
LREC-COLING 2024

Games and Natural Language Processing 2024

Workshop Proceedings

Editors
Chris Madge

21st May, 2024
Torino, Italia



Proceedings of the 10th Workshop on Games and Natural Language Processing
@LREC-COLING-2024

Copyright ELRA Language Resources Association (ELRA), 2024
These proceedings are licensed under a Creative Commons
Attribution-NonCommercial 4.0 International License (CC BY-NC 4.0)

ISBN 978-2-493814-17-3
ISSN 2951-2093 (COLING); 2522-2686 (LREC)

Jointly organized by the ELRA Language Resources Association
and the International Committee on Computational Linguistics

ii



Message from the General Chair

This volume documents the Proceedings of the Games and Natural Language Processing
Workshop, held on (21st May 2024) as part of the 2024 Joint International Conference on
Computational Linguistics, Language Resources and Evaluation (LREC-COLING 2024)

This workshop examines the use of games and gamification for Natural Language Processing
(NLP) tasks, as well as how NLP research can advance player engagement and communication
within games. The Games and NLP workshop aims to promote and explore the possibilities for
research and practical applications of games and gamification that have a core NLP aspect,
either to generate resources and perform language tasks or as a game mechanic itself. This
workshop investigates computational and theoretical aspects of natural language research that
would be beneficial for designing and building novel game experiences, or for processing texts to
conduct formal game studies. NLP would benefit from games in obtaining language resources
(e.g., construction of a thesaurus or a parser through a crowdsourcing game), or in learning the
linguistic characteristics of game users as compared to those of other domains.

Workshop website: https://gamesandnlp.com
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