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SUMMARY

This workshop will highlight the experiences ofeaschers
and practitioners who are investigating and designi
games in the growing field of ethics and gameghinfirst
half of the workshop, we will lead a discussion st
practices for designing and studying games thablerihe
practice of ethical thinking and reasoning skilge will
also evaluate possible methodologies and challerfiges
assessing ethics in games. Finally, we will discetsscal
considerations surrounding the development of gaamels
gamer communities. In the second half of the wasksh
participants will engage in a series of hands-otivities
designed to put into practice many of the issussutised
earlier. These activities will include exercises game
design as well as game analysis.
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INTRODUCTION

What are the challenges of ethical game design thad
potentials of expressing values through play? Etiscthe
practice of enacting choices and moral judgmerctueve
the life of a good human being [1]. Games and satihs
can be rich, authentic playgrounds for the praabtthese
ethical choices, as they offer the ability to iterand reflect
on multiple possibilities and consequences, anéftect on
decisions and their outcomes [2]. As such, edusator
researchers and developers are beginning to cantide
efficacy of using games to support ethical reagprand
character development, to inspire social actio &nre-
evaluate what games can do. This workshop will esklr
the issues and challenges in this burgeoning field
research and development, which can be broadiypetfas
the study of using games to support ethical thigkin
reasoning, and reflection, as well as the ethivgllications
of game development choices, design possibiliteasg
distribution methods.

Henry Jenkins, in the MacArthur Foundation Whitegrap
“Confronting the Challenges of Participatory Cudtlircites
ethics and ethics education as a top challengeoftay’s
youth. He argues that there is a “breakdown ofiticathl
forms of professional training and socializatiomattimight
prepare young people for their increasingly publiles as
media makers and community participants” [3]. Aligb

young people are becoming media creators as well a

consumers, they are not acquiring the approprittead
norms and professional practices, nor do they wwhaled
how to apply ethics, make decisions or reflecttwirtown
ethical behavior [3]. Mastering this type of thingi is
essential for full participation in “public, commity
creative, and economic life” (New London Groupgditin

[3D-

Further, games are a particularly compelling méddiathe
study and practice of ethics because of the vetyraaf
their design. They provide an authentic contenthiwit
which to practice and experience ethical dilemmad a
critical thinking and decision making. Moreover,nuzs
themselves are the site of ethical controversystipm®ing,
and confusion, particularly because of their stassnew
media. In particular, they have been the centea &t of
media attention as a causal factor of a lot ofetgtd ills,
including youth violence, child obesity, and social
alienation [for an overview of recent media coveragfer

to 4]. While many are worried about the “effectd” this
new medium, for good or for bad, the truth is, veah to
develop a deeper understanding of the ethics of
videogames, and through this, begin to explore the
relationships between games, the activity of plgygames,
and the affordances of this medium for expressing a
communicating ideas.

Playing games also frequently involves social and
interpersonal experiences which can have ethical
ramifications. According to the Pew Report, “63%teéns
who play games report seeing or hearing ‘peoplengei
mean or overly aggressive while playing,” and 4%port
seeing or hearing ‘people being hateful, racistsexist’
while playing” [5]. On the other hand, Pew repotist
“85% of teens who report seeing these behaviorsralsort
seeing other players being generous or helpful evhil
playing” [5]. By situating games in the ethics diacse and
posing them as space for the practice of ethicsedinidal
thinking, games can be both a versatile site oflystand
unique window into culture and humanity. In facthem
used as a transformative tool, videogames can empow
people to learn what it means to live ethically dmiv to

go about doing so.

GOALS
In the first part of the workshop, we will discussd share
gase studies and stories from experiences in degigmd
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studying games that enable the practice of ethiiaking 5. Lenhart, A., Kahne, J., Middaugh, E., Macgill, BEvans,

and reasoning skills. We will also evaluate possibl C. and Vitak, J. (2008). Teens, Videogames, andc€&iv
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development and promotion of games, as well as theand-Civics.aspx

representation of race, culture, gender and ethynici
games. Further, we will highlight the experienced an
primary challenges of researchers and developers avh
expressing values through games and engaging inakth
game design.

In the second half of the workshop, participantt eigage
in a series of hands-on activities designed to iptw

practice many of the issues discussed earlier dk ase
increase participants’ ethical, empathy and reflect
abilities. These activities will include exercisas game

6. Flanagan, M., Belman, J., Nissenbaum, H. ananDig
J. A Method for Discovering Values in Digital Games
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