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Abstract
Background: Morality and moral reasoning develop over the 
course of life, but such development may encounter obstacles. 
Psycho-educational interventions could be designed to im-
prove moral reasoning and attitude towards prosociality. In 
the last decades, many interventions employed digital tech-
nologies ranging from multicomponent online platforms to 
serious games and virtual reality, making use of interactivity 
and immersive properties that could make moral stimuli more 
engaging.
Aims: This study aimed at reviewing the literature on digital 
interventions to support morality and moral reasoning, car-
ried out with subjects of all age groups.
Methods and results: Two electronic databases were searched 
with a systematic approach, and retrieved publications were 
scanned by authors against inclusion criteria. Twenty-three 
articles were reviewed. In general, the literature describes en-
couraging results of digital interventions to support moral-
ity. Moreover, a huge variety of morality conceptualizations 
emerged across various contexts (e.g., professional, school and 
sports) as well as various outcome measurements (e.g., change 
in attitudes and change in behaviour).
Conclusions: Effectiveness of digital interventions may relate 
to immersive and interactive simulations in particular, in that 
they allow participants not only to learn about moral rules and 
principles but also to actively exercise their own morality to 
make decisions. Future research may build on the present scop-
ing review to analyse specific types of interventions' effective-
ness with a meta-analytical approach.
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I N T RODUC T ION

Morality can be defined as a system of values, practices, beliefs, norms and psychological mechanisms that 
allow people to overcome selfishness and make social life possible (Haidt, 2008). The level of morality is 
directly related to the well-being of individuals and the implementation of prosocial behaviours (Farhan 
et al., 2015; Hui et al., 2020). Promoting morality in communities and societies is essential to educate in-
dividuals who are responsible towards others. Morality has a central role in phenomena such as bullying 
(Menesini et al., 2013) and deviant or criminal behaviours (Antonaccio & Tittle, 2008; Paruzel-Czachura 
et al., 2023). The development of morality from a psychological point of view has been a topic of interest for 
researchers for decades. However, while the development of morality can be considered a natural capacity 
of human cognition, it is not always a smooth process. Moral development has to overcome a number of 
challenges over the course of life.

Specifically, while some consider moral intuitions universal (Haidt, 2008; Haidt & Bjorklund, 2008), 
individuals may develop moral reasoning at different paces based on individual characteristics and the social 
environment (Barnett et al., 1995; Kohlberg, 1968; Lifton, 1985), or they should learn how to adhere to 
moral principles that may appear in contrast with each other. Other approaches have highlighted that moral 
intuitions could differ across individuals based on contextual influences (Dubljević et al., 2018).

Furthermore, social psychology has demonstrated that the relationship between moral principles and be-
haviour is at least in part indefinite. In other words, people with strong moral beliefs may still act immorally 
depending on social and contextual influences (e.g., committing a crime because of peer group influence) 
(van den Berg et al., 2022; Zimbardo, 2011). Moreover, moral development is not immune to specific dis-
tortions associated with psychopathological conditions. For example, people with a diagnosis of narcissistic 
or antisocial personality disorder exhibit impaired morality or issues in mechanisms associated with it (e.g., 
empathizing with others or the control of aggression) (Blair, et  al.,  1995; McGuire et  al.,  2015). Finally, 
even when moral development has reached maturity, people could find themselves in a state of uncertainty 
regarding specific moral dilemmas faced in the everyday social context (FeldmanHall et al., 2012). In any 
case, especially in the psychological literature, the development of the ability to elaborate on moral issues 
(i.e., moral reasoning) has been considered desirable, and tied to the development of prosocial attitudes and/
or the enactment of prosocial behaviour (De Caroli et al., 2014; Eisenberg et al., 2014; Miller et al., 1996).

