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ABSTRACT

compelling. As we will show, however, there is a

In what ways can we use games to make moral denznds commonality that helps make each game ethicallpiiet

players and encouraging them to reflect on ethgzles?
In this article we propose an ethically notable gaas one
that provides opportunities for
reasoning and reflection. Our analysis of the vigoes
Ultima IV, Manhunt and Fire Emblem: Radiant Dawn
highlights the central role that moral dilemmas qday
towards creating ethically notable games. We dsdhe
different ways that these are implemented, sucplasng
players in situations in which their understandioigan
ethical system is challenged, or by creating magakion
between the player’'s goals and those posed byadtrative
and the gameplay of a game. We conclude by notinges
of the challenges of creating ethically notable gam
including ensuring that the ethical framework igame is
both discernable and consistent as well as ensthatgthe
dilemma is actually a moral one and that the plasather
than the game characters, is the one facing it.
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INTRODUCTION

It has been argued that certain qualities presenthé
medium of videogames can provide valuable oppdigmi
for learning [10, 36]. Furthermore, games are aquai

encouraging ethical

the use of ethical or moral dilemmas.

| A moral dilemma is a situation in which an agentratiy

ought to do A and morally ought to do B but candot
both, either because B is just not-doing-A or beeasome
contingent feature of the world prevents doing bfdth].
Moral dilemmas occupy an important part of our drigt
both as a central topic of philosophical discussienvell as
the substance of much of our creative and expressork.
The power of drama, as witnessed in theatre, titezaand
film, often relies on placing characters in seerying
irresolvable moral situations. Using a variety bétorical
devices and strategies, the spectator, readeryiangr not
only witness the emotional turmoil of the charasteut are
also captivated by it. These media have the patefdr
encouraging ethical reflection and reasoning bexdhey
involve their readers not only at an intellectuawdl, but
also at an emotional one. How will the charactesolve
the situation? What would you do if you faced thaation
depicted in that film or novel? The first questios
answered by spectating: keep on watching or reatiing
know what happens. The second question, sincejitines
some form of participation, is never truly answereét
most, an opinion is formed about what was seenead r
[26]. Computers, however, allow their users to play

rhetoric [3]. In what ways can we use games to nma&eal
demands of players encouraging them to reflecttbicad
issues? Ultimately, what role can games play irp hed
become better people?

In this article we will analyze and discuss sometlod
videogames we have found to be ethically notable.
ethically notable, we are not referring to the cowersies
or media attention they may have received. We ks reot
referring to whether or not they encode ethicainfeavorks
that are consistent or complete. Rather, ethicati{able
games are those that provide opportunities for @ragpng
ethical reasoning and reflection. This may be bseaheir

audience member [16]. In this way, they can poadinti
help answer both of the questions posed. Whantkisns is
that since games provide play spaces where peoplenty
transform the gameworld, but also themselves [B4¢y
can be used to explore ethical reasoning. When asea
transformative tool, videogames can empower petple

B learn what it means to live ethically and how to ajmut

doing so.

Perspectives on Ethics in Games

However, what does it mean to talk about ethics and
games? Is it the same to ask about the ethicsgafvee or
about those in a game? How about the ethics ofingay

ethical frameworks are well developed, more easily game? These are some of the many perspectivevéuinl

accessible to the players, or simply because thayige an
experience of play that

is particularly moving or

understanding the ethics of games.
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For instance, we may want to consider the ethiahlesthat
a particular game has as a cultural artifact. Rigimasks,
for example, whethegBrand Theft Auto II(GTA3 [31] is
good or bad in a moral sense [29]. He argues thdigps

A third perspective concerns the ethical issuesoaading
the activity of play. What does it mean to play amg
ethically? Games create spaces that mediate our
understanding of the ethics of players’ actionstidiss

GTA3is a bad game because of its depictions of vi@enc considered unethical in an out-of-game context rbhay
and crime or because it may have negative effeots o expected or even demanded while playing a gameodil g

society as a whole. On the other hand, perhapsatgood
game because of its technological
achievements and because it brings pleasure te tthas
play it [29]. Deciding which of these factors tonsader,
and how we should weigh them, is one of the questiee
need to ask when wondering whether a “mere game’bea
good or bad in a moral sense. Should we condemmyDan
Ledonne’s gam&uper Columbine Massacre RPGIimply
because it is a game abautserious and emotional topic?
[17] Does the act of playing a game inherentlyiélize the
issues it tackles and thus render any game absatiaus
topic inherently unethical? We think not. Thesersgkes

player may be one that best exploits his opponent’s

and game designveaknesses or deceives his fellow players mosttefédy.

