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PROGRAM INFORMATION

Program Name and Degree Awarded
Digital Game Design, Bachelor Degree

Duration of Studies
8 semesters, 4 years

Total Credits / ECTS
132 credits / 240 ECTS

Language of Instruction
English

Mission and Vision

The Department of Digital Game Design envisions becoming a leading academic and creative
hub where innovation, technology, and storytelling converge to shape the future of interactive
entertainment. The program aspires to produce visionary game designers who are not only
technically skilled but also culturally aware, socially responsible, and globally competitive in the
rapidly evolving game industry.

The mission of the Department of Digital Game Design is to provide students with a
comprehensive education that integrates design principles, programming, art, and storytelling
into the creation of immersive and meaningful game experiences. Through a curriculum that
emphasizes creativity, critical thinking, research, and hands-on practice with industry-standard
tools, the program prepares graduates to contribute to the global game industry as innovative
designers, developers, and storytellers. The department is dedicated to fostering interdisciplinary
collaboration, ethical awareness, and adaptability, empowering students to create engaging,
inclusive, and impactful digital games.

Program Objectives

The Digital Game Design program aims to educate innovative and responsible game designers
who combine creativity, technology, and critical thinking to develop interactive experiences for
entertainment, education, and cultural expression. By integrating art, design, programming, and
storytelling, the program prepares graduates to succeed in the global game industry and related
creative sectors. Students are encouraged to develop both technical expertise and ethical
awareness, equipping them to contribute to the advancement of digital culture and interactive
media.

Key Objectives:
e Develop a solid foundation in design principles, visual communication, and creative
problem-solving for game development.

e Equip students with technical proficiency in 2D/3D modeling, animation, programming,
and game engines.



Foster skills in storytelling, world-building, and interactive narrative design to create
engaging player experiences.

Promote researchand critical analysis of games as cultural, social, and artistic artifacts.

Encourage innovation, experimentation, and originality in gameplay mechanics and
visual aesthetics.

Support interdisciplinary collaboration and teamwork in the development of complex
game projects.

Raise awareness of ethical, cultural, and inclusive practices in game design and
production.

Prepare graduates for careers in the digital game industry, interactive media, and related
creative fields, as well as for advanced academic studies.

Program Learning Outcomes
Graduates of the Digital Game Design program will be able to:

1.

Game Design Knowledge — Demonstrate a comprehensive understanding of game design
principles, history, and aesthetics, and apply them to the creation of interactive
experiences.

Creative Problem-Solving — Analyze, conceptualize, and develop innovative gameplay
mechanics, narratives, and visual worlds to address design challenges.

Technical Proficiency — Use industry-standard software, programming languages, and
game engines (e.g., Unity, Unreal) to design, prototype, and implement digital games.

Artistic and Visual Expression — Apply skills in 2D/3D modeling, animation, texturing,
and lighting to create compelling characters, environments, and game assets.

Narrative and Storytelling — Develop engaging stories, scripts, and interactive narratives
that enhance immersion and emotional impact in digital games.

User-Centered Design — Integrate user experience (UX) and interaction design principles
to create accessible, intuitive, and inclusive game interfaces and mechanics.

Research & Critical Thinking — Critically analyze games as cultural, artistic, and social
artifacts, and apply research methods to improve design processes.

Collaboration & Production — Work effectively in multidisciplinary teams, demonstrating
project management, leadership, and collaboration skills across the game development
pipeline.



9. Ethics & Social Responsibility — Evaluate the ethical, cultural, and societal implications
of digital games, designing inclusive, responsible, and meaningful player experiences.

10. Professional Development — Build and present a professional game design portfolio that
reflects originality, technical expertise, and readiness for careers in the game industry or
further academic studies.

Curriculum

1. Year Fall

Course Code | Course Name C | Crd | ECTS
COMN104 Psychology C |3 5
DGDE101 Design Principles C |4 6
DGDE103 Introduction To Animation And Game Design C |3 6
DGDE105 Introduction To Computer Graphics C |3 5
UFLEO1 Foreign Language Elective | (English)[1-2] E |3 3
UTECO01 University Elective 1[1-2] E |3 5
Curriculum Total Credit:19 ECTS:30 Couse Number:6 Compulsory:4 Secmeli:2