For these reasons, the improvement of morality has been a topic of interest for philosophers and 
scientists for hundreds of years. Multiple interventions have been developed within social sciences to 
improve moral development, values and judgement. For example, Schlaefli et  al.  (1985) performed a 
systematic review with meta-analysis on 55 studies that used the defining issues test to improve moral 
development. Their main result was that the discussion of moral dilemmas and psychological develop-
ment programs were effective; however, effect sizes were higher for adults participants than children. 
In addition, interventions of a certain length (around 3–12 weeks) were more effective. More recently, 
Cummings et  al.  (2007) conducted a non-systematic review of educational interventions to promote 
moral reasoning in in-service and pre-service teachers. Of the studies reviewed, most included peer 
counselling interventions, self-analysis, ref lection, discussion of moral dilemmas and direct teaching of 
logical and philosophical concepts critical to the formulation of principled moral reasoning. Morality 
can be developed through various educational programs (Cloninger & Selvarajan, 2010). However, to 
truly promote better moral development, direct transmission of a predefined value model (in terms 
of ‘lecturing’ or persuasive contents) is not enough; to improve morality, it is necessary to experience 
situations in which one encounters moral situations and dilemmas, considering different perspectives, 
making choices and elaborating on their consequences at a personal level (Tuana, 2006). Specifically, 
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according to the literature, the moral evaluation of the appropriateness of behaviours includes the social 
information processing stages (Dodge & Schwartz, 1997). Individuals must first selectively attend to 
and interpret the appropriate cues within a situation, then determine their goals and how to best attain 
those goals. In other words, exercise and development of morality requires the active elaboration of a 
context one is involved in, not only passive reception of rules and principles. In recent years, thanks to 
new technologies, digital environments have become one of the main learning environments for the 
younger generations, especially in informal settings. New technologies support interest, motivation, 
collaboration and social interaction between individuals (Degner et al., 2022), and they can be consid-
ered facilitators for learning various skills and knowledge. Indeed, such environments allow content to 
be presented in a clear and multimodal and sometimes interactive way through multiple modalities such 
as video, image sharing and video gaming (Civantos et al., 2016). In this sense, it is particularly useful 
to include new media in moral education programs because they can be considered and developed as a 
‘moral laboratory’ in which to experience, in a ‘protected’ virtual environment, the consequences of spe-
cific choices in morally complex situations (Krebs, 2013; Murphy & Zagal, 2013; Triberti et al., 2015). 
For this reason, several studies have also tried to use new technologies in order to promote the develop-
ment of morality. That considered, it is still not clear which kinds of new technologies (as well as types 
of technology-driven interventions) could be more impactful in terms or moral development promotion. 
Indeed, while systematic reviews exist that address interventions to improve morality in specific popu-
lations (Cummings et al., 2007), it is still useful to describe the literature on technology-driven inter-
ventions for morality and to maintain a wider focus. Given that a thorough exploration of the field is 
still possible and we did not aim to confirm or disconfirm a specific hypothesis, we decided to perform a 
scoping review (Arksey & O'Malley, 2005) in order to map the literature dealing with technology-based 
interventions to improve morality. In other words, we were interested in gathering information about 
current methods to use digital technologies to improve moral cognition, moral behaviour and/or moral 
attitudes.

A I M

Previous research has emphasized that digital environments can be used for a variety of purposes that 
could possibly contribute to improve moral cognition (Gentile et al., 2009; Patil et al., 2014; Scuotto 
et al., 2024; Triberti et al., 2015). For example, they can be used in shared forms to improve the oppor-
tunity for learners to confront their opinions on moral issues and engage in peer education (Chowdhury 
et al., 2019). Secondarily, digital environments can provide interactive scenarios (e.g., virtual reality and 
video games) that go beyond the mere teaching of rules and values, while allowing learners to first-person 
address moral dilemmas to exercise their moral conduct and put it to the test (Niforatos et al., 2020; 
Patil et al., 2014; Triberti et al., 2015). One first aim while mapping the literature was to identify the 
most widely used digital technologies to improve moral cognition and behaviour.

Indeed, the results of the studies may be influenced by the specific type of technology utilized, as well as 
by several factors such as the focus on specific moral issues and context, population characteristics, measure-
ment tool used to address change: for this reason, a secondary aim was to examine these factors.

