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ACADEMIC INTEGRITY GAMES IN EDUCATION
O. D. Kulyk*, N. Yu. Serdiuk*

The paper investigates the promotion of academic integrity (Acadl) by implementing the method of
gamification in the educational process. The aim of the research is to highlight the complex of
games on Acadl as one of the prospective forms of work with youth at general secondary education
institutions (GSEIs) and higher education institutions (HEIs). Methods. To achieve the goal, the
Sfollowing methods were used: theoretical (analysis, synthesis of scientific and pedagogical sources)
and empirical (observation of the educational process). Results and discussion. Based on their
own experience, the authors of the article highlight the system of Acadl games, which is considered
as several educational game practices that help teachers educate students on aspects of Acadl,
develop their knowledge about academic integrity, prevent scientific dishonesty, give them good
citation practice, improve their ability to correctly cite sources and format their scientific work, etc.
The system of Acadl games was used in the content of the Educational course "Methodology and
Organisation of Professional Research and Academic Integrity" for students of the second (master's)
level of higher education in the specialties 014 Secondary Education (Ukrainian Language and
Literature), 014 Secondary Education (Language and Foreign Literature (English)) and 014
Secondary Education (Language and Foreign Literature (German)) at University of Hryhorii
Skovoroda University in Pereiaslav (HSUP). It was based on 3 dominant learning approaches
(storytelling, interactivity, and situational learning) and divided into 3 groups, namely: 1) situational
games, 2) storytelling games, 3) interactive Acadl games through online learning tools ("You Quote I,
You Note It", "Goblin Threat"), apps ("Dilemma Game"), and platforms ("Integrity Games Platform").
These Acadl games are used as a group, pair and/or individual tasks at practical lessons,
individual tasks for self-study work, and as a preparatory element to an individual research work.
Conclusions. It was attempted to highlight the system of Academic Integrity games, that is
considered by authors as crucial and can be easily used for students, studying English as a foreign
language, of all levels and specialties at HEIs, GSEIls, colleges and institutes, etc. The
implementation of such games incorporates proactive action in building a culture of
honesty/integrity and fostering ethical behaviour of youth in educational institutions.

The prospects of the research are seen in the pedagogical experiment of checking the
effectiveness of the highlighted complex of Acadl games in teacher training at HSUP.
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ITPU 3 AKAZJEMIYHOI OBPOYECHOCTI B OCBITI
0. O. Kyank, H. 10. Ceparox

