360

Index

Symbols

3D action simulators 112
3D environment 221

A

abstract modeling 4

Adobe Flash 229

agricultural practices 143

allegorical distance 129

Allegory of the Cave 135

ancient world 89

anti-Hegellian 75

anti-Hegellian for Nietzsche 75

antisocial behavior 83

anti-social direction 21

antithetical 125, 127, 128

a priori 73

a priori ethical system 73

arcade-style 113

artificial settings 20

assessment tool 251

Athenian tragedy 89

audio-visual content 16, 21

authentic context 259

avatar 52, 53, 54, 56, 57, 58, 59, 60, 61,
62, 63, 64, 65, 67, 240, 241, 247

avatar-based games 53

avatar-based video game 52

Ayiti: The Cost of Life 23

B

Baldur’s Gate 70, 82, 83
Baldur’s Gate 2 63, 68, 70, 83
Bastard of the Old Republic 64

biological 118, 119

Bioshock 52, 59, 62, 63, 65, 68, 86, 87, 90,
94, 95, 96, 97, 98, 99, 100

BioWare 52, 61, 68

blackboxing 9

blind follower model 59, 60

Boston Massacre 259, 260, 262, 263, 267,

268, 270, 271
Burnout Paradise 225
C
Call of Duty 4

1, 2, 3, 4,6, 7,9, 10, 11, 15
cave-culture-game 86, 89, 91, 92, 93, 94,
95, 96, 97, 98, 99, 100
cave-dwellers 91, 93
cinema-goers 92
classic design theory 7
classless society 74
cognitive development 125
cognitive-developmental approach 35, 50
cognitive-developmental paradigm 35
cognitive-developmental theory 25
cognitive friction 1, 7, 8, 9, 10, 12, 13
cognitive load 183, 190
cognitive sciences 35
cognitive skills 152
Colossal Cave Adventure 243, 253
commercial computer games 1
commercial ethos 125, 131
commercial off-the-shelf (COTS) 35
communal 30
communication technologies 174
communicative acts 228
complex system 170, 173

Copyright © 2010, IGI Global, distributing in print or electronic forms without written permission of IGI Global is prohibited.



Index

complex systems 142, 143, 144, 145

computer games 167, 170, 171, 172

computer role-playing game 111

conceptual framework 2

conscious creative clash 1, 13

constructivist stage theory 18

contextual environment 291

contextual vacuum 41

Coping and resiliency 39, 41

Corporation for Public Broadcasting (CPB)
259

counter-culture 72

Crash 132

cult leader 44

cultural assumptions 20

cultural domain 6

cultural models 134

cybertext 54

D

Daedalus Project 113

deadline 259

decision-making 256, 293, 294
design learning objectives 233
design-oriented perspective 6

design recommendations 255

design reflections 2

design type 5

dialogic ethic 138, 139, 142
dialogic relations 128, 137, 143, 146
dichotomy 78

Digital Equipment Corporation (DEC) 111
digital games 54, 56

digital prototype 230

digital prototypes 227, 228, 229
dogma 72, 76

dogmatic 72, 73, 74, 75, 76

Doom 4, 58, 68, 115, 123

dramatis persona 89

Dungeons & Dragons 39, 111

E

ecology 27, 31
ecosystem 177
educational experience 21
Elder Scrolls 79, 82

Elder Scrolls IV: Oblivion 94

electronic games 168, 170, 171, 172

emotional contexts 38

emotional life 72

emotional resolve 48

empirical research 24, 28

encompassing approach 181, 182

Entertainment Software Review Board (ESRB)
20, 312

epistemic agent 4

epistemic games 22, 23, 24

ergodic 54, 56

Ernest Becker 109, 119, 120

ethical agency 8, 9

ethical choices 293, 297, 305

ethical cognitive dissonance 1, 10, 11, 12, 13

ethical decision-making 181

ethical decisions
71, 74, 75, 76, 81, 291, 306

ethical education 87, 90, 92, 93, 94, 95, 97

ethical feedback 9

ethical framework 87, 94, 95, 97, 99, 100,
153

ethical gameplay 1, 2, 3, 4, 6, 7, 8§, 9, 10,
11, 12, 13

ethical interpretation 56

ethical investigation 125

ethical issues 151, 152, 154, 155, 159,
160, 161, 163, 164

ethical moments 87

ethical relationships 109

ethical situation 291

ethical societies 74

ethical system 93, 94, 95, 96, 98, 99

ethical theoretical frame 75

ethical thinking 151, 152, 153, 154, 155,
156, 161, 162, 163, 164

ethical values 27

ethics 1, 2, 9, 69, 70, 71, 72, 73, 74, 75,
79, 80, 81, 83, 84, 86, 87, 89, 90,
92, 93, 94, 95, 97, 98, 100

