir
metin duzenleri geligtirir. [2, 3, 4]

8) Harf, kelime ve metni gorsel iletisim ve ifade araci olarak kullanarak mesaj ve bilgiyi etkili
bicimde aktarir. [2, 3, 4]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:
1) Recognize and analyze the fundamental characteristics and anatomical structures of
letterforms and typefaces. [2, 4]
2) Explain the historical development of typography and identify fundamental typographic
approaches from different periods. [1, 4, 8]
3) Use typographic terminology and distinguish typefaces according to basic classification
systems. [2, 4]




4) Organize typographic content using spacing, alignment, text layout, and grid systems. [3, 4,
9]

5) Select appropriate typefaces and typographic solutions according to content, context, and
communication objectives. [2, 3, 4]

6) Create effective and balanced typographic compositions using principles of contrast and
hierarchy. [3, 4]

7) Analyze the effects of typographic choices on legibility and readability and develop clear text
layouts. [2, 3, 4]

8) Use letters, words, and text as tools of visual communication and expression to convey
messages and information effectively. [2, 3, 4]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]

(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)

Ders Kitabi  Thinking with Type: A Critical Guide for Designers, Writers, Editors, and Students, Ellen Lupton,
(Textbook) 2024.

* Typographic Design: Form and Communication, Rob Carter, Sandra Maxa, Mark Sanders,
Philip B. Meggs & Ben Day, 2018.

+ Grid Systems in Graphic Design, Josef Miller-Brockmann, 1996.

* The Elements of Typographic Style, Robert Bringhurst, 1999.

» The Anatomy of Type: A Graphic Guide to 100 Typefaces, Stephen Coles, 2012.

* The Fundamentals of Typography, Gavin Ambrose, Paul Harris & Sallyanne Theodosiou, 2020.

+ Just My Type: A Book About Fonts, Simon Garfield, 2010.

* Made with FontFont: Type for Independent Minds, Erik Spiekermann, 2006.

» Cevrim ici glincel kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Tipografiye giris: Tanimlar, temel kavramlar ve tipografinin gorsel iletisimdeki roli.
2 [Tipografinin tarihsel gelisimi: Yazinin gelisiminden modern tipografiye énemli donemler ve tasarimcilar.
3 |Harf bigimleri ve yazi karakterlerine giris.
4 Ya2| karakterlerinin anatomisi, tipografik terminoloji, yazi karakterlerinin siniflandiriimasi, temel kategoriler ve kullanim
ozellikleri.
5 [Tipografik bosluk: Harf, kelime ve satir araliklari ile hizalama ilkeleri.
6 |Tipografik kompozisyon: Diizen, denge, bosluk ve temel yerlesim ilkeleri.
7 |Tipografik kontrast: Yazi karakteri, agirlik, boyut ve bicim iliskileri.
8 |Okunaklilik ve okunabilirlik kavramlari.
9 |Metin dizeni ve paragraf yapisi: Satir uzunlugu, satir araligi, hizalama, sttun yapisi ve metin bloklarinin dizenlenmesi.
10 |Tipografik hiyerarsi: Baslik, alt baglik, metin ve bilgi diizeni.
11 |Grid sistemleri: Temel grid yapilari ve tipografik yerlesim uygulamalari.
12 |Tipografi, anlam ve ifade: Mesaj ve bilginin gorsel olarak iletiimesinde harf, kelime ve metnin kullanimi.
13 |Uygulamali tipografi galigsmalari.
14 |Uygulamali tipografi galigmalari.
COURSE PLAN
Week Topic
1 |Introduction to typography: Definitions, fundamental concepts, and the role of typography in visual communication.




The historical development of typography: Major periods and designers from the development of writing to modern

2 typography.

3 |Introduction to letterforms and typefaces.

4 |Typeface anatomy, typographic terminology, type classification, major categories, and usage characteristics.

5 |Typographic spacing: Letter, word, and line spacing, and principles of alignment.

6 |Typographic composition: Order, balance, space, and fundamental layout principles.

7 |Typographic contrast: Relationships between typeface, weight, size, and form.

8 |Concepts of legibility and readability.

9 |Text and paragraph structure: Line length, line spacing, alignment, column structure, and organization of text blocks.

10 |Typographic hierarchy: Headings, subheadings, text, and information structure.

11 |Grid systems: Fundamental grid structures and typographic layout applications.

12 Typography, meaning, and expression: The use of letters, words, and text in visually communicating messages and
information.

13 |Applied typography studies.

14 |Applied typography studies.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlan (Giktilar) Yiiksek| Dustik
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik deggrl__eri gé.'Jzeten, sosyal ve kdlttirel degerlere duyarli, hedef kitleye uygun, siirdurilebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °




12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an o
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field. ¢
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
10 Gains the ability to identify the needs of the field and present individually produced designs to the o
industry.
11 [Has the ability to adapt to new technologies. °
12 |Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 4 14 56
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 35 1 35
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 7 2 14
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 20 1 20




(Midterm Exams — preparation included)

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 2102
(Course Code): GITA 2102

Dersin Adi: Tipografi ll
(Course Title): Typography I

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar Tarkce Zorunlu Teorik ve Uygulama Yok
(Spring) 3+0+1 3 5
F() 4) 9 (Turkish) (Compulsory) | ((Theoretical ve Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6drencilerin gelismis tipografik sistemler gelistirme yeteneklerini ve dijital medya,
hareketli grafik tasarimi ve web tasariminda tipografi kullanimi konusundaki bilgi ve becerilerini
artirmaktir. Ders kapsaminda &Odgrencilerin kavramsal ve yaratici yaklasimlarla 6zgin yazi
karakterleri ve tipografik diizenlemeler gelistirmeleri; farkli format ve iletisim amaglarina yonelik
tipografik ¢céziimler Gretmeleri amaglanmaktadir. Basili ve ekran tabanli tipografinin farkliliklarini
inceleyerek, tipografiyi gorsel iletisim ve ifade araci olarak kullanmalari; kinetik tipografi
uygulamalariyla zaman, hareket ve ritim iliskisini tasarim siireglerine aktarmalari hedeflenmektedir.

The aim of this course is to enhance students’ ability to develop advanced typographic systems and
to strengthen their knowledge and skills in the use of typography in digital media, motion graphics,
and web design. The course aims to enable students to develop original typeface designs and
typographic compositions through conceptual and creative approaches, and to produce typographic
solutions for different formats and communication purposes. By examining the differences between
print and screen-based typography, students are expected to use typography as a tool for visual
communication and expression and to integrate time, movement, and rhythm into their design
processes through kinetic typography applications.

Dersin igerigi

(Course Content)

ileri diizey tipografik sistemler ve tipografik tasarim uygulamalari. Kavram gelistirme, dzgiin ve
yaratici yazi karakteri tasarimi ve farkli formatlara yonelik tipografik dizenlemeler. Tipografinin
gorsel iletisim, anlam ve ifade olusturmadaki roli. Basili ve ekran tabanli tipografinin
karsilastiriimasi; dijital medya, web ve etkilesimli tasarim baglaminda tipografik yaklasimlarin
incelenmesi. Ekran tipografisinin temel 6zellikleri, web tipografisi ve web fontlarinin kullanimi. Kinetik
tipografi, hareket, zaman ve ritim iligkisi. Farkl iletisim amaclari ve medya ortamlari igin kavramsal,
yaratici ve islevsel tipografik gozimlerin gelistiriimesi.

Advanced typographic systems and typographic design applications. Concept development,
original and creative typeface design, and typographic compositions for different formats. The role
of typography in visual communication, meaning, and expression. Comparison of print and screen-
based typography; examination of typographic approaches in digital media, web, and interaction
design. Fundamental characteristics of screen typography, web typography, and the use of web
fonts. Kinetic typography and the relationship between movement, time, and rhythm. Development
of conceptual, creative, and functional typographic solutions for different communication purposes
and media environments.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Harf formlari ve yazi karakterleri konusundaki bilgilerini derinlestirerek 6zgin yazi
karakterleri ve gelismis tipografik sistemler gelistirir. [3, 4, 9]

2) Dijital medya ve web tasariminda tipografinin kullanimini agiklar ve ekran tabanl tipografik
yaklagimlari degerlendirir. [2, 4, 11]

3) Basili ve dijital tipografi arasindaki temel farklari agiklar ve farkli ortam ve formatlara uygun
tipografik gozimler Uretir. [2, 3, 4, 9, 11]

4) Kavramsal ve yaratici yaklagimlarla farkli iletisim amaclarina yonelik tipografik diizenlemeler
geligtirir. [2, 3, 4]

5) Web tipografisi ve web fontlarinin kullanim ilkelerini agiklar ve uygun tipografik segimler
yapar. [2, 4, 11]

6) Hareketli grafik tasariminda tipografinin rollinii kavrar; zaman, hareket ve ritmi kullanarak
kinetik tipografik ¢goztmler gelistirir. [3, 4, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:




1) Develop original typefaces and advanced typographic systems by deepening knowledge of
letterforms and typefaces. [3, 4, 9]

2) Explain the use of typography in digital media and web design and evaluate screen-based
typographic approaches. [2, 4, 11]

3) Explain the fundamental differences between print and digital typography and develop
appropriate typographic solutions for different media and formats. [2, 3, 4, 9, 11]

4) Develop typographic compositions for different communication purposes through conceptual
and creative approaches. [2, 3, 4]

5) Explain the principles of web typography and web font usage and make appropriate
typographic choices. [2, 4, 11]

6) Understand the role of typography in motion graphics and develop kinetic typographic
solutions using time, movement, and rhythm. [3, 4, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin

(ISCED Category of the course)|2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

ISCED Kategorisi 2 — 21 Sanat ve insani Bilimler (Sanat Alani)

6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi * Type on Screen: A Critical Guide for Designers, Writers, Developers, and Students, Ellen
(Textbook) Lupton, 2014.

* On Web Typography, Jason Santa Maria, 2014.

» Responsive Typography: Using Type Well on the Web, Jason Pamental, 2014.

« Typography for Screen: Type in Motion, Wang Shaogiang, 2020.

» How to Create Typefaces: From Sketch to Screen, Cristobal Henestrosa, Laura Meseguer &
José Scaglione, 2017.

» Cevrim ici guincel kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Tipografi I'deki temel bilgilerin gdzden gegirilmesi. ileri tipografiye giris ve giincel érneklerin incelenmesi.
2 [Tipografik gbzlem, arastirma ve deneysel uygulamalar.
3 |Kavramsal ve yaratici tipografik uygulamalar. Farkli formatlara yonelik tipografik diizenlemeler.
4 |Gelismis harf bicimlerinin analizi. Yazi karakteri tasarim arastirmalari.
5 |Ozgiin yazi karakteri tasarimi. Kavram gelistirme ve eskiz calismalari.
6 |Ozgiin yazi karakteri tasarimi. Harf sisteminin gelistirimesi.
7 |Gelismis tipografik sistemler ve uygulamalar.
8 |Gelismis tipografik sistemler ve uygulamalar.
9 |[Basili ve ekran tabanli tipografinin karsilastiriimasi. Dijital ve web tipografisine yonelik 6rneklerin incelenmesi.
10 |Kinetik tipografiye giris. Tipografide zaman, hareket ve ritim.
11 |ileri tipografi projesi. Konu, kavram ve gérsel arastirma.
12 |ileri tipografi projesi. Tasarim yaklasimi ve alternatif uygulamalarin gelistiriimesi.
13 |ileri tipografi projesi. Tipografik sistemin gelistirilmesi ve uygulanmasi.
14 |ileri tipografi projesi. Son diizenlemeler, sunum ve genel degerlendirme.
COURSE PLAN
Week Topic
1 RevieV\I/ of fundamental knowledge from Typography I. Introduction to advanced typography and examination of contemporary
examples.




2 |Typographic observation, research, and experimental applications.

3 |Conceptual and creative typographic applications. Typographic compositions for different formats.
4 |Analysis of advanced letterforms. Typeface design research.

5 |Original typeface design. Concept development and sketching.

6 |Original typeface design. Development of the letterform system.

7 |Advanced typographic systems and applications.

8 |Advanced typographic systems and applications.

9 |Comparison of print and screen-based typography. Examination of examples in digital and web typography.
10 |Introduction to kinetic typography. Time, movement, and rhythm in typography.

11 |Advanced typography project. Topic, concept, and visual research.

12 |Advanced typography project. Development of the design approach and alternative applications.
13 |Advanced typography project. Development and application of the typographic system.

14 |Advanced typography project. Final refinements, presentation, and overall evaluation.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
biitiinlestirir. d
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gorsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir. ¢
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir o




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Outcomes

High Low

Demonstrates technical and theoretical knowledge of the historical development of the field of Visual
Communication Design.

Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective.

3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works.

Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field.

Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning.

Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach.

Produces sustainable visual communication design outcomes that adhere to ethical principles, are
sensitive to social and cultural values, and are appropriate for the target audience.

Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field.

Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards.

Gains the ability to identify the needs of the field and present individually produced designs to the

10 industry.

11 [Has the ability to adapt to new technologies.

12 |Has knowledge of laws, regulations, and legislation related to the field.

AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

Siire (saat) Say!

ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures) 4 14

56

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)

(Final Exam (Preparation included)) 35 !

35

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

14

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)

(Midterm Exams — preparation included) 20 !

20

Proje




(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5

(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU

(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA2303 Dersin Adi: Yaratici Yazarlik
(Course Code): GITA2303 (Course Name): Creative Writing

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)

Genel
Guz 3+0+0 3 5 Turkce Secgmeli Teorik ve Uygulamali Yok
(Fall) (5) (Turkish) (General (Theoretical + Practical) (None)
Elective)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere yaratici yazimin temel ilke ve tekniklerini kazandirarak 6zgun
fikirleri etkili bir kurgu ve anlatim diliyle yazili metne donUstirebilme becerisi kazandirmaktir.
Ogrenciler, klasik ve gagdas 6ykii geleneklerinden yararlanarak karakter, mekan ve zaman
unsurlarini kullanan 6zgiin anlatilar gelistirmeyi; sinema/dizi 6ykistu formatinda hikaye
kurgulamay! ve yeni medya ortamlarina uygun yazinsal icerik Uretir.

The aim of this course is to provide students with the fundamental principles and techniques of
creative writing and to develop their ability to transform original ideas into written texts through
effective narrative structure and language. Drawing on both classical and contemporary
storytelling traditions, students develop original narratives using elements such as character,
setting, and time, construct stories in film and television formats, and produce literary content
suitable for new media environments.

Dersin igerigi

(Course Content)

Yaratici yazimin temel kavramlari (fikir, tema, 6yku). Klasik ve modern 6ykii 6rnekleri Gizerinden
anlati analizi. Duygu, durum ve olgulardan yola ¢ikarak spekulatif kurgu gelistirme. Mekan,
obje, karakter ve zaman unsurlarina dayal hikdye gelistirme teknikleri. Diyalog yazimi.
Kahramanin yolculugu anlati yapisi ve film/dizi 6yklsu yazimi. Yeni medya (dijital platformlar,
sosyal medya, podcast, transmedya) igin yazinsal igerik Gretimi.

Fundamental concepts of creative writing (idea, theme, story). Narrative analysis through
examples of classical and contemporary stories. Developing speculative fiction based on
emotions, situations, and events. Story development techniques based on setting, objects,
characters, and time. Dialogue writing. The Hero’s Journey narrative structure and writing
stories for film and television. Producing literary content for new media environments such as
digital platforms, social media, podcasts, and transmedia.

Dersin Ogrenme Giktilari

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1)  Yaratici yazimin temel kavramlarini (fikir, tema, Oyki) kavrar ve fikir gelistirme tekniklerini
uygulayabilir. [2, 3]

2)  Duygu, durum ve olgulardan yola gikarak 6zgiin anlati ve spekdlatif kurgular olusturabilir. [3, 6]

3) Klasik ve cagdas oyku geleneklerini (Cehov, Maupassant, Tolstoy, Sait Faik, Oduz Atay)
¢ozumleyerek kendi yazinsal dilini gelistirebilir. [2, 6]

4) Mekan, obje, karakter ve zaman unsurlarini kullanarak 6zgun hikayeler kurgulayabilir. [3, 6]

5) Etkili diyalog yazarak karakterlerin sesini ve alt metnini olusturabilir [3, 4]

6) Kahramanin yolculugu anlati yapisini kullanarak bir film/dizi dykusu yazabilir. [3, 9]

7) Yazdigi metinleri elestirel bir bakisla degerlendirebilir ve geri bildirim dogrultusunda gelistirebilir.

(8l
8) Yeni medya ortamlarina (dijital platform, sosyal medya, podcast, transmedya) uygun yazinsal
icerik Uretebilir. [4, 11]

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Grasps the fundamental concepts of creative writing (idea, theme, story) and can apply idea-
generation techniques. [2, 3]

2) Can create original narratives and speculative fiction based on emotions, situations, and

phenomena. [3, 6]

Can analyze classical and contemporary storytelling traditions (Chekhov, Maupassant, Tolstoy,

Sait Faik, Oguz Atay) to develop their own literary voice. [2, 6]

Can construct original stories using setting, object, character, and time elements. [3, 6]

Can write effective dialogue to establish character voice and subtext. [3, 4]

Can write a film/TV story using the hero's journey narrative structure. [3, 9]

Can critically evaluate their own writing and revise it based on feedback. [8]
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8) Can produce literary content suited to new media platforms (digital platforms, social media,
podcasts, transmedia). [4, 11]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi 2-21 Sanat ve !nsani Bilimler (Sanat Alani)
2-22 Sanat ve Insani Bilimler (Insani Bilimler (Diller Haric) Alani)
(ISCED Category of the course)

e  Christopher Vogler — The Writer’s Journey: Mythic Structure for Writers — 2020,
25th Anniversary Edition

e Robert McKee — Story: Substance, Structure, Style and the Principles of
Screenwriting — 1997

e Anne Lamott — Bird by Bird: Some Instructions on Writing and Life — 1995

Ders Kitabi e  Matthew Salesses — Craft in the Real World: Rethinking Fiction Writing and
Workshopping — 2021

e  Kris Saknussemm — A Guide to Creative Writing and the Imagination — 2022

e Jane Yeh & Sally O'Reilly (Eds.) — Creative Writing: A Workbook with Readings —
2023, 2nd Edition

e Jeremy Scott — Creative Writing and Stylistics: Critical and Creative Approaches —
2023, Revised and Expanded Edition

(Textbook)

Yardimci Kaynaklar
e  Cevrimigi giincel kaynaklar

(Other References)

HAFTALIK KONULAR

Hafta DERSIN TEORIK KONU BASLIKLARI
Yaratici yazarliga giri, ders kapsami ve temel kavramlar

Fikir, tema ve Oykd; fikir gelistirme yontemleri

Duygu, durum ve olgulardan spekiilatif kurgu gelistirme

Klasik ve cagdas 6yku ornekleri Uzerinden anlati analizi

Ogrenci dykiilerinin okunmasi, analizi ve geri bildirim

Karakter gelistirme ve bakis agisi

Mekan, obje ve zaman Uzerinden hikaye gelistirme

Diyalog yazimi, sahne ve anlati ritmi

Kahramanin Yolculugu ve anlati yapilari

Film ve dizi dykusu gelistirme

- | -
alo|l9|®(N|oja|~|WIN|=

Ogrenci film/dizi éykiilerinin analizi ve geligtirimesi

-
N

Yeni medya igin yazarlik: dijital platformlar, sosyal medya ve podcast

-
w

Transmedya anlati ve ¢oklu platformlarda hikaye gelistirme

=N
H

Ogrenci calismalarinin sunumu ve genel degerlendirme

COURSE PLAN

Week THEORETICAL COURSE TOPICS
1 |Introduction to creative writing, course scope, and key concepts

Idea, theme, and story; methods of idea development

Developing speculative fiction from emotions, situations, and events

Narrative analysis through classical and contemporary short stories

Reading, analysis, and feedback on student stories

Character development and point of view

Story development through setting, objects, and time

O IN(fooja(~[W(N

Dialogue writing, scene construction, and narrative rhythm




9 |The Hero’s Journey and narrative structures

10 |Developing stories for film and television

11 |Analysis and development of student film/television stories

12 |Writing for new media: digital platforms, social media, and podcasts

13 |Transmedia storytelling and story development across multiple platforms

14 |Student presentations and general evaluation

DERSIN DEGERLENDIRME SISTEMI

(COURSE ASSESSMENT SYSTEM)

, Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yanyil l¢i -
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Giktilari)

Yiiksek | Diisuk

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar ®
3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. ®
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar
g Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
9 Alani kapsamindaki gdérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.
10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir [




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. o
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)




Ara sinavlar (Hazirlik Siiresi Dahil) 35 35
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))

Revizyon/Tarih Koordinator / Hazirlayan Onaylayan

(Revision/Date) (Coordinator / Prepared by) (Approved by)

09/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GIiTA 2911
(Course Code): GITA 2911

Dersin Adr: Proje |
(Course Title): Project |

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+3 3 5 Turkge Zorunlu Teorik ve Uygulama Yok

(5) (Turkish) (Compulsory) | (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere kimlik ve markalama tasarimi basta olmak tizere grafik tasarimin temel
uygulama alanlarinda uygulamali deneyim kazandirmaktir. Ogrencilerin iletisim problemlerini analiz
ederek hedef kitle, icerik ve baglama uygun kavramsal ve gorsel tasarim ¢ozimleri gelistirmeleri;
kimlik ve markalama tasarimi slreclerini bUtUnlUklG bir tasarim sistemi icinde ele almalari
amaglanmaktadir. Ders kapsaminda etkinlik kimligi ve farkli basili iletisim materyallerine yénelik
tasarim uygulamalari gelistirmeleri; proje gelistirme ve uygulama stireglerini profesyonel ydntemlerle
yurGtmeleri, baski ve uretim sureclerine iliskin temel bilgi ve uygulama becerileri kazanmalari
hedeflenmektedir.

The aim of this course is to provide students with practical experience in the fundamental application
areas of graphic design, particularly identity and branding design. Students are expected to analyze
communication problems and develop conceptual and visual design solutions appropriate to the
target audience, content, and context, while approaching identity and branding processes as a
coherent design system. The course also aims to enable students to develop design applications for
event identities and various printed communication materials, manage project development and
implementation processes using professional methods, and acquire fundamental knowledge and
practical skills related to printing and production processes.

Dersin igerigi

(Course Content)

Kimlik ve markalama tasarimi basta olmak lzere grafik tasarimin temel uygulama alanlarinin ele
alinmasi. Marka arastirmasi, hedef kitle, marka kisiligi ve kavramsal yaklasim dogrultusunda
6zgun, yaratici ve tutarli gérsel kimlik sistemlerinin gelistiriimesi. Logo ve temel kimlik unsurlarinin
olusturulmasi; tipografi, renk ve gorsel dil kararlariyla bitiinlikli bir marka tasarim sisteminin
yapilandiriimasi ve farkli materyallere uyarlanmasi. Etkinlik kimligi tasarimi kapsaminda 6zgiin ve
tutarl bir gorsel sistem olusturulmasi ve bu sistemin farkli iletisim materyallerine uygulanmasi.
Afis, brosir ve benzeri basili materyallere yonelik yaratici tasarim uygulamalarinin gelistiriimesi.
iletisim problemlerinin igerik, baglam ve iletisim amaci dogrultusunda analiz edilerek etkili gérsel
¢ozumlere donlsturtlmesi. Tasarim projelerinin arastirma, kavram gelistirme, uygulama ve sunum
asamalarinin profesyonel yontemlerle yuratiilmesi. Baski, malzeme, lretim, 6zel baski teknikleri ve
baskiya hazirlik streglerine iligkin teknik bilgilerin edinilmesi ve bu bilgilerin tasarim
uygulamalarinda kullaniimasi.

Addressing the fundamental application areas of graphic design, particularly identity and branding
design. Developing original, creative, and consistent visual identity systems based on brand
research, target audience, brand personality, and conceptual approach. Creating logos and
fundamental identity elements; establishing a coherent brand design system through typography,
color, and visual language decisions and adapting this system to different materials. Developing an
original and consistent visual system for event identity design and applying it across different
communication materials. Developing creative design applications for posters, brochures, and
similar printed materials. Analyzing communication problems in relation to content, context, and
communication objectives and transforming them into effective visual solutions. Managing the
research, concept development, implementation, and presentation stages of design projects through
professional methods. Acquiring technical knowledge of printing, materials, production, special
printing techniques, and prepress processes and applying this knowledge in design practices.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Kimlik ve markalama tasariminin temel siireglerini agiklar ve marka arastirmasi
dogrultusunda tasarim kararlari geligtirir. [2, 4]
2) Hedef kitle, marka kisiligi ve kavramsal yaklasim dogrultusunda 6zgun, yaratici ve tutarh
gorsel kimlik sistemleri olusturur. [2, 3, 4, 7]
3) Logo ve temel kimlik unsurlarini gelistirir ve bunlari butlnliklu bir marka tasarim sistemi
icinde farkli materyallere uyarlar. [3, 4, 9]




(Course Learning Outcomes)

4) Etkinlik kimligi icin 6zglin ve tutarl bir gorsel sistem gelistirir ve farkli iletisim materyallerine
uygular. [3, 4, 9]

5) Afis, broslr ve benzeri basili materyaller igin igerik ve iletisim amacina uygun grafik tasarim
¢ozUmleri Uretir. [2, 3, 4, 9]

6) lletisim problemlerini analiz ederek igerik, baglam ve hedef kitle dogrultusunda etkili gérsel
¢bzUmlere donastardr. [2, 3, 4, 7]

7) Tasarim projelerinin arastirma, kavram gelistirme, uygulama ve sunum suregclerini
profesyonel yontemlerle yurdtur. [3, 4, 5, 9]

8) Baski, malzeme, Uretim, 6zel baski teknikleri ve baskiya hazirlik streclerine iligkin teknik
bilgileri tasarim uygulamalarinda kullanir. [4, 9]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Explain the fundamental processes of identity and branding design and develop design
decisions based on brand research. [2, 4]

2) Develop original, creative, and consistent visual identity systems in accordance with the
target audience, brand personality, and conceptual approach. [2, 3, 4, 7]

3) Develop logos and fundamental identity elements and adapt them to different materials
within a coherent brand design system. [3, 4, 9]

4) Develop an original and consistent visual system for event identity design and apply it to
different communication materials. [3, 4, 9]

5) Develop graphic design solutions for posters, brochures, and similar printed materials in
accordance with content and communication objectives. [2, 3, 4, 9]

6) Analyze communication problems and transform them into effective visual solutions in
accordance with content, context, and target audience. [2, 3, 4, 7]

7) Carry out the research, concept development, implementation, and presentation processes
of design projects using professional methods. [3, 4, 5, 9]

8) Apply technical knowledge of printing, materials, production, special printing techniques, and
prepress processes in design practices. [4, 9]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 - 21 Sanat ve !nsani Bilimler (Sanat Alani) ]
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi
(Textbook)

 Designing Brand Identity, Alina Wheeler, 2017.

* Brand Identity Essentials: 100 Principles for Designing Logos and Building Brands, Kevin
Budelmann, Yang Kim & Curt Wozniak, 2010.

« Principles of Logo Design: A Practical Guide to Creating Effective Signs, Symbols, and Icons,
George Bokhua, 2022.

* Logo Design Love: A Guide to Creating Iconic Brand Identities, David Airey, 2009.

» Branding: In Five and a Half Steps, Michael Johnson, 2016.

« Identity Designed: The Definitive Guide to Visual Branding, David Airey, 2019.

» The Production Manual: A Graphic Design Handbook, Gavin Ambrose & Paul Harris, 2008.

+ Designing for Print: The Art & Science, Marina Poropat Joyce, 2018.

» Cevrimigi giincel kaynaklar.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta

Konu

-—

Kimlik ve markalama tasarimina giris. Temel kavramlar ve giincel drneklerin incelenmesi.

Marka arastirmasi. Hedef kitle, marka kisiligi ve iletisim probleminin belirlenmesi.

Kimlik ve markalama tasarimi projesi. Kavram gelistirme ve gorsel arastirma.

Kimlik ve markalama tasarimi projesi. Logo tasarimi ve alternatiflerin gelistiriimesi.

Kimlik ve markalama tasarimi projesi. Logo ve temel gorsel kimlik unsurlarinin gelistiriimesi.

ol | WD

Kimlik ve markalama tasarimi projesi. Gorsel kimlik sisteminin olusturulmasi.




7 |Kimlik ve markalama tasarimi projesi. Kurumsal kimlik uygulamalarinin gelistiriimesi.
8 |Kimlik ve markalama tasarimi projesi. Kurumsal kimlik uygulamalari ve promosyon Urtnlerinin tasarlanmasi.
9 |Kimlik ve markalama tasarimi projesi. Kurumsal kimlik kilavuzunun hazirlanmasi.
10 |Etkinlik kimligi tasarimina giris. Kavram ve gorsel sistem gelistirme.
11 |Etkinlik kimligi tasarimi. Gorsel kimlik ve temel uygulamalarin gelistiriimesi.
12 |Etkinlik kimligi tasarimi. Afis, brosir ve tamamlayici iletisim materyallerinin tasarlanmasi.
13 |Baski, malzeme, Uretim ve 0zel baski teknikleri. Baskiya hazirlik uygulamalari.
14 |Projelerin tamamlanmasi, sunumu ve genel degerlendirme.
COURSE PLAN
Week Topic
1 |Introduction to identity and branding design. Fundamental concepts and examination of contemporary examples.
2 |Brand research. Identifying the target audience, brand personality, and communication problem.
3 |ldentity and branding design project. Concept development and visual research.
4 |ldentity and branding design project. Logo design and development of alternatives.
5 |ldentity and branding design project. Development of the logo and fundamental visual identity elements.
6 |ldentity and branding design project. Development of the visual identity system.
7 |ldentity and branding design project. Development of corporate identity applications.
8 [ldentity and branding design project. Corporate identity applications and design of promotional products.
9 |ldentity and branding design project. Preparation of the corporate identity guidelines.
10 |Introduction to event identity design. Concept and visual system development.
11 |Event identity design. Development of the visual identity and fundamental applications.
12 |Event identity design. Design of posters, brochures, and complementary communication materials.
13 |Printing, materials, production, and special printing techniques. Prepress applications.
14 |Completion, presentation, and overall evaluation of projects.
DERSIN DEGERLENDIRME SISTEMI
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 50
Odevler (Homework)
Raporlar (Reports)
Yanyil I¢i Galigmalarni || aporatuar (Laboratory Activities)
(Semester Seminer (Seminar)
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlan (Giktilar) Yiiksek| Dusiik
1 |Gérsel Iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir




2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gorsel iletisim
tasarim Urunleri ortaya koyar ¢
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki goérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual
Communication Design. ¢
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are
sensitive to social and cultural values, and are appropriate for the target audience. ¢
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 6 14 84
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 21 1 21
(Final Exam (Preparation included))




Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

20

20

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 2902
(Course Code): GITA 2902

Dersin Adi: Proje Il
(Course Title): Project Il

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
(gart;r?r) 34043 N 5 Tirkce Zorunlu Teorik ve Uygulama Yok
F()G) g (Turkish) (Compulsory) (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere reklam kampanyasi tasarimi ve hareketli grafik tasarim alanlarinda
proje odakli uygulama deneyimi kazandirmaktir. Ogrencilerin reklam briefini analiz ederek hedef
kitle, iletisim amaci ve marka kimligi dogrultusunda kampanya stratejisi, yaratici fikir ve bitinlikli
gorsel tasarim ¢oézimleri gelistirmeleri amaclanmaktadir. Ders kapsaminda &égrencilerin reklam
fikrini sosyal medya, video platformlari, dijital reklam alanlari, ekran ve LED uygulamalari gibi farkh
ve guncel mecralarin 6zelliklerine uygun bicimde uyarlamalari; statik ve hareketli tasarimlar arasinda
gorsel sureklilik olusturmalari hedeflenmektedir. Glincel reklam, iletisim ve gorsel tasarim egilimlerini
takip ederek farkh format ve mecralara yonelik 6zglin ve etkili kampanya uygulamalari gelistirmeleri
amaglanmaktadir.

The aim of this course is to provide students with project-based practical experience in advertising
campaign design and motion graphics. Students are expected to analyze advertising briefs and
develop campaign strategies, creative concepts, and coherent visual design solutions in
accordance with the target audience, communication objectives, and brand identity. The course
aims to enable students to adapt advertising ideas to the characteristics of different and current
media, including social media, video platforms, digital advertising spaces, screens, and LED
applications, while establishing visual continuity between static and motion-based designs.
Students are also expected to follow current trends in advertising, communication, and visual
design and develop original and effective campaign applications for different formats and media.

Dersin igerigi

(Course Content)

Reklam kampanyasi tasariminin temel kavramlari, glincel uygulama alanlari ve hareketli grafik
tasarimla iligkisi. Reklam briefinin analizi; marka, hedef kitle, iletisim amaci, mesaj ve kampanya
hedeflerinin belirlenmesi. Kampanya stratejisi, yaratici fikir, konsept, ana gorsel yaklasim ve gorsel
dil gelistirme. Statik ve hareketli tasarim bilesenlerinin bitlinlikli bir kampanya sistemi iginde
kurgulanmasi. Hareketli grafik tasarimda goriintli, ses, kurgu, zamanlama, ritim ve hareket
unsurlarinin kullanimi. Sosyal medya, video platformlari, dijital reklam alanlari, ekran ve LED
uygulamalari gibi giincel reklam mecralarina yonelik tasarimlarin gelistiriimesi ve uyarlanmasi.
Gilncel reklam, iletisim ve hareketli tasarim egilimlerinin incelenmesi. Reklam kampanyasi
projelerinin arastirma, strateji gelistirme, tasarim, uygulama ve sunum siireglerinin profesyonel
yontemlerle yuratilmesi.

