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Abstract: 
 

This research is focused on the incorporation of an ethics gamification platform (ex: 

EthicsGame) into traditional business school course syllabi and course delivery.  The 

study seeks to examine the effectiveness of gamification in the business classroom. 

Specifically, it focuses on the hypothesis that when ethical education modules are added 

to traditional business non-ethics classes, a gamified-simulation platform integrated in the 

course teaching is a more engaging tool for younger students which in turn increases 

course engagement, understanding of potential ethical dilemmas related to the course 

topic and future application of the ethical lessons. A survey tool was used to assess 

students’ desire to integrate ethics simulations and gamification into traditional syllabi in 

courses like data analytics as well as other traditional business school concentration areas 

like marketing, accounting, finance, sales, and management, as well as the outcomes 

related to the incorporated tool.  Participating students were surveyed on their interest of 

integrating modules using a gamification platform that focuses on applied, situational, 

and role-based ethics education in data analytics and traditional business areas as well.  

While the integration of ethics gamification and simulation modules is relatively new in 

university/academia, the ethical dilemmas in data analytics have been making regular 

national news headlines for the last few years and have become a part of our modern 

technological culture that we can no longer ignore in educating future generations.  

Planting the seeds of ethical frameworks in the minds of our next generation business 

leaders and managers will affect positive change as they grow in their careers and in turn 

affect the careers of those following them.  If we can inspire a generation of leaders to 

raise their standards on understanding and applying business ethics then the university, 
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companies, and students all create an improved downstream ecosystem for what is 

hopefully the next wave of increasingly ethics educated students. This study’s findings 

increase the body of research on the topic of how to effectively build a comprehensive 

ethical framework and foundation using a modern technique that meets this generation of 

students where they have grown up, in a gamified world.  
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Introduction: The Emerging Trend and Importance of Data 
 

Since the first affordable and mass-produced personal computer in the late 1970’s-80’s 

with IBM and Apple, structured and unstructured data has been slowly accumulating into 

rich data reserves used for predicting future behavior.  From the beginning until the 

1990’s, the annual growth rate of data production was at a near constant of 40% however, 

in the late 1990’s this production rate increased to 88% and most recently estimated 

production in 2020 was found to be 44 times larger than just ten years prior (Odom and 

Massey, 2003, Khan et al, 2014).  To store this accumulating data, the advances in 

magnetic disk technology has severely decreased the cost and enabled rapid data growth.  

To handle this growth and storage of data, there has been an upsurge of enormous data 

centers throughout the United States.  These data centers have made it possible for both 

individuals and businesses to rent or lease digital storage as well as the needed computing 

capacity through clustered computing systems.  This has even further fueled the rapid 

growth of data accumulation, since there are no longer massive fixed costs involved in 

grand scale computing systems and analysis. Companies that have emerged in the last 10-

20 years like Amazon and Google have grown their business models substantially by 

offering cloud data storage and computing systems as a service, while others like 

Youtube, Netflix and Redbox have taken down entire entrenched business sectors by 

using data and digital storage of movies/shows to predict customer interests with machine 

learning analysis of massive customer data sets (Bryant, Katz, & Lazowska, 2008).  

According to some recent estimates the growth of data in recent years is exceeding 

estimated rates as Google is processing globally more than 40,000 search queries every 

second (on average), equaling a massive 3.5 billion searches per day or over one trillion 
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per year (Heshmore.com, 2017).  By 2013, Facebook had 1.1 billion active users and 

even a single data cluster in a Facebook data center contains 100 petabytes of data which 

has steadily grown since (Scott & Bracetti, 2013; Metz, 2013).   Even in the social 

sciences (as opposed to the more formal information technology or computer science 

disciplines) there is an increasing use of big datasets and an ever-growing need to expand 

ethical frameworks as datasets get larger and algorithms used to analyze them improve, 

the cost to intrude on privacy has radically lessened ensuring an inevitable concern 

(Fairfield and Shtein, 2013). 

Data Analytics and Ethics: 

Since the natural technological growth of the ‘Big Data’ sub-topic has accelerated 

dramatically in the last few years across all industries, so has the topic of data and digital 

ethics, particularly within mathematics and computer science.  The amount of literature 

on the topic of digital ethics has grown substantially seeing a significant (4X) spike in 

general publications on the topic as well as a 7X multiple in math and computer science 

since the financial collapse and recession of 2007-8 through 2016 (Mahieu et al, 2018).  

