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Abstract: Digital gaming communities have become dexnse sociotechnical environments in which youth develop trust, 
technical fluency, identity, and coordination practices that extend far beyond gameplay. This paper investigates how such 
communities can, under particular structural conditions, evolve into networks that participate in cyber activities with 
geopolitical relevance. Rather than treating this transition as primarily ideological from the outset, the paper argues that the 
pathway is initially sociotechnical: repeated interaction builds social cohesion, status systems reward experimentation and 
technical competence, and platform migration enables tighter coordination across gaming, chat, and adjacent online spaces. 
Drawing on prior work on youth gaming, online extremism, gaming-adjacent radicalization, and child involvement in cyber 
operations, the paper develops a four-stage lifecycle of formation, capability building, alignment, and deployment. It then 
illustrates this lifecycle through three case studies that show both prosocial and harmful trajectories. The central claim is 
that escalation is better explained by evolving community structure and task organization than by overt political language 
alone. The paper concludes by proposing youth-centered interventions, platform governance strategies, and early warning 
indicators that can reduce exploitative mobilization while preserving the legitimate social and educational value of gaming 
culture. 
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1. Introduction 
Digital gaming now extends far beyond entertainment. It functions as a distributed social environment spanning 
multiplayer games, Discord servers, livestreams, forums, and private chat spaces. For many young people, these 
are early settings for learning collaboration, competition, identity signaling, moderation norms, and technical 
experimentation. Prior work has shown that gaming can foster civic engagement, communication, and 
collaborative problem solving rather than serving only as passive leisure (Kahne, Middaugh, and Evans, 2008). 
More recent research, however, shows that gaming and gaming adjacent ecosystems can also facilitate exposure 
to extremist narratives, recruitment dynamics, and harmful forms of networked mobilization (RAN, 2021; 
Englund, 2023; Davey, 2024; Allchorn and Orofino, 2025). Gaming communities, therefore, matter for 
cybersecurity not simply because harmful content may appear within them, but because they combine social 
trust, technical learning, persistent communication, and platform interoperability in ways that can be redirected 
toward coordinated cyber activity. 

This paper asks how youth gaming communities move from routine play and social interaction into activities 
with geopolitical cyber relevance. Its central argument is that this transition is often sociotechnical rather than 
ideological. Early stages usually emerge through ordinary digital practices rather than explicit political 
commitment. Team play builds familiarity and dependence. Modding, scripting, server administration, and tool 
sharing develop technical confidence. Informal hierarchies reward competence and responsiveness. Migration 
from public gaming spaces into more private and persistent channels strengthens trust and enables selective 
coordination. Under these conditions, existing social and technical capacities may be redirected by external 
actors, brokers, or influential insiders toward harassment, doxxing, influence activity, denial of service, 
credential abuse, or open source intelligence work. UNICEF Innocenti’s recent analysis highlights the urgency of 
this issue by showing that children are increasingly implicated in conflict-related cyber activity through informal 
and digitally mediated pathways. 

The paper makes three contributions. First, it synthesizes literature on youth gaming, extremism, platform 
governance, and child cyber conflict into a unified sociotechnical account of mobilization. Second, it proposes a 
four-stage lifecycle of formation, capability building, alignment, and deployment. Third, it applies this model to 
case material to show that apparently isolated incidents are better understood as part of a broader structural 
process. This shifts attention away from overt ideology alone and toward indicators such as platform migration, 
brokerage, secrecy norms, emergent leadership, and changes in moderation practice. Such a perspective is more 
useful for defenders, educators, platform designers, and policymakers seeking early warning without treating 
youth gaming culture as inherently suspect. 

555 
The Proceedings of the 25th European Conference on Cyber Warfare & Security (ECCWS 2026)

mailto:shreyas.kumar@tamu.edu


Anvesha Nigam, Emma Johansson and Shreyas Kumar 

The paper is also guided by an important normative concern. Gaming communities are not merely sites of risk. 
They are also spaces where young people acquire technical literacy, form friendships, and sometimes contribute 
positively to civic or wartime resilience. The challenge is therefore not to suppress gaming-based communities 
wholesale, but to distinguish benign and prosocial coordination from exploitative mobilization and covert 
tasking. The key question is not whether youth gaming communities matter geopolitically, but how and under 
what conditions they become operationally significant.  To establish this argument, existing scholarship offers 
useful insights but remains spread across youth media studies, radicalization research, platform governance, 
and emerging work on youth in cyber conflict. A foundational starting point is the work of Kahne, Middaugh, 
and Evans (2008), which challenges the idea that gaming is purely recreational. Their findings show that gaming 
environments support collaboration, civic-style participation, and interest-driven learning. This matters because 
it establishes gaming spaces as systems where young people develop coordination skills, social trust, and group-
based interaction, all of which can later be repurposed. 