One more practical aim was to identify guidelines based on the existent literature to support the future 
design and testing of digital technology-based interventions to support moral development.

M ET HOD S

This scoping review was performed following PRISMA guidelines (Liberati et al., 2009) and recommen-
dations specific to scoping review efforts (Arksey & O'Malley, 2005). A scoping review does not aim to 
respond to a specific research question in the sense of confirming or disconfirming hypotheses; rather, it 
aims at mapping a research field and providing general information that would support the development of 
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more specific sub-fields of research. The scoping approach was selected in order to capture the complexity 
and variety of variables, methods and technologies that have been associated with the improvement of moral 
cognition and behaviour.

Identification of the relevant studies

The selection of articles was based on the PRISMA statement (Liberati et al., 2009). The search strategy 
was intentionally broad, featuring key terms that would make it possible to identify heterogeneous but 
relevant contributions. Specifically, we conducted a systematic literature search on 14 March 2024 con-
sidering two databases (Scopus and Web of Science) with the following search string:

‘moral*’ AND ‘digital’ (OR videogame/cyber/game/internet/web/online/virtual/) AND ‘improving’ 
(OR efficacy/intervention) limited to the English language and the last 10 years to focus on technologies 
representing the current scenario. We also excluded contributions indexed as reviews, book chapters, edi-
torials and theoretical articles. We did not register the protocol, as it is usually done with scoping reviews 
(e.g., Pawliuk et al., 2020; Prediger et al., 2020; Sisk et al., 2019). Records were imported from each data-
base and screened for eligibility in two phases, first by title and abstract and then by full text. Each article 
was screened independently by two of the authors (CS and ST). In case of disagreement, a third author 
(MI) was consulted to make a final decision on whether the article should be included; anyway, there was 
complete agreement between the coders with Cohen's form of kappa KC = 1. Consistently with PRISMA 
guidelines, in the first screening phase, titles and abstract were searched; for the articles making it to the 
second phase, we performed full-text analysis of the retrieved contributions.

This review was focussed on the empirical research and therefore was limited to peer-reviewed journal 
articles. As stated in other studies (Barbagelata et al., 2021; Durosini & Aschieri, 2021; Heckel et al., 2019; 
Pan-Weisz et al., 2019) the authors placed a priori restrictions by excluding ‘grey literature’ (e.g., doctoral 
dissertations, conference abstracts and other non-peer-reviewed sources) to improve review manageability 
and to avoid the risk of including preliminary results. Although including grey literature is sometimes sug-
gested for scoping review, many scoping review authors still prefer to not consider literature that is not peer 
reviewed, in order to prioritize rigorous research (Delgado & Der Ananian, 2021; Gonzales et al., 2022). 
Among the inclusion criteria, we considered studies that predicted an effect on morality understood, in 
general, as the ability to distinguish between ‘right and wrong’ by enacting behaviours aimed at the com-
mon good. For this reason, we excluded articles in which the word morality was present, but the term was 
not used as just described. For example, some articles on ‘moral injury’ were excluded because ‘moral injury’ 
refers to a condition that results from exposure to events that involve perpetrating or witnessing actions 
that violate one's core beliefs (Litz et al., 2009), or betrayal by a trusted authority (Shay, 2014). In addition, 
studies with participants with psychopathological disorders (e.g., subjects diagnosed with autism, or schizo-
phrenia, or other) were excluded because the participants may show impaired moral development (Dempsey 
et al., 2020; McGuire et al., 2014; Zalla et al., 2011) that may affect or confound results.

Table 1 features a detailed description of inclusion and exclusion criteria. A total of 1125 articles were 
generated across the two electronic databases (852 after duplicates were removed). From the review of ab-
stracts, 776 abstracts were excluded. Therefore, 76 full texts were analysed, and of these, 23 studies met the 
criteria of the study and were reviewed (Table 2).

A f low diagram with details pertaining to screening and reasons for exclusion is included in Figure 1.

