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The Video Standards Council was established in 1989 and fulfils two 

basic roles:  

Firstly, it is a standards body for the video and video games industries and 

has a Code of Practice designed to ensure that both industries show a 

duty of care in their dealings with customers and the public generally. It 

provides its retailer members with a staff training course in the handling 

and sale of age restricted DVDs, Blu-rays and video games.  

Secondly, it acts as an administrator of the Pan European Game 

Information (PEGI) system of age rating, which is used in 38 countries 

across Europe. In 2012 the Video Standards Council was designated by 

Government under the Video Recordings Act 1984 as the statutory UK 

regulator responsible for the age rating of video games supplied on 

physical media (using the PEGI system). In conjunction with the 

International Age Rating Coalition (IARC), PEGI ratings are also voluntarily 

applied to games and apps on a range of online storefronts.  
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From the VSC Chair 

2019 marked the 30th anniversary of the founding 

of the VSC. In that time the role of the VSC has 

grown into a well-established and internationally 

renowned regulatory body.  New technologies and 

the huge growth in the number and categories of 

video games and apps produced continue to pose 

challenges.  Throughout the years the VSC has 

been integral to the continuous development of 

the rating systems and now plays one of the 

leading roles in the International Age Rating 

Coalition’s program for globally assigning region 

specific ratings for tens of thousands of apps and 

games each year. 

It is reassuring to know that the VSC continues to 

operate such a professional service.  The integrity 

of the age rating process remains the first 

principle of the work of the VSC and the dedicated 

team of game evaluators are to be congratulated 

on the work they carry out to the highest 

standards. 

The VSC remains focussed on the need to carry 

out research into various aspects of gaming and 

the impact it has on the players, parents, and 

other users. Last year the VSC carried out 

important research into violence in video games. 

This is a subject that covers a wide range of 

issues and many of these involve varying degrees 

of controversy.  

In the main body of this annual report there is a 

detailed description of the research project and 

the conclusions drawn from the evidence 

uncovered. Not surprisingly the findings 

confirmed that parents of children who play video 

games are reassured by the robust rating system 

and further that there is a consensus of support 

for the PEGI classifications for violence whilst at 

the same time suggesting some areas where the 

criteria could be developed further. 

 

 

The VSC continues to maintain and promote an 

excellent professional relationship with the 

games industry developers and are readily 

available to offer advice and guidance when 

necessary. The VSC also continues to provide 

presentations on its role to schools, colleges and 

to public and trade exhibitions. The VSC website 

offers excellent up to date information on games 

available and where to seek further advice or help 

as necessary. 

2019 saw further controversy on the subject of 

gambling and the associated relationship with 

some video games. Some of this controversy was 

widely reported in the media. The VSC is well 

aware of concerns about these issues and I was 

delighted to see the independent PEGI Experts 

Group and Councils address this issue with 

games that glamorise gambling now being rated 

PEGI 18 for all future game submissions.   

I am grateful to the members of both the Appeals 

Panel and Expert Advisory Panel and last year the 

VSC held a joint meeting with both groups thus 

providing an opportunity for discussion and 

debate about a variety of topical issues 

associated with video games. 

I am also grateful to the VSC Board. I would like to 

thank Charles Webster for his contribution over 

many years, and Jo Twist OBE (UKIE) for the 

insight and advice she has provided as a board 

member. We were delighted to welcome Emma 

Ham-Riche as a new board member. Emma has 

worked with the Mothers’ Union since 2006 and is 

a member of the PEGI Experts Group. She was 

recently ordained into the Church of England and 

was a primary school teacher for 20 years. She 

brings with her a wealth of invaluable experience. 

Finally, my sincere thanks to Iain Muspratt (Vice 

Chair) whose continued enthusiasm and 

commitment to the role of the VSC is so 

important. 

