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  [Embargo time: 16/11/2022 at 6PM CET] 

 

    

 

Ubisoft and Riot Games announce the “Zero Harm in 

Comms” research project to detect harmful content in 

game chats 

 

This first cross-industry research initiative to fight disruptive behavior is 
conducted by Ubisoft and Riot Games 

 

PARIS – November 16, 2022 – Today, Ubisoft and Riot Games announced the “Zero Harm 

in Comms” research project, a technological partnership to enhance the reach of their 

artificial intelligence-based solutions in order to prevent harmful player interactions. This 

research initiative aims to create a cross-industry shared database and labeling 

ecosystem that gathers in-game data, which will better train AI-based preemptive 

moderation tools to detect and mitigate disruptive behavior. 

Both active members of the Fair Play Alliance, Ubisoft and Riot Games firmly believe that 

the creation of safe and meaningful online experiences in games can only come through 

collective action and knowledge sharing. As such, this initiative is a continuation of both 

companies’ bigger journey of creating gaming structures that foster more rewarding social 

experiences and avoid harmful interactions.  

“Disruptive player behaviors is an issue that we take very seriously but also one that is very 

difficult to solve. At Ubisoft, we have been working on concrete measures to ensure safe 

and enjoyable experiences, but we believe that, by coming together as an industry, we will 

be able to tackle this issue more effectively.” said Yves Jacquier, Executive Director, 

Ubisoft La Forge. “Through this technological partnership with Riot Games, we are 

exploring how to better prevent in-game toxicity as designers of these environments with 

a direct link to our communities.” 

Through the “Zero Harm in Comms” research project, Ubisoft and Riot Games are exploring 

how to lay the technological foundations for future industry collaboration and creating the 

framework that guarantees the ethics and the privacy of this initiative. Thanks to Riot 

Games’ highly competitive games and to Ubisoft’s very diversified portfolio, the resulting 

database should cover every type of player and in-game behavior in order to better train 

Riot Games’ and Ubisoft’s AI systems. 
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“Disruptive behavior isn’t a problem that is unique to games - every company that has an 

online social platform is working to address this challenging space. That is why we’re 

committed to working with industry partners like Ubisoft who believe in creating safe 

communities and fostering positive experiences in online spaces,” said Wesley Kerr, Head 

of Technology Research at Riot Games. “This project is just an example of the wider 

commitment and work that we’re doing across Riot to develop systems that create healthy, 

safe, and inclusive interactions with our games.”  

Still at an early stage, the “Zero Harm in Comms” research project is the first step of an 

ambitious cross-industry project that aims to benefit the entire player community in the 

future. As part of the first research exploration, Ubisoft and Riot are committed to sharing 

the learnings of the initial phase of the experiment with the whole industry next year, no 

matter the outcome. 

 

To learn more about the “Zero Harm in Comms” research project go to Ubisoft News and 

Riot Games’ blog. 
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About Ubisoft Ubisoft is a creator of worlds, committed to enriching players’ lives with original and memorable 

entertainment experiences. Ubisoft’s global teams create and develop a deep and diverse portfolio of 

games, featuring brands such as Assassin’s Creed®, Brawlhalla®, For Honor®, Far Cry®, Tom Clancy’s 

Ghost Recon®, Just Dance®, Rabbids®, Tom Clancy’s Rainbow Six®, The Crew®, Tom Clancy’s The 

Division®, and Watch Dogs®. Through Ubisoft Connect, players can enjoy an ecosystem of services 

to enhance their gaming experience, get rewards and connect with friends across platforms. With 

Ubisoft+, the subscription service, they can access a growing catalog of more than 100 Ubisoft games 

and DLC. For the 2021–22 fiscal year, Ubisoft generated net bookings of €2,129 million. To learn more, 

please visit: www.ubisoftgroup.com.  

 

About Riot 

Games 

Riot Games was founded in 2006 to develop, publish, and support the most player-focused games in 

the world. In 2009, Riot released its debut title, League of Legends, to worldwide acclaim. League 

has gone on to be the most-played PC game in the world and a key driver of the explosive growth of 

esports. With League in its second decade, Riot is continuing to evolve the game while delivering 

new experiences to players with Teamfight Tactics, Legends of Runeterra, VALORANT, League of 

Legends: Wild Rift, Riot Forge, and multiple work-in-progress titles. Riot is also expanding the world 

of Runeterra through multimedia projects across music, comic books, board games, and Arcane, its 

Emmy-winning animated series. 

 

https://news.ubisoft.com/en-gb/article/6iCgVJQEZ00S2drMdPpmNB
https://www.riotgames.com/en/news/riot-games-ubisoft-tackling-toxicity-in-games-with-new-project
mailto:paul.grand@ubisoft.com
mailto:kstewart@riotgames.com
http://www.ubisoftgroup.com/
http://www.riotgames.com/
http://leagueoflegends.com/
http://teamfighttactics.com/
http://playruneterra.com/
http://playvalorant.com/
https://wildrift.leagueoflegends.com/
https://wildrift.leagueoflegends.com/
https://riotforgegames.com/en-us/
https://www.youtube.com/watch?v=IA-v_LB3Qpc
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Founded by Brandon Beck and Marc Merrill, and led by CEO Nicolo Laurent, Riot is headquartered 

in Los Angeles, California, and has 3,000+ Rioters in 20+ offices worldwide. 
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