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The non-selective second language course at vocational colleges and universities makes
teachers strive at fostering students’ motivation to learn by choosing from a variety of
enhancing factors. Teacher s personality and skills if they comply with pedagogical ethics
are considered to be inspiring for students to learn. The aim of this piloting study was to
collect empirical data and ascertain the actual motivational power of ethical teaching skills
when organizing and conducting autonomous learning activities for college students on the
example of educational computer games.

The ethical teaching skills applied when creating and using computer games as out-of-
classroom voluntary activities were conceptualized. Their possible influence on learning
motivation of college students was analysed with the use of oral and written feedback
procedures, and statistical data retrieved from Metrika.Yandex and students’ certificates
submitted.

This allowed to determine five specific groups of students valuing the activity, which in their
turn were united into two larger formations: students with distinct intrinsic motivation in
the activities-related areas (60%) and socially and psychologically responsive students
(40%). A possible method to evaluate statistically the efficiency of some ethical skills
specified is suggested, whereas the other skills need further research under modified
parameters.

Thus, ethical teaching skills are effective in the case the college students possess an intrinsic
motivation in an area actualized by an activity suggested. Therefore, they are unlikely to be
regarded as an independent motivator, but the indicator of a particular intrinsic motivation
characteristic to a student.

1. Introduction

developed in Adobe Animate, and their plot and the interface
design were described [1].

This paper is an extension of work originally presented in
Proceedings 2019  International  Conference  "Quality
Management, Transport and Information Security, Information
Technologies" (IT&«OQM&IS). 1t stated that there existed the gap
between college and university syllabus in the number of
professionally oriented themes (not in favour of college students);
individual words learnt (=800 at college vs 600 at university); and
in learning methods. In addition, it has been revealed that college
students underestimate the role of searching information online,
critical thinking, making quick decisions and some other basic
competences and skills as essential for their future career. The
language computer games to overcome the differences were
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The piloting research was initiated at Serpukhov college
(Moscow Region, Russia). The college is comprehensive with
approximately 1400 students from the south of Moscow region and
adjacent areas of Tula and Kaluga regions mastering a wide range
of specialities. All of them were invited to take part in the games.
However, due to the geographically dispersed location of the
college faculties, for the purpose of adequate data collection in part
of classroom discussions we managed to keep in close touch only
with the students of engineering specialities who study in one of
the premises (450). This is why we consider this group of students
the core of our research and the research itself piloting.

The first invitation to bridge the gap through the games was
placed on the college official Internet-site at the beginning of the
academic year. It offered a brief thematic review of the games and
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description of test conditions. Students were informed that we
would be glad if they shared the results with us sending screenshots
of their game certificates to the contact e-mail. We also organized
a public page in a social network in case the students wanted to
discuss gameplay. The English teachers of Serpukhov college
duplicated information in classes. Even a month later there was no
great activity surge, and we found out that this new type of learning
activity was not welcome by students with their arms outstretched.

The question followed: as information technology itself and
the intriguing form of presenting educational materials such as
educational computer game couldn’t be the dominating motives
for college students in their independent work in learning English
as a second language, a teacher should ethically motivate them to
study.

Ethics in teaching profession attracts attention of the
professional community. The quality of a teacher is directly
connected to setting a good moral example for students and the
skills of acting in accord with professional ethical standards [2, 3].
In Russia researchers challenge the task of developing
pedagogical ethics in order to make the educational process more
effective [4]. A need for continuous teacher training to develop
ethical competency is highly emphasized [5 — 7]. The teacher’s
ethical competency is thought to comprise, firstly, the knowledge
of ethics and ethical aspects in teaching, secondly, skills of
pedagogical interaction and communication, thirdly, the ability to
implement the knowledge of ethics in specific pedagogical
situations. Among ethically sound personal qualities in teaching,
tolerance, poise, goodwill, caring attitude, and the ability to
empathize appear to be the most representative ones [8]. Teaching
ethically in a digital environment is of great importance as well.
Exactly this aspect of teaching ethics is in the focus of our
research.

2. Problem Statement

It has been found out that the teacher’s personality can have
a major long-term impact on students’ motivation to learn a
second language, including autonomous, or as Lamb & Wedell
said, “in their own time, of their own volition beyond the
classroom” [9] learning. Melyokhina & Bobohodzhaeva
highlighted that learners are particularly inspired by teachers who
are content competent and able to build good teacher-student
rapport, demonstrate academic literacy and interest in teaching
[10]. Thus, the issue of teaching ethics as a factor motivating
students to study is becoming a research agenda.