 

Tony Lake OBE QPM 
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Video games continue to be a significant 

proportion of the media children consume.  As 

reported by the Children’s Commissioner in 

October 2019, 93% of children in the UK play 

video games.  While a significant proportion of 

those games are suitable for younger children, 

some video games contain material that may be 

unsuitable for younger people, or suitable for 

adults only.  Accordingly, the key focus of the VSC 

remains ensuring that parents, and others with 

children in their care, have all the tools they need 

to make fully informed and effective decisions 

about the content of video games.  

VSC research has demonstrated that 93% of UK 

parents regard games ratings as important and 

that 84% of parents check for age ratings on 

games.  In order to ensure that those ratings 

remain a useful and trusted guide, the standards 

we set must remain in line with what families 

require and expect.  Trust in PEGI ratings is 

maintained by constantly reviewing and evolving 

the standards we operate.  This process is 

overseen by an independent panel of experts in 

the fields of child protection and psychology.  

However, while their professional insights are 

invaluable in considering issues such as harm, it 

is equally important to feed into that process by 

gauging the views of parents on more general 

issues of suitability.  Indeed, the Video Recordings 

Act, under which the VSC rates video games in 

the UK, requires that adequate arrangements 

must be made for taking account of public 

opinion. 

 

     Executive Summary  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

In 2019 the VSC published the results of a major 

piece of qualitative and quantitative research, 

examining public attitudes to violence in video 

games.  A significant number of games have one 

or more adversaries to eliminate in order to win 

the game.  The ways in which this is done can be 

incredibly varied and creative, ranging from very 

mild, unrealistic and fantastical to gory and 

sadistic.  As such, violence is one of the most 

high-profile, but also nuanced, elements of our 

rating criteria. Consequently, it can attract 

comment and challenge from both the public and 

game developers.   

The research provided an interesting insight into 

parental concerns about how violence in video 

games is viewed.  Reassuringly there was broad 

agreement with, and understanding of, the PEGI 

ratings for violence and very little disagreement 

with the games we rate at PEGI 18.  Nonetheless, 

the research also highlighted where the criteria 

could be developed further.  Perhaps the greatest 

degree of contention was around the PEGI 16 

category, specifically when it comes to more 

‘realistic’ looking violence, where there was a 

feeling that some games should be rated higher. 

It was interesting to note that, in general terms, 

most parents prefer PEGI ratings to err on the 

side of caution.  Over the course of 2020, the VSC 

will work with the PEGI Experts Group to assess 

different classification approaches for the PEGI 

16 category utilising the findings from the 

research. 
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Perhaps because the standards we operate are 

now so well established and widely understood, 

there was little controversy about more 

conventional ratings elements, such as violence 

or sex, during 2019.  By contrast, issues around 

various forms of in game spending continued to 

attract attention during the year.  The DCMS 

Select Committee, to which the VSC gave 

evidence, published a report on ‘Immersive and 

addictive technologies’ in September 2019.  The 

report made comments and recommendations 

regarding various aspects of game mechanics, in 

particular so-called ‘loot boxes’.  Loot boxes are 

an in-game item that can contain a randomly 

generated piece of content, such as a new 

weapon or clothing, although it is not always clear 

which item the player will receive.  

Unfortunately, it has been suggested by both 

gamers and academics that repeated attempts to 

obtain specific items may have led to excessive 

spending in games amongst players of all ages.  

As such a new addition to the PEGI criteria was 

approved by the PEGI Experts Group and Council.  

From April 2020, new games must carry a 

warning if they carry this type of content and 

display the notice ‘Includes Paid Random Items’ 

on physical packaging and on digital storefronts.  

This will further assist parents in understanding 

the nature of the games their children play, 

beyond the more traditional concerns such as 

violence, sex and drugs, and enable them to 

supervise their children’s gaming more effectively.  

Additionally, the PEGI Experts Group and Councils 

approved changes meaning that, in future, any 

depiction of gambling that is likely to glamorise 

the activity will be rated PEGI 18. 

. 