Even in higher education, the massive growth of online education options has enabled 

passive collection of vast amounts of very granular data from students, faculty, staff and 

class interactions.  No matter the discipline, the primary driver of ethical dilemmas 

concerning big data is data privacy, or the individual’s expectation of privacy with their 

data collected (which is where properly detailed informed consent comes into play as 

well).  Students being trained and taught how to be ethical in the world of data analytics 

after graduation from university need to understand (or simply better understand) the 

complicated ethical world that they will be walking into.  Also in this new world of big 
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data, it is imperative that students understand there are currently three categories of big 

data stakeholders: big data collectors, big data utilizers, and big data generators (Zwitter, 

2014).  People in all three of these categories face very different ethical dilemmas on a 

daily basis because of the definition of their role in big data and its interaction with 

society.  A key for students and educators to understand the distinct difference in 

categories is that amongst the three stakeholder groupings, power is innately relational, 

using the network definition of power (Zwitter, 2014).  Whether the students later work 

for companies that generate, collect, or utilize data, they will need to be put into decision 

making roles early on in their education to determine if their thought processes around 

data ethics needs correction or further focus.   

There has been research comprised solely to initiate discussion around ethical 

awareness with big data in order to foster students, instructors, the institution/enterprise, 

parents, and policy level stakeholders to communicate their roles and value of data at 

each respective level (Xiaojun & Ying, 2016). There has also been significant research 

around the challenges in the big data field, including of course privacy concerns and then 

the general shortage of properly trained data analytics professionals.  Lee (2017) found if 

the shortage of data analytics professionals continues to grow at the rate it has, 

universities will also have to develop analytics training not just for their own students but 

also for companies to develop their already existing workforce into those analytics roles. 

Lee also found that besides privacy concerns, inferior security issues build user 

resistance, institutional reputation damage and financial losses which in turn all create 

natural ethical dilemmas that the students are going to be deeply involved in and need 

situational or applied ethical education to be properly prepared.  
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However, using traditional ethical approaches and teachings in the world of data 

analytics leads us to a privacy centered world of data mining with practical measures and 

legislative protections that when combined allow for protection of the least advantaged 

and the greatest benefit for all stakeholders (Cory Robinson, 2015).  There is also the 

debate on value derived from big data and if it is worth more than the concerns it 

presents, although researchers recognize that realizing value is a complex and ever-

changing process that involves many dimensions and goes outside of entities.  Günther et 

al, (2017) found that organizations need to endlessly re-calibrate practices, models, and 

stakeholders to realize true organizational level value form Big Data analytics.  They also 

determined two key features of Big Data that influence how organizations realize value: 

portability and interconnectivity, each with their own ethical concerns as well as 

informed consent issues. Others, like Fairfield and Shtein (2013) have found that the 

structure shift concerning ethics in social sciences has redefined the moral use of data 

since big data doesn’t align well with the individual’s rights and responsibilities and 

further attention is much needed.   

From the ethics perspective on big data, two lawyers (Robinson and King, 2014) 

came at the subject albeit with a legal lens but one that considers public policy and the 

growth potential we as a society face concerning the subject.  They ultimately 

summarized that as we form this new digital centered society, the morals, ethics, and 

cultural values we create are foundational building blocks that will define us as a 

generation for decades to come.  Fairfield and Shtein, (2013) found that the massive big 

data size of modern datasets has created a growing concern revolving around researchers 

and companies securing consent from each individual and finding it impractical for cost 
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reasons, so it is not pursued but the datasets are still used.  Failing to educate and inform 

the humans involved in the automation of data generation, collection, utilization and 

analysis on the ethics and morals of privacy, transparency, respect for identity, freedom 

of decision, and the future unintended use of stored data then we are creating a future that 

is ripe for mass unethical, illegal and immoral uses of data well beyond the likes of the 

recent Cambridge Analytica and Russian social media fiasco (Robinson and King, 2014).  

The argument of costs disintegrating the nature of informed consent due to the raw nature 

of how big aggregated data sets are in today’s world is also an ongoing concern.   

Although the corporate fixation on innovation, constant urgency, and 

monetarization of data is the core of our capitalist structure in the United States, 

forgetting that those come embedded with ethics and morals will create a perfect storm of 

ingredients for politics to take over ethics in an extreme measure in either direction.  

