
 1 

HONG KONG BAPTIST UNIVERSITY 
COURSE SYLLABUS 

 
1. COURSE TITLE 
 Selected Topics in Psychology of Digital Games 
  
2. COURSE CODE 
 GAME4055 
  
3. NO. OF UNITS 
 3 
  
4. OFFERING DEPARTMENT 
 Department of Interactive Media 
  
5. PREREQUISITES 
 Nil 
  
6. MEDIUM OF INSTRUCTION 
 English 
  
7. AIMS & OBJECTIVES 
 This elective course introduces selected topics related to the psychological aspects of 

digital games. Students will learn how to apply psychological theories and research on 
digital games in their personal and professional lives. This course provides an 
opportunity for students to conduct empirical research project(s) on psychological 
topics in digital gaming. By the end of this course, students should gain a deeper 
understanding of scientific research in the psychology of gaming. This course targets 
year 2 & 3 students, but year 1 & 4 students are welcome. 

  
8. COURSE CONTENT 

 
 1. Introduction to selected topics in psychology of digital games  

2. Game genres  
3. Violent video games  
4. Prosocial video games  
5. Digital games and individual differences  
6. Gaming motivations and gratifications  
7. Esports psychology 
8. Gaming addiction 
9. Game-based learning 

  
9. COURSE INTENDED LEARNING OUTCOMES (CILOS) 
 CILO By the end of this course, students should be able to: 
 CILO 1 Describe the context of psychology of digital games 
 CILO 2 Explain the implications of psychology of digital games 
 CILO 3 Apply psychological theories and research on digital games to students’ lives 

and work 
 CILO 4 Conduct psychological studies of digital games using social science research 
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methods 
  
10. TEACHING & LEARNING ACTIVITIES (TLAS) 
 CILO No. TLAs 
 CILO 1 & 2 Lectures on selected topics of psychology of digital games 
 CILO 2, 3, & 4 Tutorials for class discussions and peer evaluations of research 

projects 
 CILO 2, 3, & 4 Research project(s) on psychological aspects of digital games 
  
11. ASSESSMENT METHODS (AMS) 

 
Type of 
Assessment 
Methods 

Weighting 
CILOs 
to be 
addressed 

Description of Assessment Tasks 

 Class 
participation 

20% CILO 
1-4 

Participation is based on an assessment 
of students’ contribution to class 
activities and discussions. 

 Presentations 40% CILO 
1-4 

Presentations are developed to present a 
specific topic in digital games by 
employing psychological theories. The 
metrics used to evaluate students’ 
presentations include content, 
organization, and presentation strategies. 

 Written reports 40% CILO 
1-4 

Written reports are designed to assess 
students’ ability to apply psychological 
approaches when writing about digital 
games. The metrics for evaluating 
students’ written reports include content, 
organization, and writing style. 
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