Fundamental concepts of advertising campaign design, current areas of application, and its
relationship with motion graphics. Analysis of the advertising brief; identification of the brand,
target audience, communication objectives, message, and campaign goals. Development of
campaign strategy, creative idea, concept, key visual approach, and visual language. Integration of
static and motion-based design components within a coherent campaign system. Use of image,
sound, editing, timing, rhythm, and motion in motion graphics. Development and adaptation of
designs for current advertising media such as social media, video platforms, digital advertising
spaces, screens, and LED applications. Examination of current trends in advertising,
communication, and motion design. Professional execution of advertising campaign projects
through research, strategy development, design, implementation, and presentation processes.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Reklam kampanyasi tasariminin temel kavramlarini, glincel uygulama alanlarini ve hareketli
grafik tasarimla iligkisini agiklar. [2, 4]
Reklam briefini analiz ederek marka, hedef kitle, iletisim amaci, mesaj ve kampanya
hedeflerini belirler. [2, 4, 7]
3) Kampanya stratejisi, yaratici fikir, konsept ve gorsel dil gelistirir. [2, 3, 4]
Statik ve hareketli tasarim bilesenlerini btunltklu bir reklam kampanyasi sistemi iginde
kurgular. [3, 4, 9, 11]
5) Gorintd, ses, kurgu, zamanlama, ritim ve hareket unsurlarini kullanarak 6zgiin hareketli

tasarim uygulamalari gelistirir. [3, 4, 9, 11]




6) Reklam kampanyasi tasarimlarini sosyal medya, video platformlari, dijital reklam alanlari,
ekran ve LED uygulamalari gibi farkli mecralara ve formatlara uyarlar. [3, 4, 9, 11]

7) Guncel reklam, iletisim ve hareketli tasarim egilimlerini degerlendirerek reklam kampanyasi
projelerinin arastirma, strateji gelistirme, tasarim, uygulama ve sunum sureglerini
profesyonel yontemlerle yirutar. [2, 3, 4, 5, 8, 9]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

(Course Learning Outcomes) |Upon successful completion of this course, students will be able to:

1) Explain the fundamental concepts of advertising campaign design, current areas of
application, and its relationship with motion graphics. [2, 4]

2) Analyze an advertising brief to identify the brand, target audience, communication
objectives, message, and campaign goals. [2, 4, 7]

3) Develop campaign strategies, creative ideas, concepts, and visual language. [2, 3, 4]

4) Integrate static and motion-based design components within a coherent advertising
campaign system. [3, 4, 9, 11]

5) Develop original motion design applications using image, sound, editing, timing, rhythm,
and movement. [3, 4, 9, 11]

6) Adapt advertising campaign designs to different media and formats such as social media,
video platforms, digital advertising spaces, screens, and LED applications. [3, 4, 9, 11]

7) Evaluate current trends in advertising, communication, and motion design, and carry out
the research, strategy development, design, implementation, and presentation processes
of advertising campaign projects using professional methods. [2, 3, 4, 5, 8, 9]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]
(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)

6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi « Advertising by Design: Generating and Designing Creative Ideas Across Media, Robin Landa,
(Textbook) 2021.

» The Advertising Concept Book: Think Now, Design Later, Pete Barry, 2016.

+ Design for Motion: Fundamentals and Techniques of Motion Design, Austin Shaw, 2019.

* Motion Graphic Design: Applied History and Aesthetics, Jon Krasner, 2013.

» The Theory and Practice of Motion Design: Critical Perspectives and Professional Practice, R.
Brian Stone & Leah Wahlin, 2019.

 Branding: In Five and a Half Steps, Michael Johnson, 2016.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 Reklam kampanyasi tasarimina giris. Guncel reklam mecralari, kampanya ornekleri ve hareketli tasarim uygulamalarinin
incelenmesi.
2 |Reklam briefinin analizi. Marka, hedef kitle, iletisim amaci, mesaj ve kampanya hedeflerinin belirlenmesi.
3 |Reklam kampanyasi stratejisi. Arastirma, yaratici fikir ve konsept gelistirme.
4 |Reklam kampanyasi projesi. Ana gorsel yaklasim ve gorsel dilin gelistirilmesi.
5 |Reklam kampanyasi projesi. Statik ve hareketli tasarim sisteminin olusturulmasi.
6 |Hareketli grafik tasarim. Gorinti, hareket, zamanlama, ritim, kurgu ve ses kullanimi.
7 |Reklam kampanyasi projesi. Hareketli tasarim uygulamalarinin gelistiriimesi.
8 |Sosyal medya reklamlari. Farkli formatlara yonelik statik ve hareketli uygulamalar.
9 |Video platformlarina yonelik reklam tasarimi ve hareketli icerik uygulamalari.
10 |Dijital reklam alanlari ve ekran uygulamalari. Mecra 6zelliklerine gore tasarim uyarlamalari.
11 |LED ve buyuk &lcekli dijital ekranlara yonelik hareketli reklam uygulamalari.
12 |Reklam kampanyasi projesi. Farkli mecralara yonelik uygulamalarin gelistiriimesi ve kampanya bitinligunin saglanmasi.




13 |Reklam kampanyasi projesi. Farkli mecralara yonelik uygulamalarin gelistiriimesi ve kampanya bitinligunin saglanmasi.
14 |Reklam kampanyasi projesi. Projenin tamamlanmasi, sunumu ve genel degerlendirme.
COURSE PLAN
Week Topic

1 Introduction to advertising campaign design. Examination of current advertising media, campaign examples, and motion
design applications.

2 Analysis of the advertising brief. Identification of the brand, target audience, communication objectives, message, and
campaign goals.

3 |Advertising campaign strategy. Research, creative idea, and concept development.

4 |Advertising campaign project. Development of the key visual approach and visual language.

5 |Advertising campaign project. Development of the static and motion design system.

6 |Motion graphic design. Use of image, movement, timing, rhythm, editing, and sound.

7 |Advertising campaign project. Development of motion design applications.

8 |Social media advertising. Static and motion applications for different formats.

9 |Advertising design and motion content applications for video platforms.

10 |Digital advertising spaces and screen applications. Design adaptations according to media characteristics.

11 |Motion advertising applications for LED and large-scale digital screens.

12 |Advertising campaign project. Development of applications for different media and ensuring campaign consistency.

13 |Advertising campaign project. Development of applications for different media and ensuring campaign consistency.

/Advertising campaign project. Completion, presentation, and overall evaluation of the project.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 35
Odevler (Homework) 15

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari)

Yiiksek

Diisuk

—

Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir

Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar

Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr

Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

a|lbh|[wDN

Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar.

Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
butlnlestirir.




7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar

8 |Alanin giincel akademik ve mesleki tartigsmalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )

9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir. ¢

10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )

11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °

12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low

1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.

2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.

3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °

4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.

5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢

6 Integrates knowledge acquired from different branches of art and design into the field through an o
interdisciplinary approach.

7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.

9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.

10 Gains the ability to identify the needs of the field and present individually produced designs to the
industry. ¢

11 |Has the ability to adapt to new technologies. °

12 [Has knowledge of laws, regulations, and legislation related to the field. °

AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
TR Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 6 14 84
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 36 1 36

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)




Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

10 1 10

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

20 1 20

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

150

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GIiTA 3103
(Course Code): GITA 3103

Dersin Adi: Kullanici Araytz Tasarimi
(Course Title): User Interface Design

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar Tarkce Zorunlu Teorik ve Uygulama Yok
(Spring) 3+0+0 3 5
F()6) 9 (Turkish) (Compulsory) | (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Ogrencilere kullanici deneyimi (UX), kullanici araylzii (Ul) ve etkilesim tasarimi kavramlarini
ogretmek; etkili, erigilebilir ve kullanici dostu dijital arayuzler tasarlayabilmeleri icin gerekli bilgi,
beceri ve yontemleri kazandirmaktir. Bu dogrultuda 6grencilerin kullanici arastirmalarina dayali
tasarim kararlari almalari, kullanici deneyimi fikirlerini gérsellestirmeleri, bilgi mimarisi ve wireframe
olusturmalari, goérsel araylz tasarlamalari, prototip gelistirmeleri ve kullanilabilirlik testleri
gergeklestirmeleri hedeflenmektedir. Ders ayrica 6grencilerin giincel tasarim araglarini etkin bigimde
kullanmalarini, tasarimlarini kullanici geri bildirimleri dogrultusunda degderlendirmelerini ve
gelistirmelerini ve farkh dijital Grtnler igin kapsamli, islevsel ve slrdirllebilir arayliz tasarim
sistemleri olusturmalarini amaglamaktadir.

The aim of this course is to introduce students to the concepts of user experience (UX), user
interface (Ul), and interaction design, and to provide them with the knowledge, skills, and methods
required to design effective, accessible, and user-friendly digital interfaces. In this context, the
course aims to enable students to make design decisions based on user research, visualize user
experience concepts, develop information architecture and wireframes, design visual interfaces,
create prototypes, and conduct usability testing. The course also aims to develop students’ ability to
use current design tools effectively, evaluate and improve their designs based on user feedback,
and create comprehensive, functional, and sustainable interface design systems for different digital
products.

Dersin igerigi

(Course Content)

Kullanici deneyimi (UX), kullanici arayizi (Ul) ve etkilesim tasariminin temel kavramlari ve
aralarindaki iligkileri ele alma. Kullanici arastirmalari, veri ve ihtiya¢ analizi, persona olusturma,
kullanici senaryolari, kullanici akiglari ve bilgi mimarisi gibi kullanici odakli tasarim ydntemlerini
inceleme. Kullanici deneyimi fikirlerinin eskiz, akis semasi ve wireframe gibi gorsellestirme
teknikleriyle ifade edilmesi ve arayiiz bilesenlerinin olusturulmasi. Web sitesi ve mobil uygulama
projeleri Uzerinden araylz tasarim sureclerini uygulama. Guncel tasarim araglarini, ¢zellikle
Figma'yr kullanarak etkilesimli prototipler gelistirme. Arayizleri kullanilabilirlik, erisilebilirlik ve
evrensel tasarim ilkeleri dogrultusunda test etme, degerlendirme ve gelistirme. ileri diizey
gorsellestirme, mikro etkilesimler ve animasyon 6gdeleri ile tasarim sistemleri olugsturma.

Addressing the fundamental concepts of user experience (UX), user interface (Ul), and interaction
design and their interrelationships. Examining user-centered design methods such as user research,
data and needs analysis, persona development, user scenarios, user flows, and information
architecture. Expressing user experience concepts through visualization techniques such as
sketches, flowcharts, and wireframes, and developing interface components. Applying interface
design processes through website and mobile application projects. Developing interactive
prototypes using current design tools, particularly Figma. Testing, evaluating, and improving
interfaces according to usability, accessibility, and universal design principles. Creating design
systems through advanced visualization, micro-interactions, and animation elements.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Kullanici deneyimi (UX), kullanici arayuzi (Ul) ve etkilesim tasariminin temel kavramlarini
ve aralarindaki iligkileri agiklar. [2, 4, 8]

2) Kullanici arastirmalari gergeklestirir, elde edilen verileri analiz eder ve kullanici ihtiyaglarini
tasarim kararlarina donusturur. [2, 3, 4, 8]

3) Kullanici ihtiyaglar ve proje gereksinimleri dogrultusunda bilgi mimarisi, kullanici akislari ve
deneyim kurgulari olusturur. [2, 3, 4, 8]

4) Kullanici deneyimi fikirlerini eskiz, wireframe ve prototipleme yontemleriyle gorsellestirir. [3,
4,9,10]

5) Guncel kullanici arayuzl tasarim yazihmlarini ve araglarini etkin bicimde kullanarak islevsel
ve etkilesimli araylzler tasarlar. [3, 4, 9, 11]




(Course Learning Outcomes)

Gorsel iletisim tasarimi ilkelerini arayliz tasarimina entegre ederek tutarli bir gorsel dil ve
Olgeklenebilir tasarim sistemi olusturur. [3, 4, 6, 9]

Kullanic ihtiyaglart dogrultusunda erigilebilir, islevsel, kullanici dostu ve farkli ekran
boyutlarina uyarlanabilir araytzler tasarlar. [2, 3, 4, 7, 9]

Prototip ve kullanilabilirlik testleri gerceklestirerek tasarimlari dederlendirir, kullanici geri
bildirimleri dogrultusunda tasarimlari gelistirir ve optimize eder. [2, 3, 4, 8, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1)

Explains the fundamental concepts of user experience (UX), user interface (Ul), and
interaction design and their interrelationships. [2, 4, 8]

Conducts user research, analyzes the data obtained, and translates user needs into design
decisions. [2, 3, 4, 8]

Develops information architecture, user flows, and experience structures based on user
needs and project requirements. [2, 3, 4, 8]

Visualizes user experience concepts through sketching, wireframing, and prototyping
methods. [3, 4, 9, 10]

Designs functional and interactive interfaces by effectively using current user interface
design software and tools. [3, 4, 9, 11]

Integrates visual communication design principles into interface design to create a
consistent visual language and scalable design system. [3, 4, 6, 9]

Designs accessible, functional, user-friendly, and adaptable interfaces for different screen
sizes based on user needs. [2, 3, 4, 7, 9]

Conducts prototype and usability testing to evaluate designs, and improves and optimizes
designs based on user feedback. [2, 3, 4, 8, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 - 21 Sanat ve !nsani Bilimler (Sanat Alani) ]
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi
(Textbook)

The Design of Everyday Things, Don Norman, 2013.

User Experience Design: A Practical Introduction, Gavin Allanwood & Peter Beare, 2014.
Basics Interactive Design: User Experience Design, Gavin Allanwood & Peter Beare, 2014.
Information Architecture: For the Web and Beyond, Louis Rosenfeld, Peter Morville & Jorge
Arango, 2015.

Universal Principles of Design, William Lidwell, Kritina Holden & Jill Butler, 2020.

Cevrimigi gincel kaynaklar

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 Kullanici deneyimi (UX), kullanici arayizi (Ul) ve etkilesim tasariminin temel kavramlari. Kavramlar arasindaki iligkiler.

Kullanici odakli tasarim stireci.

2 |Web arayuz tasarimina yénelik aragtirma yontemleri. Tasarim arastirmalari ve drneklerin incelenmesi.

Web sitesi tasariminda kullanici aragtirmalari, kullanici ihtiyaglarinin belirlenmesi ve verilerin analiz edilmesi. Persona

test ve degerlendirme.

3 olusturma. Bilgi mimarisi.

4 Web sitesi icin igerik organizasyonu ve kullanici akiglarinin olusturulmasi. Kullanici deneyimi fikirlerinin gorsellestiriimesi.
Wireframe olusturma.

5 Web arayliz tasariminin temel bilesenleri. Gorsel hiyerarsi, tipografi, renk, grid ve navigasyon yapilari. Wireframe Uzerinden

6 |Ara degerlendirme. Web sitesi arayliz tasariminin sunulmasi ve geri bildirimler dogrultusunda gelistiriimesi.

7 |Mobil uygulama araylz tasarimina giris. Mobil kullanici deneyimi, ekran yapilari, navigasyon ve etkilesim modelleri.

Mobil uygulama tasariminda kullanici arastirmalari, kullanici ihtiyaglarinin analizi ve persona olugturma. Bilgi mimarisi ve
kullanici akislarinin olusturulmasi.




9 [Mobil arayiiz fikirlerinin gorsellestiriimesi. Wireframe olusturma ve arayiiz bilesenlerinin belirlenmesi.

10 |Mobil arayiiz tasarimi ve uygulama. Gorsel hiyerarsi, tipografi, renk, grid ve arayliz bilesenlerinin kullanimi.

11 |Etkilesimli prototipleme. Mobil arayizlerde kullanici akiglarinin prototip Uzerinden test edilmesi ve degerlendiriimesi.

12 |Responsive tasarim ve farkli ekran boyutlarina uyarlanabilir araylzler. Erisilebilirlik ve evrensel tasarim ilkeleri.

13 ileri diizey gorsellestirme. Arayiiz tasariminda animasyon, mikro etkilesim ve gegislerin kullanimi. Tasarim sistemi
olusturma.

14 |Prototip Uzerinden kontroller ve kullanilabilirlik degerlendirmesi. Mobil arayiiziin gelistiriimesi, sonlandiriimasi ve sunumu.

COURSE PLAN
Week Topic

1 Fundamental concepts of user experience (UX), user interface (Ul), and interaction design. Relationships between these
concepts. User-centered design process.

2 |Research methods for web interface design. Design research and analysis of examples.

3 User research in website design, identification of user needs, and data analysis. Persona development. Information
architecture.

4 |Content organization and user flows for websites. Visualization of user experience concepts. Wireframe development.

5 Fundamental components of web interface design. Visual hierarchy, typography, color, grid, and navigation structures. Testing
and evaluation through wireframes.

6 |Midterm evaluation. Presentation of the website interface design and development based on feedback.

7 Introduction to mobile application interface design. Mobile user experience, screen structures, navigation, and interaction
models.

8 User research in mobile application design, analysis of user needs, and persona development. Information architecture and
user flow development.

9 |Visualization of mobile interface concepts. Wireframe development and identification of interface components.

10 |Mobile interface design and implementation. Use of visual hierarchy, typography, color, grid, and interface components.

11 |Interactive prototyping. Testing and evaluation of user flows through mobile interface prototypes.

12 |Responsive design and interfaces adaptable to different screen sizes. Accessibility and universal design principles.

13 Advanced visualization. Use of animation, micro-interactions, and transitions in interface design. Design system
development.

14 |Prototype review and usability evaluation. Development, finalization, and presentation of the mobile interface.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 35

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.) 5
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI




Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
biitiinlestirir. d
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gorsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an o
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 |Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42




Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

48

48

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

35

35

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25

(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA3110
(Course Code): GITA3110

Dersin Adi: 3B Animasyon
(Course Title): 3D Animation

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar "
. Tarkce Zorunlu Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Compulsory) (Practical) (None)

Dersin Amaci

(Course Objectives)

Bu ders tim dinamik medya ve oyunlar igin, endustri standarti yazilimlarla 3 boyutlu animasyon
yapmay! 0gretir. Keyframe, similasyon ve prosediirel animasyon tekniklerini kullanabilen 6grenciler,
bir sahneyi animasyona hazir halde kurup, ortamdaki tim nesneler birbiriyle etkilesecek bicimde
canlandirmayi 6grenir. Sahnedeki nesnelere ek olarak duman, ates, kati ve sivi gibi akiskan fiziklerin
canlandiriimasi da bu dersin kapsamindadir. Ogrenciler tiim 3D animasyon tekniklerini 6grendikten
sonra hikaye anlatan animasyon filmleri yapabilir. Bu ders 3D tipografik animasyon pratiklerini de
igerir.

This course teaches 3D animation for all dynamic media and games using industry-standard
software. Students who can use keyframe, simulation, and procedural animation techniques will
learn to set up a scene ready for animation and animate all objects within the environment so that
they interact with one another. In addition to objects in the scene, animating fluid physics such as
smoke, fire, solids, and liquids is also covered in this course. After learning all 3D animation
techniques, students will be able to create story-driven animated films. This course also includes
practices in 3D typographic animation.

Dersin igerigi

(Course Content)

internet ve TV gibi dinamik medya ve oyunlar igin Cinema4D ve Blender ile 3 boyutlu animasyonlar.
Keyframe, simiilasyon ve prosedirel animasyon teknikleri ile sahneleri animasyona hazir hale
getirip, ortamdaki tUm nesneleri birbiriyle etkilesecek sekilde canlandirma. Duman, ates, kati ve sivi
gibi akigkan fiziklerin canlandiriimasi. Temel 3B animasyon tekniklerini 6grendikten sonra hikaye
anlatan animasyon filmleri tretmek. 3B tipografik animasyon uygulamalari.

3D animations with Cinema4D and Blender for games and dynamic media such as internet and TV.
Keyframe, simulation and procedural animation techniques for animating scenes and animating all
objects in the environment to interact with each other. Animation of fluid physics such as smoke,
fire, solid and liquid. Producing storytelling animated films after learning basic 3D animation
techniques. 3D typographic animation applications.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1. Endustri standardi yazilimlar Cinema4D ve Blender ile 3 boyutlu animasyonlar yapabilir [4,
11],

Keyframe, simiilasyon ve prosediirel animasyon tekniklerine hakim olur [2, 4],

Ortamdaki tim nesneleri birbiriyle etkilesecek sekilde canlandirabilir [3, 6],

Duman, ates, kati ve sivi gibi akiskan fiziklerin canlandirabilir [4, 11],

Temel 3B animasyon teknikleri sonrasinda hikaye anlatan animasyon filmleri tretebilir [3,
10],

6. 3B tipografik animasyon ve lretimsel sanat uygulamalari gergeklestirebilir [3, 6].

ok wbd

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

Create 3D animations with industry standard software Cinema4D and Blender. [4, 11],
Carry out keyframe, simulation and procedural animation techniques. [2, 4],

Animate all objects in the environment to interact with each other. [3, 6],

Animate fluid physics such as smoke, fire, solids, and liquids [4, 11],

Produce story-driven animated films after mastering fundamental 3D animation
techniques [3, 10],

6. Carry out 3D typographic animation and generative art applications [3, 6].

arwN =

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2-21 (Sanat Alani) )
2-28 (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)




2-29 (Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)
Ders Kitabi e Bonney, M. (2021). Learning Cinema 4D R23: A practical guide to getting started with 3D
(Textbook) modeling, animation, and rendering. Packt Publishing.
e Villar, E. (2020). Blender 2.9: The complete guide to 3D modeling and animation. Packt
Publishing.
e Carvalho, A., & Oliveira, L. (2017). Cinema 4D: Real-world production techniques. CRC
Press.
Yardimci1 Kaynaklar e  Cevrimici kaynaklar.
(Supplementary Material)

HAFTALIK KONULAR

Hafta Konu

1 |Cinema4D veya Blender ile keyframe animasyon teknigi.

2 |Timeline, dopesheet ve graph editor temelleri.

3 [Timeline kullanimi ve temel 3B transform uygulamalari.

4 |Dopesheet ve graph editor ile hareketlerin dizenlenmesi.

5 |Katli nesne animasyonu.

6 |Prosedirel ve parametrik animasyon.

7 |Mograph araclari ile animasyon.

8 |Bullet, cloth, sert ve yumusak nesne simulasyonlari.

9 [|Partikdl animasyon sistemiyle uygulamalar.

10 |Partikdl animasyon sistemiyle uygulamalar.

11 |Pyro ile ates, duman ve patlama simlasyonlari.

12 |Final projesi modelleme ve sahne kurulumu.

13 [|Final projesi objeler ve kamera animasyonlari.

14 [Final projesi efekt animasyonlari, isiklandirma ve render.

COURSE PLAN

Week Topic

1 |Keyframe animation technique with Cinema4D or Blender.

2 Fundamentals of the timeline, dopesheet, and graph editor.

3 Using the timeline and basic 3D transform applications.

4 |Editing motion using the dopesheet and graph editor.

5 |Rigid body animation.

6 |Procedural and parametric animation.

7 |Animation with Mograph tools.

8 |Bullet, cloth, rigid, and soft body simulations.

9 |Applications with the particle animation system.

10 |Applications with the particle animation system.

11 Fire, smoke, and explosion simulations with Pyro.

12 |Final project modeling and scene setup.

13 |Final project object and camera animations.

14 [Final project effects animation, lighting, and rendering.




DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 50
Odevler (Homework)
. Raporlar (Reports)
Yaniyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM GIKTILARININ GORSEL ILETiSiM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Giktilari) Yiksek|Diislik
1 |Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alaniile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar )
3 [Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zglin yapitlara dontsturir °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. )
5 [Bireysel ve grup Uyesi olarak proje suiregleri iginde galisir, sorumluluk alir ve planlama yapar. )
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlegtirir.
7 Etik degerleri gozeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, strdirlebilir gorsel °
iletisim tasarim Grinleri ortaya koyar
8 [Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir )
11 |Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 |Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High | Low
1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 Alani ile ilgili kavramlan, disiinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar )




Soyut ve somut kavramlari; yaratici distinceye, yenilikgi ve 6zglin yapitlara dontstarir

Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

Bireysel ve grup Uyesi olarak proje siiregleri iginde ¢alisir, sorumluluk alir ve planlama yapar.

Sanat ve tasarimin farkh dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
butlnlegtirir.

Etik degerleri gbzeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, stirdirilebilir gorsel iletisim
tasarim driinleri ortaya koyar

Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir

Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir.

10

Alanin ihtiyaglarini tespit ederek bireysel olarak trettigi tasarimi sektore sunabilme becerisi kazanir

11

Yeni teknolojilere uyum saglama yetenegine sahiptir

12

Alana iliskin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES) Sure (saat) Say!

is Yiikii

(Time( hr)) (Quantity) (Work Load (hr)

Ders Siiresi (Lectures) 3 14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

30 1

30

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

15 1

15

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

25

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

13 1

13

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total work load / 25))




Revizyon Tarih
(Revision / Date)
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Koordinator / Hazirlayan
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Gorsel lletisim Tasarimi Bolimu

Onaylayan
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 3203
(Course Code): GITA 3203

Dersin Adi: Dijital illiistrasyon
(Course Title): Digital Illustration

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Alan Segmeli Uygulama Yok

(5) (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Bu ders, 6grencilerin ileri seviye dijital illistrasyon tekniklerini ve yazilimlarini kullanarak profesyonel
diizeyde illistrasyonlar olusturabilmelerini amaclar. Dijital araglarla yaratici ifade ve gorsel hikaye
anlatimi, karmasik projeler Uzerinde calisarak stilizasyon ve kisisel Uslup olusturma, teknik ve
sanatsal becerilerin gelisimi dersin kapsamindadir. Dijital illistrasyon yazilimlarinin ileri dizey
fonksiyonlari ile dijital kalem ve tabletlerin etkin kullanimi ele alinacaktir. Katmanl boyama ve doku
teknikleri, detayli ¢izim ve hassas iscilik, dijital kolaj ve montaj teknikleri gibi gelismis illistrasyon
teknikleri Gzerinde durulacaktir. Karmasik kompozisyon ve diizenleme teknikleri, gérsel metafor ve
sembolizm kullanimi, dinamik sahne ve karakter tasarimi gibi yaratici ifade ve gorsel hikaye anlatimi
becerileri gelistirilecektir. ileri seviye renk kurami ve renk paleti olusturma, renk uyumu ve kontrast
teknikleri, duygusal ve psikolojik renk kullanimi, gelismis perspektif teknikleri, karmasik 1sik ve golge
calismalari, hacim ve derinlik olusturma gibi konular islenecektir.

This course aims to enable students to create professional-level illustrations using advanced digital
illustration techniques and software. The course covers creative expression and visual storytelling
through digital tools, the development of stylization and a personal visual style through work on
complex projects, and the advancement of technical and artistic skills. Advanced functions of digital
illustration software and the effective use of digital pens and tablets will be explored. Advanced
illustration techniques, including layered painting and texturing, detailed drawing and precision
rendering, and digital collage and compositing, will be emphasized. Students will develop creative
expression and visual storytelling skills through complex composition and layout techniques, the use
of visual metaphors and symbolism, and dynamic scene and character design. Topics will include
advanced color theory and color palette development, color harmony and contrast techniques,
emotional and psychological use of color, advanced perspective techniques, complex light and
shadow studies, and the creation of volume and depth.

Dersin igerigi

(Course Content)

Ders, illistrasyonu tarihgesini ve ginimuzdeki durumunu karsilastirarak tanimlar. Dersin baginda
bir ayli 1Isinma projesi olarak kiresel dlgekte bir ¢izim etkinligi takip edilir. Dijital illistrasyon igin
kullanilabilecek olan programlar ve dijital tablet kullanimina odaklanilir. Ogrenciler dijital gizim ve
boyama tekniklerini deneyimler ve djital veya basili medya igin Uretilebilecek illlistrasyonlarin teknik
ozelliklerini 6grenirler. Temel ¢izim becerileri kullanilarak bedensel proporsiyon, karakter tasarimi,
yuz ifadeleri ve beden dili konulari incelenerek karakter tasarimi Uizerine galisilir. Verilen metinler
Uzerinden gorsellestirme pratikleri yapilir. Gorsel 6yki anlatimi konusu gorsel iletisim dili olmasi
acisindan ornekler ile incelenir.

The course covers the history and current state of illustration. It starts with a monthly drawing activity
to warm up. The focus is on using digital illustration programs and practicing with digital tablets.
Students will learn digital drawing and painting techniques and how to create illustrations for digital
or print media. The course covers basic drawing skills, body proportion, character design, facial
expressions, and body language. Students will also practice character design and visualization
exercises based on given text. The course also explores visual storytelling as a form of visual
communication, with relevant examples.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) lllistrasyonu mesleki olarak tanimlar. [2, 4, 8]

2) llliistrasyonun tarihgesini ve giiniimiizdeki durumunu iligkilendirebilir. [1, 4, 8]
3) Dijital illistrasyon ortamlarini ve araglarini tanimlar. [4, 11]

4) Dijital tablet ile ¢izim ve boyama yapabilir. [3, 4, 9, 11]

5) Cizim programlari hakkinda bilgi sahibi olur. [4, 9, 11]

6) Fikirlerin veya metinlerin gorsel olarak betimlenmesini deneyimler. [2, 3, 4, 6]
7) Dijital illistrasyonlar Uretebilir. [3, 4, 9, 10, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]




Upon successful completion of this course, students will be able to:
1) Defines illustration as a profession. [2, 4, 8]

2) Relates the history of illustration to its current state. [1, 4, 8]
3) Defines digital illustration media and tools. [4, 11]
4) Draws and paints using a digital tablet. [3, 4, 9, 11]
5) Gains knowledge of drawing software. [4, 9, 11]
(Course Learning Outcomes) 6) Experiments with the visual representation of ideas and texts. [2, 3, 4, 6]
7) Produces digital illustrations. [3, 4, 9, 10, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]
(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi illtistrasyonun ikinci Altin Gagi, Songiir Dag, E., 2015.

(Textbook) e How to Be an lllustrator?, Rees, D., 2008.

e lllustration: A Theoretical and Contextual Perspective, Male, A., 2007.
e Cevrimigi giincel kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta Konu

1 |illistrasyon tanimi, tarihgesi ve glinimiiz / Proje 1: Uygulama

2 |Dijital illustrasyon araglari, programlar / Proje 1: Uygulama

3 |Dijital illistrasyon araglari, programlar / Proje 1: Uygulama

4 |Dijital illistrasyon araglari, programlar / Proje 1: Uygulama

5 |Metin gorsellestirme, Haiku illistrasyonu

6 |Metin gorsellestirme, Haiku illistrasyonu

7 |Metin gorsellestirme, Haiku illistrasyonu

8 |Dijital reprodiksiyon, érnekler ve yontemler

9 |Dijital reprodiksiyon, érnekler ve yontemler

10 |Dijital reprodiksiyon, érnekler ve ydntemler

11 |Dijital reprodiksiyon, drnekler ve yontemler

12 |Karakter tasarimi / Eskizler, siluet ve anatomi

13 |Karakter tasarimi / T pozu, Mimik ve jestler

14 |Karakter tasarimi sunumu / Renk, isik ve doku kullanimi, aksesuarlar

COURSE PLAN

Week Topic

1 |Definition, history, and contemporary context of illustration / Project 1: Application

Digital illustration tools and software / Project 1: Application

Digital illustration tools and software / Project 1: Application

Digital illustration tools and software / Project 1: Application

Text visualization and Haiku illustration

Text visualization and Haiku illustration

Text visualization and Haiku illustration

OIN oo~ WON

Digital reproduction: examples and methods




9 |Digital reproduction: examples and methods

10 |Digital reproduction: examples and methods

11 |Digital reproduction: examples and methods

12 |Character design / Sketches, silhouettes, and anatomy

13 |Character design / T-pose, facial expressions, and gestures

14 |Character design presentation / Use of color, light, and texture, accessories

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 25
Odevler (Homework) 25

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diigiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik deggrl__eri ngeten, sosyal ve kdlttirel degerlere duyarli, hedef kitleye uygun, siirdurilebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonst.rate.s techni'cal and theoretical knowledge of the historical development of the field of Visual °
Communication Design.




Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective.

Transforms abstract and concrete concepts into creative ideas and innovative and original works.

Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field.

Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning.

Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach.

Produces sustainable visual communication design outcomes that adhere to ethical principles, are
sensitive to social and cultural values, and are appropriate for the target audience.

Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field.

Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards.

10

Gains the ability to identify the needs of the field and present individually produced designs to the
industry.

11

Has the ability to adapt to new technologies.

12

Has knowledge of laws, regulations, and legislation related to the field.

AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

Sayi
(Quantity)

Siire (saat)

ETKINLIKLER (COURSE ACTIVITIES) (Time( hr))

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures) 3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

33 1

33

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

10 2

20

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

15

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

20 1

20

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))




Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GIiTA 3208
(Course Code): GITA 3208

Dersin Adi: Gorsel Hikayelendirme
(Course Title): Visual Storytelling

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar . .
. Tarkce Alan Segmeli Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Ogrencilere gorsel hikayelendirme ve gérsel anlati kavramlarini, temel ilkelerini ve tekniklerini
ogretmek; farkh konulari ve fikirleri etkili gorsel anlatilara donUstirebilmeleri icin gerekli bilgi, beceri
ve yontemleri kazandirmaktir. Bu dogrultuda o6grencilerin gorsel arastirma ve fikir gelistirme
sureclerini  yUrutmeleri, belirlenen bir yonerge ve senaryo dogrultusunda gdrsel anlatilar
olusturmalari, eskiz ve gorsel akis calismalari gerceklestirmeleri, analog ve dijital ¢izim ile
illistrasyon tekniklerini kullanmalari ve 6zgin goérsel diller gelistirmeleri hedeflenmektedir. Ders
ayrica 6grencilerin temel gorsel iletisim tasarimi ilkelerini ve goérsel anlatim unsurlarini anlatinin
gerektirdigi bicimde kullanmalarini, farkli gorsel retim tekniklerini bir arada degerlendirmelerini ve
gorsel hikayelendirme yontemlerini glincel gorsel iletisim tasarimi alanindaki farkli iletisim ve medya
ortamlarina uyarlamalarini amacglamaktadir.

The course aims to teach students the concepts, fundamental principles, and techniques of visual
storytelling and visual narrative, and to provide them with the knowledge, skills, and methods
necessary to transform different subjects and ideas into effective visual narratives. Accordingly,
students are expected to develop visual research and ideation processes, create visual narratives
based on a given guideline and scenario, conduct sketching and visual sequencing studies, use
analog and digital drawing and illustration techniques, and develop original visual languages. The
course also aims to enable students to use fundamental visual communication design principles
and visual narrative elements in accordance with the requirements of the narrative, to integrate
and evaluate different visual production techniques, and to adapt visual storytelling methods to
different communication and media contexts within the contemporary field of visual communication
design.

Dersin igerigi

(Course Content)

Hikayelendirme tarihi, hikayelendirme cesitleri ve goérsel anlatinin temel kavramlari, ilkeleri ve
tekniklerini ele alma. Gorsel iletisim tasarimi kapsaminda gorsel hikaye ve anlati olusturma, konu
ve fikir gelistirme, gorsel arastirma ve anlati kurgusu yontemlerini inceleme. Belirlenen bir yénerge
ve senaryo dogrultusunda gorsel anlati olusturma, gorsel akis ve hikadye yapisini gelistirme. Eskiz,
storyboard ve gorsel siralama gibi yéntemlerle anlatinin goérsellestiriimesi. Analog ve dijital ¢izim,
illistrasyon ve karma teknik uygulamalarini kullanma. Temel gorsel iletisim tasarimi ilkeleri ve gorsel
anlatim unsurlarini kullanarak goérsel dil ve anlatim gelistirme. Ticari ve iletisim odakl senaryolarin
gorsel olarak yapilandiriimasi ve farkli medya ortamlarina uyarlanmasi. Guncel dijital Gretim araglari
ve teknikleri araciligiyla gorsel hikayelendirme ¢alismalarinin gelistiriimesi ve uygulanmasi.

Exploration of the history and types of storytelling and the fundamental concepts, principles, and
techniques of visual narrative. Examination of visual story and narrative development, subject and
idea generation, visual research, and narrative construction within the context of visual
communication design. Development of visual narratives, visual sequences, and story structures
based on a given guideline and scenario. Visualization of narratives through sketching,
storyboarding, and visual sequencing techniques. Application of analog and digital drawing,
illustration, and mixed-media techniques. Development of visual language and expression through
the use of fundamental visual communication design principles and visual narrative elements.
Structuring and visualization of commercial and communication-oriented scenarios and their
adaptation to different media contexts. Development and application of visual storytelling projects
using current digital production tools and techniques.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Gorsel hikayelendirme ve gorsel anlatinin temel kavramlarini, ilkelerini ve tekniklerini agiklar.
[1,2,4,8]
2) Gorsel arastirma yapar, konu ve fikir gelistirir ve gorsel anlati igin uygun anlati yapilar
olusturur. [2, 3, 4, 8]
3) Belirlenen yonerge ve senaryo dogrultusunda gorsel akis, hikaye yapisi ve anlati kurgusu
gelistirir. [2, 3, 4, 7, 10]




(Course Learning Outcomes)

4) Eskiz, storyboard ve gorsel siralama yontemlerini kullanarak gorsel anlatilar yapilandirir ve
gorsellestirir. [3, 4, 9, 10]

5) Analog ve dijital gizim, illistrasyon ve karma teknikleri kullanarak gorsel iletisim tasarimi
ilkelerine uygun 6zgun gorsel anlatilar uretir. [3, 4, 6, 9, 10, 11]

6) Gorsel hikayelendirme galismalarini farkli iletisim ve medya ortamlarina uyarlayarak giincel
dijital Uretim araglari ve teknikleriyle gelistirir ve uygular. [3, 4, 6, 9, 10, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Explains the fundamental concepts, principles, and techniques of visual storytelling and
visual narrative. [1, 2, 4, 8]

2) Conducts visual research, develops topics and ideas, and creates appropriate narrative
structures for visual storytelling. [2, 3, 4, 8]

3) Develops visual flow, story structure, and narrative composition in accordance with the given
guidelines and script. [2, 3, 4, 7, 10]

4) Structures and visualizes visual narratives using sketching, storyboarding, and visual
sequencing methods. [3, 4, 9, 10]

5) Produces original visual narratives in accordance with the principles of visual communication
design using analog and digital drawing, illustration, and mixed-media techniques. [3, 4, 6, 9,
10, 11]

6) Adapts visual storytelling projects to different communication and media environments and
develops and applies them using current digital production tools and techniques. [3, 4, 6, 9,
10, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) )
(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)

6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi o Storytelling — Ellen Lupton, 2017
(Textbook) o lllustration: A Theoretical & Contextual Perspective — Alan Male, 2017

¢ Framed Ink: Drawing and Composition for Visual Storytellers — Marcos Mateu-Mestre, 2010
¢ The Visual Story: Creating the Visual Structure of Film, TV and Digital Media — Bruce Block,
2020 Understanding Comics: The Invisible Art — Scott McCloud, 1993

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Hikayelendirme tarihi ve cesitleri. Gorsel hikayelendirmenin temel kavramlari, kullanim alanlari ve iletisimdeki rolG.
2 Gorsel hikayelendirme ve gorsel iletisim tasarimi. Gorsel anlatimin temel ilkeleri ve farkli iletisim amaclarina yonelik
kullanimi.
3 |Ticari ve iletisim odakli gorsel hikayelendirme. Farkli senaryo ve iletisim amaclarina yonelik gérsel anlatim érnekleri.
4 |Gorsel arastirma. Konu ve fikir gelistirme.
5 |Hikaye ve senaryo gelistirme. Gorsel anlati kurgusu ve akisinin olusturulmasi.
6 |Gorsel akis ve anlati siralamasi. Eskiz ve gorsel fikir gelistirme.
7 |Gorsel dil ve anlatim. Temel gorsel iletisim tasarimi ilkelerinin kullanimi.
8 |Gorsellestirme yontemleri. Analog ve dijital gizim, illistrasyon ve karma tekniklerin kullanimi.
9 |Gorsel anlatimin gelistirilmesi. Cizim, illistrasyon, kompozisyon ve gorsel ifade olanaklari.
10 |Gorsel Uretim tekniklerinin segimi ve uygulanmasi. Farkli tekniklerin anlati dogrultusunda bir arada kullaniimasi.
11 |Proje konusu ve fikir gelistirme. Gorsel arastirma ve referans olusturma.
12 |Proje tasarimi. Gorsel anlati, eskiz ve gorsel akis calismalarinin geligtiriimesi.
13 |Proje uygulamasi. Taslaklarin degerlendiriimesi ve revize edilmesi.




14 |Projenin tamamlanmasi, sunulmasi ve degerlendiriimesi.
COURSE PLAN
Week Topic
1 |History and types of storytelling. Fundamental concepts, applications, and role of visual storytelling in communication.
2 Visual storytelling and visual communication design. Fundamental principles of visual communication and their use for

different communication purposes.

Commercial and communication-oriented visual storytelling. Examples of visual narratives for different scenarios and

3 communication purposes.

4 |Visual research. Topic and idea development.

5 |Story and script development. Creating visual narrative structure and flow.

6 |Visual flow and narrative sequencing. Sketching and visual idea development.

7 |Visual language and expression. Application of fundamental visual communication design principles.

8 |Visualization methods. Use of analog and digital drawing, illustration, and mixed-media techniques.

9 |Development of visual expression. Drawing, illustration, composition, and visual expression techniques.
10 |Selection and application of visual production techniques. Combining different techniques in accordance with the narrative.
11 |Project topic and idea development. Visual research and reference development.

12 |Project design. Development of visual narrative, sketches, and visual flow.

13 |Project implementation. Evaluation and revision of drafts.

14 |Project completion, presentation, and evaluation.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 25
Odevler (Homework) 25

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk

—

Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir

Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar

Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr

Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

a|lbh|[wDN

Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. °

Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
butlnlestirir.




7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartigsmalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir. ¢
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the
industry. ¢
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
TR Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 38 1 38

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)




Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

25 1 25

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3210 Dersin Adi: Deneyim Tasarimi
(Course Code): GITA3210 (Course Title): Experience Design

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)

Bahar Turkce SAl)ar:nlglli Teorik ve Uygulama Yok
(Spring) | 3+0+0 3 5 ¢ ¢ ve Uyguiam
6) (Turkish) (Are;a (Theoretical + Practical) (None)
Elective)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere deneyim tasariminin temel ilkelerini 6gretmek ve bu ilkeleri kullanarak
anlamli ve etkili kullanici deneyimleri tasarlamalarini saglamaktir. Ogrenciler, teorik bilgileri pratige
dokerek, kullanici odakli tasarim projeleri gelistirecek ve bu projeleri degerlendirebilecek yetkinlikler
kazanacaktir. Ayni zamanda, 6grencilerin yaratici problem ¢ézme ve elestirel disinme becerilerini
gelistirmeleri hedeflenir.

The purpose of this course is to teach students the fundamental principles of experience design and
enable them to design meaningful and effective user experiences using these principles. Students
will translate theoretical knowledge into practice, developing user-centered design projects and
gaining the competencies to evaluate these projects. At the same time, the course aims to help
students develop their creative problem-solving and critical thinking skills.

Dersin igerigi

(Course Content)

Deneyim tasariminin temel kavramlari ve tarihsel gelisimi. Kullanici arastirmalari, empati kurma,
ideasyon, prototipleme ve kullanilabilirlik testleri. Araylz tasarimi, duyusal tasarim ve hizmet
tasarimi konulari, kullanici deneyimini iyilestirme stratejileri. Gergek diinya projeleri lzerinde
calisarak pratik deneyim kazanma ve modern tasarim araclarini kullanmayi 6grenme. Deneyim
tasariminin etik boyutlari ve kullanici merkezli tasarimin toplumsal etkileri.

Fundamental concepts and historical development of experience design. User research, empathy,
ideation, prototyping, and usability testing. Interface design, sensory design, and service design
topics, with strategies for improving user experience. Gaining practical experience by working on
real-world projects and learning to use modern design tools. Ethical dimensions of experience
design and the societal impacts of user-centered design.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1. Deneyim tasariminin temel kavramlarini 6grenir, gesitli alanlarla olan iligkisini
g6zlemleyebilir [1, 2, 4, 6],

Kullanici aragtirmalari ve empati kurma tekniklerini uygular [2, 5, 7],

ideasyon ve prototipleme siireclerini kullanarak tasarim ¢oézimleri Gretir [3, 6, 10],
Kullanilabilirlik testleri yapar ve geri bildirimleri degerlendirir [8, 10],

Deneyim tasarimi proje sureglerini planlayabilir [5, 9, 10],

Kullanici deneyimlerini analiz etmek ve iyilestirmek icin gerekli olan yontem ve araclar
etkin bir sekilde kullanir [4, 8, 11, 12].

ook wN

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1. Acquire a comprehensive understanding of the fundamental concepts of experience
design and their relationships with various fields [1, 2, 4, 6],

Implement user research and empathy-building techniques effectively [2, 5, 7],
Develop design solutions through ideation and prototyping processes [3, 6, 10],
Conduct usability tests and critically evaluate the feedback [8, 10],

Plan and manage the processes of experience design projects [5, 9, 10],

Utilize methods and tools efficiently to analyze and enhance user experiences [4, 8, 11,
12].

oA wN

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2-21 (Sanat Alani)

2-28 (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

2-29 (Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

3-31 (Sosyal Bilimler ve Davranis Bilimleri Alani)

6-68 (Bilisim Teknolojileri ile ilgili Disiplinlerarasi Programlar ve Dereceler)

Ders Kitabi

e Experience Design. Nathan Shedroff. Waite Group Pr, 2001.




(Textbook)

e Experience Design: A Participatory. Abraham Burickson. Yale University Press, 2023.
e Making Meaning: How Successful Businesses Deliver Meaningful Customer Experiences.
Steve Diller, Nathan Shedroff & Darrel Rhea. New Riders Pub, 2006.

Yardimci Kaynaklar e  Cevrimici kaynaklar.

(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu

1 |Deneyim Tasarimina Girig: Deneyim tasariminin kapsami ve temel kavramlar. iligkili oldugu alanlar

2 |Kullanici arastirma ydntemleri, empati kurma teknikleri ve empati haritalari.

3 |ideasyon ve Tasarim Sprintleri: ideasyon teknikleri, yaratici problem ¢ézme yéntemleri ve tasarim sprintleri.

4 |Prototipleme: Dusuk ve yuksek ¢6zUnuUrltkli prototip gelistirme ve hizli prototipleme teknikleri.

5 |Kullanilabilirlik Testleri: Kullanilabilirlik testlerinin 6nemi, uygulama yontemleri ve test senaryolari yazma.

6 Aray[]; Tasarimi: Araylz tasariminin temel prensipleri, kullanici odakli tasarim ve yuksek ¢6zUnurlUkla
prototipler.

7 |Duyusal Tasarim: Duyusal tasarimin 6nemi, farkli duyulara yonelik tasarim stratejileri ve uygulamalar.

8 [Hizmet Tasarimi: Hizmet tasarimi kavrami, uygulama alanlari ve servis blueprinting.

9 Deneyim tasarllrplnd.a kullanici geri bildirimi ve iyilestirme. Kullanici geri bildirimlerini toplama, analiz etme
ve tasarimlari iyilestirme.

10 |Geri Bildirim ve lyilestirme: Kullanici geri bildirimlerini toplama, analiz etme ve tasarimlari iyilestirme.

11 |Proje Gelistirme: Ogrencilerin deneyim tasarimi projeleri (izerinde ¢alismalari

12 |Proje Gelistirme: Ogrencilerin deneyim tasarimi projeleri (izerinde calismalari.

13 |Proje Gelistirme: Ogrencilerin deneyim tasarimi projeleri (izerinde ¢alismalari.

14 |Proje Gelistirme: Ogrencilerin deneyim tasarimi projeleri (izerinde ¢aligmalari.

COURSE PLAN
Week Topic

1 Introduction to Experience Design: The scope of experience design and fundamental concepts.
Related fields.

2 |User research methods, empathy-building techniques, and empathy maps.
Ideation and Design Sprints: Ideation techniques, creative problem-solving methods, and design

3 sprints.

4 |Prototyping: Developing low- and high-fidelity prototypes and rapid prototyping techniques.

5 Usability Testing: The importance of usability testing, implementation methods, and writing test|
scenarios.

6 Interface Design: Fundamental principles of interface design, user-centered design, and high-|
fidelity prototypes.

7 Sensory Design: The importance of sensory design, design strategies for different senses, and
applications.

8 |Service Design: The concept of service design, application areas, and service blueprinting.

9 User feedback and improvement in experience design. Collecting and analyzing user feedback
and improving designs.

10 |Feedback and Improvement: Collecting and analyzing user feedback and improving designs.

11 [Project Development: Students working on experience design projects.

12 |Project Development: Students working on experience design projects.

13 |Project Development: Students working on experience design projects.

14 |Project Development: Students working on experience design projects.




DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Yariyil igi —
Calismalan Laboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 15

Raporlar (Reports)

Seminer (Seminar)

(Semester -
Activities) Sunumlar (Presentations) 5
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI
Program Kazanimlari (Giktilari) Yiksek|Diislik

1 |Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alaniile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, gok boyutlu olarak algilar )
3 [Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zglin yapitlara dontsturir °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. )
5 [Bireysel ve grup Uyesi olarak proje suiregleri iginde galisir, sorumluluk alir ve planlama yapar. )
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °

butlnlegtirir.
7 Etik degerleri gozeten, sosyal ve kiltiirel degerlere duyarl, hedef kitleye uygun, siirdirilebilir gorsel °

iletisim tasarim Grinleri ortaya koyar
8 [Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °

yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir )
11 |Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 |Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High | Low

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 Alani ile ilgili kavramlari, dlslinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar )




3 |Soyut ve somut kavramlari; yaratici dustinceye, yenilikci ve 6zgtin yapitlara déntstarir °
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. )
5 |Bireysel ve grup lyesi olarak proje slregleri igcinde galisir, sorumluluk alir ve planlama yapar. )
Sanat ve tasarimin farkh dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
6 [butlnlestirir. ¢
Etik degerleri gbzeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, stirdirilebilir gorsel iletisim °
7 |tasarim Urinleri ortaya koyar
8 |Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
9 [yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
1 Yeni teknolojilere uyum saglama yetenegine sahiptir )
12 |Alana iliskin yasa, ydnetmelik ve mevzuatlar hakkinda bilgi sahibidir °
AKTS - iS YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
i i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 41 1 41
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
4 12
(Homework) 3
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 30 1 30
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii 125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))




Revizyon Tarih
(Revision / Date)
08/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 3211
(Course Code): GITA 3211

Dersin Adi: Tasarim Metodolojileri ve Elestirel Analiz
(Course Title): Design Methodologies and Critical Analysis

Yanyih |D+ U +L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Alan Segmeli Teorik Yok

(5) (Turkish) (Area Elective) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 0Ogrencilere farkli tasarim metodolojilerini ve yaklagimlarini 6gretip, bu
yaklasimlarin tasarim sureglerine etkilerini anlamalarini ve elestirel analiz yapabilme becerilerini
geligtirmektir. Ogrenciler, tasarim siireglerinde daha yapisal ve sistematik disiinme becerisi
kazanarak, tasarimlari estetik, islev, kullanici deneyimi, surdurulebilirlik, etik, kltirel uygunluk ve
baglam gibi kriterler Gzerinden dederlendirme yetenegi kazanirlar. Ders, 6grencilere elestirel ve
analitik bir bakis acisi kazandirarak, tasarim projelerinde yenilikgi ve bilingli kararlar almalarini
saglamayi hedefler.

The aim of this course is to introduce different design methodologies and approaches, enabling an
understanding of their impact on design processes and the development of critical analysis skills.
The course aims to develop more structured and systematic thinking skills in design processes and
the ability to evaluate designs based on criteria such as aesthetics, functionality, user experience,
sustainability, ethics, cultural appropriateness, and context. It also aims to provide a critical and
analytical perspective that supports innovative and informed decision-making in design projects.

Dersin igerigi

(Course Content)

Tasarim metodolojileri, tasarim yaklasimlari ve elestirel analiz konularini kapsamli bir sekilde ele
alma. Cesitli tasarim metodolojileri ve yaklasimlarina dayali olarak tasarim stiregleri ve yontemlerini
inceleme. Sistematik problem ¢ézme yaklagimlari ve yenilikgi tasarim metotlarini 6grenme. Estetik,
islev, kullanici deneyimi, surdurulebilirlik, etik, kaltirel uygunluk ve baglam gibi kriterler Gzerinden
cesitli tasarim calismalarinin analizi. Tasarim Urdnlerini kiltirel, sosyal ve etik boyutlar dikkate
alarak butincil bir perspektifle degerlendirme. Varsayimlari sorgulama, alternatif ¢ozimleri
arastirma ve tasarim kararlarinin etkilerini degerlendirme. Elestirel disiinme ve analitik bakis agisi
kazanarak tasarim projelerinde bilingli ve yaratici kararlar alma.

Comprehensively addressing design methodologies, design approaches, and critical analysis.
Examining design processes and methods based on various design methodologies and approaches.
Learning systematic problem-solving approaches and innovative design methods. Analyzing various
design works based on criteria such as aesthetics, function, user experience, sustainability, ethics,
cultural appropriateness, and context. Evaluating design products holistically by considering cultural,
social, and ethical dimensions. Questioning assumptions, researching alternative solutions, and
evaluating the impacts of design decisions. Gaining a critical and analytical perspective to make
informed and creative decisions in design projects.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Farkh tasarim metodolojilerini ve yaklagimlarini 6grenerek tasarim sureglerinde yapisal ve
sistematik dustinme becerisi kazanir. [2, 3, 4, 8]

2) Tasarnimlar estetik, islev, kullanici deneyimi, strdirdlebilirlik, etik, kiltirel uygunluk ve
baglam kriterleri Uzerinden elegtirel bir gbzle degerlendirir. [2, 4, 7, 8]

3) Tasarim sureglerinde karsilasilan problemleri sistematik problem ¢ézme yaklagimlariyla
analiz eder. [2, 3, 4, 8]

4) Tasarim Urinlerini butuncdl bir perspektifle analiz eder. [2, 4, 6, 8]

5) Elestirel disunme becerilerini gelistirir ve yaratici projeler igin teorik altyapi olusturur. [2, 3,
4, 8]

[Not: Késeli parantez igindeki sayilar ilgili program ciktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:
1) Develop structural and systematic thinking skills in design processes by learning various
design methodologies and approaches. [2, 3, 4, 8]
2) Evaluate designs critically based on criteria such as aesthetics, functionality, user
experience, sustainability, ethics, cultural appropriateness, and context. [2, 4, 7, 8]
3) Analyze problems encountered in design processes using systematic problem-solving
approaches. [2, 3, 4, 8]




4) Analyze design products from a holistic perspective. [2, 4, 6, 8]
5) Develop critical thinking skills and establish a theoretical foundation for creative projects. [2,
3,4, 8]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]
(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)

2 — 29 Sanat ve insani Bilimler (Bagka Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

Ders Kitabi e Speculative Everything, Dunne, A. & Raby, F., 2013.
(Textbook) o Discursive Design: Critical, Speculative, and Alternative Things, Bruce M. Tharp & Stephanie

M. Tharp, 2019.

¢ Change by Design: How Design Thinking Transforms Organizations and Inspires Innovation,
Tim Brown, 2009.

e Creative Confidence: Unleashing the Creative Potential Within Us All, Tom Kelley & David
Kelley, 2013.

e Universal Principles of Design, William Lidwell, Kritina Holden & Jill Butler, 2023.

e The Design of Everyday Things, Don Norman, 2014.

¢ The Art of Co-Design: Solving Problems Through Creative Collaboration, Jeremy Kerr, 2024.

e Graphic Design Thinking: Beyond Brainstorming, Jennifer Cole Phillips, 2011.

e Cevrimigi kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta

Konu

Tasarim metodolojileri ve yaklagimlari. Tasarim metodolojisi ile tasarim kuramlari arasindaki farklar. Tasarim sireclerinde

1 |kullanilan belli bagli metodolojilerin genel tanitimi. Farkli tasarim metodolojilerini ve yaklagimlarinin tasarim sireglerine
etkileri.

2 |Tasarim Odakl Diisiinme (Design Thinking): Temel prensipler, siirecler ve yéntemler. Ornekler {izerinden inceleme.

3 Surdurilebilir Tasarim (Sustainable Design) ve Eko-Tasarim (Eco-Design): Temel prensipler, siiregler ve yontemler.
Sardurilebilir ve eko-tasarim érnekleri Gzerinden inceleme.

4 Katilimci Tasarim (Participatory Design) ve isbirlikgi Tasarim (Co-Design): Temel prensipler, siiregler ve yéntemler.
Ornekler lizerinden inceleme.

5 |Evrensel Tasarim (Universal Design): Temel prensipler, siirecler ve yéntemler. Ornekler lizerinden inceleme.

6 Soylemsel Tasarim (Discursive Design), Elestirel Tasarim (Critical Design) ve Spekdlatif Tasarim (Speculative Design):
Temel prensipler, siirecler ve yéntemler. Ornekler (izerinden inceleme.

7 Feminist Tasarim (Feminist Design) ve Etnografik Tasarim (Ethnographic Design): Temel prensipler, siirecler ve yontemler.
Ornekler lizerinden inceleme.

8 Diger Metodolojiler Gzerine temel bilgiler: Biyomimikri Tasarimi (Biomimicry Design), Planet-Centric Design (Gezegen
Merkezli Tasarim), Baglamsal Tasarim (Contextual Design), Algisal Tasarim (Perceptual Design)

9 |Tasarim elestirisi ydntemleri. Estetik, islev, kullanici deneyimi ve baglam ydninden degerlendirme.

10 |Grafik tasarim Urln 6rnekleri Gzerinden elestirel analiz.

11 |Grafik tasarim Urln 6rnekleri Uzerinden elestirel analiz.

12 |Arayuz ve etkilesim tasarimi érnekleri Gzerinden elestirel analiz. Kullanici deneyimi ve islevsellik agisindan degerlendirme.

13 [Hareketli grafik ve video tasarimi 6rnekleri Uizerinden elestirel analiz. Gorsel anlatim ve estetik degerlendirilmeleri.

14 Artirilimis gerceklik ve sanal gerceklik projeleri Uzerinden elestirel analiz. Teknolojik entegrasyon ve kullanici deneyimi

degerlendirmeleri.

COURSE PLAN




Week

Topic

Sustainable Design and Eco-Design: Fundamental principles, processes, and methods. Examination through examples of
sustainable and eco-design.

Participatory Design and Co-Design: Fundamental principles, processes, and methods. Examination through examples.

Universal Design: Fundamental principles, processes, and methods. Examination through examples.

Discursive Design, Critical Design, and Speculative Design: Fundamental principles, processes, and methods. Examination

4 through examples.

5 Feminist Design and Ethnographic Design: Fundamental principles, processes, and methods. Examination through
examples.

6 |Introduction to other methodologies: Biomimicry Design, Planet-Centric Design, Contextual Design, and Perceptual Design.

7 |Design critique methods. Evaluation based on aesthetics, functionality, user experience, and context.

8 |Critical analysis of graphic design products through examples.

9 |Critical analysis of graphic design products through examples.

10 |Critical analysis of interface and interaction design examples. Evaluation in terms of user experience and functionality.

11 |Critical analysis of motion graphics and video design examples. Evaluation of visual communication and aesthetics.

12 |Critical analysis of augmented reality and virtual reality projects. Evaluation of technological integration and user experience.

13 Sustainable Design and Eco-Design: Fundamental principles, processes, and methods. Examination through examples of
sustainable and eco-design.

14 |Participatory Design and Co-Design: Fundamental principles, processes, and methods. Examination through examples.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 15

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations) 5
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim
tasarim Urunleri ortaya koyar ¢
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )




9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective. ¢
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field. ¢
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the o
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project) 15 ! 15
Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi




Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

13 1 13

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA3212
(Course Code): GITA3212

Dersin Adi: Dijital Heykel
(Course Title): Digital Sculpting

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar "
. Tarkce Zorunlu Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Compulsory) (Practical) (None)

Dersin Amaci

(Course Objectives)

Dijital Heykel dersi 6grencilere dijital ortamda t¢ boyutlu modelleme ve heykel yapma tekniklerini
detayli bir sekilde &gretir. Ders kapsaminda, bu alana 6zel Uretiimis yazilimlar kullanilarak
karakterler, objeler, ve detayli tasarimlar olusturma surecleri Uzerine odaklanilir. Ogrenciler,
anatomi, kompozisyon, yuzey 6zelligi bilgilerini kullanarak 3D dijital karakter ve obje modelleri
yapabilirler. Bir film ya da oyun karakterinin, bir aksiyon figiriiniin veya bir oyuncagin modellenmesi
dersin ana hedefidir. Uygulama agirlikli olarak tekrarlanan calismalarla, 6grencilerin sanatsal
vizyonunu dijital araglarla ortaya ¢ikartmasi saglanir.

The Digital Sculpting course teaches students three-dimensional modeling and sculpting techniques
in a digital environment in detail. Within the course, the focus is on the process of creating
characters, objects, and detailed designs using software specifically developed for this field.
Students learn to create 3D digital character and object models by applying their knowledge of
anatomy, composition, and surface properties. The main goal of the course is modeling a film or
game character, an action figure, or a toy. Through repeated, application-focused work, students
are guided to bring their artistic vision to life using digital tools.

Dersin igerigi

(Course Content)

Dijital ortamda u¢ boyutlu modelleme ve heykel yapma teknikleri. Bu teknige 6zgl, Nomad Sculpt
ve Blender yazilimlari kullanarak karakterler, objeler ve detayl tasarimlar olusturma. Temel anatomi
bilgisini, kompozisyon becerilerini ve yuzey 6zelliklerini kullanarak 3D dijital karakter ve organik
formlu obje modelleri Gretme. Bir film karakteri, oyun karakteri, aksiyon figiirii veya oyuncagin dijital
modellemesi igin izlenen temel is akigi ve prensipler. Dokunmatik ekran, dijital kalem, tablet ve grafik
tablet kullanimi. Modellenen karakterin 3D baskiya hazirlanmasi ve baskisi.

Three-dimensional modeling and sculpting techniques in a digital environment. Creating characters,
objects and detailed designs using Nomad Sculpt and Blender software specific to this technique.
Producing 3D digital character and organic form object models using basic anatomy knowledge,
compositional skills and surface properties. Basic workflow and principles for digital sculpting of a
movie character, game character, action figure or toy. Use of touch screen, digital pen, iPad and
graphics tablet. Preparation and printing of the modeled character for 3D printing.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:

1. Bilgisayar ile 3B heykel ve karakter modelleme bilgisi kazanir [4]

2. Bu modelleme teknidine 6zel olarak Nomad Sculpt ve Blender yazilimlari kullanarak 3B
karakter, maskot ve oyuncak tasarimlari yapabilir. [3, 4]

3. Temel anatomi bilgisini, kompozisyon becerilerini ve yutzey o6zelliklerini kullanarak 3B
organik formlu objeler Uretebilir. [2, 3]

4. Bir film karakteri, oyun karakteri, aksiyon figiirii veya oyuncagin dijital modellemesi igin
izlenen temel is akigi ve prensiplerini kavrar. [4, 6]

5. 3B modellemede dokunmatik ekran, dijital kalem, tablet ve grafik tablet deneyimi kazanir.

6. Modellenen karakterin 3B baskiya hazirlanmasi becerilerini kazanir. [11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

(Course Learning Outcomes)

Upon successful completion of this course, students will be able to:

1. 3D sculpt and model a character with computer. [4]

2. Design 3D characters, mascots and toys using Nomad Sculpt and Blender software
specific to this modeling technique. [3, 4]

3. Produce 3D organic formed objects using basic anatomy knowledge, composition skills
and surface properties. [2, 3]

4. Understand the basic workflow and principles for digital modeling of a movie character,
game character, action figure or toy. [4, 6]

5. Experience touch screen, digital pen, tablet and graphics tablet in 3D modeling.

6. Prepare the modeled character for 3D printing. [11]

[Note: Numbers in brackets are indicating the related program outcomes]




Dersin ISCED Kategorisi Sanat Alanr)

Baska Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

2-21(

(ISCED Category of the course)|2-28 (Sanat ve insani Bilimlerle llgili Disiplinlerarasi Programlar)
2-29 (
[ )

Ders Kitabi Bigloo, J. (2024). Mastering the digital realm: Exploring the intersection of 3D modeling

(Textbook) and character design.

e Niculita, A. (2024). Crafting immersive worlds: The role of 3D sculpting and character
design in storytelling.

e  Smith, J. (2022). The rise of 3D sculpting in toy design: Revolutionizing the industry.

e Patel, S., & Nguyen, L. (2021). Exploring the intersection of creativity and technology in
contemporary toy making.

e Takahashi, K., & Fernandez, M. (2022). Bridging the digital and physical realms: The
evolving role of 3D sculpting in toy design.

Yardimci1 Kaynaklar e  Cevrimici kaynaklar.
(Supplementary Material)

HAFTALIK KONULAR

Hafta Konu

1 |Dijital heyleltrashigin diger 3B modellemeden farklarini anlama.

2 [Nomad Sculpt genel arayliz tanitimi ve is akisi. Android ve iOS.

3 |Blender sculpting ¢alisma alani tanitimi, araglar ve is akisi.

4 |Nomad Sculpt ile 3B oyuncak tasarimi. Uygulama.

5 |Nomad Sculpt ile 3B oyuncagin boyanmasi. Uygulama.