1.Year

Spring

Course Code | Course Name C | Crd | ECTS
COMN204 Ethics In Profession C |3 5
DGDE102 Game Analysis C |3 8
DGDE104 Perception And Design Concepts C |3 10
UFLEO2 Foreign Language Elective Il (English)[1-2] E |3 3
UHTCO01 History[1] C |2 2
UHTCO02 Turkish[1] C |2 2
Curriculum Total Credit:16 ECTS:30 Couse Number:6 Compulsory:5 Secmeli:1

2. Year Fall

Course Code | Course Name C | Crd | ECTS
DGDE201 Game Programming Foundation C |3 7
DGDE203 Sketching And Storyboarding C |3 7
DGDE205 Game Art And Aesthetics C |3 6
DGDE207 3D Modelling, Texturing And Lighting | C |3 6
UFEC101 Personal Development E |3 4
Curriculum Total Credit:15 ECTS:30 Couse Number:5 Compulsory:4 Secmeli:1

2.Year

Spring

Course Code | Course Name C | Crd | ECTS
DGDE202 3D Modelling, Texturing And Lighting 1l C |3 6
DGDE204 2D Animation C |3 7
DGDE206 Organic Modelling C |3 7




DGDE262 Interaction Design C |3 6
UFRCO02 University Elective 11[1-23] E |3 4
Curriculum Total Credit:15 ECTS:30 Couse Number:5 Compulsory:4 Secmeli:1

3. Year Fall

Course Code | Course Name C | Crd | ECTS
DGDE305 3D Animation C |3 5
DGDE307 Game Development | cC |3 6
DGDE355 Digital Content Production C |3 6
DGDE363 User Experience C |3 7
DGELO1 Technical Elective I[1-6] E |3 6
Curriculum Total Credit:15 ECTS:30 Couse Number:5 Compulsory:4 Secmeli:1

3. Year

Spring

Course Code | Course Name C | Crd | ECTS
COMN352 Research Methods C |3 6
DGDE308 Game Development I C |3 6
DGDE360 Branding And Identity Design C |3 6
DGDE364 Motion Design cC |3 6
MISY306 Human Computer Interaction C |3 6
Curriculum Total Credit:15 ECTS:30 Couse Number:5 Compulsory:5 Se¢cmeli:0

4. Year Fall

Course Code | Course Name C | Crd | ECTS
DGDE401 Graduation Project | C |6 6
DGDE403 Level Design And Mechanics C |3 6
DGEL02 Technical Elective 11[1-6] E |3 6
DGELO03 Technical Elective 111[1-6] E |3 6
DGEL0O4 Technical Elective 1V[1-6] E |3 6
Curriculum Total Credit:18 ECTS:30 Couse Number:5 Compulsory:2 Secmeli:3

4, Year

Spring

Course Code | Course Name C | Crd | ECTS
DGDE402 Graduation Project 1l C |6 7
DGDE404 Artificial Intelligence In Game Design C |3 5
DGELO05 Technical Elective V[1-6] E |3 6
DGELO06 Technical Elective VI[1-6] E |3 6
DGELO07 Technical Elective VII[1-6] E |3 6

Curriculum Total Credit:18 ECTS:30 Couse Number:5 Compulsory:2 Secmeli:3




Laboratory and Equipment Capacity (if applicable)
Computer Lab with 30 computers

Career Opportunities

Graduates of the Digital Game Design program are equipped with the creative, technical, and
analytical skills needed to pursue diverse roles in the global game industry and related creative
sectors. With expertise in design, storytelling, programming, and production, they can work
across entertainment, education, simulation, and interactive media. Possible career paths include:

Game Designer (mechanics, systems, and gameplay)
Level Designer

Narrative Designer / Game Writer

Game Programmer / Developer

UI/UX Designer for Games

Game Artist (2D/3D)

Character Designer / Animator

Environment & Concept Artist

Technical Artist

Quality Assurance (QA) / Game Tester

Producer / Project Manager in game development teams
Motion Graphics and Interactive Media Designer
Serious Games / Educational Game Developer

Graduates may also extend their expertise into related creative industries such as animation, film,
advertising, interactive applications, and virtual/augmented reality (VR/AR). In addition, they
are well-prepared to continue with postgraduate studies in game design, digital media, or related
disciplines, opening pathways into academic research and teaching.

