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FOREWORD
The Video Standards Council Rating Board is the UK video games regulator which
uses the PEGI rating system to rate games. In the UK, video games are mandated
under the requirements of the Video Recordings Act (1984) which ensures that
retailers do not sell age-restricted product to those who have not attained the
relevant age shown on the packaging.
Ratings are determined through established criteria which cover content issues such
as sex, violence and bad language (amongst others.) Each criterion, or an amalgam
of many, will result in the appropriate age rating being applied to a given game.
Over the years these criteria, and their associated content issues, have been
reviewed and revised to ensure that they remain relevant and generally in line with
public expectations. This research is an example of how we review certain rating
defining issues – in this case violence – to ensure that the ratings reflect consumer
concerns and opinion.
Why video game violence? Simply put, this is probably the most dominant element
in the vast majority of video games and it seems timely to take another look at the
subject of violence in video games and public perceptions of it.
The overall objective of the qualitative research was to explore whether PEGI ratings
are, on the whole, in line with public opinion, with specific reference to violence in
video games at PEGI 7, 12, 16 and 18. Within this, a core objective was to explore
how attitudes towards violence in games is perceived against a backdrop of
attitudes to other rating issues and across different platforms and media.
The aim of the quantitative survey was to validate some of the emerging findings
from the qualitative phase around awareness of and trust in the PEGI rating system;
concern about violence in video games relative to other media; types of violence
that cause most worry; appropriateness of violence depicted at different PEGI age
ratings (PEGI 12, 16 and 18), and whether a fantasy setting mitigates the violence
portrayed (at PEGI 16).
The results of the research have been illuminating and informative in many respects
and once we have digested the results and their conclusions, the next stage will be
to assess changes to the criteria as necessary.

Ian Rice
Director General
Video Standards Council
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EXECUTIVE SUMMARY
This was the VSC’s first major piece of public consultation research. Qualitative
research with teenagers who play video games and their parents was conducted in
Autumn 2018 and in early 2019 this was supplemented with an online survey of over
1,000 adults who buy video games for children and teens (hereafter called ‘games
buyers’). The aim of the research was to assess whether PEGI ratings are in line with
public opinion, in relation to the violence portrayed.
Awareness and opinion of PEGI

Chapter 2

Age ratings on video games were seen as highly important and well-trusted but are
not always noticed and checked by games buyers, especially if buying online.
•
•
•
•

93% of games buyers thought it was important for video games to always
show an age rating
79% trust PEGI ratings ‘all’ or ‘most’ of the time
60% claimed to always see video game age ratings when buying boxed
games vs 42% buying online
84% of games buyers claimed to ‘always’ (40%) or ‘sometimes’ (44%) check
for age ratings when buying video games.

In the focus groups there was no awareness of the PEGI website or App, but parents
(especially mothers) would value it to enhance their decision-making on age
appropriateness of games for their children. At present they relied on Google,
website reviews or word of mouth to glean information about games’ suitability.
Attitudes to violence in video games

Chapter 3

There was a high degree of concern about children and teens being exposed to
inappropriate violence in video games, although YouTube caused more worry:
•
•

82% were ‘extremely’, ‘very’ or ‘fairly’ concerned about children they buy
games for seeing inappropriate violence in the games they play
YouTube was of greater concern (85% extremely/very/ fairly concerned),
whilst streaming films, streaming TV boxsets and watching live TV less so (78%,
74% and 72% concerned respectively).

In the focus groups parents and teens said that sometimes the content in film could
be more disturbing and likely to upset, than violence in video games.
Parents acknowledged an ambiguity between their dislike of violence in video
games (recognising its potential for harm) and their actual purchasing behaviour.
Parents admitted that they allowed their children to play games above their age
level because the children knew it is ‘not real’. Parents believed that their children
could cope with or self-regulate with regards to video game violence, by only
exposing themselves to content they could cope with. Teenage players admitted
that their parents didn’t always know what games they were playing, especially if
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they downloaded them. Parents similarly felt that they had little control over their
teenagers’ playing behaviour.
Sexual violence was the type of violence that games buyers were most concerned
to protect children from seeing in video games; followed by sadistic violence and
torture.
Whether PEGI ratings are in line with expectations

Chapter 4

When discussing the PEGI Guidelines in the focus groups, parents and teens had
reasonable awareness how the overall guidelines could work, broadly agreeing with
the PEGI ratings for the clips they viewed. Occasionally the PEGI rating was
considered to be higher than expected, because a fantastical setting or light tone
mitigated the violence. Parents were happy however for PEGI to take a stricter
stance on violence than they would themselves. PEGI was judged to be doing a
difficult job well and performing an important role.
PEGI 16 was the most contentious age rating, with just over half of games buyers
agreeing with the 16 age rating for the example clips shown in the survey, and nearly
four in ten wanting to see a rating higher than 16. The PEGI 12 clips fared a little
better, with two thirds agreeing with the 12 age rating, whilst the vast majority agreed
with the PEGI 18 rating:
•
•
•

For PEGI 16, 53% agreed with the age rating, 38% thought it should be rated
higher and 6% thought it should be lower
For PEGI 12, 65% agreed with the age rating, 18% thought it should be rated
higher and 12% thought it should be rated lower
At PEGI 18, 89% agreed with the age rating and 7% thought it should be rated
lower.

The focus groups explored the reasons behind people’s perceptions of suitable age
classifications for different clips presented:
The expectation at PEGI 7 was for the content to be embedded in fantasy with a
light tone and no deaths or violence against real people.
At PEGI 12, the darker and more realistic tone of games such as Fortnite was thought
to merit the 12 age rating. In the focus groups, some participants felt that when
violence to human-like characters took place in a fantasy setting this mitigated the
violence, sometimes to the extent that a PEGI 7 rating would be acceptable. Other
mitigators for the violence depicted were a bright and light tone/imagery; animation
and a well-known franchise. Aggravators were blood, realistic weapons or sustained
violence, which warranted a 12, or possibly higher 16 rating.
At PEGI 16, the most disputed age category, participants thought that once again a
fantasy setting could mitigate the violence, sometimes to the extent that people
would be comfortable with a 12 rating. Other mitigators were animated or arcade
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style action, a known-franchise, and obvious heroes and villains. Aggravators were
sexual undertones and threat of sexualised violence, mass slaughter or relentless
violence, a dark tone, and seeing the impact of violence - especially obvious pain;
people felt these features warranted a 16 rating, and some felt a higher 18 rating.
The PEGI 18 clips were little disputed and felt to be firmly in the 18 category, with just
a couple of exceptions where fantasy setting or slapstick humour mitigated. Parents
were often shocked by the nature and degree of violence depicted in 18 rated
games and said they would now be very wary of letting their teens play such games,
Taking part in the research had been an education of sorts for some parents.
The impact of fantasy or realistic context at PEGI 16

Chapter 5

A paired comparison test was carried out to assess whether a fantasy context (setting
and characters) could mitigate the violence depicted at PEGI 16. Respondents
were shown a pair of ‘matched’ clips from different games, portraying a similar type
and degree of violence - one placed in a realistic setting and one in a fantasy setting.
Across the sample as a whole, ten different pairs were tested.
More games buyers agreed with the PEGI 16 rating for the fantasy clips than for the
realistic clips. A third thought a higher rating was warranted when it was a realistic
setting, compared with just under a fifth when it was a fantasy setting:
•
•

For the realistic clips, 55% agreed with the PEGI 16 rating, 32% thought it
should be rated higher and 10% thought it should be rated lower.
For the fantasy clips, 60% agreed with the PEGI 16 rating, 19% thought it
should be rated higher and 17% thought it should be rated lower.

So, across the range of clips tested, it would seem that the fantasy setting was
mitigating the violence, at least to some degree. However the effectiveness of
fantasy at mitigating was variable for different comparison pairs tested, thereby
suggesting that other factors must also be influencing people’s opinions. Other
aggravators, that were more important than realistic setting/characters, were the
use of present day weapons (e.g. guns, knives); seeing that the character had been
hurt or killed, and sometimes graphic/gory violence. However when deeming a
fantasy clip to be appropriate as PEGI 16, it was indeed the fantasy setting which was
the key factor making the violence depicted acceptable (ahead of other issues such
as sound effects, lack of graphic, gory or bloody violence, and characters appearing
to be unaffected by the violence).
In summary, at PEGI 16, the realism of characters and weapon used were
aggravating factors, whilst a fantasy setting and non-graphic depiction were
mitigating factors. The interplay of these various factors is complex and subtle, such
that fantasy settings only reduce the impact of violence depicted on some
occasions and only to a limited extent; other aggravating factors sometimes override the fantasy element.
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This was a fulsome and illuminating piece of work, but we (the VSC) would also note,
in response to some of the above findings, that:
•

Despite the majority agreeing with the 16 ratings for violence, as this was
the most contentious area, we will look into the 16 criteria over the
coming year to see how the research findings can be reflected in the
PEGI 16 violence criteria so that they are more in line with public
expectations.

•

It should be borne in mind that - as we found in the qualitative research
– parents use a ‘one up’ rule meaning some of the dislike in the 16 ratings
could well be because they sometimes give 16 rated games to their 12
year olds.

•

We should also note that most of the ‘16’ examples were taken from
games that in their entirety were rated 18. – meaning that in some cases
if the violence depicted in a clip had been extended it would have
been rated 18.

•

A non-contextualised fifteen second clip can appear more gratuitous
than if it were shown as part of the general gameplay in between other
gameplay elements.
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1 Research approach
This chapter outlines the research methods employed in the qualitative and
quantitative research. Profiles of the research team are at Appendix 1.
1.1 Qualitative phase
1.1.1 Objectives
The overall objective of the qualitative research was to explore whether PEGI ratings
are, on the whole, in line with public opinion, with specific reference to violence in
video games at PEGI 7, 12, 16 and 18. Within this, a core objective was to explore
how attitudes towards violence in games is perceived, against a backdrop of
attitudes to other rating issues and across different platforms and media, for example
films and YouTube.
1.1.2 Participants
The qualitative research comprised six, two-hour focus groups with parents and
teenagers. The groups comprised teenage gamers or parents of gamers who were
playing games with violence in them – for example ARMS, Call of Duty, Tower of Guns,
Mothergunship, Need for Speed.
Working with the VSC, the research team selected a number of clips depicting violent
content from video games and these were shown to the focus group participants
(see Appendix 2). The research was conducted in North and South London and
Birmingham in 2018. The precise research sample was broken down as shown in
figure 1a.
Figure 1a
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1.2 Quantitative phase
1.2.1 Objectives
The aim of the quantitative survey was to validate some of the emerging findings
from the qualitative phase around awareness of and trust in the PEGI rating system;
concern about violence in video games relative to other media; types of violence
that cause most worry; appropriateness of violence depicted at different PEGI age
ratings (PEGI 12, 16 and 18), and whether a fantasy setting mitigates the violence
portrayed (at PEGI 16).
1.2.2 Survey methods
By asking questions of a larger representative sample of games buyers, the
qualitative findings could be tested rigorously. Just over 1,000 adults aged 18+ who
bought games for children or teens undertook an online survey. The fieldwork was
conducted by market research agency Public Knowledge (see Appendix 5 for more
details). The questionnaire was devised by the research team (Appendix 1) in
consultation with VSC and was piloted before the survey went live.
The final questionnaire (at Appendix 6) asked respondents 25 questions and took
around 15 minutes to complete, during which they also viewed five short clips of
actual game footage: three clips showing representative violence according to the
guidelines at PEGI 12, PEGI 16 and PEGI 18, plus a further paired comparison test
showing two clips portraying similar violence but with one in a fantasy setting and
one in a realistic setting.
Figure 1b
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1.2.3 Sample profile
Respondents were asked:
In the last 12 months, have you bought any video games for any child or
teenager under 18 – to play on a PC/laptop or games console? (It might be
your child or someone else’s. Games played on a mobile phone or tablet don’t
count).
A third (33%) of UK adults aged 18+ had bought games for children or teens and
these ‘games buyers' were the target sample for the survey.
Games buyers were most likely to have bought video games for their own children
(45%), but 22% had bought for grandchildren, 3% for step-children, 26% for other
children related to them (siblings, nieces/nephews, cousins etc.) and 8% for children
not related to them.
Buying boxed games for children was still more popular than online: 73% of games
buyers had bought any boxed games (on a disc or with a download code) and 51%
had bought and downloaded/streamed a game from online; (49% had bought
boxed games only, 27% online only and 24% in both formats). The older the buyer,
the less likely they were to buy online (66% of buyers aged 18-24 had done so, falling
steadily to only 47% of buyers aged 45-54 and 36% of buyers aged 65+).
Adults who bought games for children or teens were most likely to be buying for
children aged 12-15 years old, followed by children aged 7-11 years old. Purchasing
for teens aged 16-17 was a little lower, and this may reflect that more of this age
group would be buying for themselves by this stage. Far fewer were buying video
games for children aged 0-6 years old (see figure 1c).
Half of the adults buying video games for children or teens were parents and there
was a slight skew to women (56%). 31% were aged 18-34, 36% were aged 35-54 and
33% were aged 55 or over. There was a representative distribution of different socioeconomic groups and nations (see figure 1d).
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Figure 1c