6 |Nomad Sculpt ile 3B karakter tasarimi. Uygulama 1/5

7 |Nomad Sculpt ile 3B karakter tasarimi. Uygulama 2/5

8 |Nomad Sculpt ile 3B karakterin boyanmasi. Uygulama 3/5

9 |Blender ile biten 3B karakterin isiklandirma ve renderi. 4/5

10 |Blender ile biten 3B karakterin isiklandirma ve renderi. 5/5

11 |Final projesi: Blender ile 3B karakter tasarimi. Uygulama 1/4

12 |Final projesi: Blender ile 3B karakter tasarimi. Uygulama 1/4

13 |Final projesi: Substance 3D Painter ile 3B karakterin boyanmasi. Uygulama 1/4

14 |Final projesi: Substance 3D Painter ile 3B karakterin isiklandirma ve render:.
COURSE PLAN

Week Topic

1 |Understanding the differences between digital sculpting and other forms of 3D modeling.

2 |General interface and workflow introduction to Nomad Sculpt. Android and iOS.

3 Introduction to the Blender sculpting workspace, tools, and workflow.

4 |3D toy design with Nomad Sculpt. Application.

5 |Painting the 3D toy with Nomad Sculpt. Application.

6 |3D character design with Nomad Sculpt. Application 1/5.

7 |3D character design with Nomad Sculpt. Application 2/5.

8 |Painting the 3D character with Nomad Sculpt. Application 3/5.

9 |Lighting and rendering the finished 3D character with Blender. 4/5.

10 |Lighting and rendering the finished 3D character with Blender. 5/5.

11 [Final project: 3D character design with Blender. Application 1/4.

12 |Final project: 3D character design with Blender. Application 1/4.

13 |Final project: Painting the 3D character with Substance 3D Painter. Application 1/4.

14 [Final project: Lighting and rendering the 3D character with Substance 3D Painter.




DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20
. Raporlar (Reports)
Yaniyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAM

KAZANIMLARINA KATKISI
Program Kazanimlari (Giktilari) Yiiksek|Diislik

1 |Gérsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir °
2 |Alaniile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar °
3 [Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zgiin yapitlara dontsturir )
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suiregleri igcinde galisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla o

butlnlegtirir.
7 Etik degerleri gozeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, strdirilebilir gorsel °

iletisim tasarim Grinleri ortaya koyar
8 [Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama o

yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 |Yeni teknolojilere uyum saglama yetenegine sahiptir )
12 |Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir )

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High | Low

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir °
2 Alani ile ilgili kavramlarn, disiinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici dustinceye, yenilikci ve 6zgtin yapitlara déntstarir )




Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

Bireysel ve grup Uyesi olarak proje siiregleri iginde ¢alisir, sorumluluk alir ve planlama yapar.

Sanat ve tasarimin farkh dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla

butlnlegtirir.

Etik degerleri gbzeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, stirdirilebilir gorsel iletisim

tasarim driinleri ortaya koyar

Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir

Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama

yetisi kazanir.

10

Alanin ihtiyaglarini tespit ederek bireysel olarak trettigi tasarimi sektore sunabilme becerisi kazanir

11

Yeni teknolojilere uyum saglama yetenegine sahiptir

12

Alana iliskin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir

AKTS - iS$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

Siire (saat) Say

ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures) 3 14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

30 1

30

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

15 1

15

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

25

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

13

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total work load / 25))




Revizyon Tarih
(Revision / Date)
08/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3213 Dersin Adi: Reklam Kampanyasi Tasarimi
(Course Code): GITA3213 (Course Title): Advertising Campaign Design
Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul

(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Alan ici

Guz (Fall) 3+0+0 3 5 Turkce Segmeli Teorik ve Uygulama Yok

(5) (Turkish) (Area (Theoretical + Practical) (None)

Elective)

Dersin Amaci

(Course Objectives)

Reklam Kampanyasi Tasarimi dersi, 6grencilere reklam tasariminin gesitli asamalarinda kapsamli
bilgi ve deneyim kazandirarak, yaratici ve etkili reklam kampanyalari olusturma becerisi
kazandirmay! amaglar.

The Advertising Campaign Design course aims to give students comprehensive knowledge and
hands-on experience across the various stages of advertising design, equipping them with the skills
to create creative and effective advertising campaigns.

Dersin igerigi

(Course Content)

Reklam tasarimi slrecinin ¢esitli asamalarinda kapsaml bilgi ve deneyim kazandirma. Reklam
tasariminda brief olusturmanin 6neminden baslayarak hedef kitlenin belilenmesi ve tanitiimasi
surecleri. Reklam stratejisi gelistirmeye odaklanma, kampanya surecini ¢esitli uygulamalarla
destekleme. Reklam kampanyasi fikri Gretme, storyboard olusturma, etkili sunum hazirlama, igerik
Uretimi ve musteri iligkileri konularinda pratik yapma. Musteriler ve sirketler icin sunduklari hizmet
veya uUrunleri 360 derece gok yonlu reklam kampanyasi formatlarinda etkileyici marka hikayeleri
anlatmayi1 amaglayan yenilik¢gi yaklagimlar gelistirme.

Gaining comprehensive knowledge and experience at various stages of the advertising design
process. Starting from the importance of creating a brief in advertising design, to identifying and
targeting the audience. Focusing on developing advertising strategies and supporting the campaign
process with various applications. Practicing idea generation for advertising campaigns, creating
storyboards, preparing effective presentations, content production, and client relations. Developing
innovative approaches aimed at telling compelling brand stories in 360-degree multifaceted
advertising campaign formats for clients and companies.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1. Etkilibir reklam briefi olusturmanin Onemini kavrayacak ve bu konuda yetkinlik
kazanacaklardir. [2, 5]

2. Hedef kitleyi belirleme, analiz etme ve tanitma sureglerini 6grenerek, hedef odakli
kampanyalar gelistirebileceklerdir. [2, 7]

3. Hedef kitleyi belirleme, analiz etme ve tanitma sireglerini 6grenerek, hedef odakh
kampanyalar gelistirebileceklerdir. [2, 7]

4. Reklam kampanyalar i¢in storyboard hazirlama tekniklerini 6grenerek, gorsel hikaye
anlatimi becerilerini gelistireceklerdir. [3, 6]

5. Reklam kampanyalarini etkili bir sekilde sunmak igin gerekli olan sunum hazirlama
becerilerini kazanacaklardir. [5, 10]

6. Mdasterilerle etkili iletisim kurma ve musteri iligkilerini yénetme konularinda deneyim
kazanacaklardir. [5]

7. Sunduklar hizmet veya Urlinleri 360 derece gok yonli reklam kampanyasi formatlarinda
etkileyici marka hikayeleri anlatmayi 6grenerek, yenilik¢i yaklasimlar gelistirebileceklerdir.
[3, 6, 11]

8. Markalar i¢in guglu ve etkileyici hikayeler olugturma ve bu hikayeleri ¢esitli medya araclari
ile anlatma becerisi kazanacaklardir. [3, 6, 10]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1. Understand nderstand the importance of creating an effective advertising brief and gain
competence in this regard. [2, 5]

2. Develop target-oriented campaigns by learning the processes of identifying, analyzing
and promoting the target audience. [2, 7]

3. Develop target-oriented campaigns by learning the processes of identifying, analyzing
and promoting the target audience. [2, 7]

4. Develop visual storytelling skills by learning storyboarding techniques for advertising
campaigns. [3, 6]

5. Present advertising campaigns effectively. [5, 10]

6. Communicate effectively with customers and managing customer relationships. [5]




Develop innovative approaches by learning to tell compelling brand stories in 360-degree
multifaceted advertising campaign formats for their services or products. [3, 6, 11]
Create powerful and compelling stories for brands and tell these stories through a variety
of media. [5]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2-21 (Sanat Alani) )
2-28 (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)

Ders Kitabi
(Textbook)

(
(

Ogilvy on Advertising, David Ogilvy, 1983.

Hey, Whipple, Squeeze This: The Classic Guide to Creating Great Ads, Luke Sullivan,
1998.

Creative Advertising: An Introduction, Miriam Sorrentino, 2014.

The Art Of Creative Thinking, Rod Judkins, 2001.

The Copywriter's Handbook: A Step-By-Step Guide To Writing Copy That Sells, Robert
W. Bly, 2006.

Building Strong Brands, David Aaker, 1995.

Yardimci1 Kaynaklar

(Supplementary Material)

Cevrimigi kaynaklar.

HAFTALIK KONULAR
Hafta Konu
1 |Hedef Kitle Belirleme ve Analizi
2  |Reklam Stratejisi Gelistirme.
3 |Kampanya Fikri Uretme.
4  |Storyboard Olusturma
5 |Etkili Sunum Hazirlama
6 |Marka Hikayesi Anlatimi: Reklam kampanyalari igin yaratici ve etkileyici icerikler olusturacaklar.
7 |Mdsteri iliskileri yonetimi konusunda pratik yapacaklar.
8 |360 Derece Reklam Kampanyalari Projeleri Gelistirme ve Uygulama
9 360 Derece Reklam Kampanyalari Projeleri Gelistirme ve Uygulama
10 |360 Derece Reklam Kampanyalari Projeleri Gelistirme ve Uygulama
11 |360 Derece Reklam Kampanyalari Projeleri Gelistirme ve Uygulama
12 |Proje Sunumlari ve Geri Bildirim
13 |Hedef Kitle Belirleme ve Analizi
14 |Reklam Stratejisi Gelistirme.
COURSE PLAN
Week Topic
1 |Target Audience Identification and Analysis
2 |Developing Advertising Strategy
3 |Generating Campaign Concepts
4 |Creating Storyboards
5 |Preparing Effective Presentations
6 |Brand Storytelling: Creating creative and compelling content for advertising campaigns
7 |Practicing customer relationship management
8 |Developing and Implementing 360-Degree Advertising Campaign Projects
9 |Developing and Implementing 360-Degree Advertising Campaign Projects
10 |Developing and Implementing 360-Degree Advertising Campaign Projects
1 Developing and Implementing 360-Degree Advertising Campaign Projects
12 |Project Presentations and Feedback




13 |Target Audience Identification and Analysis

14 |Developing Advertising Strategy

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yanyil igi —
Calismalary |Laboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 50

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50

Toplam (Total)

100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Giktilari) Yiksek|Diislik
1 |Gérsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alaniile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar °
3 [Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zglin yapitlara dontsturir °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suiregleri iginde galisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlegtirir.
7 Etik degerleri gozeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, strdirlebilir gorsel °
iletisim tasarim Grinleri ortaya koyar
8 [Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir °
11 |Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 |Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir )

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Outcomes

High

Low




1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir
2 Alani ile ilgili kavramlan, disiinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar
3 |Soyut ve somut kavramlari; yaratici dustinceye, yenilikci ve 6zgtin yapitlara déntstarir
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.
5 |Bireysel ve grup lyesi olarak proje slregleri iginde galisir, sorumluluk alir ve planlama yapar.
Sanat ve tasarimin farkh dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
6 [butlnlestirir.
Etik degerleri gbzeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, stirdirilebilir gorsel iletisim
7 |tasarim Urinleri ortaya koyar
8 |Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir
Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
9 [yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir
1 Yeni teknolojilere uyum saglama yetenegine sahiptir
12 |Alana iliskin yasa, ydnetmelik ve mevzuatlar hakkinda bilgi sahibidir

AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

i i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)

Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi

15 1 15
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler

5 5
(Homework) 25
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 13 1 13
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii 125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))




Revizyon Tarih
(Revision / Date)
08/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA3305 Dersin Adi: Dijital Pazarlama ve Marka Yénetimi
(Course Code): GITA3305 (Course Name): Dijital Marketing and Brand Management

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)

Genel
Guz 3+0+0 3 5 Turkce Secgmeli Teorik ve Uygulamali Yok
(Fall) (5) (Turkish) (General (Theoretical + Practical) (None)
Elective)

Bu dersin amaci, 6grencilerin pazarlamanin temel ilke ve kavramlarini gincel teknolojiler,
Dersin Amaci degdisen tuketici ihtiyaglari ve dijital markalasma baglaminda kavramalarini saglamaktir.
Ogrencilerin pazarlama kuramlarinin giincel uygulamalardaki yerini degderlendirmeleri,
teknolojik gelismelerin pazarlama surecleri Gzerindeki etkilerini analiz etmeleri ve kurumlarin
(Course Objectives) dijital varlik, konumlandirma ve marka yonetimi siireclerini anlayabilmeleri hedeflenir. Ders
ayrica ogrencilerin dijital platformlarin temel Ozelliklerini tanimalarini ve bu platformlarda
yurltilen pazarlama ve marka iletisimi sureclerine iliskin yonetim becerileri gelistirmelerini
amaglar.

The aim of this course is to enable students to understand the fundamental principles and
concepts of marketing within the context of current technologies, changing consumer needs,
and digital branding. Students are expected to evaluate the role of marketing theories in
contemporary practices, analyze the impact of technological developments on marketing
processes, and understand the digital presence, positioning, and brand management
processes of organizations. The course also aims to help students become familiar with the
key characteristics of digital platforms and develop management skills related to marketing and
brand communication processes carried out through these platforms.

Pazarlamanin temel kavramlari ve gincel yaklasimlar. Dijital markalasma ve marka
konumlandirma. Tuketici davraniglari ve degisen kullanici ihtiyaglar. Dijital platformlarin
pazarlama ve iletisim sureglerindeki roli. Sosyal medya, igerik pazarlamasi ve dijital kampanya
yonetimi. Kurumsal dijital varliklar ve marka deneyimi. Veri, 6lgiimleme ve dijital performans
Dersin igerigi degerlendirmesi. Teknolojik gelismelerin pazarlama sireglerine etkisi. Guncel dijital pazarlama
uygulamalari ve érnek incelemeleri.

Fundamental concepts and contemporary approaches in marketing. Digital branding and brand
(Course Content) positioning. Consumer behavior and changing user needs. The role of digital platforms in
marketing and communication processes. Social media, content marketing, and digital
campaign management. Corporate digital presence and brand experience. Data,
measurement, and digital performance evaluation. The impact of technological developments
on marketing processes. Contemporary digital marketing practices and case studies.

Bu dersi basariyla tamamlayan 6grenciler:

1) Temel pazarlama ve marka yénetimi kavramlarini kavrar. [1,2, 3,4,6,8]

2) Dijital markalagma ilke ve stratejilerini analiz edebilir. [2, 3,4,5,7,8]

3) Dijital pazarlama karmasini (mecra, strateji, arag) planlayip uygulayabilir. [2,4, 5,7,8]

4) Sosyal medya ve influencer pazarlama stratejileri gelistirebilir. [3, 7,8,9,11]

5) Etkili igerik pazarlama ve e-posta pazarlama kampanyalari tasarlayabilir. [3, 4,7,8,9]

Dersin Ogrenme Giktilari 6) Arama motoru optimizasyonu ve pazarlamasi tekniklerini uygulayabilir. [3,4, 5,6,11]

7) Veri odakli pazarlama yaklasimlarini, kisisellestirme ve veri gizliligi ilkeleri
cercevesinde de@erlendirebilir. [6,7, 8,9,10,11,12]

(Course Learning Outcomes) 8) Butunlesik bir dijital pazarlama kampanyasi tasarlayip 6rnek olaylar Gizerinden analiz

edebilir. [4,5, 6,7,10]

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:
1) Can understand the fundamental concepts of marketing and brand management. [1,
2,3,4,6, 8]
2) Can analyze the principles and strategies of digital branding. [2, 3, 4, 5, 7, 8]




3) Can plan and implement the digital marketing mix, including channels, strategies,
and tools. [2, 4, 5, 7, 8]

4) Can develop social media and influencer marketing strategies. [3, 7, 8, 9, 11]

5) Can design effective content marketing and e-mail marketing campaigns. [3, 4, 7, 8,
9]

6) Can apply search engine optimization (SEO) and search engine marketing (SEM)
techniques. [3, 4, 5, 6, 11]

7) Can evaluate data-driven marketing approaches within the framework of
personalization and data privacy principles. [6, 7, 8, 9, 10, 11, 12]

8) Can design an integrated digital marketing campaign and analyze it through case
studies. [4, 5, 6, 7, 10]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2-21 Sanat ve !nsani Bilimler (Sanat Alani)
2-22 Sanat ve Insani Bilimler (Insani Bilimler (Diller Haric) Alani)
6-61 ( Bilisim Bilimleri Alani)

Ders Kitabi

(Textbook)

¢ Simon Kingsnorth — Digital Marketing Strategy: An Integrated Approach to Online
Marketing — 2025, 4th Edition.

e Anya Gildner & Gil Gildner — Becoming a Digital Marketer: Gaining the Hard & Soft
Skills for a Tech-Driven Marketing Career — 2019.

¢  Mehmet Akif Cakirer (Ed.) — Dijital Pazarlama — 2021, Nobel Akademik Yayincilik.

e  Mirsel Ferhat Saglam — Dijital Markalagsma — 2020.

e Dijital Cagda Pazarlama lletisimi — 2020, Nobel Akademik Yayincilik

Yardimci1 Kaynaklar

(Other References)

e  Cevrimigi giincel kaynaklar

HAFTALIK KONULAR

Hafta

DERSIN TEORIK KONU BASLIKLARI

Temel Pazarlama Kavramlari ve Marka Yonetimine Giris

Markalama Kavramlari ve ilkeleri

Dijital Pazarlama ve Markalama: Dijital Markalar

Dijital Pazarlama Kavramlari ve Bilesenleri, Yeni Egilimler

Dijital Pazarlama Stratejileri ve Karmasi

Dijital Medyada Mecra Kullanimi ve Sosyal Aglarin Pazarlamaya Etkisi (iliskisel Pazarlama),

Sosyal Medya Pazarlamasi

icerik Pazarlama

E-Posta Pazarlama ve Stratejileri, E-posta Pazarlamasi

Arama Motoru Optimizasyonu ve Pazarlamaya Etkisi, Arama Motoru Pazarlamasi

N N
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Dijital Ortamda Blitiinlesik Pazarlama iletisiminin Yénetimi, icerik Pazarlama

-
N

Mobil Pazarlama

-
w

Dijital Ortamda Biitiinlesik Pazarlama iletisiminin Yénetimi

=N
H

Dijital Pazarlama Kampanyalari ve Ornek Olay Analizleri

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

1 |Introduction to Fundamental Marketing Concepts and Brand Management

Branding Concepts and Principles

Digital Marketing and Branding: Digital Brands

AlW|N

Digital Marketing Concepts and Components, New Trends




Digital Marketing Strategies and the Marketing Mix

Channel Use in Digital Media and the Effect of Social Networks on Marketing (Relational Marketing)

Content Marketing

5
6
7 |Social Media Marketing
8
9

Email Marketing and Its Strategies, Email Marketing

10 |Search Engine Optimization and Its Effect on Marketing, Search Engine Marketing

11 |Managing Integrated Marketing Communications in the Digital Environment, Content Marketing

12 |Mobile Marketing

13 |Managing Integrated Marketing Communications in the Digital Environment

14 |Digital Marketing Campaigns and Case Study Analyses

DERSIN DEGERLENDIRME SISTEMI

(COURSE ASSESSMENT SYSTEM)

, Etkinlikler (Activities)

Katki Orani (Contribution) (%)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Caligsmalari Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester :
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Program Kazanimlari (Giktilari)

Yiiksek | Diisuk

kazanir

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar ®

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. ®

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gorsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °




1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °
12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems PY
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and PY
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes PY
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the PY
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually PY
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)




Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)

(Midterm Exams — preparation included) 35 35
Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))

Revizyon/Tarih Koordinator / Hazirlayan Onaylayan

(Revision/Date) (Coordinator / Prepared by) (Approved by)

09/08/2026 Gorsel iletisim Tasarimi Bélimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 3306
(Course Code): GITA 3306

Dersin Adi: Yaratici Siireglerde Yapay Zeka
(Course Title): Al in Creative Processes

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
(gart;r?r) 3+0+0 3 5 Turkce Genel Segcmeli Uygulama Yok
F()6) 9 (Turkish) (General Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Bu ders, 6grencilere yapay zekanin yaratici sireglerdeki rolinu ve nasil kullanilabilecegini, YZ
araclarinin nasil optimize edilecedini ve projelerine nasil entegre edilebilecedini 6gretmeyi
amaclamaktadir. YZ teknolojilerinin sanat ve tasarimdaki uygulamalari detayli olarak incelenerek,
ogrencilere bu teknolojileri etik ve etkili bir sekilde kullanma becerileri kazandirilacaktir. Dersin
basinda yapay zeka temel prensipleri ve tarihgesi ele alinacak, ardindan makine égrenimi, derin
o6grenme ile LLM ve GAN gibi YZ lretim kavramlari 6rneklerle agiklanacaktir. Gorsel sanatlarda YZ
kullanimi, nesne ve yiz tanima teknikleri gibi konular 6grencilere pratik érneklerle gosterilecektir.
SemArt veri seti gibi projeler Gizerinden gorsel ve metinsel verilerin birlestiriimesi incelenecek ve
ogrenciler farkli veri tirlerini kullanarak yaratici projeler gelistirebileceklerdir.

This course aims to teach students the role of artificial intelligence (Al) in creative processes, how
Al can be used, how Al tools can be optimized, and how they can be integrated into creative projects.
The applications of Al technologies in art and design will be examined in detail, enabling students to
develop the skills to use these technologies effectively and ethically. The course begins with the
fundamental principles and history of artificial intelligence, followed by an introduction to Al concepts
such as machine learning, deep learning, and generative models including large language models
(LLMs) and generative adversarial networks (GANs), supported by practical examples. The use of
Al in visual arts, including techniques such as object and facial recognition, will be demonstrated
through practical examples. The integration of visual and textual data will be explored through
projects such as the SemArt dataset, enabling students to develop creative projects using different
types of data.

Dersin igerigi

(Course Content)

Yapay zekanin yaratici sireglerdeki roll ve kullanim alanlari, YZ araclarinin nasil optimize edilecegi
ve projelere entegrasyonu. Sanat ve tasarimda etik ve etkili sekilde kullanim senaryolari. Yapay
zeka temel prensipleri ve tarihgesi, makine 6grenimi, derin 6grenme, LLM ve GAN gibi yapay zeka
Uretim kavramlarinin incelenmesi.Gorsel sanatlarda yapay zeka kullanimi, nesne ve yiz tanima
teknikleri, SemArt veri seti gibi projeler lizerinden gorsel ve metinsel verilerin birlestiriimesi. Farkli
veri turlerini kullanarak yaratici projeler gelistirme. Basta ChatGPT, Midjourney, Stable Diffusion
olmak lizere yaygin ve popiiler YZ uygulamalarinin kullanim sekilleri. istem miihendisligi.

The role and uses of artificial intelligence in creative processes, how to optimize and integrate Al
tools into projects. Ethical and effective use cases in art and design. Basic principles and history of
Artificial Intelligence, machine learning, deep learning, LLM and GAN. Using Al in visual arts, object
and face recognition techniques, combining visual and textual data through projects such as SemArt
dataset. Developing creative projects using different types of data. The use of common and popular
Al applications such as ChatGPT, Midjourney, Stable Diffusion. Prompt engineering.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Grafik tasarim, video, animasyon, muzik gibi yaratici alanlarda YZ kullanim araglari ve
yontemlerini 6grenir. [4, 6, 11]

2) YZ araglarinin nasil optimize edilecegdi ve gergek projelere entegrasyonu konusunda bilgi
edinir. [4, 9, 10, 11]

3) YZ'nin sanat ve tasarimda etik ve etkili sekilde kullanim senaryolarini kesfeder. [4, 7, 8, 12]

4) YZtemel prensipleri ve tarihgesini 6grenme, makine 6grenimi, derin 6grenme, LLM ve GAN
gibi yapay zeka Uretim kavramlarini kavrar. [1, 4, 8, 11]

5) Gorsel sanatlarda YZ kullanimi, nesne ve yiz tanima teknikleri, SemArt veri seti gibi projeler
Uzerinden gorsel ve metinsel verilerle calisma becerisi kazanir. [2, 4, 6, 8, 11]

6) Farkli veri turlerini kullanarak yaratici galismalar uretir. [3, 4, 6, 11]

7) Basta ChatGPT-Dall-E3, Midjourney, Stable Diffusion ve Krea olmak tzere yaygin YZ
araglarinin kullanimi konusunda uzmanlasir. [3, 4, 6, 11]

8) Istem mihendisligi deneyimi kazanir. [3, 4, 6, 11]




(Course Learning Outcomes)

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1)

2)

Learn the tools and methods for using Al in creative fields such as graphic design, video,
animation, and music. [4, 6, 11]

Learn how to optimize Al tools and integrate them into real-world projects. [4, 9, 10, 11]
Explore scenarios for the ethical and effective use of Al in art and design. [4, 7, 8, 12]
Learn the basic principles and history of Al and understand generative Al concepts such as
machine learning, deep learning, LLMs, and GANSs. [1, 4, 8, 11]

Gain the ability to work with visual and textual data through projects involving the use of Al
in visual arts, object and face recognition techniques, and datasets such as SemArt. [2, 4, 6,
8, 11]

Produce creative works using different types of data. [3, 4, 6, 11]

Master the use of widely used Al tools, particularly ChatGPT, DALL-E 3, Midjourney, Stable
Diffusion, and Krea. [3, 4, 6, 11]

Gain experience in prompt engineering. [3, 4, 6, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 - 21 Sanat ve !nsani Bilimler (Sanat Alani) ]
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle lgili Disiplinlerarasi Programlar)
2 — 29 Sanat ve Insani Bilimler (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)

Ders Kitabi
(Textbook)

Artificial Intelligence and the Future of Art: Collaboration, Competition, or Coexistence?, A.
Elgammal, 2022.

Creativity is in the (A)l of the Beholder: Artificial Intelligence and the Visual Arts, M. McCulla,
2019.

Computational Creativity Theory: The FACE and IDEA Descriptive Models, S. Colton, J.
Charnley & A. Pease, 2011.

A Neural Algorithm of Artistic Style, L. A. Gatys, A. S. Ecker & M. Bethge, 2015.

CAN: Creative Adversarial Networks Generating "Art" by Learning About Styles and
Deviating from Style Norms, A. Elgammal, B. Liu, M. Elhoseiny & M. Mazzone, 2017.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Yapay zeka ve yaraticilik arasindaki iligki.
2 |Fikir olusturma ve optimizasyon igin yapay zeka destekli tasarim teknikleri.
3 |GAN'lar ve stil aktarimiyla sanat tretmek igin kullanilan yapay zeka araclari.
4 |YZile tasarim, animasyon ve sanal ortamlar i¢in dinamik icerik tretimi.
5 |Hesaplamali yaraticilik ve YZ'nin insan yeteneklerini agsma potansiyeli.
6 [|Yaratici alanlarda YZ kullaniminin etik sonuglari.
7 |Kullanici deneyimi (UX) tasariminda YZ entegrasyonu.
8 |Uretken tasarimda YZ algoritmalariyla optimize ¢éziimler tasarlama.
9 |insan ve makine arasindaki isbirligi konusunda spekiilatif goziimler.
10 [|Yapay zekanin sanatsal Uretimde sinirlarini zorlayarak gelenekleri agsmak. Uygulama.
11 |Yapay zekanin sanatsal Uretimde sinirlarini zorlayarak gelenekleri agsmak. Uygulama.
12 |[Chat GPT ve Midjourney ile 6zglin kisisel bir hikaye yaratma. Uygulama.
13 |Gelenekgi sanat ve tasarim ile geleceg@in sanati ve YZ karsilastirmasi lizerine bir makale yazma.
14 |Final projesi: YZ araclari ile klasik bir masali canlandirmak.




COURSE PLAN

Week Topic
1 |The relationship between artificial intelligence and creativity.
2 |Al-assisted design techniques for ideation and optimization.
3 |Al tools for art generation using GANs and style transfer.
4 |Dynamic content generation for design, animation, and virtual environments using Al.
5 |Computational creativity and the potential of Al to surpass human capabilities.
6 |Ethical implications of Al use in creative fields.
7 |Integration of Al into user experience (UX) design.
8 |Designing optimized solutions using Al algorithms in generative design.
9 |Speculative approaches to human—machine collaboration.
10 |Pushing the boundaries of Al in artistic production and transcending traditional practices. Application.
11 |Pushing the boundaries of Al in artistic production and transcending traditional practices. Application.
12 |Creating an original personal story using ChatGPT and Midjourney. Application.
13 |Writing an essay comparing traditional art and design with the art of the future and Al.
14 |Final project: Reimagining a classic fairy tale using Al tools.
DERSIN DEGERLENDIRME SISTEMi
(COURSE ASSESSMENT SYSTEM)
Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20
Raporlar (Reports)
Yariyil Igi Galismalari || aboratuar (Laboratory Activities)
(Semester Seminer (Seminar)
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diigiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar.
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik deggrl__eri ngeten, sosyal ve kulttirel degerlere duyarli, hedef kitleye uygun, siirdurilebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )




9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective. ¢
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field. ¢
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project) 15 ! 15
Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi




Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

13 1 13

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 3913
(Course Code): GITA 3913

Dersin Adi: Proje lll
(Course Title): Project IlI

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+3 3 7 Turkge Zorunlu Teorik ve Uygulama Yok

(7) (Turkish) (Compulsory) | (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere etkilesimli tasarim, deneyim tasarimi ve hareketli tasarimin temel
kavram, ilke ve yontemlerini kazandirmak ve bu bilgileri kullanarak anlamli ve etkili kullanici
deneyimleri gelistirmelerini saglamaktir. Ogrencilerin kullanici arastirmasi, ideasyon, arayiiz
tasarimi, prototipleme ve kullanilabilirlik testleri araciligiyla kullanici odakli tasarim ¢éztmleri
gelistirmeleri; deneyim, duyusal ve hareketli tasarim yaklasimlarini farkl etkilesimli tasarim
alanlarinda uygulamalari amaglanmaktadir. Ders kapsaminda hareket, zamanlama, ritim, gecis ve
gorsel geri bildirim gibi unsurlari etkilesim ve kullanici deneyimiyle iligkilendirerek islevsel, yaratici
ve butinlGkla hareketli ve etkilesimli tasarim uygulamalari gelistirmeleri hedeflenmektedir.

The aim of this course is to provide students with the fundamental concepts, principles, and
methods of interaction design, experience design, and motion design, and to enable them to
develop meaningful and effective user experiences by applying this knowledge. Students are
expected to develop user-centered design solutions through user research, ideation, interface
design, prototyping, and usability testing, and to apply experience, sensory, and motion design
approaches across different areas of interaction design. The course also aims to enable students
to relate elements such as movement, timing, rhythm, transitions, and visual feedback to
interaction and user experience, and to develop functional, creative, and coherent motion-based
and interactive design applications.

Dersin igerigi

(Course Content)

Etkilesimli tasarim, deneyim tasarimi ve hareketli tasarimin temel kavramlari, ilkeleri ve uygulama
alanlari. Kullanici deneyimi tasarimi ve kullanici odakli tasarim yaklagsimlari. Kullanici arastirmalari,
empati haritalari ve kullanici yolculuklari. Yaratici problem ¢dézme, ideasyon ve tasarim sprintleri.
Araylz tasarimi, prototipleme ve etkilesimli prototip gelistirme. Hareketli tasarimda hareket,
zamanlama, ritim, gecis, gorsel geri bildirim ve etkilesim iligkileri. Araylz ve etkilesim sistemlerine
yonelik hareketli tasarim uygulamalarinin gelistiriimesi. Kullanilabilirlik testleri, kullanici geri
bildirimleri ve yinelemeli tasarim siregleri. Deneyim tasarimi ve duyusal tasarim yaklasimlari.
Etkilesimli hik&ye anlatimi, akilli cihaz ve loT arayuzleri, etkilesimli veri gérsellestirme ve kamusal
alanda etkilesimli tasarim uygulamalarinin incelenmesi ve gelistiriimesi.

Fundamental concepts, principles, and application areas of interaction design, experience design,
and motion design. User experience design and user-centered design approaches. User research,
empathy maps, and user journey maps. Creative problem solving, ideation, and design sprints.
Interface design, prototyping, and interactive prototype development. Relationships between
movement, timing, rhythm, transitions, visual feedback, and interaction in motion design.
Development of motion design applications for interfaces and interaction systems. Usability
testing, user feedback, and iterative design processes. Experience design and sensory design
approaches. Examination and development of interactive storytelling, smart device and loT
interfaces, interactive data visualization, and interactive design applications in public spaces.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Etkilesimli tasarimin temel kavramlarini ve uygulama alanlarini anlar. [2, 4]

2) Kullanici arastirmalari ve empati kurma tekniklerini uygular. [2, 3, 4, 7]

3) Ideasyon ve prototipleme siireglerini kullanarak tasarim ¢éziimleri Uretir. [3, 4, 9, 11]

4) Kullanilabilirlik testleri yapar ve geri bildirimleri degerlendirir. [2, 4, 8, 9]

5) Kullanici deneyimi tasarimi stratejileri gelistirir ve uygular. [2, 3, 4, 7, 9]

6) Deneyim tasarimi ve duyusal tasarim konularinda bilgi sahibi olur. [2, 4, 6]

7) Etkilesimli tasarim projelerini planlar ve gergeklestirir. [3, 4, 5, 9, 10, 11]

8) Hareket, zamanlama, ritim, gegis ve gorsel geri bildirim unsurlarini kullanarak hareketli ve

etkilesimli tasarim uygulamalar gelistirir. [3, 4, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:




1) Understand the fundamental concepts and application areas of interaction design. [2, 4]
2) Apply user research and empathy-building techniques. [2, 3, 4, 7]
3) Develop design solutions using ideation and prototyping processes. [3, 4, 9, 11]
(Course Leaming Outcomes) 4) Conduct usability tests and evaluate feedback. [2, 4, 8, 9]
5) Develop and apply user experience design strategies. [2, 3, 4, 7, 9]
6) Demonstrate knowledge of experience design and sensory design. [2, 4, 6]
7) Plan and carry out interaction design projects. [3, 4, 5, 9, 10, 11]
8) Develop motion-based and interactive design applications using movement, timing, rhythm,

transitions, and visual feedback. [3, 4, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin
(ISCED

ISCED Kategorisi 2 — 21 Sanat ve insani Bilimler (Sanat Alani)

Category of the course)|2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle Ilgili Disiplinlerarasi Programlar)
2 — 29 Sanat ve insani Bilimler (Bagka Yerde Siniflanmamis Sanat ve insani Bilimler Alani)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi * Interaction Design: Beyond Human-Computer Interaction, Helen Sharp, Yvonne Rogers &
(Textbook) Jennifer Preece, 2023.