A second group of studies focuses on extremism within gaming-adjacent ecosystems. The Radicalisation 
Awareness Network (2021) argues that recruitment and socialization often occur outside the game itself, in 
surrounding platforms such as voice chat, social media, and private servers. Englund (2023) and Davey (2024) 
extend this idea by describing gaming as part of a broader platform ecology where weak moderation, identity 
play, and persistent communication enable communities to evolve and, in some cases, become politicized. These 
works support the claim that movement across platforms is a key mechanism in the transition from casual 
interaction to coordinated activity. 

Research on governance further highlights the limitations of content-focused moderation. Allchorn and Orofino 
(2025) show that harmful behavior in these environments is often subtle, ironic, or embedded in otherwise 
legitimate interactions. As a result, identifying risk based solely on explicit speech is difficult. This suggests that 
structural indicators, such as changes in group organization, communication patterns, or coordination behavior, 
may provide earlier and more reliable signals of escalation. 

Broader work on youth radicalization also emphasizes that online mobilization is driven by belonging, peer 
influence, and network exposure rather than ideology alone (UNESCO, 2017). Gaming communities are 
significant in this context because they provide dense social environments where identity, recognition, and 
interaction reinforce each other. These dynamics can lower the barrier to participation in more coordinated or 
adversarial activities. 

Finally, emerging research from UNICEF highlights that youth involvement in cyber operations is increasingly 
plausible due to the decentralized and low-cost nature of digital activity. Participation may not resemble 
traditional recruitment but instead emerge through informal roles and task-based involvement. 

Taken together, these strands show that no single field fully explains the transition from gaming communities 
to cyber operations. This paper builds on existing work by integrating these perspectives into a unified 
sociotechnical model that explains how everyday interaction, technical skill development, and platform 
dynamics can converge into operationally significant behavior. 

2. Methodology and Limitations 
This paper uses a qualitative and exploratory research design based on two components: a focused literature 
survey and a comparative analysis of three case studies. The literature review draws on prior work on youth 
gaming, gaming-adjacent extremism, platform governance, online radicalization, and child involvement in cyber 
operations to identify recurring sociotechnical mechanisms such as trust formation, platform migration, 
technical skill development, informal leadership, and recruitment vulnerability. These insights are then applied 
to three illustrative case studies, two positive and one negative, to examine how similar digital environments 
can produce divergent outcomes. The analytical lens is interpretive rather than statistical, with each case 
examined through the proposed stages of formation, capability building, alignment, and deployment. 

This approach has several limitations. First, the study relies on secondary sources rather than primary fieldwork, 
interviews, or platform-level data. Second, the case studies are illustrative and theoretically useful, but they do 
not support broad empirical generalization. Third, public reporting on youth involvement in cyber-relevant 
activities may be incomplete, selective, or affected by ethical constraints around minors. Accordingly, the paper 
does not claim causal proof. Instead, it offers a conceptually grounded framework for understanding how youth 
gaming communities may become linked to geopolitical cyber activity and for identifying areas for future 
empirical research. 
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2.1 Case Studies  

This section examines three case studies that illuminate the sociotechnical pathway from teen and youth-
centered gaming or gaming-adjacent online communities to cyber activities with geopolitical relevance. Taken 
together, the cases illustrate that the same structural features that make youth digital communities effective 
sites of belonging, skill formation, and rapid coordination can produce sharply different outcomes depending on 
how they are mobilized. In one direction, gaming-style collaboration can be redirected toward civic resilience, 
open source investigation, and defensive participation in wartime information ecosystems. In another, similar 
environment, it can enable manipulation, informal tasking, and the circulation of sensitive state information. 
The value of these cases lies not simply in their surface contrast but in their ability to expose common 
mechanisms: trust formation, migration across platforms, status hierarchies, informal leadership, and low-
friction movement from playful or routine interaction into actions that acquire strategic significance. 