Contact Information
Assist. Prof. Dr. Elif ATAMAZ

Head of Department
eatamaz@eul.edu.tr
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EUROPEAN UNIVERSITY OF LEFKE

Visual Communication Design - Faculty of Communication Sciences

SYLLABUS
2025-2026 Spring Semester
Weekly
Course Code |Course Title Course Type Course Hours Credits ECTS Weekly Time Schedule
T|A|L
DGDE102 GAME ANALYSIS Compulsory 2l 21 O 3 8
Tuesday 13.00-16.00
Prerequisite Prerequisite to
Course Lecturer [MERVE GUVENG OZERDEM Office Hours
E-mail mozerdem-lau@eul.edu.tr Schedule
Phone Office / Room No
Catalogue The ability to think, speak and write about games is essential to success in the game development industry. In this course, students will learn what are the artistic and

Descriptions

gameplay features that are important in games, to evaluate games from the perspective of the aims of game designers, what to expect from the games and critics, etc.
Additionally, this course aims to help students develop their critical understanding about the factors that make games artistic and successful.

This course is of introductory nature and aims to provide students with an insight into the basics of game development processes and the ability analyze

Objectives the game design, structure and important elements that effect the playing experience.
Ability of analyze art and information and compare with in-depth examination of works of game based on the sample selected
Learning Know basic steps involved with analysing and designing a game also marketing process
Outcomes
Learn about how culture and emerging technology impact the gaming industry
The ability to examine the relationship of elements in the game to each other and to the player
PO1: 4 PO7:4 (1) Strongly disagree;
PO2:4 PO8: 3 (2) Disagree;
Programme. PO3:3 PO9:4 (3) Neither agree nor disagree;
Outcome Relations|P04: 5 PO10: 3 (4) Agree;
POS: 4 (5) Strongly agree
PO6: 3 Y agree.
Textbooks 1 |Konzack, L. (2002). Computer Game Criticism: A Method for Computer Game Analysis. CGDC Conf..
and/or 2 |Fernandez-Vara, C. (2019). Introduction to Game Analysis (2nd ed.).
References 3
WEEK Date TOPICS Reference No - Section
Week 1 3.02.2026]Introduction to Game Analysis: Basic Concepts and Approaches
Week 2 10.02.2026] Introduction to Game Analysis: Basic Concepts and Approaches 1,2
Week 3 17.02.2026]Game Design and Creative Process 1,2
Week 4 24.02.2026]Game Design and Creative Process 1,2
Week 5 3.03.2026] Analysis of Game Playing Experiences 1,2
Week 6 10.03.2026] Analysis of Game Playing Experiences 1,2
Week 7 17.03.2026]Game Story and Character Analysis 1,2
Week 8 24.03.2026 Future Games and Trend Analysis 1,2
Week 9 31.03.2026 Future Games and Trend Analysis 1,2
Week 10 14.03.26-12.04.26 |[MIDTERM EXAMS
Week 11 7.04.2026] Technology and Game Graphics 1,2
Week 12 14.04.2026] Technology and Game Graphics 1,2
Week 13 21.04.2026]Gaming Industry and Economy 1,2
Week 14 28.04.2026]Gaming Industry and Economy 1,2
Week 15 5.05.2026]Community and Multiplayer Games 1,2
Week 16 12.05.2026] Community and Multiplayer Games 1,2
Week 17-18 16-25/05/2026 FINAL EXAMS
. . Weight in Weight in
Evaluation Tool tit Date
valuation oo Quantity Total (%) Semester Evaluation (%)
Final Exam (Project) 1[16-25/05/2026 50
Semester Evaluation
Evaluation Midterm(s) 1/14.03.26-12.04.26 40
Tools Quiz(zes)
Project(s)
Homework 1l- 10,
Laboratory works
Attendance
*¥**  Lifelong Learning Programme (LLP)  *** Language of Instruction:|English
Evaluation Tool Quantity Student Workload Evaluation Tool Quantity Student Workload
Hours Hours
Theoretical lecturing hours (TLH) 100{Homework 25
TLH self study 15|Project
Quiz (Q) Presentation 20
Q preparation self study Seminar
Laboratory (L) Tutorial
L preparation work
Midterm exam (ME) 35|Final exam (FE) (project)
ME preparation self study 20| FE preparation self study 25
TOTAL : 240
Recommended ECTS Credit (Total Hours / 30) : 8,00

