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I. Introduction. 
Nowadays a great deal of computer games is on sale. But nobody controls their quality and harmless for kid’s health. A 12-year-old child can easily buy the game which hardly suits an adult. Therefore we are sure there is a crying need to invent a strict Rating System for computer games in this country.  
The theme of this project is Rating Systems for Computer Games. 

The main aim is to find and analyze the information about existing Rating systems.

Our tasks: 

· Getting information from different sources about Rating systems.

· Making a questionnaire for public opinion poll on the topic.

· Finding out various opinions about computer games ratings.
II. What does Rating System Mean?

Rating System is a classification of computer games and software according to users’ age and perhaps some other features. 

Its aims are

· to prevent children from too much violence in computer games;

· to help parents in choosing games for their children. 
III. The History of the Question.

In 80s- early 90s the market of computer games got stepped up. Many officials wanted to control it. Firstly several American states (California, Colorado and Michigan) adopted the law making producers to present the content and peculiarities of games on covers. 

If in the game kids are streaking back and forth chopping naked girls into little bits and take guts as a New Year tree decoration a purchaser should learn about it from the description, not from his child’s exclamatory. The breach threatened publishers with a heavy fine. Shops might be fined as well. At the same time nobody cared if the seller had seen the game before or not. You must be responsible for what you merchandize. 

Soon the producers were forced to approach the content of their games as      carefully as possible and examine the developers’ products. 

ESRB (Entertainment Software Rating Board), founded in 1994 by IDSA (Interactive Digital Software Association), was the first organization which offered an agreed Rating system and began using it on a mass scale.

European games sale has been always different from American one. No wonder Europeans invented their own game content Rating system: Pan European Game Information (PEGI). It was developed by the Interactive Software Federation of Europe (ISFE) and came into use in April 2003. The PEGI system is used in thirty countries. Most games sold in Russia has PEGI rating labels as western publishers add Russia to European countries, though this country doesn’t form a part of it. 
IV.  The Existing Rating Systems:
· CERO (Computer Entertainment Rating Organization) – in Japan

· Entertainment Software Rating Board (ESRB) – in USA

· PEGI (Pan European Games Information) – in Europe, partly in Russia

· BBFC (British Board of Film Classification) – in Great Britain

· OFLC (Office of Film and Literature Classification) – in Australia

· PSVRatings – alternative rating system in USA

V. The Most Popular Rating Systems: ESRB and PEGI.
1. The Entertainment Software Rating Board (ESRB) is a self-regulatory organization that applies and enforces ratings, advertising guidelines, and online privacy principles for computer and video games and other entertainment software in North America. It was established in 1994 by the Interactive Digital Software Association (now the Entertainment Software Association). By early 2003, it had rated over 8,000 titles submitted by 350 publishers. The decision to found the ESRB was influenced by violent content found in games such as Mortal Kombat and Doom, as well as other controversial video games portraying violent or sexual situations at the time.

Overview

The ESRB applies ratings to games based on their content, similar to the motion picture rating systems used in many countries. Their aim is to aid consumers in determining a game's content and suitability. A game's rating is displayed on its box, the media, in advertisements and on game web sites. The rating system is voluntary.

Ratings

The symbols the ESRB uses are stylized depictions of alphabetical letters meant to convey at a glance a game's suitability.
Current
	Rating
	Description
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	«EC» («Early childhood») - Contains content that is considered suitable for children under 6 years of age. Games with this rating contain no material that parents or educators would find inappropriate. Games that fall under this rating are specifically intended for young children and are usually educational in nature. Examples of these games are games based on childhood TV shows.
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	«E» («Everyone») - Contains content that is considered unsuitable for children under 6 years of age. Titles in this category may contain minimal cartoon, fantasy or mild violence and/or infrequent use of mild language. Examples of Everyone games include The Legend of Zelda: The Wind Walker, Super Mario Sunshine, and Lego Star Wars: The Video Game.