Case Study 1: Youth OSINT Communities Supporting Ukraine 

A constructive example of youth and student mobilization appears in the OFU Open Network run by OSINT for 
Ukraine (OSINT for Ukraine, n.d.). The organization describes this network as a Discord-based online community 
that brings together students, volunteers, experts, and organizations to support partnerships and participation 
in war games, OSINT competitions, and investigative projects. This framing is analytically important because it 
shows that the infrastructure of gaming culture, including team-based coordination, competitive challenges, 
shared tooling, and persistent chat-based collaboration, can be redirected into quasi-civic and investigative 
functions rather than disruptive or destructive ones. The OFU model does not erase the gaming lineage of these 
practices. Rather, it demonstrates that the same habits cultivated in multiplayer and modding environments, 
such as distributed teamwork, evidence sharing, technical experimentation, and peer recognition, can be 
repurposed for accountability work in wartime digital ecosystems. 

From a sociotechnical perspective, the OFU case is especially useful because it occupies the middle ground 
between informal youth participation and organized operational contribution. Its activities are not reducible to 
casual online advocacy. Instead, they involve structured investigative tasks, collaborative problem solving, and 
a community architecture capable of sustaining repeated participation over time. Discord serves here not merely 
as a communication tool but as an organizing substrate that lowers barriers to entry while preserving enough 
continuity to build skill and trust. In this sense, the case supports the paper’s core claim that the earliest stages 
of mobilization are often sociotechnical before they are ideological. Participants do not need to begin with a 
coherent political identity or explicit cyber agenda. Repeated engagement in shared tasks can gradually generate 
competence, mutual recognition, and role differentiation, producing a community that is operationally 
meaningful even when its stated orientation is defensive or humanitarian. 

Case Study 2: Youth Resilience Against Russian Online Recruitment 

A second positive case emerges from Ukraine’s efforts to inoculate teenagers against hostile online recruitment 
(Ivanyshyn, 2025). Reporting by The Kyiv Independent states that Ukraine’s security service has been teaching 
teenagers how to avoid recruitment by Russian intelligence online and notes that approximately 22 percent of 
Ukrainians recruited by Russian intelligence for sabotage or terrorist attacks were minors. The same report 
states that recruiters have used platforms including Telegram, Discord, and TikTok, and that teenagers may 
initially be approached with offers of easy money for seemingly limited tasks such as photographing sensitive 
sites or delivering packages before being drawn into more serious forms of participation or blackmail. 

This case is positive not because it showcases teenagers performing cyber operations, but because it reveals a 
defensive intervention precisely at the point where the sociotechnical pathway might otherwise accelerate. It 
captures an early warning layer of the lifecycle proposed in your paper: before capability building matures into 
alignment and deployment, hostile actors attempt to exploit youthful digital fluency, platform familiarity, and 
local access. The Ukrainian response is therefore analytically significant as a youth-centered disruption strategy. 
Instead of assuming that teen participation is purely an issue of ideology or deviance, the intervention 
acknowledges that recruitment often proceeds through ordinary communication platforms and incremental 
tasks. That insight matters because it shifts the prevention problem from one of abstract deradicalization to one 
of platform literacy, coercion recognition, and resistance to staged tasking. In other words, this case shows that 
effective mitigation must address the same sociotechnical mechanisms that enable mobilization in the first 
place: low-cost contact, peer normalizing effects, hidden escalation, and the blending of play, money, secrecy, 
and digital routine. 
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Case Study 3: Discord Gaming Spaces and the Pentagon Leak Pathway 

The most clearly negative case is the 2023 leakage of classified Pentagon documents through Discord 
communities connected to gaming culture (Hern, 2023). The Guardian reported that the leaked cache appears 
to have been initially shared on Discord in an effort to win an argument about the war in Ukraine. The same 
report notes that documents were circulated in closed gamer chatrooms, including a server called “Minecraft 
Earth Map,” and that the materials had earlier passed through other Discord servers whose users were 
interested in video games, music, and online fandom rather than being primarily geopolitical communities. 

This case is especially revealing because it demonstrates how strategically consequential outcomes can emerge 
from communities that are not initially organized around formal political action. The pathway here does not 
begin with overt geopolitical mobilization. Instead, it begins in a gamer-focused social environment where status 
competition, argument escalation, and platform intimacy create the conditions for boundary crossing. The leak 
was not merely a failure of information security at the point of state access. It was also a downstream 
consequence of a sociotechnical setting in which private chatrooms, peer validation, insider performance, and 
low visibility circulation made it possible for highly sensitive material to be deployed as social capital. The fact 
that the leak appears to have been tied to an argument over Ukraine underscores the paper’s broader claim that 
gaming adjacent communities can become bridges between everyday interaction and geopolitical consequence 
without requiring a prior transformation into ideologically coherent cyber organizations. Strategic harm can 
result from a much looser assemblage of trust, audience, and digital affordance. 

