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Abstract
Generative artificial intelligence (genAI) applications such as Large Language Models (LLMs) have been predicted to profoundly change how videogames are designed as well as how players perceive, interact with, and relate to them (Cox and Ooi 2024; Ford 2025). This applies in particular to the creation and reception of characters. Already, prototypes, demonstrators, and experimental games such as NeoNPCs (Ubisoft 2024), AI People (Good AI 2024), or AI2U: With You ‘Til the End (AlterStaff Inc. 2025) showcase the capabilities of genAI to facilitate real-time, natural-seeming interactions between players and NPCs. Games like 1001 Nights (Eden 2024) additionally use genAI to dynamically shape the story and create matching objects and visuals (Sun et al. 2025). Meanwhile, videogame characters travel to online platforms such as character.ai, where players engage in forms of character-based roleplay (Ask and Sihvonen 2025). 
Recently, an active research field has crystallized around the broader phenomenon of so-called communicative AI (e.g., Heesen and Hennig 2025; Hepp et al. 2023). However, videogame-specific research is only beginning to emerge, with early interviews and scoping reviews indicating that genAI is already widely used in different areas of game design (e.g., Galotta et al. 2024; Wu et al. 2025; Yang et al. 2024). One of the key promises of genAI is that it allows for the creation of NPCs endowed with personality, memory, and environmental as well as contextual awareness (Brown 2024; Higham 2024; O’Brien 2024). However, integrating genAI into the design of complex gameworlds remains challenging, and its broader societal implications are still uncertain. Many existing prototypes reveal that while users benefit from increased flexibility when engaging with genAI characters, they also report moments of rupture when characters fail to respond in consistent, role-appropriate ways (Cox and Ooi 2024). From an ethical perspective, AI characters raise concerns about the consequences of simulated sociality with NPCs, in particular where deception and misinformation, the reinforcement of stereotypes, or unhealthy attachment patterns are concerned. For the arts and media, AI-generated content might give rise to a new understanding of art in which, alongside aesthetic categories, moral criteria become (increasingly) relevant for the evaluation of art. Early approaches inspired by AI ethics and critical AI studies (Boucher et al. 2024; Hecktor and Krampe 2025; Melhart et al. 2023), character studies (Wilde 2025), or roleplaying research (Ask and Sihvonen 2025) offer much-needed critical perspectives on these phenomena. Yet, considerable empirical and theoretical work is still required to fully understand how genAI impacts the ways we make, break, play, or otherwise engage with videogame characters. 
In this workshop, we explore the ethics, aesthetics, limitations, and future potentials of genAI-driven characters in and beyond videogames. Our goal is to map the emerging field of research at the intersections between game studies, character studies, ethics, and AI and to facilitate interdisciplinary conversations. Discussion topics include but are not limited to: 
· Ontological and systematic perspectives: What is an AI character?
· Character design: How is genAI used in character design? What are the challenges (e.g., contextual awareness, narrative consistency, bias, …)?
· Aesthetics and hermeneutics: How can AI characters be analyzed? What are their narrative, ludic, and audiovisual characteristics? How do players engage with them?
· Ethics: What are the ethical implications of AI characters (e.g., regarding fairness and diversity, sustainability, accountability, data protection, …)?
· Corporate responsibility: What ethical obligations do game companies have when it comes to the (mis-)use of AI characters?
· Chatbots and character-related roleplay: What are examples of character-related roleplay, and other playful interactions or player-driven practices involving AI characters beyond videogames?
The workshop runs for approximately three hours (plus coffee break) and is split into two complementary sections. In the first half, we engage with emerging interdisciplinary research on AI characters through lightning talks with provocations, case studies, or research insights. The second half shifts to a hands-on format where participants will experiment with characters through AI-based roleplay scenarios. The goal is to bring together expertise and experiences to gain nuanced understandings of the current and potential future roles of LLMs in and around video games. We will close with a plenary discussion to synthesize results, agree on next steps, and establish long-term cooperations. 
The workshop will be of interest to scholars from game studies, philosophy, media studies, and narratology as well as (game) design, (business) ethics, and critical AI studies.
Call for Participation/Call for Provocations
The workshop is open to all attendees of DiGRA 2026 (no prior experience required). To participate, please register via https://forms.gle/Ww24NN4mszzHJdyz6.  There is no registration deadline for attending the workshop but please note that, depending on room capacity, we might have to accept participants on a first come, first served basis. 
Additionally, there will be opportunities to actively contribute to an engaging debate by bringing a provocation, critique, or case study (such as a character, screenshot, dialogue, reddit post, etc.) that can be presented in the form of a short lightning talk (5 minutes or less). To propose a lightning talk, please submit an abstract of approximately 250 words and a 150-word bio to theresa.krampe@uni-tuebingen.de until 30 April 2026. Giving a presentation is not a requirement for participating in the workshop.
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