1
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EUROPEAN UNIVERSITY OF LEFKE
Visual Communication Design - Faculty of Communication Sciences
SYLLABUS
2025-2026 Fall Semester
Weekly
Course Code  |Course Title Course Type Course Hours Credits ECTS Weekly Time Schedule
T|IA]|L
bebiod/ PERCEPTION AND DESIGN CONCEPTS Compulsory 212]0 3 10
MCDE114 Wednesday; 9.00 - 12.50
Prerequisite Prerequisite to
Course Lecturer |Assist. Prof. Dr. Elif ATAMAZ )
Office Hours | Jay: 9.00 - 12.00
E-mail eatamaz@eul.edu.tr Schedule
Phone 2747 Office / Room No [Faculty of Communication, Room No:6
Teaching Assistant Phone
E-mail Office / Room No
This course examines how perceptual psychology and cognitive processes impact game design. Students will learn about color, form, space, motion, and visual
Catalogue . ) ) . ) . ) PN L
Lo hierarchy, focusing on creating effective, user-centered designs. Through lectures and design exercises, they will gain insights into how perception influences
Descriptions communication and aesthetics in visual media.
L This course introduces perception principles and their influence on design, user experience, and communication. Students will explore visual, auditory, and
Objectives o ) . . i U :
cognitive psychology in the context of game design, motion design, and digital media.
Upon successful completion of the course, students will be able to:
. (1) Understand human perception and its role in design, games, and media.
Learning . . - .
(2) Apply visual principles to enhance usability and storytelling
Outcomes (3) Analyze how design elements affect perception and communication.
(4) Develop interactive and/or static design projects that consider perceptual effects.
PO1: 5 PO7:3 (1) Strongly disagree;
PO2:5 PO8: 5 (2) Disagree;
Programme PO3:5 P0O9: 4 (3) Neither agree nor disagree;
Outcome Relations|F 0% 4 Po10:5 (4) Agree;
POS:3 (5) Strongly agree
PO6: 5 gly agree.
Textbooks 1 |"Universal Principles of Design" — William Lidwell
and/or 2 |"Thinking, Fast and Slow" — Daniel Kahneman
References 3 |"Graphic Design: The New Basics" — Ellen Lupton
WEEK Date TOPICS Reference No - Section
Week 1 4.02.2026 |Introduction to Course
Week 2 11.02.2026 |Introduction to Perception in Design 1/2
Week 3 18.02.2026 |Visual Perception & Gestalt Principles 1/2
Week 4 25.02.2026 |Attention & Visual Processing 1/2
Week 5 4.03.2026 | Visual Hierarchy & Layout 1/2
Week 6 11.03.2026 |Form, Shape & Meaning 1/2
Week 7 18.03.2026 |Color Theory & Perception 1/2/3
Week 8 25.03.2026 |Space, Depth & Visual VVolume
Week 9 1.04.2026 |Space, Depth & Visual Volume 1/2/3
Week 10 8.04.2026 |midterm exam week 1/2/3
Week 11 15.04.2026 |Motion & Perception 1/2/3
Week 12 22.04.2026 |Cognitive Bias & Visual Design
Week 13 29.04.2026 |Final Project Production
Week 14 6.05.2026 |Final Project Production
Week 15 13.05.2026 |Final Presentation & Evaluation
16-25/05/2026 |Finals
. . Weight in Weight in
Evaluation Tool uantit Date
Q v Total (%) Semester Evaluation (%)
Final Exam (Project) 1 50
Semester Evaluation 50
Evaluation Midterm(s)
Tools Quiz(zes)
Project(s) 1 30 60,0
Homework 6 20 40,0
Laboratory works
Attendance
***  lifelong Learning Programme (LLP)  *** Language of Instruction: English
Evaluation Tool Quantity Student Workload ¢ 1 ation Tool Quantity Student Workload
Hours Hours
Theoretical lecturing hours (TLH) 14 56 Homework 10 60
TLH self study 14 28 Project 1 60
Quiz (Q) Presentation
Q preparation self study Seminar
Laboratory (L) Tutorial 1 28
L preparation work
Midterm exam (ME) Final exam (FE) (project) 1
ME preparation self study FE preparation self study 1 64
TOTAL : 296
Recommended ECTS Credit (Total Hours / 30) : 9,87