R E SU LTS

The 23 studies in the final sample are interventions using different technologies to support moral 
development. The studies come from different countries (Europe: N = 9; USA: N = 9; Asia = 3; 
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Canada = 1; Australia = 1), demonstrating the growing interest in this topic worldwide. In particular, 
the development of morality through technologies seems to be a relevant field of enquiry especially 
for what regards research and intervention targeting the younger generations. The earliest published 
article meeting the inclusion criteria was published in 2013, and the most recent ones came out in 2023 
(two papers). The majority of the articles included in this study were published after 2020 (N = 14), 
highlighting an increase for the topic in relatively recent years. For what regards the sample, most of 
the studies had high school or college students as participants (N = 13). Other interventions, however, 
aimed at professionals in various fields (such as nurses, e.g., Manning et al., 2017; Parchami et al., 2022) 
in which the enhancement of morality appears to be an indispensable factor for good professional and 
work management (N = 3); the remaining contributions targeted adults with no specifications about 
their professions. In addition, moral development interventions have focused on promoting morality 
in general (N = 11) or in relation to a specific context (e.g., doping, financial behaviour). Notably, the 
instruments used to test the effectiveness of the programs and interventions described were of various 
types. Eleven studies in the sample employed standardized and validated tests assessing aspects of morality 
such as, moral reasoning, moral disengagement, moral sensitivity and sociomoral attitude. The others 
instead assessed effectiveness of the interventions through tasks (e.g., moral dilemmas or simulations) or 
tools indicating knowledge, attitudes or behaviours towards a specific immoral conduct. Furthermore, 
the studies featured interventions with very different characteristics so they have been divided in three 
categories depending on the technology involved: Online educational programs (n = 10), video games, 
virtual environments and virtual simulations (n = 8) and other interventions (n = 5). These categories 
are analysed in more detail below.

Educational online programs

Ten online moral education programs were identified. This type of study refers to interventions that 
typically involved the use of multicomponent digital platforms with explicit educational purposes. 
Such interventions may involve one or more among transmission of knowledge/information related to 
morality (e.g., online lectures and informational pamphlets; N = 9), interactive exercises (e.g., simulated 
moral dilemmas and explicitly mentioned by two papers in the subsample), online group discussions 
about moral issues (N = 6). Duration of the educational online programs interventions varied, the 
shortest being a single two hours instance (Bautista et  al.,  2022) and the longest spanning over an 
academic year (Garaigordobil & Martínez-Valderrey, 2018). Most of the interventions, however, lasted 

T A B L E  1   Inclusion and exclusion criteria in detail.

Inclusion Exclusion

Population: Healthy human participants Population: Non-human participants (animals, document analysis, etc.); Human 
participants with psycho-pathological disorders or intellectual disabilities;

Study design: Quantitative research and 
interventions

Study design: Qualitative research. Cross-sectional studies or descriptive-only 
analysis.

Publication type: Peer reviewed, research 
journal articles.

Publication type: Theoretical and review papers; grey literature (websites, master 
theses, PhD theses);

Language: English. Language: Other than English

Tools: New technologies and digital tools Tools: No technologies and digital tools

Interventions aimed at promoting 
morality by using digital tools

Papers not satisfying inclusion criteria for specific reasons, e.g.:
•	 Studies that improved health or cognitive abilities but not moral behaviour/

attitudes/
•	 Studies that featured the word “moral” but in other senses (e.g., moral injury, 

a type of psychological trauma; Litz et al., 2009; Shay, 2014).
•	 Studies that did not involve digital tools in the intervention.
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for multiple sessions to give to the participants the opportunity to utilize the multiple components 
of the platform. Six educational online program interventions focussed on promoting morality in 
relation to a specific issue while the remaining represent interventions aimed at improving access to 
moral principles and moral reasoning altogether. In general, online educational programs were effective 
in positively influencing participants' moral attitudes and behaviours within specific contexts: for 
example, these complex internet-mediated experiences successfully supported anti-doping and anti-
plagiarism education (Beketov & Lebedeva,  2022; García-Martí et  al.,  2022). They also improved 
knowledge and attitudes towards complex moral issues ranging from self-injury in health care contexts 
to cyberbullying in educational ones (Bautista et al., 2022; Manning et al., 2017; Newton et al., 2014). 
Many studies involving online educational programs highlighted that not only participants improved 
their knowledge and attitudes in terms of morality, but also their decision-making abilities and actual 
behaviour towards moral issues (Baghbani et al., 2022; Bautista et al., 2022; Briones & Lara, 2016; Fino 
et  al.,  2022). Only one study (Doyle,  2015), that employed primarily group discussions about moral 
issues, reported negative results in terms of moral reasoning improvement.

