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In this course, where the concept of game and player experience will be examined in detail, students will
gain knowledge in the field of game experience and basic game design concepts. In addition, the usability
principles in games that the students can benefit from in the design processes will also be taught and
applied.

The course will provide students with an introductory knowledge of the field by bringing a fundamental
approach to the existing playground. In addition, beyond the basic concepts, the field of player psychology
will be mentioned, and how games create experiences will be analyzed theoretically and practically. This
course teaches students the fundamentals of game psychology and fundamental concepts such as
cognitive abilities, memory, and attention. It also includes game-oriented topics such as attachment
theories, entertainment, user experience, game experience, game heuristic effects, gamification, and flow
theory.
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1 Introductory Course - Introduction to the course materials
2 Inspecting the play

3 Inspecting the game

4 Game elements and mechanics

10/24/2025 7:39:59 AM



Week

Weekly Contents

5 Psychology and Games | (Perception)
6 Psychology and Games Il (Memory)
7 Psychology and Games Il (Attention)
8 Psychology and Games IV (Motivation)
9 Psychology and Games V (Emotion)
10 Presentation Week
11 Hero's Journey and Player Journey
12 The field of HCI, User Experience & Usability
13 Player Experience (PX)
14 Final Project
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