Figure 1d
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2 Awareness and opinion of PEGI age ratings
Age ratings on video games were seen to be highly important and well trusted but
despite this they were not routinely checked by purchasers.
2.1 Importance of ratings and checking behaviour
Games buyers were asked how important they consider it to be for video games to
always show an age classification: a majority, 63%, thought it was ‘very’ important
and a further 30% thought it was ‘quite’ important. Perceived importance of
displaying age ratings increased markedly with age of the purchaser: from only 47%
considering age ratings ‘very’ important among 18-24 year olds to 78% among over
65 year olds.
84% said they check for age ratings at the point of purchase, but only 4 in 10 always
do so. Checking was less routinely done when buying online games, than boxed
games (see figure 2a).
Women were slightly more likely than men to think that displaying age ratings is ‘very’
important (65% vs. 60%) and to ‘always’ check for ratings (47% vs 41%). The proportion
who said they always check increased steadily with age, from 35% of 18-24s to 51%
of over 65s.
Figure 2a
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2.2 Accessibility of PEGI ratings
Respondents were shown the PEGI symbols and asked whether they had seen these
on video games they had bought in the last 12 months. A majority had seen them,
whether boxed or online but fewer than half (42%) had ‘always’ seen them when
buying online (figure 2b). The youngest buyers, aged 18-24 were the most likely to
see the ratings (boxed or online), whilst the oldest aged 65+ were the least likely.
Figure 2b

On probing around checking of PEGI ratings in the qualitative focus groups, it
appeared that the PEGI rating system is inherently less familiar than the BBFC
classification system, unsurprisingly perhaps given the latter’s heritage. However a
similar pattern appears with both organisations regarding downloading content, be
it film or games, which was clearly diluting awareness. Visibility of age ratings was
lower for purchases via online download/streaming than for packaged content.
There was also a sense among the focus group participants that nowadays they were
handling less hard packaging with its clear signage and symbols and as a result,
awareness of rating symbols is decreasing.
“When you download it digitally, like online, you don’t really see the rating.”
(Boy, 16)
“You just kind of tap, tap, tap and then you are through. You just go on and
sort of flip past the rating.” (Boy, 16)
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2.2.1 Accessing PEGI ratings via its website or App
In the focus groups there was no awareness of the PEGI website or App and parents
tended to adopt a number of approaches when attempting to find out about a
game’s suitability. The most prevalent of these was simply ‘Googling’ the game and
in so doing, looking at the rating, reviews or clips from the game. Reviews of the
game on websites like Amazon or Game also offered an opportunity to glean
information about its potential suitability. Word of mouth too was important, with
many asking other parents or older teenagers.
“I’d Google the age but as well I’d need to look at a clip of it. I’d look it up on
YouTube.” (Mum)
“I did Google who it was suitable for and it gave a list of what was involved in
that particular game.” (Mum)
“Harry was on about having GTA and he’s only nine so we sat down and got
something up on YouTube and I’m like, ‘this is why, no, it’s not acceptable.”
(Mum)
“I looked at reviews on Amazon for Battlefront which is a 16 and I thought it
was ok for him.” (Mum)
“You can go on YouTube and look for trailers. It shows you what’s going on and
what the game is about.” (Dad)
“My wife tends to ask me because she knows that I’ll know a lot more about it,
or she will ask the parents of his friends and see if they’ve got the game and
gauge it from there. She would tend to default to me, just because I am a bit
of a nerd and I tend to do my research.” (Dad)
The potential of the PEGI App to cut through this process in a clear and concise way
was commented on by many. It could enhance parents’ knowledge, especially
mums, and therefore potentially be empowering when facing difficult decisions
around which games are appropriate for their children to play.
The main problem with the App was that there was no awareness of it and
participants had several suggestions as to how to rectify this, ranging from leaflets in
store, an ad on screen when games were downloaded and / or via schools’ game
safety programme, with communication targeting adults not children.
“Well I will be downloading that App and I’m telling you he’s not getting Red
Dead Redemption now.” (Mum)
“Before the game is played it could say, ‘check out the PEGI App’”. (Mum)
“A good place to go through is schools as they are always banging on about
games. We had a whole letter about Fortnite.” (Mum)

14

“It’s amazing, based on a technology product that we didn’t know about their
App. We’ve got somewhere to go now.” (Dad)
“I think they would have to promote that with the game’s advert or game’s
promotion, so you could make the connection. Nobody would know about it
otherwise.” (Dad)
“When they premier a new game trailer on YouTube, it would then be paired
with this promotion of the App.” (Dad)
2.3 Trust in PEGI ratings
Games buyers were asked how much they trust PEGI age ratings. Over three quarters
trusted PEGI age ratings: 57% ‘all the time’, and a further 22% ‘most of the time’. This
result compares favourably with other published trust data.
Figure 2c

Trust in the ratings peaked among games buyers aged 25-34 or 35-44 (84% and 85%
trusted PEGI respectively) and was somewhat lower among 55-64s and over 65s (74%
and 70% trusted PEGI respectively). The proportion who said they trust the ratings also
dipped to 74% among those buying for children aged 3-4 and for those buying for
teens aged 16-17, with confidence highest (85%) among those buying for children
aged 5-6. In the qualitative phase women seemed more conscientious and
discerning than men when it came to ‘gate-keeping’ children’s gaming so it is not
surprising that women were less likely than men to trust PEGI ‘all the time’ (19% vs.
25%).
In the focus groups there was little spontaneous awareness of PEGI in terms of its
name and remit, however participants knew that ‘someone’ rated games and were
grateful that this complex issue was being looked at by an independent other, even
if they could not say who this was.
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Whilst there was little real awareness of the PEGI name, there was a widespread
appreciation of its role and good awareness of the PEGI age ratings. Even teenagers
were grateful for PEGI’s presence:
“I think that we need it more for the younger generation because we don’t
really look at it any more.” (Boy, 16)
“It’s a guidance for parents more than anyone, because my mum doesn’t
know anything about games. It’s an easy way of communicating ‘that game’s
a 12, it’s mild, this game’s an 18 you shoot people’, in a way that parents can
understand.” (Boy, 16)
There was occasionally some confusion between the game’s rating and its level /
difficulty and whilst this did not lead to a problem in terms of the violence in a game,
it could lead to frustration, particularly from very young children who had been
purchased a 3+ game in the hope that it would be suitable for their age group in
terms of mechanics and play.
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3 Attitudes to violence in video games
This chapter discusses concerns parents had about their children being exposed to
violence in different media, and how YouTube was a greater worry than video games
in this regard. Certain types of violence in games caused more worry than others;
sexual violence being of greatest concern.
There were some inconsistencies between parents’ opinions and their actual
behaviour when deciding the games they would allow their children to play.
Sometimes parents admitted they adopted the ‘one up’ rule, allowing their children
to play games one classification level higher than their actual age bracket. And
teenagers said they often decided for themselves, whilst parents did not always feel
able to exert control over what they played.
3.1 Contextual overview
A snap shot view of parents at the end of 2018 depicted widespread anxieties and
concerns about what childhood is like today. Society was thought to be increasingly
sexualised and ‘pornified’ and this had led many to feel that children lacked the
sense of innocence of past generations and were simply growing up too fast. An
output of this was that children could struggle to cope and the perceived rise of
mental health issues amongst young people compounded the feeling that it was
difficult to be a teenager nowadays and that the world was feeling increasingly
unsafe.
The assimilation and accessibility of news and the fact that children had a growing
awareness of what was happening in the world was often, literally, the stuff of young
people’s nightmares. The world could feel less safe and there was a sense that
children and adolescents worried more, specifically about real life violence and
terrorism, especially after recent atrocities where children and teenagers had been
deliberately targeted.
3.2 Concern about violence in different media
Whilst violence in video games was a worry to many parents in the focus groups, the
violence in YouTube content was felt to be of greater concern due to its unfiltered,
unmonitored nature and the fact that teenagers could access it without parents’
knowledge. Likewise, a number of teenagers themselves argued that content in film
could also be disturbing and more likely to upset them than violence in games. The
latter was felt to be easier to dissociate from in terms of it not being or feeling ‘real’;
this was not always the case for films – especially as many admitted to viewing
content well above their age group.
In contrast, the violence in video games was felt to be monitored (unlike content on
YouTube) and children were also contained by the game, often playing at home
where parents could keep an eye on them.
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“I would say YouTube, because that’s not something I can keep an eye on all
the time. He can come across stuff. People suggest stuff and show it on their
phones at school. I got sent something the other day, a joke thing. It’s about
some bloke called Barry, and he went, ‘Oh.’ I was like, ‘how do you know
about that?’ A mate had shown him on his phone. It was a man with a really
big penis. He thought it was hilarious.” (Dad)
“I find the Internet a lot more worrying than the PlayStation. Yes, and those chat
rooms and all that as well.” (Mum)
“You don’t have a bond with a game because it’s animated so that you know
it’s not real but in film, with real life people, it makes it seem more real.” (Girl,
16 – 18)
The subsequent survey confirmed that games buyers were most concerned about
children being exposed to unfiltered violent content on YouTube (figure 3a). When
asked how concerned they were about children they buy games for seeing
inappropriate violence on different media (on a 5 point scale from ‘extremely
concerned’ to ‘not at all concerned’), 85% were extremely, very or fairly concerned
about exposure to violence when watching things on YouTube. Exposure to violence
when playing video games was the next most concerning (to 82% of adult buyers),
just ahead of streaming films (78%). Note however that the proportion who were
‘extremely’ concerned about violence in video games was substantially lower than
for YouTube and more similar to streaming films. Adults were less worried about their
children seeing harmful content when streaming TV boxsets or when watching live TV
- perhaps because these were more easily monitored than solus game playing.
Figure 3a
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Concern about children being exposed to inappropriate violence playing video
games was higher among women (86% extremely/very/fairly concerned) than men
(78%). And older buyers were more concerned than the average: 63% of 55-64s and
72% of over 65s were extremely/very concerned (compared with 53% of all buyers).
3.3 Attitudes to violence in video games vs. actual behavior
Many parents, especially mothers, do not like the concept of violence in video
games and feel that it is not healthy for society as a whole:
“It’s dumbing down violence, for me. It’s the dumbing down of shooting”.
(Mum)
“I don’t like them. I don’t like getting involved in them to be honest”. (Mum)
Given these attitudes, it was interesting to discuss in the focus groups why parents
who claimed not to like violence in video games still purchased them and to explore
this cognitive dissonance.
Firstly, many admitted to feeling pressurised to buy violent video games by their teens
and described how this could feel very intense, especially around the launch of
popular games such as Call of Duty, Grand Theft Auto and Red Dead Redemption.
“Also, I think parent pressure, because I feel the pressure that I don’t want to
socially isolate my son, so I feel pressure to not be too much of an ice queen
and go, ‘No, no,’ to things when he’s going to be the only child not playing it.”
(Mum)
“I remember when there was one of the games and we’d said, me and a
couple of the mums had said no, but then another one did, and it was just the
pressure was just awful, it was awful, and in the end we got it for him.” (Mum)
“I guess like, peer pressure comes into it as well, because say if like, all your
friends play them, they’ll sort of like push you to play it as well.” (Boy, 16)
It was often hard for non-gaming mothers to make an informed decision about the
level and impact of violence in these games and purchasing decisions were often
subcontracted to dad who they felt had a better understanding of the nuance of
games. Given dads’ more laissez faire attitude overall, these games were frequently
purchased. Mothers frequently discussed the decision with other mothers, and this
often just reinforced a sense of peer pressure with many commenting that it was
uncomfortable to adopt the ‘strict mum’ position and for their child to be the only
one without the game in question.
“I personally don’t have a problem with it, because I’ve played the games
myself, and I’m familiar with the content. If I thought that there was anything
that was upsetting or would affect him in any way, then I’d just take it away.
He is quite sensible and doesn’t seem to be outwardly affected by anything
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that he sees. I think he knows the difference between cartoonish violence in
games, and the real thing”. (Dad)
“I think it’s because we all played them or did things that we probably weren’t
meant to do. We’re just a bit more relaxed”. (Dad)
“I think we, generally, have played a lot more of the games. The mums
generally aren’t interested, but I think the dads are. They played them when
they were younger”. (Dad)
“I remember when I was younger my dad had an Xbox 360 and he had Call
of Duty and stuff. He would just freely let me and my younger sister play it
because he knew he would stop anything that influenced us. Whereas my
mum’s more…she doesn’t really like them and she doesn’t like us going on
them but my dad was fine with it.” (Girl, 16 – 18)
Parents often admitted to their own confused thinking and inconsistencies between
attitudes and behaviour and often reverted to a ‘trust’ argument when thinking
about this issue. At the heart of this lies the very real belief that violence in video
games can be disturbing and impactful but that their child can cope and that they
trust him / her to either self-regulate (by avoiding the most violent games) or being
able to see the violence for what it is – just fantasy and ‘not real’. Teenagers
themselves reinforced this view, that they knew that violence was wrong and that
video games were not going to incite them to be violent in real life.
“I think they’re old enough to know the difference. If they’re good children,
they’re not going to suddenly want to go out and buy a gun.” (Mum)
“I don’t have a problem with it, because it’s not real, ultimately. It’s the same
as watching an action film. A normal person is able to differentiate between
what’s real and what’s not, and it’s the same with the games. I wouldn’t let
my son play Grand Theft Auto until he’s older, but I think that’s mainly because
of my lack of confidence that he would be able to deal with the more adult
tone of it. It’s not aimed at children. It’s aimed at over 18s. I’ve played it a lot,
and I’m familiar with it. I know it’s not for his age group anyway. As parents,
we tend to be able to read our children, and tell what they’re affected by and
what they’re not.” (Dad)
“You get to a certain age when you can separate reality from fantasy. I’m not
going to play GTA and then go and slaughter people, my mum knows that, so
she let me play it, but if you have a child who’s of like, a different nature, then
you need to judge it.” (Boy 16)
“In our generation it’s more conditioned to violence, because we’ve been
exposed to it most of our lives, so it doesn’t really affect us as much I don’t
think.” (Boy 16)
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“I don’t know, I think that parents, it’s their job to influence the way their child
grows up, right, and if they’re doing such a bad job that a child’s entire
personality can be changed by them playing a video game then that’s not
the video game’s fault, that’s bad parenting.” (Boy 16)
“Yes, but there’s no video game on the face of the earth that can give
someone the will to actually kill somebody. It’s something that you’re either
born with or traumatised, there’s nothing you can do by watching a screen
that’s going to give you that sort of, like, level of power that it takes to be able
to do that to someone.” (Boy 16)
“99% of people can separate fantasy from reality, they know that it’s
completely separate from real life.” (Boy 16)
3.4 Specific worries and concerns regarding video games
The survey assessed which types of violence in video games caused most concern
to adults who buy video games for children. Respondents were shown a list of 10
different types of violence and asked to pick three which they were most concerned
to protect children from seeing in the games they play. Because of the forced
choice of options, it is the rank order of answers which is most pertinent here. Sexual
violence and rape was the top answer, by some distance, with 74% wanting to
protect children from exposure to this. Sadistic violence was the next most
concerning (selected by 52%), followed by torture (37%).
Figure 3b