In college and university educational context, where the second
language is a mandatory, non-elective job-oriented course and
teachers have to face mixed ability and mixed motivation classes,
the issue of motivating students is of the utmost importance. A
great number of motivators having been scrutinized by the
teaching community worldwide [11], still potentially effective
ones must be revealed and investigated.

3. Research Questions

Without minimizing the significance of ethical knowledge and
ethically sound personal qualities of a teacher in developing
students’ learning motivation, we tend to attribute a greater deal of
success in this field to the practical skills of applying these two in
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such fundamental pedagogical situations as 1) designing and
implementing language learning courses, classes, materials and
activities and 2) building relationships with students. As to the
designing tasks, it is generally accepted that informing learners
about the aims, providing them with information meaningful to
them, using facilitating instructional techniques to perform and
achieve goals, etc. is ethical. When building rapport with students,
it is ethical to respect their rights, dignity and freedom, their
autonomy and privacy, to avoid conflicts, provide choice, timely
and objective assessment of works, give informational feedback.

Using this line of thinking, we raised the question as to whether
these teaching skills with strongly felt ethical background can play
into the college teachers’ hands to engage the learners into
autonomous training aimed to compensate an existing gap between
college and university syllabus in the number of 1) professionally
oriented themes (not in favour of college students); 2) individual
words learnt (=800 at college vs 600 at university); 3) in learning
methods. In addition, it has been revealed that college students
underestimate the role of searching information online, critical
thinking, making quick decisions and some other basic
competences and skills as essential for their future career [12].

4. Purpose of the Study

The objective of this research is to collect empirical data and
ascertain the degree of motivational power of ethical teaching
skills in conducting out-of-classroom learning activities at college.
For the purpose, we 1) conceptualize the ethical teaching skills of
primary importance when creating and using an autonomous
learning activity in the form of a computer game; 2) analyse their
possible influence on second language learning motivation of
college students.

5. Research Methods

Below we outline two sets of ethical teaching skills
corresponding to the pedagogical situations mentioned which are
of high value in digital environment.

5.1. Ethical Skills Important for Designing and Implementing
Learning Materials and Activities

Using extra-curricular interests, skills and competences. When
designing materials and activities for autonomous language
learning, it is essential to provide for bringing different interests
and skills students may have a good command of, these may be
drawing, love for sport or IT. While choosing the ones we could
rely upon, what we were quite sure of is that the absolute majority
of our students are quite competent in computers and digital
technologies. The rich virtual environment offers what young
people appreciate: simulations, games, digital objects,
communication tools. It is natural then to choose students’ IT
competence for designing autonomous English learning activities.

Providing information meaningful for students. Due to the
characteristics of their age group college students are not inclined
to work for the long-term perspective. Their life and professional
trajectory are far from being clear and well defined. In their free
time, they are more fascinated with “having fun”, which in fact
means communicating with friends and trying new or pleasurable
things to do.
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Our games are quite in this vein. The topics for the games “The
Era of Great Geographical Discoveries: Meeting of Civilizations”
and “Arctic Convoys of the Second World War” concern the
watershed periods in human history. Being new, they suggest a
challenge to be engaged in indirect communication with
antecedent generations and civilizations through conceptual
thinking and problem solving, acquire and share knowledge of
them. Moreover, remembering Macmurray [13], who pleaded for
online educational systems based on “learning to be human”, we
can say the games implement the humanistic approach based on
human perception, communication and interaction, which are also
the key to the field of learning languages.

Instructional context providing, following Walters’ words
[14], “choice, optimal challenge, informational feedback,
interpersonal involvement, and acknowledgement of feelings” can
play a great part in motivating L2 learners. The skill to provide the
instruction of this kind is an ethical challenge for a teacher.

We provide a full-range instruction set on the splash screen of
each game. It briefly describes the theme, plot and gameplay, states
the main aim of each game, informs about helpful Internet
resources and the systems of controls for successful playing. The
instruction gives a clear rationale that allows participants to fully
grasp the specific meaning and importance of the activity.

Utility value of the games designed proceeds from the research
task to bridge the gap between college and university foreign
language curricula. The themes of the games raise issues on
sociology, psychology, culture and religion, communication,
economic systems, which are not included in the syllabus at
colleges, and also concern civilized values in general — war and
peace, independence, non-intervention, friendship, cooperation,
poverty and prosperity. Besides language and learning skills, the
games promote college students’ digital literacy, life, research and
professional skills such as navigating, interacting, searching
information online, quick reading and making decisions. All kinds
of skills gained will benefit college graduates both if they decide
to continue education at university and if they go straight to work.