Is it unethical to do so? Similarly, what does &an to play
fair? What are the values of good or bad sportshipfis
Some work has been done to explore the ethicaksssu
surrounding play. For example, Taylor explores the
importance that informal (or unwritten) rules haire
supporting positive play experiences [42]. Consabrothe
other hand, explores how players negotiate hownhwaed

for what reasons to subvert a game’s rules [5]. ¢awtes
how some boardgame players negotiate the integfitiie
social fabric during competitive game playing: oftmes,

demonstrate, however, how complicated the discnssio not playing to win is the correct choice [45]. AsrBalvo

surrounding the ethical value of a cultural artifagch as a
game can be.

Another way to talk about ethics and games is tosicker
the ethics of their production and creation. Whaed it
mean to create games ethically and, what issuesnast
salient given the current state of the videoganuristry?
The International Game Developers Association (IGDA
for example, is concerned with crediting standanad how
to ensure that people who work on game projectsivec
appropriate credit for their work [14]. Unreasorebl
demands of working hours are another issue thatatsas
received attention [e.g. 30]. Although many ethiszlues
surrounding the production of games are commorthero
businesses and industries, they still need to lEnmed
and discussed.

Table 1: Selection of Ethical Perspectives on Games

Perspective Common Questions and Concerns

Value of Artifact Is it ethical for this game to ist®
Should a particular game have been

created in the first place?

Business Ethics How do we create, produce, masket,

sell games ethically?

Ethics of Play What does it mean to play ethically?
What is sportsmanship? How do we

understand the meaning of cheating?

Framework What in-game actions are defined

“good” by the game?

as

This game recreates the Columbine High School Massa
of 1990. In it, players assume the roles of thengem and

recreate the massacre, experience flashbacks of th
before ending with rthei

shooters’ past experiences,
fictional adventures in hell.

notes, cheating is a complex phenomenon whose ngpami
continually negotiated by players, the games ingusind
various gaming sub-cultures that revolve aroundcifipe
games [5].

A fourth perspective concerns the ethics of actinrgames

as defined by the games themselves. Modern videegiam
are no longer about “mindlessly” pushing buttomstéad,
players engage rich narrative storylines and employ
complex discoursive practices and problem solving
strategies in order to understand and master widgrl
game mechanics [10, 36]. In practice, the narrative
symbols, and rules that make up a game constitate a
ideological framework. The player participates in a
simulated environment with its own rules and navest
What happens when some of these rules are norrative
When does an ideological framework become an dthica
one?

Table 1 summarizes a few of the perspectives we
assume when discussing something as broad ashiloe et
games. Other perspectives might include, for examible
ethics of doing research on games [e.g. 22, 39]sWild
expect new perspectives to become more saliendtastie
medium of games, and our understanding of it, neatior
the purposes of this article, we focus on the fourt
perspective, games as ethical frameworks.

can

Games as Ethical Frameworks

In videogames, certain behaviors and actions avarded
while others are not. Those behaviors that are waged
can be considered desirable or good while the dmpos
holds for those that are discouraged. By couplihg t
evaluation of in-game actions with the narrativenfework
that contextualizes them, a videogame can bottesept as
well as enact an ethical framework. For examplesicter
@e fantasy role-playing videogank@ble released for the
Xbox in 2004 [23]. InFable, the player begins as a child in
a fantasy village.



“On the day in which the game begins, it is the
protagonist's sister's birthday, and he needs
money to buy her a gift. His father, eager to
cultivate noble habits in the boy, offers the
protagonist a coin for every good deed he
does. The player is then presented with several
conflicts demanding his or her intervention:
each allows the player to make right or wrong
choices, and the player is explicitly told the
morality of his or her choices by a change in
the protagonist's ‘alignment[27]

One of the conflicts the player is presented wittiolves
finding out what a philandering husband is doindne T
player finds out that the man is, in fact, amorguisVolved
with another woman and must, upon discovery, decid
whether or not to accept a bribe from the husbarrérmain
quiet. Accepting the bribe results in two “evil’ipts and a
monetary reward. However, it is also possible, hal&nce
those points out by breaking [the] promise to tHelterous
husband and telling his wife the truth.” [27] FRable, some
of the actions performed by the player are categdrias
good while others are considered evil. The playsr,
learning and understanding which (and when) actines
considered good or evil, can begin to understaacethical
framework that is procedurally encoded in the game.