Y cmammi docniookyemosest cCnpusiHHSL aKadeMIiuHili 0obpouecHocmi uepe3 8npoe8aoIKeHHsL Memooy
2etimipicayii 8 oceimniili npoyec. Mema 0ocnidreHHsL — gucsimaumu cucmemy 2op 3 aKademiuHoi
dobpouecHocmi sk OOHY 3 nepcneKkmueHux ¢opm pobomu 3 MON000H0 8 3aKnadax 302albHOL
cepedHboi oceimu (33CO) ma sarxnadax euwoi oceimu (3BO). Memoodu OJocnidrkeHHst. [lns
0OCSIZHeHHSL NOoCMaeleHoi Mmemu SUKOPUCMAHO MeoOpemuuHi (aHanis, Y3azalbHeHHs. HAYKO80-
nedazoziuHuUX OxKepes) ma emMnipuUuHi (CnocmepesKeHHsl 30 Ha8UAIbHO-8UXO8HUM NPOUECOM) MemOoOoU.
Pesynomamu i o06z2080peHHst. Ha 0CHO8I e/1acH020 00Cgi0y aemopu cmammi 6ucsimJiiiomo
cucmemy ieop 3 akademiuHoi OobpouecHocmi, SIKY po32nsi0armb SK HU3SKY OC8IMHIX 2po8ux
npakmux, wo Joonomazarme BuUKLA0auam Hasuamu cmyoeHmig acneKkmam aKademiuHoi
dobpouecHocmi, posgueamu ixXHi 3HAHHSL NPO axkademiuHy OobpouecHicmb, 3anobizamu HAYKOSLU
HedobpouecHocmi, opmysamu HANECIKHY NPAKMUKY UUMYBAHHS, B00CKOHANIO8AMU 6MIHHS
NpasunibHo yumysamu oxkepena ma ogpopmarogamu ceoi Haykosi pobomu mowo. Cucmema izop 3
akademiuHoi dobpouecHocmi OYsa euKopucmaHa y 3micmi HasualbHozo Kypcy "Memodonozis ma
opeaHizayisi ¢axosux OocnidkKeHb 1 akademiuHa OobpouecHicms” Oast cmyodeHmie Opyz020
(mazicmepcbkoeo) pigHsi suwoi ocgimu cneyianvHocmeti 014 CepedHs oceima (YkpaiHceka mosa i
aimepamypa), 014 Cepeors ocgima (Mosa i 3apybixkHa nimepamypa (aHzniliceka)) ma 014 CepeoHs
oceima (Mosa i 3apybixHa nimepamypa (Himeuvka)) e YHigepcumemi I[puzopis Ckroeopoou e
ITepescnasi (YI'CII). BoHa 3acHosysanacsi Ha 3 0oMiHYyoUuux nidxodax 00 HABUAHHSL (cmopimesiHe,
iHmepaKmueHicms ma cumyamugHe HA8UAHHs) i 6ysa nodineHa Ha 3 epynu: 1) cumyauyiliHi iepu,
2) iepu-po3nosidi, 3) iHmepaxmugHi i2pu 3a 00NOM02010 OH-NAUH tHempymeHmis ("You Quote It, You
Note It", "Goblin Threat"), dodamxig ("Dilemma Game") i nnamdgpopm ("Integrity Games"). Ll izpu 3
akademiuHoi OobpouecHocmi 8uKkopucmogyomscsi sK 2pynosi, napHi ma/abo iHOU8IOYabHI
3a80QHHSL HA NPAKMUUHUX 3AHAMMSX, THOUBIOYAbHI 3a80AHHS O/l CAMOCMIHOL pobomu ma sK
nideomosuuil enemeHm 00 iHOUBIOYANbHOI HayKoeo-0ocnioHoi pobomu moujo. BucHoeku. ¥ cmammi
3pobreHo cnpoby suceimaumu cucmemy 2op 3 akademivHoi dobpouecHocmi, KA, HA OYMKY aemopis,
€ aKMyanbHOW 1 MOXKe bYymu 1e2ko suKopucmara o1k cmyoeHmis, sKi 8USUA0Mb AH2IUCbKY MO8Y
SIK THO3eMHY, 8cix pigHig i cneyianbHocmetli y 3BO, konedrkax, iHcmumymax mowo. BnposadieHHs
makKux i20p € aKmugHow O0ier Y POPMYBAHHI KYabmypu uecHocmi/0obpouecHocmi ma 8UXO8AHHI
emuuHoi nogediHKU MO001 8 HABUANIbHUX 3aK1A0AX.

ITepcnekmueu OocnidxceHHst sb6auaemo Y npogedeHHi nedazoziuHo20 eKcnepumeHmy 3
nepesgipku egexkmusHocmi 3a3HAaUeHoi cucmemu i2op 3 axademiuHoi dobpouecHocmi Y nid2omosuyi
suumenig Ha 6asi YI'CII.

Knrwuoei cnoea: arxademiuHa O0obpouecHicmob, izpu, cmydeHmu, axkademiuHa Kyabmypa,
YecHiCmb, emuKa, Ha8UAIbHI 3aKN1a0uU, OH-IAUH IHCMPYMEHMU, NAAMpPopMmA.

