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Abstract 

Background Studies on academic integrity reveal high rates of plagiarism and cheating among students. We have 
developed an online teaching tool, Integrity Games (https:// integ game. eu/), that uses serious games to teach aca-
demic integrity. In this paper, we test the impact of a soft intervention – a short quiz – that was added to the Integ-
rity Games website to increase users’ interest in learning about integrity. Based on general principles of behavioral 
science, our quiz highlighted the intricacy of integrity issues, generated social comparisons, and produced personal-
ized advice. We expected that these interventions would create a need for knowledge and encourage participants 
to spend more time on the website.

Methods In a randomized controlled trial involving N = 405 students from Switzerland and France, half of the users 
had to take a short quiz before playing the serious games, while the other half could directly play the games. We 
measured how much time they spent playing the games, and, in a post-experimental survey, we measured their 
desire to learn about integrity issues and their understanding of integrity issues.

Results Contrary to our expectations, the quiz had a negative impact on time spent playing the serious games. 
Moreover, the quiz did not increase participants’ desire to learn about integrity issues or their overall understanding 
of the topic.

Conclusions Our quiz did not have any measurable impact on curiosity or understanding of integrity issues, and may 
have had a negative impact on time spent on the Integrity games website. Our results highlight the difficulty of imple-
menting behavioral insights in a real-world setting.

Trial registration The study was preregistered at https:// osf. io/ 73xty.
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Background
Studies on Academic integrity reveal high rates of pla-
giarism and cheating among students, with about two-
thirds of American undergraduates confessing to having 
plagiarized texts or having cheated during an exam [1, 2]. 
While some of these acts likely stem from students who 
knowingly disregard the rules, many questionable prac-
tices may be due to ignorance of good academic practice. 
Indeed, surveys suggest that students often remain con-
fused about the boundaries of what constitutes plagia-
rism, or what is involved in the proper management of 
data [3–5].

To improve learning of academic integrity issues, we 
have developed Integrity Games, a new online platform 
containing serious games for teaching integrity (https:// 
integ game. eu/). While playing the games, users must 
take on the role of students conducting their own pro-
jects and face realistic dilemmas about academic integ-
rity issues. They are asked to choose between various 
options and their decisions lead to further dilemmas. The 
website includes four possible cases involving dilemmas 
related to plagiarism, cooperation between students, and 
data management (both for qualitative and quantitative 
data). Integrity Games is freely available and accessible 
in several languages (English, Danish, French, Hungar-
ian, and Portuguese). The website is meant to be included 
as a module in an independent integrity course, in order 
to stimulate discussions during class. Completing the 
four different cases proposed on the website takes about 
20 min.

The evaluation of this teaching tool is reported in 
a companion article [6]. In this article, we report the 
results of the evaluation of a quiz that we added to the 
Integrity Games website with the goal of stimulating stu-
dents’ curiosity about integrity issues and motivating 
them to play the Integrity Games. The quiz is proposed 
on the front page of the Integrity Games website as an 
introductory step before playing the games. The design 
of the quiz was inspired by key results from social and 
cognitive psychology. First, research on the "pre-testing 
effect" has shown that asking questions before the learn-
ing experience improves retention of the material [7]. 
Second, our quiz was designed to show the individual 
relevance (“I will be facing integrity issues”) and the 
complexity of integrity issues (“It is not easy to make the 
right choice”). These features aimed at creating a need for 
knowledge and at highlighting the importance of learn-
ing more about integrity issues [8–10]. Third, our quiz 
highlighted social comparisons and compared students’ 
answers with those of previous users, thus enhancing the 
social value of integrity issues [11]. Fourth, based on the 
answers provided in the quiz, the program produced per-
sonalized recommendations regarding the most relevant 

serious games for the user. Pre-testing, highlighting rel-
evance, providing social comparisons, and personalizing 
the learning experience are four principles that are well-
grounded in the behavioral science literature [12]. Our 
quiz was thus designed to function as a kind of nudge, 
steering participants towards spending more time on the 
website without actually constraining them to do so, and 
without inflicting significant costs [13].

Nudges have been used extensively in the past ten 
years to improve educational outcomes [14, 15]. Stud-
ies have tried a variety of educational nudges, includ-
ing reminder nudges, commitment nudges, and framing 
nudges. Reminder studies have tried to motivate students 
by sending them messages throughout the semester 
[16–18]. Commitment nudges have instructed students 
to set goals early in the semester, in order to improve 
student planning [17, 19]. Framing nudges have manip-
ulated grading presentation for exams to increase stu-
dent motivation to avoid maluses [20, 21]. Overall, while 
nudges have been successful in many domains outside of 
education [22], educational nudges have met with mixed 
results. While some studies did find positive effects, a 
few recent large-scale studies of messaging nudges and 
commitment nudges find little or no impact [14, 17–19]. 
Despite this mixed record, it is still important to know 
more about the efficacy of different kinds of nudges. 
Nudges do not represent a homogeneous category [23], 
and it is likely that some nudges could work in an edu-
cational setting, even if other nudges show little or no 
effect.

In order to assess whether the quiz has the intended 
impact on users’ behavior, we designed a randomized 
controlled experiment. Our aim was to test whether tak-
ing the quiz before exploring the serious games would 
lead students to feel more curious about integrity issues, 
thus causing them to spend more time on the integrity 
website, and thus leading them to improve their knowl-
edge of integrity issues.

Methods
Our study was preregistered on the Open Science 
Framework platform [24], and received ethical approval 
from the University of Geneva’s Committee for Ethical 
Research (CUREG-2021–05-57; decision date: 2021–07-
05). All materials, data, and code for this study can be 
found on the Open Science Framework [25].

Participants
We contacted student organizations at French-speak-
ing Swiss and French universities, asking them to send 
our survey to their members. We first recruited partici-
pants from the five French-speaking Swiss universities, 
and then sampled French universities, starting with the 

https://integgame.eu/
https://integgame.eu/
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universities with the largest number of students. We 
ended the data collection once our preregistered sample 
size of 400 students was reached. In total, we contacted 
190 student organizations based at 17 different universi-
ties (5 Swiss, 12 French). We do not have the ability to 
estimate how many students saw the email offer, since 
we do not know which student organization chose to 
forward our email to their members. Participants were 
paid 10 CHF to complete the questionnaire and to spend 
at least 10 min on the Integrity Games website. We esti-
mated that the full task of playing the games and com-
pleting the questionnaire would take between 20 and 
30 min.