When pursuing the greatest benefit of this data age is left to politicians who don’t 

understand the internet, let alone the fragile art of balancing restraint and long-term 

strategy with profit seeking and speed to market.  The ever-increasing rate of 

accumulation and collection of big data has fundamentally challenged the long time 

methods of framing ethical principles and today’s students need modern flexible methods 

of role based ethics to properly apply the ethical frameworks and preserve core principles 

(Fairfield and Shtein, 2013).  As we grow the legal policies surrounding the massive 

growth of data, the current generation of educators and leaders needs to remember that 

reality based applied ethics and moral training is the cornerstone to educating the next 

generation of business, non-profit, education and political leaders which benefits greater 
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society significantly more than simply taking an ethics course as an undergraduate and 

forgetting the subject matter shortly thereafter. 

The EthicsGame Simulation theories: 
 

As educators attempt to bring these big data ethics concerns to the attention of their 

students, we need to find useful tools to help students engage and understand the issues at 

hand.  One such example of a classroom tool for this purpose was created by Catharyn 

Baird, J.D., a professor of business, emeritus, from Regis University whom developed a 

family of simulations named ‘EthicsGame’ that teach learners the four traditional ethical 

theories that are taught in business programs in terms of four ethical lenses. In the logic 

applied to the EthicsGame simulations, students are placed in a specific role and asked to 

determine the best reason for a particular ethical approach based on two different ethical 

theories. Baird’s research determined that all ethical theories have two over-arching 

conversations. The first is balancing the tension between rationality, using reason and 

logic to resolve ethical dilemmas, and sensibility, depending on intuition and the heart. 

The second conversation involves whether individuals should be privileged in the 

decision process or whether the community as a whole should be privileged. When the 

conversations were placed in a grid, Baird determined that the differences among the 

theories were based on which edge of the two continua were highlighted (Baird, 1996, 

2017). 

As students are placed in their roles, they are asked to apply the ethical criteria of 

the four lenses and notice the difference in both action and reasons for action that emerge. 

The first lens, the Responsibilities Lens (traditional deontology), emphasizes individuals 

using their reason to choose a path of action that allows them to live into their core 
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principles and responsibilities while ensuring that the act is done with care and concern 

for others.  Questions in the platform tied to this lens would revolve around what the 

individual’s personal reason for acting is as well as if the person would accept that same 

reason as justification for someone else doing the same act.  The second lens, the Results 

Lens (traditional consequentialism/utilitarianism), emphasizes individuals following their 

heart to choose a path of action that allows them to achieve good results for themselves 

and others. Questions from this lens would pivot on if the results of the action being 

taken would make the individual happy or if there are consequences that the individual is 

willing to accept because of the perceived benefit of the act (EthicsGame.com). 

The third lens, the Relationship Lens (traditional justice theories), emphasizes 

members of the community using their reason to create a fair system for members of the 

community, with an emphasis on protecting those without access to resources or power. 

In this lens the questions are more of an external concern, making sure that due process 

has been achieved as well as engaging questions of distributive justice, making sure the 

process is fair and everyone has been given an equal opportunity to succeed in the 

situation.  Finally, the fourth lens, the Reputation lens (traditional virtue theories) 

emphasizes members of the community following the lead of their hearts to determine 

what qualities of being are required for people living into various roles within their 

community. This lens uses questions centered on whether the actions of the ethical actor 

are consistent with the value system their community and demonstrates ethical excellence 

in the assigned role (EthicsGame.com). 

For purposes of this research, the Hot Topics Simulation™ interactive platform 

will be used to demonstrate how gamification can be used within an academic setting to 
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teach both ethical norms as well as how those norms are applied in typical business 

settings. The learner is assigned a role in a fictitious company and is faced with resolving 

a real-world ethical dilemma. EthicsGame provides an array of dilemmas where the 

individual can resolve dilemmas from the perspective of an individual contributor, a mid-

level manager, or a leader in the organization. For each problem, the student is walked 

through a series of decision steps as they use two different ethical lenses to analyze each 

real-world problem presented in the simulation (Baird, 1996, 2017; Litzky, 2012). 

The student’s decision path is designed like a traditional role-playing video game. 

The platform scores each candidate based on how accurate their answer chosen is per the 

role and lens they use to frame their response.  The end goal of the simulation is to 

increase ethical awareness in everyday decision making, no matter the discipline it is 

being applied to.  The simulation develops ethical decision-making skills such as 

gathering information and identifying proper stakeholders then exploring personal and 

community value systems and using accessible data to analyze and make an educated 

decision, always remembering to recalibrate and correct in future decisions, act with 

personal courage and pursue the common good.  Baird’s research was deeply informed 

by Jesuit pedagogical methods, and so, in true Jesuit manner, the platform promotes self-

reflection on responses to different actions and roles in the simulation and asks the 

individuals to reflect on what others might have done in the same situation (Baird, 1996, 

2017; Litzky, 2012). 

