
Course programme 

Course code 

IFI7333.DT 

COURSE TITLE  

Psychological Aspects of Game Design 

ECTS credits: 
4 ECTS 

Amount of contact 
lessons: 21 

Teaching semester: 
fall 

Assessment form:  
assessment 

Course objectives: To provide a systematic overview of basic psychology that are 
relevant for game designers. Topics include basic-, developmental 
and educational psychology. 

Brief description of 
course content: 

(including the 
description of the 
independent work) 

This course offers basic knowledge about human psychology with 
the emphasis on development, learning and teaching. Topics include 
cognitive processes and motivational-emotional processes 
development, interrelations, regulations and specialities in the 
context of developmental environment. 

Students will have to research all the topics according to a specific 
age group and develop a game concept for them at the end. 

Learning outcomes: After the successful completion of the course, students will have the 
knowledge about basic psychology: cognitive and emotional 
development; emotional regulation; social psychology; educational 
special needs; 

Students are able to apply this knowledge in the process of 
developing games. 

Assessment methods: 

 

The grade will be compiled of different home assignments and 
presentations. Each of the homework gives 10% of the final grade 
and the final presentation 50%. 

Lecturer(s): Triinu Jesmin 

Course title in 
Estonian: 

Mängu kavandamise psühholoogilised aspektid 

Prerequisite course(s): - 

Compulsory literature: 
 

- 

Replacement literature: Please note that it is not possible to pass the course only on the base 
of replacement literature. 



 Soderstrom, N. C., & Bjork, R. A. (2015). Learning versus 
performance: An integrative review. Perspectives on Psychological 
Science, 10(2), 176-199.  

Participation and exam 
requirements: 

Home assignments are prerequisites to the exam. All home 
assignments have to be submitted prior to the exam. 

Independent work: Students will have to research all the topics according to a specific 
age group and develop a game concept for them at the end including 
the previous results. Several independent assignments that have to 
be completed for the exam. If the deadline is missed only half the 
credits will be rewarded.  

Grading criteria scale 
or the minimum level 
necessary for passing 
the subject:  

The evaluation criteria: 

A - All the topics handled in class are incorporated accordingly to 
the age groups into the final presentation. 

B - Some of the topics are incorporated to the final presentation.  

C - Topics included are not aligned with the assigned age groups.  

D - Some topics included but not aligned with the age groups 

E - Few topics included but not aligned with the age groups 

F - Not enough topics included and not appropriate for assigned age 
groups 

Information about the 
course: 

(Topics by contact 
session, deadlines of 
independent works and 
exams/assessments 
times) 

 

04.09.19  
15:45 - 18:00 

Introduction to course. Introduction to 
psychology. 
Students will be divided into groups 

11.09.19  
15:45 - 18:00 

Cognitive processes. Cognitive load theory 
Development of concepts, cultural differences - 
Võgotsky 
Homework 1. 

18.09.19  
15:45 - 18:00 

Basics of social psychology. “How to win friends 
and influence people” - influence psychology, 
body language 
Homework 2. 

25.09.19  
15:45 - 18:00 

Basics of developmental psychology. 
Homework 3. 

02.10.19  
15:45 - 18:00 

Emotions and emotional regulation. 
Special needs students. 



Homework 4. 

09.10.19  
15:45 - 18:00 

Psychology of Personality. Individual differences. 
Homework 5. 

16.10.19  
15:45 - 18:00 

Exam - presentation of your project 

 

 

Teaching Unit in 
charge: 

School of Digital 
Technologies 

Course programme 
is prepared by: 

Triinu Jesmin 

Date: 03.07.19 

The course program is registered in the academic unit: 

Date: 21.08.2019 

Name of academic 
coordinator: 

Kristi Oikimus 

 


