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Lets Play! (at least with ideas)

• Get participants involved

• Present the challenge(s)

• Problematise what factors are 
involved 

• Literature and context

• We present 3 initial ideas

• Question what elements are 
important

• What direction do we go in

• Ask for your feedback/collaboration

• Do a poll 

• Does anyone want to join????
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• Academic Integrity:
• Current approaches to address student cheating are not working (Ellis & Murdoch, 2024)

• Bertram-Gallant (2008) ‘the rule compliance’ approach versus ‘the integrity’ approach

• Dawson (2020) a dichotomous situation: you’re either pro-integrity or anti-cheating’, 

• Ayres and Braithwaite’s (1985) ‘constraining noncompliance’ (i.e. to reduce the incidence of 

cheating) and ‘engendering the inculcation of trust and… virtue’ (i.e. to have a strong academic 

integrity culture and to facilitate student learning).

• The simple premise of (this for that) TFT is that if regulated individuals do ‘that’ then 

regulatory authorities do ‘this’ in response 

• Assessment Security:

• Moving to an new era: “Assessment Design trumps Assessment Security” 
(Dawson, 2020)

• Artificial Intelligence:
• Needless to say it is a challenge for Academic Integrity….

The challenge(s)
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Our proposal: 
Academic Integrity and Artificial 
Intelligence (board) game. 

• Overview: To develop a game designed to educate both staff and students about the nuances of 
academic integrity when utilising AI tools. Players navigate through various scenarios where they 
must discern what constitutes acceptable and unacceptable use of AI-generated content to avoid 
academic misconduct accusations.

• Objective: The objective of the game is to advance by demonstrating an understanding of AI in the 
context of using GenAI tools. Players aim to reach the finish line/deadline by acting with academic 
integrity through ‘appropriate’ decision-making.

• This interactive game requires both staff and students to compete intellectually, morally and 
ethically, to understand appropriate uses of Artificial Intelligence across various assessment types, 
varying different circumstances and contexts. The game is an exercise in making judgement about 
what might be deemed as Academic Misconduct and the extent of appropriate demonstration of 
Academic Integrity, discussing the basis for such decisions. 

• We aim to utilise a range of student personas, stakeholders involved in academic integrity and 
misconduct processes and disciplinary assessment types to develop a range of scenarios, all 
requiring judgement. The aim of the game is dialogue and development of a continuum of 
acceptable use of Artificial Intelligence in conjunction with a range of multidimensional factors 
(assessment type/student characteristics etc). Judgement and group consensus decide 
‘acceptable use’ in spirit of co-creation mutual understandings. The player with the most agreement 
wins!
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Literature & 
Sector 
Practice
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AI -What we know….What Dawson (2020) knows ☺
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GenAI and 
cheating…

https://leonfurze.com/2023/09/20/generative-ai-plagiarism-and-cheating/#is-using-gai-cheating

https://leonfurze.com/2023/09/20/generative-ai-plagiarism-and-cheating/#is-using-gai-cheating
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Assessment 
types and AI 
scales

• For inclusivity can we 

really RAG rate 

assessments RED?

• Reasonable adjustment?
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Inclusive Practice

https://nationalcentreforai.jiscinvolve.org/wp/2024/01/
09/ai-empowering-inclusive-education/

•Personalised Learning: AI tailors language learning ESOL students.
•Communication Tools: AI aids ND individuals in expressing themselves.
•Social Skills: AI fosters social interaction practice for building relationships
•Interview Prep: AI simulations help ND individuals succeed in interviews.

https://nationalcentreforai.jiscinvolve.org/wp/2024/01/09/ai-empowering-inclusive-education/
https://nationalcentreforai.jiscinvolve.org/wp/2024/01/09/ai-empowering-inclusive-education/
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Gamification

• Games-based learning in a collaborative environment offers

 low-stakes means of engaging with course content 

(Khan, Dyer, Bjelobaba, et al., 2021, Paulson, 2023). 

• We are interested in 'serious games', "those that aim to educate and inform 
during play (Susi, Johannesson and Backlund, 2007; de Freitas and Liarokapis, 
2011)" (White, 2019); 

• White’s (2019) 'The Academic Integrity Board Game' to engage students with 
the concepts associated with academic integrity. Approaches to AI (Academic 
Integrity) and AI (Artificial Intelligence) at the University of Sydney have also 
prompted us to start developing our own
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Existing games

Most existing 'games' do not qualify as games, 
certainly not 'good' games :-(

They are either presented from an academic 
bias ("Hey let's learn how cheating is WRONG!") 
or are 'tests' rather than actual games ("Pick the 
right answer from these options...")