[S)

by definition, one step removed and thus potentibdks
powerful or effective for eliciting ethical refleoh. In the
following sections we present three case studiest th
illustrate some of the ways that games can creaimim
dilemmas for their players.

THE VIRTUES OF ULTIMA IV

Ultima IV: The Quest of the AvatdUIV) is perhaps the
earliest videogame to explicitly encode an ethmatem
and require its players to discover, learn, anceealto it in
order to win.UIV was designed by Richard Garriott and
was released in 1985 for the Apple Il computer Efter
creating the first thred&lltima games, Garriott noted how
the narratives of computer RPG games were simplistd
player actions were mostly devoid of consequentés
storyline of these games was essentially “here’meso
money, here’s some weapons, here’s some monstekd] g
them and you win.” [40DIV was different. It attempted to
use gameplay as a means to build a story and aageess
with philosophical and ethical implications [21h Hoing
so, it helped develop the computer role-playing ga@anre
to another level of maturity by emphasizing sodald
cultural conflict over “hack ‘n slash” [2, 4, 13{arriott
explained how “the idea I'm trying to put forth more
philosophical than religious- that in a society wehpeople
have to interact with each other, there are celtaids of

In some games, the ethical framework may not berules whose rationale you should be able to unaiedst [1]

particularly interesting, consistent, or transparém the
player. The narrative context, for example, mayprovide
the player with enough information to contextualizis
actions in the game. This is not the case in athem
Fable’'s moral system, for example, is ethically notable
despite its issues and shortcomings [27]. In paleit it is

interesting because of how and when it uses moral

dilemmas. In the following section we will discuesw
moral dilemmas are presented in games and howrglaye
affected, emotionally and rationally, as they goowtb
resolving them.

Ethical Dilemmas in Games

Pohl argues that it is the emotional involvemenat th
characterizes computer games [26]. She also digshgs
two forms of emotional involvement: the instantamedwe
play because we want to win) and the spontaneowes
continue to play because we identify with and calbeut
the story). The narrative frame draws us in and esaks
care about the game character’s fate, we feel ifor tve
identify with his concerns and want to know how thery
turns out for him and for us [26]. Theatre, filntetature
and games can all present troubled charactersgfanoral
dilemmas and, hopefully, emotionally involve thestator,
reader, or player. However, as discussed earl@aneg are
particularly well suited to directly present theyptr with a
moral dilemma. This is not the same as presentirgy t
player with a dilemma faced by a character. Wetbédl the

distinction between the character's dilemma and the;

player’s dilemma. The dilemma faced by the charaiste

Scorpia’s review obtJIV explains the goal of the game:

“You, an ordinary person, are called upon to
make the long and arduous journey that will
culminate in your becoming an Avatar, a
perfect mortal. There is no central evil to
defeat here; no Mondain, no Minax, no
Exodus awaits ydu Rather, this is a quest
where you seek to perfect your inner being, to
become enlightened in the eight virtues of
Compassion, Valor, Honor, Justice, Humility,
Sacrifice, Spirituality, and Honesty. [35]

Success iJIV required players to learn about, and adhere
to, the eight virtues listed above. Failure to dull the
requirements for each virtue resulted in a setbdok.
gameplay terms, acting in a virtuous manner woeglt in

(wpositive progress towards achieving enlightenmentai

particular virtug. For example the virtues of compassion
and sacrifice could be “increased” by donating gtdd
beggars and blood to healers respectively [1]. Emely,
fleeing from combat would result in a loss of pregy
towards valor. Also, what mattered was the netctideer a
multitude of independent actions. It wasn’'t enoughdo
one good deed; you had to do enough of them.

2 Mondain, Minax and Exodus refer to the main vilkin
the earlier games Ultima, Ultima Il, and Ultima.lll

There are other requirements as well, but the roamis
to act in accordance to the virtue long enough.



Garriott felt it was important that the playersifaedegree
of personal and social responsibility towards tlagtions in
the game. His reasoning was that “in most of thgzmes
you are the puppeteer running this puppet arouadvibrid.
If this puppet is doing bad things, it's not yot's ithe
puppet.” [40] So, rather than create a characteshmpsing
from available options or using random dice-roltbe

character irlJIV was supposed to be “the essence of you as

an individual”. [40] In the introductory sequencé the
game the player meets a gypsy woman who asks dyerpl
to answer seven questions:

“On the table before you lie two cards, one
representing the virtue of Valor, the other
representing the virtue of Justice. As though
from a distance, the gypsy's voice floats across
to you, saying: ‘Consider this: Thou halt been
sent to secure a needed treaty with a distant
lord. Thy host is agreeable to the proposal, but
insults thy country at dinner. Dost thou: a)
Valiantly bear the slurs or b) Justly rise and
demand an apology?’ [35]