While EthicsGame has been designing and distributing ethics simulations for over 

12 years, and more than 500,000 learners have used one or more of their learning 

platforms, they have not had the opportunity to partner with an independent researcher to 
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explore the question raised by this proposal. They are aware of the differences between a 

video game used for pure entertainment and a simulation used for engaging learners in 

the educational enterprise. According to the principals, exploring both the intersections of 

engagement and the pedagogical constraints of simulations used to teach ethics will be of 

great value (EthicsGame.com). 

Integration of Gamification Platforms: 
 

On the gamification side of the table, there are also plenty of ethical issues for concern, 

especially the use of data derived from gamification platforms (specifically those used in 

education).  Since gamification is largely accepted as the utilization of digital processes 

from essential video game designs in a non-video game environment, the intersection of 

play and business creates conflicts and ethical concerns.  Gone is the day of the solitary 

young white male on one extreme of the body weight scale with the loner-antisocial 

personality as today’s average video game player is roughly thirty years of age with a 

nearly even gender split and even has a social network aspect tied in their video game 

experience (Seaborn and Fels, 2015).  This changing dynamic in personalities and age 

ranges shows a generational change and acceptance of the gamification platforms.  The 

next natural step to really integrate into the thirty-year old average players life is to show 

them through a gamified simulation experience how ethics and morals fit into the daily 

decision making they face.  If we can start this experience when the individuals are 

eighteen and continue throughout their collegiate days, we can continually affect their 

decision making as they take on more leadership and strategic roles in their careers.  

Initiating the desire to integrate ethics simulations and trainings when the students are 

young will benefit not only the student but the university and the companies that the 
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students work at after graduation. Ethics are now at the core of gamification platforms, as 

opportunities can arise where exploitation and manipulation stem from both/either the 

providers or the participants/players and moral naivete can allow developers to believe 

their product/service has no ethical concerns (Kim & Werbach, 2016).  

The educational applications of gamification generally refer to using game 

fundamentals for academic development in both informal and formal settings (Seaborn 

and Fels, 2015).  In assessing the value of gamified platform integration in the classroom, 

Garcias & Marín (2016) successfully experimented with gamification and student 

teachers to determine how to engage students with the course content, arouse interest in 

the topic, and also inspire students involvement and interaction in the classroom.  Other 

studies have revealed potential advantages of gamification in education like instant 

feedback, information on demand, productive learning, motivating cycles of expertise, 

self-regulated learning, and team collaboration (Rosas, Nussbaum & Cumsille, 2003). 

Lee and Hammer (2011) also found that gamification is motivating because of its impact 

on three main areas: cognitive, emotional and social aspects of the players and that those 

should be concentrated on in learning adaptations of gamification.  When Dominguez, et 

al (2012) applied these three core areas motivating gamification in an educational realm 

through an e-learning platform, they found that technology is necessary to implement 

most of the exposed instruments and make it an ideal environment.  Dominguez, et al 

(2012) also applied an attitudinal survey to their test group of students on a five point 

Likert scale, finding that there was generally a positive student motivation and attitude 

towards e-learning gamification, both during their specific trial and for future intentions.  

Another common finding among studies that implemented student tests with gamified 
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learning tools is that those using this technology should embrace the ‘gameful design’ 

from the very beginning of planning and lessons to maximize student interest and 

benefits (Deterding, Dixon, Khaled & Nacke, 2011). 

Outside of the positive experiences on educational gamification, the survey 

research done by Seaborn and Fels (2015) also found that there are ultimately four large 

issues with gamification.  The two of the four most coordinated with this educational 

gamification research are that there is a gap between theory and practice that limits the 

growth of the gamification field as a whole and that there is a serious and urgent need for 

empirical studies that use comparative/longitudinal designs to validate what effect and 

extent gamification features have on user performance and engagement as well as to 

source best practices.   