5.2. Ethical Skills Important for Teacher-Student Relationship

Respect for autonomy. Autonomy, according to Noels [15] and
some other researcher such as Lozovoy & Zashchitina [16], refers
to “a sense that one can freely choose to engage in activities that
they find personally meaningful. Teacher’s autonomy enhancing
behavior includes fostering relevance, allowing criticism and
providing choice [17]. We followed the advice of Jang, Reeve &
Deci [18] to use informational language that provides options for
students and identifies the potential meaningfulness of the activity
suggested. We highlighted that the games comprised
professionally oriented tasks, and the knowledge and skills
students had acquired during their studies at college would help
them as players to survive in the game worlds currently and as
specialists in the future. The tasks were specifically designed for
players to form good generalizations about what will work well
when they face more complex professional and life challenges.

Commitment to success means a student’s willingness to
engage in and persist at a task (Wolters, 2003). In order to sustain
engagement and persistence in the games we foresaw the
possibility for the participants to play through the games again if
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the score does not satisfy them, simultaneously drilling the words
and memorising the answers thus climbing to game and academic
success.

Feedback. In-class short discussions were organized to see
how much interest the games provoked, find out the difficulties
and drawbacks, and promote learners’ sense of competence.
Students were motivated to express their opinions about the games.
Some reactions just needed explanations or encouragement from
the teachers, while others resulted in a forthcoming hot round-table
discussion on the topics the games offered. Some of the students
demonstrated involvement, immediacy and interest. They
provided help to those who experienced difficulties whether IT or
English course based. The feedback then was threefold: from
students to the teachers, from the teachers to the students, and
between students.

Evaluation brings up an issue of rewards. To be effective,
rewards need to be valued by their potential recipients and timely
administered. Making voluntary participation and confidentiality
the corner-stones of the activity, we avoided the necessity of
extrinsic rewards, which have been found to interfere with the
process and quality of learning (Reeve, 2005). Two kinds of
evaluation were ensured, namely, direct individual clear-eyed
assessment and indirect, implied self-evaluation. The former was
provided by scoring and timing programmed for the whole game.
The score and time spent in a game are shown in the last frame,
which is also the learner’s certificate. The latter was supposed to
arouse during feedback in-class sessions. Although these sessions
pursued a different goal (see above), it is difficult to argue the
possible outbreak of latent self-assessment thoughts as a result of
comparing one’s own actions with those of groupmates. In both
cases, students did not have to share their results with anyone
keeping them private if timid or unsatisfied.

Confidentiality. Some students felt comfortable and were not
shy to share their scores without being forced. Nevertheless, we
strictly followed this principle regarding those students who
showed no inclination to discuss anything related to the activity.
We did not experience personal data collection, we did not pursue
students who refused to take part in the activities, just we were
happy for those who had passed the games and shared the score
with us.

6. Procedure

We were allowed to deliver information about the computer
games developed to fill the gap in learning functional lexis during
the buzz session with Sergey Chekmaev, the Russian science-
fiction writer and a participant of literary adaptation of numerous
computer games, TimeZero, Destiny, StarQuake being some of
them. The audience of the session, as we saw it, was the students
who were “computer game players” and we hoped exactly these
ones were the vanguard open to innovations.

Students could launch the games any time they wanted during
five-month period starting from the first announcement.

Short classroom feedback took place once a fortnight at the
lessons, their duration depending on the number of questions on
procedural and rule matters the students had.
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The issues raised by the topics of the games were discussed
during final round table talks when the students discussed and
argued the topics-related issues. During these talks students’ L2
and human progress was reviewed.

After this debriefing the site was not closed and had more
visitors in the spring and during the summer holidays.

Having conceptualised ethical issues of primary importance
when creating and using educational computer games as learning
activities we monitored their possible influence on students’ L2
learning motivation by means of quantitative and qualitative
methods.

To do statistics we processed data from 1) Metrika.Yandex,
which is the analytical widget installed on the site to count unique
IPs and the number of visits, to fix the non-personalised data
regarding the traffic, geography, age of the visitors and time spent
on the site available and 2) the students’ certificates submitted.
Only results proved by certificates sent by emails or VKontakte
were subject to the analysis. The certificates shown but not sent
were neglected.

The qualitative analysis is based on the students’ questions and
comments expressed orally during classroom feedback sessions or
committed in writing (mostly in English!) via e-mail, VKontakte
or directly to the teachers and sorting them out in accordance with
the ethical aspects listed above. During these sessions the students
could express their main motives why they played the games
explicitly, and some of them did. This gave us an opportunity to
disclose the motivation these students had. Data retrieved are
presented in the tables below.