ethics-based decision making 2

ethics content 239

ethics game 236, 237, 239, 240, 242, 247,
250, 252

ethicsgame.com 243, 253

361



ethics games 236, 237, 239, 242, 251
ethics guide 244, 245, 246
event-based nature 285

Eve Online 27

Everquest 102, 104, 108

Everquest 2 102, 104

evil antagonist 58

expansionist ideology 133

external manipulations 241

F

Fable 2, 8, 15, 21, 28, 39, 58, 62, 68

Fable 2 62, 242

Fagade 211

face-to-face contact 126, 136

Fallout 21

Fallout3 3, 4, 5, 11, 15, 35, 38, 41, 42,
43, 44, 46, 47, 49, 70, 73, 80, 81,
82, 83, 242, 249, 253

family communication 167, 168, 169, 170,
171, 172, 173, 175, 179, 180

family interaction 169, 171, 172, 173, 176,
178, 179

family-oriented space 175

fiction-oriented styles 63

first-person shooter (FPS) 20

Flash prototypes 229

Food Force 134

footbridge dilemma 54, 55, 65

Four Component Model functions 38

Four Component Model of Moral Functioning
35, 38

FPS games 2

fundamental attribution error (FAE) 293

G

game concept 278

game design 1, 2, 3, 4, 6, 7, 8, 10, 11,
12, 13, 14, 15, 69, 76, 78, 80

game designer 311, 313, 315, 316, 322,
323, 326

game-designer 98

game design techniques 2

game developers
218, 220, 226, 230, 232, 233

game-players 93

362

Index

gameplay experience 238, 248, 249

gameplay level 58

GamesMasters (GMs) 302

game’s rules 24

game-world 4, 6,9, 10, 13, 238, 239, 240,
242, 243, 246, 248, 249

gameworld 2, 4, 5, 6, 7, 11

Gaming: Cultural Algorithms 133

genuine dilemma 39

GoodPlay project 151, 152, 154, 161

Grand Theft Auto 17, 24, 26, 31, 33, 52,
53, 58, 64, 65, 68, 237, 238, 254,
312

Grand Theft Auto IV 24, 26, 94, 219

Grand Theft Auto: San Andreas 70

Gran Turismo 4 218, 219, 224, 225, 235

Gravity Bone 132

H

Half-Life’s 6

Halo 139

hermeneutical process 7

Heteronymous stage 36

hidden moral spectator 62

historical figures
258, 259, 265, 267, 270, 272

historical interpretations 259

historical thinking skills 258, 259

historical understanding 259, 264, 273

historical view 75

holistic environment 240

Holocaust 311, 316, 319, 321, 323, 325,
329

holy relic 44

home ecology 167

homeric epic 89, 93

HTML format 210

human being 125, 132

human conversation 211

human experience 313, 315, 323, 325

human input 17

Humanistic Ethos 125, 128, 129, 137, 142,
143, 146

humanistic needs 125, 126, 127, 128

human learning 48

human nature 117, 118, 119, 129



Index

human practice 17

human vs. computer 238

human vs. human 238
humanworld 128

hypothetical dilemmas 47
hypothetical moral dilemmas 152

I

ideological 275
ideology 92, 94, 95
ideology-detox 133
immediate agency 55, 65
in absentia 74
information management 256
in-game briefings 59
in-game relevant values 9
interactions 238, 240, 246, 253
interactive concept 227
interface elements 10
Interpersonal interaction 27
interpret situations 45
Israeli-Palestinian conflict