 

 

Visibility and awareness of the classifications 

remained a priority throughout 2019.  PEGI 

guidelines require age ratings to be shown on all 

advertising for games, including physical posters 

and video trailers.  PEGI ratings must also always 

be displayed by law on game packaging and it 

was reassuring to learn that 84% of the adults 

consulted in our research do check for age 

ratings when purchasing games for children.  In 

order to promote awareness, our retailer packs 

are sent to thousands of stores across the UK 

and contain posters explaining the age ratings.  

Our information for schools and eLearning 

modules are also now free to all schools across 

the UK.  In addition, the VSC has begun to work 

with online content creators to produce 

informative videos for children and parents. 

As we move into 2020, the VSC and PEGI will 

continue to ensure the rating system remains 

robust and responsive, continuing to promote 

awareness and use of the rating information, in 

order to empower parents to make informed 

decisions and to help children play games safely. 

 

Ian Rice, Director General 
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   UK Activities 

 

 

UK Activities  

Educational Presentations and Training 

The VSC has been working with schools and 

colleges across the UK for a number of years, 

delivering presentations and providing online 

resources.  Students learn not only how we 

operate, but, more critically, how important the 

ratings are in ensuring their safety when playing 

both online and offline games.   

More recently these presentations have evolved 

to also cover a wide range of issues related to the 

context around gaming, which includes online 

interactions, reporting behaviour and time spent 

playing. They are also updated each year to 

include any gaming issues which have attracted 

debate or controversy.   

This year we included advice and guidance 

around in-game spending following concern 

expressed around ‘loot boxes’ by several 

organisations including the Children’s 

Commissioner and the DCMS Select Committee.  

‘Loot boxes’ contain randomly generated items 

such as new weapons or clothing and, in some 

cases, can be purchased with real world money.  

During presentations we discuss potential costs, 

how to set limits on spending and explore 

alternatives. 

The interaction during presentations allows us to 

get a direct understanding of how young people 

view games, gather opinions on the rating criteria 

and respond to any concerns they may have.  

They also can help determine areas for further 

review.  An example of this of this was the 

investigation of the effects of a fantasy context 

on violence, the results of which are detailed later 

in this report. 

.   

For those schools we cannot visit in person, our 

free online resources include interactive 

eLearning modules, which have now been 

accessed by over 250 schools across the UK. 

In May, we were part of the PEGI Coders’ 

Conference which took place in Brussels. This 

event is organized to ensure that game 

developers are trained to understand the PEGI 

game submission system and how the ratings 

themselves are applied in terms of content such 

as sex, violence, bad language, etc. 

The event attracted developers from the UK, 

Europe and the USA who were trained by both the 

VSC, for PEGI 12, 16 and 18 ratings and NICAM 

(Netherlands Institute for the Classification of 

Audio-visual Media) for PEGI 3 and 7 ratings. 

August saw the start of a partnership between the 

VSC and Tubers.  Tubers is a video creators 

academy and creative space for aspiring young 

content creators aged 7-17.  A significant part of 

their work is to teach their members how to 

create content whilst being respectful, 

responsible and safe online. Together we 

produced video content answering children’s 

questions about age ratings and advice on how to 

stay safe whilst gaming. 
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Games Exhibitions and Events 

The 2019 Eurogamer Expo (EGX) attracted over 

70,000 visitors who came to see and play the 

latest video games on offer. As in previous years, 

in collaboration with the UK games trade body 

Ukie, we hosted the Ask About Games stand 

which attracted many visitors who stopped by to 

ask questions about PEGI ratings and other 

gaming issues.   Parents are often keen to know 

and understand how ratings function and how 

they can become more involved in their children’s 

game play.   

In order to attract families to our stand, a live 

competition continued throughout the event.  For 

the chance to win a Nintendo Switch console, 

parents were tasked with completing a level of 

“Cuphead” - a seemingly straightforward, run-and-

gun action game, which in fact is challenging for 

even the most experienced gamer.  Many 

entrants were drawn in and we took the 

opportunity to discuss family gaming and raise 

awareness of the PEGI ratings and our app.   