Introduction of the issue. To join the ensuring the ethical culture of Ukrainian
European educational and scientific youth during their training in GSEIs and
space, Ukraine is actively modernising HEIs is important to study, especially in
its educational system and has already the context of innovative educational
adopted a number of regulations methods, forms, and technologies, for
governing the activities of educational example through implementing the
institutions to ensure academic integrity method of gamification, which is "is an
and prevent violations of its norms and effective tool for control of human
rules. Compliance with the laws of behaviour without coercion, using
academic integrity by all educational positive incentives" [10: 439]. This
process participants is the main reinforces the relevance of the study of
condition for involving Ukrainian the introduction of educational games to
education and science in global scientific promote academic integrity values in
communication. Hence, the problem of educational institutions.
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Current state of the issue. The
analysis of current research and
publications has shown that various
aspects of this problem have been the
subject of many scientific studies, in

particular, academic integrity in the
system of education and science
(O. Kulyk [5], N.Serdiuk [7; 9],

V. Savchuk [7], etc.). A wide range of
problems on Acadl at GSEIs and HEIs
has been studied, but insufficient
attention is paid to methods, forms, and
technologies of Acadl promoting, for
example, as a method of gamification
that is defined as one of the promising
trends in the modern methodology of
teaching young people in GSEIs and
HEIs [6: 82].

Some aspects of using integrity games,
as a certain tool to counteract violations
of the principles of Acadl, in education
were mostly studied by foreign scientists
such as K. Gilliver-Brown, D. Ballinger
[1], M. Goddiksen, A. Allard, A. Armond,

C. Clavien, H. Loor, C. Schopfer,
O. Varga, M. Johansen [2]. Despite the
study of individual aspects of this

problem, the questions of the importance
and use of Acadl games in education
remain open.

Aim of the research is to highlight
the complex of games on Acadl as one of
the prospective forms of work with youth

at general secondary education
institutions and higher education
institutions.

Research methods. To achieve the
goal, the following methods were used as
theoretical (analysis, synthesis of
scientific and pedagogical sources) and
empirical (observation of the educational
process).

Results and discussion. We concur
that today's youth must go beyond
simply mastering the technological
aspects of their future professions. They
should also actively participate in
meaningful interactions, establishing
subject-subject  relationships  across
various domains, as noted by
A. Kalensky et al [4: 104]. We firmly
assert that such relationships should be
rooted primarily in the principles of
integrity.
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Elevating the standard of Academic
integrity among Ukrainian youth is
achievable through their educational
journey, which should prioritise the
creation of a virtuous environment and
the promotion of integrity, "which is
aimed at understanding the meaning of
academic virtues, awareness of their
values, fostering respect for oneself and
others, responsibility for learning
results" [7: 104]. These foundational
elements can be seamlessly integrated
into the educational frameworks of both
GSEIls and HEIs.

The analysis of educational and
scientific sources has shown that a wide
range of problems of higher and general
secondary education have been studied.
However, insufficient attention is paid to
innovative forms that would contribute
to the formation of a young, virtuous
generation of Ukrainians and
significantly expand the system of
measures and tools to counter violations
of the principles of Acadl in educational
institutions. Among such modern tools,
we define the games on Acadl as one of
the prospective, creative, and
motivational forms of curricular and
extracurricular process in education.

To highlight the complex of games on
Acadl as one of the prospective forms of
work with youth at GSEIs and HEIs, we
share our Acadl games implementation

experience in teachers’ training at
University of Hryhorii Skovoroda in
Pereiaslav.

A system of Acadl used at HSUP
consists not only of documents covering
the policy, standards, and procedures for
maintaining Acadl, but also of the
educational components (courses) that
introduce students to the policy of Acadl
and all the possible measures to prevent
academic dishonesty. The preventive
measures at HSUP include annual
events on the implementation of Acadl in
the educational and scientific activities of
students; conducting informational work
(in particular, seminars) on popularizing
the principles of Acadl and ethics of
higher education seekers; coverage of
basic  concepts, laws, information
bulletins, and informative videos on
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Acadl on the HSUP website (section
"Academic Integrity") [7: 98]. Moreover,

HSUP has powerful text-matching
software (Unicheck, Strike
Antiplagiarism, etc.) to highlight the

texts, when match with resources from
the databases, and help faculty to
monitor text-matching, if happens, for
further investigating whether it’s
plagiarism or not.