The percentage scores on this question were very similar for men and women (rank
order almost identical and same top 3 answers). The results were also broadly
consistent by age, with sexual violence the top answer and sadistic violence ranked
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second across all age brackets. Concern about glamorised violence increased
slightly with age, such that it became the 3rd highest concern (ahead of torture)
among buyers aged over 65. Worry about exposure to sadistic violence increased
steadily with age (from 32% of buyers aged 18-24 to 67% of buyers aged over 65).
The degree of apprehension about different types of violence also varied somewhat,
according to the age of the children for whom they were buying. Concern about
exposure to ‘torture’ whilst playing video games was higher (43%) among those
buying games for 16-17 year olds. Among those buying games for 3-4 year olds,
concern about exposure to ‘killing’ was above average (43%) whilst concern about
‘sadistic violence’ was below average (32%).
These survey findings corroborated the earlier discussions in the focus groups, which
had also found that sexual violence in video games was a particular worry, and more
concerning than other types of violence. This tapped into broader concerns already
outlined, that they wanted to protect teenagers from sexualised behaviour and from
young people seeing something that could potentially happen in real life. A number
of parents, even those who had expressed fairly relaxed views about violence in
games, drew the line at Grand Theft Auto and cited the misogynistic and sexualised
tone of the game as a reason they had banned it.
“Well, Call of Duty, I’ve seen it and I’ve played it. I don’t think it’s that bad.
There’s only one game that I know I wouldn’t let him play. He has friends that
play it, and I just can’t believe their parents allow it. Grand Theft Auto. One of
those parents is a good friend of mine. I said, ‘What, are you barmy?’ The
content. They go with prostitutes, take drugs. He goes, ‘Well, it’s only a
game.’” (Dad)
“It’s there a bit in Grand Theft Auto when you can rape someone?” (Mum)
However, the violence in video games was felt to be monitored (unlike content on
YouTube) and children were also contained by the game, often playing at home
where parents could keep an eye on them.
In addition, video game violence was not the only issue that parents were worried
about and it would appear that becoming addicted to games – to the extent that
they dominated other interests and activities – was perhaps as, or even more,
concerning. Parents described the lone child, often a boy, addictively playing
games like Fortnite for hours on end, pasty faced and unhealthy and without
friends….and were keen to stress that their own child did not fall into this category.
“My son plays Fortnite all the time, and it’s not violent. It’s not gory. It’s him
staring at the screen for hours. He comes off and he’s not the same boy”.
(Dad)
“No, I don’t think that would give them nightmares but I think what’s more
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worrying is I feel like it distorts their perception of reality because watching that,
it was so weird because even though I used to play them when I was younger,
like, the graphics have changed so much”. (Dad)
The more recent addition of online elements of games was another real concern,
with many commenting on the potential for vulnerable children to be groomed by
adult gamers.
“To my mind, if you’ve got a rating of twelve, then generally you’ve got people
around that age group, slightly younger, slightly older, playing that game,
because that’s the pitch that it’s aimed at. If you’re playing a game that’s
eighteen, you know, a higher one than that, it’s an adult game, you’re more
likely to have adults playing it, and therefore that’s what I don’t like, the whole
talking to other people”. (Mum)
Against this background, violence in games, whilst disliked, is nothing new in a way
and is something that many parents have grown up with. In fact, fathers were often
keen to stress that they had played violent games in their youth and had survived the
experience!
3.5 The ‘one up’ rule
Whilst a range of opinions were expressed towards video games – and even within
the same family, parents could have different views – participants felt that they were
exercising certain rules, the main rule being the ‘one up’ rule, whereby teenagers
were allowed to play a game with a rating one up from their age group.
“It’s like anything. You’d let your sixteen-year-old play an eighteen, wouldn’t
you? You’d let your twelve-year-old, probably, play a sixteen. You’re always
playing one up all the time”. (Mum)
“If your child comes and says, ‘Look, I want this, it’s a twelve and you look at it
and you go, okay, you’re ten, but I’m happy with you having that as a twelve”.
(Mum)
Most teenagers in the sample had played a 16 game when they were younger, but
parents of younger teens or tweens claimed that they were less relaxed with 18 rated
games, often banning them. However, rules are made to be broken and it would
appear that parents had, on occasion, allowed 18 games into households with
younger children. Often the fact that these games were played with an adult (often
a sibling or father) or had been looking into it carefully in terms of not having any
sexualised content, led to the one up ruling being broken.
In addition, it would appear that many parents do not always know what teenagers
are playing. Parents were asked to survey the games in their households and were
often shocked at what they found secreted away.
“Then, when I did look through the drawer at all the games, I did think, ‘God,
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that one’s an eighteen. They’re hand-me-downs of my thirteen-year-old’s, but
still, he’s had them for years and he would have only been probably, like,
eleven when he got them. That’s my mum, she’s the one that’s brought them”.
(Mum)
3.6 How much control do parents really have?
Teenagers themselves freely admitted that they had secretly downloaded games
that their parents had banned or had played them at friends’ houses. The fact that
young people can now download content had clearly undermined parental control
and the days of negotiating, purchasing packaged games with their child had been
replaced by the more confusing world of downloading games, where parents were
not absolutely sure what their child had access to, especially in terms of ‘free’ games.
It is fair to say that most parents felt that they had little real control over what their
child was playing once he or she reached 13 years old.
“See, they were asking if it was free, they will just download it. They wouldn’t
even bother asking me, so I don’t know what they’ve downloaded that’s free,
apart from Fortnite, because I see them watching it. What is Fortnite? I don’t
even know what the rating is”. (Mum)
“They’re very savvy with all that now, aren’t they?” (Mum)
“Charlie just goes on – I don’t know what, I don’t know how it works – on his
thingy and gives us his birthday money to pay for it. I don’t know about
ratings.” (Mum)
“They’d buy me the games, but they wouldn’t check-up anything about them.
They wouldn’t know what they were or anything about it. I could have been
playing eighteen and they wouldn’t know or care, really”. (Girl, 16 – 18)
In the absence of a more nuanced understanding of video games, several parents
gave themselves, what they freely admitted, was the illusion of control by imposing
certain rules about the frequency of playing games at home:
“Oh, yes. Like, they’re not allowed on it during the week. They’re allowed on
it on a Saturday or Sunday, for a few hours, because it just makes them weird.”
(Mum)
“You do go in their rooms. So, even if you bought it, even if I handed over the
money and bought it, I’m in and out their rooms all the time.” (Mum)
The above points to quite a confusing picture, with parents trying to exercise control
(and often failing) and often being unclear of their feelings about the impact of
violence in video games. Yet for many mums, the subject prompts quite a visceral
reaction and generalised feeling that violence in games is not right and should not
be there.
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3.7 Perceived impact and harm of violence in video games
3.7.1 Self-regulation
A direct question in the focus groups about whether children and teenagers are
really impacted by video game violence elicited a similarly confusing response.
Parents’ spontaneous feelings were that young people (particularly their own off
spring) were sensible enough to realise that the violence was not real and was firmly
embedded in fantasy.
“He said when I asked him, ‘It’s not real.’ Those words.” (Mum)
“From the violence, but life isn’t like that. You can’t wrap them in cotton wool,
you can’t shout at them and they need a certain amount of exposure
otherwise they’re not going to be prepared for life in the end, are they?”
(Mum)
“My child has never been affected by violence but someone with a different
character may be.” (Dad)
Moreover, they argued that the fact that gamers were in control of the violence
somehow altered the dynamic – they could end the game or change elements of it
if they felt anxious, unlike a film where one had to sit immersed in it. In addition, the
perceived absence of identifiable characters could lessen a sense of identification
and therefore impact; participants felt that the player’s relationship was with the
action and not the characters and that this was different to content (i.e. films) where
one really felt for the character and therefore attuned to his or her emotions.
“Whereas a film, you are really passive. You’re watching something, whereas
you’re actually involved.” (Mum)
“I asked him and he said, ‘I’ve never been disturbed by anything I’ve seen in
a game but I have been disturbed by film’.” (Mum)
Teenagers agreed with this view, that they were unlikely to be really impacted by
violence in video games, especially as many were naturally self-regulating and
steered away from the most violent of games, those that were not just about warfare
but included more adult themes of torture, sexual violence or tapped into real worries
and concerns about terrorism and abduction. Teenagers seemed to know their
limitations and worked out how they could self-regulate. In addition, gamers with
their more subtle and in depth understanding of a game, appreciated that often
violent games had a moral centre and this too worked in a protective way:
“I think, like, with that too, you build a relationship with the character while
watching their feelings.” (Girl, 16 – 18)
“There’s a difference in it, because with film, you’re watching an actual person,
whether it be acting or not. If someone gets shot, stabbed in a film you’re
watching, it’s like people on the screen.” (Boy, 16)
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“The difference being is a video game, they’re made to be fun. They’re not
made to disturb you. When you watch a horror movie, they’re literally purposebuilt to try and scare people. Like, a game is made for people to enjoy it.”
(Boy, 16)
“Like it’s a torture scene or something and you can really see someone’s pain,
that might be like, slightly disturbing, but still, you can, I can get away from that
and put the controller down and get on with my life and realise that it’s a
separate thing.” (Boy, 16)
“You don’t have such a bond with a game because it’s animated, so you
know that it’s not real whereas if it’s real-life people, kind of, it makes it seem
more real than animated.” (Girl, 16 – 18)
“I think with games you have control of what you do whereas in films you can’t
control what is going to happen in the next scene so it has a little less impact
on you.” (Girl, 16 – 18)
The fear of real violence, in particular knife crimes, had led many parents to feel that
they would rather their teenager was playing games in the safety of his / her own
home, than potentially outside where life could be riskier.
“I don’t think any of that scares me as much as them going outside these days.
For me, as much as I don’t want my child to be staring at the game all night,
at least I know where they are. I know what horrible things go on these days
outside. I think a lot of parents feel more comfortable with having their children
indoors.” (Dad)
“So much safer to play and watch violent games than it is to be walking the
street with your brand-new bike.” (Mum)
It was also better to play in one’s own home, than to sneak around playing banned
games at a friend’s house.
“I’d rather them play it in my surroundings than go somewhere, you know, I say
you can’t have it and then they go sneakily.” (Mum)
3.7.2 Challenging preconceptions
Having been exposed to the clips of video game violence in the focus groups, many
parents freely admitted that they had changed their minds. As we will go onto
discuss, many were shocked by the nature of the violence - that it could look and
feel very real, was sexualised or sadistic in nature or could depict ‘real’ events that
were currently worrying for children i.e. child abduction.
The high production values and compelling narratives challenged the perceptions
that games were different from films, and the gap between the two was felt to be
close. Parents, in particular mothers, often reached the conclusion that games had
greater potential to disturb and upset young people than they had originally thought.
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Interestingly this was often felt to be more at a societal rather than at an individual
level, with many arguing that their own child was sensible or mature enough to cope.
This could be a post rationalisation given that many of these young people had
played with the disturbing games in question.
“I think mentally, as well, because if there’s somebody that’s not getting
stability in a safe, parental environment at home, that hasn’t got parents
looking out for them or doing things, and they think that’s socially acceptable,
there is an influence, they can be influenced by it, they can be distracted.”
(Mum)
“I don’t think they understand it. I don’t think they understand it. I don’t think
they understand what an eighteen means -, I mean, GTA, some of the things
they do, you kill a prostitute and stuff, it’s terrible.” (Mum)
“GTA used to be a big one but that was morally wrong and violent.” (Dad)
It was clear from many responses that Christmas was going to be ruined for children
who had asked for violent video games (often Red Dead Redemption 2). Attending
the research groups had been an education of sorts for mothers in particular, who
felt that they had had their eyes well and truly opened as they had seemingly been
living in a naïve fug about violence in video games.
“I’m actually pleased I’ve done this, because I didn’t know up until now, up
until today.” (Mum)
“Call of Duty was going on the Christmas list, but I don’t think it will be now.”
(Mum)
“I think I’ve just had my eyes very widely opened. I think I might not trust my
husband.” (Mum)
“Now I’ve seen that, my opinions have changed, because I’ve never seen
what these ‘18’s are before. They’re just really bad.” (Mum)
“God, do we know all what’s in them? Like, I haven’t heard of any of those
last three. Now, I’m thinking, ‘Oh, God. Keep an eye on it.’” (Mum)
“I’ve learnt a lesson – I will be looking more into games now.” (Mum)
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4 Whether PEGI ratings are in line with expectations
This chapter explores peoples’ reactions to whether the PEGI age classifications were
felt to be appropriate for the type of violence they depicted.
The qualitative research found that PEGI ratings were only one aspect people took
into consideration when deciding whether the game was appropriate to play for
children and teens of different ages. Tone and theme were seen as potential
mitigators for the violence depicted, especially if the game was in a fantasy setting.
PEGI 16 was the most contentious age classification, followed by PEGI 12. PEGI 7 and
PEGI 18 rated violence were generally felt to have been rated appropriately.
In the survey, people were also least likely to agree with the PEGI 16 ratings, with a
sizeable minority, nearly four in ten, thinking the violence depicted warranted a
higher age rating.
4.1 Methods of assessing perceptions towards PEGI ratings and violence
The qualitative and quantitative testing of the violence at different PEGI age ratings
was complementary. The qualitative research assessed a variety of clips across all
age classifications, through showing several clips in the focus groups and getting
people to discuss what they had just seen. In the quantitative survey each
respondent evaluated just 3 clips, one at each of PEGI 12, 16 and 18, but there were
30 clips tested in total across the whole sample. So the qualitative phase provided
opportunity for an in-depth exploration of the range reasons behind people’s
different perceptions of the acceptability of the violence depicted at each age
rating across a range of clips, whilst the quantitative phase allowed for rigorous
testing of the perceived appropriateness of the age rating for the violence depicted
from amongst a larger sample audience (and without risk of being influenced by
group or social norms).
4.1.1 Qualitative exploration
Working with the VSC, the research team selected a number of clips depicting violent
content from video games and these were shown to the focus group participants.
There were five clips with content representative of each category - PEGI 7, PEGI 12
and PEGI 16 and six clips at PEGI 18. (The full list of clips covered is Appendix 2). All
these clips were shown to participants with the exception of the teenagers who were
shown age appropriate clips only.
4.1.2 Quantitative testing
Each respondent was shown 3 clips (selected at random from the full range of clips
provided by VSC), each lasting around 15 seconds’ duration:
•