mailto:eatamaz@eul.edu.tr

EUROPEAN UNIVERSITY OF LEFKE

COMMON COURSES

2025-2026 Spring Semester

weekly course hour
Course Code Course Name Course type T " Credit ECTS Weekly program
COM204 ETHICS IN PROFESSION Compulsory 3 0 0 3 8
FRIDAYS 10:00-11:30
Prerequest - Prerequest course
Lecturer Prof. Dr. Mustafa SAGSAN
Class Size HKO000
E-mail msagsan@eul.edu.tr
Telephone 2626 Office Hour MONDAY : 12:00-12:50
Asst.to Lecturer |0 Office/RoomNo. |FEAS ROOM NO:7
E-mail - Phone R
The aim of this course is to define ethical principles, to enable students to develop ethical behaviors related to their profession, and to provide
L information about unethical behaviors that students may encounter in their professions. Within the context of the course, students will
Course Objectives demonstrate understanding of the ethical principles in general or in application of specialized knowledge, results of research, creative expression,
design processes, etc.that are related with their sciences, disciplines and potential professionals.
LO1: Demonstrate knowledge of important ethical systems and ethical types
. LO2: Demonstrate their respect for different ethical perspectives
Learning Outcomes — - - -
LO3: Critique some aspects of an ethical and unethical behavior
LO4: Clearly formulate their ethical position on an issue
Michael Davis. (2002). Profession, Code, and Ethics , Ashgate studies England, ©2002
Textbooks
2 Lecturer's course notes
WEEKS Date TOPICS Textbook/references
1.Week 06/02/2026 Introduction to the course - Syllabus discussion General
2.Week 13/02/2026 Introduction to the course - The Moral Authority of a Professional Code Page 1-37
3.Week 20/02/2026 Is Legal Ethics Just Business Ethics? Page 37-47
4.Week 27/02/2026 Professionalism Means Putting Your Profession First Page47-63
5.Week 06/03/2026 The Right To Refuse A Case Page 63-81
6.Week 13/03/2026 Professional Responsibility As Just Following The Rules Page 83-98
7.Week 27/03/2026 Is There A Profession Of Engineering? Page 99-120
8.Week 03/04/2026 Three Myths About Codes Of Engineering Ethics Page 121-133
9.Week 04.04.2026-12.04.2026 MIDTERM EXAM Page 133-150
10.Week 24/04/2026 MIDTERM EXAM EVALUTION
11.Week 01/05/2026 INTERNATIONAL LABOR DAY
12.Week 08/05/2026 Do Scientists, Like Engineers, Have Special Moral Responsibilities? Page 175-195
13.Week 15/05/2026 Can Professional Ethics Be Taught? Page 195-230
14.Week 16-25.05.2026 Final Exam week
COURSE and PROGRAM OUTCOMES MATRIX
Program Learning Outcomes
PO11 Gain professional ethics and knowledge and use of news language that is free of discriminatory expressions and words
PO16 Act according to social, scientific, cultural and professional ethical values in the stages of collecting, interpreting, applying and announcing the data
related to the field
PO17 Acquire knowledge of ethical and basic communication law to be complied with by media professionals and gain the awareness of integrating them
with professional practices.

Program Outcomes

Learning Outcomes

PO11 PO16 PO17
Lo1 4 4 5
Lo2 4 3 5
Lo3 5 4 5
Lo4 3 4 4
Measurement Number Date Weight on Final Weight in.
Instrument Grade (%) Semester Evaluation (%)
Final Exam 1 will be announced later 50
Evaluation within
) Mid-term Exam(s) 1 will be announced later 40
Evaluation Tools - -
Quiz 1 will be announced later 10
Project(s)
Homework(s)
Laboratory
Other
***  |ifelong Learning Program (LLP)  *** I Language of the Course English
Student
Evaluation Tools Number W'::do Evaluation Tools Number Student Workload Hours
Hours
Theory 14 60.0 Practice
Mid-term Exam 1 40.0 Final Exam 1 60.0
Quiz 1 Project
Laboratory Homework
Workshop Seminar
Field Study Presentation
Other Personal Study 80.0
TOTAL: 240.0
Recommended ECTS Credit (Total Hour /30) : 8
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EUROPEAN UNIVERSITY OF LEFKE- "Faculty of Communication Sciences"

“Digital Game Design”