« User Experience Design: An Introduction to Creating Interactive Digital Spaces, Michael Wells,
2023.

« Interactive Experience in the Digital Age: Evaluating New Art Practice, Linda Candy & Sam
Ferguson, 2014.

« Introduction to Interactive Digital Media: Concept and Practice, Julia Griffey, 2020.

« Designing the User Interface: Strategies for Effective Human-Computer Interaction, Ben
Shneiderman, Catherine Plaisant, Maxine Cohen, Steven Jacobs & Niklas EImqvist, 2018.

* Interaction Design Foundation (IxDF).

» Cevrim ici guincel kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Hareketli tasarima giris. Temel kavramlar, uygulama alanlari ve giincel drneklerin incelenmesi.
2 |Hareketli tasarimda zamanlama, ritim, gegis, hareket ve gorsel anlatim ilkeleri.
3 |Hareketli tasarim uygulamalari. Gorsel 6gelerin hareket, zaman, kurgu ve ses iligkisi iginde kullaniimasi.
4 |Hareketli tasarim uygulamalari. Farkli ekran ve dijital formatlara yonelik galismalarin gelistiriimesi.
5 Etkilesimli tasarima giris. Temel kavramlar, uygulama alanlari ve etkilesimli tasarim projelerinin temel asamalari. Ornek
incelemeler.
6 |Etkilesimli tasarim projesi. Kullanici deneyimi stratejileri, hedef kullanici kitlesinin belirlenmesi ve kullanici arastirmalari.
7 |Etkilesimli tasarim projesi. Empati haritalari, kullanici yolculuklari, ideasyon ve yaratici problem ¢ézme surecleri.
8 |Etkilesimli tasarim projesi. Kullanici odakli arayiiz tasarimi ve farkli cihaz ve platformlara yonelik tasarim yaklagimlari.
9 |Etkilesimli tasarim projesi. Araylz hareketleri, gegisler, mikro etkilesimler ve gérsel geri bildirimlerin geligtiriimesi.
10 |Etkilesimli tasarim projesi. Etkilesimli ve hareketli prototiplerin gelistiriimesi ve kullanici geri bildirimlerinin degerlendiriimesi.
11 Etkile§imli.tasar!m.projesi. Kullanilabilirlik testleri, hareketli ve etkilesimli uygulamalarin iyilestiriimesi ve kullanici
deneyiminin optimizasyonu.
12 |Deneyim tasarimi ve duyusal tasarim. Temel kavramlar, stratejiler, uygulama alanlari ve érneklerin incelenmesi.
13 |Etkilesimli deneyim tasarimi projesi. Kullanici deneyimi, araylz, hareket ve duyusal unsurlarin bittnlestiriimesi.
14 |Etkilesimli deneyim tasarimi projesi. Prototipleme, kullanilabilirlik testleri, son dizenlemeler ve genel degerlendirme.
COURSE PLAN
‘Week‘ Topic




1 |Introduction to motion design. Fundamental concepts, application areas, and examination of contemporary examples.

2 |Timing, rhythm, transitions, movement, and visual storytelling principles in motion design.

3 |Motion design applications. Use of visual elements in relation to movement, time, editing, and sound.

4 |Motion design applications. Development of works for different screens and digital formats.

5 Introduction to interaction design. Fundamental concepts, application areas, and key stages of interaction design projects.
Examination of examples.

6 |Interaction design project. User experience strategies, identification of the target user group, and user research.

7 |Interaction design project. Empathy maps, user journey maps, ideation, and creative problem-solving processes.

8 |Interaction design project. User-centered interface design and design approaches for different devices and platforms.

9 |Interaction design project. Development of interface motion, transitions, micro-interactions, and visual feedback.

10 |Interaction design project. Development of interactive and motion-based prototypes and evaluation of user feedback.

1 Interaction design project. Usability testing, improvement of motion-based and interactive applications, and optimization of
the user experience.

12 |Experience design and sensory design. Fundamental concepts, strategies, application areas, and examination of examples.

13 |Interactive experience design project. Integration of user experience, interface, motion, and sensory elements.

14 |Introduction to motion design. Fundamental concepts, application areas, and examination of contemporary examples.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil igi Galismalari (| aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir °
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tgsarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 .Etil.< Qegerleri gé__zgten, .sosyal ve kiiltirel degerlere duyarli, hedef kitleye uygun, strdirilebilir gorsel °
iletisim tasarim urdinleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamlln.daki gorev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °




11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness o
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and o
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an o
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in o
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the o
industry.
11 [Has the ability to adapt to new technologies. °
12 |Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 6 14 84
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 43 1 43
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 10 2 20
Sunum

(Presantation)




Ara sinavlar (Hazirlik Siiresi Dahil) 8 o8
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 175
Dersin AKTS Kredisi, Toplam s Yiikii / 25 7
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan Onaylayan

(Revision / Date)
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(Coordinator / Prepared By)
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 4103
(Course Code): GITA 4103

Dersin Adi: Tasarim ve Girisimcilik
(Course Title): Design and Entrepreneurship

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 4 Turkce Zorunlu Teorik Yok

(7) (Turkish) (Compulsory) (Theoretical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere tasarim becerilerini kullanarak yenilikgi is fikirleri gelistirme ve bu
fikirleri hayata gegirme becerisi kazandirmaktir. Ders, is modeli gelistirme, pazar analizi, bitce ve
kaynak yoOnetimi, yatirrm ve fon bulma, proje yazma ve sunma gibi konulara odaklanarak,
dgrencilerin tasarim ve girisimcilik sireglerini entegre etmelerini saglar. Ogrenciler, gesitli fon
kaynaklarina erisim ydntemlerini 6grenerek, bagarili is projeleri olusturma ve yénetme yetkinlikleri
kazanirlar.

The aim of this course is to equip students with the ability to develop innovative business ideas by
applying their design skills and to transform these ideas into viable initiatives. The course enables
students to integrate design and entrepreneurship processes by focusing on topics such as business
model development, market analysis, budgeting and resource management, investment and funding
opportunities, and project proposal writing and presentation. By learning methods for accessing
various funding sources, students develop the competencies required to create and manage
successful business projects.

Dersin igerigi

(Course Content)

Girisimcilik ve is fikri gelistirme. is modeli olusturma ve is Modeli Kanvasi (Business Model Canvas)
kullanimi. Pazar analizi ve hedef kitle belirleme. Bitge olusturma ve finansal planlama. Kaynak
yonetimi ve maliyet hesaplama. Yatirimci iligkileri ve fon bulma: Devlet kurumlarina proje basvurusu
(TUBITAK, KOSGEB vb), Avrupa Birligi projeleri igin bagvuru siiregleri, melek yatirimeilar ve risk
sermayesi firmalarina bagvuru, kitle fonlama platformlar (Kickstarter, Indiegogo vb.), kurumsal
girisim sermayesi (Corporate Venture Capital), 6zel sermaye fonlari ve hizlandirici programlar,
bdlgesel ve uluslararasi hibe programlari. Proje yazma ve sunma teknikleri. Marka olusturma ve
marka stratejileri. Pazarlama stratejileri ve dijital pazarlama. Dijital araglar ve teknolojiler kullanimi.
Sosyal medya ve dijital platformlar. Gergek diinyada uygulamali proje gelistirme.

Entrepreneurship and business idea development. Business model development and the use of the
Business Model Canvas. Market analysis and target audience identification. Budgeting and financial
planning. Resource management and cost estimation. Investor relations and funding opportunities:
project applications to government institutions (TUBITAK, KOSGEB, etc.); application processes for
European Union projects; applications to angel investors and venture capital firms; crowdfunding
platforms (Kickstarter, Indiegogo, etc.); Corporate Venture Capital; private equity funds and
accelerator programs; regional and international grant programs. Project proposal writing and
presentation techniques. Brand development and brand strategies. Marketing strategies and digital
marketing. Use of digital tools and technologies. Social media and digital platforms. Practice-based
project development in real-world contexts.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:
1) Proje yazma ve sunma tekniklerini bilir. [2, 5, 9, 10]
2) Yenilik¢i is fikirleri gelistirir ve bu fikirleri hayata gegirir. [2, 3, 5, 6, 9, 10]
3) is modeli olusturma ve Is Modeli Kanvasi (Business Model Canvas) kullanimini bilir. [2, 5, 6,
8,9, 10]

4) Marka olusturma ve marka stratejileri gelistirir. [2, 3, 4, 6, 7, 9, 10]

5) Pazarlama stratejileri ve dijital pazarlama yontemlerini uygular. [2, 4, 6, 7, 9, 10, 11]

6) Pazar analizi ve hedef kitle belirleme yontemlerini 6grenir. [2, 7, 8, 10]

7) Kaynak yonetimi ve maliyet hesaplama yapar. [5, 9, 10]

8) Yatinmci iligkileri ve fon bulma sureglerini kavrar; kamu kurumlari, Avrupa Birligi ve hibe

programlarina proje basvurularini, melek yatirim, 6zel sermaye fonlari ve hizlandirici
programlari tanir. [2, 5, 8, 9, 10]
[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:
1) Knows project proposal writing and presentation techniques. [2, 5, 9, 10]
2) Develops innovative business ideas and implements these ideas. [2, 3, 5, 6, 9, 10]




3) Knows how to develop a business model and use the Business Model Canvas. [2, 5, 6, 8, 9,
10]

4) Develops brands and brand strategies. [2, 3, 4, 6, 7, 9, 10]

5) Applies marketing strategies and digital marketing methods. [2, 4, 6, 7, 9, 10, 11]

6) Learns methods of market analysis and target audience identification. [2, 7, 8, 10]

7) Performs resource management and cost estimation. [5, 9, 10]

8) Understands investor relations and funding processes; recognizes project application

processes for public institutions, the European Union, and grant programs, as well as angel
investment, private equity funds, and accelerator programs. [2, 5, 8, 9, 10]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin

(ISCED Category of the course)|2 — 29 Sanat ve insani Bilimler (Bagka Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

ISCED Kategorisi 2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

4 — 41 is, Yonetim ve Hukuk (is ve Yénetim Alani)

Ders Kitabi e Yenilikginin ikilemi. Christensen, M.C., 2018.
(Textbook) « Inovasyon ve Girisimcilik Uygulama ve Ilkeler, Drucker, P.F., 2017.

e The $100 Startup: Reinvent the Way You Make a Living, Do What You Love, and Create a
New Future. Guillebeau, C., 2012.

e The Harvard Business Review Entrepreneur's Handbook: Everything You Need to Launch
and Grow Your New Business. Harvard Business Review, 2018.

e Yalin Startup. Ries , E., 2022.

e Sifirdan Bire. ¢ Thiel, P.& Masters, B., 2016.

e Cevrimici glincel kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu

1 Girisimcilik ve is Fikri Gelistirme: Girisimcilik kavrami ve 6nemi. Yenilikgi is fikirleri gelistirme yéntemleri. Basarili girisimailik
ornekleri.

2 is Modeli Olusturn)a ve Is Modeli Kanvasi Kullanimi: is modeli kavrami ve bilesenleri. is Modeli Kanvasi (Business Model
Canvas) tanitimi. Is Modeli Kanvasi kullanarak is modeli olusturma.

3 |Pazar Analizi ve Hedef Kitle Belirleme: Pazar analizi yontemleri. Hedef kitle belirleme ve segmentasyon. Rekabet analizi.

4 Biitge Olusturma ve Finansal Planlama: Butge olusturma sureci. Gelir ve gider tahminleri. Finansal planlama ve nakit akisgi
yonetimi.

5 |Kaynak Yonetimi ve Maliyet Hesaplama: Kaynak ydnetimi ilkeleri. Maliyet hesaplama yontemleri. Verimli kaynak kullanimi.

6 Yatirimet lligkileri ve Fon Bulma: Devlet kurumlarina proje bagvurusu (TUBITAK, KOSGEB vb.). Avrupa Birligi projeleri igin
basvuru surecleri. Bolgesel ve uluslararasi hibe programlari.
Yatinme lligkileri ve Fon Bulma: Melek yatirmcilar ve risk sermayesi firmalarina basvuru. Kitle fonlama platformlari

7 |(Kickstarter, Indiegogo vb.). Kurumsal girisim sermayesi (Corporate Venture Capital). Ozel sermaye fonlari ve hizlandirici
programlar.

8 |Proje Yazma ve Sunma Teknikleri: Proje yazma suregleri ve yapisi. Etkili sunum teknikleri. Proje yonetimi araglari ve teknikleri.

9 |Marka Olusturma ve Marka Stratejileri: Marka kavrami ve 6nemi. Marka stratejileri gelistirme. Marka kimligi olusturma.

10 |Marka Olusturma ve Marka Stratejileri: Marka kavrami ve 6nemi. Marka stratejileri gelistirme. Marka kimligi olusturma.

1 Pazarlama Stratejileri ve Dijital Pazarlama: Pazarlama stratejileri ve planlama. Dijital pazarlama araglari ve teknikleri. Sosyal
medya pazarlamasi.

12 |Proje Gelistirme: Uygulamali proje gelistirme sureci. Proje fikirlerinin degerlendirilmesi. Takim galismasi ve isbirligi.

13 |Proje Gelistirme: Uygulamali proje gelistirme sureci. Proje fikirlerinin degerlendiriimesi. Takim galismasi ve isbirligi.

14 |Proje Gelistirme: Proje uygulama ve sunum. Geri bildirim ve dederlendirme. Proje raporlarinin hazirlanmasi ve sunulmasi.

COURSE PLAN
Week Topic

1 Entrepreneurship and Business Idea Development: The concept and importance of entrepreneurship. Methods for developing

innovative business ideas. Examples of successful entrepreneurship.




Business Model Development and the Use of the Business Model Canvas: The concept and components of a business

2 model. Introduction to the Business Model Canvas. Developing a business model using the Business Model Canvas.

3 Market Analysis and Target Audience Identification: Market analysis methods. Target audience identification and
segmentation. Competitive analysis.

4 Budgeting and Financial Planning: The budgeting process. Revenue and expense projections. Financial planning and cash
flow management.

5 Resource Management and Cost Estimation: Principles of resource management. Cost estimation methods. Efficient use of
resources.

6 Investor Relations and Funding Opportunities: Project applications to government institutions (TUBITAK, KOSGEB, etc.).
Application processes for European Union projects. Regional and international grant programs.

7 Investor Relations and Funding Opportunities: Applications to angel investors and venture capital firms. Crowdfunding
platforms (Kickstarter, Indiegogo, etc.). Corporate Venture Capital. Private equity funds and accelerator programs.

8 Project Proposal Writing and Presentation Techniques: Project proposal development processes and structure. Effective|
presentation techniques. Project management tools and techniques.

9 Brand Development and Brand Strategies: The concept and importance of branding. Developing brand strategies. Creating a
brand identity.

10 Brand Development and Brand Strategies: The concept and importance of branding. Developing brand strategies. Creating a
brand identity.

1 Marketing Strategies and Digital Marketing: Marketing strategies and planning. Digital marketing tools and techniques.
Social media marketing.

12 Project Development: Practice-based project development process. Evaluation of project ideas. Teamwork and
collaboration.

13 Project Development: Practice-based project development process. Evaluation of project ideas. Teamwork and
collaboration.

14 Project Development: Project implementation and presentation. Feedback and evaluation. Preparation and presentation of

project reports.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 10

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diigiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla
biitiinlestirir. i




7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartigsmalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir. ¢
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the
industry. ¢
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
TR Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 38 1 38

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)




Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

20

20

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

100

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA4106
(Course Code): GITA4106

Dersin Adi: Video ve Ses Tasarimi
(Course Title): Video and Sound Design

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar "
. Tarkce Zorunlu Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 4 (Turkish) (Compulsory) (Practical) (None)

Dersin Amaci

(Course Objectives)

Bu ders TV- sinema, dijital medya ve agikhava igin yaratici video icerik liretmeyi hedefler. Bir video
prodiiksiyon surecini a'dan z'ye planlayan 6grenci, cekim asamasindan yapim sonrasi islemlere
kadar gereken her teknidi kullanarak videoyu yayina hazir hale getirebilir. Bu ders temel dizeyde
sinematografi egitimini de kapsar. Cekilen videonun kurgusu ve ses tasarimi igin endistri standarti
yazilimlar 6gretilir. Reklam filmi ve video klip gibi ¢calismalarin yaratici siireg ve tim teknik is akisi
uygulamali olarak derste islenir. Deneysel video sanati da bu dersin kapsamindadir.

This course aims to teach students how to produce creative video content for TV-cinema, digital
media, and outdoor advertising. Students who plan a video production process from start to finish
will be able to prepare a video for release using every technique required, from the shooting stage
through post-production. This course also covers fundamental cinematography training. Industry-
standard software is taught for editing and sound design of the recorded video. The creative process
and complete technical workflow for works such as commercials and music videos are covered in
the course through hands-on practice. Experimental video art is also included in the scope of this
course.

Dersin igerigi

(Course Content)

TV-sinema, dijital medya ve acgikhava icin yaratici video igerik Uretmek. Bir video prodiksiyon
slrecini a’dan z'ye planlayarak, ¢ekim asamasindan yapim sonrasi iglemlere kadar gereken
tekniklerle videoyu yayina hazir hale getirme. Temel diizeyde yaratici sinematografi. Temel diizeyde
kamera, lens, 1sik kullanimi. Kurgu igin Adobe Premiere Pro, DaVinci Resolve, ses tasarimi igin
Presonus Studio One yazilimlari. Reklam filmi ve video klip gibi ¢calismalarin yaratici streg ve tim
teknik is akigl. Deneysel video sanati ve temel diizeyde Uretimsel sanat.

Producing creative video content for TV-cinema, digital media and outdoor. Planning a video
production process from a to z and making the video ready for broadcast with the necessary
techniques from shooting to post-production. Creative cinematography at a basic level. Basic use of
camera, lens, lighting. Adobe Premiere Pro, DaVinci Resolve softwares for editing, Presonus Studio
One software for sound design. Creative process and all technical workflow of commercials and
video clips. Experimental video art and generative art at a basic level.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1. TV-sinema, dijital medya ve agikhava icin yaratici video igerik dretebilir [1, 2, 3, 6],

2. Video prodiksiyon sirecini a'dan z'ye planlayarak, ¢ekim asamasindan yapim sonrasi
islemlere kadar gereken tekniklerle videoyu yayina hazir hale getirebilir [5, 9, 10],

3. Temel diizeyde yaratici sinematografi ve kamera, lens, isik kullanim bilgisi edinir [1, 4],

4. Kurgu igin Adobe Premiere Pro, DaVinci Resolve, ses tasarimi igin Presonus Studio One
yazilimlarini égrenir [4, 11],

5. Reklam filmi ve video klip gibi galismalarin yaratici sire¢ ve tim teknik is akisini
planlayabilir [3, 6, 7, 10, 12],

6. Deneysel video sanati ve temel dizeyde Uretimsel sanat uygulamalari yapabilir [3, 6, 8],

7. Sektorln is akiglarina uygun sekilde proje planlama, ekip kurabilir ve Uretebilir [5, 8, 9, 10,
12].

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1. Produce creative video content for TV-cinema, digital media and outdoor. [1, 2, 3, 6],

2. Plan the video production process from a to z and make the video ready for broadcasting
with the necessary techniques from the shooting stage to post-production processes. [5,
9, 10],

3. Have basic knowledge of creative cinematography and use of camera, lens and lighting.
[1. 4],

4. Use Adobe Premiere Pro, DaVinci Resolve for editing and Presonus Studio One for
sound design. [4, 11],




Plan the creative process and all technical workflow of works such as commercials and
video clips. [3, 6, 7, 10, 12]

Make experimental video art and production art applications at a basic level [3, 6, 8],
Plan, team up and produce projects in accordance with the workflows of the industry. [5,
8,9, 10, 12].

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2-21 (Sanat Alani) )
(ISCED Category of the course)|2-28 (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programiar)
2-29 (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)
Ders Kitabi e Rush, M. (2003). Video art: The moving image in contemporary art. Thames & Hudson.
(Textbook) e Youngblood, G. (1970). Expanded cinema: Art, performance, film. E. P. Dutton.
e Lander, D., & Lexier, M. (Eds.). (1990). Sound by artists. Art Metropole.
e Moser, M. A., & MacLeod, D. (Eds.). (1996). Immersed in technology: Art and virtual

environments. MIT Press.
Licht, A. (2007). Sound art: Beyond music, between categories. Rizzoli.

Yardimci Kaynaklar

(Supplementary Material)

Cevrimici kaynaklar.

HAFTALIK KONULAR
Hafta Konu
1 |Video prodiksiyon, kurgu ve ses is akisi anlatimi.
2 |Temel sinema diliyle ile soyut kavramlari ifade edebilme. Ornek gekim uygulamasi.
3 [Temel sinematografi, dlgekler ve agilar 6rnekler tizerinden amlatim.
4 |Temel sinematografi, kompozisyon, video ile hikaye anlatma. Ornek ¢ekim uygulamasi.
5 |Adobe Premiere Pro ile kurgu. Cekilen hikayenin diizenlenmesi.
6 |DaVinci Resolve ile kurgu ve renk diizenleme. Ornek Uygulama.
7 |Video produksiyon planlamasi ve PPM dosyasi olugturma.
8 |Reklam filmi yapimi. Cekimler.
9 [Reklam filmi yapimi. Kurgu.
10 |Reklam filmi yapimi. Kurgu.
11 |Presonus Studio One ile ses tasarimi ve miks 1. Ornek uygulama.
12 |Presonus Studio One ile ses tasarimi ve miks 2. Ornek uygulama.
13 |Final projesi ¢ekimleri. Uygulama.
14 |Final projesi kurgu ve ses tasarimi. Uygulama.
COURSE PLAN
Week Topic
1 |Video production, editing, and sound workflow overview.
2 Expressing abstract concepts through basic cinematic language. Sample shooting exercise.
3 Fundamental cinematography, shot scales, and angles explained through examples.
4 |Fundamental cinematography, composition, and storytelling with video. Sample shooting exercise.
5 |Editing with Adobe Premiere Pro. Editing the recorded story.
6 |Editing and color grading with DaVinci Resolve. Sample application.
7 |Video production planning and creating a PPM document.
8 |Commercial production. Shooting.
9 |Commercial production. Editing.
10 |[Commercial production. Editing.
11 Sound design and mixing with Presonus Studio One 1. Sample application.
12 |Sound design and mixing with Presonus Studio One 2. Sample application.




13 |Final project shooting. Application.

14 |Final project editing and sound design. Application.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yanyil igi —
Caligmalary |Laboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 50

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI
Program Kazanimlari (Giktilari) Yiiksek|Diislik

1 |Gérsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alaniile ilgili kavramlari, dislinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar °
3 [Soyut ve somut kavramlari; yaratici dislinceye, yenilikgi ve 6zglin yapitlara dontsturir °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suiregleri igcinde galisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °

butlnlegtirir.
7 Etik degerleri gozeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, strdirilebilir gorsel °

iletisim tasarim Grinleri ortaya koyar
8 [Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °

yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi kazanir °
11 |Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 |Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir )

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High | Low

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir °
2 Alani ile ilgili kavramlan, disiinceleri, olgu ve problemleri betimler, ¢ok boyutlu olarak algilar °




3 |Soyut ve somut kavramlari; yaratici dustinceye, yenilikci ve 6zgtin yapitlara déntstarir
4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.
5 |Bireysel ve grup lyesi olarak proje slregleri igcinde galisir, sorumluluk alir ve planlama yapar.
Sanat ve tasarimin farkh dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
6 [butlnlestirir.
Etik degerleri gbzeten, sosyal ve kiltirel degerlere duyarli, hedef kitleye uygun, stirdirilebilir gorsel iletisim
7 |tasarim Urinleri ortaya koyar
8 |Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir
Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
9 [yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir
1 Yeni teknolojilere uyum saglama yetenegine sahiptir
12 |Alana iliskin yasa, ydnetmelik ve mevzuatlar hakkinda bilgi sahibidir

AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

i i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
15
(Term Project) ! 15
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
5 5
(Homework) 25
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 13 1 13
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii 125
(Total load)
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 4107
(Course Code): GITA 4107

Dersin Adi: Genigletilmis Gergeklik Teknolojileri
(Course Title): Extended Reality Technologies

Yanyih |[D+ U +L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 6 Turkce Zorunlu Teorik + Uygulama Yok

(7) (Turkish) (Compulsory)| (Theoretical + Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, dgrencilere genisletiimis gerceklik teknolojilerinin temel kavramlarini, tarihsel
gelisimini ve uygulama alanlarini 6gretmek, o6grencilerin bu teknolojilerin sanat, tasarim ve
endustriyel uygulamalar Gzerindeki etkilerini anlamalarini saglamaktir. Ayrica, 6grencilerin
metaverse kavramini ve bilesenlerini kavramalarini, uzamsal bilgisayarin kullanici deneyimi ve
etkilesim uzerindeki rolinu degerlendirmelerini hedefler. Genigletilmis gergeklik projeleri gelistirme
sureclerini ve kullanilan yazilim ile donanim araglarini taniyarak, kullanici arayuzi ve kullanici
deneyimi prensiplerini uygulamalarini amaglar. Bu ders, 6grencilere artirilmis gerceklik, sanal
gerceklik ve WebXR projeleri tasarlayip uygulama becerisi kazandirmayi hedefler.

The aim of this course is to introduce students to the fundamental concepts, historical development,
and application areas of extended reality technologies, and to enable them to understand the impact
of these technologies on art, design, and industrial practices. The course also aims to provide
students with an understanding of the concept of the metaverse and its components, as well as the
role of spatial computing in user experience and interaction. By introducing the development
processes of extended reality projects and the software and hardware tools used in these processes,
the course seeks to enable students to apply user interface and user experience principles. In
addition, the course aims to equip students with the skills to design and implement augmented
reality, virtual reality, and WebXR projects.

Dersin igerigi

(Course Content)

Genisletilmis gergeklik (XR) teknolojilerinin temel kavramlari ve tarihsel gelisimi. XR teknolojilerinin
sanat ve tasarim tzerindeki etkileri, 5nemli sanat ve tasarim projeleri. Metaverse kavrami, bilesenleri
ve isleyisi, sanat, tasarim ve gunluk hayat tGzerindeki yeri. XR teknolojilerinde glincel trendler, 6rnek
projeler ve uygulamalar. Artirilmis gergeklik (AR) uygulamalari gelistirme siregleri, sanal gerceklik
(VR) igerik gelistirme suregleri ve WebXR platformlarinin kullanimi. Kullanici arayizi, kullanici
deneyimi ve kullanilabilirlik prensiplerine uygun olarak projeleri planlama ve tasarlama. Spatial
Computing’in fiziksel ve dijital dinyalar arasindaki etkilesimleri ve kullanici deneyimini nasil
etkiledigi. XR teknolojilerindeki yeni trendler, yapay zeka entegrasyonu ve endustri igbirlikleri.

Fundamental concepts and historical development of extended reality (XR) technologies. The impact
of XR technologies on art and design, significant art and design projects. The concept of the
metaverse, its components and functioning, and its place in art, design, and daily life. Current trends,
sample projects, and applications in XR technologies. Development processes for augmented reality
(AR) applications, virtual reality (VR) content development processes, and the use of WebXR
platforms. Planning and designing projects in accordance with user interface, user experience, and
usability principles. Examining spatial computing in terms of interactions between physical and digital
worlds and how it affects user experience. Discussing new trends in XR technologies, Al integration,
and industry collaborations.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Genisletilmis gergeklik teknolojilerinin temel kavramlari hakkinda bilgi sahibi olur. [4, 6, 8, 11]

)
2) Tarihsel gelisimini ve uygulama alanlarini tanir. [1, 4, 6, 8, 11]
3) Metaverse kavramini ve bilesenlerini agiklar. [2, 4, 8, 11]
4) Uzamsal bilgisayarin kullanici deneyimi ve etkilesim Uzerindeki rollini degerlendirir. [2, 4, 8,

11]

5) Genigletiimis gergeklik projelerinde kullanici arayiizi, kullanici deneyimi ve kullanilabilirlik
prensipleri hakkinda bilgi sahibi olur. [4, 6, 7, 9]

6) Genisletilmis gerceklik projeleri gelistirme siirecini ve kullanilan yazilim ile donanim
araglarini tanir. [4, 5, 9, 11]

7) Temel diizeyde genisletilmis gerceklik projeleri planlar ve gergeklestirir. [3, 4, 5, 6, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]




(Course Learning Outcomes)  [Upon successful completion of this course, students will be able to:

1) Gains knowledge of the fundamental concepts of extended reality technologies. [4, 6, 8, 11]

2) Recognizes their historical development and application areas. [1, 4, 6, 8, 11]

3) Explains the concept of the metaverse and its components. [2, 4, 8, 11]

4) Evaluates the role of spatial computing in user experience and interaction. [2, 4, 8, 11]
5) Gains knowledge of user interface, user experience, and usability principles in extended

reality projects. [4, 6, 7, 9]

6) Recognizes the development process of extended reality projects and the software and
hardware tools used. [4, 5, 9, 11]

7) Plans and implements basic-level extended reality projects. [3, 4, 5, 6, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]
(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)

6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi e Roadmapping Extended Reality: Fundamentals and Applications. Mariano Alcaiz, Marco
(Textbook) Sacco & Jolanda G. Tromp. Wiley-Scrivener, 2022.

e Extended Reality in Practice. Bernard Marr. Wiley, 2021.

e The Metaverse And How It Will Revolutionize Everything. Matthew Ball. Liveright, 2022.

e Creating Augmented and Virtual Realities: Theory and Practice for Next-Generation Spatial
Computing. Erin Pangilinan, Steve Lukas & Vasanth Mohan. O'Reilly Media, 2019.

¢ Interfaceless: Conscious Design for Spatial Computing with Generative Al. Diana Olynick.
Apress, 2024.

e Spatial Computing: An Al-Driven Business Revolution. Cathy Hackl & Irena Cronin. Wiley,
2024.

e Spatial Design: Breaking the 2D Paradigm. Dominique Wu, Jeremy Kress, Lily Pham & Inga
Petryaevskaya. Independently published, 2024.

e Dawn of the New Everything: Encounters with Reality and Virtual Reality. Jaron Lanier.
Macmillan USA, 2017

e Cevrimigi glincel kaynaklar.

'Yardimci Kaynaklar Sanal Gergeklik Gozlugu
(Supplementary Material) (VR Headset)
HAFTALIK KONULAR
Hafta Konu

1 |Genisletiimis Gergeklik (XR) teknolojilerinin kapsami, temel kavramlar ve teknolojilerin ¢calisma prensipleri.

2 Genisletilmis Gergeklik teknolojilerinin tarihsel gelisimi ve glincel gelismeler. Sanat ve tasarim alaninda genisletilmis
gerceklik. Ornek incelemeler ve analizler.

3 |Metaverse kavrami ve bilesenleri.

4 Uzamsal bilgisayarin (spatial computing) temel bilesenleri. Fiziksel ve dijital diinyalar arasindaki etkilesimler. Spatial
Computing’in kullanici deneyimi ve etkilesimler Gzerindeki etkisi.

5 Artirlmis gerceklik (AR), sanal gergeklik (VR) ve karma gergeklik (MR) igin kullanilan yazihm ve donanim araglari. AR, VR,
MR teknolojilerinde uygulama gelistirme araclari ve icerik gelistirme surecleri.

6 |AR, VR, MR teknolojilerinde igerik gelistirme siireglerinin adimlari ve uygulama alanlari. Ornek uygulama gelistirme siirecleri.

7 Genigletiimis gergeklik teknolojilerinde temel kullanici araytzi (Ul), kullanici deneyimi (UX) ve kullanilabilirlik prensipleri.
Uygulama 6rnekleri ve incelemeler.

8 AR uygulamalari icin kullanilan programlar ve araglar. AR uygulama gelistirme surecinin adimlari. Proje tabanli 6grenme:
Temel AR projeleri olugturma.

9 |AR Uygulamasi yapmak icin program 6gretimi ve uygulama projesi.

10 |AR Uygulamasi yapmak igin program 6gretimi ve uygulama projesi.

