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The Problem

• Harassment in online games:
– Not exceedingly widespread
– Greatly affects those who are harassed

• Varying degrees:
– Of harassment (trash talk VS abusive)
– Of harassed



The Players

Apathetic:
Don’t care who 

they play with, or 
about being moved.

Harasser:
Harasses players, 

including other 
harasses; will not 
stop if asked.

Non-Trash Talker:
Do not appreciate 

(but can tolerate) 
trash talking, and do 
not like harassers.

Trash Talker:
Is comfortable with 

trash talk or mild 
harassing; will adapt.



Determining a Player’s Type

• Available attributes:
– Chat logs
– Preferred player list
– Block list
– Reputation
– Lifetime opponent count
– Number of games played



Using Chat Log Data

• Chat logs
– Identifying “hot” words and phrases

• Cursing, inflammatory remarks, “yo mama”
– Correlation between remarks and 

responses from other players
– Future research needed for chat analysis

• Analysis yields a number n from 0 to 1 
indicating likelihood of player being a 
harasser or a non-harasser (H or NH)



Using Reputation Data

• Reputation
– Five star scale
– Public system bases reputation on 

ratings given by other players
– Research system bases reputation on 

ratings and other players’ block lists



Using Block List Data

• Block list’s affect on reputation

• If player block ratio is > 

• Then a star is removed from reputation

• If player block ratio is <

• Then a star is added to reputation



Calculating Character Rating

• Determining character rating

– Generates a number from 0 to 1

< .5 harasser
>= .5 non-harasser



Theory Model

α ≤ harassers per roomcβn Non Harassers

Don’t care(1- (c + 1)β)n Apathetic

α ≥ harassers per roomβn Harassers



Stable Configuration

• Stable configurations:
– at most α harassers with non harassers or 

apathetics
– any number of harassers and apathetic 

with no non harassers
• Variables:

– n people total
– k people per room
– n/k rooms



Example
• Beginning room breakdown:
• [(α+є)] [(1-(α+є))] where:

– α+є is the number of harassers in the room 
– 1- (α+є) is the number of non harassers per room

• Let’s say that there are m such rooms, and 
then n/k – m rooms that are full of just 
apathetic people.

• Number of rooms that have more than α
harassers is m.

• In order to be able to swap the unhappy 
people we would need β < 1/(1/α + c).



We Can Choose Bounds:

1/10 ≤ harassers per 
room

(1/6) n Non Harassers

Don’t care(3/4) n Apathetic

1/10 ≥ harassers per 
room

(1/12) n Harassers



Everyone is happy!

• In our model, there are always enough 
apathetic people such that:
– We can switch an unhappy person with 

an apathetic person so no one is 
unhappy

• The time it takes to reach a stable 
configuration is linear



The Players in the Model

Harasser:
Harasses players, 

including other 
harasses; will not 
stop if asked.

Non-Harasser:
Do not appreciate 

(but can tolerate) 
trash talking, and do 
not like harassers.

•Simplified to “blue” and “red”

Unhappy when 
there are < 90% 
blue players

Unhappy when 
there are < 20% 
red players



Example Model

• Populate with 25% 
red and 75% blue 
(place randomly)

• Unhappy players 
move; happy 
players do not

• Players move in a 
5 square radius



Future Work

• Room boundaries (break up simulation)
• Incorporate other player types:

– Apathetic
– Trash Talker

• Real world simulation
– Players joining / logging out

• Chat analysis