219, 221, 225, 228, 231

K

Kings Quest 259
Knights of the Old Republic 2, 8, 15, 80, 82
KOTOR 94, 95, 96, 97, 98, 99

L

learning environments games 48

learning objectives 217, 219, 220, 223,
225, 226, 228, 230, 232, 233, 234

learning topic 239

Life without People 135

linear narrative 59

LittleBigPlanet 139

logical conflict 71

ludic element 86, 91, 92, 93, 97

M

Madame Bovary 132

magic circle 83
Make-Believe Violence 118
manifestations 120, 121, 122

mass effect 35, 38, 48, 49, 58, 60, 61,
63, 64, 65, 68

massively multiplayer online games (MMOGs)
102, 206

massively multiplayer online role-playing
games (MMORPGs) 104, 140, 153

mature moral experiences 2

Maze War 112

mechanical player 5

Megaton 41, 42, 43, 44, 45, 46

meta-claims 73

metacognition 200, 256

meta-gaming 57, 63, 66

Meta-gaming 64

Metal Gear Solid 131

Metal Gear Solid 3 62, 68

Metal Gear Solid 4 131

metaphorical elements 4

meta-practical claim 73

microphone 211

Middle Eastern conflicts 4

mimesis 86, 87, 88, 89, 90, 91, 92, 93,
94, 95, 97, 99, 100

mini-game 249

Mission US 255, 256, 259, 261, 262, 266,
267, 268, 269, 271

Mission US: For Crown or Colony 255, 256,
259, 261, 262, 267, 269, 271

mobile phones 175, 178, 280, 281

modern warfare 2, 3, 4, 6, 10, 11

modern western society 118

Monopoly 22, 33, 110

moral agency 52, 59, 62

moral behavior 36, 44, 45, 47

moral character 50

moral choices 52, 53, 54, 58, 60, 61

moral competence 35, 36, 45, 48

moral content 35, 38, 39, 41, 45, 46, 49

moral decision making 239

moral deliberation 43

moral development 35, 36, 38, 39, 49, 50,
51, 197, 198, 199, 200, 201, 203,
204, 205, 206, 207, 208, 209, 210,
211, 212, 214

Moral Development of the Child 36

moral dilemma 39, 46, 47

363



moral duty 291

moral education 16, 17, 25, 32, 53, 54,
181, 182

moral engagement 53, 54, 55, 56, 57, 58,
59, 60, 61, 62, 63, 64, 65, 66

moral functioning 37, 45, 47, 49

moral gameplay 58, 60, 61, 62, 63, 64, 66

morality 69, 71, 72, 73, 80

morality system 2, 8, 9

Moral Judgment 37, 38, 39, 40, 41, 47

Moral Motivation: cultivating conscience 48

moral-pedagogic spectrum 49

moral pedagogy 39, 42, 46, 48, 49, 50

moral philosophy 59, 61, 62, 67

moral profile 56, 60, 61, 64

moral psychologists 18

moral psychology 35, 36, 52, 54

Moral Sensitivity 37, 38, 41, 42, 45, 47

moral territories 239

moral valence 70

M-rated gameplay 20

multi-faceted moral dilemma 47

multi-layered psychological contemplations
117

Multimedia 185, 190, 191, 193

multimedia multi-site installation 135

multi-player 53, 66

multiplayer game 177

multiplayer video game 27

N

narrative-based decision trees 2
narrative format 246

narrative structure 58, 59

Negotiation 60

neo-Hegellian 75

neo-Hegellian for Marx 75
Neo-Kohlbergian 35, 38, 51
neo-Kohlbergian approach 35
Neo-Kohlbergian models 38
Neo-Kohlbergians 38