They are certainly not enjoyable, complex 
experiences where the benefits emerge from 
engaged, exploration of the themes with 
interesting choices available to players

Good games are ones that foster repeated play 
until the required experience has been played 
out (sic). These are very rare if they exist at all!
Reddy, M., Johnson, C. (2024). Games and Gamification: Can Playful Student 
Engagement Improve Academic Integrity?. In: Eaton, S.E. (eds) Second Handbook of 
Academic Integrity. Springer International Handbooks of Education. Springer, Cham. 
https://doi.org/10.1007/978-3-031-54144-5_157



Existing games: Online Jeopardy- Jeopardy game board 
(links derived from Paulson (2023)

https://jeopardylabs.com/play/plagiarism-and-academic-integrity


Existing games: Integrity games

Part of the Horizon2020 
INTEGRITY project
The first version of Integrity 
Games was developed in 
2021 as part of the research 
project INTEGRITY funded by 
the EU through Horizon 
2020. The site will be 
continually expanded with 
new cases and translations.
Integrity Games was 
originally developed by 
researchers from the 
universities in Copenhagen, 
Debrecen, and Geneva in 
collaboration with imCode 
Partner AB, Sweden.About - Integrity (integgame.eu)

https://h2020integrity.eu/
https://imcode.com/
https://imcode.com/
https://integgame.eu/about
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Interactive Video ‘games’
YouTube video enabling drag and drop responses
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3 ideas!
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Ideas for the game: Version 1 – 
Plagiarism Pursuit

• Agnostic (deficit) starting place, acknowledging come with nothing, 

 make mistakes and get punished

• Series of trials – game of luck

• Snakes and ladders – Plagiarism Pursuit

• Do you have integrity or not (pre-determined outcomes)

• Objective right wrong answers 

• E.g. You use material from an article without referencing – 

 acceptable or unacceptable? 

• Punitive, policy driven – what is right what is wrong

• Intent, contextual circumstances not considered
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Version 2 – 
Cards Against Integrity

• Scenario based (different assessment types / 
continuum) created by random combinations 
(assessment type/RAG status)

• No dice rolling – winner aims to collate cards based 
on most appropriate use of GenAI and 
demonstration of AI positive reinforcement, accrue 
cards based on outcomes

• Group consensus - Judgement from other players – 
other players vote how risky etc higher score more 
risk (scoring system for risk )

• Replay-ability / metaplay 
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How could 
this work?

• One card = RAG status assessment 

• One card = a place on the AI use continuum

• The combination required judgement, simplified example below

Red card no 
AI allowed

Assessment: 
Presentation

Acceptable 
use continuum 

point 9: You 
use deep fake 

to record 
yourself

Green card 
 AI fully 
allowed

Assessment: 
Presentation

Acceptable 
use continuum 

point 9: You 
use deep fake 

to record 
yourself

= =

Game sparks discussion and consensus judgement made on whom provides the most ‘appropriate’ response 
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But….what about the person?

• Compassionate 
pedagogy

• Assessment for 
Inclusion (Nieminem, 
Tai et al)

• Assessment for social 
justice (McArthur)

• Student personas 
(Keele) utilised to 
understand genAI 
affordances and 
constraints for a 
diverse student body
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Version 3 – 
Integrity By You

• Based on Game of Life / Life By You, concept of 
Sim city/avatars, Resource management games 

• Personas (inclusivity, disabilities, socioeconomic 
capital)

• Start with a Bag of integrity (BOI), aim is to reach 
end with an intact BOI.  

• Scenarios introduce 'vulnerabilities' that risk your 'BOI’, e.g. student short of time, decides 

to ask AI to complete assignment for them.  Submits the generated version.  Lose X from 

BOI.  Rather: How to make this up?  How to mitigate for it?  Instead...do A, B, C, etc - won't 

lose anything from bag or possibly lose less..?  With the aim of improving good practice.

• Multidimensional -Homelife / worklife / academic life – moving around a board/platform 

iteratively need to get around the whole thing

• Decisions guided by resources (individualistic) and risks, balance time, allocation of 

resources to meet deadlines (e.g. spending money on essay mill)

• Motivations, Effort, Accumulating assessment literacy, Skills, Severity of 

penalties/mitigating activities
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Anyone want to 
collaborate?

Feedback on the 
games?

Survey to 
complete please 
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