one clip representative of PEGI 12 violence (depicting non-realistic violence
to humans),
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•
•

one clip representative of PEGI 16 violence (depicting realistic violence to
humans)
one clip representative of PEGI 18 violence (depicting graphic violence to
humans).

The order of presentation of the age categories was randomised, to prevent order
effects. However there were 10 clips tested at each age rating across the whole
sample of just over 1,000 buyers, so c. 100 respondents saw each clip. The full list of
clips evaluated in the research is at Appendix 3. This was so that when considering
the results in aggregate, it would be taking it a good range of different content,
rather than basing the judgement on just a few clips from a few games.
Note that the clips shown were always depicting violence that was representative of
the age classification being assessed, under current guidelines, even if the game itself
was rated higher due to other more violent content within it, or for other reasons. This
was the case with most of the PEGI 16 clips, which were taken from PEGI 18 rated
games but which were representative of violence that would be categorised as PEGI
16; there was also one clip tested at PEGI 12 which was taken from a PEGI 16 game.
Respondents were asked to watch the clip and consider the appropriateness of the
age rating for the level of violence it contains, based on their experience of what
they feel is appropriate for the children for whom they buy video games. After
viewing the clip they were asked whether they agreed with the age rating for this
level of violence shown in the clip, or whether they disagreed and thought it should
be rated higher or lower. Those who thought the age rating should be higher were
asked to give reasons why. This approach was repeated for all 3 clips.
So for PEGI 12 the questions were as follows:
B1. The clip you’ve just seen is from a game rated PEGI 12. Do you agree with
the PEGI 12 age rating for this level of violence, or not?
1. Yes, it should be rated 12
2. No, it should be a higher age rating
3. No it should be a lower age rating
4. Unsure
B1a. Why do you think this game should have a higher age rating? Please give
full reasons for your answer.
Similar questions (B2 and B2a) were asked for PEGI 16, whilst for PEGI 18 only the level
of agreement question was asked (B3). The full questionnaire is at Appendix 6.
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4.2 PEGI ratings and video game violence – overview
This section summarises the emerging themes from the qualitative focus groups and
the headlines from the quantitative testing with regard to appropriateness of
violence depicted at the different PEGI age classifications. Sections 4.3 to 4.6 go on
to discuss the findings at each PEGI age level in more detail.
4.2.1 Qualitative emerging themes
Participants in the focus groups could, on the whole, recall PEGI ratings and attempt
to discuss how they correspond with violence. Broadly speaking, parents focussed
on the amount and frequency of blood and the realism of the weaponry depicted.
The move from fantasy to reality was another variable and with many commenting
that a game rated 16 / 18 would be very realistic, graphic and bloody.
The teenagers’ evaluations were much more nuanced and detailed and did not just
focus on visual cues but explored the level of detail, immersive nature of the game
and its tone too. Gamers had a much clearer appreciation of how the game’s
narrative and production values could amplify the feel of the violence and how
some violence, especially at 18, was not always easy to explain away as being
‘fantasy’.
Participants were shown a number of clips from games and asked to rate them
according to which age rating they felt they fell into, and to explain their rationale.
On the whole, ratings were in line with PEGI and where there were differences,
participants tended to feel that PEGI ratings were higher than their own.
Interestingly, having seen these clips, non-gaming parents felt that they had a new
appreciation of how impactful violence in games could be. Having thought that the
key differential was the look of the violence, their understanding shifted and became
more in line with gamers and indeed PEGI. There was a new understanding of how
a game’s tone, overall imagery and the specific type of violence depicted (in
particular torture, sexual or sadistic) could be very impactful, even within a fantasy
setting.
The clips provoked a lively discussion and whilst there was not always a consensus of
opinion as sensitivities towards violent content were very individual, there was an
appreciation that PEGI were doing a difficult job well, as participants tended to either
agree with the PEGI rating or appreciate how and why it was rated the way it was.
Interestingly, all participants were happy for PEGI to take a stricter stance than
themselves on occasion - if in doubt, go up! At the heart of this, lies the belief that
society needs protecting from violence in computer games and that PEGI should
reflect broader societal views and shifts.
“I think that they’ve got it right from what we’ve seen today. There is nothing
that horrifies me.” (Dad)
“We’ve been in agreement with the majority, so I think that they’ve got it right.”
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(Mum)
“That’s our prerogative as a parent, they need to be stricter, it’s up to us. The
guidelines are from them and you make a decision.” (Mum)
“It’s good that they are higher than us on occasion.” (Mum)
“They are better going up if they are not sure and then let parents decide.”
(Mum)
Figure 4a

Parents’ relationship with their gaming child and their understanding of his or her’s
ability to process violence in games became the framework within which PEGI ratings
are adapted and used. Parents feel that they can, and should, be able to make
their own decision. In short, parents appeared to have more faith in their child than
in other people’s children, arguing that whilst computer game violence could disturb,
there was greater potential to seriously impact children with latent mental health
issues. Parents did not feel this was relevant to their own child.
The video game clips that prompted the most debate across the sample were at the
PEGI 12 and 16 rating, in particular the latter. A fantasy setting created the frame
and context for violence and acts as a definite mitigator as we shall go on to discuss.
As a result, games like Arms and Spider-Man were felt to have been rated too high.
The violence in both was fairly realistic and involved real looking characters, yet the
fact that the games were firmly embedded in fantasy, meant that the violence
lacked impact and could be explained away.
“The jump up to PEGI 16 games from 12 games seems to be massive.” (Mum)
Likewise, PEGI’s guidelines pay attention to violence against human - like characters,
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arguing that the rating should be higher rather than lower. Once again, participants
seemed more interested in tone and theme and often felt that the human - like rule
was not relevant if the game was clearly fantastical.
4.2.2 Quantitative survey headlines
Respondents were shown a short clip of PEGI 12, 16 and 18 games and then asked
whether they agreed with the age rating for the violence shown. The reader is
referred back to Section 4.1.2 for a more detailed description of the research
approach and precise questions asked.
Aggregating the results from all 10 clips at each PEGI classification, across the total
survey sample of 1008 games buyers, we can summarise their opinions towards the
appropriateness of the violence depicted at each age level. It was clearly at PEGI
16 where there was least agreement with the age rating (53%), followed by PEGI 12
(65%). PEGI 18 was generally non-contentious with 89% agreeing with the rating (see
figure 4b).
Figure 4b

People who disagreed with the rating were more likely to say it should be higher, than
to think it should be lower. For PEGI 16 clips, nearly four in ten (38%) thought the age
rating should be higher and only 6% thought it should be lower. At PEGI 12 there was
more split opinion, with 18% thinking the age rating should be higher and 12% thinking
it should be lower. The oldest buyers, aged over 65, were significantly more likely
than other buyers to say the PEGI 16 clip they viewed should be rated higher (47% of
them said so).
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4.3 Detailed reactions to PEGI 7 clips and guidelines
Focus group participants were shown PEGI 7 clips from a number of different games
and asked to spontaneously rate them. See Appendix for a list of these games.
The only clip that jarred with its rating was the one from Need for Speed depicting an
action-packed car chase. The overall tone and imagery of the clip, combined with
the fact that it was depicting erratic driving with realistic looking vehicles, led to many
rating it higher than a PEGI 7. Reading the PEGI 7 Guidelines did not change this
perception and the statement ‘obvious what is happening but do not see the impact
on humans’ was felt to be a little misleading as respondents commented that they
did not have to see the violence being played out to imagine it.
“I think there could be deaths because they are car accidents.” (Mum)
“If it was a cartoon car, then it would be a 7 but because it’s real police cars,
I think that’s probably where it goes to 12.” (Mum)
“It’s the level of violence I think isn’t it? They are telling them to flee the cops
but I would let my 11 year old play it though.” (Mum)
Figure 4c

Most parents and teenagers expected PEGI 7 video games content to be
embedded in fantasy, potentially animation and not to feel or look real in anyway.
The familiarity of the characters, particularly from well-known franchises, and a sense
of obvious goodies and baddies were other mitigating factors. Imagery and tone
were also important and PEGI 7 games tended to be colourful and bright, with
uplifting music and a positive end outcome. Participants did not anticipate any
deaths or violence against real people at PEGI 7 and it was unlikely that the gamer
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would see or dwell on the impact of any violence. At worst, a character would
disappear away (often to be reborn later).
“Sonic the Hedgehog is a seven but I think that’s because he can disappear
and die and things. I think you can still die at 7.” (Mum)
“It’s always going to be a cartoon character, so it’s not anywhere near looking
real but they’ve got to have someone to defeat so you may still get to kill
someone.” (Mum)
Aggravations included realistic looking imagery and an older tone. This was the main
reason why Need for Speed was thought to work better at a PEGI 12 rating; it was
simply too realistic in terms of its setting and characters for PEGI 7.
4.4

Detailed reactions to PEGI 12 clips and guidelines

In the focus groups, the darker and more realistic tone and imagery of games such
as Fortnite was thought to merit a PEGI 12 rating. There was some discussion about
the role of fantasy, especially when the characters were more human- like. Human
protagonists within a realistic looking game led to participants assuming a rating that
was higher than 7. This is very much in line with PEGI’s own Guidelines. Where there
was more confusion and disagreement were when the game depicted human
looking characters within a fantasy setting – the examples shown to participants were
clips from Arms, Dragon Ball Z and Hyrule Warriors. In this instance, participants did
not agree with the PEGI 12 rating and felt that PEGI 7 would be more in line with their
feelings. Teenagers and parents argued that there was no real sense of human
threat or danger and any pain shown on the character’s face, was easy to dismiss
as ‘not real’.
“It’s quite costume orientated isn’t it. It’s all about getting collectible things
and they may go and collect weapons.” (Mum)
“I think you’d probably have tunes and stuff but more cartoony guns.” (Mum)
“More real, perhaps people. Like Fortnite.” (Mum)
Mitigators were very much in line with those from PEGI 7 discussions – fantasy setting,
animation, a bright and light tone and imagery and being from known franchises.
The presence of blood, realistic weapons and sustained violence – especially within
a realistic looking universe – contributed to the feeling that the game in question
should be rated PEGI 12.
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Figure 4d

