i. Theory of Reinforcement, Cognitive Dissonance, Regret, Human Cognitive System, and Fun
ii. Design of choices, goals, structure, flow, characters, play elements, game rules, interface, 2D versus 3D, audiences, etc

i. Vectors (operations)
ii. Matrices (Transformations)
iii. Collision Detection (Bounding box, and R-trees)

iv. A* Search

v. Conditional Probability

vi. Finite State Machine
vii. Animation
viii. MMOG