Interventions
Procedures
Our email to student organizations contained a link to a 
LimeSurvey questionnaire (see Additional file 1, Appen-
dix C, for the exact wording of the questionnaire). After 
the information and consent phase, all participants 
answered a short questionnaire aimed at measuring 
interest regarding integrity issues and provided some 
socio-demographic information (age, gender, country, 
study discipline, education level). We also asked stu-
dents whether their field involved quantitative meth-
ods in order to personalize the questions asked later in 
the survey. Participants were then instructed to explore 
the Integrity Games website for at least 10  min. They 
were randomly divided into two groups: the interven-
tion group was redirected to a version of the website that 
required taking the quiz before playing the games, and 
the control group was redirected to a version of the web-
site that did not include any quiz. The Integrity Games 
website automatically recorded time spent on each page 
by each participant. Thereafter, all participants answered 
a second questionnaire, which included the same ques-
tions measuring interest regarding integrity issues, addi-
tional questions measuring participants’ understanding 
of integrity issues, and a series of questions measuring 
how relevant they found the online dilemmas to be. The 
Limesurvey questionnaire was written in French, whereas 
the quiz and the Integrity Games cases were available in 
both French and English.

Description of the quiz
Integrity Games presents gamified cases (serious games) 
addressing a variety of topics on academic integrity: data 
management, plagiarism, and academic cooperation (6, 
and for a similar approach, see [26]). Each case confronts 
students with three successive dilemmas, where students 
have to make trade-offs between scientific requirements, 
external pressures and personal advantage. We designed 
our quiz based on a simple assumption: students are 

more likely to be motivated to learn about a new topic 
if they feel that it will help them solve problems in the 
future. A first major obstacle that could lower students’ 
motivation to learn about integrity is overconfidence, 
which would lead students to feel that they don’t have 
much to learn. A second obstacle is the feeling that integ-
rity issues seldom happen. Our different nudges aim at 
making students realize how much they have to learn 
about the topic, and how important this topic will be for 
their future studies.

A button for starting the quiz is located on the front 
page of the Integrity Games website. Completing the quiz 
enables the user to start playing the Integrity Games. The 
quiz includes six questions, which together constitute 
our nudge (see Additional file 1, Appendix B, for the full 
text of the quiz, and Fig. 1 to see how our quiz appears 
on the website). The first three questions ask students 
whether they have ever been in doubt about plagiarism, 
data management, or free-riding in collaborative work. 
For instance, one of the three questions asks: “Have you 
ever been in doubt about how to handle a person who 
did not contribute to a group work in which you were 
involved?” These questions aim at making students real-
ize that integrity issues are frequently encountered in 
their daily life.

Following the users’ answers to the first three ques-
tions, the program automatically outputs information 
about how other users of Integrity Games have answered 
the same questions. Since most people do in fact encoun-
ter such integrity issues, users can realize by seeing the 
statistics that their peers also regularly encounter similar 
integrity issues. We hoped that seeing the prevalence of 
integrity issues would stimulate curiosity and lead stu-
dents to spend more time on the website by two mech-
anisms. First, students should realize that, if their peers 
frequently encounter integrity issues, then they should 
also face similar difficulties in the future. Second, in a 
context where integrity issues are widespread, it is useful 
to learn about academic integrity in order to be able to 
share this knowledge with others.

The last three questions of the quiz are designed to 
elicit a need for knowledge by creating a feeling of uncer-
tainty or insecurity. These questions take the form of 
dilemma questions, presenting fictional cases about 
integrity issues. For instance, one of the questions asks: 
“Imagine that you have to write an assignment about a 
topic you feel unsure about. The assignment is individual 
and must be passed in order for you to complete the final 
exam. An older student who is very competent on the 
topic offers to help you with the assignment. Would you 
accept?” Users are then asked to choose between the fol-
lowing three options: “Yes”, “No”, “I would hesitate”. The 
cases present grey zone cases for which clear-cut answers 
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Fig. 1 Screenshot of the first page of the quiz on the Integrity Games website. The “Others have voted” boxes only appear after participants have 
answered all questions. All questions of the quiz can be found in Appendix B
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are rarely appropriate, thus prompting users to answer “I 
would hesitate”. This feature is designed to create a feeling 
of epistemic insecurity and elicit a need for knowledge.

Finally, once the user has finished answering the ques-
tions, the program highlights the integrity cases available 
on the website that are most relevant for the user. The 
program selects the games related to the topics that the 
user has encountered or where the user indicated that 
they would hesitate if faced with this dilemma. The aim 
here is to prompt a feeling of personalization, making it 
clear that taking these dilemmas would lead the student 
to make better decisions if they encounter these integrity 
issues in the future.

Outcomes
To measure participants’ interest in academic integrity, 
we used four questions allowing for answers on a 5-point 
scale ranging from “Totally disagree” to “Totally agree”. 
The full text of the probes can be found in Table 1. We 
then constituted a Motivation to learn about Academic 
Integrity Score by averaging responses to these questions. 
Agreement was recoded as a 1 to 5 numeric answer, 5 
indicating the highest motivation to learn more about 
academic integrity. We had not initially planned to vali-
date the scale, as we thought that the questions were 
straightforward enough to be considered as a face-valid 
measure of student motivation. However, following one 
of our reviewer’s comments, we decided to assess the 
predictive validity of the scale by measuring whether 
a higher Motivation to learn about Academic Integ-
rity score predicts spending more time on the Integrity 
Games website. We report our validation assessment as 
an exploratory analysis.

To measure whether students found the Integrity 
Games to be relevant and interesting, we used five ques-
tions allowing for answers on a 5-point scale ranging 

from “Totally disagree” to “Totally agree”. The full text of 
the probes can be found in Table 1. We then constituted 
a Relevance of Integrity Games Score by averaging partici-
pants’ answers on these five questions.

To measure participants’ understanding of integrity 
issues, we used nine questions presenting different integ-
rity issues. Participants had to indicate for each issue 
whether it constituted a violation of scientific integrity 
by choosing among the following five options: “Yes, it is a 
clear violation of scientific integrity”, “It is probably a vio-
lation of scientific integrity”, “It depends on the situation”, 
“It is probably not a violation of scientific integrity”, “No, 
it is clearly not a violation of scientific integrity”.

We designed the scale to measure global understand-
ing of integrity issues. For each question, some response 
options were clearly unjustifiable (see Table 2). We coded 
these unjustifiable choices as 0 and coded the remain-
ing options as 1. Our Understanding of integrity issues 
scale includes two different kinds of questions: questions 
for which the most justifiable answers are on one side 
of the scale, and questions for which extreme answers 
on the scale are unjustifiable (e.g., “It’s a clear violation 
of research integrity” is false). For instance, we consider 
that “Copying one full page from an external source into 
your own assignment while marking it as a quote (with 
a reference to the source).” is generally not a violation 
of research integrity, so that the correct answers are “It 
is probably not a violation of scientific integrity” or “No, 
it is clearly not a violation of scientific integrity”. On the 
other hand, other questions are much more context-
dependent. “Using original ideas provided by a friend in 
an individual assignment without mentioning the friend’s 
contribution” can be acceptable in some contexts, for 
instance if the original ideas comprise a small part of the 
assignments, and can be a violation of academic integ-
rity in other contexts, for instance if the ideas are used 

