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 INTRODUCTION
We Were Here:



“We’ve made improvements! 
Things are better... 

Except players were still telling us 
something was wrong… :/

Let’s go back in time two years:

...right?”
- Us, basically



     
Dumbass team 
STFU trash 
Grow a fuking brain 
THANKS FOR THE DEMOTION GAME 
I looked at your match history -- don’t f this up like you always do 
at least fathers day isnt my most confusing holiday :) 
Ur a backpack lmao 
??? 
… 
WHAT THE FUCK ARE YOU DOING??? 
Blind as fuck 
By ur spelling u uneducated 
Why don’t you learn to play before you play ranked? 
How about you uninstall until you’ve played a 1000 more games 
I think I actually hate you :(

This was happening in game





some

considerations 
before we start



The T Word



Disruptive
Behaviour



What players 
do in a game. 

FORE!



BANNED!



 

Personality

State of the world

What we’re not trying to change:



There is a lot we can do
when we empathize with why



Understand how & why 
disruptive behaviour emerges

 
and modify or accommodate 

through our designs



We’re all players
And we’re all human



None of this is prescriptive

And finally…



 

DESIGN FRAMEWORK

Encouragement

Consequences

Environment



 DESIGNING HONOR
Case Study:





Shhh, 
hiding in 
bushes



 

Intense / high stakes
Difficult communication

Varied expectations
Teamwork...is hard

You vs. your team



 

Encouragement

Consequences

Environment

F
LEAGUE OF LEGENDS: 2016

B-
D



 

Encouragement

Consequences

Environment D
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 SPORTSMANSHIP



 

Sportsmanship is the
spirit or intent of the game

It keeps us focused on the game and
competing fairly



STFU, 
trash!

Hurry 
hard!!

But...we’re on  
the same team 

:_(



 

Team oriented
Resilience

Positive attitude
Respect

Responsibility

A sportsmanlike player...



 
When surveyed, 

95% of players said sportsmanship 
was very important...



 
...and we weren’t doing enough to 

promote sportsmanship



 

Encouragement

Consequences

Environment

F
LEAGUE OF LEGENDS: 2016



Honor System © 2012



 Peer Recognition





 Category Badges





League without Honor



League without Honor

League WITH Honor



 So what happened?



Launch

HONORS 
FOR 

EVERYONE!!



Honor 1.0 Usage

Year 1HONORS 
FOR 

EVERYONE!!



Year 2

Honor 1.0 Usage

HONORS 
FOR 

EVERYONE!!



Also, 
mostly PvE

Year 4

Honor 1.0 Usage (2012-2016)

HONORS 
FOR 

EVERYONE!!



 
Over 40% of players 

didn’t believe that Honor system 
was meaningful or rewarding



 
Overall the system had 

high visibility
98.5%



 Oh.



 

Honoring was not a core part of the game
Categories were ambiguous
Badges were lightweight, confusing, and too rare

Put simply, Honor didn’t matter. :(



 
Interestingly, it did matter A LOT to 
a small portion of our community



 

Encouragement

Consequences

Environment

OPPORTUNITY!

F
B-
D



Let’s make a new Honor System!



 

Sportsmanship as 1st-class value 

Recognize passive sportsmanship

Every player can be celebrated

Values resonate with players

Meaningful, long-term change 

DESIGN PILLARS



HONOR OVERVIEW

End-of-game
Voting

Progression
System

Rewards &
Consequences

Publishing



END-OF-GAME VOTING GOALS

Create celebratory moment

Sportsmanship as first-class value

Put the focus on team



 The Vote





 Loading Screen Flair



The Categories



Stayed Cool

Shotcaller

GG <3

/stād ko͞ol/ Noun  
Resilient in the face of adversity. 
Keeps a cool head. Tilt-proof.

/SHät ˈkôlər/ Noun  
Keeps the team focused. Drives 
cohesion. Makes great calls.

/jē jē härt/ ??? 
Made my game and my day better. 
Lightweight and fun. (Flexible)



PROGRESSION GOALS

Provide aspirational goals

Reward long-term consistency

Social consequences



Higher
Engager

Lower
Engager

120+ hours / 
month

20+ hours / 
month

Who’s more honourable???

VS.



Higher
Engager

Lower
Engager

120+ hours / 
month

20+ hours / 
month

Who’s more honourable???



Rito, Y U No 
Progress 
Bar???





Level 1Level 0 Level 2 Level 3 Level 4 Level 5

NEW 
PLAYERSHONOR  

LEVELS



REWARDS GOALS

Provide “helping hand”

Provide context on your behaviour

Celebrate you!



  

Level 3

Level 4

Level 5

DURING SEASON
Level 2

END OF 
(2017) SEASON

Level 1

2018??





PUBLISHING GOALS

Explain the system 

Support the narrative

Have some fun







 
Sportsmanship as a 

first-class value
 

A system for 
encouragement that 

mattered



HONOR
Today



 

30%

10%

20%

Usage by Category

GG <3

Shotcaller

Stay Cool

The rest are time outs or opt outs.

Players send Honors about 60% of the time



 

22%

20%

16%

Honors by Role

Rest are “non meta”

21%

16%

ADC

Support

Jungle

Mid

Top



 

Getting Honors is worth celebrating!
62.5%

29.0%

7.1%
1.3% 0.1%

0 1 2 3 4
% Players Receiving # Honors



 

Soraka is most honored overall 
as well as stayed cool and GG<3

Kalista is number one shotcaller
(No, Teemo is not least honored)



Skill is a poor predictor 
of Honors



Today, player sentiment is much higher toward 
our efforts to promote sportsmanship

Disruptive behaviour has 
measurably dropped

(Still lots more to do)



 

Encouragement

Consequences

Environment

We were here…

F
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Encouragement

Consequences

Environment

League Today??

B??
B??
B??



 TAKEAWAYS
Design



Understand how & why 
disruptive behaviour emerges

for your game
 

and modify or accommodate 
through our designs



Invest in teamwork
Don’t assume it happens naturally. 

Help players celebrate each other

Be aware of teamwork underminers

Focus on the positive; obscure the negative



Manage Expectations
You probably won’t get it right the first time (or second)

Understand player values by getting to 
know each sub-community

Don’t overstate things as “solutions”

Iterate, try things, show you care — 
action more than words



Empathize & Understand
We’re all human...

Take time to understand the why behind 
disruptive behaviour

Understand what you can and cannot
change and work with it

Remember the design framework: 
  Encouragement, Consequences, Environment



First-Class Features
Give behaviour features prominence & context

If it’s truly an important value, have the game 
and metagame support it

Where you put things speaks to their 
importance/relevance

Provide framing to players



Have Patience
Shifting norms can take years

We’re changing the conversation slowly, 
but it is changing

Invest in the journey
We’re all still figuring things out

Factor in these principles early



And remember...

None of this is prescriptive



Dr. Kimberly Voll
Riot Games

kvoll@riotgames.com

THANK YOU!


