
  

GNET Webinar (14.05.2024) 
"Digital Battlegrounds: Countering Radicalisation on Gaming(-

adjacent) Platforms" 

The first RadiGaMe knowledge transfer workshop took place on 14 May 2024 in cooperation 
with the Global Network on Extremism and Technology (GNET). Over 70 attendees from the 
tech industry, the gaming sector, academia, law enforcement, practitioners working on 
preventing and countering (violent) extremism (P/CVE), and civil society organizations took part 
in the webinar. The event featured two project-based presentations and a roundtable discussion 
with the audience. 

Linda Schlegel, Research Fellow at the Peace Research Institute Frankfurt (PRIF), introduced 
the RadiGaMe project, the consortium, its goals, the main research questions, and presented 
initial findings and points for discussion from the first phase of the project. She commented on 
the lack of research examining gaming- and gaming-adjacent platforms, outlined difficulties for 
researchers, law enforcement, and prevention initiatives in the space, and illustrated parts of 
the first RadiGaMe report detailing the findings of initial explorations of 20 gaming- and gaming-
adjacent platforms. 

Dr. Jessica White, Senior Research Fellow at the Royal United Services Institute (RUSI) and co-
convenor of the Extremism and Gaming Research Network (EGRN), presented her 
new project “Examining Radicalisation Through Socialisation in Online Gaming Spaces”, which 
focuses on examining how processes of socialization and community formation in digital 
gaming spaces could facilitate or provide resilience against radicalization and extremism and 
how such processes may manifest across different cultures, platforms, and countries. 

The presentations were followed by a Q&A discussion. Attendees were particularly interested 
in issues of safeguarding: Both on how to keep gamers safe from harm in digital gaming spaces 
as well as the personal safety of researchers and P/CVE practitioners following a string of 
threats against EGRN members. In addition, there were discussions surrounding potential new 
dangers, including the spread of AI-generated video games or gaming-related propaganda by 
extremist organizations, new technological advances such as the metaverse, and challenges 
posed by voice-based communication in digital gaming spaces. 

 

 

    
 

 

https://www.prif.org/team/mitarbeiter/linda-schlegel
https://www.radigame.de/fileadmin/DatenRadigame/Publikationen/RadiGaMe_Report1.pdf
https://www.rusi.org/people/white
https://extremismandgaming.org/
https://www.rusi.org/explore-our-research/projects/examining-radicalisation-through-socialisation-online-gaming-spaces