The HSUP experience in Acadl
promotion proves the educational
component "Methodology and
Organization of Professional Research
and Academic Integrity" to be an
important element of the professional
training of students of the second
(master’s) level of higher education as
highly competent specialists and a
necessary tool for countering violations
of Al principles [9: 160]. The purpose of
teaching this educational course is to
form students’ integral, general, and
professional competencies in the unity of
knowledge, activity, and value
components, which will enable them to
master the theoretical and
methodological foundations, methods,
technologies, and  organization of
research activities, form the theoretical
and practical basis for effective, qualified
research, preparation, design and
presentation of qualification works [5:
19]. The authors believe this course to be
very effective and significant for teachers’
training.

Minding the fact that games have
become one of the essential activities in
modern teaching at institutions of higher
education in Ukraine [8: 104] and based
on their own experience, the authors
have tried to identify the complex of
Acadl games, that are used in the
content of the educational course
"Methodology and Organisation of
Professional Research and Academic
Integrity" for students of the second
(master's) level of higher education in the
specialties 014 Secondary Education
(Ukrainian Language and Literature),
014 Secondary Education (Language and
Foreign Literature (English)) and 014
Secondary Education (Language and
Foreign Literature (German)).
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These Acadl games are used in many
educational modules at HEIs, namely in:
curricular (practical lessons in the form
of group, pair, and/or individual tasks;
at self-study work, as "Check yourself"
tasks or during a  presentation
preparation, etc.; at students’ scientific
work before and during writing reports,

articles, scientific contest  works,
qualification works, etc.; during a
pedagogical practice at school etc.),
extracurricular (trainings, quests,

different Acadl popularisation events,
entertaining games, scientific contests,
etc.), self-education of students.

The system of games on Acadl involves
particular educational game practices
that help teachers educate students on
aspects of Acadl, develop their knowledge
about academic integrity, prevent
scientific dishonesty, give them good
citation practice, improve their ability to
correctly cite sources and format their
scientific work, etc. Such games are
nowadays built on different principles,
for example storytelling, interactive, and
comics [1] and others.

This system is based on 3 dominant
learning approaches; they are
storytelling, interactivity, and situational
(context-based) learning. The list of the
games fulfilling the system of Acadl
games:

[. Due to a situational learning
approach, there are such situational
games:

- "Plagiarism Detective" is a game
where students act as detectives tasked
with identifying plagiarism in various
written works (they should be provided
with research papers, documents, or
essays with a copied text, improper
citations, or paraphrasing without
attribution).

- "Citation Challenge" is a game
where students, being provided by texts
and information, must correctly identify
the appropriate citation style (e.g., APA,
MLA, Chicago) for different types of
sources (books,  journal articles,
websites, or interviews) and match them.

- "Plagiarism Escape Room" is a
game, where students are in a virtual
room, and to escape they must complete
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their tasks by avoiding plagiarism in
given texts according to proper citation
practices, techniques for paraphrasing,
and strategies for conducting ethical
research.

"Ethical Dilemma" is a situational
game when students (in groups) work
with ethical dilemma scenarios related to
Acadl (e.g. witnessing friends cheating on
an exam or planning to submit someone
else's work as their own etc.), discuss
them, and try to be first in coming up
with ethical solutions or courses of
action.

"Case Study Game-Competition" is
a case study competition where student
teams (given a case study describing a
situation involving academic dishonesty)
analyze and present solutions to real-life
academic integrity cases.

II. Due to a storytelling approach, we
use such storytelling games:

- "Sustainable Storytelling" is a game
in which students (divided by individual
secret drawing into 2 groups, into
players-performers and players-
obstructors) start to perform a task
(writing a report or story) on a given topic
(e.g, support for academic integrity in
education or other), while everyone has
to work hard (players-performers have to
write without realizing that players-
obstructors are doing their best to force
cheating, inadequate cooperating, or
enhancing uncertainty about citation
rules). Successful completion of the
game task is scored when the players-
performers make good decisions (despite
temptations from the players-
obstructors) and demonstrate integrity.