	[image: image3.png]




	«E10+» («Everyone 10 and older») - Contains content that is considered unsuitable for children under 10 years of age. Titles in this category may contain more cartoon, fantasy or mild violence, mild language, animated blood and/or minimal suggestive themes. The ESRB introduced the E10+ rating on March 2, 2005; Donkey Kong Jungle Beat being the first game to receive this rating. Examples of E10+ games include Madagascar, Lego Star Wars II: The Original Trilogy, Meet the Robinsons, Kingdom Hearts II, TMNT, Shadow the Hedgehog, and Spore.
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	«T» («Teen») - Contains content that is considered unsuitable for children under 13 years of age. Titles in this category may contain violence, suggestive themes, crude humor, minimal blood, simulated gambling, and/or infrequent use of moderate to strong language. This rating was often given to games which would have been rated E10+ had they not been released at a time when the E10+ rating did not exist. Examples of Teen games include WWE Smack Down vs. Raw 2009, The Sims and all of its incarnations, Soulcalibur IV, Impossible Creatures and Homester Runner. This is the highest unrestricted rating.
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	«M» («Mature») - Contains content that is considered suitable for teenagers and people over the age of 17. Titles in this category may contain violence such as blood, and/or language. Examples of Mature games include Halo: Combat Evolved, Rainbow Six: Vegas, Call of Duty 4: Modern Warfare, Gears of War, Hitman: Contracts, No More Heroes, Mortal Combat: Deception, and various others. Many retailers (such as Target and Wal-Mart in the United States, Future Shop in Canada, and Best Buy in both countries) have a policy of not selling games with this rating to teenagers and others under the age of 17 without parental presence and approval.
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	«AO» («Adults Only 18+») - Contains content that is considered unsuitable for those under age 18. These may include adult video games that depict sex and nudity and/or extreme depictions of violence that include blood and gore. As of August 2007[update], there have been twenty-five products which have received the rating, most of which are available on Windows and Apple Macintosh computers, as well as the Philips CD-i. The AO rating is the subject of ongoing, heated controversy due to the extreme restrictions it places on game sales. For example, all three of the major video game console manufacturers (Nintendo, Sony and Microsoft) strictly prohibit the release and sale of AO-rated games on their consoles and that means major retailers do not allow AO-rated games on their shelves. Games from major publishers that receive an AO rating are often 'toned down' in order to gain the lesser rating of M such as Grand Theft Auto: San Andreas and Manhunt 2.
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	«RP» («Rating Pending»») - Product has been submitted to the ESRB and is awaiting final rating. This symbol appears only in advertising prior to a game's release.


Original
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The following rating has been updated and is no longer used, but it may appear on games published previously.

Kids to Adults: Contains content that may be suitable for ages 6 and older. These titles will appeal to people of many ages and tastes. Titles in this category may contain minimal violence, some comic mischief (i.e. slapstick and gross-out comedy), or some crude language. It was switched into Everyone at the start of 1998.
Content descriptors

The content descriptors are not exhaustive descriptions of all content within a game: they are applied within the context of the rating a game is assigned. For example, a Teen game with one use of strong language and numerous uses of mild language would receive a "Mild Language" descriptor. They are also not always printed as shown below. They may have additional words added to further clarify the highlighted content such as "Mild Blood" and "Mild Suggestive Themes".

Current

· Alcohol Reference — Reference to and/or images of alcoholic beverages.

· Animated Blood — Discolored and/or unrealistic depictions of blood.

· Blood — Depictions of blood.

· Blood and Gore — Depicting dismembered or mutilated body parts and realistic blood

· Cartoon Violence — Violent actions involving cartoon-like or animated situations and characters. May also include violence where a character is unharmed after the action has been inflicted.

· Comic Mischief — Depictions or dialogue involving slapstick or suggestive humor.

· Crude Humor — Depictions or dialogue involving vulgar antics, including "bathroom humor".

· Drug Reference — Reference to and/or images of illegal drugs.

· Edutainment — Combines Education with Entertainment, and refers to nothing crude, vulgar, profane, violent, or obscene. Content of product provides user with specific skills development or reinforcement learning within an entertainment setting. Skill development is an integral part of product.

