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1. Background 

a. Good day, esteemed delegates, excellencies, and colleagues. Thank you for the 
opportunity to brief you on the crucial issue of online gaming, radicalization, and 
extremism. I represent the Extremism and Gaming Research Network (EGRN), which 
brings together over 50 world-leading counter-extremism organizations and researchers 
including RUSI, ISD, Moonshot, GIFCT, UNDP, and M&C Saatchi World Services, to 
develop insights and solutions for the exploitation of online gaming by violent extremist 
organizations.  

b. To contextualize the current environment, I would like to share a few statistics: 

c. Gaming is big business. Above music, film, and TV, it is the most profitable and 
expansive entertainment sector. Revenues for 2021 are estimated to be $180bn USD, 
growing nearly 9% a year.  

d. And it is not niche: while their level of commitment to gaming varies, nearly 3 billion 
people, or around 1 in 4 humans, are now gamers. They are concentrated among 16-
24-year-olds and are increasing in number by almost 6% a year. Half the worlds’ 
gamers are in Asia-Pacific, while the fastest-growing audiences are in the Middle East, 
Africa, and Latin America. 

e. COVID-19 has led to a surge in online gaming and has become a lifeline during 
isolation. Even as people re-socialize in the physical world as the pandemic slowly 
improves, for many, games are now an “extension of our world.”  

f. They are far more than just entertainment.  

i. Games are social spaces: avatar-driven communities to interact, communicate, 
and share experiences inside. 

ii. E-sports competitors, stars, and live-streaming influencers also extend the gaming 
space beyond individual games to encompass a wider social sphere.  

iii. Games are also fundamentally interlinked – and shed insight into – how the oft-
heralded metaverse will come into form. 



 

 

 

g. But, while depictions of violence in games have not been shown to be connected to 
offline violent behavior, the connectivity on gaming platforms brings risks for other 
social harms, including the exploitation of platforms by violent extremist and terrorist 
actors.  

2. What brings me here today is that  

a. We have seen gaming platforms exploited by the radical right in the US and  Europe, 
Daesh/ISIS affiliates and recruiters in the Philippines, Indonesia, and MENA, and other 
violent extremist organizations globally.  

b. Now, when I say gaming platforms, I mean both games themselves, multi-player chats 
and communication capacities in-game, and wider-gamer-targeted platforms that 
allow for game and item purchases, live streaming, audio chats, and social interaction.  

c. My colleague Linda Schlegel of modus zad has pointed to five main extremist uses of 
gaming content and spaces, including:  

i. ONE: Making bespoke video games and modifications to existing games: 
these include Daesh/ISIS designing their own first-person shooters, anti-Semitic 
far-right groups making playable models of synagogue shootings, and Hezbollah 
releasing a custom first-person shooter. 

ii. TWO: Gamifying recruitment and radicalization approaches by using game-
like elements such as leaderboards or by infusing propaganda with gaming 
features such as first-person shooter-style helmet cam footage.  

iii. THREE: Using in-game chat functions to directly approach and recruit users, 
including on occasion members of security services, through a range of targeted 
humor, memetic propaganda (memes), and off-platform re-direction to more 
secure or encrypted messaging services.  

iv. FOUR: Also, we see the use of gaming-adjacent platforms, including gaming 
forums, chat servers, and live-streaming sites popular with gamers, as 
communication platforms to reach a wider audience.  

v. Lastly, there also appears to be the potential to finance extremist and terrorist 
activity through difficult-to-trace sales of virtual items and game keys on platforms 
and resellers; along with cryptocurrency donations to live streamers.  

d. These uses broadly can be explained in two ways:  

i. Strategic: Through which VEOs and extremists are attempting to:  

1. Reach a wider audience via these mass-market communication channels; 

2. Achieve pop culture appeal; 



 

 

 

3. Communicate more privately – as regulation is hypervariable across 
platforms; 

4. Take advantage of less content moderation in many gaming spaces; 

5. And exploit harmful content, such as misogyny, dark humor, and racism 
present in some gamer communities.  

ii. Additionally, some use is likely organic, as: 

1. In a community of billions of gamers, there will inevitably be extremist users 
who may simply enjoy games and because; 

2. There are many toxic spaces in mainstream gamer communities (see, 
GamerGate) that extremists of various persuasions may find acceptance 
inside of. 

3. Gaps 

a. But despite these indicative concerns, there is a lack of strong empirical evidence on the 
subject. Specifically, at EGRN we see a need to:  

i. Analyze multiplayer games and platforms as communication channels.  

ii. Understand processes of socialization leading to violent extremism present in 
gamer spaces. 

iii. Examine the correlation between online gaming and offline behavior. 

iv. Look at specific forms of in-game hate speech and radicalization, especially for 
non-English speaking audiences. 

v. Track terrorism-related financing through gaming and gaming-adjacent platforms, 
such as gamified NFTs.   

vi. And develop novel research methodologies to understand many of the new 
communication technologies such as livestreaming & audio chats. 

4. Opportunities 

a. Despite these concerns, we fundamentally see games as a source of resilience, joy, and 
community for billions. We also are proud to work alongside the tech industry and 
platforms that are actively helping to build more resilient and inclusive gamer communities. 
I would like to conclude by giving a quick overview of opportunities for policymakers and 
practitioners based on some of our colleagues’ interventions. We recommend investing in 
the research to build a stronger evidence base on the subject, while also  

i. Pushing to understand less resilient users, including those lacking strong 
communities or who may be struggling with mental health or isolation. 



 

 

 

ii. Providing funding for advice and guidance, such as through mental health 
interventions, along with training for educators, parents, and youth leaders. 

iii. Implementing counter-measures, like the re-direction from extremist content to 
valuable educational or self-improvement materials.  

iv. And we recommend facilitating positive interventions leveraging gaming for 
pro-social, inclusive ends. Our EGRN members and peers have piloted and led: 

1. Strategic communications directly with bespoke-built games on mis- and 
dis-information using inoculation theory approaches in Indonesia and in the 
EU; 

2. We have seen successful engagement with gaming social media 
influencers to lead online dialogues and push back against extremism in 
Asia-Pacific; 

3. In the UK and the Netherlands, our partners have led local-police led cops 
versus kids e-sports gaming competitions that bring together at-risk 
communities to play, highlighting positive aspects of e-sports and 
educating on ways to prevent online harms; and,  

4. We have seen our tech partners lead novel safety-by-design policies 
designed to improve content moderation, re-direct away from toxic content, 
and react immediately to active terrorist incidents.  

b. The above are examples of positive uses of gaming that, along with additional research, 
are deserving of greater funding and attention. This massive audience – 1 in 4 people 
globally – deserves greater recognition, protection, and resources to keep games as they 
should be: fun, inclusive, community-building opportunities to make the world a bit better 
online and offline.  

c. At the EGRN, we are helping to do so while preventing violent extremist exploitation of 
these spaces. 

d. Thank you all for your kind attention today – we stand available to provide additional 
testimony and advice where helpful.  

 