11 |AR uygulamasi yapmak i¢in program dgretimi ve uygulama projesi.

12 |WebXR platformlarinin tanitimi ve 6zellikleri. WebXR projeleri i¢in kullanilan araglar ve teknikler.

13 |(WebXR projeleri igin kullanilan araglar ve teknikler. WebXR projesi planlama ve tasarim.

14 |(WebXR projesi planlama ve tasarim.




COURSE PLAN

Week Topic
1 |Scope of Extended Reality (XR) technologies, fundamental concepts, and the operating principles of the technologies.
2 Hist'orical development of Extended Reality technologies and current developments. Extended reality in the field of art and
design. Example reviews and analyses.
3 |The concept and components of the metaverse.

Fundamental components of spatial computing. Interactions between the physical and digital worlds. The impact of spatial

4 computing on user experience and interactions.

5 Software and hardware tools used for augmented reality (AR), virtual reality (VR), and mixed reality (MR). Application
development tools and content development processes in AR, VR, and MR technologies.

6 Steps of content development processes and application areas in AR, VR, and MR technologies. Example application
development processes.

7 Fundamental user interface (Ul), user experience (UX), and usability principles in Extended Reality technologies. Application
examples and reviews.

8 Programs and tools used for AR applications. Steps of the AR application development process. Project-based learning:
Creating basic AR projects.

9 |Software instruction and an application project for creating an AR application.

10 |Software instruction and an application project for creating an AR application.

11 |Software instruction and an application project for creating an AR application.

12 |Introduction to WebXR platforms and their features. Tools and techniques used for WebXR projects.

13 |Tools and techniques used for WebXR projects. Planning and design of a WebXR project.

14 |Planning and design of a WebXR project.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 15
Odevler (Homework) 35

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diigiuk

—

Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir

Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar

Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr

Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.

a|lbh|[w|DN

Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar.

Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
butlnlestirir.




7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartigsmalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir. ¢
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.
5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the
industry. ¢
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
TR Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 45 1 45

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)




Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

31 1 31

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

150

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4203
(Course Code): GITA 4203

Dersin Adt: Bilgilendirme Tasarimi
(Course Title): Information Design

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Alan Segmeli Teorik ve Uygulama Yok

7) (Turkish) (Area Elective) | (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin bilgilendirme tasariminin temel kavramlarini, disiplinlerarasi yapisini
ve gorsel iletisim tasarimi igcindeki yerini kavramalarini saglamaktir. Ders kapsaminda veri ve bilgi
kavramlari, bilginin katmanlari, olusumu, aktarimi, algilanmasi ve islenmesine iligkin kuramsal bir
altyapi olusturulur. Karmasik ve daginik bilgi ve verilerin aragtirilmasi, toplanmasi, analiz edilmesi,
filtrelenmesi ve yapilandiriimasi; igerik, hedef kitle ve iletisim amaci dogrultusunda bilgi mimarisi ve
gorsel hiyerarsi olusturularak anlasilir, islevsel ve estetik bir gérsel dile donlstirtilmesi amaclanir.
Ogrencilerin bu siiregleri yaratici ve 6zgiin tasarim yaklasimlariyla ele alarak, farkli bilgi tiirleri ve
mecralar igin infografik, veri gorsellestirme, hareketli ve etkilesimli bilgi tasarimi uygulamalari
gelistirmeleri hedeflenir.

The aim of this course is to enable students to understand the fundamental concepts of information
design, its interdisciplinary structure, and its place within visual communication design. The course
provides a theoretical foundation on the concepts of data and information, the layers of information,
and the formation, transmission, perception, and processing of information. It aims to develop
students’ ability to research, collect, analyze, filter, and structure complex and dispersed information
and data, and to transform them into a clear, functional, and aesthetically effective visual language
by creating information architecture and visual hierarchy in accordance with content, target
audience, and communication objectives. Students are expected to approach these processes
through creative and original design methods and to develop infographic, data visualization, motion-
based, and interactive information design applications for different types of information and media.

Dersin igerigi

(Course Content)

Bilgilendirme tasariminin temel kavramlarinin, disiplinlerarasi yapisinin, tarihsel gelisiminin ve
gorsel iletisim tasarimi igindeki yerinin incelenmesi. Veri ve bilgi kavramlarinin; bilginin
katmanlarinin, tdrlerinin, olusumunun, aktariminin, algilanmasinin ve islenme bigimlerinin ele
alinmasli. Bilginin arastirimasi, toplanmasi, analiz edilmesi, filtrelenmesi, siniflandiriimasi ve
yapilandiriimasi. Bilgi mimarisi, icerik dizeni ve goérsel hiyerarsi olusturma. Bilginin gorsel olarak
kodlanmasi, iligkilendirilmesi ve anlamlandiriimasi. infografik tasarimi, veri gorsellestirme ilkeleri ve
uygun gorsellestirme yontemlerinin segimi. Statik, hareketli ve etkilesimli bilgilendirme tasarimi
uygulamalari. Farkl bilgi tirleri, hedef kitleler, iletisim amaglari ve mecralar dogrultusunda yaratici,
6zgun, igslevsel ve estetik bilgilendirme tasarimi ¢dzimlerinin gelistirilmesi.

Examination of the fundamental concepts, interdisciplinary structure, historical development, and
role of information design within visual communication design. Exploration of data and information
concepts; layers and types of information; and the formation, transmission, perception, and
processing of information. Researching, collecting, analyzing, filtering, classifying, and structuring
information. Creating information architecture, content organization, and visual hierarchy. Visual
coding, relating, and interpretation of information. Infographic design, data visualization principles,
and selection of appropriate visualization methods. Static, motion-based, and interactive information
design applications. Development of creative, original, functional, and aesthetically effective
information design solutions for different types of information, target audiences, communication
purposes, and media.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Bilgilendirme tasariminin temel kavramlarini, disiplinlerarasi yapisini ve gorsel iletisim
tasarimi icindeki yerini aciklar. [1, 2, 4, 8]

2) Veri ve bilgi kavramlarini, bilginin katmanlarini, olusumunu, aktarimini, algilanmasini ve
islenme bicimlerini aciklar. [2, 4, 8]

3) Karmasik bilgi ve verileri arastirir, toplar, analiz eder, filtreler, siniflandirir ve yapilandirir. [2,
4, 8]

4) gerik, hedef kitle ve iletisim amaci dogrultusunda bilgi mimarisi ve gérsel hiyerarsi olusturur.
[2,3,4,7]

5) Bilginin niteligi, igerigi ve iletisim amaci dogrultusunda uygun gorsellestirme yontemlerini
secer ve tasarim kararlarini gerekgelendirir. [2, 3, 4, 8]




(Course Learning Outcomes)

6) Bilgiyi uygun gorsel kodlama, iligkilendirme ve veri gorsellestirme yontemleriyle anlasilir,
islevsel ve estetik bir gorsel dile dénasturdr. [2, 3, 4, 7, 9]

7) Farkli bilgi trleri igin yaratici ve 6zgiin infografik ve veri gorsellestirme ¢oziimleri gelistirir.
[3, 4, 6,9, 10]

8) Bilgilendirme tasarimi galismalarini farkl mecralara uyarlayarak statik, hareketli ve
etkilesimli uygulamalar gelistirir. [3, 4, 6, 9, 10, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Explain the fundamental concepts of information design, its interdisciplinary structure, and
its place within visual communication design. [1, 2, 4, 8]

2) Explain the concepts of data and information, the layers of information, and the ways
information is formed, transmitted, perceived, and processed. [2, 4, 8]

3) Research, collect, analyze, filter, classify, and structure complex information and data. [2, 4,
8]

4) Create information architecture and visual hierarchy in accordance with content, target
audience, and communication objectives. [2, 3, 4, 7]

5) Select appropriate visualization methods according to the nature, content, and
communication purpose of information and justify design decisions. [2, 3, 4, 8]

6) Transform information into a clear, functional, and aesthetically effective visual language
through appropriate visual coding, relational, and data visualization methods. [2, 3, 4, 7, 9]

7) Develop creative and original infographic and data visualization solutions for different types
of information. [3, 4, 6, 9, 10]

8) Adapt information design works to different media and develop static, motion-based, and
interactive applications. [3, 4, 6, 9, 10, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi
(ISCED Category of the course)

2 - 21 Sanat ve !nsani Bilimler (Sanat Alani) ]
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi
(Textbook)

* Information Design: Research and Practice, Alison Black, Paul Luna, Ole Lund & Sue Walker, 2017.
Information Design Workbook: Revised and Updated, Kim Baer, 2021.

Design for Information: An Introduction to the Histories, Theories, and Best Practices Behind Effective
Information Visualizations, Isabel Meirelles, 2013.

The Visual Display of Quantitative Information, Edward R. Tufte, 2001.

Envisioning Information, Edward R. Tufte, 1990.

Information Architecture: For the Web and Beyond, Louis Rosenfeld, Peter Morville & Jorge Arango,
2015.

Storytelling with Data: A Data Visualization Guide for Business Professionals, Cole Nussbaumer
Knaflic, 2015.

The Functional Art: An Introduction to Information Graphics and Visualization, Alberto Cairo, 2012.
The Truthful Art: Data, Charts, and Maps for Communication, Alberto Cairo, 2016.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta

Konu

1 |Bilgilendirme tasarimina giris. Temel kavramlar, tarihsel gelisim, disiplinlerarasi yapi ve uygulama alanlari.

Veri ve bilgi kavramlari. Bilginin katmanlari, turleri, olusumu, aktarimi, algilanmasi ve islenmesi.

Bilginin arastiriimasi, toplanmasi, analiz edilmesi, filtrelenmesi ve yapilandiriimasi. Glncel drneklerin incelenmesi.

Bilgi mimarisi. igerigin siniflandiriimasi, iliskilendirilmesi ve bilgi akiginin olusturulmasi.

Gorsel hiyerarsi ve icerik diizeni. Bilginin énceliklendiriimesi ve anlasilir bicimde sunulmasi.

Bilginin gorsellestiriimesi.

Gorsel kodlama yontemleri, grafik turleri ve uygun gorsellestirme bicimlerinin segimi.

N~N({ojloa| b~ ODN

Farkl mecralarda bilgilendirme tasarimi. Basili, dijital, hareketli ve etkilesimli uygulamalarin incelenmesi.




Arastirma ve icerik gelistirme. Bilgi ve verilerin tasarim problemi dogrultusunda ele alinmasi ve alternatif fikirlerin

8
olusturulmasi.

9 |Proje galismalari. igerik, hedef kitle ve iletisim amaci dogrultusunda tasarim yaklagiminin gelistirilmesi.

10 |Proje galismalari. Bilginin gorsel olarak yorumlanmasi ve 6zgiin tasarim ¢dzimlerinin geligtiriimesi.

11 |Proje galismalari. Gorsel anlatim, bilgi aktarimi ve tasarim battnlGgunin gelistiriimesi.

12 |Proje galismalari. Tasarim yaklasiminin ve gorsel sistemin secilen mecraya goére gelistiriimesi.

13 |Proje calismalari. igerik ve tasarimin bitiinlestiriimesi ve uygulamanin gelistirilmesi.

14 |Proje calismalari. Son diizenlemeler ve genel degerlendirme.

COURSE PLAN
Week Topic

1 Introduction to information design. Fundamental concepts, historical development, interdisciplinary structure, and areas of|
application.

2 Concepts of data and information. Layers and types of information, and the formation, transmission, perception, and
processing of information.

3 |Researching, collecting, analyzing, filtering, and structuring information. Examination of contemporary examples.

4 |Information architecture. Classification and organization of content and development of information flow.

5§ |Visual hierarchy and content organization. Prioritization and clear presentation of information.

6 |Visualization of information. Visual coding methods, chart types, and selection of appropriate visualization methods.

7 |Information design across different media. Examination of print, digital, motion-based, and interactive applications.

8 Research and content development. Addressing information and data in relation to the design problem and generating
alternative ideas.

9 |Project studies. Developing a design approach in accordance with content, target audience, and communication objectives.

10 |Project studies. Visual interpretation of information and development of original design solutions.

11 |Project studies. Developing visual expression, information communication, and overall design coherence.

12 |Project studies. Developing the design approach and visual system according to the selected medium.

13 |Project studies. Integrating content and design and developing the application.

14 |Project studies. Final refinements and overall evaluation.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60

Toplam (Total) 100




DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk

1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [

2 |Alani ile ilgili kavramlari, diglnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zglin yapitlara donisturtr °

4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bittnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gorsel iletisim °
tasarim Urunleri ortaya koyar

8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )

9 Alani kapsamindaki goérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.

10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °

11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °

12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low

1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual °
Communication Design.

2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.

3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °

4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢

5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.

6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.

7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.

9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢

10 Gains the ability to identify the needs of the field and present individually produced designs to the o
industry.

11 [Has the ability to adapt to new technologies. °

12 [Has knowledge of laws, regulations, and legislation related to the field. °




AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES)

Siire (saat)
(Time( hr))

Sayi
(Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures)

3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

48

1

48

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

35

35

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan
(Revision / Date) (Coordinator / Prepared By)

07/08/2026 Gorsel iletisim Tasarimi Bélimi

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA4204
(Course Code): GITA4204

Dersin Adi: Konsept Tasarimi
(Course Name): Concept Design

Yariyih D+U+L | Kredisi | AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
. Alan igi ,
Bahar Turkce . Teorik ve Uygulamali Yok
(Spring) (6) 3+0+0 3 5 (Turkish) Seglgili\ggr ea (Theoretical + Practical) (None)

Dersin Amaci

(Course Objectives)

Bu ders, 6grencilere gorsel hikaye anlatimi yoluyla kurgusal dinyalar ve karakterler yaratma
becerisi kazandirmayi amaglar. Ogrenciler, fikir gelistirmeden dijital boyamaya uzanan bir
surecte, film, animasyon ve oyun endustrisinde kullanilan konsept tasarim tekniklerini
uygulamali olarak dgrenirler.

This course aims to equip students with the ability to create fictional worlds and characters
through visual storytelling. From idea development to digital painting, students learn hands-on
the concept design techniques used in the film, animation, and game industries.

Dersin igerigi

(Course Content)

Konsept tasariminin tanimi ve alanlari. Disunsel bir fikrin, dijital mecrada gorseller ile
betimlenmesi. Filmler, animasyonlar veya oyunlar i¢in kurgusal bir dinya yaratmanin
asamalari. Dinya yaratimi ¢gercevesinde islenecek konular olan karakter tasarimi, mekan
tasarimi, prop tasarimi ve sahne tasarimi. Fikir gelistirme. Perspektif algilama. Hikaye anlatma.
ileri kompozisyon. Dijital boyama. Layout tanimi ve uygulama galismalari.

The definition and scope of concept design. Depicting an abstract idea through visuals in a
digital medium. The stages of creating a fictional world for films, animations, or games. Topics
covered within the framework of world-building, including character design, environment
design, prop design, and scene design. Idea development. Perspective perception. Storytelling.
Advanced composition. Digital painting. Definition of layout and applied studies.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1)

Kavramlari gorsellestirmek i¢in uygun metodolojiyi kullanabilir [2, 6]

2) Foto manipulasyon, dijital boyama gibi teknikleri uygulayabilir [3, 4]
3) Gerekli teknik uygulamalari 6grenir [4, 11]

4) Bir fikri / metni / anlatiy gorsellestirebilir [2, 3, 6]

5) Konsept tasarim ile ilgili streci planlayip ¢oziimleyebilir [5, 10]

6) Calismalarini uygun formatta hazirlayarak sunum yapabilir [10, 11]

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1)

Can use appropriate methodology to visualize concepts. [2, 6]

2) Can apply techniques such as photo manipulation and digital painting. [3, 4]
3) Learns the necessary technical applications. [4,11]

4) Can visualize an idea, text, or narrative. [2,3,6]

5) Can plan and resolve the process related to concept design. [5, 10]

6) Can prepare and present their work in an appropriate format. [10, 11]

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2-21 Sanat ve in_sani Bilimler (Sanat Alani)
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerde Disiplinlerarasi Programlar)

Ders Kitabi

(Textbook)

Marcos Mateu-Mestre — Framed Ink: Drawing and Composition for Visual
Storytellers — 2010.

Scott Robertson & Thomas Bertling — How to Draw: Drawing and Sketching
Objects and Environments from Your Imagination — 2013.

3dtotal Publishing — Sketching from the Imagination: Fantasy — 2014.

Yardimci1 Kaynaklar

(Other References)

Cevrimigi giincel kaynaklar ve drnekler




Hafta DERSIN TEORIK KONU BASLIKLARI

Tanisma, ders igerigi ve degerlendirme kriterleri / Eskiz defterlerinin derste kullanimi hakkinda bilgilendirme

Kavramlarin gérsellestiriimesi: Zihin haritasi ydntemi, érnek uygulamalar. Odev: Zihin Haritasi

Kavramlarin gorsellestiriimesi: Duygudurum panosu yéntemi, verilen konsept Uzerinden érnek uygulamalar

Referans kiitiiphanesi kurma: Toplanan verilerin organizasyonu ve duygudurum panosuna islenmesi. Odev:
Duygudurum Panosu

Karakter tasarimi: Cizim, anatomi, siluet, kostiim ve prop hakkinda bilgilendirme

Karakter tasarimi uygulamasi: Boyama, gri tonlama, 1s1k-gélge, renk ve doku kullanimi

Cevre-mekan konsept, perspektif, asset ve prop konularinda anlatim

Matte painting, over paint ve photobash tekniklerinin anlatimi: asset ve prop uygulamalari

Matte painting, over paint ve photobash teknikleriyle asset ve prop uygulamalari (devam)

Verilen konsept gergevesinde mekansal konsept hazirlanmasi 1/2

- | -
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Verilen konsept gergevesinde mekansal konsept hazirlanmasi 2/2

-
N

Proje kritikleri

-
w

Sunum teknikleri

=N
H

Final projesiyle ilgili ydnbilgi paylagimi

COURSE PLAN

Week THEORETICAL COURSE TOPICS

Introduction, course content, and evaluation criteria / Information on using sketchbooks in the course

Visualizing concepts: The mind mapping method, sample applications. Assignment: Mind Map

Visualizing concepts: The mood board method, sample applications based on a given concept

Building a reference library: Organizing collected data and incorporating it into the mood board. Assignment: Mood
Board

Character design: Drawing, anatomy, silhouette, costume, and props

Character design application: Painting, grayscale, light-shadow, color and texture use

Environment/location concept, perspective, asset, and prop topics

Explanation of matte painting, over paint, and photobash techniques: asset and prop applications

Matte painting, over paint, and photobash applications for assets and props (continued)

Preparing a spatial concept within a given framework 1/2

N N
alo|l@|@|IN|Io(fn] A (WO[IN|=

Preparing a spatial concept within a given framework 2/2

-
N

Project critiques

-
w

Presentation techniques

-
H

Sharing guidance on the final project

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

s Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —

Calismalari Laboratuar (Laboratory Activities)
Seminer (Seminar)

(,g;wﬁizt:)r Sunumlar (Presentations)

Donem Projesi (Term Project)

Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)




YARIYIL SONU SINAVI (Final Exam)

60

Toplam (Total)

100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI

KAZANIMLARINA KATKISI

Yiksek | Diisuk

Program Kazanimlari (Ciktilari)

1 Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )

2 Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar ®

3 Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °

4 Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 Bireysel ve grup uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. ®

6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.

7 Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar

8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir

9 Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.

10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir

1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °

12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems °
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and PY
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes °
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design P
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.




Acquires an understanding of and practical competence in at least one of the
professional roles within the field in accordance with international standards.

10 produced designs to the sector.

Identifies the needs of the field and gains the ability to present individually

1 Has the ability to adapt to new technologies.

12 | Has knowledge of the laws, regulations and legislation related to the field. o
AKTS- iS YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48
(Final Exam (Preparation included))

Kisa Sinavlar

(Semester written exams)

Dénem Odevi / Projesi

(Term Project)

Raporlar

(Reports)

Bitirme Tezi/Projesi

(Graduation Project)

Seminer

(Seminar)

Sinif Digi Calisma Siresi

Odevler

(Homework)

Sunum

(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil) 35 1 35
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))

Revizyon/Tarih Koordinator / Hazirlayan Onaylayan

(Revision/Date) (Coordinator / Prepared by) (Approved by)

09/08/2026 Gorsel iletisim Tasarimi Bélimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA4207 Dersin Adi: Karakter Tasarimi
(Course Code): GITA4207 (Course Title): Character Design
Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul

(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)

Glz . Alan igi .

Turkce . Teorik ve Uygulama Yok
(Fall) 3+0+0 3 5 (Turkish) Segmelll (Area (Theoretical + Practical) (None)
(5) Elective)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere gorsel anlati ortamlari igin 6zgin ve derinlikli karakterler tasarlama
becerisi kazandirmaktir. Ogrenciler, bir karakterin sosyolojik, psikolojik ve fiziksel katmanlarini
¢ozumleyerek; arketip, hikdye ve gorsel hikayelendirme iligkisini kavrayip, karakterin i¢csel ve
gorinmez niteliklerini anatomi, form, siluet, renk ve kostim gibi gorsel araglarla disa vurabilme
yetkinligi kazanirlar. Ders sonunda 6grenciler, eskiz asamasindan final sunuma uzanan standart
Uretim slrecini (poz sayfalari, donislu poz, modelleme, 3D maket) uygulayarak, belirli bir anlati
ortamina (gizgi roman, animasyon, oyun vb.) yonelik 6zgin bir karakter tasarimini bagimsiz bigimde
gelistirebilir hale gelirler.

The purpose of this course is to equip students with the ability to design original and multidimensional
characters for visual narrative media. Students learn to analyze a character's sociological,
psychological, and physical layers, grasp the relationship between archetype, story, and visual
storytelling, and gain the competence to express a character's internal and invisible qualities through
visual tools such as anatomy, form, silhouette, color, and costume. By the end of the course,
students are able to independently develop an original character design for a specific narrative
medium (comics, animation, games, etc.), applying the standard production process — from
sketching through pose sheets, turnaround poses, modeling, and 3D maquettes — to a final
presentation-ready design.

Dersin igerigi

(Course Content)

Cesitli gorsel anlati ortamlari igin karakter gelistirme hakkinda temel kuramsal ve uygulamali bilgiler.
Sosyolojik, psikolojik, fiziksel olarak karakteri olusturan katmanlar. Arketip kavrami. Hikaye ve
karakter iliskisi. Karakter tasariminda gérsel hikayelendirmenin rolii. Ozgiin ve derinligi olan karakter
orneklerini inceleme. Hikaye baglaminda okuyucu/izleyici/oyuncu icin karakterin i¢csel ve gérinmez
niteliklerini gorsellestirme. Karakter tasariminda temel anatomi ve yapi, kisilik ve yuz ifadeleri.
Karakterin kisiligini belirleyen temel form ve sillietler, renk, kostiim ve aksesuar. Karakter eskizleri,
poz sayfalari, donUsli poz, modelleme, 3D maket gibi standart yapim asamalari. Belirli bir anlati
ortami igin (gizgi roman, animasyon, oyun vb.) bir karakter seti tasarimi.

Fundamental theoretical and applied knowledge on character development for various visual
narrative media. The sociological, psychological, and physical layers that make up a character. The
concept of archetype. The relationship between story and character. The role of visual storytelling
in character design. Examining original and richly developed character examples. Visualizing a
character's internal and invisible qualities for the reader/viewer/player within the context of the story.
Fundamental anatomy and structure, personality, and facial expressions in character design. The
basic forms and silhouettes, color, costume, and accessories that define a character's personality.
Standard production stages such as character sketches, pose sheets, turnaround poses, modeling,
and 3D maquettes. Designing a character set for a specific narrative medium (comics, animation,
games, etc.).

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Karakter tasarimini tanimlar. [2]

2) Arketipleri karsilastirir ve hikaye igindeki arketipleri tanimlayabilir. [2, 6]

3) Karakterin kisisel 6zelliklerini yiz ifadesi, beden dili ve silueti araciligiyla yansitabilir. [3, 4]

4) Yonbilgideki betimlemeleri 6zgiin ve etkili bigimde karakter tasariminda goérsellestirebilir.
[3, 10]

5) Karakterin i¢sel 6zelliklerini yansitan form, siluet ve aksesuarlari tasarlayabilir. [3, 4]

6) Karakter tasariminin tim yapim asamalarini bilir. [4, 11]

7) Belirli bir hikaye igin 6zgtin bir karakter tasarimi gelistirerek final projesi olarak sunabilir.
[3, 10]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Defines character design. [2]




2) Compares archetypes and can identify archetypes within a story. [2, 6]

3) Can convey a character's personal traits through facial expression, body language, and
silhouette. [3, 4]

4) Can visualize descriptions from a creative brief in character design in an original and
effective way. [3, 10]

5) Can design forms, silhouettes, and accessories that reflect a character's internal traits. [3,
4]

6) Knows all the production stages of character design. [4, 11]

7) Can develop an original character design for a specific story and present it as a final
project. [3, 10]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2-21 Sanat ve in_sani Bilimler (Sanat Alani)

(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerde Disiplinlerarasi Programlar)
Ders Kitabi e Ress, D. 2008. How to be an lllustrator? Laurence King Publishers
(Textbook) e Male, A. 2007. lllustration: A Theoretical and Contextual Perspective

e Haitao Su & Vincent Zhao. Alive Character Design: For Games, Animation and Film

Yardimci Kaynaklar Cevrimigi Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Girig ve Gorsel Anlati Temelleri
2 [Karakter Gelistirme Sureci
3 |Arketipler ve Hikaye iligkisi
4 |Temel Anatomik Yapilar ve Siltiet
5 |Gorsel Hikayelendirmede Karakter
6 [icsel ve Gorlinmez Nitelikler
7 |Ozgiin Karakter Ornekleri incelemesi 1/2
8 |Ozgiin Karakter Ornekleri incelemesi 2/2
9 [Sunum ve Degerlendirme
10 (T-Poz ve Mimikler
11 |Karakter Poz Sayfalari
12 |Konsept Sanat Calismalari
13 |Karakter Tasariminin Uygulanmasi 1/2
14 |Karakter Tasariminin Uygulanmasi 2/2
COURSE PLAN
Week Topic
1 Introduction and Fundamentals of Visual Narrative
2 Character Development Process
3 IArchetypes and the Story Relationship
4 |Fundamental Anatomical Structures and Silhouette
5 |Character in Visual Storytelling
6 |Internal and Invisible Qualities
7 |Examination of Original Character Examples 1/2
8 |Examination of Original Character Examples 2/2
9 |Presentation and Evaluation
10 |T-Pose and Facial Expressions
11 Character Pose Sheets




12 |Concept Art Studies

13 |Application of Character Design 1/2

14 |Application of Character Design 2/2

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yarniyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Giktilari) Yiiksek|Diislik
. °
1 |Gorsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir
°
2 |Alani ile ilgili kavramlari, digUnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar
°
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikgi ve 6zgiin yapitlara donisturtr
°
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir.
5 |Bireysel ve grup uyesi olarak proje surecleri iginde galisir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla L
bUtlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltirel degerlere duyarli, hedef kitleye uygun, sirdarilebilir] o
gorsel iletisim tasarim Urdnleri ortaya koyar
8 Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
9 Alani kapsamindaki goérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.
°
10 |Alaninihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir
11 |Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 |Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High | Low
Has technical and theoretical knowledge of the historical development of the field of Visual| e
1 [Communication Design.




Describes and perceives the concepts, ideas, phenomena and problems related to the fieldina| e
2 |multidimensional manner.
3 |Transforms abstract and concrete concepts into creative, innovative and original works. L4
Possesses technological and theoretical knowledge, technical competence and aesthetic| e
4 |awareness related to the field.
Works individually and as a member of a group within project processes, takes responsibility and| e
5 |plans accordingly.
Integrates the knowledge acquired from different branches of art and design with the field through| e
6 |an interdisciplinary approach.
Produces sustainable visual communication design products that observe ethical values, are| e
7 |sensitive to social and cultural values, and are appropriate for the target audience.
Possesses the knowledge and critical perspective required to participate in current academic and| e
8 |professional discussions in the field.
Acquires an understanding of and practical competence in at least one of the professional roles| o
9 |within the field in accordance with international standards.
Identifies the needs of the field and gains the ability to present individually produced designs to the| e
10 |sector.
1 Has the ability to adapt to new technologies. i
12 |Has knowledge of the laws, regulations and legislation related to the field.
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
i i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework)
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 35 1 35
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii
(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))




Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
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Onaylayan
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA4209
(Course Code): GITA4209

Dersin Adi: Sergileme Tasarimi
(Course Name): Exhibition Design

Yariyih D+U+L | Kredisi

Glz

(Fally(7) | 370*0

AKTS Dersin Dili Dersin Tiirii | Dersin iglenis Yontemi On Kosullan
(Semester)| (Lc + T + L) | (Credits) | (ECTS) (Language) (Category) | (Instructional Methods) | (Pre Requisites)
. Alan igi ,
5 Turk;:e Secmeli (Area Teorik ve Uygulamall Yok
(Turkish) Elective) (Theoretical + Practical) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere sergileme tasariminin tarihsel gelisimini ve gtincel yaklagimlarini
tanitarak; urdin, bilgi, eser veya koleksiyonun mekén icinde izleyiciyle kurdugu iliskiyi tasarlama
becerisi kazandirmaktir. Ogrencilerin mekan, nesne, bilgi, anlati ve kullanici deneyimi
arasindaki iliskiyi butlncul bicimde kurgulamalari; mize ve galerilerden fuar ve vitrin
tasarimina, gegici sergilerden dijital, etkilesimli ve hibrit sergileme bigimlerine kadar farkli
ortamlar igin ¢ozlimler gelistirmeleri hedeflenir. Ders ayrica erisilebilirlik, kapsayicilik,
surdurilebilirlik ve teknolojik etkilesim ilkelerini gbzeterek islevsel, 6zgin ve deneyim odakl
sergileme projeleri gelistirmeyi amaglar.

The aim of this course is to introduce students to the historical development and contemporary
approaches of exhibition design and to develop their ability to design the relationship between
products, information, artworks, or collections and their audiences within spatial environments.
Students are expected to create integrated relationships among space, objects, information,
narrative, and user experience, and to develop solutions for a wide range of contexts, including
museums and galleries, fairs and window displays, temporary exhibitions, and digital,
interactive, and hybrid exhibition formats. The course also aims to support the development of
functional, original, and experience-oriented exhibition projects that consider accessibility,
inclusivity, sustainability, and technological interaction.

Dersin igerigi

(Course Content)

Sergileme tasariminin tarihsel gelisimi ve giincel yaklasimlari. Mekan, nesne, bilgi, anlati ve
izleyici arasindaki iligkiler. Mlze, galeri, fuar, vitrin ve gecici sergileme alanlarinda tasarim.
Dijital, etkilesimli ve hibrit sergileme bicimleri. Sergileme ortamlarinda kullanici deneyimi,
erigilebilirlik, kapsayicilik ve surdurulebilirlik. Mekansal iletisim, ydnlendirme, sergileme
sistemleri, malzeme, aydinlatma ve teknolojik etkilesim. islevsel, 6zgiin ve deneyim odakli
sergileme tasarimi ¢ézimlerinin gelistirilmesi ve degerlendirilmesi.

Historical development and contemporary approaches in exhibition design. Relationships
among space, object, information, narrative, and audience. Exhibition design for museums,
galleries, fairs, window displays, and temporary installations. Digital, interactive, and hybrid
exhibition formats. User experience, accessibility, inclusivity, and sustainability in exhibition
environments. Spatial communication, wayfinding, display systems, materials, lighting, and
technological interaction. Development and evaluation of functional, original, and experience-
oriented exhibition design solutions.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Sergileme kavrami ve tarihsel gelisimi hakkinda genel bilgi edinme. [1, 2]

2) Sergilemenin amacini kavrama ve fiziksel/dijital sergi mekani analizleri yapabilme. [2,
4, 11]

3) Marka kimligi analizi yaparak bunun sergileme kararlarina etkisini 6grenme. [2, 7]

4) Sergi tasariminin temel ilkelerini (mekan, isik, malzeme, dolasim, erisilebilirlik)
kavrama. [4, 10]

5) Sergi tasarimindaki esas kriterlere ve surdurilebilirlik ilkelerine gére uygulama
yapma. [4, 7, 10]

6) Sergiyi mekan-nesne-izleyici iligkisi cergevesinde butlinsel olarak inceleme. [2, 6]

7) Sergilenecek konu ve icerige gore 6zgun ve yenilikgi konsept gelistirebilme. [3, 6]

8) Konsepti ve serginin mesajini, dijital/etkilesimli araclari da icerecek sekilde ziyaretciye
aktarabilecek 6zgun gorsel dil gelistirebilme. [3, 6, 11]

[Not: Kégeli parantez igindeki sayilar ilgili program ¢ikti - PC - numaralaridir]

Students who pass this course successfully:

1) Acquiring general knowledge of the concept of exhibition design and its historical
development. [1, 2]




2)
3)
4)
5)
6)
7)

8)

[Note: Numbers in brackets indicate the related program outcomes-PQO]

Understanding the purpose of exhibitions and being able to analyze physical and
digital exhibition spaces. [2, 4, 11]

Learning to analyze brand identity and its impact on exhibition design decisions.
(2, 7]

Grasping the fundamental principles of exhibition design (space, lighting,
materials, circulation, accessibility). [4, 10]

Applying the core criteria of exhibition design together with sustainability
principles. [4, 7, 10]

Examining an exhibition holistically within the framework of the space-object-
viewer relationship. [2, 6]

Developing original and innovative concepts based on the subject and content to
be exhibited. [3, 6]

Developing an original visual language — including digital and interactive tools
— to communicate the concept and message of the exhibition to visitors. [3, 6,
11]

Dersin ISCED Kategorisi

(ISCED Category of the course)

2-21 Sanat ve in_sani Bilimler (Sanat Alani)
2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerde Disiplinlerarasi Programlar)

Ders Kitabi

(Textbook)

e lLorenc J., Skolnick L., Berger C. (2007) What Is Exhibition Design
e Ergen B. A. (2013) Sanat yapiti sergileme ve sunum cesitlerine 6rnekler egliginde bir

bakis.
e Hepkon Z. (2003) Kurumsal kimlik ingaasini belirleyen faktérler: Bir literatiir tara-
e masl.

e Serrell B. (1996) Exhibit Labels: An Interpretive Approach.
e McLean K. (1993) Planning for People in Museum Exhibitions.

