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HARRY POTTER EVRENININ OYUNLASTIRILMASINDA SINEMASAL
ANLATI VE GORSEL ANLATININ ANALIiZi: HOGWARTS LEGACY
ORNEGI
OZET
Fatih Oztiirk

Bu arastirmanin amaci Harry Potter evreninin oyunlastirilmasinda sinemasal anlati
ve gorsel anlatinin analizinin yapilmasidir. Fantastik edebiyatin en ¢ok okunan
orneklerinden birisi olan Harry Potter eseri hem filme hem de dijital oyunlara
uyarlanmistir. Bu arastirmada Harry Potter evreni sinemasal anlat1 ve dijital oyun
iliskisi acismdan Hogwarts Legacy oyunu iizerinden incelenmistir. Oyunlar
sinemasal anlat1 baglammda degerlendirildiginde ekonomik ve teknik unsurlarm da
estetik bir {lirlin yaratma istegi kadar belirleyici oldugu goriilebilmektedir. Buna bagh
olarak Harry Potter filmlerinin izleyiciler tarafindan ilgi gérmesi, oyununun da
begenilecegi diisiincesini olugturmustur. Teknolojinin gelismesiyle dijital oyunlarin
yapmmmi da sinemasal anlatinin bu yapimlarina eklemlenesini kolaylastirmustir.
Hogwarts Legacy incelendiginde oyunun baslangi¢ boliimiiniin tam olarak bir sinema
filmini andirdig1 belirlenmistir. Bu c¢alismanin 6rneklemini olusturan Hogwarts
Legacy sinemasal anlati dogrultusunda betimleyici igerik analiziyle incelenmistir.
Elde edilen bulgular betimleyici analiz ile yorumlanmustir.
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ANALYSIS OF CINEMATIC NARRATIVE AND VISUAL NARRATIVE IN
GAMIFICATION OF HARRY POTTER UNIVERSE: HOGWARTS
LEGACY EXAMPLE

ABSTRACT

Fatih Ozturk

The aim of this research is to analyze the cinematic narrative and visual narrative in
the gamification of the Harry Potter universe. Harry Potter, one of the most read
examples of fantasy literature, has been adapted to both film and digital games. In
this research, the Harry Potter universe was examined through the Hogwarts Legacy
game in terms of the relationship between cinematic narrative and digital game.
When games are evaluated in the context of cinematic narrative, it can be seen that
economic and technical elements are as decisive as the desire to create an aesthetic
product. Accordingly, the fact that the Harry Potter films attracted the attention of
the audience created the idea that the play would also be appreciated. With the
development of technology, it has made it easier to create digital games and integrate
cinematic narrative into these productions. When Hogwarts Legacy was examined, it
was determined that the beginning of the game resembles a movie. Hogwarts
Legacy, which constitutes the sample of this study, was examined with descriptive
content analysis in line with the cinematic narrative. The findings obtained were
interpreted with descriptive analysis.
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