In the quantitative survey, there was a good degree of consistency in the agreement
with the age rating, for the ten PEGI 12 clips tested. Aggregating across all the clips,
65% agreed with the PEGI 12 rating, and the level of agreement ranged from 59% to
72% for specific clips. (The reader is referred to figure 4.1 and associated
commentary in Section A4.1 at Appendix 4, for full details on the different responses
given for each of the ten specific PEGI 12 clips tested).
The 18% of survey respondents who thought the PEGI 12 clip they had seen should be
rated higher were asked to cite the reasons why, in their own words. Without the
probing of a moderator as in the focus groups, to elicit detailed underlying reasons,
the survey respondents tended to give simplistic answers, often just saying, “because
of the violence”, or similar general remarks (65% of those wanting a higher rating said
as much). Although this could genuinely indicate that it was any violence per se that
was upsetting these respondents. However their next two most popular answers were:
concern of the mental capacity of a 12 year old to understand the difference
between fiction and reality (cited by 15%), and that it’s a fighting game (11%).
4.5 Detailed reactions to PEGI 16 clips and guidelines
The clips at PEGI 16 provoked a lively debate in the focus groups and clearly gave
participants a lot to think about. This was the category at which participants felt that
PEGI had not always got it right and once again the balance between fantasy and
reality dominated discussions. There were elements of Spider - Man and Star Wars
Battlefront to name two of the games clips shown, that felt very real but the fact that
the overall storyline was fantasy based, mitigated once again; to the extent that
some thought these clips could be rated 12.
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Star Wars Battlefront 2, at PEGI 16, was felt to be rated too high given it was such a
well-known science-fiction franchise:
“That’s very similar to Fortnite, the aiming and the shooting and there was no
blood. It’s fantasy.” (Mum)
“It does make it more acceptable because you already know that this is a
story. It’s a fantasy, it’s a thing that you know.” (Mum)
“They are Stormtroopers not people and they are baddies. It’s completely set
in fantasy. 16 is too high.” (Mum)
“I’d have gone for 12. You can’t see any blood. The scenarios aren’t really
sticking to you.” (Dad)
However, the bloody massacre in Warhammer clip was hard to watch, even within
a fantasy setting and the way in which the victims were mown down seemed to
remind participants of real life terrorism attacks. The sexual undertones and threat of
sexualised violence of Uncharted 2 transcended the fantasy setting and was thought
to be potentially disturbing. Participants agreed with the PEGI ratings for both these
games.
Figure 4e

In terms of mitigators, once again fantasy, animation, the game being based on a
well-known franchise (such as Spider - Man), especially if combined with a positive
outcome all worked to balance the violence and diminish its impact. Fantasy at 16
seems to be the key criteria and games that tapped into real live concerns about
attacks close to home and realistic violence and events were seemingly more
difficult to dismiss. Participants were sensitive to the amount of violence and seeing
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the pain inflicted. Relentless violence was another key criterion – all of these issues
were difficult at PEGI 12 and thought to be better suited to PEGI 16 as the Guidelines
suggest.
There was widespread agreement with the PEGI Guidelines at 16 as they were felt to
cover participants’ own concerns. Once again, the issue of real pain / injury within
fantasy was debated and there was still the feeling that violence towards human
looking characters can be mitigated by fantasy as discussed. The immersive nature
of the game was another mitigator for gamers.
“Like, the immersion and the sense that you feel like you’re attached to those
characters, so it impacts you more when something happens to the character,
whereas in, like, the lower ratings, there are, like, no consequences or you don’t
feel anything towards your character.” (Boy 16)
“Also, I think it’s the actual impact of the violence, not the violence itself. I feel
like, you know, if you stab someone, but then if you see them rolling around in
pain, or if they say, like, ‘I have a wife and child,’ or something, that’s, kind of,
scarier.” (Boy 16)
The arcade style of a game can diminish the impact blood and gore and there was
little agreement for the PEGI Guidelines around this issue and the clip from the game
Guns, Gore and Cannoli was felt to be better placed at PEGI 12 than 16.
Fantasy can however feel too real if it becomes too sadistic and horrific and the
concept of torture and dismemberment at PEGI 16 was discussed at length, with
many wondering if a PEGI 18 rating on such content would be more appropriate.
In the quantitative survey, there was a wide variation in the level of agreement with
the age rating, for the ten PEGI 16 clips tested. Aggregating across all the clips, 53%
agreed with the PEGI 16 rating, but the level of agreement ranged from 37% to 64%,
for the different clips. (The reader is referred to figure 4.2 in Section A4.1 at Appendix
4 for the full results for the ten specific PEGI 16 clips tested).
There were 4 clips, which were particularly contentious, where fewer than half of
respondents agreed with the 16 age rating:
•
•
•
•

Yakuza Kiwami 2 (only 37% agreed with the 16 rating and 57% thought it
should be rated higher)
The Last of Us (only 42% agreed and 56% thought it should be rated higher)
Far Cry 4 (only 46% agreed and 49% thought it warranted a higher rating)
Call of Duty Black Ops 4 (only 47% agreed and 45% thought in warranted a
higher rating).

Figure 4.3 and associated commentary in Section A4.1 at Appendix 4 shows the
particular reasons given by the people who thought these four clips warranted a
higher age rating. The reasons tended to reflect back what they had just seen, which
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were respectively: a realistic fatal shooting scene; a suicide; repeated stabbings with
swearing; and a graphic, bloody fist fight.
The 38% of survey respondents who thought the PEGI 16 clip they had seen should be
rated higher were asked to give reasons, in their own words. As with the PEGI 12 clips
they didn’t find it easy to articulate why and their top answer was general remarks
about the violent content of the clip (43%). However the most popular answers
mentioning something specific were: extreme violence/ torture or killing (cited by 15%
of those who wanted a higher rating); concern over trivialising violence or copycat
behaviour amongst this impressionable age group (cited by 12%); and graphic or
gory violence (cited by 10%).
4.6 Detailed reactions to PEGI 18 clips and guidelines
There was widespread agreement that the clips shown in the focus groups were firmly
PEGI 18 ratings (although it should be noted that these clips were not shown to the
teenager groups, even though they knew most of the games, as they were under 18
years of age.) In fact, many parents felt shocked that this type of content appeared
in a game and could not see the appeal of, for example, games with sadistic torture,
child abuse or real looking terrorist massacres.
The only game that was not in line with PEGI 18 expectations, was Destiny as once
again, the overall fantasy tone diminished the impact of the violence. For the most
part, the violence depreciated in the clips shown was very realistic looking and both
the protagonists and victims were ‘human’. In addition the narrative of some games
was felt to be compelling and film – like in its depth and product values; as such there
was potential to be disturbing to children younger than 18.
Aggregating across all ten PEGI 18 clips we tested in the quantitative survey, the vast
majority, 89%, agreed with the PEGI 18 rating. Setting aside one outlier, Fist of the
North Star, the level of agreement ranged between 86% to 97% for the specific clips
- so there was a high degree of consistency in agreement that the violence in these
clips should be rated 18. Fist of the North Star had a different tone to the other clips,
with a more slapstick cartoon feel; so this may explain why 74% agreed with its 18
rating but 18% thought it deserved a lower rating. There were three other clips where
8% - 11% thought it should be rated lower – Tomb Raider, Mortal Combat X and
Wolfenstein II – all of which had a clear ‘story’ setting (adventure, fantasy and
alternate history respectively) which may have been mitigating. (See figure 4.4 and
associated commentary in Section A4.1 at Appendix 4, for further details on the
specific PEGI 18 clips tested).
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5 The impact of fantasy or realistic context on
perceptions of violence at PEGI 16
A paired comparison test was undertaken in the quantitative survey to assess the
impact of a fantasy context on mitigating the violence depicted at PEGI 16. PEGI 16
was chosen as the age classification to investigate because it had prompted most
debate at the qualitative phase.
A summary of the key findings from this controlled test is given below, and the
following sections document the research method (5.1) and the detailed findings (5.2
– 5.4).
Aggregating across all pairs of clips tested by the sample as a whole, slightly fewer
agreed with the PEGI 16 age rating for the realistic than the fantasy clips (55% vs.
60%); and more buyers thought that the realistic clips warranted a higher age
classification (32%) than thought so for the fantasy clips (19%).
So at face value, a fantasy context appeared to be mitigating the violence
depicted. Upon closer inspection of reasons behind people’s PEGI classification
preferences we found that this was not always the case: in half the individual pairs
tested the fantasy setting was clearly mitigating the violence shown, whilst in the
other half it was more equivocal.
For the clips designated as realistic, the primary aggravators causing a PEGI 16 or a
higher rating to be perceived as necessary were: contemporary weapons, the
protagonist being visibly hurt or killed and graphic or gory violence. The realistic
setting and characters were secondary aggravators.
For the fantasy clips, six in ten thought the PEGI 16 rating was acceptable - because
the fantasy setting could offset, to a degree, the visible injury/fatality and present
day weapons. Whilst for the minority of people who thought the fantasy clip should
be rated lower than age 16, the key mitigators were: lack of graphic/gory violence,
no blood but also the fantasy setting.
5.1 Method for testing whether fantasy setting mitigates
The aim was to conduct a paired comparison test of realistic vs. fantasy clips at PEGI
16 and evaluate whether the fantasy setting in any way mitigated the violence
depicted and so influenced people’s opinions as to whether the PEGI 16 ratings was
appropriate or not.
Each respondent was shown a pair of clips (selected at random from the full range
of clips provided by VSC), each lasting around 15 second duration and showing
similar footage in terms of the violence depicted but:
•
•

one clip had a realistic setting and characters
one clip had a fantasy setting and characters.
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So it was a matched pair of clips, controlling for type and severity of violence but with
one key variable: fantasy vs. realistic setting.
The order of presentation of the realistic vs. fantastical clips was randomised across
the sample, to prevent order effects – so half saw the fantasy clip first and half saw
the realistic clip first.
There were 10 pairs of clips tested across the whole sample of just over 1,000 buyers,
so c. 100 respondents saw each pair. This was so that when considering the results in
aggregate, it would be taking it a good range of different content, rather than
basing the judgement on just a few clips from a few games.
The full list of realistic and fantasy clips evaluated in the research is at Appendix 3,
with further details of what type of violence was contained in the footage of specific
pairs. In summary, five of the matched pairs showed gun violence and the other five
depicted violence with blades. The realistic settings depicted were varied: modern
urban settings in three clips, rural settings in two, modern warfare in two and action
adventure in three. The fantasy settings included space/futuristic/sci-fi in six clips,
historical in two, and fantasy/mythical in two; sometimes there were non-human
characters within the footage.
Note that the clips shown were always depicting violence that was representative of
the PEGI 16 classification under current guidelines, even though 14 of the 20 clips
tested were taken from games that were classified as PEGI 18 due to other more
violent content elsewhere within it, or for other reasons.
The test was introduced by explaining to respondents that the clips they were going
to view were rated PEGI 16. And they should consider whether they agree that a PEGI
16 rating is appropriate for the level of violence in each clip. After viewing the first
clip they were asked whether they agreed with the PEGI 16 rating for this game,
based on what they had just seen, or whether they disagreed and thought it should
be rated higher or lower:
C1. Do you agree or disagree that the violence in this video game should be
rated PEGI 16?
1. Agree – it should be rated 16 (i.e. it’s only suitable for those aged 16+)
2. Disagree – it should be a lower age rating (i.e. it’s suitable for players
younger than 16)
3. Disagree – it should be a higher age rating (i.e. it’s only suitable for those
aged 18+)
4. Unsure
They were then asked a follow up question, prompting with a list of factors, and asking
which of any of these were reasons for the answer they had just given. The reader is
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referred to the questionnaire at Appendix 6, to see the different reasons that were
included on the prompted answer list, since these varied according to what answer
they had given at the preceding question.
This process was repeated for the second clip.
Note that there are a number of issues to take into consideration when interpreting
the fantasy vs. realism comparison data. Firstly, the fantasy context/ storyline may
not be immediately evident in a 15 second clip. Other factors apart from setting may
be influencing people’s views on the expected age rating e.g. the tone or theme of
the game, as well as the familiarity/popularity of the fantasy setting, especially if a
well-known franchise e.g. Star Wars; (as discussed in chapter 4).
5.2 Extent of agreement with PEGI 16 rating according to context
Aggregating the results from all 10 pairs of clips, across the total survey sample of 1008
games buyers, there was a statistically significant difference in the pattern of results
for realistic vs. fantasy clips. Games buyers were significantly more likely to agree with
the ratings for the fantasy clip they viewed (60%) than for the realistic clip (55%). And
most of those disagreeing with the PEGI 16 rating for the realistic clip wanted it to be
rated higher, whilst those disagreeing with the PEGI 16 rating for the fantasy clip had
split opinion, with similar proportions wanting it to be rated higher as lower (see figure
5a).
Figure 5a