· Fantasy Violence — Violent actions of a fantasy nature, involving human or non-human characters in situations easily distinguishable from real life.

· Intense Violence — Graphic and realistic-looking depictions of physical conflict. May involve extreme and/or realistic blood, gore, weapons, and depictions of human injury and death.

· Language — Mild to moderate use of profanity.

· Lyrics — Mild references to profanity, sexuality, violence, alcohol, or drug use in music.

· Real Gambling — Player can gamble, including betting or wagering real cash or currency. (Most games with this content are online playable.)

· Simulated Gambling — Player can gamble without betting or wagering real cash or currency.

· Strong Language — Explicit and/or frequent use of profanity.

· Strong Lyrics — Explicit and/or frequent references to profanity, sex, violence, alcohol, or drug use in music.

· Suggestive Themes — Mild provocative references or materials.

· Tobacco Reference — Reference to and/or images of tobacco products.

· Use of Alcohol — The consumption of alcoholic beverages.

· Violence — Scenes involving aggression, such as fighting and/or shooting 

· Violent References — References to violent acts.

Online Rating Notice
Online games that include user-generated content (e.g., chat, maps, skins) carry the notice Online Interactions Not Rated by the ESRB (formerly Game experience may change during online play) to warn consumers that content created by players of the game has not been rated by the ESRB. This is used to describe the fact that players online may speak in an inappropriate manner, or use profanity (which cannot be effectively rated by ESRB), as well as to warn about possible mods which may not be given a rating by the ESRB.
Original

The following content descriptors have been updated and are no longer used, but they may appear on games published prior to their discontinuation. Reissued games that were originally rated when the now-discontinued descriptors were used by the ESRB may still contain such descriptors on their packaging.

· Animated Blood and Gore — Cartoon or pixilated images of blood or the mutilation of body parts.

· Animated Violence — Cartoon or pixilated scenes depicting animated characters in unsafe and/or violent situations.

· Gambling — Betting-like behavior.

· Gaming — Betting-like behavior.

· Mild Animated Violence — Mild cartoon or pixilated scenes depicting animated characters in unsafe and/or violent situations.

· Mild Realistic Violence — Mild photographic-like detailed depictions of characters in unsafe and/or violent situations.

· Reading Skills, Fine Motor Skills, Higher-Level Thinking Skills — These phrases are found only on products rated Early Childhood and indicate whether children's reading, computer, or other skills are used in these titles.

· Realistic Blood — Photographic-like detailed depictions of blood.

· Realistic Blood and Gore — Photographic-like detailed depictions of blood or the mutilation of body parts.

· Realistic Violence — Photographic-like detailed depictions of characters in unsafe and/or violent situations.

Rating process

    To obtain a rating for a game, a publisher sends the ESRB videotaped footage of the most graphic and extreme content found in the game. The publisher also fills out a questionnaire describing the game's content and pays a fee based on the game's development cost:

· $800 fee for development costs under USD $250k

· $4,000 fee for development costs over $250k

On its website, the ESRB states that three trained raters, working independently, watch the footage and recommend a rating. If all raters agree on the rating, content descriptors are added and the ESRB notifies the publisher of its decision. If there is no consensus, additional raters review the footage and materials, or the majority opinion rules. After the rating is agreed upon, the ESRB in-house personnel review the footage and all materials to ensure that all information is accurate and a certificate is sent to the publisher. However, that decision is not final. If the publisher wishes, they may edit the game and resubmit the footage and questionnaire in order to achieve a lower rating, or appeal the information. If this is the case, the process begins anew. The publisher may also appeal the game's rating if they wish. The appeals committee is composed of entertainment software industry representatives.
    When the game is ready for release, the publisher sends copies of the final version of the game to the ESRB. The game packaging is reviewed, and the ESRB says that its in-house personnel randomly play games to ensure that all the information provided during the rating process was complete and accurate. Penalties may apply to the publisher if it is eventually found, either through the in-house personnel's playing or consumer comments that the game's content is more extreme than the publisher stated in its application.