- '"Integrity Jeopardy!" is a quiz game,
adapted from the popular American TV
show '"Jeopardy!", when students
individually or in teams answer
questions focused on academic integrity
categories (as plagiarism prevention,
citation rules, ethical decision-making,
consequences of academic dishonesty,
and famous plagiarism scandals, etc.)
and earn points. A student or a team
with the biggest score of points wins.

1. Due to the interactivity
approach, we wuse interactive Acadl
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games through online learning tools,
apps, and platforms, namely:

- You Quote It, You Note It
developed by Acadia University, Vaughan
Memorial Library
(https:/ /library.acadiau.ca/research/tut
orials /you-quote-it-you-note-it-2.html).
The information on the content of some
basic concepts (citation, plagiarism,
common knowledge, etc.), citation types
(APA, MLA, Chicago, ASA), the reasons

for proper citing, penalties for
plagiarizing, and types of common
knowledge (general, discipline-specific)

are presented. It has a practice aspect,
so students can try to identify plagiarism
and check themselves with answers and
explanations (Figure 1). It has tips for
students and recommendations, for
instance, Zotero usage, and useful
resources for proper citing.

- Goblin Threat, a gamified online
tool on plagiarism by Lycoming College
(https:/ /www.lycoming.edu/library/plag
iarism-game/), where students find
goblins and answer the questions, do
tasks (Figure 2), read the answers, etc.

- Dilemma Game App
(https:/ /www.eur.nl/en/about-
eur/policy-and-
regulations/integrity/research-
integrity/dilemma-game), developed by
Erasmus University Rotterdam, is a
game that focuses on integrity issues in
academic research (problems of novice
researchers and students, problems of
collaboration, etc.). By downloading the
app to a phone or laptop, students have
the opportunity to practice solving
scientific questions: once a month, they
receive a dilemma to solve, they can read
the statistics of answers from other app
users or an expert's comment, they can
solve individually or in groups, they can
upload a dilemma and get help from
others in solving it. Teaching academic
integrity to undergraduate students
through materials designed for
researchers may be of interest to those
students who aspire to become
researchers.
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23 https://library.acadiau.ca/files/sites/library/tutorials/twine/you_quote_it_you_note_it/index.html w

rsion 2.21.10¢

&

Common knowledge or not?

One sentence is common knowledge and the other is not. Pick the one that needs to be cited.

Sentence A

The Mexican peso devaluation in 1994 seriously affected the country's financial markets.

Sentence B

The peso is the currency used in the country of Mexico.

Correct

You're right! This needs to be cited. It's from this journal article:

Goldberg, C.S. & Veitch, J.M. (2003). Exchange rate crisis and firm values: A case study of Mexico's
tequila crisis. Journal of American Academy of Business, 2(2), 545-549.

Fig. 1. The example of explanation at You Quote It, You Note It

Bridgette researches and takes notes in

her own words. Later, when typing her

essay, she does not give credit to the
author because they are not the author's
exact words. Bridgette is plagiarizing her

research.

True
False

Goblins left in this room:

4

Fig. 2. The example of the task at Goblin Threat

- Integrity Games Platform
(https://integgame.eu/) is a free multi-
lingual (English, French, Portuguese,
Hungarian, and Danish) online tool,
developed to enable training sessions
where students engage personally with
different ethical dilemmas on academic
integrity [3: 2]. The platform has a strong
emphasis on so-called grey-zone issues,
related to citation, plagiarism,
collaborative practice, and working with
data, and contains a user guide for
teachers, and an optional QUIZ designed
partly to provide personalized
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suggestions on what cases to play, and
partly to spark curiosity about the topics
covered [3: 3]. That’s why it proposes 4
kinds of case games (the Collaboration
Case, the Plagiarism Case, the
Qualitative Data Case, the Quantitative
Data Case). These cases simulate several
realistic situations as dilemmas (the
example of the dilemma from the
Collaboration Case is given below in
Figure 3), in which a student plays the
main character with many tasks to fulfill,
and his/her decisions have
consequences (Figure 4).
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Max helped me - so what?