Overall, 32% of games buyers thought the realistic clip they viewed warranted a
higher rating and was only suitable for those aged 18+, whereas only 19% thought
the fantasy clip should be rated higher; the net difference of 13% is statistically
significant. Conversely, 10% thought the realistic clip deserved a lower age rating
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and was suitable for players younger than 16, compared with 17% for the fantasy clip;
again the net difference of 7% is statistically significant.
Therefore, it would appear that across the range of clips tested, the fantasy setting
was mitigating the violence, at least to some extent. However the degree to which
the opinions varied was different for different pairs of clips (see Section 5.3).
There were some subtle variations according to the gender and age of the buyer:
•

•

Among men, 27% thought the realistic clip they had viewed should be a
higher age rating, compared with 17% for the fantasy clip – a net difference
of 10%. Among women, 36% thought the realistic clip they had viewed
should be a higher age rating, compared with 20% for the fantasy clip – a net
difference of 16%. So women were slightly more inclined than men to feel
realistic settings warranted a higher classification than fantastical settings.
Across all ages of buyers, more people thought the realistic clip warranted a
higher age rating, than thought the same for the fantasy clip. However the
degree of difference increased amongst buyers aged over 55, and
particularly amongst over 65s i.e. the realistic vs. fantasy setting seemed to
have more influence on their opinions. And 25-34 year old buyers appeared
to be the least influenced by the setting.1

5.3 Detailed reactions to specific clips
When we look at the disaggregated results there was a different pattern of responses
for different pairs of clips.
As with the PEGI 16 clips we had tested earlier for age appropriateness (see Section
4.5) there was a wide variation in the level of agreement with the age rating:
between 45% and 68% agreed with the 16 age rating for the fantasy clips and
between 33% and 72% for the realistic clips.
For half of the paired clips (5, 6, 7, 8 and 9) the setting made a difference in the
proportion who agreed with the PEGI 16 age rating as being appropriate for the
violence depicted. For the other half of the pairs we tested (1, 2, 3, 4, and 10) there
was little difference (5% or less) in the proportion who agreed with the PEGI 16 rating;
although this hides the fact that the main direction of disagreement (higher or lower)
was opposite for three of these pairs (1, 2 and 10). The reader is referred to figure 4.5
and associated commentary in Section A4.2 at Appendix 4 for more details.
On closer inspection of how people disagreed with the PEGI 16 rating, it would seem
that a fantasy setting is more effective in mitigating the violence depicted in some

In each age group the results for % thinking realistic clip should be rated higher, % thinking fantasy
clip should be rated higher, and % net difference were. 16-24s: 26%, 14%, +12%. 25-34s: 25%, 16%, +9%.
35-44s: 26%, 15%, +11%. 45-54s: 36%, 24%, +12%. 55-64s: 38%, 23%, +15%. Over 65s: 40%, 20%, +20%.
1
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games than others. In half of the comparison pairs we tested there was a clear
impact of setting on people’s opinions towards the violence, whilst in the other half
the influence of the setting was less significant:
For five of the ten comparison pairs (1,2, 8, 9 and 10), the general direction of
disagreement with the PEGI 16 rating was opposite, with more people expecting the
fantasy clip to be a lower age rating, whereas the realistic clip to be a higher age
rating. The type and degree of violence depicted in these pairs (involving guns and
limited blood) was clearly less disturbing in a fantasy setting. So for these clips we
infer that the fantasy setting did evidently have an impact on perceptions and was
effective at mitigating the violence portrayed. (See figure 4.6 and associated
commentary in Section A4.2 at Appendix 4 for more details).
There were four comparison pairs (4, 5, 6 and 7) where those disagreeing with the
PEGI 16 rating generally expected the clip to be rated higher, although more so for
the realistic clip than the fantasy clip. The type and degree of violence depicted in
these pairs (involving knives/blades, close-ups, lots of blood) was disturbing even in a
fantasy setting. So at best, the fantasy setting can only be partially mitigating the
violence depicted. And there must be other influencing factors involved for
dissenters to still think that on balance, the fantasy clip merited a higher rating
anyway, despite its fantastical context. (See figure 4.7 and associated commentary
in Section A4.2 at Appendix 4 for more details).
There was one comparison pair (3) where those disagreeing with the PEGI 16 rating
generally expected a lower age classification, irrespective of the setting (see figure
4.8 at Appendix 4).
5.4 Whether fantasy mitigates, relative to other factors
This section reports on the reasons why people agreed with the PEGI 16 ratings, or
thought the age rating should be higher or lower, and how these reasons varied for
the realistic vs. the fantasy clips.
In summary, the comparison test found that realism of characters and weapon used
were aggravating factors for the age rating of violence, whilst a fantasy setting and
non-graphic depiction were mitigating factors. The interplay of these various factors
is complex and subtle, such that fantasy settings only reduce the impact of the
violence depicted on some occasions and only to a limited extent; aggravating
factors sometimes over-ride the fantasy element.
There were however other possible influential factors identified - based on
respondents’ pattern of answers and subjective observation of the paired clips.
These were: player perspective (first person/ perpetrator vs. third person/ observer),
type of violence (close-up, gang-related, relentless vs. slapstick), consequence
(pain, injury, death, lots of blood vs. no obvious impact) and tone (dark and heavy
vs. light and bright).
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5.4.1 What drives agreement with the PEGI 16 rating
Aggregating across all the clips tested, most people agreed with the PEGI 16 rating
for the clips viewed: 60% for the fantasy clips and 55% for the realistic clips (see figure
5a in Section 5.2 earlier). These respondents were shown the list of reasons in figure
5b below, which included a mix of aggravating and mitigating factors, and asked
which of these factors made them agree with the 16 age rating. It is the rank order
of answers which is pertinent here and the difference in how many cited each reason
for the fantasy vs. the realistic clips.
Looking at both the aggravating and mitigating factors together, the top three
answers for justifying the PEGI 16 rating for the realistic clips were: ‘use of present day
weapons’ (40%), ‘you can see that the character has been hurt or killed’ (38%) and
‘it looks/feels realistic’ (26%). Each of the aggravating factors received more
mentions than any of the mitigating factors. The pattern of answers was quite
different for the fantasy clips - the top three answers were: ‘you can see the
character has been hurt or killed’ (31%), ‘fantasy setting’ (30%) and ‘use of present
day weapons (25%); so aggravating death/injury and weapons were offset by the
mitigating fantasy context.
Figure 5b

The rank order of aggravating factors was broadly the same, irrespective of fantasy
vs. realistic context; apart from ‘the characters are realistic’ which was higher up the
ranking for the realistic clips.
The top two aggravating factors justifying a PEGI 16 classification were ‘use of present
day weapons (e.g. guns, knives)’ and ‘you can see that the character has been hurt,
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or killed’; irrespective of whether the clip was in a fantasy or realistic setting.
However people were more likely to say ‘it looks/ feels realistic’ or ‘the characters are
realistic’ when evaluating the realistic clip (26% and 22% respectively), than the for
the fantasy clip (20% and 11%). They were also more likely to cite use of present day
weapons for the realistic clip, and visibility of the character being killed or injured. This
suggests that perceived realism does aggravate to a degree.
The rank order of mitigating factors was different for the fantasy vs. realistic clips. The
‘fantasy setting’ was the top mitigating factor cited for justifying a PEGI 16
classification when evaluating the fantasy clip; ahead of other issues such as sound
effects, lack of graphic, gory or bloody violence, and characters not appearing to
be affected by the violence. More people mentioned ‘fantasy setting’ for the
fantasy than the realistic clips (30% vs. 11%), and also the answers ‘it is not realistic’
and ‘the characters are not humans’. So the fantasy context was clearly an
important factor in making the violence depicted acceptable at PEGI 16.
5.4.2 Whether realism aggravates when people think the age rating should be higher
Across all the clips tested, 32% thought the realistic clip they had viewed should be a
higher age rating and 19% thought so for the fantasy clip (see figure 5a in Section 5.2
earlier). These respondents were shown the list of reasons in figure 5c below and
asked which of these factors made them think it should be a higher age rating. Again
it is the rank order of answers which is pertinent here as well as the difference in the
% citing each reason for the fantasy vs. the realistic clips.
Increasing knife crime was high profile in the UK media at the time of the survey, so it
is perhaps not surprising that modern day weapons was the top aggravator. The
three primary aggravators were the same, irrespective of the fantasy vs. realistic
setting, namely: ‘use of present day weapons (e.g. guns’ knives)’, ‘there is graphic or
gory violence’ and ‘you can see that the character has been hurt or killed’.
Realism was a secondary aggravator, being the next most popular answers for the
realistic clips, with 49% saying because ‘it looks/feels realistic’ and 41% saying ‘the
characters are realistic’. ‘The characters are realistic’ was much more likely to be
mentioned for the realistic clip than the fantasy clip (41%. Vs. 23%), as was the realistic
look/feel and the use of present day weapons.
In summary those who felt the clip should be rated higher were more likely to cite
contemporary weapons and graphic portrayal of injury or fatality were the key issues,
ahead of the realistic setting or characters.

45

Figure 5c

5.4.3 Whether fantasy mitigates when people think the age rating should be lower
Aggregating across all the clips tested, only 10% thought the realistic clip they had
viewed should be a lower age rating and 17% thought so for the fantasy clip (see
figure 5a in Section 5.2 earlier). These respondents were shown the list of reasons in
figure 5d below and asked which of these factors made them think it should be a
lower age rating.
The three primary mitigators were the same, irrespective of the fantasy vs. realistic
setting, namely: ‘it’s not graphic or gory violence’, ‘fantasy setting’ and ‘there is no
blood’. However, mention of a ‘fantasy setting’ was higher for the fantasy clips than
the realistic clips (52% vs. 41%), as was the response ‘it’s not realistic’.
So lack of graphic, gory or bloody violence were key in making a minority of people
think the age rating should be lower; but a fantasy setting was also as important in
mitigating for the fantasy clips.
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Figure 5d
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6 Conclusions and implications
In this chapter we draw some conclusions from both the qualitative and quantitative
research and discuss some of the implications.
From the focus group participants we heard that they believe the PEGI classification
system is doing a difficult job well. They were happy for PEGI to take a stricter stance
about violence in video games although they often felt that this issue was personally
less worrying than the unfiltered, unmonitored YouTube and more disturbing violence
in films.
Parents’ views (especially mums) remained quite ambiguous about violence in video
games – at one level they were keen to stress that they have protective factors in
place and their child knew that the violence was ‘not real’ and they could cope;
whilst on the other hand there was a sense that exposing children and teens to this
type of content does not feel morally ‘right’. The PEGI App was felt to present an
exciting opportunity to give increased knowledge, and power, in decision-making
about what games were age appropriate for their children.
Overall, in both the focus groups and the survey, there was a mismatch between
adults’ attitudes to violence in video games and their behavior. Parents said that it
is important to protect children from ‘harmful’ violence but there was often loose
adherence to age ratings when purchasing, often applying the ‘one up’ rule in
deciding what children could play, or with teens not even knowing what they are
playing, especially when they download the game. Parents argued that their
children know ‘it’s only a game’ and there are no long-term negative impacts from
playing but upon viewing the actual clips they were sometimes shocked and the
fantasy settings did not always mitigate for violence fully. In the survey, the majority
said that PEGI ratings could be trusted but yet nearly four in ten thought the PEGI 16
clip they actually viewed warranted higher age rating.
In the survey, sexual violence was the type of violence that buyers were most
concerned to protect their children from seeing; followed by sadistic violence, then
torture. The qualitative research suggest that PEGI needs to continue to pay
attention to the following areas:
•
•
•

Violence which is sexual, sadistic, gratuitous and against the vulnerable
Any scenes which could be realistic and ‘could happen’ – torture with
everyday items, kidnapping, terrorism
The film-like quality of some games, narratives and immersive identifications
with characters can combine and have an impact on the ‘feel’ of the
violence.