Table 1 Full probes of the relevance of integrity games scale and motivation to learn about academic integrity score

To what extent do you agree with the following statements:

Relevance of Integrity Games Score
1 I have already experienced some situations described in Integrity Games

2 The situations described in the cases often happen to students like me

3 I found that the cases were especially relevant for student life

4 It was nice to play the dilemmas in Integrity Games

5 I recommend the Integrity Games website to teachers who are preparing classes on academic 
integrity for Bachelor students

Motivation to learn about Academic Integrity Score
1 I think that participating in courses on academic integrity could be useful to me

2 I think that learning about academic integrity is not important for my future studies. [Reversed]

3 I think that learning about academic integrity is important

4 I would not like to have more teaching on academic integrity. [Reversed]
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without the friend’s knowledge and if the friend planned 
to use the ideas for the same assignment. We thus con-
sidered the three moderate options to be justifiable: “It is 
probably a violation of scientific integrity”, “It depends on 
the situation”, “It is probably not a violation of scientific 
integrity”. However, we considered that it was unjustifi-
able to claim that using ideas from a friend was always a 
violation of academic integrity, or that it was never a vio-
lation of academic integrity. We calculated participants’ 
overall understanding score by computing the mean 
number of correct answers on the full scale.

The division of questions into items for which positive, 
negative or moderate answers are justifiable was done a 
priori and was recorded in our preregistration. How-
ever, after we collected our data, we realized that our  9th 
question was ambiguous. We indicated that the moder-
ate answers for the question “During a statistical analysis, 
replacing a missing data point by its most likely value” 
were the only justifiable, because we had in mind the 
possibility of using techniques such as mean imputation, 
or multiple imputation, that are commonly used in sci-
entific research to deal with missing data [27]. However, 
we now feel that students would probably not be aware of 
this possibility, and thus may have thought that the action 
exclusively referred to unjustifiable data fabrication. In 
our results section, we report the analysis of the Under-
standing of integrity issues score both with and without 
the inclusion of the  9th question.

Finally, to measure participant engagement with the 
serious games, we report both the number of pages that 
participants visited on the Integrity Games website and 
the total time participants spent on the website. We con-
sidered a page as “visited” when a participant spent at 
least 5 s on the page.

Sample size
The sample size was determined a priori based on avail-
able funds. We only had CHF 4,000 available to pay 
participants.

Statistical methods
For all our analyses, we use two-sided tests with an alpha 
set at 0.05. We control for multiple testing with the Ben-
jamini–Hochberg false-discovery rate correction for all 
main five statistical tests [28].

Throughout the article, we identify two main effect 
sizes of interest: changes between the start and the end 
of the experiment, on the one hand, and comparisons 
between the different experimental conditions, meas-
ured after the experiment, on the other hand. In the case 
of the identification of changes between the start and 
the end of the experiment, we collapse across conditions 
and use a within-subject t-test. In the case of compari-
sons between our two experimental conditions, we have 
a pre-experimental measure for one variable (Motiva-
tion to learn about Academic Integrity) and only possess 

Table 2 Full probes of the understanding of academic integrity scale

Please indicate whether the following actions would constitute a violation of scientific integrity:

Questions for which the correct answer is “Yes, it is a clear violation of scientific integrity”, or “It is probably a violation of scientific 
integrity”

1 Copying one full page from an external source into your own assignment without marking it as a quote, but including a reference to the source

2 Incorporating a part of an assignment that you have previously handed in for another course, into a second assignment that you are 
about to submit, without making any reference to the first one

3 Including a paragraph written by a family member in an exam assignment submitted in (only) your name without mentioning the other person’s 
contribution

4 Not mentioning a relevant source [For students in quantitative fields: During a statistical analysis, deleting a data point] because it goes 
against your hypothesis

Questions for which the correct answer is “No, it is clearly not a violation of scientific integrity” or “It is probably not a violation of 
scientific integrity”

5 Copying one full page from an external source into your own assignment while marking it as a quote (with a reference to the source)

Questions for which the three middle, moderate answers are correct: “It is probably a violation of scientific integrity”, “It depends on 
the situation”, “It is probably not a violation of scientific integrity”

6 Using original ideas provided by a friend in an individual assignment without mentioning the friend’s contribution

7 Adding the name of a group member who contributed much less than the rest of the group to the list of authors of a group assignment

8 Not mentioning a source because you think it is not reliable. [For students in quantitative fields: During a statistical analysis, deleting a data point 
because it seems anomalous]

9 Quoting an informant or a source from memory. [For students in quantitative fields: During a statistical analysis, replacing a missing data point 
by its most likely value]
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post-experimental measures for other variables (Under-
standing of Academic Integrity scale, time spent on the 
website). In the case of Motivation to learn about Aca-
demic Integrity, we use a linear regression to predict final 
motivation to learn more about research integrity, based 
on experimental condition, and controlling for initial 
level of motivation. In the case of variables for which we 
only have post-experimental measures, we compare the 
two experimental conditions using a t-test.

In the exploratory validation of our Motivation to learn 
about Academic Integrity scale, we use a linear regres-
sion to predict time spent on the Integrity Games website 
based on Motivation to learn about Academic Integrity 
and experimental condition. To match time spent on the 
Integrity Games website with our Motivation to learn 
about Academic Integrity scale, we use time spent on the 
LimeSurvey question requiring participants to explore 
the Integrity Games website as a proxy for actual time 
spent on the website.

We do not use time spent on this specific LimeSurvey 
question in our main analysis comparing time spent on 
the Integrity Games website between the two experimen-
tal conditions. In this case, we have a better measure of 
time spent on the Integrity Games website, that is, time 
logs recorded directly from the Integrity Games website. 
However, since we could not match participants from 
the LimeSurvey questionnaire with participants on the 
Integrity Games websites, we have to use time spent on 
the LimeSurvey question as a proxy in order to validate 
our scale. Time spent on this question is arguably a noisy 
measure of engagement with academic integrity. This is 
due to the fact that it is a compound of actual time spent 
on the website with breaks that students may have made 
to visit other websites. However, while not a perfect 
measure, time spent on this question still serves as a use-
ful measure of actual engagement with integrity issues.

In this analysis, contrary to our other models, we 
choose not to exclude participants who have spent less 
than 5 min on the Integrity Games website. This is due to 
the fact that restricting the range of the dependent varia-
ble can have a strong downward bias on the estimation of 
effects. However, we do exclude participants who did not 
finish the survey, were not students, and showed signs of 
inattention (as shown with a high Mahalanobis distance; 
see below for more details). Furthermore, since the data-
set contains outliers, we also exclude participants whose 
time spent on the Integrity Games website is more than 3 
standard deviations away from the mean.