Nintendo Entertainment System (NES) 39
Nintendogs 21, 28

Nintendo Wii 168, 178

non-digital 211

non-digital games 311, 318, 322, 326

364

Index

non-directional 308

non-interactive fiction 54

non-interactive media 21

non-judgmental 308

non-playable characters 60

non-playable characters (NPCs) 60, 61, 62, 63,
94,103, 241, 260

(0]

on-line discussions 52
online multiplayer games

151, 152, 161, 162, 163, 164
orthographic perspective 237
out-of-game space 83

P

Pac-Man 111, 123

paradoxically 133, 135

paradox of knowing mortality 120

Passage 130, 131, 149

passive broadcast mentality 30

Peacemaker 219, 221, 223, 225, 228, 230,
231, 234

pedagogical game design 239

pedagogical tools 153

perspective-taking 154, 155, 156, 157, 158,
160, 161

PETLab 275, 285, 290

philosophical 112, 114, 115, 116, 117, 118,
120, 121, 122

philosophical ethical theory 72

philosophical inquiry 137

philosophy 86, 87, 88, 89, 91, 92, 93,
99, 100

Philosophy of Literary Form 127

phonological loop 183, 184

physical world 102, 108

Pick Up Group (PUG) 104, 107

Plague 145

Planescape: Torment 73, 82, 83

Plato 86, 87, 88, 89, 90, 91, 92, 93, 94,
95, 97, 99, 100

Platonic perspective 87

Platonic understanding 89, 90

Plato’s argument 104

Plato’s cave 86, 88, 92, 94, 97, 99



Index

Plato’s Republic 87
Plato’s story 104
playable character 56, 64
player 1, 2, 3, 4, 5, 6, 7, 8§, 9, 10, 11, 12
player/avatar dichotomy 56
player model 2, 4, 5, 6, 9
Player vs. Player (PvP) 102
play interaction 109, 110
PlayStation 2 (PS2), 174
PlayStation 3 175
Pleasantville 135
Poetics 95, 100
policy-makers 50
political culture 93
politics 9, 15
post-apocalyptic role-playing game 3
practical philosophy 137
predominant orientation 63
pre-established moral continuum §
pro-social 19, 21
prosocial concerns 30
prosocial development
16, 17, 18, 19, 20, 27, 29
prosocial education research 28
prosocial educators 27, 30
prosocial game 21, 24
pro-social interventions 19
prosocial learning 17, 19, 20, 21, 22, 24,
25, 26, 28, 29
prosocial message 20, 21
prosocial responses 21
prosocial video game 21, 31
proto-game designers 104
provocateur 104, 105
psychoanalysis 137
psychological 54, 60, 110, 112, 116, 117,
118, 119, 121, 122
psychological exchange 110
psychological/pedagogic standpoint 42
psychology 35, 36, 38
psychosocial moratorium 238

Q
Quake IIT 5

R

reactive agent 5, 6, 7, 8

Re:Activism 274, 275, 276, 277, 278, 279,
280, 281, 282, 284, 286, 287, 288,
289, 290