Overall the responses were somewhat more cautious or conservative in the survey
than in the focus groups. In the survey substantial proportions disagreed with some
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clips’ PEGI 16 or PEGI 12 ratings and thought they should be higher. However, in the
focus groups some people readily admitted a relaxed or ambiguous approach to
regulating their children’s gaming, expressing that the fantasy setting of some of the
games discussed at PEGI 12 and 16 meant they should be classified lower than they
actually were. There was more time and more in-depth discussions in the focus
groups to cover this complex issue, which allowed parents to admit how their
behaviour was not always in line with their attitudes and how they could be
persuaded by gaming teens in particular. PEGI 18 was non-contentious in both the
survey and focus groups – where an 18 rating had applied to the clips viewed, the
vast majority of people thought this was appropriate.
Interestingly, the video games that prompted the greatest debate in the focus
groups were at the PEGI 12, and especially the PEGI 16 age ratings. It was felt by
participants that violence towards human-like characters could be mitigated by a
fantasy setting. Fantasy imagery and light feel meant they were comfortable with
the set age rating or even a lower rating could be acceptable; whilst darker more
realistic tone, extremely graphic/gory or relentless violence, real weapons, seeing the
impact of pain during injury/fatality, or sexual undertones warranted the set rating.
When we tested systematically the impact of a fantasy vs. realistic setting on
perceptions of the violence depicted at PEGI 16, in the survey, the results were mixed.
For some clips the fantasy setting did mitigate the impact of violence, but to a
greater or lesser extent depending on the actual footage. Those who agreed with
the PEGI 16 rating for the fantasy clip seen cited the fantasy setting as a reason why,
ahead of other factors.
However other considerations could over-ride the
fantasy/realism aspect such that some people thought a higher age rating was
needed for the clip they viewed, namely use of present-day weapons (e.g. guns,
knives), graphic/gory violence, and the visible impact of the injury/fatality inflicted
on the character.
Increasing media attention around knife crime may lead to greater vigilance by
parents of ‘imitable’ video game content and weapons used. Tolerance of violence
involving knives at PEGI 16 may decrease.
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broader range of business issues.
She has conducted published research for the British Board of Film Classification since
2009, collaborating with Nicky to evaluate their Guidelines on several occasions, the
most recent of which was in 2018.
More recently, as Founder of a charitable organisation focused on developing
inclusive communities, Bernice has a particular interest in ensuring the relevance of
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Bernice is a Certified Member of the Market Research Society and works under the
Code of Conduct with IQCS registered fieldwork and data processing agencies. She
is a registered Data Controller with the ICO.
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Jacinta Ashworth is an independent research consultant with over 25 years’
experience in conducting market and social research. She is a certified (full) member
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and is currently in her second term of office.
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Appendix 2: Clips tested in the qualitative phase of
research
Below are the clips which were tested in the qualitative focus groups (see Section
4.1.1 earlier for more details).
PEGI 7
Minecraft
Mothergunship
Need for Speed Payback
Plants vs Zombies Garden Warfare
Tower of Guns
PEGI 12
ARMS
Dragon Ball Fighter Z
Fortnite Battle Royale
Hyrule Warriors
Super Smash Bros
PEGI 16
Guns, Gore and Cannoli
Spider-Man
Star Wars Battlefront 2
Total War Warhammer
Uncharted 4
PEGI18
A Way Out
Call of Duty Modern Warfare 2
Destiny 2
Detroit Become Human (two clips)
Grand Theft Auto
Life is Strange.
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Appendix 3: Clips tested in the quantitative phase of
research
Below are the clips which were tested in the quantitative survey, first the 10 clips at
each of PEGI 12, 16 and 18 that were tested for age appropriateness (see Section
4.1.2 earlier for more details), and second the paired comparison clips at PEGI 16
which varied the realistic vs. fantasy setting (see Section 5.1 earlier).
The footage in all the clips was different, even if the same game is represented more
than once.
Note that the clips shown were always depicting violence that was representative of
the age classification being assessed, under current guidelines, even if the game itself
was rated higher due to other more violent content within it, or for other reasons. This
was the case with most of the PEGI 16 clips, which were taken from PEGI 18 rated
games but which were representative of violence that would be categorised as PEGI
16; there was also one clip tested at PEGI 12 which was taken from a PEGI 16 game.
PEGI 12

PEGI 16 continued

Dragon Ball Fighter Z

Red Dead Redemption II

Dragon Quest Heroes II

The Last of Us

Final Fantasy XV

UFC 3

Fire Emblem Warriors

Yakuza 6

Jump Force

Yakuza Kiwami 2

Kingdom Hearts 3
My Hero One’s Justice

PEGI 18

Naruto Shippuden Ultimate Storm 4

Dead Space 2

One Piece Burning Blood

Fist of the North Star

Street Fighter V

Gears of War 4
Mortal Combat X

PEGI 16

Outlast Whistleblower

Assassin’s Creed Origins

Red Dead Redemption II

Bioshock Infinite

Resident Evil 2

Call of Duty Black Ops 4

Tomb Raider

Detroit Become Human

Until Dawn Story Edit 2

Far Cry 4

Wolfenstein II Story Edit 2.
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PEGI 16 comparison pairs

1.
2.
3.
4.
5.
6.
7.
8.
9.
10.

Realistic

Fantasy

Call of Duty Black Ops 4
Uncharted 4
Uncharted 3
Hitman Sniper Assassin
Far Cry 5
Hitman
Hitman
Uncharted 4
Yakuza 6
Call of Duty Black Ops 4

Star Wars Battlefront 2
Mass Effect 3
Dead Space 3
Borderlands 2
Horizon Zero Dawn
Order 1886
Elder Scrolls Online
For Honor
Fist of the North Star
Destiny 2

Five of the pairs (1, 2, 3, 4 and 10) involved gun battles (one of which was killing from long
range through telescopic sights - 4).
The other five depicted blades: two with knives (pairs 6 and 7), one with swords (pair 8), one
bow and arrow or crossbow (pair 5); and the last pair (9) with mixed weapons including
swords and clubs.
In the realistic clips the settings were:
•
•
•
•

modern urban settings (Yakuza in pair 9, and Hitman in pairs 6 and 7)
rural settings in Hitman Sniper Assassin (pair 4) and Far Cry 5 (pair 5)
modern warfare in Call of Duty Black Ops 4 (pairs 1 and 10)
action adventure settings in the Uncharted franchise (pairs 2, 3 and 8).

In the fantasy clips, sometimes there were non-human characters within the footage, and
the settings were varied including:
•

•
•

space/futuristic/sci-fi (Star Wars Battlefront 2 in pair 1, Mass Effect 3 in pair 2, Dead
Space 3 in pair 3, Borderlands 2 in pair 4, Fist of the North Star in pair 9 and Destiny 2
in pair 10)
historical (Order 1886 in pair 6 and For Honor in pair 8)
fantasy/mythical (Elder Scrolls Online in pair 7 and Horizon Zero Dawn in pair 5).
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Appendix 4: Additional supporting evidence
The charts included here provide additional supporting evidence from the quantitative
survey. Where specific clips are mentioned the reader is referred to Appendix 3 for a full
description of the type of violence shown in the footage of that clip.
A4.1 Agreement with PEGI age ratings
This section reports the detailed results for the specific clips tested for age appropriateness
at PEGI 12, PEGI 16 and PEGI 18.
When testing the PEGI 12 clips, there were five clips where those disagreeing the age rating
mainly expected it to be higher: Final Fantasy XV, Fire Emblem Warriors, Street Fighter V,
Jump Force and Naruto Shippuden Ultimate Storm4. There was only one clip where more
people thought the age rating should be lower, rather than higher: My Hero’s One Justice.
On the remaining four clips – Kingdom Hearts 3, Dragon Ball Fighter Z, Dragon Quest Heroes
II, One Piece Burning Blood - disagreement on the age ratings was evenly split, with very
similar proportions thinking it should be rated higher and lower (see figure 4.1).
Figure 4.1

When testing the PEGI 16 clips, there were four clips where many people (over 4 in 10)
disagreed with the age rating and thought it should be higher: Yakuza Kiwami 2, The Last
of Us, Far Cry 4 and Call of Duty Black Ops 4. There were a further five clips where those
disagreeing with the age rating mainly expected it to be higher: Bioshock Infinite, Yakuza
6, Detroit Become Human, Red Dead Redemption II and Assassin’s Creed Origins. There
was only one clip where disagreement on the age rating was mixed, with fairly similar
proportions thinking it should be rated higher and lower: UFC3 (see figure 4.2).
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Figure 4.2

Figure 4.3 below shows, for the PEGI 16 clips which more than four in ten people thought
should be rated higher their reasons behind this. Their reasons reflected back what they
had just seen in the clips, since Yakuza Kiwami 2 depicted two graphic, fatal shootings with
blood spurting out; the Last of Us showed a suicide by a shot to the head; Far Cry 4 showed
a one character being repeatedly stabbed and his assailant uses the F word; and Call of
Duty Black Ops 4 showed a female protagonist engaged in a fist fight against 4 male
opponents and she is knocked to the ground and blood spurts from her mouth.
Figure 4.3
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When testing the PEGI 18 clips, there was a high level of agreement with the rating for all
clips tested. The four clips with the most disagreement, where a significant minority (at least
1 in 12) thought that the violence depicted in the clip should be lower were: Fist of the North
Start, Tomb Raider, Mortal Combat X and Wolfenstein II (see figure 4.4).
Figure 4.4
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A4.2 Effect of realistic vs. fantasy setting on PEGI 16 classification
This section reports the detailed results for the paired clips tested, on how the realistic vs.
fantasy setting affected opinions of the age appropriateness of the violence depicted.
The reader is referred back to Appendix 3 for descriptions of what type of violence was
depicted in the various specific pairs of clips presented to respondents.
In around half of the pairs, the fantasy setting appeared to have a clear mitigating effect
whilst in the other half the results were more equivocal.
Figure 4.5 below shows how for five of the comparison pairs (5, 6, 7, 8 and 9), there was a
substantial difference in the % agreeing with the PEGI 16 rating, thereby suggesting that the
setting was influencing people’s opinions of the violence depicted.
Conversely for the other five comparison pairs (1, 2, 3, 4 and 10), the setting had little impact
on the proportion who agreed with the age rating, such that there was less than 5%
difference in the % agreement with the PEGI 16 rating for the realistic clip and the fantasy
clip (see figure 4.5). However, this hides the fact that the main direction of disagreement
(higher or lower) was opposite for three of these pairs: 1, 2 and 10; (as shown in figure 4.6).
Figure 4.5

Figure 4.6 overleaf identifies five comparison pairs (1,2, 8, 9 and 10) where, on balance,
more people expected the fantasy clip to be a lower age rating, whereas the realistic clip
to be rated higher. In other words, the general direction of disagreement was opposite –
requesting a lower classification for fantasy and higher for realistic. So for example, on pair
9, more people thought the realistic clip Yakuza should be at a higher rating (30% said so)
than a lower rating (18%); whilst conversely, more people thought the fantasy clip Fist of the
North Star should be rated at a lower rating (25%) than at a higher rating (13%). The
inference is that the fantasy setting was effectively mitigating the violence depicted in
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these pairs.
Figure 4.6

Figure 4.7 below shows the four comparison pairs (4, 5 6 and 7) where those disagreeing
with the PEGI 16 rating generally expected the clip to be rated higher, but more so for the
realistic clip than the fantasy clip. For example, on pair 7, which both depicted knife/blade
killings, 59% thought the realistic clip from Hitman should be rated higher, whilst 44% thought
the fantasy clip from Elder Scrolls Online should be rated higher. The inference is that the
fantasy setting can only be partially mitigating the violence portrayed. There are likely to
be other contributory factors as to why, on balance, people still thought these clips
warranted a higher rating, irrespective of setting. The fantasy setting mitigated most in
comparison pair 5 which depicted cross bow killings in the realistic clip from Far Cry 5 and
bow and arrow killings in Horizon Zero Dawn.
Figure 4.7
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There was one comparison pair (3) where those disagreeing with the PEGI 16 rating
generally expected a lower age rating, irrespective of the setting (see figure 4.8 below).
The clips from Uncharted 4 and Dead Space 3 both portrayed a fatal shooting on a moving
train; the former is action adventure third person shooter and the latter is similar but in a
space/sci-fi context. As such, the realistic clip from Uncharted 4 was perceived as the least
concerning of all the realistic clips tested, with 24% thinking it should have a lower age
rating, being suitable for players younger than 16.
Figure 4.8
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Appendix 5: Quantitative fieldwork agency
Online (Panel) interviewing
The general public and teenagers samples were accessed via nationally representative
online panels run by Public Knowledge.
Public Knowledge also hosted the BBFC Website Visitors & App surveys. These surveys were
promoted via social media and PR, and so will have attracted some first-time visitors as well
as those who regularly use these BBFC services.

Public Knowledge is a division of DRG, an award-winning top 100 UK research group that
provides research across all sectors, from media & brands, to public sector & charities.
Public Knowledge benefits from an in-house panel for on-line research.
The panel has over 230,000 registered members across the UK
We store over 800 fields of information on our members that allows us to target respondents
according to their location and demographic profile. In addition, many of our panel
members have opted-in to provide us with parental permission to conduct research with
over 40,000 children of our panellists.
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Appendix 6: Quantitative questionnaire
PUBLIC CONSULTATION SURVEY:
ATTITUDES TO VIOLENCE IN VIDEO GAMES AND PEGI AGE CLASSIFICATION
Version 7.0
Screeners and Quotas

SQ1

How old are you? SINGLE CODE
1.
2.
3.
4.
5.
6.
7.
8.

Under 18
18-24
25-34
35-44
45-54
55-64
65+
Prefer not to answer

(CLOSE)

ONLY THOSE ADULTS AGED 18+ CONTINUE WITH REST OF INTERVIEW.
DISPLAY: We would now like to ask you some questions about gaming.