Each question posed a moral dilemma with two ptessib
answers. Since each response represented a artiotiie

in the game, answering the dilemma was interpreted
favoring one virtue over the other. In the examalb®ve,
answering “a) Valiantly bear the slurs” meant fangrthe
virtue of valor over that of justice (“b) Justlyse and
demand an apology”). The purpose of this sequerice o
dilemmas was to determine which of the 8 virtues wa
favored by the player and thus have their charaotéhe
game be of the class (or profession) representethaty
virtue.* Garriott describes how, anecdotally, when people
were asked to rank the eight virtues in order gfoniance,
their responses were almost exactly the same at wdm
determined by the game [40]. In this way, the cttara
used in the game was determined by the playersopef
ethics, rather than simply by choosing, or randomly
generating, a character at will. [35]

UIV's use of moral dilemmas was a novel approach to
character creation. It wasn’'t, however, the ontyetiplayers
faced them. One of Garriot's design goals was tkensare
the game was full of ethical tests [20]. He dessibne of
the tests as follows:

“One of the things that | was very proud of in
Ultima IV is a room | had created in the final
dungeon and the room included a lever in
middle of the floor and when you threw the
lever it opened the gates on some cages that
were in the corners of the room and the cages

* The virtues / classes are: Honesty / Mage, Conpass
Bard, Valor / Fighter, Honor / Paladin, Justiceriid,
Humility / Shepherd, Sacrifice / Tinker, and Spiaility /
Ranger.

were full of children. The children were in fact
really monsters, because that is all they could
be at that level of technology, and the children
would attack you in the center of the screen
next to the lever. You'd be surrounded by these
children who were attacking you and since you
were the Avatar at this point and you were at
the very end of the game, | knew - or | hoped -
that players would be very worried about what
to do about the situation. They wouldn't want
to kill the children because they'd be in fear of
losing their compassion or their honor or a
wide variety of other metrics that the game
really was watching. | assumed players would
struggle over what to do in this roéii20]

The goal of the “children’s room” was to make tHayer
uncomfortable and question the game. Is the garakdyre
asking me to slaughter children? What should | do@
dilemma is twofold. First, the game apparently rezgian
action that is morally repugnant in the real wofsgcond,
the game appears to require the player to do sangethat
contradicts the stated goals of the game. Virtupesple
don’t kill children. Fortunately, there were mulépways
around the dilemma. Player's could cast a sleepimgl,
force them to run away, and so on. While thereoi$ommal
evidence of the effectiveness of the “children’®smd in
provoking ethical reasoning, issues with its deslghcome
up during playtesting.

“A few weeks prior to us publishing Ultima IV,
my brother [Robert Garriott] came into my
office with a letter that he'd received from one
of our QA testers and the letter basically read:
‘| refuse to work for a company that so clearly
supports child abuse.’” And they referred to this
room as a game design that encouraged child
abuse because | had forced the players into
harming these children in this room. My
brother came to me up in arms and going like,
‘Oh my god Richard, how could you have
included such a horrible thing in your game?’
To which | responded and said, ‘First of all,
the fact that someone would take it that
seriously and be so emotionally moved by this
incredibly simple thing that | put in this game,

| find is a statement of succesg20]

While the QA tester's reaction was perhaps unwaedhn
(after all, there was a way to solve the dilemntaerves to
illustrate how games can make players feel perfonal
invested or responsible for the decisions they maka
game. Thus, we argue tHaltima IV is an ethically notable
game because:

It attempts to make the player feel personally
invested or responsible for the decisions they make
in the game.



player to learn it and follow it in order to sucdee

It provides players with dilemmas or situations in
which their understanding of the ethical system is
challenged.

MANHUNT: THE DILEMMA OF VIOLENCE

Manhuntis a videogame developed by Rockstar North and
originally released for the Playstation2 in 2002][3n the
game, the player controls James Earl Cash, a death
criminal who is rescued from his execution and cedrinto
starring in his kidnapper's snuff film production¥he
kidnapper, also known as ‘The Director’, witnessesl

It encodes an ethical system and requires theout executions in the most brutal way. Extrinsiggtilayers

are rated at the end of each area and, by obtaimiy
ratings (three or five stars, depending on theicdiffy
level), they can unlock bonus features and codesveder,
this only applies to five of the twenty areas anelr¢ is no
discernible benefit for getting five stars in &letareas [33].
So, why should |, the player, choose to executeh®as
opponents in the most brutal way possible? Hovafaryou
willing to go, as a player, in carrying out the extons?