For exploratory purposes, we also report whether the 
predictive power of our Motivation to learn about Aca-
demic Integrity scale changed based on the condition 

participants were assigned to. In an additional linear 
regression, we study the interaction between Motivation 
to learn about Academic Integrity and experimental con-
dition, after centering the Motivation to learn about Aca-
demic Integrity scale to facilitate the interpretation of the 
Quiz coefficient.

Following best practices [29], when we compare two 
conditions on a numeric variable without covariates, we 
perform throughout Welch t-test instead of Student t-test.

All analyses are performed within the R statistical envi-
ronment (Version 4.1.1, [30]), and we use the tidyverse, 
broom, psych, gtsummary and papaja packages for data 
cleaning, data analysis, and reporting [31–35].

Deviations from preregistration
We deviate from the preregistration in the following 
ways. First, due to technical difficulties, we used the URL 
instead of the IP address to identify participants on the 
Integrity Games website (see the Exclusion of partici-
pants section below for more details). Moreover, we ran 
a few complementary analyses (explicitly labeled as such 
in the result section) in addition to those announced in 
the preregistration. First, we did some robustness checks 
on the time spent by participants on the Integrity Games 
website. Second, as a robustness check, we removed a 
question that was possibly misleading from our Under-
standing of research integrity questionnaire (see the 
Outcomes section above for more details). Third, we 
compared both experimental conditions on how relevant 
participants found the Integrity game website. Fourth, 
as suggested during the peer-review process, we report 
Cronbach’s alpha for the different scales used in our 
analysis. Fifth, we report an exploratory validation of the 
Motivation to learn about Academic Integrity scale.

Results
Participant flow and participant characteristics
Five hundred twenty participants started the experiment, 
and 405 finished the survey (320 French, 80 Swiss, 5 from 
other countries). Of the 241 participants who passed all 
quality checks (see below), 56% identified as female, 42% 
as male, and 2% as neither male nor female. 35% of partici-
pants were studying at the Bachelor level, 63% at the Mas-
ter level, and 1.7% at the Ph.D. level. Participants were, on 
average, 21.63 years old (SD: 2.20). 54% of participants were 
enrolled in natural sciences, 14% in social sciences, 11% in 
humanities, and 21% in other fields including mathematics, 
medicine, law and architecture (all less than 5% each). Our 
sample thus incorporates students from a broad range of 
disciplines. See the Additional file 1, Appendix A, for the 
full descriptive statistics of our participants.
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Exclusion of participants
In accordance with our preregistration, we applied three 
successive exclusion criteria. First, we excluded partici-
pants from our analysis who spent less than 5 min on the 
Integrity Games website. This led to the retention of 264 
participants.

Second, we excluded participants who reported that 
they were not students at the time of taking the survey. 
This led to the retention of 258 participants.

Third, we excluded participants with a Mahalanobis 
distance higher than the 99% quartile of a Chi-Squared 
distribution with 8 degrees of freedom based on the four 
items of the Motivation to learn about Academic Integrity 
scale used at the beginning and at the end of the experi-
ment [36]. We use the Mahalanobis distance to exclude 
participants due to its simplicity, and due to the fact that a 
high Mahalanobis distance on these items would be a reli-
able sign of inattention (for instance, a high Mahalanobis 
distance could indicate that participants provided diver-
gent answers on items that are highly correlated).

After applying this exclusion criterion, the final num-
ber of participants was 241.

To test whether participants in the Quiz condition 
spent more time on the Integrity Games website than par-
ticipants in the No Quiz condition, we originally planned 
to match participants’ IP addresses as recorded on the 
Integrity Games website and participants’ IP addresses as 
recorded on the LimeSurvey website. However, the two 
websites recorded IP addresses based on different IP pro-
tocols (IPv4 vs IPv6), making it impossible to establish a 
one-to-one match between the two datasets. However, 
the Integrity Games website recorded the referred URL, 
making it possible for us to infer who participated in the 
experiment. We included any participant whose referred 

URL included either “unige” (the university that hosted 
the Limesurvey questionnaire) or “lang = fr”. This led to 
the identification of 312 participants in the two condi-
tions. While we feel confident that visitors using these 
two referred URL would have been participants from our 
experiments, this method did not give us any means of 
matching participants from the Limesurvey dataset and 
participants from the Integrity Games dataset. In particu-
lar, this gave us no means of identifying participants who 
were excluded from the final analyses in the LimeSurvey 
dataset. The subset of analyses that use time spent on the 
website is thus based on a different subset of participants 
compared to the other analyses.

Motivation to learn about academic integrity
We constituted a Motivation to learn about Academic 
Integrity score by averaging the different items of the 
scale. Cronbach’s alpha was 0.73 for the initial Motivation 
scale, and 0.72 for the final Motivation scale. Participants 
expressed an initial motivation of about 3.8 in both con-
ditions (see Table  3). As preregistered, using a within-
subject t-test and merging both experimental conditions, 
we found that participants’ motivation increased fol-
lowing the exposure to the Integrity Games website 
( Md = 0.23 , 95% CI [0.17 , 0.30] , t(240) = 6.87 , p < .001 ; 
p-value adjusted for multiple comparisons: < 0.001).

As preregistered, to test whether taking the quiz led 
students to show more interest in learning about aca-
demic integrity, we used a linear regression predicting 
participants’ final score on the Motivation to learn about 
Academic Integrity scale, based on participants’ experi-
mental condition, and controlling for participants’ initial 
motivation. We found no significant difference between 
the Quiz condition and the No Quiz condition ( b = 0.06 , 
95% CI [−0.07 , 0.18] , t(238) = 0.89 , p = .372 ; p-value 
adjusted for multiple comparisons: p = 0.62. See Table 4).

Number of pages visited on the website
Excluding quiz pages, participants visited 17.6 pages 
of the Integrity Games website in the No Quiz condi-
tion, and 11.5 in the Quiz condition (Table  5; Fig.  2). 
As preregistered, we compared the two conditions 
with a between-subjects t-test, and found a significant 

Table 3 Descriptive statistics for the main dependent variables, 
by experimental condition, with mean (SD)

Characteristic No Quiz, N = 131 Quiz, N = 110

Understanding of Academic Integrity 0.69 (0.15) 0.69 (0.15)

Motivation to learn about Academic 
Integrity (Pre-experimental)

3.88 (0.51) 3.78 (0.71)

Motivation to learn about Academic 
Integrity (Post-experimental)

4.07 (0.62) 4.07 (0.62)

Relevance of the Games 3.96 (0.61) 3.94 (0.62)
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difference ( �M = −5.92 , 95% CI [−9.56 , −2.29] , 
t(306.30) = −3.20 , p = .001 ; p-value corrected for mul-
tiple comparisons: p = 0.004), with participants in the 
Quiz condition visiting about 32% less pages than par-
ticipants in the No quiz condition.