The workload for your course is overwhelming and
you are behind. If you do not improve your ongoing

The partner of a group member, Max, took the
course last year and offers to help you with a draft
for one of the main sections.

The draft is really good, it contains some brilliant
parts that could highly improve the quality of your

You only need to change a few words to make it fit
perfectly within the overall pre

What do you do?

1 do not use the text written by Max. |
will rewrite the whole section from
scratch, even though it will take a long
time and will not be as good.

1 use the text written by Max. As the text
is written for us, it is not plagiarism, so |
think it should be OK.

)

€ Back to the case
introduction

-
=g
——

This is what happened

CL3-2a

You and the group do OK in the exam. After all, the
content and style of your work seemed to get a

In the end, your tez
bachelor project.

Next (to the start page)

Fig. 3. The example of the dilemma Ne¢5 from the Collaboration Case.

About your choice

You chose not to use the text written by
your group member's partner, Max.
What kind of help would you have been
willing to accept from Max? Would it be
OK if Max read it through after you
wrote it yourself?

This dilemma was about ghost

It was also about how much help you
are allowed to get on assignments that
are used to assess your learning.

Fig. 4. The consequence of the dilemma Ne5 from the Collaboration Case.

Each Case includes 7 dilemmas and a
student playing a game can play:
1) through the case once, according to its
own beliefs, and will only encounter 3 of
these; 2) through a case twice, choosing
different answers and reading the
consequences, and will encounter 5 of
these; 3) many times and try to choose
all the dilemmas; 4) the chosen dilemma
from the List of the Structure of Cases.
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The platform has a dictionary of
central concepts, which can be seen in
the text of dilemmas. For example, the
text of dilemma Ne6 from the Plagiarism
Case has an underlined word "project”
and the option of showing the concept
content (Figure 5), which can be useful
for beginners.
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I have already written it

The deadline for the final assignment is tomorrow.
To finish it, you only need to

o _ Project
historical overview of your to
Projects are larger assignments usually
done with help from a supervisor.

You have actually written one
different course and you got Projects can be done individually or in

You could save a lot of time
earlier work into the project; conta
adjustments. This will allowy **
assignment through and do s

before the deadline. "=

How do you proceed?

1 use the earlier writing with minor
adjustments.

p groups. They are usually structur
around a problem statemen:

| spend the time writing it again, even if
this leads to me not having time to make
the last spellcheck.

€ Back to the case
introduction

Fig. 5. The example of an inbuilt dictionary of main concepts

This website is included as a practical
module of the educational course
"Methodology and Organisation of
Professional Research and Academic
Integrity” to stimulate discussions during
practical classes and mostly as part of
the preparation for an Acadl exam. These
Integrity Games are successfully used in
the training process of students of the
second (master's) level of higher
education in the mentioned above
specialties at HSUP. They were engaged
in playing and we got only positive
reflections.

Conclusions and research
perspectives. The observation of the
educational process at HSUP while
implementing gamification gives the
authors belief that the highlighted
complex of Acadl games is crucial and
can be easily used for students, studying

English as a foreign language, of all
levels and specialties at HEIs, GSElIs,
colleges, and institutes etc. These
Academic Integrity games can be used to
teach integrity values mnot only to
students at all kinds of educational
institutions but also to enhance the
engagement and  commitment  of
academic staff, management, and
stakeholders, including employers and
even parents. The implementation of
such games incorporates proactive
action in building a culture of
honesty/integrity and fostering ethical
behaviour in educational institutions.

The prospects of the research are seen
in the pedagogical experiment of
checking the effectiveness of the
highlighted complex of Acadl games in
teacher training at HSUP.
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