As usual, VSC team members were on hand to 

share advice and their own expert knowledge.  

This type of event continues to be mutually 

beneficial, as directly interacting with the games 

playing public enables us to gather feedback 

about the ratings and our resources, informing 

future discussions with the PEGI Expert and 

Council groups.   

We also spoke with a number of video game 

developers who were interested in how to submit 

games for a rating and what issues within a game 

would lead to a specific classification.  The event 

is also popular with educational establishments, 

many of whom came to discuss the age ratings 

and arrange visits from our team. 
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UK Activities  

2019 Video Game Violence Research  

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 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. 

The VSC commissioned qualitative and 

quantitative research in 2018 that was published 

in 2019.   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 attitudes towards 

violence in games and how these are 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. 

Research Methodology 

The research was carried out in collaboration by 

Goldstone Perl, Bernice Hardy Market Research 

and Ashworth Research, all well-established in the 

field of media research. 

Qualitative phase 

The qualitative research comprised six, two-hour 

focus groups with parents and teenagers.  The 

groups comprised teenage gamers and parents 

of gamers who were playing games with violence 

in them – for example ARMS, Call of Duty or Need 

for Speed. 

Working with the VSC, the research team selected 

a number of clips depicting violence from video 

games and these were shown to the focus group 

participants.  The research was conducted in 

North and South London and Birmingham in 

2018.   

Quantitative phase 

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 

teenagers undertook an online survey.  The 

fieldwork was conducted by market research 

agency Public Knowledge.  The questionnaire was 

devised by the research team in consultation with 

VSC and was piloted before the survey went live. 
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The final questionnaire 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, 16 and 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. 

 

Executive Summary 

Awareness and opinion of PEGI  

Age ratings on video games were seen as highly 

important and well-trusted by those buying for 

children: 

• 93% thought it was important for video 

games to always show an age rating 

• 4 out of 5 trust PEGI ratings ‘all’ or ‘most’ of 

the time 

• 84% of respondents claimed to check for 

age ratings when buying video games. 

 

Attitudes to violence in video games 

There was a high degree of concern about 

children and teenagers 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 teenagers said 

that sometimes the content in film could be more 

disturbing and likely to upset, than violence in 

video games. 

 

Parents acknowledged a disparity between their 

dislike of violence in video games (recognizing 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 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 

When discussing the PEGI Guidelines in the focus 

groups, parents and teenagers had reasonable 

awareness of 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.  Two thirds of games 

buyers agreed with the 12 age rating, whilst the 

vast majority agreed with the PEGI 18 rating. 
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• 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, a 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 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 teenagers 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 

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, 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. 
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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 at 

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 over-ride the fantasy element. 

 

In conclusion  

Once we have digested the results the next stage 

is to assess changes to the rating criteria.  It is 

evident from the findings that there are many 

variables influencing public opinion on what 

should be the correct rating for particular types of 

violence. However, not all of these can be 

factored into an objective criteria, for example, if 

the characters are from a familiar franchise. 

Despite the majority of respondents agreeing 

with the PEGI 16 ratings for violence, as this was 

the most contentious area, the VSC will 

investigate alternate approaches to assessing 

realistic looking violence towards human 

characters.  This will be done in collaboration 

with NICAM (Netherlands Institute of 

Classification for Audio-visual Media, responsible 

for PEGI 3 and 7 games) and also the PEGI 

Experts Group.   

 

Any changes to the criteria are always carefully 

considered and 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 often give 

16 rated games to their 12 year olds.  

In addition, 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.   

The high levels of trust in the system and use of 

the PEGI ratings reported by parents was 

reassuring, however, together with the games 

industry we will continue to work to improve 

upon PEGI awareness.  A key priority over the 

coming year is increased exposure online 

through AskAboutGames.com, further 

development of our own website and continued 

promotion of the PEGI app.  We will also to 

continue to develop our resources for schools 

with information for both students and parents. 