Comparative Analysis of the Three Cases 

Read together, these three cases reveal that the key analytic distinction is not whether youth and gaming 
adjacent communities are inherently benign or dangerous. The more important distinction concerns how 
existing social and technical capacities are steered, validated, and connected to external actors or missions. In 
the OFU case, gaming style coordination is channeled toward open source investigation, accountability, and 
volunteer collaboration. In the Ukrainian counter-recruitment case, state actors intervene to prevent the 
conversion of ordinary platform participation into sabotage support. In the Pentagon leak case, a gaming-
centered Discord ecology becomes the vehicle through which sensitive state information is converted into peer 
prestige and then released into broader geopolitical circulation. The common substrate across all three is not 
ideology alone but the combination of persistent online communication, trust built through repeated 
interaction, low-cost movement across platforms, and opportunities for status gain through technical or 
informational contribution. 

These cases also support a structural reading of escalation. Your paper argues that escalation is often better 
predicted by shifts in community structure than by explicit political speech. The case evidence is consistent with 
that proposition. In the OFU setting, structure is formalized into collaborative channels, partnerships, and 
recurring task participation. In the Ukrainian recruitment setting, the structural vulnerability lies in recruiters' 
access to youth through familiar platforms and in the sequencing of small tasks into more serious commitments. 
In the Pentagon leak case, escalation depended on small, semi-private communities with enough intimacy to 
circulate sensitive information and enough connectivity to let it spill outward. UNICEF’s recent analysis of 
children’s recruitment and use in cyber operations reinforces the relevance of this structural lens by observing 
that children are increasingly implicated in cyber conflict and that the actors involved may be loosely organized, 
anonymous, or situated at the blurred boundary between civilian, private, and conflict-related participation. 

A further implication concerns intervention design. If the pathway is sociotechnical, then policy responses 
cannot rely only on content moderation or ideological screening. They must also target the organizational 
mechanics of mobilization. This includes identifying rapid trust formation around high-risk tasks, unusual 
brokerage between youth communities and external operators, shifts from open to private communication 
spaces, and abrupt increases in the value attached to secrecy or insider knowledge. At the same time, the 
positive cases caution against a purely securitized reading of youth gaming culture. The same competencies that 
make these communities vulnerable to exploitation, including coordination, experimentation, and technical 
curiosity, also make them valuable for constructive civic participation and digital resilience. Effective 
governance, therefore, requires discrimination rather than blanket suppression: preserving prosocial pathways 
for youth collaboration while disrupting exploitative recruitment, covert tasking, and prestige economies built 
around harmful cyber or intelligence behavior. 
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3. Discussion 
The case studies reinforce the central claim of this paper that the pathway from youth gaming communities to 
geopolitical cyber relevance is best understood as sociotechnical before it is ideological. Across the three cases, 
the most important drivers of escalation are not initially explicit political commitments or doctrinal alignment, 
but rather the gradual accumulation of social trust, technical confidence, communicative persistence, and group-
level coordination. This finding matters because it challenges a common tendency in cyber and extremism 
research to privilege ideology as the primary explanatory variable. In youth gaming environments, coordinated 
action often emerges first from ordinary digital practices such as repeated play, role specialization, informal 
moderation, tool sharing, and movement across interconnected platforms. Political meaning, where it appears, 
often enters later as a framing device layered onto an already functioning social and technical infrastructure. 

A major insight from the cases is that gaming communities are not simply communication spaces but identity-
producing environments. Social interaction in gaming communities is rarely incidental. Competitive play, 
teamwork, cooperative strategy, shared humor, and repeated encounters contribute to durable in-group 
identities and mutual recognition. These social bonds are analytically important because they lower the friction 
of mobilization. When individuals already trust one another, respect one another’s competence, and participate 
in shared routines, the threshold for accepting a task, joining a private channel, or following an emergent leader 
becomes much lower. In this sense, identity formation is not merely a cultural backdrop. It is an operational 
asset. The OFU case shows how such identity can support constructive collaboration and investigative 
participation, while the Pentagon leak case shows how closely bonded peer environments can also normalize 
risky or harmful forms of informational behavior. The same mechanisms that sustain belonging can therefore 
sustain escalation. 