Video games, serious games and virtual reality

This section includes eight interventions that used video games or virtual reality experiences as interactive 
and experiential tools aimed at the advancement of moral development through the enactment of actions 
and choices within the simulations. These simulations were often associated with some kind of moral di-
lemma or issue the users had to engage with directly. More specifically, the tools used in the studies were 
online video games (developed ad hoc or commercial) (n = 4), serious games or games in which education 
is the primary objective rather than entertainment (Michael & Chen, 2005) (N = 2) and simulations based 
on immersive virtual reality (n = 2). Interestingly, almost all game-based interventions (video games and 
serious games) targeted adolescents or young adults (N = 5), perhaps reflecting the stereotype that games 

F I G U R E  1   Systematic review flow.
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would be appropriate intervention tools especially when dealing with young people, while many studies 
suggest they could be relevant to all age groups (Pallavicini et al., 2018; Villani et al., 2018). All game-based 
interventions highlighted the ability of interactive narratives both to promote morality learning through 
reflection on the engaging stimuli (Garaigordobil & Martínez-Valderrey, 2018; Grasse et al., 2021; Sofia & 
Klimenko, 2019; Zarglayoun et al., 2022) and adoption of moral stances and behaviour (Grasse et al., 2021; 
Le Maux & Necker, 2023). Indeed, games act not only as edifying representations of moral issues but they 
could also feature reinforcement devices to support behavioural change (e.g., score) (Tanner et al., 2022) 
and nudges that help to select the most desirable behavioural strategy (e.g., the ‘moral reminders’ used by Le 
Maux & Necker, 2023). While educational online programs stand out for the variety of integrated digital 
tools, game and virtual reality-based interventions may truly represent the interesting opportunities offered 
by new technologies to improve morality, thanks to interactivity, immersion and digital storytelling. Virtual 
reality and game-based interventions proved to be effective also for what regards the promotion of morality 
in very specific contexts, ranging from responsible research conduct (Grasse et al., 2021) to business (Tanner 
et al., 2022) and process safety ethical reasoning in engineers (Stransky et al., 2021).

Other interventions

Finally, we found five interventions that did not fall into the previous categories but involved the use of 
technologies aimed at increasing moral cognition or behaviour. Specifically, three studies used unique dig-
ital tools (ranging from video calls to websites) providing participants with specific stimuli (e.g., ‘moral 
incentives’) with the aim of stimulating moral behavioural choices. These interventions targeted very spe-
cific contexts, ranging from reducing the purchase of carbon-containing food (Panzone et  al.,  2021) to 
the predisposition to donate blood (France et al., 2013), to attitude towards donation to charity (Young & 
Durwin, 2013). In the case of Kim et al. (2023), however, a digital environment was designed with the goal 
of promoting advancement in moral and wise reasoning. The authors employed a peculiar type of emotional 
induction, inducing in participants the emotion of awe (watching a video involving vast natural scenery) and 
flow experience (composing a song using an online music creator) in order to test whether such experiences 
(as opposed to neutral or fun experiences) increased the level of wise reasoning and epistemic humility. The 
results showed that awe and flow improve willingness to enact moral behaviour. Finally yet importantly, 
Captari et al. (2023) designed a spiritually integrated support intervention for chaplains that consisted of 
five Zoom-based group sessions co-facilitated by psychotherapists. After the intervention, participants de-
creased their level of spiritual/moral struggles/moral distress and increased their resilience.