 

The full report can be accessed on the VSC 

website videostandards.org.uk 
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   Notable Games 

 

 

UK Activities  

 

Knife Sisters (PEGI 18) 

Knife Sisters is a dark and explorative visual novel 

about emotions, power and dependence. 

Nineteen year old non-binary, Leo, gets drawn into 

a world of strange assignments and occult rituals 

by the artist ‘Dagger’. You play as Leo, through six 

weeks of budding emotions and relationship 

dramas, developing as a person. 

A most unusual visual novel mostly non-animated 

and presenting a text-based storyline that takes a 

young adult’s entry into a very different world of 

female sexual dominance and power, Knife 

Sisters attained the PEGI 18 rating on the basis of 

strong sexual themes throughout with explicitly 

detailed textual descriptions concerning the 

sexual activities of the protagonist. 

Some of the sexual scenes explore acts of 

BDSM/bondage, all of which are consensual in 

nature. While some explicit images appear on the 

screen during these sections, they occur 

infrequently. Thematically, as much as visually, 

this is a game which aims itself at a mature, 

thoughtful audience. 

 

The year provided an interesting crop of innovative, diverse games 

which we have detailed below.  We always point out that these aren’t 

necessarily the best or most popular video games out in the market, 

but ones which illustrate the variety of genre and style of games we 

are required to asses against the rating criteria. 
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Ancestors: The Humankind Odyssey (PEGI 16) 

Set in the late Miocene epoch – roughly 10 million 

years ago – ‘Ancestors’ is an open world game set 

in Africa where the player takes on the role of an 

early hominid who must survive the rigours of life 

during that period.  The Player-Character (PC) must 

maintain his health by ensuring that he eats, drinks 

and sleeps regularly and, through his subsequent 

progeny, evolves into a new species.   

The PC, and the hominid clan he lives with can 

develop tools and weapons to combat the ever-

present threat of predators who hunt and kill for 

food.  This may seem straightforward enough, but 

the game is made deliberately difficult to play and 

the chances of long-term survival are quite slim. 

This is a remarkably complex game which might 

even be described as ‘educational’ in the way in 

which it illustrates how humankind may have 

developed from its animalistic beginnings. 

The game attained its PEGI 16 because of 

“Depictions of realistic looking violence towards 

human-like or animal-like characters” - one of 

several violence criteria the PEGI system uses to 

determine an age-rating. 

The game occasionally features the hominids 

either being predated by other wild animals, or the 

hominids themselves attacking and killing 

predators with spears or clubs.  The detail is not 

particularly graphic but is quite brutal in execution. 

Return of the Obra Dinn (PEGI 16) 

In 1802, the merchant vessel Obra Dinn sets off for 

the Cape of Good Hope, but six months later there 

is no sign of the ship and it is assumed to be lost 

at sea.  In 1807, the ship mysteriously drifts into 

Falmouth harbour with signs of damage and the 

crew and passengers either dead or missing. 

An insurance assessor (the player) is despatched 

by the East India Company to try and discover 

what has happened to those on board.  Armed only 

with his wits, the ship’s log book and a strange 

timepiece known as a ‘momento mortem’, the 

player must attempt to solve the mystery. 

Played in first person perspective (FPP) and 

presented in an unusual monochromatic visual 

style, this is a challenging game which requires 

significant creative thinking, logic and problem-

solving skills on the part of the player. 

Clues are few and far between, but the ‘momento 

mortem’ device has the ability to play back the last 

few words spoken by each victim thus enabling the 

player to piece together what happened. 

The game attained a PEGI 16 due to “sustained 

depictions of death to human-like characters”, 

though given the visual style these representations 

are not notably graphic.   
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Concrete Genie (PEGI 12) 

This game is set in the dilapidated, run-down and 

mostly abandoned town of Denska.  In this town 

lives a youngster, Ash, who spends most of his 

time doodling in a sketch book.  Unfortunately, 

local bullies grab his sketch book, rip out the 

pages and scatter them to the four winds. 