    The identities of the ESRB raters are kept confidential and selected randomly from a pool of full-time ESRB employees who live in the New York City area. According to an ESRB introductory brochure from 1994: "The raters represent a wide range of backgrounds, races, and ages and have no ties to the interactive entertainment industry. Raters include retired school principals, parents, professionals, and other individuals from all walks of life."
2.  Pan European Game Information (PEGI) is a European video game content rating system. It was developed by the Interactive Software Federation of Europe (ISFE) and came into use in April 2003. The PEGI system is used in thirty countries. It is not associated with the European Union.

Participation is voluntary and at the discretion of the game developer. To obtain the ratings for any piece of software, the developer completes a questionnaire, which is then evaluated by the Netherlands Institute for the Classification of Audiovisual Media (NICAM) and ratings are given. It is based on the Dutch Kijkwijzer system as well. PEGI is used in 32 European countries, Israel, and South Africa. Legally enforceable means the ratings are not simply "voluntary" or "advisory" but are enforced by some kind of local regulation or law.

Age ratings

PEGI has five age categories. In Portugal and Finland, local legislation conflicts with some of the ratings and they are changed accordingly. Finland changed its legislation to fully adopt PEGI beginning 1 January 2007.
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PEGI is a voluntary system. In the United Kingdom, regardless of if publishers of a game choose not to use the PEGI system, it will be given a rating by the BBFC, or, in certain cases, no rating at all. PEGI presently has no UK legal status, and only BBFC ratings limit who games can be sold to.
Content descriptions
The seven content descriptors are: 
	Icon
	Content descriptor
	Examples

	


	Bad language
	Grand Theft Auto, Fallout 2, The Warriors, Killer 7

	


	Discrimination
	Original War

	


	Drugs
	Grand Theft Auto, Fallout 2, Deus Ex: Invisible War, The Warriors, NARC

	


	Fear
	NIGHTS: Journey of Dreams, Silent Debuggers, the Silent Hill/Resident Evil games

	


	Sex
	Singles: Flirt Up Your Life, Leisure Suit Larry, Fallout 2, Playboy: The Mansion, BMX XXX, God of War, The Sopranos: Road to Respect

	


	Violence
	Grand Theft Auto, Fallout 2, all games in the Doom series (Doom, Doom 2, Final Doom, Doom 3), Resistance: Fall of Man, Max Payne 2, Mortal Kombat, God of War , The Club , Counter-Strike: Source, Devil May Cry 4,Smackdown Vs Raw 2008

	


	Gambling
	42 All-Time Classics, Fallout 2, God Hand, Street Hoops, Grand Theft Auto: San Andreas


The 'Gambling' content descriptor was first used on September 29, 2006 with the title 42 All-Time Classics. 
VI. Ratings in Russia.
In Russia the problem of Rating Systems has been discussed at all levels. There is no any state organization to control computer games production & selling.
VII. Opinions:
· About all rationings:


Commissioner for Information Technologies and Media Viviane Reding:
Video games became one of the most popular leisure activities. That’s why developers should realize all the responsibility for their makings. The basic mass of gamers is teens, who ought to study the main ethic and moral foundations. 
(http://itua.info/news/entertainment.ru)

The Researcher of computer games John Borland:
 It’s a complicated problem. It’s too early to come to any prohibitive or political conclusions.
In most cases the investigations of games harm are based on indirect facts and uncertain results. Really it is known, that 98 percent of victims of air crashes had had cucumbers for food. But injuriousness of cucumbers hasn’t proved to be true yet.
(http://www.svobodanews.ru)

American doctors 
argue against strong games. The Representatives of American Medical Association have addressed to ESRB with the request to reconsider the system of age ratings for computer games to be sure in their conformity to the declared criteria. The doctors consider that exact and authentic ratings will become a good help for parents of young Americans.
(http://www.svobodanews.ru)
· About ESRB:
The founder and the president of National Institute on Media and the Family psychologist David Walsh: 

