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A Sad Story



A Different View
Heart in Power out



Hindsight Bias

Those were the droids you were looking for 



A Sad Story

[ALLIES] xXD45kn355Xx: WTF 
[ALLIES] xXD45kn355Xx: why no help?? 
[ALL] xXD45kn355Xx: noob team 
[ALLIES] xXD45kn355Xx: ALT-F4 delete local content 
[ALLIES] xXD45kn355Xx: die 



A Different View



Premise #1

Anti-social behaviour in games is a problem 

“The only significant predictor we found for 
why someone would quit Dota early on was 
having a game where someone else was 
reported for abusive behaviour – nothing 
else mattered” - Mike Ambinder, Valve 



Premise #2
Behaviour is an emergent property of a complex 
web of interactions within a system 



Premise #3
Game systems, mostly 
unintentionally, reward anti-
social behaviour.  
 
Good behaviour usually goes 
unrecognised, unrewarded, and 
is sometimes even punished. 



The Internet?

Premise #1#1: Anti-social behaviour on the 
internet is a problem 

#2: Behaviour is an emergent property of a 
complex web of interactions within a system 
#3: Many internet systems reward anti-social 
behaviour. Whereas, good behaviour goes 
unrecognised, unrewarded, and/or punished. 



Premise #4

We design and influence 
game systems.  
 
We can reduce anti-social 
behaviour in games. 



The Three E’s

EDUCATION
ENFORCEMENT
ENGINEERING



EDUCATION



!  Loading screen 
messages 

!  PR Campaigns 
!  Talks 

Examples

Relatively easy to do

!  Twitter campaigns 
!  Modeling 





“Anyone can buy wards, and anyone 
can buy or upgrade the courier. If 
your team needs something, don’t 
be afraid to buy it.” 



We believe in it

Raise
Awareness 

Increase
Knowledge 

Change
Behaviour 











Report Card
Name: Education 

The least effective option

Raise Awareness: 
Increase Knowledge: 
Change Behaviour: 

A 
A 
C 
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Education
Creates support for, 
and combines with, 
other measures. 

 
A step on the way to 

a solution





ENFORCEMENT



Punishment

Deterrent effect:
!  The certainty of detection 
!  The swiftness of delivering the penalty 
!  The severity of the penalty 

The addition of a penalty or the removal of a 
reward/benefit to reduce the probability of a 
behaviour occurring again. 





Deterrence

CERTAINTY 

SWIFTNESS 
SEVERITY



Banhammers
!  Automatic detection and 

action best (certain and swift) 

!  Player report slower and less 
certain 

!  Penalties should be proportionate and 
representative





Results 
• 35% fewer negative words used in chat 
• 32% fewer communication reports 
• 1% of active player base is currently banned 
• 61% of banned players only receive one ban 

 
 

MIKE AMBINDER, PhD 
VALVE 
 
DATA TO DRIVE DECISION-MAKING 

http://media.steampowered.com/apps/
steamdevdays/slides/data.pdf 



Player Prisons
Low Priority and cheaters queues/playlists 

“My team was just messing 
around and just kinda 
goofing off – I’m not quite 
sure why…”

- ItsDinorage 



FEEDBACK VITAL
Enforcement systems succeed or fail based on 
their feedback loops. 

What?
When?

How?

Why?





TRIBUNAL 
REFORM CARDS 

http://gdcvault.com/play/1017940/
The-Science-Behind-Shaping-Player 

   

THE SCIENCE BEHIND 

JEFFREY “LYTE” LIN | LEAD SOCIAL SYSTEMS DESIGNER 

SHAPING BEHAVIOR IN ONLINE GAMES 

 

SPECIAL THANKS TO THE RIOT GAMES PLAYER BEHAVIOR TEAM 



   

THE SCIENCE BEHIND 

JEFFREY “LYTE” LIN | LEAD SOCIAL SYSTEMS DESIGNER 

SHAPING BEHAVIOR IN ONLINE GAMES 

 

SPECIAL THANKS TO THE RIOT GAMES PLAYER BEHAVIOR TEAM 
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Punishment

!  Breeds resentment and 
avoidance 

!  Teaches what you did 
wrong, not what you 
should do right 

!  Draws attention 



Encouragement
The overlooked, more 
effective, side of feedback 

Premise #3
Game systems, mostly unintentionally, reward anti-social 
behaviour. Good behaviour usually goes unrecognised, 
unrewarded, and is sometimes even punished. 











ENGINEERING



Engineering
Designing to reduce or remove the ability to be 
anti-social 

Premise #2 & #3
#2: Behaviour emerges from system interactions 
#3: Games often, unintentionally, encourage anti-
social behaviour and discourage pro-social  



Journey (2012):

•  No communication 
•  Automatic helping 

and nothing else 
•  Similarity 
•  Mechanically 

optional 
•  Instanced 

Engineering



FALSE





Loot Systems



Communication Systems
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Matchmaking





Consider avoiding compulsory “L Plates” 



Monetisation

POSITIVE EXTERNALITIES 
More players spending more makes for a more positive gaming experience. 

“More players 
spending more makes 
for a more positive 
gaming experience”

- Kyle Davis, Valve 



Kyle Davis 
Valve 
 
“In-Game  Economies  in  Team  Fortress  and  Dota” 

http://media.steampowered.com/apps/
steamdevdays/slides/economies.pdf 



Cooperation vs Competition 
& EnCompetition motivates those who think they can 
win, cooperation motivates and involves 
everyone











Other? 
& En
●  Public behavioural commitments 
●  Automatic helping 
●  Automatic pro-social animations 
●  Gifting/Altruism  
●  Scoring systems & Achievement design 
●  Similarity/Commonality (e.g. red vs blue) 
●  And more… 



#1: Anti-social behaviours are a problem 
in games 
#2: Behaviour emerges from system 
interactions 

#3: Games often, unintentionally, 
encourage anti-social behaviour & 
discourage pro-social behaviour 

#4: We have the power to reduce 
anti-social behaviour in games



QUESTIONS?

@ikbenben
ben@playerresearch.com
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