As Ash attempts to recover the lost pages, he 

acquires a magical paint brush which allows him 

to paint landscapes and creatures which come to 

life.  As he progresses, Ash starts to brighten up 

the town with his murals and paintings while 

attempting to avoid the attention of the bullies. 

A delightful, art-based game which offers the 

younger games player the opportunity to create 

some visually stunning pieces of artwork and is 

designed in such a way that even those of limited 

drawing ability can immerse themselves in this 

creative activity. 

While the game is predominantly about art and 

painting, the storyline does include moments of 

mild violence when Ash finds himself confronted 

by the local bullies.  However, the worst thing that 

happens to him is that he gets thrown into a 

dumpster.  Consequently, the game was rated 

PEGI 12 for depictions of realistic looking violence 

of a minor nature. 

My Big Sister (PEGI 12) 

This RPG game centres around two sisters, Luzia 

and Sombra, who are kidnapped by strangers.   

Luzia takes it upon herself to get herself and her 

sister safely home. 

This is a narrative tale of sisterly love, courage 

and humour, as the sarcastic Luzia makes her 

way through a maze of puzzles to solve and 

spooky enemies to avoid in order that they both 

get safely home. 

This game contains frequent horror sequences 

and gruesome imagery. While the game is highly 

pixelated in design, there are numerous 

sequences where large amounts of blood and 

gore are visible in the environment. There are also 

sequences which show characters being killed or 

dying, sometimes in a gruesome fashion. 

However, due to the non-detailed pixelated design 

of the characters, the impact of the violence is 

significantly lessened. All the violence shown in 

the game meets the criteria for PEGI 12 horror. 
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Sea of Solitude (PEGI 12) 

This is an adventure game set in a flooded city. 

The player controls a young woman named Kay 

as she explores the abandoned, submerged city. 

Everything in the game has a deeper meaning as 

the world she explores is actually inside Kay’s 

mind and represents the intense feelings of 

loneliness from which she suffers. 

In this world there exists a number of ‘monsters’ 

whom Kay must confront.  These monsters 

represent aspects of Kay’s personality – some 

negative, some positive – and it is the negative 

ones in particular that must be overcome. 

The game focuses on the loneliness and self-

destructiveness of the character and her family 

members. The monsters can insult the central 

protagonist throughout the game. One particular 

chapter focuses on her brother and how he has 

had to deal with bullies. There is also a scene 

where a male monster and female monster 

(representing the character’s parents) are arguing 

about how they had children too early which 

ruined their careers. 

 

This is a deep, thoughtful game that looks at 

common mental health issues and may possibly 

offer a form of catharsis for players who identify 

with the themes explored. 

In terms of the PEGI rating, the PEGI 12 was 

attained due to frequent moderate violence and 

use of offensive language. 

The violence is most notable where Kay can be 

hunted by a strange half-human, half-whale 

creature which will eat her if she is caught. 

This is a most unusual, original game which is far 

removed from the traditional idea that video 

games are primarily about violence and follows a 

certain trend in which video games seek to look at 

and understand mental health issues. 
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   The Age Rating Process 

 

 

UK Activities  

The PEGI system is used by games publishers 

from all over the world. To use the PEGI system (a 

legal requirement for physically released games in 

the UK) the games publisher has first to enter into 

an agreement with the Interactive Software 

Federation of Europe (ISFE) which includes a 

contractual obligation to comply with the PEGI 

Code of Conduct. Prior to submitting a game for a 

PEGI age rating the publisher has to nominate at 

least one ‘coder’ who will be the person 

responsible for completing the online submission 

process and who will be the main point of contact 

with the PEGI administrators.  

