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ABSTRACT
Digital gaming and playful environments are often viewed as enter-
tainment computing technologies that aim to create fun, engaging,
and positive experiences for children and adults alike. Yet, there
is an increasing interest in research that protects players from the
problematic side of gaming and playful environments, such as toxic-
ity and harassment, dark patterns and deceptive design, problematic
gaming and addiction, discrimination, incubation of extremism, and
ethical considerations. However, behaviors that some consider neg-
ative or harmful may not be intended or even perceived as such by
others. Therefore, this workshop aims to encourage researchers,
industry practitioners, and game designers to bring in a wide va-
riety of perspectives on how to articulate problematic play, what
factors lead to the subjective nature of the problematic side of play,
and approaches to combat harm across gaming and playful con-
texts while reinforcing potentially beneficial aspects of what can
be ambiguously defined as problematic by others.

CCS CONCEPTS
• Applied computing→ Computer games; •Human-centered
computing→ Collaborative and social computing; Human
computer interaction (HCI).
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1 WORKSHOP OVERVIEW
There is an increasing interest in research that protects players from
the problematic side of gaming and playful environments, includ-
ing but not limited to: toxicity and hate in online games [1, 11, 20];
harassment in social VR [2, 3, 10, 22]; ethical considerations of
monetization [5, 9, 17]; dark patterns and deceptive design [21];
problematic gaming, obsessive passion, and addiction [6, 13, 14, 16];
discrimination in playful contexts [19]; the incubation of extremism
within gaming [15]; tensions between economic benefits and the
focus on artistic and cultural values in game development [7]; and
unethical practices of game studios [18]. These concerns are height-
ened when children enter these gaming and playful environments,
for various reasons, including that children often have greater dif-
ficulty with making considered and well-evaluated decisions [4],
and may still be learning to self-regulate [12].

However, behaviors that some consider negative or harmful may
not be intended or even perceived as such by others. For example,
game studios may have the need to incorporate monetization into
games to makemoney because it is a business that creates jobs; play-
ers may like the opportunity to spend money on loot boxes rather
than viewing it as exploitative or gambling because it improves
their gaming experiences and performance [9]; players may con-
sider high engagement with games as dedication or professionalism
while others view it as obsession and addiction [8]; some players
may normalize or even enjoy trash talk as an essential part of their
online gaming experience while it can disrupt other players’ expe-
riences [1]; and some people may view children creating content
as enabling children’s creativity, independence, and self-agency,
whereas others may question how these children are being used
as laborers for game studios [18]. We understand that people have
diverse perspectives and feelings toward the problematic side of
games and play, but also that there is an urgent need to combat the
harm to players and communities that result from these damaging
practices and community norms. Therefore, we are conducting a
workshop to gather a wide variety of perspectives and foster con-
versation that will facilitate forward progress in this community of
researchers interested in combating harmful practices and norms.

2 MAIN OBJECTIVES OF THEWORKSHOP
• Understand what behaviors, designs, or social interactions
are considered harmful (i.e., problematic side of play) to
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various players (e.g., adults and/or children) in gaming and
playful environments

• Investigate why some players consider the identified behav-
iors, designs, or social interactions negative or harmful while
others do not

• Better understand situations in which gaming and playful
environments are the main (or sole) source of need satis-
faction for players and explore how (and whether) to help
players broaden such sources

• Explore approaches to combat harm across various gaming
and playful contexts, including policy approaches, design ap-
proaches, grassroots player approaches, research approaches,
and technical approaches (including AI approaches).

• Consider potentially beneficial aspects of the problematic
side of gaming and playful environments

3 ORGANIZERS
Julian Frommel is an assistant professor in Interaction/Multimedia
at Utrecht University. His work focuses on the design and implemen-
tation of interactive digital systems that provide enjoyable, mean-
ingful, safe, and healthy experiences for users, including research
on how to mitigate the negative effects of toxicity and harassment
in online games and other online social spaces.

Guo Freeman is an Associate Professor of Human-Centered Com-
puting at Clemson University. Her work focuses on how interac-
tive technologies including multiplayer online games, esports, live
streaming, and social VR shape interpersonal relationships and
group behavior, such as fairness of in-game purchases, harassment
in social VR, and sociotechnical challenges for indie game develop-
ers.

Janelle MacKenzie is a Research Fellow at the Australian Re-
search Council Centre of Excellence for the Digital Child. She is
interested in the impact of videogames on children, including re-
search on how to harness game experiences that provide opportu-
nities for enhancing wellbeing, as well as identifying methods to
minimize negative videogame experiences.

Daniel Johnson is a professor of Computer Science at Queensland
University of Technology. His work focuses on how videogames
influence wellbeing, often through the lenses of Self-Determination
Theory and the Dualistic Model of Passion. Most recently, he has
begun to explore the ways in which obsessive and problematic play
may be a compensatory response to a lack of need satisfaction in
other areas of life.

Regan Mandryk is a professor of Computer Science at the Uni-
versity of Victoria. Her work focuses on how people use playful
technologies for social and emotional wellbeing, how toxicity, prob-
lematic gaming, and discrimination can undermine the connection
and recovery benefits provided within multiplayer games, and how
to harness in-game behaviours for assessment.
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