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Reflective equilibrium

2. Dilemmas.
3. Context.





Modern Warfare 3

1. Call of Duty: Modern Warfare.
2. Lie is Lie, Just because they wrote it down and called it a history.

PricewaterhouseCoopers(PwC)
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1. Immersivity.
2. Interactivity.
3. Educational.
4. Strategy.
5. Action-Adventure.
6. Online games.
7. Simulation.
8. Puzzle.
9. Sports.
10. ESRB: Entertainment software rating board.
11.Early Childhood.
12. Everyone.
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1. Teen.
2. Mature.
3. Adult Only.
4. Thomas T. Goldsmith, Jr. and Estle Ray Mann.
5. cathode ray tube amusement device.
6. Tennis For Two.
7. Space War.
8. ??



hobo

1 Chris Mark Bateman (born 1972, United Kingdom).

: Kendall Lewis Walton (born 1939)

3 International Hobo Ltd.

Only a Game



1. Imaginary Games.
2. The Mythology of Evolution.
3. Jose P. Zagal.
4. The Videogame Ethics Reader.
5. Ethical Reasoning and Reflection as Supported by Videogames.
6. Ethically Notable Videogames: Moral Dilemmas and Gameplay,2009.
7. Videogames and the Ethics of Care.
8. Blogging for Facilitating Understanding: A Study of Videogame Education.
9. Karen Schrier and David Gibson.
10. Ethics and Game Design: Teaching Values through Play.
11. Dean Takahashi.
12. Ethics of Game Design.



Schrier &

David Gibson, 2010:3

Zagal, 2009:1

Bateman, 2011:14

1. Potential.
2. Opportunities.
Only a Game: What

People are Saying About Imaginary Games

4. Realm of Ends.
5. Communal Autonomy.



1. The veil of Ignorance.
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1. Creativity.







1. Evil.
2.Poker.
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1. Immersivity.
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it just a game
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