7. Findings
This section presents data retrieved through the investigation:

the total number of unique IPs and the total number of visits;
students’ scores.

Table 1: Statistical data retrieved from Metrika.Yandex

The number of unique IPs | The number of views

275 692
Table 2: Non-personalized students’ scores

Certificate Score, % | Motivation Time
spent
online,
min

1 92 Positive attitude to life | 6

2 90 Computer game player | 1

3 88 Computer game player | 1

4 80 Entering a university -

5 80 Computer game player | 16

6 80 Investigation for | -

cheating

7 77 Computer game player | -

8 74 Computer game player | 1

9 71 Interest to the topics 9

10 68 Interest to the topics 5

11 67 Inclination to success 9

12 61 Computer game player | 17
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13 60 High interest  to | 17
learning English

14 51 Social activist

15 50 General interest to IT | 12
as a speciality

16 50 High interest  to | 19
learning English

17 49 Computer game player | 9

18 48 Computer game player | 12

19 48 General interest to IT | 20
as a speciality

20 47 Investigation for | 20
cheating

21 47 General interest to IT | 9
as a speciality

22 44 Curiosity

23 40 General interest to IT | 16
as a speciality

24 31 Interest to the topics -

25 28 Interest to the topics -

26 28 Social activist 15

27 26 Interest to the topics 6

28 26 General interest to IT | 2
as a speciality

29 26 Computer game player | 6

30 25 Curiosity -

31 23 Computer game player | 6

32 23 Interest to the topics 5

33 20 General interest to IT | 4
as a speciality

34 20 Knock-on effect -

35 16 Social activist 9

Table 3. Students’ Questions and Comments Grouped by Ethical Skills Involved

Students’ question and
comments

No Ethical Skill

&

thical Skills Important for Designing and Implementing
Learning Materials and Activities

How should I activate the
game? Can I play the game
using a mobile phone? What
should I do to get rid of
advertising banners on the site?
What should I do to start
playing? I type in the correct
word but the score doesn’t
improve.

1 Using extra-
curriculum (in this
research: IT) interests,
skills and competences

2 Providing information
meaningful for
students

Do you think a peaceful
meeting of civilization
possible? Is it possible to help
the Arctic convoy survive in a
game?

3 Instructional context How to pass the game
through? What is it necessary

to do there? Where should I
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get information on the topic?
Should I know everything
included into the game?

4 Utility value Do we help you (a teacher) in
anything? Do you (a teacher)
want us to play? Are you (a

teacher) preparing a report?

Ethical Skills Important for Teacher-Student Relationship

5 Respect for autonomy | The control system is too
complicated. I didn’t manage
to catch the point. Is it a
compulsory or voluntary
activity? No desire to be

measured again.

6 Commitment to
success

I’ve passed through the game
several times (12) and didn’t
get a score | can share.

7 Evaluation Is it possible to cheat?

8 Confidentiality Have you passed through the
game, my groupmate? Do you,

teacher, need help?

8. Discussion

Below we suggest our interpretation of the statistical data and
students’ reactions to the activities received with a glance to their
personalities and conclusions we have come to.

Using extra-curriculum interests, skills and competences.
Initially we supposed the students’ high IT competence in general
and in computer games particularly. However, their questions
(table 3) displayed that some IT areas were underdeveloped,
among them 1) operating some software programmes, namely,
Adobe Flash Player; 2) understanding that the Internet is an
unrestricted advertising media; 3) unskillful situational
manipulating with a keyboard and a mouse.

Providing information meaningful for students. The games
content proved to be topical. The possibility of a peaceful meeting
of civilization caused a really hot classroom discussion as well as
the alternative for the Arctic convoy PQ-17 to do the ‘the Russian
run’ and survive. The students’ willingness to put their opinions on
the lessons the humankind learnt made us certain that we had
chosen information which was of interest to our students
provoking critical thinking and arguing the point of view.

Questions dealing with instructional context testify to its
particular importance and indicate the necessity of its provision
more than once and in different forms. In addition, the
technological difficulties students experienced with the software,
advertising, etc. made us think of the necessity to cover them in a
written form, too, thus providing sufficient guidance and support
throughout the entire process of participation.
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The in-lead about the utility value of the games brought the
students to speculations about their future jobs and responsibilities,
the difference between college and university educational routes
and subsequent careers being clearly understood. In their turn,
students showed their sincere interest to the utility value of the
games for us, teachers. They tried to discover if we had any
personal motivation for the work done other than declared. Here
we felt the interdependence of teaching and learning motivations,
the so-called knock-on effect described in a number of research
[19, 20].