SYLLABUS
2025-26 Fall Semester
Course Weekly
Course Code Course Name Course Credits ECTS Weekly Time Schedule
e rlalL
DGDE103 | Introduction to Animation and Game Design | Compulsory 3 6
. . Wednesday 14.00-17.00
Prerequisite Prerequisite to
Course Merve Giiveng Ozerdem Office Hours
| ecturer hedul
E-mail mozerdem-lau@eul.edu.tr Schedule
Phone Office / Room
The concept of game from ancient times to the present day and the status and structure of new digital games today will be examined and
Course information about the history of digital game will be conveyed. In this context, firstly the history of games, chance games, sports games,
Description |animation and will be covered, and then the emergence and development of computer and video games starting from the 1950s and their
technological and economic transformation will be studied.
Course This course is of introductory nature and aims to provide students with an insight into the basics of animation, game development
Obijectives | processes and the importance of animation in game development.
Ability to analyze animation dynamics in game.
Learning - A - . .
Outcomes Use Technic and academic knowledge accumulated in production fields for game and animation.
Develops concepts and puts creative works related to game and animation.
PO1:5 PO7:5 (1) Strongly disagree;
Programme |PO2:5 POS8: 3 (2) Disagree;
Outcome PO3:5 P0O9: 3 (3) Neither agree nor disagree;
Relations PO4: 5 PO10: 3 (4) Agree;
PO5:3 (5) Strongly agree.
1|Myers, D. (2010). Play Redux: The Form of Computer Games. University of Michigan Press.
Textbooks
and/or 2|Mitchell, B. L. (2012). Game Design Essentials (1st ed.). Wiley
References Wyatt, A. (2010). The Complete Digital Animation Course: The principles, practice and techniques of successful digital animation .
Thames & Hudson.
WEEK Date TOPICS
Week 1 26.09.2025 |Introduction to Animation Basics 1,2,3
Week 2 3.10.2025 Introduction to Animation Basics 1,2,3
Week 3 10.10.2025 [Introduction to Game Basics 1,2,3
Week 4 17.10.2025 |Game Design Fundamentals 1,2,3
Week 5 24.10.2025 JAnimation and Game Production 1,2,3
Week 6 31.10.2025 |Basics Elements in Game Design 1,2,3
Week 7 7.11.2025 |Basics Elements in Game Design 1,2,3
Week 8 8-16/11/2025 |MIDTERM EXAMS
Week 9 19.11.2025 |Developing Game Concept 1,2,3
Week 10 26.11.2025 |Developing Character for Game Design 1,2,3
Week 11 3.12.2025 |Developing Environment for Game Design 1,2,3
Week 12 10.12.2025 |Developing Mechanism of Game Design 1,2,3
Week 13 17.12.2025 |Developing Interface for Game Design 1,2,3
Week 14 24.12.2025 JAnimation for Game Design 1,2,3
Week 16 03-11/01/2026 |FINAL EXAMS
. . Weight in Weight in
Date .
Evaluation Tool Quantity Total (%) Semester Evaluation (%)
Final Exam 1 03-11/01/2026 60
Semester Evaluation
Evaluation Midterm(s) 1 8-16/11/2025 40
Tools
Quiz(zes)
Project(s)
Homework(s)
Other
Evaluation Tool Quantity Student Evaluation Tool Quantity Student Workload Hours
Workload
Hours
Theoretical lecturing hours (TLH) 13 39 Homework
TLH self study 13 100 Project 5 15
Quiz (Q) Presentation 1 10
Q preparation self study Seminar
Laboratory (L) Tutorial
L preparation work
Midterm exam (ME) 1 1 Final exam (FE) 1 2
ME preparation self study 1 4 FE preparation self 1 12
TOTAL : 183
Recommended ECTS Credit (Total Hours / 30) : 6,10
1
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EUROPEAN UNIVERSITY OF LEFKE- "Faculty of Communication Sciences""
Digital Game Design and Visual Communication Design

SYLLABUS
2025-26 Fall Semester
Course Weekly
Course Code Course Name Course Hours | Credits ECTS Weekly Time Schedule

e AL
DGDE105- |Introduction to Computer Graphics -

VCDE151 |Introduction to Visual Communication Compulsory 212 3 S Friday 09.00-13.00
Prerequisite Prerequisite to
Course Lecturer|Merve Giveng Ozerdem Office Hours
E-mail mozerdem-lau@eul.edu.tr Schedule
Phone Office / Room No
Course To acquire the fundamental knowledge necessary for the creation and development of computer graphics. An introduction to basics of the creative and design processes (2D-

Obijectives  |3D).

