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Computing Ethics Education
● The computerization and automation of many 

processes and social engagements has led to a 
succession of ethical failures in the design and 
implementation of computer technology 

● Scholars have called for including ethics in 
computer science (CS) curricula, envisioning that 
CS graduates should also be knowledgeable 
about the impacts of the systems they build

● Some challenges in computing ethics education 
include — the lack of faculty training in teaching 
CS ethics, faculty resistance to teaching ethics, 
challenges to engage students, and scalability
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download this poster 
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PEaRCE:  Platform for Ethics and 
Responsible Computing Education
● PEaRCE is an online learning environment 

designed to immerse undergraduate CS students 
in interactive work project simulations that 
illustrate how technical material can be readily 
exploited for creating appealing systems that 
can also be instruments of harm 

The PEaRCE 
Platform

PEaRCE Pilot 
Deployments

Takeaways and Ongoing + Future Directions

Within PEaRCE simulations, students take the role of an active contributor to a technology project and engage 
key stakeholders and actors in conversation. At the end of the simulation, they receive information about the 
project scenario, its potential impacts, and feedback on their stakeholder interactions.

Students are 
introduced to 
the project and 
consider an 
initial course of 
action to take

Students engage 
actors and 
stakeholders in 
conversations 
to gather 
information

Students respond to 
reflection questions and 
receive feedback on 
potential impacts of 
the project and issues 
covered in conversations

Course instructors 
and teaching staff 
use PEaRCE to 
design custom 
scenarios that they 
can embed into 
their courses

To explore the use of PEaRCE in real 
CS classrooms, we deployed PEaRCE 
in two iterations of two CS courses

MMA aims to build a system 
to identify users with 
cognitive decline, with the 
intention of selling data and 
diagnoses to third parties
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Course Semester
No. of 
Students

Conversation 
Format

Conversation 
Limit

Software 
Engineering

Fall 2021 50 Monologue 6

Spring 2022 56 Q&A 6

Search 
Engines

Fall 2021 63 Q&A 6

Spring 2022 96 Q&A No limit

PEaRCE Scenario | My 
Medical Advisor (MMA)

Key actors and stakeholders that 
students gathered information from:

• Field experts — e.g., neurology, 
machine learning researchers

• Organizational personnel — e.g., 
corporate counsel, supervisors

• Direct users — e.g., website users 
and client data users

Concerns that students raised:

• Invasive data collection 
practices

• Risks and impacts to people —
misdiagnoses, data privacy

• Tradeoffs between data 
quality/quantity and data 
privacy breaches

Students found PEaRCE easy to use
• Add multimodal presentation to 

enhance accessibility and 
simulation experience

Partner with new instructors, institutions
• Ongoing implementations with new 

courses and at new institutions 
• Partnerships with community experts

Scenario raised awareness on ethical 
issues and social responsibility 
• Students also raised issues around 

power dynamics in the workplace

New features in development
• Scenario repository
• Class activities to augment 

PEaRCE simulation