The literature across ethics, data analytics, and gamification go in often opposing 

directions, some increasing the credibility for integrating game methods into both ethics 

and data analytics training while others not seeing significant engagement increase from 

their test populations to substantiate the effort needed to redesign curriculum.  At this 

point in time, no research or experiment has taken a gamified ethics off the shelf solution 

and integrated that into traditional business course syllabi, rather concentrating on 

complete course redesign and reliance on lesson plans being delivered through the 

gamified solution.   The research we are conducting is in continuation of the groundwork 

laid recognizing the ethics education gap between data analytics and the drastically 

increasing corporate/university/non-profit and political need for positions requiring these 

joint skills and understanding.  In the spirit of Dominguez, et al (2012) an increase in 

attitudinal student knowledge and awareness of gamification integration into traditional 
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courses, though this research will concentrate on gamified ethics simulations related to 

the course content area (marketing, management, accounting, data analytics, etc.) as 

opposed to strictly a gamified e-learning component through the course learning 

management system.  Admittedly, much of the student engagement and learning from the 

gamified ethics platform stems not only from the student interaction in the simulation but 

also the faculty led classroom dialogue using the group results of the ethics simulation 

and openly discussing the different role based ethical decisions as well as their effect on 

the other stakeholders in the fictitious organization.   

Research Questions and Hypotheses: 
 

RQ 1: Is there a desire from students (undergraduate or graduate) to incorporate 

gamified platforms into traditional business subjects/courses? 

RQ 2: Does using a gamified ethics simulation program in one business discipline 

(class subject) increase student integration interest in other business 

disciplines? 

Hypotheses: 

H1: Higher video game experience years (GE) will have a significant and 

positive effect on ethics gamification integration interest (EGII) level 

H2: Age (increasing A) will have a significant and negative effect on the 

ethics gamification integration interest (EGII) level 

H3: A positive recommendation of the EthicsGame simulation (NPS) will 

have a significant and positive effect on ethics gamification integration 

interest (EGII)  
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Methodology for collection, analyses and robustness checks: 
 

The survey questions were vetted by the current stakeholders and the responses for the 

questions are in a nine point Likert scale with gender as a binary (0,1), year status 

(freshman, sophomore, junior, senior, graduate) a 1-5 scale with 5 denoting graduate 

status, along with numeric credit hours taken (to properly group the students into the 

university definitions of class year).  

Estimated base survey setup items being measured: 

  Gender Class/Year Credit Hours Gam. Exp. Major # 

Male  0       

Female 1       

Freshman   1      

Sophomore  2      

Junior  3      

Senior  4      

Graduate  5      

Total Credits     0-200     

Years Gaming       0-25   

Accounting       1 

Analytics     2 

B.I.A.     3 

Business     4 

Economics     5 

Entrepreneurship     6 

Finance     7 

Hospitality     8 

Information Sys.     9 

International Bus.     10 

Management     11 

Marketing     12 

Other         13 
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Survey: 

1. Have you used simulations in the past within a class?  

2. Do you have experience with recreational video games? 

o If yes, how many years of experience? 

3. What is your current age? 

4. What is your current rank? (Freshman-Senior, graduate) 

 

5. To the best of your knowledge, how many university credits have you completed 

so far? 

6. What is your official primary university major? 

7. What course did you take this survey in?   

8. Please rank your experience with the EthicsGame simulation as it applies to the 

following sentence: The EthicsGame simulation was engaging.  

9.  Please rank your experience with the EthicsGame Hot Topics simulation as it 

applies to the following sentence: The EthicsGame Hot Topics simulation was 

easy to use. 

10.  Please rank your experience with the EthicsGame Hot Topics simulation as it 

applies to the following sentence: The EthicsGame Hot Topics simulation was an 

interesting ethics homework assignment. 

11.  Please rank your experience with the EthicsGame Hot Topics simulation as it 

applies to the following sentence:  The EthicsGame Hot Topics simulation was an 

interesting ethics homework assignment. 

12. Please respond to the following statement: I would be interested in having an 

ethics simulation in other traditional business courses. 
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13.  Please respond to the following statement: The role-based EthicsGame Hot 

Topics simulation helped me understand the type of ethical issues I might face in 

a real-life managerial/leadership role. 

14. Please respond to the following statement: The role-based EthicsGame Hot 

Topics simulation helped me know how to better respond to ethical situations I 

might face in the future. 

15.  Please respond to the following statement: The ethics simulation helped me feel 

prepared to engage in the classroom discussion about ethical decision making. 

16.  Please respond to the following statement: After completing the role-based 

EthicsGame Hot Topics simulation, I understand how to make ethical decisions 

more effectively than if we had used only a traditional case study. 

17. Please respond to the following statement: After completing the role-based 

EthicsGame Hot Topics simulation, I understand how to make ethical decisions 

more effectively than if we had used only lecture about ethics study.  

18.  Please respond to the following statement: After completing the role-based 

EthicsGame Hot Topics simulation, I understand how to make ethical decisions 

more effectively than if we had used only readings about ethics. 