Develops concepts and create creative works in 2D and 3D design programs.

gﬁ?g;:ei Use Technic and academic knowledge accumulated in Principles of Design and Design Elements.
Analyzes visual elements and develops their own visual elements for game design.
PO1: 5 PO7:5 (1) Strongly disagree;
PO2:5 PO8: 3 (2) Disagree;
Programme PO3:5 PO9: 3 (3) Neither agree nor disagree;
Outcome |55, 5 PO10: 3 () Agree;
Relations PO5:3 (5) Strongly agree.
PO6: 3
Textbooks 1)/Salomon, D. (2011). The Computer Graphics Manual . Springer.
and/or 2|Diamond, M., & Zeegen, L. (2010). Complete Digital Illustration: A Master Class in Image Making .
References 3
WEEK Date TOPICS
Week 1 26.09.2025 |Introduction to Computer Graphics 1,2
Week 2 3.10.2025 [|Introduction to Computer Graphics 1,2
Week 3 10.10.2025 |Basics of Computer Graphics 1,2
Week 4 17.10.2025 [Principles of Design 1,2
Week 5 24.10.2025 |Principles of Design 1,2
Week 6 31.10.2025 [Principles of Design 1,2
Week 7 7.11.2025 |Principles of Design
Week 8 8-16/11/2025 |MIDTERM EXAMS
Week 9 21.11.2025 |Introduction to Polygon Modeling 1,2
Week 10 28.11.2025 |Introduction to Polygon Modeling 1,2
Week 11 5.12.2025 |Introduction to Polygon Modeling 1,2
Week 12 12.12.2025 |Introduction to Polygon Modeling 1,2
Week 13 19.12.2025 |Introduction to Polygon Modeling 1,2
Week 14 26.12.2025 |Introduction to Polygon Modeling 1,2
Week 15 03-11/01/2026 |FINAL EXAMS

. . Weight in Weight in
Evaluation Tool Quantity Date Totagl (%) Semester E\?aluation (%)
Final Exam 1 03-11/01/2026 50
Semester Evaluation
Evaluation Midterm(s) 1 8-16/11/2025 40
Tools Quiz(zes) 1 - 10
Homework(s)
Project(s)
Other
JEvaluation Tool Quantity Student Workload  |Evaluation Tool Quantity Student Workload Hours
Theoretical lecturing hours (TLH) 13 — 36 Homework
TLH self study 13 9 Project 2 10
Quiz (Q) Presentation
Q preparation self study Seminar
Laboratory (L) Tutorial
L preparation work
Midterm exam (ME) 1 1 Final exam (FE) 1 2
ME preparation self study 1 4 FE preparation self study 1 8
TOTAL: 153
Recommended ECTS Cr’e'dit (Total Hours / 30) : 5,10