Manhunts player-based (rather than character-based) moral
dilemma is made all the more intense through tleaisa
USB headset. Playing the game using the headsetsathe
player to use his voice to distract enemies ingame. It

records Cash’'s carnage though a network of securityalso allows the player to hear the Director's instions

cameras. The director also goads, threatens anddpgo
instructions via an earpiece worn by Cash. The gilay
controls Cash in a 3rd-person perspective and dheeglay

is best described as requiring both elements débractnd
stealth. Cash is outnumbered and must carefully an
quietly, make his way through his dilapidated sundings

in order to surprise and execute his victims usingriety

of items including plastic bags, shards of glasss bbladed
items, and firearms.

Manhunt is in many ways the oppositeldlvV. The player
isn't encouraged to be good or carry out good astidn
fact, it actively encourages the opposite. Howetlequgh
a series of design decisions, the game is capdlaeating
an emotional experience in the player that hasmdlasi
effect toUIV: encourage reflection on morality.

Manhuntcreated a controversy when it was released due t
the graphic nature of the violence it depicted. Thest
notorious element of violence in the game is thecakon
system. Executions are perhaps the most effecta to
eliminate opponents and are required in order ¢égn@ss in
the game. However, the player decides how brutal a
execution will be. Let's say Cash sneaks up behirgang
member with a plastic bag. Pressing the attaclobutill
result in Cash yanking the bag over the victimsdhaad
suffocating him. If the player holds down the battior a
few seconds, the execution is more violent and Qaigfint
punch the victim in the face in addition to suffticg him.
The third, and most brutal, type of execution igied out

by holding down the attack button even longer. THus
deciding how long to press the attack button foe, player
determines the degree of brutality of the execution

The premise and violence in Manhunt are undenigbly
and brutal. However, from an ethical perspectikies tjame
isn't notable due to the violence of the executiolisis
notable because of the position the game placeplayer
in. As mentioned, the brutality of an executioraighoice
made by the playeManhunteffectively forces the player
to question and evaluate his actions and motivatifam
how to play the game. Essentially, the player izdd to
examine the role of successful play as a morantiha
itself. There are no intrinsic (in-game) benefiis €arrying

directly via the earpiece. Both elements narrowdiséance
between the player and the grotesque worldvahhunt
The microphone does this by allowing a more difeatn
of agency while the headset heightens the tensipn b
channeling the Director's wishes and desires direttd
your ear. In this way, The Director assumes the oflthe
“evil conscience”. As a player, you hear him insigaur
head. His voice goads, taunts, and cheers you @m wbu
cave in to his desires. There is nothing more sitigeand
disturbing than hearing the Director cackle marlgcas
Cash murders a gang member. As expected, the Direct
derives more pleasure from the more gruesome d@rasut

However, what context is the player afforded when
deciding if he should execute gruesome executinstead
of “regular” ones? The choice is obvious from thosifion
of the narrative. Cash is a convicted death rownicl.

Crhus, it is reasonable to assume that, when pleccedkill

or be killed situation, Cash wouldn’t hesitate tt. KThe
Director wants Cash to be as brutal as possiblg.illéigal
snuff-film operation demands it. Cash, however, has
motivation to perform the most brutal types of axéms.

"rhe Director is the antagonist, what reason wouthC

have to want help him? Also, executions are risky t
execute. While the player keeps the attack buttessed,
he is exposed and vulnerable to attack. We migpeetx
Cash to reason that a solution to his predicameghtnbe

to kill as few enemies as possible and to do sinénleast
gruesome way (thus not allowing himself to furthbe
Directors ends). From the context of the narratithe
player has no reason or motivation to opt for great
brutality in executions. Role-playing Cash does not
exculpate the player from Cash'’s actions.

From a game design perspective, the context foiduhec
the dilemma is the opposite. In a macabre twigt,glayer
is awarded “extra points” for completing more gaes
executions. As mentioned, higher ratings serveumetfon
or purpose within the context of the game. In tlaeng,
nobody knows or cares that you, the player, got &aB
rating in the previous area. Their only purposarset be
to tempt the player. To force the player to questimw
much he really values a meaningless measure
achievement. How far would you go for the 5 staing®

of



As a game player, how do you value your competitas
and achievements as a player (get the most poimis a
unlock the most extras) versus doing the rightghimthe
context of the narrative? The juxtaposition of tjEmes’
reward structure and its narrative highlights thee tmoral
dilemma of Manhunt We argue thatManhunt is an
ethically notable game because:

defined by the narrative.

