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l,angııiıge of iııstrtıclioıı Tıırk ish

Credit

Nrımber of ECTS credits

Mode of deliveı_ı ()n linc

Objectives of the course This is a course focused oıı gaining knowledge about basic graphics and
animation programs and creating interactive animaİions in order to
develop con]puter-assisted instructional software.

course content

Course content covers tl]e following topics in general: Creating graphics
and bitınap inıages. rrorkiııg \\ith text. audio and video. using symbols
and la)cfs. pertbrnıing tiıneline aııd tweening operations, using nasking
teclıııiques^ producing aniınations, creating and managing ınovie clips,
working on basic actions for interaction. producing advanced interactions
usiııg programmiııg languages.

Name of lectufeı Assoc- Prof . Dr. Seıniral Öncü e-ıııai]: senı ira] 7i.gnıail.coıı,ı

Assistants

Internship

Resources

Chun, R. (2022). Adobe Animaıe Classrorım in a Book. Addison Wesle1
lSBN: 0l37623585

'I'ype ofcourse unit Studeııts are expected to attend the classes with their own computers

Planniıg learning activities
and teaching ınetlıods

Assessment methods and crileria EcTs aIlocated based on shıdent workload

In-term studies Qtıantity
Perce
ntage

(%)

Activities Quantity* Duration Total workIoad
(hours)

N{ id-leı,ıııs ,10 corırsc clııı,atitrıı l] ] 28

Qııizzes
Hours lor otf-the-

course stud\

|1

Assi!:ıüııreıt l
-)

Attendaııce Fiııa l exanıs l
,1 1
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Seı]restef

Prereqııisites and coreqı,tisites

M id-terırıs

e-nıa i]:

I



Practice Total workload (hours): 60

Project Nunıber of ECTS credits: J

Fiıral eraıı
]

(ı0

1 Explains why and for what purposes animated and interactive objects can be
used in education.
Uses visual design principles while preparing animaıed and interacti!e
objects.
Uses symbols when working with objects; interprets the library feature that
is frequently used in nraterial development prograıns and uses it wlıen
necesSary.
Uses layers effectively.

[s aware ofthe concept of timing in animation and uses the timeline
effectively.
Interprets the dilferences between creatiııg lrame-by-frame animations and
creating tweens,
Distinguishes betu,een tweeıı creation methods and uses all kinds of tu,een
ınethodS.
Designs advanced animations with the help ofthe bone tool.

. Knows and applies basic prograııming coıımands and techniqııes used in
the preparaİion of aniınaİed and interactive objects.

l0. Explains the dif}'ereııces benveen project files and published files.

l l. Understands and pı,ovides the necessary pub|ishing conditions fbr the
eff'ective ı.ıse ol'aı,ıiıııaled and interactive objects on online and ollline

Steıı,]s

Resources
I

presentation ofthe course. l'lıe ııse olanimation in education.
] Cen iııg ıo kııuır .\dtıbç.\ııiı]]i!ıc.
_) Drarr ing basic shapes.
+ Coing beyond basic shapes
5 Use of 1c bo ls.

6 Creaıing fraıııe- bv- fram e aı,ıimatioııs
1 Creatinq animation ıi,ith Shape Trveeı ıııethod
ıJ Creatinq an iınation rr ith C ]assic -frr eeı ııetho,,]. working \\ ith button

ıı,ı bo ls,
9 Adding interaction with d,ıe help o1'Javascript. Javascript basics.

Work ı.vith ıaı,iables
l0 U sing fuırctions. Worki ng with objects iı the scene.
ll L]sing Classes.
l2
lj Working with video obiects.
]4 Adding interaction with the help ofJavascript. (Video control with the

help ofCode Snippeıs), Adding inıerse kineıılatic actions with the
help of the bone tool.
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Topics

I

I

Wolking with şound objects.

I

Coıtribııtion of leaming
otıtcoııles to progranr outcome