L
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;f-""‘"‘"»q’ EUROPEAN UNIVERSITY of LEFEuWty of Communication Sciences"
i /‘D“ "Visual Communication Design - Digital Game Design" Program
aw, 5 SYLLABUS
e 2025 - 2026 Fall Semester
Weekly
Course Code Course Name Course Type] Course Hour| Credit ECTS Weekly program
TjulL
chElOlllDGDE Design Principles Compulsory| 3| 2| 0 6 7 Monday: 13:00 - 15:50
Prerequ - Prerequest course - Date Preparec?4.09.2025
Lecturer Lecturer Ziihre Ozer Class Size
E-mail zozer@eul.edu.tr
Office Hour [Monday:11:00-12.00/Tuesday:13:00-14.00
Asst.to Lecturer |- Office/Room]Communication Sciences Faculty/No. 8
E-mail - Telephone |-
This course introduces the basic elements and principles of design such as balance, contrast, rhythm, hierarchy, and unity. Throl
Catalogue
o theoretical and practical exercises, students learn how to create effective visual compositions. The course encourages experimer|
Description critical analysis, laying a foundation for more advanced design work.
This course introduces students to the core principles of design, providing both theoretical understanding and practical skills. Stui
Course Objectivefexplore key concepts such as balance, contrast, hierarchy, and composition, applying these principles across various design proj
visual layouts to user interfaces and product design.
LO1 |Apply foundational design principles like balance, contrast, unity, and hierarchy in various design contexts.
Learnin LO2 |Create visually cohesive and functional designs that communicate effectively with an audience.
g - 3 P -
Outcomes |03 JAnalyze and critique design work, identifying strengths and areas for improvement.
LO4 |Utilize color theory and composition to enhance the visual appeal and clarity of design projects.
LOS |Refine design concepts through iteration, testing, and feedback to achieve optimal outcomes. |
PO1 |5 PO6 1 (1) Strongly disagree;
Programme  1pg) |4 PO73 (2) Disagree;
Outcome  {p03 3 pog 2 (3) Neither agree nor disagree;
Relations PO4 |2 P09 2 (4) Agree;
POs 12 PO102 .
1 _|"Universal Principles of Design" by William Lidwell, Kritina Holden, and Jill Butler
Textbook and/or 2 |"The Elements of Graphic Design” by Alex W. White
References 3 "Gr_a\phlc Deggn: The New Basics” by Ellen Lupton and Jennifer Cole Phillips
4 _|"Thinking with Type" by Ellen Lupton
5 |"Interaction of Color" by Josef Albers
WEEKS Date TOPICS Reference No - Section
"HHN =+ %DODQFH 'HQJH
1 Week 22/00/2025 I;:;i:;e: Balance as the equal distribution of visual weight (symmetrical, asymmetrig 12
Practical: Create a composition exploring different types of balance.
‘HHN + (PSKDVLV 9XUJX
2.Week 29/09/2025 /HFWXUH (PSKDVLV DV WKH IRFDO SRLQW RI GHV| 1.2
Practical: Design a layout where one element stands out clearly.
‘HHN + 8QLW\ %LUOLN %+W+QO-*N
3.Week 06/10/2025  |Lecture: Creating harmony and cohesion among all design elements. 1.2.35
Practical: Develop a poster where all parts contribute to a unified whole.
‘HHN + 3URSRUWLRQ 6FDOH 2UDQ gOoHN
4.Week 13/10/2025 Lecture: The relationship of size between elements and overall composition. 1.2
Practical: i with exaggerated and realistic proportions.
"HHN + SHSHWLWLRQ 5K\WKP 7HNUDU S5LWLP
5.Week 20/10/2025 Lecture: Using repeated elements to create rhythm, movement, and consistency. 1.2.3
Practical: Produce a design with a rhythmic pattern.
"HHN + ORYHPHQW +DUHNH
6.Week 27/10/2025 /HFWXUH 9LVXDO SDWKZD\V WKDW GLUHFW WKH Y| 1.2
Practical: Create a composition that leads the eye in a specific flow.
:HHN * &RQWUDVW .RQWUDVW =0WOON
7.Week 03/11/2025 Lecture: Differences between elements (color, size, shape, texture) to create impad 1.2
Practical: Apply strong contrast in a design to highlight differences.
8.Week 08-16/11/2025 |Mid Term Exams
"HHN * KLWH 6SDFH %RU $ODQ %H\D] $ODQ
9.Week 17/11/2025 Lecture: The role of empty space in focus, clarity, and balance. 1.2
Practical: Design a minimalist composition using negative space effectively.
‘HHN + +LHUDUFK\ +L\HUDUUGL
10.Week 24/11/2025 Lecture: Organizing elements to indicate importance and reading order. 1.2
Practical: Create a page layout with clear visual hierarchy.
THHN + 3UR[LPLW\ +DUPRQ\ <DNOQOON 8\XP
11.Week 011272025 Lecture: Placing related elements close together; ensuring stylistic harmony. 12
‘HHN + $SSOLHG 3URMHFW ,
12.Week 08/12/2025 Practical: Apply at least 3 principles together in one project.
‘HHN + $SSOLHG 3URMHFW ,,
13 Week 151212025 Practical: Redesign an existing work, focusing on strengthening weaker principles.
14.Week 2211212025 ‘HHN ES )LQDO 3QRMHFW 3U>HVHQWDWLRQ
Students present their final projects, applying all principles together.
15.Week 20/12/2025 ‘HHN * )LQvD.O BURMHFW BUHV.HQWDWLRQ
Students present their final projects, applying all principles together.
16.Week 03-11.01.2026_|Final Exams
" Weight on Final Weight in
Evaluation Tool Number Date Grade (%) Semester Evaluation (%
Final Fxam T 03-TT012026 50 50
Evaluation
Evaluation Tools Mid-term Exam 1 08-16/11/2025 40 20
Ouiz
Proiect(s)
Homework(s)
Laboratorv
Other 03-11.01.2026 10 10.0
= Tifelong Leamning ProgramiLP) [___Tanguage of the Cour| Endlish
Evaluation Tools Number Student Workload Hours Evaluauon Tools Number Student Workload Hours
Theory 14 28.0 Practice 14 28.0
| Mid-term Exam 1 25.0 Final Exam 1 50.0
Quiz Project
Laboratory Homework
Workshop |Seminar
Field Study |Presentation 20.0
Other 10.0 |Personal Study 28.0
TOTAI 189.0
Recommended ECTS Credit (Total Hour /; 7