FIRE EMBLEM: RADIANT DAWN

While UIV encodes a virtue ethics framework that is
arguably positive, it would seem that everythingowb
Manhunt is negative. Is it possible to create a player's
dilemma without a salient ethical framework or niigra
repugnant gameworld ?

Fire Emblem: Radiant DawFE:RD) is a tactical role-
playing game for the Wii console developed by ligeht
Systems and released in 2007 [15]. It features #i-mu
faceted storyline in which the player follows (acwhtrols)
characters from different factions that occasignall
intersect. It is at these intersections that theeghecomes
ethically notable.

FE:RD is divided into four sections. In the first seatidche
player controls a group of characters led by a adtar
called Micaiah. In section two, the player contrégo
different groups of characters from earlier versiaf the
game. In the game’s third section, the player asiteach
of the three groups separately. In the final chapfethe
third section, the player controls a group of chtews led
by Ike who faces an enemy force led by Micaiah.&ib’s
force includes many characters the player has,| unti
recently, been controlling and improving. Totilosdebes
how in this chapter:

“[The goal] was to annihilate every character

on the other side. Was | reading this right? |
had to slaughter all of the enemies? All of
Micaiah’s forces? [...] | could not believe

what the game was asking me to do.

| sat dumbfounded. Really? | have to destroy
all of those characters | spent all that time
improving? Zihark, and all the rest, had to bite
the bullet? [44]

Faced with the dilemma and his unwillingness todily
accept the missions’ goals, Totilo ventured onlimesee if
there was a way out. He discovered that instead o
annihilating enemies he cared about, he “only” eeetb

It creates moral tension between gameplay rewards
structure and the motivations of the characters as

“And as soon as | did it, | felt a bit sick. Video
games always require you to value some
characters’ lives over others. Goombas’ lives
don’t matter. Mario’'s does. But here | was
deciding that some of my enemies should die
and that others shouldn’t. It got more twisted.
After a few turns of action | noticed that the
kill-counter in the upper right hand corner of
the screen was counting deaths of enemy
soldiers and unnamed partner soldiers who
were fighting alongside Ike as part of the same
total. That meant | could reach my goal of 80
battlefield deaths not just through the
slaughter of certain enemies but through the
death of my own allies.

Is it creepy that | took this as good news? This
meant the mission would end sooner, that my
chosen people on both sides would be out of
harm’'s way faster. | began to root for my
“enemy” Zihark when he strode out into the
battlefield again and started chopping down
my allies.” [44]

Totilo realizes that he is subverting not only th@me’s
narrative but also the established game goals.ibthicdews
Ike as the enemy and the gameplay goal is consigtitim
that. Why should he not do as instructed? Totils wlearly
uncomfortable with the dilemma and how he responded

“I had made quite a judgment of gameplay-
based morality. | had decided that some
characters, some who were with me and some
who were against me, deserved to live. I'd
judged that others, some with me and some
against me, were better off dead. I'd chosen
favorites. Essentially, the characters with
names, the ones | had trained — they deserved
life. The unnamed grunts both helping and
harming me? Expendable. I'd cheered for the
deaths of supposed friends and allies and was
relieved when they failed to kill enemies | had
once trained. | refused to assist some allies in
need. I'd transgressed traditional battle lines.

Like | said above, I felt a twist in my gut. What
kind of battlefield general had this game made
me? What kind of commander of men and
women? [44]

We could argue that Totilo’s solution to his dilemmwas
n unethical one. However, that would miss the tpoin
otilo was emotionally invested to such a degrest the

was willing to forgo the context of both narratiend

ensure that 80 enemy combatants perished. So,ootil
solution to the dilemma was to ensure that theasttars he
cared about remained as far from each other asbpmss
regardless of whether or not they were labeledhleygame
as “the enemy”.

gameplay. UnlikeUIV and Manhunt he faced an ethical
dilemma that, while intended by the game’s designer
wasn't about a particular in-game ethical framewdrhus,
we argue thaFE:RD is an ethically notable game because:



« It creates a moral tension between the player'smoral situation and lacks the agency to guide tesibn
goals and those posed by both the narrative and thenade by the player’'s character. We have referretthé¢ee

gameplay. cases as character-based moral dilemmas and jsetapo
them with player-based moral dilemmas. For exanople
DISCUSSION of the most-often remember and discussed moments in

We have argued that an ethically notable game éstbat Final Fantasy VII [41] is the death of the character Aeris

provides opportunities for encouraging ethical osasy
and reflection. We have also argued that a sped#idgce
for achieving this is the use of ethical dilemmdy
examining three games, we have shown different ttzats
ethical dilemmas can be incorporated in games. Kevyé
can also be valuable to consider the following tjaas in

order analyze and better understand the ethics of @ayne [28], although the character Max is depicted as

particular game.

