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COMMENTS OF ELECTRONIC ARTS, INC., UBISOFT ENTERTAINMENT S.A., AND 
TAKE-TWO INTERACTIVE SOFTWARE, INC. ON THE DRAFT CODES OF PRACTICE 

FOR THE ONLINE INDUSTRY 
 

Electronic Arts Inc. (EA), Ubisoft Entertainment S.A. (Ubisoft), and Take-Two Interactive Software, Inc. 
(Take-Two) appreciate the efforts of Australia’s trade associations in crafting draft online safety codes 
pursuant to the Online Safety Act.  EA, Ubisoft, and Take-Two publish some of the most played and 
commercially successful video game franchises of all time, and together with the broader video game 
industry, have decades of experience in online protections for users of interactive digital media. As 
leading companies in the sector, we are pleased to contribute this submission. 

EA, Ubisoft, and Take-Two commend the efforts of the working group, and particularly the Interactive 
Games & Entertainment Association (IGEA), in recognizing that video games present lower online safety 
risks than other online services.  Specifically, we support the specific definition in the code of “gaming 
service with limited communications functionality.”  The draft code appropriately limits the obligations 
applicable to services within scope of that definition, and specifically designates gaming services with 
limited communications functionality as Tier 3 relevant electronic services.  In its structure and terms, 
the draft code acknowledges not only the distinction between video games and other online services, 
but also the critical work of the video game industry over the last several decades in building protections 
for players of online games. 

Video games generally are not conducive to the same threats to online safety as other online services 
designed primarily to allow users to communicate with each other.  The primary purpose of online video 
games is gameplay.  Ancillary in-game communication and other user-created content features are 
provided to further gameplay.  Some games do include some communications functionality.  Critically, 
however, because they are provided adjunct to gameplay, these limited in-game communications 
features present limited opportunities to engage in threatening behavior. 
 
In-game communications features primarily are used among players to coordinate gameplay in real-
time.  The exchanges between players thus tend to be more about the games themselves and are ill-
suited for lengthy chats, such as those needed for grooming and other extremist and violence-related 
behavior.  They often take the form of open chatrooms visible to all the players of the game.  Moreover, 
in-game communication often is ephemeral; video games rarely include features for preserving in-game 
communication.  In-game communications features also rarely allow the possibility to exchange photos 
and videos or include the technical capacity to do so.  To the extent content exchange is allowed, it 
often is limited to the sharing of screenshots of the gameplay itself or short videos thereof.  While some 
games provide tools for user-created content, that content often take the form of in-game “skins,” 
“wraps” and similar assets for in-game use.  In short, the limited communications capabilities in video 
games offer far fewer opportunities for threats to online safety than other online services specifically 
designed to facilitate communications between users and the exchange of user-created content. 
 
The video game industry also has a long history devoted to protecting players from online harms.  As an 
initial bulwark against online threats, video game companies apply strict terms and conditions to 
address illegal and harmful content, and to inform players about the consequences of breaches of codes 
of conduct (termination of accounts, player bans, reporting to enforcement authorities, etc.).  Video 
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game developers and publishers also design and implement technologies and practices to prevent toxic 
and predatory behavior, while arming players, parents and guardians with information and tools to keep 
gameplay environments as safe and positive as possible.  Examples of the tools and safeguards used 
where appropriate include age gating; parental controls; reporting tools; filtering technology to identify 
and remove, or obscure certain illegal, harmful or profane content; human monitoring; and moderation 
of in-game chats, including muting and blocking tools.  Parental control tools on the major console 
platforms also offer the possibility to restrict communication with others in a game.  The tools offer 
flexibility depending on how strict a parent may want to be in managing their child’s online experience.  
These tools, together with the proactive and robust enforcement by video games companies of their 
terms and conditions, constitute a safety-by-design approach where and when in-game communications 
are involved.  
 
Because of the safety features in place and the limited nature of in-game communication, illegal content 
such as violent extremist content or child sexual abuse material is very rare in in-game communication. 
The Radicalisation Awareness Network (RAN) determined in November 2020 in its conclusions paper 
that grooming and extremist content is rare in in-game communications but is more frequent on 
adjacent communications platforms, such as Discord. The fact that illegal content is rare in in-game 
communications is further illustrated by a 2020 survey commissioned by the UK’s Ofcom of 2,080 adults 
and 2,001 children aged between 12 and 15. It reported that 62% of adults and 81% of children had 
experienced potential online harms in the previous 12 months. Compared to other sources such as 
social media, instant messaging and video sharing, gaming sites or platforms were the least cited by 
respondents for potential harms, with just 2% of adults and 3% of children experiencing such harms via 
online gameplay. Even so, as a responsible industry, we are constantly improving our safety features, 
policies and practices so that our games continue to be one of the safest places for people to interact 
online. 
 
The terms and structure of the draft online codes reflect both the limited risk to online safety posed by 
video games and the powerful tools already put in place by the industry to protect the online safety of 
players.  The final version should preserve the definition “gaming service with limited communications 
functionality.”  It also should impose limited obligations on services within scope of that definition and 
maintain the designation of gaming services with limited communications functionality as Tier 3 relevant 
electronic services. 
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