19. Please respond to the following statement: After completing the role-based 

EthicsGame Hot Topics simulation, I understand how to make ethical decisions 

more effectively than if we had used only classroom discussion. 

20.  Please respond to the following statement: After completing the EthicsGame Hot 

Topics simulation, I have a better understanding of ethical dilemmas more than if 

we had used: only a traditional case study. 
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21.  Please respond to the following statement: After completing the Hot Topics 

EthicsGame simulation, I have a better understanding of ethical dilemmas more 

than if we had used: only lecture about ethics. 

22.  Please respond to the following statement: After completing the EthicsGame Hot 

Topics simulation, I have a better understanding of ethical dilemmas more than if 

we had used: only readings about ethics. 

23.  Please respond to the following statement: After completing the EthicsGame Hot 

Topics simulation, I have a better understanding of ethical dilemmas more than if 

we had used: only classroom discussion. 

24.  Net Promoter Score: How likely is it that you would recommend the EthicsGame 

platform to your friends or fellow students? (1-10 score divided into three 

response groups) 

Survey results: 

 

Although roughly ⅔ of the students in the survey population were Information Systems 

majors, nearly 75% had experience playing recreational video games with experience 

ranging from one to more than fifteen with ten years the average and highest recurring 

response.  The average age of respondents was 22 but the variance was from 20-40 which 

is in line with the breakdown of undergraduate seniority ranks as well since 70% of the 

survey population were seniors.   
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Q11: The EthicsGame Hot Topics simulation was an interesting ethics homework 

assignment. The highest response was for 42% that Agree and 66% had a positive Agree 

or Strongly Agree response.  
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Q12: I would be interested in having an ethics simulation in other traditional business 

courses.  The highest response was for 42% that Agree and 64% had a positive Agree or 

Strongly Agree response. 

 

Q13: The role-based EthicsGame Hot Topics simulation helped me understand the type 

of ethical issues I might face in a real-life managerial/leadership role. The highest 

response was for 44% that Agree and 78% had a positive Agree or Strongly Agree 

response.  
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Q14: The role-based EthicsGame Hot Topics simulation helped me know how to better 

respond to ethical situations I might face in the future.  The highest response was for 52% 

that Agree and 75% had a positive Agree or Strongly Agree response.  

   

Q15: The ethics simulation helped me feel prepared to engage in the classroom 

discussion about ethical decision making. The highest response was for 44% that Agree 

and 67% had a positive Agree or Strongly Agree response. 
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Q16: After completing the role-based EthicsGame Hot Topics simulation, I understand 

how to make ethical decisions more effectively than if we had used only a traditional case 

study. The highest response was for 88% or 64 students that responded yes.  Although 
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case studies is a heavily relied upon tool in today’s teaching methods across all business 

disciplines, it was interesting that it fared the worst in increasing student’s understanding 

on how to make more effective future ethical decisions compared to alternatives 

surveyed.   

 

Q17: After completing the role-based EthicsGame Hot Topics simulation, I understand 

how to make ethical decisions more effectively than if we had used only lecture about 

ethics study. The highest response was for 85% or 62 students that responded yes. 
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Q18: After completing the role-based EthicsGame Hot Topics simulation, I understand 

how to make ethical decisions more effectively than if we had used only readings about 

ethics. The highest response was for 85% or 62 students that responded yes. 

 

Q19: After completing the role-based EthicsGame Hot Topics simulation, I understand 

how to make ethical decisions more effectively than if we had used only classroom 

discussion. The highest response was for 79% or 58 students that responded yes. 
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Q20:  After completing the EthicsGame Hot Topics simulation, I have a better 

understanding of ethical dilemmas more than if we had used: only a traditional case 

study. The highest response was for 79% or 58 students that responded yes. 

 

Q21: After completing the Hot Topics EthicsGame simulation, I have a better 

understanding of ethical dilemmas more than if we had used: only lecture about ethics. 

The highest response was for 79% or 58 students that responded yes. 
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Q22: After completing the EthicsGame Hot Topics simulation, I have a better 

understanding of ethical dilemmas more than if we had used: only readings about ethics. 

The highest response was for 85% or 62 students that responded yes. 

Q23: After completing the EthicsGame Hot Topics simulation, I have a better 

understanding of ethical dilemmas more than if we had used: only classroom discussion. 

