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This study focuses on the profound impact of avatar identification on moral decision-making in games. Re-
search has demonstrated that moral judgments in games can reflect real-life decisions (Weaver & Lewis, 2012),
and could be influenced by avatar identification (Allen et al., 2021). The study proposes that players are in-
clined to act more morally when their avatar resembles themselves, and less morally when their avatar has
dehumanized features.

The study consists of three groups based on participants’ results from the Moral Identity Picture Scale (MIPS).
Although MIPS includes four main roles, this research will focus solely on the morality of actions, considering
only the villain and hero roles. Participants were asked to play a game developed (with the help of Al) for
this research, with the avatars specifically assigned according to their groups (the normal avatar identification
(NAI), the high avatar identification (HAI), and the low avatar identification (LAI)). It is expected that the LAI
group will exhibit the most immoral choices, while the NAI group’s game scores are expected to correspond
with their MIPS results, however, demonstrate less moral behavior than the HAI group. The HAI group is
expected to achieve the highest moral scores in the game. Furthermore, it is expected that the LAI group’s
in-game moral decisions will be more immoral than their MIPS villain scores.

This study offers insight into the complex interplay between digital behavior and real-world ethics. Moreover,
the method of this study is an important example of the utilization of digital tools as measurement instruments
in the social sciences, and it contributes to the development of artificial intelligence through training it, while
also benefiting from it.
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