The system used by ESRB does not work. Up to date the category “Only for adults” has been given to 18 games only. From 10 thousand videogames only 18 have been qualified as suitable only for adults. No doubt, this fact reflects the conflict of interests: interests of business influence the process of classification in the system.
(http://www.svobodanews.ru)

· About PEGI:
There are no so many distinct opinions about the European rating system, as for example about ESRB because this system is rather mild. Besides in PEGI the developer himself fills in the standard form, specifying the presence of particular elements in games. The form is sent to NICAM (Netherlands Institute for the Classification of Audio-visual Media) where the calculation of penal points is organized. Then PEGI experts examined the NICAM calculations and sum up the whole work.
· Personal opinions:

Feizrakhmanova Diana: 
Existing Rating systems are not effective, because of the fact that people rarely look at the rating label of the game they buy/get.

Dudnikov Alexander:
 Now computer games play a great role in our life, but factually they are over control. I’m glad to know that some countries have their own rating systems which are important for developers and parents. But there is no good rating system for games in Russia. We can see rating marks on some games labels, but the sellers are indifferent to ratings. To my mind Russia needs a good rating system for computer games. We must make a new rating or adopt some foreign one.

Surikova Olga Nikolaevna: 
I’m for Rating. It goes without saying. The problem is that sometimes children exchange games without any boxes or labels and isolated pictures or heroes can easily mislead parents about the content of the game. That’s why I’m sure every screen page must be marked in a certain way. Besides it would be nice if games of every class were followed by a special melody, a kind of a call sign, to draw parental attention to the game rating.
VIII. What do We Know about Computer Games Ratings?
To answer the question we worked out a questionnaire for public opinion poll. We used the following questions: 

1. How often do you play computer games?
2. Do you know about age limits for playing some computer games?

3. What is the most important for you while buying games?

4. Are your parents interested in games you enjoy?

5. Do your parents buy games for you?

6. Are game ratings necessary in your opinion?

7. What kind of information should a game label have?

8. What are your favourite computer games?
9. Do you know what rating your favourite games have? 
10. What games did you play last time?
We asked the pupils of our school these questions. Then we analyzed the results of our questionnaire.
Question2. 
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Besides we found out if parents were interested in their children’s games choice. 
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     So you see most pupils of 3-6 forms (63%) don’t know anything about rating systems for computer games, although they play games a lot. 

     At the same time parents are interested in their children’s choice more than in 10- 11 forms.
What is the most important for you while buying games?
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About 80% users don’t pay attention to Rating of the game.
Are game ratings necessary in your opinion?
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Less than 50% users think that game ratings are necessary.
      More than that the respondents were asked questions about their favourite games and games they played last time. The results were really shocking. 
     Among 19 pupils of primary school taking part in the questioning 10 prefer violent games. They mentioned the games GTA (an “AO” rating) and 

The Sims (a “T” rating).
     16 pupils of 5-6 forms (among 22 respondents) play games containing violence, drugs, sex and bad language – GTA, The Sims, Call of Duty (a “M” rating),
 Flatout (a “T” rating).
      What about schoolchildren of 7-9 forms, they are very active gamers as well.
And 22 among 29 interviewees play games which don’t suit their age: GTA, Fallout, Call of Duty, Counter Strike (a “M” rating), 

Mortal Combat (a “M” rating). 

       The Students of 10-11 forms are very busy, they have little free time. That’s why most of them don’t play at all. But 4 pupils are fond of “AO” rated games.
            The problem is really urgent.
IX. Conclusions.
· There are a lot of mixed and opposed opinions on the problem of computer games ratings. 
· Existing Rating systems are not objective.

· Existing Rating systems are not effective.

· Computer games must be rated according users’ age by all means.

· Rating system must be compulsory (at least in Russia).

· The information about games ratings should be widely displayed not only on covers but the media, in ads, in Educational Institutions. First of all it should be addressed to parents.
· Russia needs its own national organization like Entertainment Software Rating Board in the USA to aid consumers in determining a game's content and suitability.
· The results of this investigation may be useful for teachers’ work with both students and their parents.
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