DI S C US SION

The present scoping review aimed at exploring the usage of digital technologies to improve moral cognition. 
A rich variety of approaches appeared in the sample. Indeed, moral development outcomes can be concep-
tualized (and therefore measured) in very different ways, ranging from behavioural change within a specific 
context to changes in beliefs and attitudes, performance quality in moral dilemmas and prosocial choices 
(e.g., donations). It is important to notice that also the contexts of the interventions were very varied: Some 
were educational in a strict sense (e.g., school), while others pertained to professional issues such as doping 
in sports, advertising and shopping, ethical business, health care and spiritual guidance.

Taking into consideration the variety of contexts and specific aims of the reviewed studies, it appears that 
digital technologies offer notable opportunities to improve moral cognition, and most of them obtain en-
couraging results across many different outcome measurements. It seems that digital technologies offer the 
opportunity to handle the morality materials. In other words, participants could confront with situated di-
lemmas, simulations, moral problems that allow them to engage with moral choices and reflect on the conse-
quences. Consistently with the literature, the most effective interventions are those that go beyond the mere 
transmission or teaching of information about moral rules or systems of values (Krebs, 2013; Tuana, 2006). 
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Digital technologies make it easier for researchers and educators to build moral reasoning exercises that help 
participants to train moral reasoning, and to share experiences within discussion groups.

It could be said that interventions based on new technologies are able to improve cognitive, behavioural 
and emotional aspects associated with morality. Video games, serious games and virtual environments in 
general allow individuals to immerse in gamified ethical narrations (Tanner et al., 2022). Assigning scores 
and achievements, as well as making moral values salient by digital representations, help stimulate fine-
grained reflection on the moral content. It could be important to tailor moral contents and gamified re-
inforcements (e.g., in-game rewards) on players' personal interests and motivations (Yee et al., 2016). The 
virtual rendition of realistic, everyday sociomoral conflicts improves the moral maturity of participants 
(Zarglayoun et al., 2022).

Interestingly, one study has not used group discussion or interactive storytelling, but emotional induc-
tion (Kim et al., 2023), based on the literature that shows how ‘transformative emotions’ tend to promote 
moral behaviour. Their positive results support the idea that experiencing transformative emotions could fa-
cilitate access to moral intuitions. Indeed, environmental features could stimulate the accessibility of moral 
intuitions and this way the likeness of prosocial behaviour (Tamborini et al., 2018). This study highlights 
that there could be new avenues for research interested in the promotion of moral cognition even beyond the 
most immediate and widespread applications.

Limitations of the review and future directions

The main limitation of the present review lies in its broadness of scope and the variety of outcome types. Indeed, 
moral cognition and behaviour could be measured in multiple ways and an effort to describe the literature with 
a comprehensive look find itself with various results that are difficult to resume in an integrated way. In any 
case, it is interesting to acknowledge that many uses could be prefigured for new technologies to affect users' 
morality. Future review efforts may employ systematic approaches and meta-analysis focussed on specific types 
of outputs or technology-based tools in order to assess research quality and treatment effectiveness more rigor-
ously. Also, as the present review was focussed on healthy populations, it could be interesting to address the 
effectiveness of technology-driven interventions to develop morality within populations with psychological dis-
orders. Furthermore, future reviews may explore the impact of individual differences. For example, the literature 
suggests that the development of morality is influenced by sex (e.g., women tend to be more empathetic and to 
feel more shame and guilt because of failure than men; Tangney & Dearing, 2002) and age (e.g., both the com-
plexity of moral understanding and the tendency to put moral values into action increase with age; van Goethem 
et al., 2012). While the papers reviewed in the present contribution featured samples of various age and both 
sexes, comparison or analyses of moderating effects were not presented. Both future research and reviews may 
take into account the effect of such moderators on the development of moral abilities influenced by technologi-
cal interventions.

Another potential limitation of the study relates to the complexity of terminology and theoreti-
cal constructs associated with morality. It is possible that relevant research exists that did not use the 
words ‘moral’ or ‘morality’ and therefore did not appear in our search (e.g., research on general decision-
making abilities that could be relevant for moral reasoning too). The same could be said about the terms 
we used to identify interventions and studies that reported on improvement or change (‘improving/
efficacy/intervention’). Future reviews may explore different search strings in order to obtain a broader 
look upon a multifaceted and complex literature.