Numbers of pages visited on the website and time spent 
on the website (Exploratory analyses)
To further investigate the robustness of these results, we 
ran four additional exploratory analyses. First, we noticed 
that there were some outliers in both conditions, with 
some participants visiting about 100 pages. We therefore 
ran our model again after having excluded participants 
whose number of visited pages was three standard devia-
tions away from the mean. Excluding outliers slightly 
increased the effect size ( �M = −6.09 , 95% CI [−8.85 , 
−3.33] , t(305.45) = −4.34 , p < .001 ). All further analy-
ses are conducted after the exclusion of outliers for the 
respective dependent variables.

Second, we computed whether participants visited 
fewer pages in the Quiz condition if one included the 
quiz pages in the total pages visited by participants. 
We find that participants in the Quiz condition visited 
fewer pages than participants in the No Quiz condition 
( �M = −3.56 , 95% CI [−6.35 , −0.77] , t(303.64) = −2.51 , 
p = .013).

Third, we computed the number of integrity cases vis-
ited by participants in both conditions. As can be seen 
in Table 5, participants in the Quiz condition were more 
likely to consult 0 case, and were much less likely to con-
sult 3 or 4 cases. The difference in the proportion of par-
ticipants who did not visit any case at all is significant 
(χ^2(1,n = 312) = 13.11, p < 0.001).

Fourth, we analysed the total time spent on the web-
site, including both quiz and non-quiz questions. Partici-
pants spent on average 9.3 min in the No Quiz condition, 
and 8.6  min in the Quiz condition; the difference was 

Table 4 Predicting final Motivation to learn about Academic 
Integrity, based on initial motivation and experimental condition

Predictor b 95% CI t(238) p

Intercept 4.04 [3.96 , 4.13] 96.04  < .001

Quiz 0.06 [−0.07 , 0.18] 0.89 .372

Initial motivation (Cen-
tered)

0.64 [0.54 , 0.74] 12.54  < .001

Table 5 Number of pages visited and time spent on the 
Integrity Games website, after excluding outliers. Numbers 
correspond to mean (SD)

Characteristic No Quiz, N = 165 Quiz, N = 147

Visited pages (excluding quiz) 17.62 (12.77) 11.53 (11.84)

Visited pages (incl. quiz) 17.62 (12.77) 14.06 (12.06)

Total time (min.; excl. quiz) 9.33 (8.20) 6.00 (6.55)

Total time (incl. quiz) 9.33 (8.20) 8.58 (7.77)

Cases visited

 0 12% 29%

 1 21% 31%

 2 27% 20%

 3 15% 8.2%

 4 25% 12%

Fig. 2 Density plot of the number of visited pages by experimental condition (excluding quiz pages, and after excluding outliers)
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not significant ( �M = −0.75 , 95% CI [−2.55 , 1.04] , 
t(303.52) = −0.83 , p = .410 ). Furthermore, there was no 
significant difference between the two conditions in terms 
of the mean number of participants who spent less than a 
minute on the website (18% in the Quiz condition vs 22% 
in the No Quiz condition; χ^2 (1,n = 312) = 0.05, p = 0.825), 
indicating that there was not a greater drop-out rate in the 
Quiz condition compared to the No Quiz condition.

Understanding of academic integrity
We constituted an Understanding of Academic Integrity 
score by averaging the different scores on the individual 
questions, with unjustifiable answers coded as 0 and 
correct answers coded as 1. Since the Understanding of 
Academic Integrity score was two-dimensional, includ-
ing both questions for which the correct answer is that a 
behavior is generally wrong (or, depending on the item, 
generally correct), and questions for which the correct 
answer is context-dependent, we analysed Cronbach’s 
alpha separately for each subscale, and then analysed 
Cronbach’s alpha for the combined, global scale. Cron-
bach’s alpha was 0.18 for the subscale where extreme 
answers are correct, and 0.38 for the subscale where 
moderate, context-dependent answers are correct. 
Cronbach’s alpha for the whole scale was 0.07. We pro-
ceeded with the analysis of the whole scale, as specified 
in our preregistration (but see the Discussion section for 
an analysis of the low reliability of the scale).

Participants answered correctly 69% of questions 
related to the understanding of academic integrity issues 
in the No Quiz condition, and 69% in the Quiz condi-
tion. Participants would on average get 49% of correct 
answers if they had chosen to answer randomly. As pre-
registered, we used a between-subject t-test to compare 
both conditions. We did not find that the Quiz condi-
tion had a significant impact on participants’ under-
standing of integrity (ΔM = 0.00, 95% CI [- 0.04, 0.04], 
t(231.00) =—0.03, p = 0.972; corrected p-value for multi-
ple comparisons: 0.972).

As noted in the Materials and Procedures section, one 
question of the Understanding of Academic Integrity 
scale could be seen as misleading. We therefore ran an 
additional, non-preregistered analysis. While excluding 
this question slightly increased the average score, which 
went from 0.69 to 0.71 across both conditions, it did not 
change the lack of significant difference between the 
Quiz and the No Quiz conditions ( �M = −0.01 , 95% CI 
[−0.05 , 0.03] , t(234.22) = −0.55 , p = .580).

Relevance of integrity games
Across conditions, the Relevance of the Games score was 
3.95 on a 1 to 5 scale. In a non-preregistered analysis, 
using a between-subject t-test, we found no significant 

difference between the Quiz and the No Quiz conditions 
on the Relevance of the Games score ( �M = −0.02 , 95% 
CI [−0.18 , 0.13] , t(231.11) = −0.28 , p = .784 ; p-value 
corrected for multiple comparison: 0.784).

Exploratory validation of the motivation to learn 
about academic integrity scale
In an exploratory validation of the Motivation to learn 
about Academic Integrity scale, we use a linear regres-
sion to predict time spent on the Integrity Games website 
based on Motivation and experimental condition. Higher 
score on the Motivation scale significantly predicted 
spending more time on the Integrity Games website 
( b = 1.98 , 95% CI [0.72, 3.23] , t(366) = 3.10 , p = .002 ; 
Table 6).

In a further exploratory model, we study whether the 
predictive power of our Motivation to learn about Aca-
demic Integrity scale changed based on the condition 
participants were assigned to. In an additional linear 
regression, we study the interaction between Motivation 
to learn about Academic Integrity scale and experimental 
condition. The interaction term was significant, and neg-
ative ( b = −2.59 , 95% CI [−5.09,−0.09] , t(365) = −2.04 , 
p = .042 . See Additional file 1, Table S1 in Appendix E). 
Since the Quiz condition was coded as 1 and the No Quiz 
condition as 0, this coefficient indicates a lower impact of 
Motivation in the Quiz condition.

Discussion
In this experiment, we implemented commonly acknowl-
edged principles of behavioral sciences into an educa-
tional nudge. We developed a quiz with the aim to create 
a need for knowledge, to generate a feeling of social rel-
evance by using peer comparisons, and to increase moti-
vation by providing personalized advice. However, our 
quiz did not increase interest or understanding of aca-
demic integrity issues, and had no impact on the total 
time spent on the website. In fact, it led participants to 
spend less time playing the Integrity Games.