Is the ethical framework discernible and consistent?

The effort that goes in to creating an ethical fearark in a
game will ultimately be for naught if the playen’isable to
discern right from wrong (according to the game)r#
importantly, the player should understanghy given
actions are right or wrong and from this be able¢duce
the moral consequences of his actions. Ethicabsystthat
are opaque to their players risk becoming perceiasd
morally irrelevant. Ethical systems that are indstesit face
a greater risk: confusing the player. Confusionveuts the
efforts of establishing an ethical framework by ingkthe
evaluation seem arbitrary. We note that it isn’tessary
for the framework to be both comprehensive (consale
actions in the game as ethical in some sense) amglete
(ethically consider all possible intentions/goalehind

[8, 18]. Aeris, who is at certain times a playeniollable
character, chooses to sacrifice herself in ordesaee the
planet. However, her decision is one that is magehie
game’s designers. It's a dilemma the characterdfacel is
troubled by, although the player has no real sayhim
matter. Similarly, in the "8 person-shooter gam#lax

troubled by his situation and many of the decisides
makes, the player doesn’t participate of those si@ts.
Should Max ally with a known criminal in order taig
equipment and resources that will let him take anther
mob boss? Max decides, not the player.

Is the dilemma actually moral?

Difficult decisions aren't always moral decisions player
wracked by the decision of how to spend a limitedhber
of points on character upgrades is arguably moneeamed
with gameplay than ethics. It isn’t hard to realibat these
situations aren’t moral dilemmas. The danger lidsenv
dilemmas are presented as moral but, for some measo
another, aren’'t regarded as such by players. TftEno
happens when a moral choice is subverted into e&cehaf
gameplay or play style. In the first-person shoa@ame
Star Wars Jedi Knight: Dark Forces (JK) [19], the player

player actions). Rather, the ethical rules mustapmen
the player expects them to, and when they domttust be
possible for the player to understand why. For edamin
many adventure games players are free to steabair |

controls Kyle Katarn. The game follows Katarn as he
journeys to confront his father's murderers while
simultaneously discovering (and developing) hisenat

abilities in The Forcé.Over the course of the game, the

objects with no apparent consequences: it doesattemif
the object came from a treasure chest found irwtheds or
if it came from a chest located inside the housa fasfendly
neighbor. Other games discriminate if the item fvam an
urban location (ie. a villager’'s home) or from thidderness
(say, a dungeon). Rauch notes hdvableis at times very
vague with the distinction, and since ‘examine’ dradke’
use the same key, | have often found myself ‘stgaltems
by accident. At moments like these, the rules alf #dbion

and Fable itself can seem alarmingly random, arns th

randomness interferes with player experience bstfating
both the ability to grasp the intricacies of théergystem
and the ability to maintain suspension of disbekefd
become emotionally involved in the narrative.” [27]

player earns points that can be used to increaseiety of
(Force) abilities categorized into three groupskdéght,
and neutral. During the game the player can, ferrtfost
part, spend the points on any of the abilities &ecies.
Once the player is approximately 2/3 through thenga
“Kyle finally decides on the light or dark side thie Force,
and acts accordingly. (This decision is determibeth by
the powers you've taken, and how you've treateifiacig
throughout the first parts of the game.)” [43] Téhecision
to embrace evil (or not) is arguably one that stiotilbe
taken lightly. However, two things conspire agaipistyers
considering this as a moral dilemma. First, theygidsn’t
allowed to make the decision at that specific manmethe
game. This is because the result (join the DarkfLgide of
the force) happens as the result of an accumulation

Who faces the moral dilemma?