As we have repeatedly stressed, we did not press the students
to play, it’s them who decided. This respect for autonomy was a
novelty for them used to compulsory activities. Students returned
to this aspect, expressing no desire to be measured and assessed
again. This is quite in line with Huang, Han, & Schnapp’s
conclusions [21] that state standardised testing regimes cause a
strong concern. Assured that the activity was voluntary, some of
such students participated, not sharing the score though.

Commitment to success ranged from very high (some students
passed through the game up to twelve times) to extremely low
when the students refused to finish the games alleging technical
difficulties, for example, complicated control system. It is
interesting to note that it took only one minute to make two of the
best scores (90% and 88%), while the winner (92%) spent 6
minutes online (table 2). The winners evidently had passed through
the game several times, memorizing the answers and drilling the
words. The six of the worst results (20 - 26%) were also received
with little time spent in a game (2 - 6 minutes), but this possibly
shows they passed through the test formally just to see what it
looked like.

Some students were concerned with possible cheating, which
was quite unexpected, as we planned these activities to be self-
regulated. Such remarks undeliberately reminded us that being
placed on the web, all teaching materials should be treated as
objects of protection [22]. We fixed the vulnerability, gave praise
for valuable help, and thanked for passing through the game with
a good (probably winded up) score (certificates 6, 20) and doing
additional work of investigation. Now the score a learner gets is
always correct and can be relied on in evaluation procedures.

Teachers strictly followed the principle of confidentiality and
did not divulge the scores or any personal game information, but
students asked each other directly about passing through the game.
They were happy to see the like-minded persons, provided help to
those who asked for, withholding comments in respect to those
students who did not play or did not want to share the score or
discuss anything regarding the game.

9. Conclusion

1. Students’ independent activity before we started to apply
ethical principles in stimulating them to play our games was
exceptionally low. It gave us the understanding that neither
information technology be itself or educational computer games as
an intriguing format of presenting the education materials
motivated students to strive for the best results in learning English
as a second language. Teachers should ethically motivate students
to learn English autonomously.
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2. While ethically motivating students we retrieved statistical
data of high participation of college students of Engineering (275
out of 450) — more than 50 % of enrollees, even higher than we
expected when starting.

3. The games stimulated active behavior from the specific
groups of students, presented in Table 4 below in accordance with
their strength.

Table 4. Specific groups of students

Ne | Groups of students Number | Percentage
1. | students interested in IT and 18 514 %
computer games including
those two investigating for
vulnerabilities
2. | students driven by personality | 8 22.8 %
underlying motives
3. | interested in the topics 6 17 %
4. | with positive attitude to the 2 5.8%
language course
5. | planning to study at university | 1 29%

4. Since the activity was voluntary, it was evidently valued by
the students with distinct intrinsic motivation in our games-related
areas — IT, language, entering university (groups 1, 4, 5 — 60%)
and students energized with their personalities (groups 2, 3 —40%).
Hence, the ethical principles are not likely to possess the
motivational power by themselves but provide support in
developing motivated learners, on the one hand, and on the other
hand, provoke an interest from socially and psychologically
responsive students contributing to their human and professional
growth. And from this standpoint the student’s reaction to them
can serve as a kind of indicator whether they possess any sort of
intrinsic motivation or do not.

5. The impetus with the least driving power appears to be
orientation to higher education — only one four-year student openly
declared his intention to continue education at university. The
others though keeping this possibility in mind are not so definite
about their professional plans for the future. This is quite in line
with higher educational establishment enrolment quality
monitoring data, which highlight that the amount of college
graduates annually entering Russian universities is only 6-10% of
the total number of enrolees.

6. The ethical skills of respect for autonomy and confidentiality
provide psychological comfort to learners and cannot be measured.
Still, the influence of the others on students’ motivation can
roughly be evaluated. Thus, the statistics and efficiency of using
extra-curriculum interests, skills and competences may climb to
100 % covering all the participants, providing information
meaningful for students — 17 % embracing students fascinated by
the topics. Utility value can be estimated on the basis of such
drivers as entering a university, interest to IT as a speciality, knock-
on effect giving 20-25%.
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7. The research also proves that students do need teachers’
personal assessments and interest in their scores and in their
personalities in general. Communication with others and
possibility to be a member of a community motivate students much
more than information technology itself and even educational
games as a means of delivering knowledge.
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