Even though it was not the main goal of this study, we 
also measured the overall impact of the Integrity Games 
website on student motivation. We found an increase in 
Motivation to learn about Academic Integrity between 

Table 6 Predicting time spent on the Integrity Games website, 
based on initial motivation to learn about academic integrity and 
experimental condition. Time is indicated in minutes

Predictor b 95% CI t df p

Intercept 9.32 [8.26, 10.37] 17.39 366  < .001

Motivation 
about integrity

1.98 [0.72, 3.23] 3.10 366 .002

Quiz -0.23 [-1.81, 1.34] -0.29 366 .773
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the start and the end of the experiment, which can be 
interpreted as a positive impact of the Integrity Games 
website. However, this is a pure pre / post design, and 
does not include a control group, so this result should be 
interpreted with caution. Moreover, we fail to find such 
an increase in motivation in a companion paper study-
ing the impact of the Integrity Games website (without 
the quiz) [6]. Further research should investigate possible 
causes for this discrepancy.

Several explanations can account for the failure of the 
quiz to increase the motivation of our participants. First, 
the quiz highlighted the complexity of integrity issues. It 
is possible that stressing this difficulty led participants to 
be discouraged about the topic. Second, the personalized 
feedback may have led participants to focus on the sole 
dilemmas that were recommended to them at the end of 
the quiz. This could explain why participants in the Quiz 
condition hardly ever visited three or four cases. Person-
alized feedback may not be appropriate if the goal is to 
stimulate general interest in a given topic.

Limitations
A first limitation of our design is the fact that, due to 
rejection of participants from analysis, we ended up with 
a relatively low sample size  (Nanalysed = 241). This could 
lead to a lack of statistical power to detect small posi-
tive differences in favor of our nudge. However, the 95% 
confidence intervals generally do not include any value 
that could be interpreted as strong benefits of the quiz. 
For instance, in the Motivation to learn about academic 
integrity scale, the 95% confidence interval allows us to 
reject any difference stronger than 0.18 (on a 1 to 5 scale) 
in favor of the Quiz condition. Moreover, in terms of time 
spent on the Integrity Games website, we do find a sta-
tistically significant difference, but in the opposite direc-
tion compared to what we had predicted, with people 
spending less time on the website in the Quiz condition. 
Overall, the relatively low sample size does not prevent 
us from inferring a lack of superiority of the Quiz condi-
tion compared to the No Quiz condition.

Second, while the Motivation to learn about aca-
demic integrity scale had adequate reliability, the 
Understanding of academic integrity score had very 
low reliability. This low reliability should not be seen 
as particularly surprising, since the scale incorporated 
into a global score different aspects of moral judgment, 
including both a sensitivity to cases where a behavior 
should be seen as clearly wrong, and a sensitivity to 
grey zones where context-dependent answers were cor-
rect. Furthermore, it incorporated many dimensions of 
academic integrity, such as integrity in data analysis, 
cooperation, and honesty in acknowledging sources. 
While the low reliability could have been expected, it 

does raise the issue of whether there is a single psycho-
logical variable corresponding to integrity knowledge 
that could be captured in our experiment. It could also 
be the case that our questions were too complex and 
led to misunderstandings among students.

A third limitation concerns the fact that our experi-
mental design differed from the normal way Integrity 
Games will be used. Integrity Games is intended to 
be used as a complement to a class teaching research 
integrity, while our participants took it on their own as 
part of a research survey. Furthermore, students were 
paid to participate in our experiment. Psychologi-
cal literature suggests that an extrinsic motivation to 
perform a task for a monetary reward may crowd out 
intrinsic motivation [37]. However, while crowding out 
by monetary incentives could have affected the behav-
ior of participants, we would expect this to affect in 
equal measure the Quiz and the No Quiz conditions. 
If students had a lower level of intrinsic motivation to 
learn about integrity due to the monetary compensa-
tion, it should have affected them in both conditions. 
The payment of compensation would only have biased 
our results if there was an interaction between financial 
compensation and quiz taking. We think that such an 
interaction is unlikely.

On the other hand, it could be argued that our stu-
dents were already too motivated, thus leading to a ceil-
ing effect. This worry is substantiated by the fact that 
students showed on average a high level of motivation, 
with initial levels of Motivation to learn about Aca-
demic Integrity around 3.8 on a 1 to 5 scale. Further-
more, in an exploratory model predicting time on the 
Integrity Games website, we found a significant interac-
tion between experimental condition and Motivation 
to learn about Academic Integrity, with Motivation to 
learn about Academic Integrity having significantly less 
predictive power in the Quiz condition compared to the 
No Quiz condition. If this exploratory result holds in 
further replications, it would mean that the Quiz con-
dition had a negative impact on students with a high 
Motivation to learn about Academic Integrity score, 
and a positive impact on students already low on Moti-
vation to learn about Academic Integrity. This result 
would make sense, as students who are motivated to 
learn more about academic integrity already know that 
they do not know enough about the topic, so our quiz 
could be a waste of time for them, and could discour-
age them from spending more time on the Integrity 
Games website. The positive impact of the quiz would 
then only concern students with a low level of motiva-
tion, who need to be motivated by realizing how much 
they don’t know. However, since this is an exploratory 
result, further research should substantiate whether the 
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quiz indeed has a differential impact on students based 
on their initial level of motivation.

A fourth potential limitation is that we did not use a vali-
dated scale to measure motivation to learn about academic 
integrity, but built our own scale for that purpose. However, 
we believe that the scale performed well. First, Cronbach’s 
alpha was above 0.7, indicating adequate reliability. Second, 
in an exploratory model, our scale showed good predic-
tive validity. An increase of 1 point on our scale predicted 
spending 2 more minutes on the Integrity Games website. 
Participants who reported being motivated thus evinced 
authentic curiosity to learn more about integrity issues.

At last, a sixth possible limitation concerns our own 
conflict of interest: we are both the creators of the Integ-
rity Games website and the designers of the quiz. How-
ever, this conflict of interest would have given us additional 
incentives to find a positive impact of the quiz on partici-
pants’ motivation. Contrary to our hopes, we found disap-
pointing results regarding the impact of the quiz.

Future directions
Given the mixed results that we found for our quiz, we 
would like to highlight three important directions for 
future research.

First, our quiz is similar in spirit to tests illustrating 
the pre-testing effect, or the effect showing that asking 
questions to participants before they learn a material can 
lead to better retention of the material. However, con-
trary to typical pre-testing effect experiments, we do not 
provide correct answers to participants. Our goal was to 
raise curiosity by leaving students uncertain about the 
true answer, thus creating a feeling that more knowledge 
is needed. However, it is possible that curiosity is better 
produced by showing to students that they are wrong, 
rather than highlighting that they don’t know. It is pos-
sible that knowledge of error is more motivating than 
awareness of uncertainty. Future research should study 
whether highlighting students’ mistakes could lead to 
increased motivation to learn academic integrity.