real choice 77

real conflict 231

real-life behavior 22

real-life fact 56

real life (RL) 102, 103, 104, 229, 231

real life situation 226

real-life street-corner evangelists 44

real society 219

real-time interaction 285

real world 237, 238, 239, 240, 241, 242,
247, 249, 250, 252

real-world gerrymandering tactics 229

real-world phenomenon 233

real-world practice 30

real-world settings 28

real world socialization 240

Red vs. Blue 139

Renegade 60, 61

repertoire 4, 5

research-based 28

rhetorical ideology 133

rhetoric paradigm 9

rhetoric underlines 22

Rock Band 168, 175, 178

Rock Band 2 129, 140, 141, 142

role playing game (RPG) 61, 69, 249

role-playing style 64

Rolling Stone 111, 122

RPG game 70

RPGs 69, 70, 71, 72, 75, 76, 77, 78, 79,
81, 82

S

sandbox 69, 70, 71, 72, 75, 78, 79, 80, 82
sandbox games 69, 78

sandbox RPG 69, 70

science fiction-based environment 248
scientific method 110

SCMRPG 114, 115, 116

screen-based technologies 125, 126, 127

365



Second Life 139

self-efficacy 197, 202, 212

self-knowledge 137, 138

self-reinforcing ethical system 93

self-reported 20

self-serving 293

semantic information 7

semantic layer 5, 7, 8,12

semantic level 4, 5, 8, 12

semantic set of operations 9

semiotic domain 43

serious game developers 220, 233

Sesame Street 30

sexual innuendo 19

Shadow of the Colossus 59

shadow-puppet play 86, 87, 88, 89, 90, 91,
92, 93, 94, 97

Sickness Unto Death 118

Silent Hill 2 59, 68

single-player game 71, 82, 83, 153

Smallville 132

social belief systems 169

social cognitive perspectives 168

social cognitive theory 167, 172, 178, 199

social communities 206, 211

social context 45, 69, 76, 80, 81, 82

social dynamics engine 62, 63

social games 275

social-historical context 127

social interaction 197, 198, 201, 204, 206,
207, 208, 212, 213

social interactions 97

social landscape 44

social learning 169, 172, 176

Social learning theory 21, 30

social narratives 197, 201, 203, 204, 205,
207, 208, 212

social nature 205, 211

social networking sites 174

social norms 69, 70

social practices 26, 127

social relationships 27

Social RPGs 81

social stimuli 45

social work 23

society 71, 74, 83, 84

366

Index

socio-cultural ideals 198

socio-emotional skills 177

socio-moral 200, 208, 209, 212

Socrates 17, 18, 86, 87, 88, 89, 90, 91,
92, 93, 94, 97

Sonic Adventure 2 Battle 134

Seren Kierkegaard 109, 110, 117

Space Invaders 22

Spacewar 109, 111, 114, 122, 123

Spasim 112

spiritual barometer 60

spiritual human experience 117

Star Wars 80

Star Wars: Knights of the Old Republic 39, 94

stereotypes 20

stimuli 45

Super Columbine Massacre 131

Super Heroes 118

SurgeWorld 222, 224, 226, 229, 230, 232,
235

survey-based study 164

SSW.A.T. 4 23

T

Tactical Iraqi 221, 223, 226

Tactical Language 221, 223, 225, 228, 230,
231, 234

Teachers Evaluating Educational Multimedia
(TEEM) 191

teaching ethics 291

Tetris 241, 254, 312

The Children of Men 135

The Denial of Death 119

The Escapist 321

The Giver 135

The Graveyard 130, 131

The New World 135

theoretical approach 53, 54

theoretical concept 183

theoretical model 52

theoretical perspectives 168, 169, 172, 173

The Redistricting Game 219, 221, 224, 225,
226, 227, 228, 229, 230, 231, 234

The Sims 139, 206, 210

The Will to Power 107

The Witcher 62, 64, 68



Index

The Wrestler 132 violence 19, 20, 28, 30, 32
Thin Red Line 135 virtual avatars 241
tic-tac-toe simulators 111 virtual characters 238, 240, 244
tools 16, 18 virtual decisions 102
transhistorical 92 virtual domain 237, 240
virtual environment 110
Y virtual identities 239, 241, 242, 251
Ultima IV 35, 38, 39, 40, 41, 46 virtual interaction 211
Under Ash 134 virtual pedagogical tools 247
understanding emotional expression 42, 43 Yirtual Philqsqpher 238
undogmatic ethical theories 75 V%rtual proximity 16, 26
up-close and personal 55 virtual world 102, 107
Upheavals of Thought 19 visual manifestation 113
user experience research 177 visual rhetoric 220
user-generated maze 111 visuo-spatial sketchpad: 183
VvV W
valuable tools 151 well-paced action 3
value-based feedback 9 Western Philosophy 86
vast wasteland 30 Wii Fit 29
Veritas University (VU) 242 Will to Power 107
video game 16, 17, 19’ 20, 21, 22’ 24’ 25’ World of Warcraft 17, 27, 102, 104, 108,
26, 27, 28, 29, 30, 31, 32, 86, 87, 113, 114, 120, 140, 146, 155, 157,
88, 89, 90, 92, 93, 94, 97, 98, 109, 159, 160, 162, 165, 166
110’ 111, 112, 113’ 114’ 115’ 116, World of Warcraft (WOW) 95, 102
117, 118, 120, 121, 122, 124, 151, World Without Us 135
152, 153, 163, 164, 165, 182, 189, Y
192, 193, 197, 198, 204, 205, 2006,
207, 209, 210, 212, 237, 238, 240, YouTube 64
241, 242, 253
video game context 115 Z
Video game players 238 Zoo Tycoon 19, 21, 22, 23, 24, 25, 26, 33
Vigilance 1.0 133, 134 Zork 112, 122, 123, 259

367



	Index

