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Effects of Unity3D-Based Virtual Games on Al Ethical Awareness of Middle School Students
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Abstract: As Al becomes prevalent, students increasingly use it for learning but face challenges in distinguishing
misinformation and citing sources. Traditional lectures lack engagement. Therefore, innovating learning models to foster
Al ethics is critical. Based on gamification theory, we designed a Unity3D virtual game with interaction, rewards, and
feedback. A quasi-experiment involving 62 middle school students demonstrated that the game significantly enhanced

their Al ethical awareness, particularly among high achievers.
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