A second promising new line of research would be to 
study how the quiz can be used in different academic 
populations. Our exploratory result on the differential 
impact of the quiz on students with different levels of 
motivation suggests that the quiz may be more efficient 
for students who are initially unmotivated to learn more 
about academic integrity. Future research could replicate 
our work to see if this effect is indeed robust.

A third interesting direction of research would be to 
embed the quiz within a more realistic teaching envi-
ronment. Our quiz was online, and recruited students 
who were not currently taking integrity classes. In a 
more realistic setting, a teacher could reinforce the 

uncertainty created by the quiz by highlighting the 
intricacy of academic integrity issues. Furthermore, the 
quiz includes aspects of social comparisons, which may 
be more salient if the student has actual peers they can 
compare themselves to.

Conclusion
In a randomized experiment, we have implemented 
a nudge, in the form of a short quiz, designed to raise 
curiosity about research integrity and promote further 
learning. However, we found that the nudge did not 
lead to higher expressed curiosity, and led students to 
spend less time on our educational website.

While our experiment raises the issue of the diffi-
culty of implementing behavioral insights, it does not 
necessarily imply that the use of personalized recom-
mendations, or the importance of creating a need for 
knowledge, are bad practices. More research is needed 
to understand how behavioral insights can be trans-
lated into effective educational practices.

The last 20 years have seen the development of prac-
tical applications of behavioral sciences to increase 
prosocial actions and environmental choices [12, 13]. 
However, despite the strong enthusiasm for these 
approaches, recent studies have shown disappointing 
results, including both replication failures and doubts 
about the overall strength of nudging effects [38–40]. 
Our experiment reinforces this literature, showing the 
difficulty of implementing general behavioral principles 
in moral education.

Supplementary Information
The online version contains supplementary material available at https:// doi. 
org/ 10. 1186/ s41073- 023- 00139-z.

Additional file 1.  

Authors’ contributions
Conceptualization and Methodology: Christine Clavien conceived the original 
idea of the experiment. The research design and research materials were then 
developed by Aurélien Allard and Christine Clavien, with feedback from all 
members. Software: The contents of Integrity Games, including the quiz, was 
developed by the authors. Hillar Loor and imCode created the website, includ-
ing the quiz. Investigation: Aurélien Allard and Céline Schöpfer collected the 
data. Data curation and Formal Analysis: Aurélien Allard curated and analysed 
the data. Writing: Aurélien Allard wrote the first draft of the article, with feed-
back from Christine Clavien. The manuscript was then substantially revised 
with contributions from all members.

Funding
This research was supported by the European Union’s Horizon 2020 Research 
and Innovation Programme [grant no. 824586]. Orsolya Varga received fel-
lowship from the Hungarian Academy of Sciences (Premium Postdoctoral 
Research Program) Grant No. 3134/2019/KP.

Availability of data and materials
All materials, data, and code for this study can be found on the OSF (https:// 
osf. io/ jdzwb/).

https://doi.org/10.1186/s41073-023-00139-z
https://doi.org/10.1186/s41073-023-00139-z
https://osf.io/jdzwb/
https://osf.io/jdzwb/


Page 13 of 13Allard et al. Research Integrity and Peer Review            (2023) 8:15  

Declarations

Ethics approval and consent to participate
Our study received ethical approval from the University of Geneva’s Commit-
tee for Ethical Research (CUREG-2021–05-57; decision date: 2021–07-05).

Consent for publication
All participants explicitly consented that their anonymized data would be 
used for scientific publication and would be shared publicly.

Competing interests
The authors have collectively designed and developed the content of the 
Integrity Games website. Hillar Loor is the CEO of imCode, the company that 
was paid to develop the website. The website is and will remain freely avail-
able. The other authors have no financial conflict of interest regarding the 
promotion of the Integrity Games website.

Author details
1 iEH2-Institute for Ethics History Humanities, University of Geneva, Geneva, 
Switzerland. 2 Ottawa Hospital Research Institute, Ottawa, Canada. 3 Depart-
ment of Food and Resource Economics, University of Copenhagen, Copenha-
gen, Denmark. 4 Department of Science Education, University of Copenhagen, 
Copenhagen, Denmark. 5 imCode Partner AB, Visby, Sweden. 6 Department 
of Public Health and Epidemiology, Faculty of Medicine, University of Debre-
cen, Debrecen, Hungary. 

Received: 6 December 2022   Accepted: 3 October 2023

References
 1. Curtis GJ, Tremayne K. Is plagiarism really on the rise? Results from four 

5-yearly surveys. Stud High Educ. 2021;46(9):1816–26.
 2. Freiburger TL, Romain DM, Randol BM, Marcum CD. Cheating Behaviors 

among Undergraduate College Students: Results from a Factorial Survey. 
Journal of Criminal Justice Education. 2017;28(2):222–47.

 3. Baker RK, Berry P, Thornton B. Student Attitudes On Academic Integrity 
Violations. TLC. 2008;5(1). Available from: https:// clute journ als. com.

 4. Newton P. Academic integrity: a quantitative study of confidence and 
understanding in students at the start of their higher education. Assess Eval 
High Educ. 2016;41(3):482–97.

 5. Roig M. Can undergraduate students determine whether text has been 
plagiarized? Psychol Rec. 1997;47(1):113–22.

 6. Goddiksen MP, Allard A, Armond ACV, Clavien C, Loor H, Schöpfer C, et al. 
Integrity Games: An online teaching tool on academic integrity for under-
graduate students. 2023.

 7. Latimier A, Riegert A, Peyre H, Ly ST, Casati R, Ramus F. Does pre-testing 
promote better retention than post-testing? NPJ Sci Learn. 2019;4(1):1–7.

 8. Conklin TA. Making It Personal: The Importance of Student Experience in 
Creating Autonomy-Supportive Classrooms for Millennial Learners. J Manag 
Educ. 2013;37(4):499–538.

 9. Falk JH, Storksdieck M, Dierking LD. Investigating public science interest and 
understanding: evidence for the importance of free-choice learning. Public 
Underst Sci. 2007;16(4):455–69.

 10. Rozenblit L, Keil F. The misunderstood limits of folk science: an illusion of 
explanatory depth. Cogn Sci. 2002;26(5):521–62.

 11. Bicchieri C, McNally P. Shrieking sirens: schemata, scripts, and social norms. 
Social Philosophy and Policy. 2018;35(1):23–53.

 12. Halpern D. Inside the Nudge Unit: How Small Changes Can Make a Big Dif-
ference. Reprint. London: WH Allen; 2016. p. 352.

 13. Thaler RH, Sunstein CR. The Final edition. New Haven: Yale University Press; 
2021. p. 384.

 14. Damgaard MT, Nielsen HS. Nudging in education. Econ Educ Rev. 
2018;1(64):313–42.

 15. Weijers RJ, de Koning BB, Paas F. Nudging in education: from theory towards 
guidelines for successful implementation. Eur J Psychol Educ. 2021;36(3):883–902.