The discussion also highlights the importance of gaming adjacent migration. One recurring pattern in the 
literature and the cases is that the most consequential dynamics often occur not inside the game itself, but in 
surrounding spaces such as Discord, Telegram, livestream chat, forums, and private servers. These adjacent 
environments matter because they allow interactions to persist beyond the episodic structure of gameplay. They 
also enable more selective membership, deeper socialization, and lower visibility to outside observers. The result 
is a transition from temporary play-based cooperation to more durable networked communities capable of 
maintaining memory, leadership, norms, and task continuity. This helps explain why the sociotechnical pathway 
is often difficult to detect using content-based models alone. By the time overtly harmful or geopolitical behavior 
is visible, the underlying community may already possess the trust networks and coordination capacity needed 
to act effectively. 

Another important implication concerns the relationship between technical skill and social legitimacy. Youth 
gaming spaces do not merely expose participants to digital tools. They often reward experimentation, 
improvisation, systems thinking, and public demonstrations of competence. Modding, scripting, server 
administration, competitive analysis, and troubleshooting all create opportunities for informal prestige. Over 
time, those who display competence may acquire brokerage roles that connect otherwise separate groups, 
platforms, or task domains. This is particularly significant because operationally relevant cyber activity 
frequently depends not only on raw technical skill, but on socially recognized competence. In other words, 
communities mobilize more readily when participants believe certain members know what they are doing. The 
cases, therefore, suggest that status hierarchies within youth gaming spaces can become channels through 
which technical authority is converted into organizational influence. Such influence can support positive 
outcomes, such as open source collaboration and resilience building, but it can also facilitate covert recruitment, 
harmful experimentation, or normalization of secrecy. 

The three cases also sharpen the distinction between exposure and mobilization. Exposure to extremist 
narratives, manipulative recruitment, or provocative geopolitical content does not by itself explain why some 
communities become operationally consequential while others do not. What appears more decisive is whether 
exposure becomes embedded within existing structures of trust, repetition, and tasking. The Ukrainian 
prevention case is especially instructive here because it reveals that early recruitment efforts often rely on 
incremental requests rather than immediate ideological conversion. This suggests that escalation may proceed 
through small acts of participation that appear trivial in isolation but cumulatively shift a young person’s 
relationship to risk, secrecy, and obligation. The sociotechnical pathway is therefore not a binary movement 
from innocence to extremism. It is often a staged process in which ordinary platform familiarity and low-stakes 
engagement can be repurposed into more consequential forms of participation. This is one reason why youth-
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centered digital literacy interventions may be more effective than purely punitive approaches. They target the 
mechanics of staged mobilization rather than waiting for explicit ideological markers to surface. 

At a broader level, the findings of this paper underscore the geopolitical significance of decentralized cyber-
relevant communities. Small groups embedded in youth digital culture may seem too informal or socially 
fragmented to matter strategically. Yet the cases show that geopolitical consequences do not require formal 
organization, stable ideology, or state-like command structures. Distributed online groups can still contribute to 
influence operations, intelligence leakage, sabotage support, open source investigation, or conflict-related 
information flows. What makes them important is not institutional formality, but their capacity to convert local 
coordination into a networked effect. This blurring of the boundary between informal community and 
operational actors complicates conventional distinctions between civilian, volunteer, and conflict-linked digital 
participation. It also raises difficult normative questions. The same youth communities that generate risk may 
also generate resilience, civic participation, and constructive wartime support. Any serious policy response must 
therefore preserve this duality rather than collapse it into a single threat narrative. 

4. Conclusion 
Youth gaming communities are not inherently precursors to harmful cyber activity, yet they can become 
operationally significant when social trust, technical skill, and cross-platform coordination are redirected toward 
geopolitical ends. This paper argued that the transition is often sociotechnical before it is ideological, emerging 
through ordinary practices of play, collaboration, status formation, and platform migration. The three case 
studies showed that these same community dynamics can support either constructive civic participation or 
harmful mobilization, depending on how they are organized and exploited. The key implication is that early 
warning and intervention should focus less on overt political expression alone and more on structural signals 
such as brokerage, secrecy, tasking, and shifts in community coordination. A more precise sociotechnical 
understanding can help platforms, educators, and policymakers reduce exploitative pathways while preserving 
the legitimate social and developmental value of youth gaming communities. 
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