The power of moral dilemmas in games is that thay c
require the player to participate (rather than $ymp
spectate). However, it is easy to fall into theptraf
assuming that simply because there is a moral dilerim
the game, the player will become personally invésiidany
games, especially those with well-developed stoedi
involve the characters in moral situations. It e the
case, however, that the player is merely a witriesthe

multiple decisions that have been made over hotirs o
gameplay. Second, and perhaps more importantlye e
no real consequences to the decision. As Dulinchotea
review, “many [players] will also be disappointex learn

® A metaphysical power in the Star Wars universe tizs
two “sides”: light side (good) and dark (evil).



that the distinction between the Light and Darlesidonce
the choice has been made, is not as striking asaoodd
hope. [...] The Light Side is obviously the path yare

supposed to take - you get more cutscenes and mor

narration throughout the last few levels. But afamn this
and the different Force powers at your disposaboshg

the Dark Side only leads to one really shockingt plo

element, a slightly altered level, and a completifierent
ending (which is, in many ways, far more satisfyihg7]

When faced with what is perhaps the game’s key mora

3. Bogost, |. Persuasive GamesThe MIT Press,
Cambridge, Massachusetts, 2007.

é. CGW150 Best Games of All Tim&ity, 1996.

5. Consalvo, M. Cheating: Gaining Advantage in
VideogamesMIT Press, Cambridge, 2007.

6. Delwiche, AFrom The Green Berets to America's Army:
Video Games as a Vehicle for Political Propaganda
McFarland and Company, City, 2007.

dilemma, the player must choose between light amtk d 7. Dulin, R. (1997). "Jedi Knight: Dark Forces Review."

side based on what content they want to experiemce
what force powers they'd like to use for the resttlee

Gamespot  Retrieved March 17, 2009, from
http://uk.gamespot.com/pc/action/jediknightdarkém2/rev

game. Evil and good are understood by the playea at jew.html.

procedural level, a state in the machine, rathan tht a
semantic one [37, 38].

CONCLUSIONS
Delwiche argues that videogames have affordanesctn
shape attitude and behavior [6], Bogost argues tay

8. Edge "Final FrontiersEdge Magazingl77 (July 2007),
72-79.

9. Garriott, R.Ultima IV: Quest of the AvatarOrigin
Systems, Austin, TX, 1985.

persuade [3], and Gee holds that games can providéo- Gee, J. PWhat Video Games have to Teach us about

valuable opportunities for learning [10]. Howevean we

Learning and Literacy PalGrave-McMillan, New York,

use games to make moral demands of players endéograg 2003.
them to reflect on ethical issues? We have showw ho 11, Gowans, C. WThe Debate on Moral Dilemmas

games can achieve this through the use of moraindilas.
Specifically, our analysis dflitima IV, Manhunt andFire

Oxford University Press, City, 1987.

Emblem: Radiant Dawhighlight how games can make the 12. Greene, J. D., Sommerville, R. B., Nystrom, H.,

player feel personally invested or responsible the
decisions they make in the game. They can alsodenaa
ethical system and require the player to learndt fallow it
in order to succeed. Sometimes, games may preksmre
with dilemmas or situations in which their undenstiag of
the ethical system is challenged. For example, regting
moral tension between the player's goals and thposed

Darley, J. M. and Cohen, J. "An fMRI investigatiof
emotional engagement in moral judgmer8tience 293,
5537 2001), 2105-2108.

13. Halford, N. and Halford, BSwords and Circuitry: A
Designer's Guide to Computer Role-Playing Ganfaéma
Publishing, Roseville, CA, 2001.

by both the narrative and the gameplay. We believe,14. IGDA. (2007). "Game Crediting Guide Draft 8-6t8."

however, that there is still much work to be done hat
we have yet to fully explore the potential for etii
reasoning and reflection that games can help prenfsd
recent work in moral psychology has shown, botloteans
[e.g. 12] as well as moral rules play a criticderim moral
judgment [e.g. 25]. These findings echo, in somesegthe
fundamental qualities of games: activities prosxulitoy
rules to elicit and
experiences in their participants [34]. If everrthevas a
perfect test-bed for helping people learning alsbhics and
ethical reasoning, games would be it. We beliexs the
medium has only just begun to scratch the surfacevee

IGDA Retrieved Feb 17, 2009, from
http://www.igda.org/credit/IGDA_Game_Crediting_Geid

Draft 8-5.pdf

15. Intelligent SystemsFire Emblem: Radiant Dawn
Nintendo Redmond, WA, 2007.

16. Laurel, B.Computers as TheatreAddison-Wesley

create emotionally meaningful Publishing, Reading, Massachusetts, 1991.

17. Ledone, D. Super Columbine Massacre RPG!
www.columbinegame.con2005.

18. Lopez, M. and Theobald, P. (2004). "Case Fielg

wonder what other mechanisms we can develop terfost Square Enix Milking the Final Fantasy VII Francti$e

ethical thinking. In what additional ways can we games
to help explore ethical questions? We look forwaod
continue exploring these questions and issues.
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