Yardimci1 Kaynaklar

(Other References)

e  Cevrimigi glincel kaynaklar ve érnekler

HAFTALIK KONULAR
Hafta DERSIN TEORIK KONU BASLIKLARI
1 |[Sergileme tasarimina giris, kapsam ve gilincel yaklagimlar
2 |Sergileme tasariminin tarihsel gelisimi ve donisumu
3 |Sergileme tirleri: miize, galeri, fuar, vitrin, gegici, dijital ve hibrit sergiler
4 |Sergilemede kimlik, tema ve ziyaretci deneyimi
5 |Sergi konsepti, “Big Idea”, kiirasyon, anlati ve igerik gelistirme
6 [Mekan kurgusu, ziyaretci akisl ve dolasim tasarimi
7 |Sergileme sistemleri, malzeme ve surdirilebilir tasarim
8 |Aydinlatma, etiketleme ve bilgi sunumu
9 |Sergi incelemesi ve 6rnek proje analizi
10 |Wayfinding, sergi grafikleri ve bilgilendirme sistemleri
11 |Ergonomi, erigilebilirlik ve kapsayici sergileme
12 |Dijital, etkilesimli ve deneyim odakl sergileme; AR, VR ve yapay zeka
13 |Sergileme projesi gelistirme, prototipleme ve degerlendirme
14 |Final proje sunumlari ve genel degerlendirme

COURSE PLAN

Week

THEORETICAL COURSE TOPICS

1 |Introduction to exhibition design, scope, and contemporary approaches




Historical development and transformation of exhibition design

Exhibition types: museums, galleries, fairs, window displays, temporary, digital, and hybrid exhibitions

Identity, theme, and visitor experience in exhibition design

Exhibition concept, “Big Idea,” curation, narrative, and content development

Spatial organization, visitor flow, and circulation design

Display systems, materials, and sustainable design

Lighting, labeling, and information presentation

Exhibition review and case study analysis

Wayfinding, exhibition graphics, and information systems

- -
el (Njoja|~(wWN

Ergonomics, accessibility, and inclusive exhibition design

-
N

Digital, interactive, and experience-oriented exhibitions; AR, VR, and artificial intelligence

-
w

Exhibition project development, prototyping, and evaluation

-
H

Final project presentations and general evaluation

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

, Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 40
Odevler (Homework)
. Raporlar (Reports)
Yariyil Igi —
Calismalan Laboratuar (Laboratory Activities)
Seminer (Seminar)
(Semester -
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Yiksek | Diisuk
Program Kazanimlari (Giktilari)
Gorsel iletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [ )
Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar ®
Soyut ve somut kavramlari; yaratici diisiinceye, yenilikgi ve 6zgiin yapitlara dénusturdr °
Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
Bireysel ve grup Uyesi olarak proje suregleri icinde calisir, sorumluluk alir ve planlama yapar. ®
Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
bUtlnlestirir.
Etik degerleri gozeten, sosyal ve kiiltirel dederlere duyarli, hedef kitleye uygun, strdirilebilir °
gOrsel iletisim tasarim Urdnleri ortaya koyar
Alanin glincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina °
sahiptir
Alani kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve °
uygulama yetisi kazanir.




10 Alanin ihtiyaclarini tespit ederek bireysel olarak Urettigi tasarimi sektére sunabilme becerisi °
kazanir
1 Yeni teknolojilere uyum saglama yeteneg@ine sahiptir °
12 Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Learning Outcomes High Low
1 Has technical and theoretical knowledge of the historical development of the °
field of Visual Communication Design.
2 Describes and perceives the concepts, ideas, phenomena and problems PY
related to the field in a multidimensional manner.
3 Transforms abstract and concrete concepts into creative, innovative and PY
original works.
4 Possesses technological and theoretical knowledge, technical competence and °
aesthetic awareness related to the field.
5 Works individually and as a member of a group within project processes, takes PY
responsibility and plans accordingly.
6 Integrates the knowledge acquired from different branches of art and design °
with the field through an interdisciplinary approach.
Produces sustainable visual communication design products that observe °
7 ethical values, are sensitive to social and cultural values, and are appropriate
for the target audience.
8 Possesses the knowledge and critical perspective required to participate in °
current academic and professional discussions in the field.
9 Acquires an understanding of and practical competence in at least one of the °
professional roles within the field in accordance with international standards.
10 Identifies the needs of the field and gains the ability to present individually °
produced designs to the sector.
1 Has the ability to adapt to new technologies. b
12 | Has knowledge of the laws, regulations and legislation related to the field. b
AKTS- i$ YUKU TABLOSU
(ECTS — WORK LOAD TABLE)

- Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)




Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)

(Midterm Exams — preparation included) 35 35
Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total work load / 25))

Revizyon/Tarih Koordinator / Hazirlayan Onaylayan

(Revision/Date) (Coordinator / Prepared by) (Approved by)

09/08/2026 Gorsel iletisim Tasarimi Bélimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4212
(Course Code): GITA 4212

Dersin Adi: Gorsel Efekt Tasarimi
(Course Title): Visual Effect Design

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar . .
. Tarkce Alan Segmeli Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Sinema-TV ve dijital medya icin gorsel efekt uretimi odakli bu ders, 63rencilere gorsel efektlerin
temel prensipleri ve is akislariyla birlikte, pratik uygulamalarini égretir. Ders kapsaminda canli
cekimlerle bilgisayar Uretimi (CGl) elementlerin inandirici bigimde birlestiriimesi konulari ele alinir.
Ogrenciler, aksiyon sahneleri, fantastik diinyalar, tarihsel canlandirmalar ve bilim kurgu evrenleri gibi
gesitli konulari nasil planlayip gorsel efekt metotlariyla gergeklestirebildiklerini O0grenirler.
Uygulamalar endistri standardi yazilimlar Gzerinde 6gretilir.

The course focuses on the production of visual effects for film, television, and digital media,
introducing students to the fundamental principles and workflows of visual effects along with practical
applications. The course covers the techniques used to convincingly integrate live-action footage
with computer-generated imagery (CGl) elements. Students learn how to plan and create various
subjects, such as action scenes, fantastical worlds, historical reconstructions, and science-fiction
environments, using visual effects methods. Practical applications are taught using industry-
standard software.

Dersin igerigi

(Course Content)

Sinema-TV ve dijital medya icin gorsel efekt uretimi. Gorsel efektlerin (VFX) temel prensipleri ve is
akislariyla birlikte pratik uygulamalar. Canli cekimlerle bilgisayar tiretimi (CGI) elementlerin inandirici
bigimde birlestirilmesi. Aksiyon sahneleri, fantastik dlinyalar, tarihsel canlandirmalar ve bilim kurgu
evrenleri gibi gesitli konularin planlanip, gorsel efekt metotlariyla gergeklestiriimesi. Adobe After
Effects, Embergen, MochaPro (Plugin), RealFlow (Plugin) gorsel efekt yazilimlariyla sinav ve ders
ici uygulamalari.

Visual effects production for cinema-TV and digital media. Basic principles of visual effects (VFX)
and practical applications with workflows. How to convincingly combine live footage with computer
generated (CGI) elements. Planning and realization of various subjects such as action scenes,
fantasy worlds, historical reenactments and science fiction universes with visual effects methods.
Mid-term and final exam projects with Adobe After Effects, Embergen, MochaPro (Plugin), RealFlow
(Plugin) visual effects softwares.

Dersin Ogrenme Giktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Sinema-TV ve dijital medya igin gorsel efekt galismalari yapar. [3, 4, 9, 10]

2) Gorsel efektler (VFX) igin cekim teknikleri ve is akiglarini 6grenir ve kullanir. [4, 9, 11]

3) Canli gekimlerle bilgisayar Uretimi (CGI) elementlerin inandirici bigimde birlestiriimesi
yéntemlerini kavrar. [3, 4, 9, 11]

4) Aksiyon sahneleri, fantastik diinyalar, tarihsel canlandirmalar ve bilim kurgu evrenleri gibi
sahneler isteyen projelerde calisir. [3, 4, 6, 9]

5) Endustri standardi Adobe After Effects, Embergen, MochaPro, RealFlow, Fusion gibi gorsel
efekt yazilimlarini kullanarak yaratici igerikler Gretir. [3, 4, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Create visual effects for cinema, television, and digital media. [3, 4, 9, 10]

2) Learn and use shooting techniques and workflows for visual effects (VFX). [4, 9, 11]

3) Understand methods for convincingly combining live-action footage with computer-
generated (CGl) elements. [3, 4, 9, 11]

4) Work on projects that require scenes such as action sequences, fantasy worlds, historical
reenactments, and science fiction universes. [3, 4, 6, 9]

5) Produce creative content using industry-standard visual effects software such as Adobe
After Effects, Embergen, Mocha Pro, RealFlow, and Fusion. [3, 4, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi

2 — 21 Sanat ve insani Bilimler (Sanat Alani)




(ISCED Category of the course)

2 —
2 —

28 Sanat ve !nsani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
29 Sanat ve Insani Bilimler (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)

Ders Kitabi
(Textbook)

Integration of Virtual Elements in Film: The Art and Science of VFX Compositing, A. J. White,
2018.

Lighting and Color Correction Techniques in VFX Compositing: Enhancing Visual Realism, L.
M. Thompson, 2020.

The Role of Compositing in Transforming Visual Narratives: Case Studies in Film and
Television, E. A. Davis, 2017.

Exploring Motion Tracking Techniques in Adobe After Effects for VFX Compositing, S. M.
Adams, 2019.

The Evolution of Green Screen Keying: Advances and Challenges in Adobe After Effects, J.
R. Thompson, 2020.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Gorsel efekt kategorileri ve is akiglarini anlama.
2 |[Sinema, TV, reklam ve videoklip icin gorsel efektleri 6rnekler lizerinden inceleme.
3 |Adobe After Effects ile temel compositing.
4 |Adobe After Effects ile greenscreen keyleme ve luma matte olusturma.
5 |Adobe After Effects ile 2B ve 3B tracking.
6 |Rotoscoping, mask, matte, alpha-luma matte ve blend kullanimi.
7 |Sabit kamera temel gorsel efekt 6rnek uygulamasi.
8 |Hareketli kamera temel gorsel efekt 6rnek uygulamasi.
9 |Cok planli temel gorsel efekt 6rnek uygulamasi.
10 |Cok planl temel gorsel efekt 6rnek uygulamasi.
11 |Embergen ve Cinema4D ile ates, duman, patlama similasyonu.
12 |Mocha Pro ile 3B ylizey tracking ve deformasyon.
13 |RealFlow ile akigkan dinamigi simulasyonu.
14 |Fusion ile 3B camera tracking ve 3B compositing.
COURSE PLAN
Week Topic
1 |Understanding visual effects categories and workflows.
2 |Examining visual effects for film, television, advertising, and music videos through examples.
3 |Fundamental compositing with Adobe After Effects.
4 |Greenscreen keying and luma matte creation with Adobe After Effects.
5 |2D and 3D tracking with Adobe After Effects.
6 |Using rotoscoping, masks, mattes, alpha mattes, luma mattes, and blending.
7 |Basic visual effects application with a static camera.
8 |Basic visual effects application with a moving camera.
9 |Basic visual effects application involving multiple shots.
10 |Basic visual effects application involving multiple shots.
11 |Fire, smoke, and explosion simulations with EmberGen and Cinema 4D.
12 |3D surface tracking and deformation with Mocha Pro.
13 |Fluid dynamics simulation with RealFlow.




‘ 14 ‘SD camera tracking and 3D compositing with Fusion.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik deggrl__eri ngeten, sosyal ve kulttirel degerlere duyarli, hedef kitleye uygun, siirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonst.rate.s techni'cal and theoretical knowledge of the historical development of the field of Visual o
Communication Design.
2 DeS(':ri.bes cgncepts, ideag, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses teghnological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.




5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach. ¢
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - iS YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N i Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project) 15 ! 15
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 5 5 25
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 13 1 13
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii
(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan Onaylayan
(Revision / Date) (Coordinator / Prepared By) (Approved By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4215
(Course Code): GITA 4215

Dersin Adi: CGI Reklamcilik
(Course Title): CGI Advertising

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Alan Segmeli Uygulama Yok

7) (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Acilimi “Bilgisayarda Olusturulan Gorintllerle - Ev Digi Reklamcilik (OOH)” olan bu ders,
ogrencilere bilgisayar destekli gérintileme teknolojilerini kullanarak agik hava reklamcilidi yapma
becerisi kazandirmay! hedefler. Ders kapsaminda, CGl teknikleri ile olusturulan dijital igeriklerin
billboardlar, binalar ve popller mekanlar gibi acik hava reklam mecralarinda nasil kullanilabilecegi
drneklerle égretilir. Urlinlerin gergekgi renderlari ve gorsel efektler kullanarak yaratici acik hava
reklam kampanyalari tasarlamak dersin temel hedefidir. Bir Griinin 3B modelinin buyuk ol¢ekli bir
bina tzerinde nasil etkili bir sekilde canlandirilacag gibi érnekler dersin uygulama alanini olusturur.
Teorik ve pratik bilgileri birlestiren Ogrenciler, yaraticiliklarini CGIl teknolojisi yoluyla reklam
sektorinde kullanabilir.

The course, titled “Computer-Generated Imagery — Out-of-Home Advertising (CGI-OOH),” aims to
provide students with the skills to create out-of-home advertising using computer-generated imagery
technologies. The course explores, through examples, how digital content created using CGI
techniques can be applied to outdoor advertising media such as billboards, buildings, and high-traffic
public spaces. A primary focus of the course is the design of creative out-of-home advertising
campaigns using realistic product renders and visual effects. Practical applications include examples
such as effectively visualizing a 3D product model on a large-scale building. By combining theoretical
and practical knowledge, students learn to apply their creativity to the advertising industry through
CGl technologies.

Dersin igerigi

(Course Content)

Bilgisayar destekli goruntileme teknikleri kullanarak acgik hava reklamlari ve sanal kampanya
tasarimlari. CGlI teknikleri ile olusturulan dijital igeriklerin billboardlar, binalar ve populer mekanlar
gibi acik hava reklam mecralarinda kullanimlari. Uriinlerin gergekgi renderlari ve gorsel efektler
kullanilarak yaratici agik hava reklam kampanyalari. Bir Grintin 3D modelinin blylk dlgekli bir bina
Uzerinde nasil etkili bir sekilde canlandirilacagi ve dogru hedef kitleye ulasacagi seklinde stratejik
planlama ve uygulama. iletisim yoéntemleri ve CGI tekniklerinin birlestiriimesiyle etkili acik hava
reklamcihigini deneyimleme. Uygulamada kullanilacak yazilimlar, Adobe After Effects, Cinema4D,
Blender.

Designing outdoor advertisements and virtual campaigns using computer generated imaging (CGl)
techniques. The use of digital content created with CGI techniques in outdoor advertising media
such as billboards, buildings and popular venues. Creative outdoor advertising campaigns using
realistic renderings of products and visual effects. Strategic planning and execution of how to
effectively animate a 3D model of a product on a large-scale building and reach the right target
audience. Experience effective outdoor advertising by combining communication methods and CGI
techniques. Software to be used in the application, Adobe After Effects, Cinema4D, Blender.

Dersin Ogrenme Giktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) CGl teknikleri ile olusturulan 3B dijital gorsellerin billboardlar, binalar ve popiler mekanlara
yerlestirme ydntemiyle acgik hava reklam mecralarinda kullanimi konusunda deneyim
kazanir. [3, 4, 9, 10, 11]

2) Uriinlerin gergekgi renderlari ve gérsel efektler kullanilarak yaratici agik hava reklamlari
uretir. [3, 4, 9, 10, 11]

3) Bir Grinin 3D modelinin biyuk olgekli bir bina Gzerinde nasil etkili bir sekilde
canlandirilacagi ve dogru hedef kitleye ulasacagi seklinde stratejik planlama ve uygulama
deneyimi kazanir. [2, 3, 4, 7, 9, 10]

4) lletigim ydntemleri ve CGI tekniklerinin birlestiriimesiyle etkili sosyal medya reklamciligi
konusunda uzmanlasir. [2, 3, 4, 6,7, 9, 10, 11]

5) Adobe After Effects, Cinema4D, Blender yazilimlarini prodiksiyon diizeyinde kullanir. [4, 9,
11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]




Upon successful completion of this course, students will be able to:

1) Gain experience in using 3D digital images created with CGI techniques in outdoor
advertising media by placing them on billboards, buildings, and popular venues. [3, 4, 9, 10,
11]

2) Produce creative outdoor advertisements using realistic product renderings and visual
effects. [3, 4, 9, 10, 11]

3) Gain experience in strategically planning and executing how to effectively animate a 3D
model of a product on a large-scale building and reach the target audience. [2, 3, 4, 7, 9, 10]

4) Develop expertise in effective social media advertising by combining communication
methods and CGl techniques. [2, 3, 4, 6, 7, 9, 10, 11]

6) Use Adobe After Effects, Cinema 4D, and Blender at a production level. [4, 9, 11]

(Course Learning Outcomes)

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin ISCED Kategorisi 2 —21 Sanat ve !nsani Bilimler (Sanat Alani) ]
(ISCED Category of the course)|2 — 28 Sanat ve Insani Bilimler (Sanat ve Insani Bilimlerle ligili Disiplinlerarasi Programlar)
2 — 29 Sanat ve Insani Bilimler (Baska Yerde Siniflanmamis Sanat ve Insani Bilimler Alani)

Ders Kitabi e The Impact of CGI Technology on Out-of-Home Advertising: A Comparative Analysis, J.

(Textbook) Smith, 2023.

¢ Enhancing Brand Engagement through CGI in Out-of-Home Advertising Campaigns, A. Brown
& L. Johnson, 2022.

¢ The Role of CGI in Modern Out-of-Home Advertising: Trends and Innovations, S. Wang & Q.
Chen, 2020.

¢ Integration of 3D Camera Tracking in Visual Effects: Industry Trends and Innovations, S.
Wang & R. Turner, 2020.

e Emerging Technologies and Their Impact on Out-of-Home Advertising: A Focus on CGI
Innovations, R. Turner & G. Evans, 2019.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR

Hafta Konu

1 |Temel gorsel efekt ve compositting yontemlerini érnekler tizeriden inceleme.

2 |Sosyal medya igin CGI reklamcilik teknikleri ve yontemleri.

3 |3B kamera tracking cesitleri ve araclari.

4 |Cinema4D ile sabit 3B kamera kalibrasyonu. Ornek uygulama.

5 |Cinema4D ve Blender ile 3B kamera tracking. Ornek uygulama.

6 |Adobe After Effects ile temel compositing. Ornek uygulama.

7 |Adobe After Effects ile 3B compositing. Ornek uygulama.

8 |Fusion ile 3B compositing. Ornek uygulama.

9 |Rotoscoping, mask ve matte. Ornek uygulama.

10 [|Final reklam projesi i¢in reklam senaryosu ve konsept tasarimi.

11 |Final reklam projesi i¢in reklam senaryosu ve konsept tasarimi.

12 |Final reklam projesi igin 3B kaynaklari ve videoyu hazirlama.

13 |Final reklam projesi, compositting.

14 |Final reklam projesi, compositting.

COURSE PLAN

Week Topic

1 |Examination of fundamental visual effects and compositing methods through examples.




2 |CGl advertising techniques and methods for social media.

3 |Types and tools of 3D camera tracking.

4 |Static 3D camera calibration with Cinema 4D. Example application.

5 |3D camera tracking with Cinema 4D and Blender. Example application.

6 |Basic compositing with Adobe After Effects. Example application.

7 |3D compositing with Adobe After Effects. Example application.

8 |3D compositing with Fusion. Example application.

9 |Rotoscoping, masks, and mattes. Example application.

10 |Advertising script and concept development for the final advertising project.
11 |Advertising script and concept development for the final advertising project.
12 |Preparing 3D assets and video for the final advertising project.

13 |Compositing for the final advertising project.

14 |Compositing for the final advertising project.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Etkinlikler (Activities) Katki Orani (Contribution) (%)
Yariyil igi Yazili Sinavlar (Semester Written Exams) 30
Odevler (Homework) 20

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklagimla alaniyla
biitiinlestirir. i
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gorsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir. ¢
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir o




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Outcomes High Low
1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.
2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.
3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °
4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field. ¢
5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢
6 Integrates knowledge acquired from different branches of art and design into the field through an °
interdisciplinary approach.
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards. ¢
Gains the ability to identify the needs of the field and present individually produced designs to the
10 | °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
N Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 30 1 30
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project) 15 ! 15
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework) 5 ° 25
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 13 1 13

(Midterm Exams — preparation included)

Proje




(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5

(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 4303
(Course Code): GITA 4303

Dersin Adi: Reklam Yénetmenligi
(Course Title): Commercials Directing

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Guz (Fall) 3+0+0 3 5 Turkce Genel Segcmeli Teorik ve Uygulama Yok

7) (Turkish) (General Elective) | (Theoretical and Practice) (None)

Dersin Amaci

(Course Objectives)

Bu derste dgrenciler televizyon ve sosyal medya icin reklam filmleri yapmayi 6grenirken, gulcli
iletisim metotlarini ve sinema dilini de beraberinde dgrenirler. Ders kapsaminda, reklam stratejileri
olusturma, hedef kitle analizi, marka kimligine uygun bir senaryo ve gorsel dil segimi gibi konular ele
alinir. Ogrenciler, farkli Griin ve hizmetler icin reklam filmleri hazirlarken, reklamin etkili bir sekilde
iletisim yaratarak hedef kitleye en kolay yoldan nasil ulasacagdini 6grenirler. Reklam prodiiksiyonu
surecini planlama, zaman ve butge hesabi yapma ile PPM dosyasi olusturmakta derste 6gretilen
belirli konulardandir.

In this course, students learn to produce commercials for television and social media while
developing effective communication methods and an understanding of cinematic language. The
course covers topics such as developing advertising strategies, analyzing target audiences, and
selecting scripts and visual languages that align with brand identities. While producing commercials
for different products and services, students learn how to communicate effectively through
advertising and reach target audiences in the most direct and effective way. Planning the advertising
production process, estimating time and budget, and preparing a PPM (Pre-Production Meeting)
document are also among the key topics covered in the course.

Dersin igerigi

(Course Content)

Televizyon ve sosyal medya igin yapilan reklam filmlerindeki iletisim metotlari ve sinema dilinin
kullanimi. Reklam stratejileri olusturma, hedef kitle analizi, marka kultiirii ve kimligine uygun senaryo
ve gorsel dil segimi. Farkh Griin ve hizmetler igin reklam filmleri hazirlarken, reklamin hedef kitleyle
etkili bir sekilde ulagsmasi icin planlama ve strateji gelistirme. Reklam prodiksiyonu surecini
planlama, zaman ve bitce hesabl yapma, PPM dosyasi olusturma. Temel kamera, 1sik, oyuncu,
kostim, aksesuar ve mekan arastirmasi ve secimleri sonrasinda, 6grencinin kendi yazdigi bir
reklam filmini cekmesi.

Communication methods and the use of cinematic language in commercials for television and social
media. Creating advertising strategies, analyzing the target audience, choosing the appropriate
scenario and visual language for the brand culture and identity. Planning and strategizing to
effectively reach the target audience while preparing commercials for different products and
services. Planning the advertising production process, calculating time and budget, creating a PPM
file. After basic camera, lighting, cast, costume, accessory and location research and selection, the
student shoots a commercial film written by her-himself.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Televizyon ve sosyal medya igin reklam filmleri yonetir. [3, 4, 9, 10, 11]
Reklam stratejileri olusturma, hedef kitle analizi, marka kultiri ve kimligine uygun senaryo
yazimi ve gorsel dil secimi becerisi kazanir. [2, 3, 4, 7, 8, 10]
3) Farkli Griin ve hizmetler igin reklam filmleri hazirlarken, reklamin hedef kitleyle etkili bir
sekilde ulagsmasi icin planlama ve strateji gelistirme yontemlerini kavrar. [2, 3, 4, 7, 9, 10]
Reklam prodiksiyonu surecini planlama, ¢ekim plani ve butce olusturabilme, ¢cekim dncesi
toplantisi igcin PPM dosyasi hazirlamayi égrenir. [4, 5, 9, 10]
5) Kendi yazdi@i bir reklam filmini ekip olusturup gekerek, sektoér is akisini dgrenir. [3, 4, 5, 9,

10, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Direct commercials for television and social media. [3, 4, 9, 10, 11]
Gain the ability to develop advertising strategies, analyze target audiences, write scripts,
and select a visual language in accordance with brand culture and identity. [2, 3, 4, 7, 8, 10]
3) Understand planning and strategy development methods for effectively reaching the target
audience when producing commercials for different products and services. [2, 3, 4, 7, 9, 10]
Learn to plan the commercial production process, create a shooting schedule and budget,
and prepare a PPM file for pre-production meetings. [4, 5, 9, 10]




5) Learn the industry workflow by forming a production team and directing a commercial based
on a self-written script. [3, 4, 5, 9, 10, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin

ISCED Kategorisi 2 — 21 Sanat ve insani Bilimler (Sanat Alani)

(ISCED Category of the course)|2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

2 — 29 Sanat ve insani Bilimler (Bagka Yerde Siniflanmamis Sanat ve insani Bilimler Alani)

Ders Kitabi « Navigating the Challenges and Rewards of Directing Commercials: A Creative Director's
(Textbook) Perspective, Z. K. Spears & M. K. Booker, 2019.

¢ Blending Art and Commerce: Exploring the Creative Process of Directing Television
Advertisements, Z. K. Spears, M. K. Booker, D. B. Stuckey & T. A. Single, 2019.

¢ From Concept to Screen: Examining the Role of the Director in Shaping Memorable Television
Commercials, A. Stewart, ca. 1917.

¢ Directing for Impact: Unlocking the Potential of Creativity in Television Advertising, G. Ndiaye,
2019.

¢ Elevating the Ordinary: How Creativity Transforms TV Commercials into Captivating
Experiences, N. Diallo, B. Reyes & P. Sanchez, 2020.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Reklam produksiyon sirecinin ve is akiginin anlatiimasi.
2 |Yapim éncesi toplanit bilesenlerini égrenerek PPM dosyasi hazirlama. Ornek uygulama.
3 |Ornek bir reklam briefi ve storyboard tizerinden PPM dosyasi hazirlama.
4 |Reklam stoyboardu hazirlama. Ornek uygulama.
5 |Reklam yonetmenliginde sinema dilinin kullanimi.
6 |Kamera ile hikaye anlatma ydntemleri. Kamera, 151k, lens secimi, acl, dlgek, renk, kompozisyon.
7 |Kurgunun sinema dili ve iletisim tasarimindaki 6nemi.
8 |Reklamda metaforlarin kullanimi ve 6zgiin karakter gelistirme.
9 |Urlin, hizmet, etkinlik markalari igin yapilan reklamlarda, iletisim tasarimi farklari ve trendler.
10 |Uriin, hizmet, etkinlik markalari igin yapilan reklamlarda, iletisim tasarimi farklar ve trendler.
11 |Final projesi reklam filmi igin senaryo yazimi, storyboard ve PPM dosyasi hazirlama. Cekim plani dahil.
12 |Final projesi reklam filmi igin gekim.
13 |Final projesi reklam filmi igin kurgu ve ses-miizik diizenleme.
14 |Final projesi reklam filminin sinifta sunumu ve revizyonlar.
COURSE PLAN
Week Topic
1 |Introduction to the advertising production process and workflow.
2 |Learning the components of the pre-production meeting and preparing a PPM document. Example application.
3 |Preparing a PPM document based on a sample advertising brief and storyboard.
4 |Preparing an advertising storyboard. Example application.
5 |The use of cinematic language in advertising directing.
6 |Storytelling through the camera: camera, lighting, lens selection, angle, scale, color, and composition.
7 | The importance of editing in cinematic language and communication design.
8 |The use of metaphors in advertising and the development of original characters.




9 |Communication design differences and trends in advertising for product, service, and event brands.

10 |Communication design differences and trends in advertising for product, service, and event brands.

1 \Writing the script, preparing the storyboard and PPM document, including the shooting plan, for the final advertising film
project.

12 |Shooting the final advertising film project.

13 |Editing and sound and music design for the final advertising film project.

14 |Presentation and revisions of the final advertising film project in class.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 50

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 50
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETISIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [
2 |Alani ile ilgili kavramlari, diglnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 [Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik deggrl__eri ngeten, sosyal ve kdlttirel degerlere duyarli, hedef kitleye uygun, siirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low
1 Demonst.rate.s techni'cal and theoretical knowledge of the historical development of the field of Visual °
Communication Design.




Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective.

Transforms abstract and concrete concepts into creative ideas and innovative and original works.

Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field.

Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning.

Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach.

Produces sustainable visual communication design outcomes that adhere to ethical principles, are
sensitive to social and cultural values, and are appropriate for the target audience.

Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field.

Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards.

10

Gains the ability to identify the needs of the field and present individually produced designs to the
industry.

11

Has the ability to adapt to new technologies.

12

Has knowledge of laws, regulations, and legislation related to the field.

AKTS - i$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

ETKINLIKLER (COURSE ACTIVITIES) ‘?’}‘I’rﬁé(sﬁf)‘)) ( Qf:r‘]’t'ity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures) 3 14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)
(Final Exam (Preparation included))

30 1

30

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

15 1

15

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

25

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

13 1

13

Proje
(Project)

Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))
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07/08/2026
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Gorsel lletisim Tasarimi Bolimu

Onaylayan
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GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GiTA 4992
(Course Code): GITA 4992

Dersin Adt: Bitirme Projesi
(Course Title): Graduation Project

Yanyih |D + U + L| Kredisi
(Semester)| (Lc+ R +L) |(Credits)

AKTS Dersin Dili Dersin Tiri islenis Yontemi On Kosul
(ECTS) (Language) (Category) | (Instructional Methods) (Prerequisite)

Bahar
(Spring) 3+0+3
(8)

3

GITA2116, GITA2911,
GITA2902, GITA 3913,
GITA3921, GITA4921

Tarkce Zorunlu Uygulama

10 (Turkish) (Compulsory) (Practice)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, égrencilerin mezuniyet projelerini planlama, gelistirme ve sunma sureclerinde
kapsamli bilgi ve beceriler kazanmalarini saglamaktir. Ogrencilerin projeleri igin gerekli arastirmalari
yapmalarini, yaratici ve yenilikgi fikirler gelistirerek bu fikirleri somut projelere doénustirmelerini
saglamaktir. Farkli medya tirleri ve c¢oklu duyusal yaklagimlar kullanarak projelerini
detaylandirmalarini, kritikler yoluyla geri bildirim alarak projelerini sirekli olarak iyilestirmelerini
amaglar. Ayrica, 6grencilerin etkili sunum tekniklerini 6grenmeleri ve uygulamalari, disiplinler arasi
yaklagimlar kullanarak problem ¢ézme becerilerini gelistirmeleri ve proje yonetimi, arastirma ve
gelistirme konularinda derinlemesine bilgi kazanmalari hedeflenmektedir.

The aim of this course is to enable students to acquire comprehensive knowledge and skills in
planning, developing, and presenting their graduation projects. The course aims to support students
in conducting the necessary research for their projects, developing creative and innovative ideas,
and transforming these ideas into tangible projects. It also aims to enable students to further develop
their projects through different media and multisensory approaches, and to continuously improve
them by receiving feedback through critiques. In addition, the course aims to help students learn
and apply effective presentation techniques, develop problem-solving skills through interdisciplinary
approaches, and gain in-depth knowledge of project management, research, and development.

Dersin igerigi

(Course Content)

Mezuniyet projelerini planlama, gelistirme ve sunma surecleri. Projeler icin kapsamli arastirma
yapma. Proje fikirlerinin gelistiriimesi, alternatif ¢cézim yollarinin arastiriimasi ve segilmesi. Farkli
medya turleri kullanilarak ve ¢oklu duyusal agidan projelerin nasil gelistirilecegi, eskiz ¢calismalari ve
prototip olusturma surecleri. Proje surecinde kritikler yoluyla geri bildirim alinarak projelerin
glncellenmesi ve son hale getirilmesi. Projelerin sunumu igin etkili sunum tekniklerini 6grenme ve
uygulama. Disiplinler arasi yaklagimlar kullanilarak proje ydnetimi, arastirma ve gelistirme, problem
¢dzme ve projeyi gercek hayata gecirme konularinda bilgi ve beceriler kazanma.