The highest response was for 78% or 57 students that responded yes. 
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The final question was Q24-Net Promoter Score (NPS): How likely is it that you would 

recommend the EthicsGame platform to your friends or fellow students? Interestingly, 

even though a large majority of students (up to 88%) responded that they had a positive 
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experience and had increased understanding of ethical decision making compared to 

other more traditional teaching methods, the largest response was in the detractor group 

at 47%, followed by passive group with 37%.  In a time where video games are used to 

fill free time, this question might have been misunderstood to asking if a reference would 

be suggested for their friends and fellow students to use this ethical simulation in their 

free time (as opposed to within a class). This situation may be a likely victim of not 

testing question phrasing on a sample prior to full scale survey implementation to ensure 

that your target audience understands the intent behind the question.  Although this 

question was not intended to ask if the students would suggest this simulation     

 

A further analysis of the Net Promoter Score detractor sub-population for question fifteen 

shows that 50% of the detractor group is neutral and only 44% is positive (strongly agree 

or agree). The 20% increase from the general survey population neutral response rate, as 

well as the 17% lower response rate of strongly agree shows a strong connection between 

those that would be detractors and those that felt negatively about the gamified platform 

preparing them for classroom discussion. 
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Although the respondents felt that they would be detractors for the gamified ethics 

platform, those that felt the platform was more effective than a traditional case study 

(which was the highest response rate at 88% of the general population) only decreased 

12% with an overwhelming majority still responding that it was more effective (76%). 
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Findings/Results: 
 

Three different linear regression models were run on the entire survey population and the 

results were statistically significant.   The first model used all the variables of interest: 

Ethics Gamification Integration Interest (EGII) ~ Gamification Experience-Years (GE) + 

Age (A) + Major (M) + Academic Credits (AC) + Net Promoter Score (NPS) 

EGII ~ GE + A + M + AC + NPS 

The results of this analysis had a statistically significant p-value of 0.04179 and R2 value 

of 0.7804, showing that this combination of variables had a substantial (Hair et al., 2013) 

relationship with the Ethics Gamification Integration Interest (EGII) variable.   

 

The second equation used two variables with Ethics Gamification Integration Interest 

(EGII) ~ Gamification Experience-Years (GE) + Net Promoter Score (NPS) 

EGII ~ GE + NPS 

The results of this analysis had a statistically significant p-value of 0.0004 and R2 value 

of 0.4192, showing that the combination of Gamification Experience in years and Net 

Promoter Score variable had a weak (Hair et al., 2013) but highly significant relationship 

with the Ethics Gamification Integration Interest (EGII) variable.   

 

The third equation used only one variable with Ethics Gamification Integration Interest 

(EGII) ~ Net Promoter Score (NPS). 

EGII ~ NPS 

The results of this analysis had a statistically highly significant p-value of 7.378e-6 and R2 

value of 0.3757, showing that the Net Promoter Score variable alone had a weak (Hair et 



33 

 

al., 2013) but highly significant relationship with the Ethics Gamification Integration 

Interest (EGII) variable.   

Analysis of hypotheses: 
 

H1: Higher video game experience years (GE) will have a significant and positive 

effect on ethics gamification integration interest (EGII) level.   

This hypothesis was proven incorrect when the GE variable was analyzed independently 

(p value = 0.2597).  Though in isolation the GE variable did not show significant and 

positive effect on EGII, the combination of GE with Net Promoter Score (NPS) showed 

statistical significance at p-value of 0.0004 and R2 value of 0.4192.   

H2: Age (increasing A) will have a significant and negative effect on the ethics 

gamification integration interest (EGII) level.  

This hypothesis was not proven statistically significant or negative (p value = 0.7257) but 

the survey data is lacking enough variation in age to properly analyze. Although the age 

range was 20-40, 58 of the 73 students (80%) surveyed were 20-22 and the average age 

was 22, exhibiting the large skew towards a lower more traditional undergraduate student 

age band.   

H3: A positive recommendation of the EthicsGame simulation (NPS) will have a 

significant and positive effect on ethics gamification integration interest (EGII) level 

This hypothesis was proven true using the NPS variable with highly significant p-value 

of 7.378e-6 and R2 value of 0.375.   
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General conclusions: 
 

The analysis of a variety of different variables revealed some expected and some 

unexpected results. The statistical significance of the complete linear regression equation 