SQ2

In the last 12 months, have you bought any video games for any child or teenager aged under 18 – to play on
a PC/laptop or games console? (It might be your own child or someone else’s. Games played on a mobile
phone or tablet don’t count).
MULTICODE
1. Bought a boxed game (on a disc or with a download code)
2. Bought and downloaded/streamed a game from online
3. Done neither of these CLOSE
N.B. DEFAULT SAMPLE BASE FOR ALL REMAINING QUESTIONS, UNLESS OTHERWISE STATED, IS:
BOUGHT GAMES (BOXED OR DOWNLOADED) IN LAST 12 MONTHS FOR CHILD AGED UNDER 18 [
SQ2 (code 1 or 2) ].

SQ3
And what are the ages of the children you have bought video games to play on a PC/laptop or
games
console, in the last 12 months? (It could be your own children or someone else’s). Please
tick all that apply.
MULTI CODE

1.
3.
4.
5.
6.
7.
8.
9.

0-2 years old
3 years old
4 years old
5 years old
6 years old
7 years old
8 years old
9 years old

10.
11.
12.
13.
14.
15.
16.
17.
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10 years old
11 years old
12 years old
13 years old
14 years old
15 years old
16 years old
17 years old

SQ4 What is the occupation of the MAIN INCOME EARNER in your household? SINGLE CODE

Higher managerial/ professional/ administrative e.g. Established doctor,
Solicitor, Board Director in a large organisation (200+ employees, top
level civil servant/public service employee)

Intermediate managerial/ professional/ administrative e.g. Newly
qualified (under 3 years) doctor, Solicitor, Board director small
organisation, middle manager in large organisation, principle officer in
civil service/local government

Supervisory or clerical/ junior managerial/ professional/ administrative
e.g. Office worker, Student Doctor, Foreman with 25+ employees,
salesperson

Skilled manual worker e.g. Skilled Bricklayer, Carpenter, Plumber, Painter,
Bus/ Ambulance Driver, HGV driver, AA patrolman, pub/bar worker

Semi or unskilled manual work e.g. Manual workers, all apprentices to be
skilled trades, Caretaker, Park keeper, non-HGV driver, shop assistant

Full time education

Unemployed for over six months (if less than six months, please choose
the response above which best matches your last job)

Code Socio-economic group:
1.
2.
3.
4.
5.
6.
7.
8.

SQ5

A
B
C1
C2
D
E
Undetermined
Prefer not to answer

Where do you live? SINGLE CODE FROM MAP
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.

North East
Yorkshire and Humberside
East Midlands
East Anglia
Greater London
South East
South West
Wales
West Midlands
North West
Scotland
Northern Ireland
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Section A: Awareness and opinion of PEGI

A1

To what extent do you think it is important for video games (either boxed or downloaded) to always show an
age classification? SINGLE CODE

1.
2.
3.
4.
5.

Very important
Quite important
Unsure
Not very important
Not at all important

DISPLAY:
Video games are classified in this country using PEGI age ratings which are set by the Video Standards Council.

Where PEGI symbols are shown on boxed games or online they appear like this:

A2

Have you seen these PEGI age rating symbols on video games you’ve bought in the last 12

months?

SINGLE CHOICE IN EACH COLUMN (COLUMNS APPEAR ACCORDING TO PUCHASING BEHAVIOUR
CODED AT SQ2)
(display on screen as a grid)

…when buying a
boxed game

…. When buying an
online game by
downloading/ streaming

Yes, I always see a PEGI rating
Yes, I sometimes see a PEGI rating
No, I’ve not seen a PEGI rating

A3

Do you check for PEGI age ratings when buying boxed video games or purchasing via online download?
SINGLE CODE

1.
2.
3.
4.
A4

Yes, I always check for the PEGI ratings
Yes, I sometimes check for the PEGI ratings
No, I never check for the PEGI ratings
Unsure

And how much do you trust PEGI age ratings? SINGLE CODE

1.
2.
3.
4.
5.

I trust them all the time
I trust them most of the time
I can’t say/ have no view on this
I don’t trust them most of the time
I don’t trust them at all
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Section B: Opinion of whether PEGI ratings are in line with expectations
DISPLAY:
We will be asking your opinion of the appropriate age rating for certain levels of violence in video games. Please
answer based on your experience of what you feel is appropriate for the children you buy video games for.
Now you’re going to see some 15 second long clips from actual video games and asked about each one in turn….
N.B. ORDER OF ASKING QUESTIONS B2, B3, B4 IS RANDOMISED
SHOW PEGI12 RATED CLIP (CHOSEN AT RANDOM FROM TEN 12-RATED CLIPS)
B1

The clip you’ve just seen is from a game rated PEGI12. Do you agree with a PEGI12 age rating for this level of
violence, or not? SINGLE CODE

1.
2.
3.
4.

Yes, it should be rated 12
No, it should be a higher age rating
No, it should be a lower age rating
Unsure

IF “NO, IT SHOULD BE A HIGHER RATING” – CODE 2 AT B1, ASK:
B1a

Why do you think this game should be a higher age rating? Please give full reasons for your answer.

TYPE IN
Unsure

SHOW PEGI16 RATED CLIP (CHOSEN AT RANDOM FROM TEN 16-RATED CLIPS)
B2

The clip you’ve just seen is from a game rated PEGI16. Do you agree with a PEGI16 age rating for this level
of violence, or not? SINGLE CODE

1.
2.
3.
4.

Yes, it should be rated 16
No, it should be a higher age rating
No, it should be a lower age rating
Unsure

IF “NO, IT SHOULD BE A HIGHER RATING” – CODE 2 AT B2, ASK:
B2a

Why do you think this game should be a higher age rating? Please give full reasons for your answer.

TYPE IN
Unsure

SHOW PEGI18 RATED CLIP (CHOSEN AT RANDOM FROM TEN 18-RATED CLIPS)
B3

The clip you’ve just seen is from a game rated PEGI18. Do you agree with a PEGI18 age rating for this level
of violence? SINGLE CODE

1. Yes, it should be rated 18
2. No, it should be a lower age rating
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3. Unsure
Section C: Opinion of whether context affects PEGI16 rating
DISPLAY:
Now you are going to view some more clips from actual video games rated PEGI 16.. Please say whether you agree
that the 16 age rating is appropriate for the level of violence in each clip, or not.
COMPUTER SELECTS 1 PAIR OF PEGI 16 RATED CLIPS (CHOSEN AT RANDOM FROM TEN PAIRS OF
CLIP).
EACH PAIR HAS ONE CLIP WITH ‘REALISTIC SETTING & CONTEXT vs. ONE CLIP WITH
‘FANTASTICAL SETTING & CONTEXT’.
•
•

These other factors are kept similar in each clip: minimal blood, realistic physical
responses/physics, hand to hand fighting, human realistic characters
So the only variable is realistic vs. fantastical setting and context.

N.B. COMPUTER TO RANDOMISE WHETHER RESPONDENT SEES REALISTIC CLIP 1st
OR FANSTASTICAL CLIP 1st I.E ORDER OF QUESTIONS C1-C2 VS. C3-C4 IS RANDOMISED
SHOW ‘REALISTIC’ CLIP OF SELECTED PAIR

C1

Do you agree or disagree that the violence in this video game should be rated PEGI 16? SINGLE CODE

1.
2.
3.
4.

Agree - it should be rated 16 (i.e. it’s only suitable for those aged 16+)
Disagree - it should be a lower age rating (i.e. it’s suitable for players younger than 16)
Disagree - it should be a higher age rating (i.e. It’s only suitable for those aged 18+)
Unsure

RESPONDENT SEES JUST ONE OF QUESTIONS C2a,b,c,d ACCORDING TO ANSWER AT C1

IF AGREE WITH 16 RATING C1(1) ASK:
C2a

Which, if any, of the factors below make you agree with the 16 age rating?
Please read the list carefully tick any that apply. MULTI-CODE
a.
b.
c.
d.
e.
f.
g.
h.
i.
j.
k.
l.
m.
n.

The characters are not humans
The characters do not appear to be affected by the violence
There is no blood
It’s not graphic or gory violence
The sound effects
It is not realistic
Fantasy setting
The characters are realistic
You can see that the character has been hurt, or killed
You can see blood
There is graphic or gory violence
Use of present day weapons (e.g. guns, knives)
It looks/feels realistic
It was upsetting to watch

67

Something else (type in)
None of the above
Don’t know
Prefer not to answer
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IF DISAGREE AND THINK SHOULD BE LOWER RATING C1(2) ASK:
C2b

Which, if any, of the factors below make you think it should be a lower rating than 16?
Please read the list carefully tick any that apply. MULTI-CODE
a. The characters are not humans
b. The characters do not appear to be affected by the violence
c. There is no blood
d. It’s not graphic or gory violence
e. The sound effects
f. It is not realistic
g. Fantasy setting
Something else (type in)
None of the above
Don’t know
Prefer not to answer

IF DISAGREE AND THINK SHOULD BE HIGHER RATING C1(3) ASK:
C2c

Which, if any, of the factors below make you think it should be a higher rating than 16?
Please read the list carefully tick any that apply. MULTI-CODE
h. The characters are realistic
i. You can see that the character has been hurt, or killed
j. You can see blood
k. There is graphic or gory violence
l. Use of present day weapons (e.g. guns, knives)
m. It looks/feels realistic
n. It was upsetting to watch
o. The sound effects
Something else (type in)
None of the above
Don’t know
Prefer not to answer

IF UNSURE OF AGE RATING C1(4) ASK:
C2d

Which, if any, of the factors below make you unsure about the 16 age rating?
Please read the list carefully tick any that apply. MULTI-CODE
a. The characters are not humans
b. The characters do not appear to be affected by the violence
c. There is no blood
d. It’s not graphic or gory violence
e. The sound effects
f. It is not realistic
g. Fantasy setting
h. The characters are realistic
i. You can see that the character has been hurt, or killed
j. You can see blood
k. There is graphic or gory violence
l. Use of present day weapons (e.g. guns, knives)
m. It looks/feels realistic
n. It was upsetting to watch
Something else (type in)
None of the above
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Don’t know
Prefer not to answer
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EDIT CHECKS:
Edit checks at C2a and C2d that prevent the respondent from picking answers which are polar opposites i.e.
i.e. prevent coding of:
“a. the characters are not humans” and “h. the characters are realistic”
“c. There is no blood” and “j. You can see blood”
“d. It’s not graphic or gory violence” and “k. There is graphic or gory violence”
“f. It is not realistic” and “m. It looks/feels realistic”

SHOW ‘FANTASTICAL’ CLIP OF SELECTED PAIR

RESPONDENT IS ASKED QUESTIONS:

C3, C3a, C4a,b,c,d

WHICH ARE A DIRECT COPY OF QUESTIONS:

C1, C1a, C2a,b,c,d
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Section D: Attitudes to violence in video games
ASK ALL

*D1

How concerned are you about children you buy games for seeing inappropriate violence when they are….
RANDOMISE STATEMENTS
Extremely
concerned

Very
concerned

Fairly
concerned

Not very
concerned

Not at all
concerned

Don’t
know

Not
applicable
(they don’t
do this
activity)

…watching live TV
…streaming TV boxsets
…streaming films
…playing their video
games
…watching things on
YouTube

*D2

Below are different types of violence that PEGI take into account when classifying video games. These are all
very important issues.
Thinking about the children who you buy video games for, which three would you say you are most concerned
to protect them from seeing in the games they play? You may pick up to three. MULTICODE UP TO 3 ITEMS

ORDER OF LIST IS RANDOMISED
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.

Bullying
Terrorism
Kidnapping
Shooting
Killing
Bloody violence
Glamorised violence
Sadistic violence
Sexual violence/ rape
Torture
None of these
Unsure
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Section E: Demographics
E1

Are you? SINGLE CODE

1. Male
2. Female
3. Prefer not to answer
E2

Are you a parent of a child or children aged 17 or under, living in your household? SINGLE CODE

1. Yes
2. No
3. Prefer not to answer
IF NO OR PREFER NOT TO ANSWER AT E2 (i.e. those who are not a parent) ASK E2a
E2a
Are there any children aged 17 or under, living in your household, and if so do you sometimes supervise them
when they ar playing video games? SINGLE CODE

1. Yes – there are children aged under 17 living here and I sometimes supervise their video game
playing
2. Yes – there are children aged under 17 living here but I don’t supervise their game playing
3. No – there are no children aged under 17 living in my household
4. Prefer not to answer
IF PARENT (CODE 1 AT E2) OR ADULT SUPERVISING CHILDREN (CODE 1 AT E2A) ASK E3;
ELSE SKIP TO E4
E3

What are the ages of all the children living in your household? Please tick all that apply.
MULTI CODE

1.
2.
3.
4.
5.
6.
7.
8.
9.
E4

0-2 years old
3 years old
4 years old
5 years old
6 years old
7 years old
8 years old
9 years old
10 years old

10.
11.
12.
13.
14.
15.
16.
17.

11 years old
12 years old
13 years old
14 years old
15 years old
16 years old
17 years old
Prefer not to answer

Who are the children or teenagers (aged under 18) who you’ve bought video games for? Please
tick all that apply.
MULTI CODE
1.
2.
3.
4.
5.
6.

My own children
My grand-children
My step-children
Other children related to me (e.g. brothers/sisters, nieces/nephews, cousins etc.)
Other children not related to me
Prefer not to answer
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