Planning, developing, and presenting graduation projects. Conducting comprehensive research for
projects. Developing project ideas, exploring alternative solutions, and selecting appropriate
approaches. Developing projects through different media and multisensory approaches, including
sketching and prototyping processes. Revising and finalizing projects by receiving feedback through
critiques throughout the project process. Learning and applying effective presentation techniques
for project presentations. Acquiring knowledge and skills in project management, research and
development, problem solving, and implementing projects in real-world contexts through
interdisciplinary approaches.

Dersin Ogrenme Ciktilan

(Course Learning Outcomes)

Bu dersi basariyla tamamlayan 6grenciler:

1) Mezuniyet projesi siirecini planlar ve yonetir. [5, 9, 10]

2) Proje gelistirme icin gerekli arastirmalari yapar. [2, 4, 8, 10]

3) Yaratici ve yenilikgi proje fikirleri gelistirebilir ve bu fikirleri somut projelere donusturebilir. [2,

3.4,9,10]

4) Disiplinlerarasi yaklagimlar kullanarak problem ¢ézme becerilerini gelistirebilir. [2, 3, 6, 8]

5) Projelerini profesyonel bir sekilde sunabilir ve etkili sunum tekniklerini uygulayabilir. [4, 9, 10]

6) Proje yonetimi, arastirma ve gelistirme konularinda bilgi ve beceri kazanir. [2, 4, 5, 8, 9, 10]
[Not: Késeli parantez icindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:
1) Plans and manages the graduation project process. [5, 9, 10]
2) Conducts the research necessary for project development. [2, 4, 8, 10]
3) Develops creative and innovative project ideas and transforms these ideas into tangible
projects. [2, 3, 4, 9, 10]
4) Develops problem-solving skills by using interdisciplinary approaches. [2, 3, 6, 8]
5) Presents projects professionally and applies effective presentation techniques. [4, 9, 10]




6) Acquires knowledge and skills in project management, research, and development. [2, 4, 5,

8,9, 10]
[Note: Numbers in brackets are indicating the related program outcomes]
Dersin ISCED Kategorisi 2 — 21 Sanat ve insani Bilimler (Sanat Alani)

(ISCED Category of the course)|2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Kitabi e The Design Process. Karl Aspelund. Fairchild Books, 3rd Edition, 2014.
(Textbook) e The Art of Creative Thinking. Rod Judkins. TarcherPerigee, 2016.

¢ Universal Methods of Design. Bruce Hanington & Bella Martin. Rockport Publishers, 2012.
e The Design Process. Karl Aspelund. Fairchild Books, 3rd Edition, 2014.
o Diger kaynaklar her 6grencinin bireysel projesine gore belirlenmektedir.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu

1 Proje surecinin haftalara gore belirlenmesi ve fikir gelistirme tekniklerinin kurgulanmasi. Alternatif g6zim yollarinin
arastirilmasi.

2 Proje fikri igin alternatif yollarin tartisilmasi ve segim yapilmasi. Projenin konu ve tasarim alanina gore ornek g¢alismalarin
incelenmesi.

3 |[Belirlenen problem, hedef kitle ve sinirliliklar iginde taslak calismalari. Gorsel ve icerik olasiliklarinin arastiriimasi.

4 |Uretilen fikirler icinden uygun kavramlarin segilmesi ve gérsel olarak farkli gesitlemelerinin yapilmasi.

5 |Projenin ana unsurlarinin belirlenmesi, kavramlarin ve gorsel ¢atinin kararlastiriimasi.

6 |Proje Uzerine calismalar.

7 Prczje Uzgr.ine gallsmalar. Tasarim calismalarinin islevsellik, yaraticilik, 6zglnlik ve teknik yeterliik bakimindan
degerlendirilmesi.

8 |Proje Uzerine calismalar. Tasarim parcalarinin arasindaki dil birliginin degerlendirilmesi.

9 [Kritikler yoluyla projelerin glincellenmesi ve geri bildirim alinmasi.

10 |Kritikler yoluyla projelerin giincellenmesi ve geri bildirim alinmasi.

11 |Projelerin gincellenmesi ve Uretim ¢ézimlerinin hazirlanmasi.

12 |Proje Uzerine ¢alismalar.

13 |Uretim siireci konusunda giincellemeler ve geligtirmeler.

14 Projeye uygun pafta ve maket hazirlama. Etkili sunum tekniklerinin 6gretilmesi ve uygulamali olarak sunum hazirliklari
yapilmasi.

COURSE PLAN
Week Topic

1 |Planning the project process on a weekly basis and structuring idea development techniques. Exploring alternative solutions.

2 Discusging alternativ'e approachgs to 'the project idga and selecting the most appropriate one. Reviewing relevant examples
according to the subject and design field of the project.

3 Developing pr.elli.minary studies within the defined problem, target audience, and constraints. Exploring visual and content-
related possibilities.

4 |Selecting appropriate concepts from the generated ideas and developing different visual variations.

5 |Defining the main elements of the project and determining its conceptual and visual framework.

6 |Project development and production studies.

7 |Project development studies. Evaluating design work in terms of functionality, creativity, originality, and technical proficiency.

8 |Project development studies. Evaluating visual and conceptual consistency among the different components of the design.

9 |Revising projects and receiving feedback through critiques.

10 |Revising projects and receiving feedback through critiques.

11 |Updating projects and preparing production solutions.

12 |Project development studies.




13

Revising and further developing the production process.

14

Preparing presentation boards and models appropriate to the project. Learning effective presentation techniques and

preparing project presentations through practical exercises.

DERSIN DEGERLENDIRME SiSTEMI
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil igi Galigmalari (| aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 30

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 70
Toplam (Total) 100

DERSIN OGRENIM GIKTILARININ GORSEL ILETiSIM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI

Program Kazanimlari (Ciktilari) Yiksek| Diisiuk

1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir [

2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °

3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °

4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °

5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °

6 Sgrlat ve .tasarlmln farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.

7 Etik deggrl__eri ngeten, sosyal ve kulttirel degerlere duyarli, hedef kitleye uygun, siirdurdlebilir gérsel iletisim °
tasarim Urunleri ortaya koyar

8 |Alanin giincel akademik ve mesleki tartigsmalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )

9 Ala.nll kapsamindaki gérev tanimlarindan en az birine iligkin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.

10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir )

11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °

12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °

CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low

1 Demonst.rate.s techni'cal and theoretical knowledge of the historical development of the field of Visual °
Communication Design.

2 DeS(':ri.bes cgncepts, ideag, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.

3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °

4 Possesses teghnological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.




5 Works individually and as a member of a team throughout project processes, takes responsibility, and °
carries out planning.
6 Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach. ¢
7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.
8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.
9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
10 Gains the ability to identify the needs of the field and present individually produced designs to the °
industry.
11 |Has the ability to adapt to new technologies. °
12 [Has knowledge of laws, regulations, and legislation related to the field. °
AKTS - iS YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
TR Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 6 14 84
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 96 1 96
(Final Exam (Preparation included))
Kisa Sinavlar
(Semester written exams)
Dénem Odevi / Projesi
(Term Project)
Raporlar
(Reports)
Bitirme Tezi/Projesi
(Graduation Project)
Seminer
(Seminar)
Sinif Digi Calisma Siresi
Odevler
(Homework)
Sunum
(Presantation)
Ara sinavlar (Hazirlik Siiresi Dahil) 20 1 70
(Midterm Exams — preparation included)
Proje
(Project)
Laboratuvar
Toplam Is Yiikii
(Total load) 250
Dersin AKTS Kredisi, Toplam s Yiikii / 25 10
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan Onaylayan
(Revision / Date) (Coordinator / Prepared By) (Approved By)
07/08/2026 Gorsel lletisim Tasarimi Bolimi




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 2202
(Course Code): GITA 2202

Dersin Adi: Yayin Tasarimi
(Course Title): Editorial Design

Yanyih |D+U+L|Kredisi| AKTS Dersin Dili Dersin Tiirti islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) |(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar . .
. Tarkce Alan Segmeli Uygulama Yok
(SF(JQ;IQ) 3+0+0 3 5 (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilerin yayin tasariminin temel kavramlarini, yayin tirlerini, editoryal tasarim
ilkelerini ve uygulama alanlarini kavramalarini saglamaktir. Ogrencilerin siireli ve siiresiz yayinlarin
yapisal 6zelliklerini analiz ederek hedef kitle, iletisim amaci ve formata uygun kavramsal ve gorsel
tasarim yaklagimlar gelistirmeleri; icerigi mizanpaj, tipografi, gérsel hiyerarsi ve grid sistemleriyle
dizenlemeleri amaglanmaktadir. Ders kapsaminda 6gdrencilerin farkli yayin tirleri icin 6zgin,
yaratici ve tutarh tasarim ¢oézimleri gelistirmeleri, yayin genelinde gorsel sureklilik ve butunlik
olusturmalari; kagit, baski teknikleri, ebat ve forma hesaplari, Gretim ve baskiya hazirlik streglerine
iliskin temel bilgi ve uygulama becerileri kazanmalari hedeflenmektedir.

The aim of this course is to enable students to understand the fundamental concepts of publication
design, publication types, editorial design principles, and areas of application. Students are expected
to analyze the structural characteristics of periodical and non-periodical publications and develop
conceptual and visual design approaches appropriate to the target audience, communication
objectives, and format; and to organize content through layout, typography, visual hierarchy, and
grid systems. The course also aims to enable students to develop original, creative, and consistent
design solutions for different publication types, establish visual continuity and coherence throughout
a publication, and acquire fundamental knowledge and practical skills related to paper, printing
techniques, size and signature calculations, production, and prepress processes.

Dersin igerigi

(Course Content)

Yayin tasariminin temel kavramlari, yayin trleri, uygulama alanlari ve editoryal tasarim ilkelerini ele
alma. Sdureli ve suresiz yayinlarin yapisal ve gorsel 6zelliklerini inceleme. Yayin igerigini analiz etme,
siniflandirma ve igerik organizasyonu olusturma. Hedef kitle, iletisim amaci ve format dogrultusunda
kavramsal ve gorsel tasarim yaklagimlari gelistirme. Format, mizanpaj, sayfa yapisi, grid sistemleri,
tipografi, gorsel hiyerarsi ve sayfa akigini kullanarak yayin yapisini diizenleme. Metin ve gorsel
iliskisi, kapak tasarimi, bélimleme, gdrsel sureklilik ve yayin butinligunu gelistirme. Farkh yayin
tirlerine yonelik 6zgiin ve yaratici tasarim uygulamalar gelistirme. Kagit tirleri, ebat ve forma
hesaplari, temel baski teknikleri, tretim siregleri ve baskiya hazirlik asamalarini inceleme ve
uygulama.

Addressing the fundamental concepts of publication design, publication types, areas of application,
and editorial design principles. Examining the structural and visual characteristics of periodical and
non-periodical publications. Analyzing and classifying publication content and developing content
organization. Developing conceptual and visual design approaches in accordance with the target
audience, communication objectives, and format. Organizing publication structure through format,
layout, page structure, grid systems, typography, visual hierarchy, and page flow. Developing text—
image relationships, cover design, sectioning, visual continuity, and overall publication coherence.
Developing original and creative design applications for different publication types. Examining and
applying paper types, size and signature calculations, basic printing techniques, production
processes, and prepress stages.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:

1) Yayin tasariminin temel kavramlarini, yayin tirlerini, uygulama alanlarini ve editoryal
tasarim ilkelerini aciklar. [2, 4]

2) Sireli ve slresiz yayinlarin yapisal ve gorsel 6zelliklerini analiz eder; yayin igerigini
siniflandirarak uygun bir igerik organizasyonu olusturur. [2, 4]

3) Hedef kitle, iletisim amaci ve format dogrultusunda uygun yayin tasarimi yaklagimlari
gelistirir. [2, 3, 4, 7]

4) Mizanpaij, grid sistemleri, tipografi, gorsel hiyerarsi ve sayfa akisini kullanarak tutarli ve
islevsel yayin tasarimlari olusturur. [3, 4, 9]

5) Metin ve gorsel iliskisi, bolimleme ve gorsel sureklilik agisindan bitlnlikli ve 6zgiin yayin
tasarimlari gelistirir. [3, 4, 9]




(Course Learning Outcomes)

6) Kagit tirleri, ebat ve forma hesaplari, baski teknikleri, Giretim ve baskiya hazirlik sireglerine
iliskin temel bilgileri yayin tasarimi uygulamalarinda kullanir. [4, 9]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:

1) Explain the fundamental concepts of publication design, publication types, areas of
application, and editorial design principles. [2, 4]

2) Analyze the structural and visual characteristics of periodical and non-periodical
publications; classify publication content and create an appropriate content organization. [2,
4]

3) Develop appropriate publication design approaches according to the target audience,
communication objectives, and format. [2, 3, 4, 7]

4) Create consistent and functional publication designs using layout, grid systems, typography,
visual hierarchy, and page flow. [3, 4, 9]

5) Develop coherent and original publication designs in terms of text—image relationships,
sectioning, and visual continuity. [3, 4, 9]

6) Apply fundamental knowledge of paper types, size and signature calculations, printing
techniques, production, and prepress processes in publication design practices. [4, 9]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin

ISCED Kategorisi

2 — 21 Sanat ve insani Bilimler (Sanat Alani)

(ISCED Category of the course)|2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)

6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)

Ders Ki

itabi

(Textbook)

+ Editorial Design: Third Edition, Cath Caldwell, 2024.

» Book Design, Andrew Haslam, 2006.

* Grid Systems in Graphic Design, Josef Muller-Brockmann, 1981.

* Making and Breaking the Grid: Third Edition, Timothy Samara, 2023.
* Production for Graphic Designers, Alan Pipes, 2009.

+ Cevrim ici glincel kaynaklar.

Yardimci Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Yayin tasarimina giris. Yayin turleri, uygulama alanlari ve editoryal tasarim ilkeleri. Glincel 6rneklerin incelenmesi.
2 |Sireli ve siiresiz yayinlarin yapisal ve gorsel 6zellikleri. Farkli yayin turlerinin karsilastiriimasi ve érnek incelemeleri.
3 |Yayin igeriginin analizi, siniflandiriimasi ve igerik organizasyonu. igerik yapisi ve sayfa akisina yénelik uygulamalar.
4 |Format, mizanpaj ve grid sistemleri. Farkli grid yapilarinin incelenmesi ve sayfa diizeni uygulamalari.
5 [|Yayin tasariminda tipografi, gorsel hiyerarsi ve metin-gorsel iliskisi. Uygulamali sayfa tasarimi galigmalari.
6 |Kagt turleri, ebat ve forma hesaplari, baski teknikleri ve temel iretim suregleri. Uygulamali baski ve tretim hesaplari.
7 |Yayin tasarimi projesi. Konu, kapsam ve igerik organizasyonunun belirlenmesi.
8 |Yayin tasarimi projesi. Tasarim yaklasimi ve gérsel dilin gelistiriimesi.
9 [|Yayin tasarimi projesi. Mizanpaj ve sayfa tasarimi uygulamalarinin gelistiriimesi.
10 |Yayin tasarimi projesi. igerik, gérsel yapi ve sayfa akisinin gelistirilmesi.
11 |Yayin tasarimi projesi. Tasarim sisteminin gelistiriimesi ve uygulanmasi.
12 [Yayin tasarimi projesi. Yayin butinliginun ve gérsel surekliligin gelistiriimesi.
13 [Yayin tasarimi projesi. Baski ve Uretime ydnelik hazirliklarin yapiimasi.
14 (Yayin tasarimi projesi. Son diizenlemeler, sunum ve genel degerlendirme.
COURSE PLAN
‘Week‘ Topic




Introduction to publication design. Publication types, areas of application, and editorial design principles. Examination of

1 contemporary examples.

2 Structural and visual characteristics of periodical and non-periodical publications. Comparison of different publication types
and examination of examples.

3 |Analysis, classification, and organization of publication content. Applications focusing on content structure and page flow.
Format, layout, and grid systems. Examination of different grid structures and page layout applications.

5 |Typography, visual hierarchy, and text—-image relationships in publication design. Applied page design studies.

6 Paper types, size and signature calculations, printing techniques, and basic production processes. Applied printing and
production calculations.
Publication design project. Defining the topic, scope, and content organization.

8 |Publication design project. Developing the design approach and visual language.

9 |Publication design project. Developing layout and page design applications.

10 |Publication design project. Developing content, visual structure, and page flow.

11 |Publication design project. Developing and applying the design system.

12 |Publication design project. Developing publication coherence and visual continuity.

13 |Publication design project. Preparing for printing and production.

14 |Publication design project. Final refinements, presentation, and overall evaluation.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katiim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
'YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diigiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla
biitiinlestirir. d
7 Etik degerleri gbzeten, sosyal ve kiilttrel degerlere duyarli, hedef kitleye uygun, strdurtlebilir gorsel iletisim °
tasarim Urunleri ortaya koyar
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir °
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama
yetisi kazanir. ¢
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °




11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °
CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES
Program Outcomes High Low

1 Demonstrates technical and theoretical knowledge of the historical development of the field of Visual o
Communication Design.

2 Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a °
multidimensional perspective.

3 |Transforms abstract and concrete concepts into creative ideas and innovative and original works. °

4 Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness °
related to the field.

5 Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning. ¢

6 Integrates knowledge acquired from different branches of art and design into the field through an o
interdisciplinary approach.

7 Produces sustainable visual communication design outcomes that adhere to ethical principles, are °
sensitive to social and cultural values, and are appropriate for the target audience.

8 Possesses the knowledge and critical perspective necessary to participate in current academic and °
professional discussions in the field.

9 Gains an understanding of and practical competence in at least one professional role within the field in °
accordance with international standards.
Gains the ability to identify the needs of the field and present individually produced designs to the

10 | °
industry.

11 |Has the ability to adapt to new technologies. °

12 [Has knowledge of laws, regulations, and legislation related to the field. °

AKTS - i$ YUKU TABLOSU
(ECTS - WORK LOAD TABLE)
TR Siire (saat) Sayi is Yiikii
ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity) (Work Load (hr)
Ders Siiresi (Lectures) 3 14 42
Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil) 48 1 48

(Final Exam (Preparation included))

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)




Ara sinavlar (Hazirlik Siiresi Dahil) 35 35
(Midterm Exams — preparation included)

Proje

(Project)

Laboratuvar

Toplam Is Yiikii

(Total load) 125
Dersin AKTS Kredisi, Toplam s Yiikii / 25 5
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih Koordinator / Hazirlayan Onaylayan

(Revision / Date)
07/08/2026

(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

(Approved By)




GORSEL iLETiSIM TASARIMI BOLUMU
(DEPARTMENT OF VISUAL COMMUNICATION DESIGN)

DERS KATALOG FORMU
(COURSE CATALOG FORM)

Dersin Kodu: GITA 3202
(Course Code): GITA 3202

Dersin Adi: Deneysel Tipografi
(Course Title): Experimental Typography

Yariyih |D + U + L|Kredisi| AKTS Dersin Dili Dersin Tiirii islenis Yontemi On Kosul
(Semester)| (Lc+ R +L) [(Credits)| (ECTS) (Language) (Category) (Instructional Methods) (Prerequisite)
Bahar . .
. Tarkce Alan Segmeli Uygulama Yok
(SF(Jg;lg) 3+0+0 3 5 (Turkish) (Area Elective) (Practice) (None)

Dersin Amaci

(Course Objectives)

Bu dersin amaci, 6grencilere tipografiyi islevsel bir iletisim aracinin 6tesinde deneysel, kavramsal
ve yaratici bir ifade bicimi olarak kullanabilmeleri igin gerekli bilgi, beceri ve yontemleri
kazandirmaktir. Ogrencilerin tipografinin temel ilkelerini kavramalari, tipografik unsurlari yaratici
yaklasimlarla ele almalari ve geleneksel kurallarin disina gikarak alternatif gorsel ¢gozimler
gelistirmeleri hedeflenmektedir. Ders ayrica analog ve dijital Giretim yontemleri, kinetik tipografi ve
hareketli tasarim uygulamalari araciligiyla deneysel yaklasima dayali 6zgiin ve etkili tipografik
tasarimlar gelistirmelerini amaclamaktadir.

The aim of this course is to provide students with the knowledge, skills, and methods necessary to
use typography beyond its functional role as a communication tool, as an experimental,
conceptual, and creative form of expression. Students are expected to understand the
fundamental principles of typography, approach typographic elements through creative methods,
and develop alternative visual solutions by moving beyond conventional rules. The course also
aims to enable students to develop original and effective typographic designs based on
experimental approaches through analog and digital production methods, kinetic typography, and
motion design applications.

Dersin igerigi

(Course Content)

Deneysel tipografinin temel kavramlari, yaklasimlari ve gorsel iletisim tasarimi igindeki yeri.
Geleneksel tipografik kurallarin sorgulanmasi ve yeniden yorumlanmasi. Tipografik unsurlarin
deneysel, kavramsal ve yaratici yaklagimlarla ele alinmasi. Deneysel dustnce ve tasarim
yaklagimlari araciliiyla tipografik bigim, metin ve baglam arasinda iliskiler kurularak gorsel anlam
ve ifade olusturulmasi. Farkli malzeme, teknik, analog ve dijital Uretim yontemleriyle deneysel
tipografik uygulamalar gelistiriimesi. Tipografinin zaman, hareket ve ritim boyutunda ele alinmasi;
kinetik tipografi ve hareketli tasarim uygulamalarinin gelistiriimesi. Deneysel tipografik anlatimin
basili, dijital ve hareketli medya ortamlarina uyarlanmasi.

Experimental typography: its fundamental concepts, approaches, and place within visual
communication design. Questioning and reinterpreting conventional typographic rules. Exploring
typographic elements through experimental, conceptual, and creative approaches. Creating visual
meaning and expression by establishing relationships among typographic form, text, and context
through experimental thinking and design approaches. Developing experimental typographic
applications using different materials, techniques, and analog and digital production methods.
Exploring typography through time, motion, and rhythm; developing kinetic typography and motion
design applications. Adapting experimental typographic expression to print, digital, and motion-
based media.

Dersin Ogrenme Ciktilan

Bu dersi basariyla tamamlayan 6grenciler:
1) Deneysel tipografinin temel kavramlarini, yaklagimlarini ve gorsel iletisim tasarimi igindeki
yerini aciklar. [2, 4, 8]

2) Geleneksel tipografik kurallari sorgular, donisturir ve deneysel tasarim yaklasimlar
dogrultusunda yeniden yorumlar. [2, 3, 4, 8]

3) Tipografik unsurlari deneysel, kavramsal ve yaratici yaklasimlarla ele alarak 6zgun gorsel
¢6zUmler gelistirir. [2, 3, 4]

4) Tipografik bicim, metin ve baglam arasinda deneysel iliskiler kurarak gorsel anlam ve ifade
olusturur. [2, 3, 4, 6]

5) Farkli malzeme, teknik, analog ve dijital Gretim yontemlerini deneysel yaklasimlarla bir arada
kullanir. [3, 4, 6, 11]

6) Kinetik tipografi ve hareketli tasarim uygulamalarinda zaman, hareket ve ritmi deneysel bir
ifade araci olarak kullanir. [3, 4, 6, 9, 11]

7) Farkli iletisim ve medya ortamlari icin deneysel tipografik tasarimlar gelistirir. [3, 4, 6, 9, 11]

[Not: Késeli parantez igindeki sayilar ilgili program ¢iktilarinin numaralarini isaret etmektedir]

Upon successful completion of this course, students will be able to:




1) Explain the fundamental concepts and approaches of experimental typography and its role

(Course Learning Outcomes) in visual communication design. [2, 4, 8]

2) Question, transform, and reinterpret traditional typographic rules through experimental
design approaches. [2, 3, 4, 8]

3) Develop original visual solutions by exploring typographic elements through experimental,
conceptual, and creative approaches. [2, 3, 4]

4) Create visual meaning and expression by establishing experimental relationships between
typographic form, text, and context. [2, 3, 4, 6]

5) Combine different materials, techniques, and analog and digital production methods through
experimental approaches. [3, 4, 6, 11]

6) Use time, movement, and rhythm as experimental means of expression in kinetic
typography and motion design applications. [3, 4, 6, 9, 11]

7) Develop experimental typographic designs for different communication and media
environments. [3, 4, 6, 9, 11]

[Note: Numbers in brackets are indicating the related program outcomes]

Dersin

ISCED Kategorisi 2 — 21 Sanat ve insani Bilimler (Sanat Alani)

(ISCED Category of the course)|2 — 28 Sanat ve insani Bilimler (Sanat ve insani Bilimlerle ilgili Disiplinlerarasi Programlar)
6 — 61 Bilisim Teknolojileri (Bilisim Teknolojileri Alani)
Ders Kitabi e Typography Now: The Next Wave, Rick Poynor & Edward Booth-Clibborn, 1991.
(Textbook) e The Visible Word: Experimental Typography and Modern Art, 1909-1923, Johanna Drucker,
1994.

e Typographic Systems of Design, Kimberly Elam, 2007.

e Type, Image, Message: A Graphic Design Layout Workshop, Nancy Skolos & Thomas Wedell,
2006.

e Things | Have Learned in My Life So Far, Stefan Sagmeister, 2008.

e Letterform Variations, Nigel Cottier, 2021.

¢ Alphabetical Playground, Nigel Cottier, 2025.

e Cevrim ici guncel kaynaklar.

Yardimci1 Kaynaklar
(Supplementary Material)

HAFTALIK KONULAR
Hafta Konu
1 |Deneysel tipografiye giris. Temel kavramlar, yaklasimlar ve kullanim alanlari.
2 |Deneysel tipografinin gelisimi. Oncil tasarimcilar ve giincel uygulama érnekleri.
3 |Geleneksel tipografik kurallarin sorgulanmasi ve deneysel yaklasimlarla yeniden yorumlanmasi.
4 |Tipografide bigim, anlam ve ifade. Harf, kelime, metin, imge ve baglam iligkileri.
5 [Tipografinin gérsel imge olarak kullanimi. Harf ve kelime bigimleriyle deneysel uygulamalar.
6 |Deneysel tipografik kompozisyon. Olgek, bosluk, tekrar, ritim, katman ve kontrast.
7 |Farkl malzeme, doku ve analog uretim yontemleriyle deneysel tipografi uygulamalari.
8 |Analog ve dijital Gretim ydntemlerinin birlikte kullanimi. Karma teknik uygulamalar.
9 (Tipografi, zaman ve hareket. Kinetik tipografinin temel ilkeleri.
10 |Kinetik tipografi ve hareketli tasarim uygulamalari.
11 |Deneysel tipografik proje gelistirme. Konu, kavram ve gorsel arastirma.
12 |Deneysel tipografik proje gelistirme. Eskiz, gorsel denemeler ve alternatif tasarimlar.
13 |Deneysel tipografik proje uygulamalari. Tasarim gelistirme ve farkli medya ortamlarina uyarlama.
14 |Deneysel tipografik proje uygulamalari. Tasarimlarin tamamlanmasi, sunumu ve degerlendirilmesi.
COURSE PLAN
‘Week‘ Topic




Introduction to experimental typography. Fundamental concepts, approaches, and areas of application.

The development of experimental typography. Pioneering designers and contemporary examples.

Questioning traditional typographic rules and reinterpreting them through experimental approaches.

Form, meaning, and expression in typography. Relationships between letterforms, words, text, image, and context.

Typography as a visual image. Experimental applications with letterforms and words.

Experimental typographic composition. Scale, space, repetition, rhythm, layering, and contrast.

Experimental typography using different materials, textures, and analog production methods.

Combining analog and digital production methods. Mixed-media applications.

O |IN oo |~ WIN|-

Typography, time, and motion. Fundamental principles of kinetic typography.

-
o

Kinetic typography and motion design applications.

-
—

Experimental typography project development. Topic, concept, and visual research.

-
N

Experimental typography project development. Sketches, visual explorations, and alternative designs.

-
w

Experimental typography project applications. Design development and adaptation to different media.

-
H

Experimental typography project applications. Completion, presentation, and evaluation of designs.

DERSIN DEGERLENDIRME SiSTEMi
(COURSE ASSESSMENT SYSTEM)

Etkinlikler (Activities) Katki Orani (Contribution) (%)

Yariyil Igi Galismalari || aboratuar (Laboratory Activities)

Yariyil igi Yazili Sinavlar (Semester Written Exams) 40

Odevler (Homework)

Raporlar (Reports)

Seminer (Seminar)

(Semester
Activities) Sunumlar (Presentations)
Donem Projesi (Term Project)
Diger (derse katilim, saha gezi, vb.)
(Other: e.g. attendance, field trip etc.)
YARIYIL SONU SINAVI (Final Exam) 60
Toplam (Total) 100
DERSIN OGRENIM CIKTILARININ GORSEL iLETi$iM TASARIMI PROGRAMI
KAZANIMLARINA KATKISI
Program Kazanimlari (Ciktilari) Yiksek| Diigiuk
1 |Gérsel lletisim Tasarimi alaninin tarihsel gelisimine teknik ve kuramsal agidan hakimdir )
2 |Alani ile ilgili kavramlari, dustnceleri, olgu ve problemleri betimler, cok boyutlu olarak algilar °
3 |Soyut ve somut kavramlari; yaratici distinceye, yenilikci ve 6zgiin yapitlara donisturtr °
4 |Alaniyla ilgili teknolojik ve kuramsal bilgiye, donanima ve estetik farkindaliga sahiptir. °
5 |[Bireysel ve grup Uyesi olarak proje suregleri icinde galigir, sorumluluk alir ve planlama yapar. °
6 Sanat ve tasarimin farkli dallarindan edindigi bilgi birikimini disiplinlerarasi bir yaklasimla alaniyla °
butlnlestirir.
7 Etik degerleri gozeten, sosyal ve kiiltiirel degerlere duyarli, hedef kitleye uygun, sirdurdlebilir gérsel iletisim
tasarim Urunleri ortaya koyar ¢
8 |Alanin giincel akademik ve mesleki tartismalarina katilacak bilgi birikimine ve elestirel bakisina sahiptir )
9 Alani kapsamindaki gérev tanimlarindan en az birine iliskin uluslararasi standartlarda kavrayis ve uygulama °
yetisi kazanir.
10 |Alanin ihtiyaglarini tespit ederek bireysel olarak Urettigi tasarimi sektdre sunabilme becerisi kazanir °
11 [Yeni teknolojilere uyum saglama yetenegine sahiptir °
12 (Alana iligkin yasa, yonetmelik ve mevzuatlar hakkinda bilgi sahibidir °




CONTRIBUTION of the COURSE on VISUAL COMMUNICATION DESIGN PROGRAM OUTCOMES

Program Outcomes

High Low

Demonstrates technical and theoretical knowledge of the historical development of the field of Visual
Communication Design.

Describes concepts, ideas, phenomena, and problems related to the field and comprehends them from a
multidimensional perspective.

Transforms abstract and concrete concepts into creative ideas and innovative and original works.

Possesses technological and theoretical knowledge, professional competence, and aesthetic awareness
related to the field.

Works individually and as a member of a team throughout project processes, takes responsibility, and
carries out planning.

Integrates knowledge acquired from different branches of art and design into the field through an
interdisciplinary approach.

Produces sustainable visual communication design outcomes that adhere to ethical principles, are
sensitive to social and cultural values, and are appropriate for the target audience.

Possesses the knowledge and critical perspective necessary to participate in current academic and
professional discussions in the field.

Gains an understanding of and practical competence in at least one professional role within the field in
accordance with international standards.

10

Gains the ability to identify the needs of the field and present individually produced designs to the
industry.

11

Has the ability to adapt to new technologies.

12

Has knowledge of laws, regulations, and legislation related to the field.

AKTS - iS$ YUOKU TABLOSU
(ECTS - WORK LOAD TABLE)

Siire (saat) Sayi

ETKINLIKLER (COURSE ACTIVITIES) (Time( hr)) (Quantity)

is Yiikii
(Work Load (hr)

Ders Siiresi (Lectures)

3

14

42

Yariyil Sonu Sinavi (Hazirhk Siiresi Dahil)

(Final Exam (Preparation included))

48

1

48

Kisa Sinavlar
(Semester written exams)

Dénem Odevi / Projesi
(Term Project)

Raporlar
(Reports)

Bitirme Tezi/Projesi
(Graduation Project)

Seminer
(Seminar)

Sinif Digi Calisma Siresi

Odevler
(Homework)

Sunum
(Presantation)

Ara sinavlar (Hazirlik Siiresi Dahil)
(Midterm Exams — preparation included)

35

35

Proje
(Project)




Laboratuvar

Toplam Is Yiikii
(Total load)

125

Dersin AKTS Kredisi, Toplam s Yiikii / 25
(ETCS Credits of the course (Total weork load / 25))

Revizyon Tarih
(Revision / Date)
07/08/2026

Koordinator / Hazirlayan
(Coordinator / Prepared By)
Gorsel lletisim Tasarimi Bolimu

Onaylayan
(Approved By)
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	GITA2116_Projeye Giriş
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