On the other hand, the present scoping review still explored interventions and quantitative research that 
reported on measurable changes in users' morality, attitudes or behaviour. While we excluded qualitative 
research, the complexity of the morality topic would benefit of taking into account more rich reports of 
participants' lived experiences of real-life moral dilemmas. Furthermore, user-centred qualitative research 
could be particularly useful to design digital tools based on the lived experience of the target population 
(Savazzi et al., 2018; Tan & Tan, 2022), so to be able to address real-life social conflicts and everyday social 
issues rooted in people needs and experiences.
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Educational implications

The results of the present review show that video games, serious games and virtual environments that 
immerse participants in a moral decision-themed simulation seem particularly effective. They obtain 
positive results similar to those interventions that feature complex, multi-componential educational pro-
grams. Therefore, a recommendation for researchers and educators who aim at affecting participants' 
moral reasoning would be to prioritize simulation and immersion by implementing interactive digital 
storytelling, which may prove to be more effective than any mere transmission of information towards 
more or less passive receivers. While educators should still guide the utilization of such simulations, it is 
fundamental to give people the opportunity to interact with moral issues directly and to perform moral 
choices.

Digital tools could help promote moral cognition and prosocial behaviours. Specifically, virtual en-
vironments and videogames could help participants to experiment with moral choices. Video games are 
studied to identify their educational utility (Turkay et al., 2014). For what regards the moral development 
context, they constitute ‘moral laboratories’ that allow to experience choices situated within complex social 
contexts, and to witness their consequences differently from abstract moral dilemmas that take place in 
vacuum (Greitemeyer & Mügge, 2014; Murphy & Zagal, 2011; Triberti et al., 2015). Future interventions 
may explore these interactive aspects, not underestimating the importance of a simulated social context 
that gives meaning and realism to the presentation of a moral dilemma. Most of the studies that involved 
video games or serious games (e.g., Tanner et al., 2022; Zarglayoun et al., 2022) stressed the necessity to 
represent real-life and mundane social conflicts in order for participants to engage in realistic dilemmas. 
Other studies and reviews have demonstrated the impact of digital tools on empathy, emotion regulation 
and other psychological abilities that are also relevant to moral development (Hanima & Djunaedib, 2019; 
Hemenover & Bowman, 2018; Qu et al., 2023; Rose et al., 2017; Villani et al., 2018). For this reason, both 
future research and educational programs may explore multiple technology-based approaches to support 
not only moral development but also those abilities that allow people to manage their own experiences and 
other's feelings.

Finally yet importantly, group discussions appeared effective to help participants to understand multi-
faceted moral issues. The usage of new technologies should not be aimed at merely automatizing exercise 
procedures. Rather, the experiences mediated by digital simulations shall be used as an input for educational 
discussion and positive inter-peer influence. In other words, the utilization of technologies could represent 
the opportunity for participants to contribute directly to the learning environment, so that they become 
co-author of the learning process (Iavarone et al., 2017).

CONCLUSION

This scoping review offers a novel contribution useful for both researchers and educators. It represents 
a comprehensive look at the multiple ways we could use digital technologies (ranging from computer-
mediated communication to video games and virtual reality) to affect people's ability to take deci-
sions that deals with their own and others' safety and well-being. The included papers confirm that 
new technologies could improve moral reasoning and support moral development, both at a general 
level and within specific contexts characterized by unique moral issues. Humans improve in their ac-
cess to morality especially thanks to the opportunity to engage directly with moral problems, making 
decisions, witnessing their consequences and sharing their experiences with peers and expert educa-
tors. New technologies offer such opportunity in many ways, the most promising one being probably 
the simulation of moral dilemmas within interactive digital storytelling. Digital technologies do not 
‘teach’ us how to be good persons, but they could certainly act as sophisticated vessels for moral values, 
as well as for the opportunity to safely experiment with important choices while learning about moral-
ity in the process.
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