 16. van der Sande L, Wildeman I, Bus AG, van Steensel R. Nudging to 
Stimulate Reading in Primary and Secondary Education. SAGE Open. 
2023;13(2):21582440231166356.

 17. Oreopoulos P, Patterson RW, Petronijevic U, Pope NG. When Studying and 
Nudging Don’t Go as Planned: Unsuccessful Attempts to Help Traditional 
and Online College Students [Internet]. National Bureau of Economic 
Research; 2018 [cited 2023 Sep 10]. (Working Paper Series). Available from: 
https:// www. nber. org/ papers/ w25036.

 18. Oreopoulos P, Petronijevic U, Logel C, Beattie G. Improving non-academic 
student outcomes using online and text-message coaching. J Econ Behav 
Organ. 2020;1(171):342–60.

 19. Weijers RJ, Ganushchak L, Ouwehand K, de Koning BB. “I’ll Be There”: Improv-
ing Online Class Attendance with a Commitment Nudge during COVID-19. 
Basic Appl Soc Psychol. 2022;44(1):12–24.

 20. McEvoy DM. Loss Aversion and Student Achievement. Economics Bulletin. 
2016;36(3):1762–70.

 21. Smith BO, Shrader R, White DR, Wooten J, Dogbey J, Nath S, et al. Improving 
student performance through loss aversion. Scholarsh Teach Learn Psychol. 
2019;5(4):278–88.

 22. Mertens S, Herberz M, Hahnel UJJ, Brosch T. The effectiveness of nudging: 
A meta-analysis of choice architecture interventions across behavioral 
domains. Proc Natl Acad Sci. 2022;119(1): e2107346118.

 23. Szaszi B, Higney A, Charlton A, Gelman A, Ziano I, Aczel B, et al. No reason to 
expect large and consistent effects of nudge interventions. Proc Natl Acad 
Sci. 2022;119(31): e2200732119.

 24. Allard A. Quiz_Integrity. OSF; 2021 [cited 2023 Sep 22]. Available from: 
https:// osf. io/ 73xty.

 25. Allard A, Clavien C. Quiz_Integrity. OSF; 2021 [cited 2023 Sep 22]. Available 
from: https:// osf. io/ jdzwb/.

 26. Else H. This app helps researchers explore ethical dilemmas. Nature. 2022 
Jun 8 [cited 2022 Jun 9]; Available from: https:// www. nature. com/ artic les/ 
d41586- 022- 01576-4.

 27. Little RJA, Rubin DB. Statistical Analysis with Missing Data. 3rd ed. Hoboken, 
NJ: Wiley; 2019. p. 462.

 28. Benjamini Y, Hochberg Y. Controlling the False Discovery Rate: A Practical 
and Powerful Approach to Multiple Testing. J Roy Stat Soc: Ser B (Methodol). 
1995;57(1):289–300.

 29. Delacre M, Lakens D, Leys C. Why Psychologists Should by Default Use 
Welch’s t-test Instead of Student’s t-test. International Review of Social 
Psychology. 2017;30(1):92–101.

 30. R Core Team. R: A Language and Environment for Statistical Computing. 
Vienna, Austria: R Foundation for Statistical Computing; 2021. Available 
from: https:// www.R- proje ct. org/.

 31. Aust F, Barth M. papaja: Create APA manuscripts with R Markdown.  2020. 
Available from: https:// github. com/ crsh/ papaja.

 32. Revelle W. psych: Procedures for Psychological, Psychometric, and Personal-
ity Research. 2022 [cited 2023 Feb 18]. Available from: https:// CRAN.R- proje 
ct. org/ packa ge= psych.

 33. Robinson D, Hayes A, Couch S. broom: Convert Statistical Objects into Tidy 
Tibbles. 2021. Available from: https:// CRAN.R- proje ct. org/ packa ge= broom.

 34. Sjoberg DD, Larmarange J, Curry M, Lavery J, Whiting K, Zabor EC, et al. 
gtsummary: Presentation-Ready Data Summary and Analytic Result Tables. 
2023 [cited 2023 Feb 18]. Available from: https:// CRAN.R- proje ct. org/ packa 
ge= gtsum mary.

 35. Wickham H, Averick M, Bryan J, Chang W, McGowan LD, François R, 
et al. Welcome to the tidyverse. Journal of Open Source Software. 
2019;4(43):1686.

 36. Aggarwal CC. Outlier Analysis. 2nd ed. 2017th ed. New York, NY: Springer; 
2016. p. 488.

 37. Esteves-Sorenson C, Broce R. Do Monetary Incentives Undermine 
Performance on Intrinsically Enjoyable Tasks? A Field Test. Rev Econ Stat. 
2022;104(1):67–84.

 38. Bohner G, Schlüter LE. A Room with a Viewpoint Revisited: Descriptive Norms 
and Hotel Guests’ Towel Reuse Behavior. PLoS ONE. 2014;9(8): e104086.

 39. DellaVigna S, Linos E. RCTs to Scale: Comprehensive Evidence From Two 
Nudge Units. Econometrica. 2022;90(1):81–116.

 40. Dimant E, van Kleef GA, Shalvi S. Requiem for a Nudge: Framing effects in 
nudging honesty. J Econ Behav Organ. 2020;1(172):247–66.

Publisher’s Note
Springer Nature remains neutral with regard to jurisdictional claims in pub-
lished maps and institutional affiliations.

https://clutejournals.com
https://www.nber.org/papers/w25036
https://osf.io/73xty
https://osf.io/jdzwb/
https://www.nature.com/articles/d41586-022-01576-4
https://www.nature.com/articles/d41586-022-01576-4
https://www.R-project.org/
https://github.com/crsh/papaja
https://CRAN.R-project.org/package=psych
https://CRAN.R-project.org/package=psych
https://CRAN.R-project.org/package=broom
https://CRAN.R-project.org/package=gtsummary
https://CRAN.R-project.org/package=gtsummary

	The quizzical failure of a nudge on academic integrity education: a randomized controlled trial
	Abstract 
	Background 
	Methods 
	Results 
	Conclusions 
	Trial registration 

	Background
	Methods
	Participants
	Interventions
	Procedures
	Description of the quiz

	Outcomes
	Sample size
	Statistical methods
	Deviations from preregistration


	Results
	Participant flow and participant characteristics
	Exclusion of participants

	Motivation to learn about academic integrity
	Number of pages visited on the website
	Numbers of pages visited on the website and time spent on the website (Exploratory analyses)
	Understanding of academic integrity
	Relevance of integrity games
	Exploratory validation of the motivation to learn about academic integrity scale

	Discussion
	Limitations
	Future directions

	Conclusion
	Anchor 31
	References