EGII ~ GE + A + M + AC + NPS along with the .78 R2 value shows a substantial 

relationship to EGII-Ethical Gamification Integration Interest (Hair et al., 2013). The 

survey results align with those calculations, as up to 88% of those surveyed agreed that 

the simulation/gamification experience was more beneficial than other traditional 

learning techniques.  It is important to note in reality that strong subject matter experts 

integrating ethics into their lesson plans do utilize multiple concurrent ethical teaching 

methods that include lecture, readings, case studies, guest speakers, and classroom 

discussion.  Even targeting the group of students that stated they would not recommend 

the Ethicsgame gamification platform (NPS selection was detractor) showed that 44% 

strongly agreed or agreed that they were more prepared to have a classroom discussion on 

ethical decision making after the simulation.  Though they wouldn't admit to 

recommending that platform, the same Net Promoter Score detractor sub-population also 

had a 76% response rate that the simulation was more effective than a traditional case 

study on ethics.  This data reflects that the Ethicsgame simulation has substantially 

increased perceived value to traditional college age students (average population age was 

22) who have spent a large portion of their childhood growing up with video games 

(average of population was 10 years experience or 45% of the average age of the 

population). The students may not admit to recommending the ethics gamification 

platform to their friends over a night of Madden, Fortnite, Minecraft, or Call of Duty but 

they will admit that it was more beneficial to them in preparing for discussion, making 
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more effective ethical decisions and understanding how to respond in the future (75% 

agree or strongly agree) over the traditional teaching methods.  Although this survey split 

each traditional teaching method individually in comparative questions, a combined 

traditional method question may have been more confusing than clarifying as readings, 

lecture, and discussion would also accompany the use of the Ethicsgame simulation.   A 

non-comparative question with a high positive response rate even including the NPS 

detractors that was interesting was the question asking the students if they felt more 

prepared to engage in the classroom discussion about ethical decision making which had 

the highest total of 67% with a positive response of Agree or Strongly Agree. This data 

shows that having the students complete the Ethicsgame simulation before lecture and 

discussion on the topic can have a positive impact on their mental preparedness and 

knowledge of the subject and their own decision making.  Ultimately, the impact of the 

simulation will be influenced by the ability of the instructor to leverage the tool 

effectively by preparing the students properly and guiding them through their experience 

with thought provoking discussion and reflection.   

Implications for future research:  
 

Using survey data to gauge student interest level in using a gamified simulation tool to 

explore applied ethical situations can be very useful to both academics and corporate 

professionals.  The fact that even when respondents indicated they would not recommend 

the gamified tool, they overwhelmingly indicated a preference for the simulation over 

traditional teaching tools such as case study methods is still an endorsement.  From a 

teaching/academic standpoint, integration of ethical dilemmas and how to manage the 

right ethical and moral decision into newer subjects like data science or analytics can 
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hopefully prepare students for the jobs and pressures they will be taking on after 

graduation.  From an operational-academic viewpoint, the data could determine if smaller 

schools (like Creighton or St. Peter’s) attract and hold on to students that have a higher 

moral and ethical interest than those in a major public research institution (i.e. University 

of Florida) or it could show the generational trend towards gamification of any subject 

matter, let alone ethical applications into business disciplines. In the professional (non-

academic) capacity, the data from this research could be very useful to determine if entry 

level employees, recently graduated from college would be the prime audience to redo 

traditional or aged corporate training materials and integrate ethics with lessons or 

examples from their company practices into gamified training simulations.  If companies 

used similar role differentiations as the EthicsGame simulations with an employee, 

manager, director, and executive then the understanding of their supervisor’s decisions 

may be even better understood as each has their own respective lens to an ethical decision 

and the only way to better understand their decision is to put yourself in their shoes (as 

best you can).   

Future research would be possible by extending the survey to companies with recent 

ethics scandals/concerns looking to train employees in response to their perceived 

negative situation. In doing so, one could change collegiate questions to department and 

team or years of service at company. Future researchers could also test samples from 

college students with IT-data teams to compare to UF-ISOM student results with 

professional IT workers (from either public or for-profit realms). Future research could 

also partner with EthicsGame CEO, Cathryn Baird, to integrate the platform into more 

Jesuit Universities. 
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Possible limitations for this study would include any regional biases because of the 

structure using states with different regional student bases.  Another consideration is the 

difference between the typically rural vs. urban university settings as well as the primary 

setting the students derive from prior to attending.  This research also does not include 

any variables measuring socio-economic status of the students, as those with or without 

expensive technologies during childhood could greatly affect the responses to 

gamification.  Since many of the students at Catholic and Jesuit universities are attracted 

to the institutions because of their religious foundations, religion may also play a larger 

variable since household religion may affect base moral values applied to ethical 

dilemmas.   
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