In order to submit a video game for a PEGI rating 

the coder is required to complete an initial online 

assessment form (Criteria in Appendix 2). The 

answers provided in the assessment form will 

elicit a provisional rating for the video game. The 

questions, associated help pages and criteria 

have been established and developed over the 

years with the advice and guidance of family 

welfare and child safety experts. They have also 

been designed to accommodate particular 

matters of concern in any one or more of the 

countries using the PEGI system.   

Under the PEGI rules there are significant 

penalties for the games publisher for deliberately 

failing to disclose relevant content in a game or 

being negligent (a possible fine of up to 

€500,000). 

The requirement to complete the initial 

assessment form illustrates the need for a 

separate approach to age rating video games. For 

a film, it is different. A film is linear. If the film is 

90 minutes long it takes 90 minutes to see 

everything in it. 

Video games are both interactive and not 

necessarily restricted to a set time limit. Every 

time the game is played the experience is 

different and different things are seen. A single 

act of violence or use of a sexual expletive in a 

film may only be seen or heard once. In a video 

game it may be seen or heard many times over as 

the player endeavours to progress through each 

level of the game.  

To see everything in a video game and every 

combination of its component parts is all but 

impossible. The assessment form is completed 

by the coder on behalf of the games publisher 

who knows precisely what the game contains and 

where. 

The completion and submission of the 

assessment form and the establishment of a 

provisional rating is a starting point only. At this 

stage a PEGI rating has not been given. The 

provisional rating simply serves to establish 

which of the PEGI administrators will examine the 

game.   

Games with a provisional 3 or 7 PEGI 

classification are examined by the Netherlands 

Institute for the Classification of Audio-visual 

Media (NICAM) in Hilversum. Games with a 

provisional 12, 16 or 18 PEGI classification are 

examined by the VSC. There are arrangements 

between the VSC and NICAM to ensure that all 

video games submitted at 3 or 7 and which are 

eventually classified at 12 and above are 

examined by the VSC. 
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Under the Video Recordings Act 1984, video 

games on physical media (such as discs) that are 

unsuitable for younger children must be classified 

before they can be supplied in the UK.  Thus, the 

12, 16 or 18 classifications on these games are 

legally enforceable and selling or renting them to 

anyone not old enough is a criminal offence. 

Games suitable for younger children are exempt 

from any legal classification requirements and 

PEGI 3 or 7 classifications are advisory only.  

  

Examination 

The completed assessment forms for games 

given a provisional PEGI 12, 16 or 18 are 

submitted to the VSC, and subject to the PEGI fee 

being paid, the examination process begins.  

The game is allocated to a VSC examiner. 

Examiners must be adept at playing games and 

using the various games consoles, but they are 

essentially recruited for their analytical skills. They 

have to be able to understand the criteria used at 

each of the age levels and apply them to what 

they are seeing on the screen. 

Before an examiner starts the examination, the 

following must be supplied: 

• A copy of the completed game (including 

any additional material that will appear with 

the retail version of the game).  

• Video footage giving an overview of the 

game and of sequences in the game 

resulting in ‘yes’ answers in the assessment 

form (for example where the coder has 

answered ‘yes’ to whether the game 

includes depictions of unrealistic looking 

violence). 

Plus, as much of the following as is available: 

• Storyline and manual. 

• Any cheat codes, ‘God’ modes, 

walkthroughs and shortcuts. 

• Saved games at the beginning of 

sequences resulting in a ‘yes’ answer in the 

assessment form. 

• Easy access to sequences resulting in a 

‘yes’ answer.  

• Song lyrics and dialogue scripts.   

If at any time the examiner wants more materials 

to be provided, the examination stops until they 

are supplied. 

The examiner then reviews the video footage 

supplied to ensure it is consistent with the 

provisional rating.  After that the examiner plays 

the game to the extent necessary to establish that 

the supplied video footage is truly representative 

of the game and that the game is unlikely to 

contain undisclosed pertinent content.  The 

examiner will then allocate an age rating to the 

game.  If this is different to the provisional rating, 

the examiner will give the coder the opportunity to 

remove or alter content giving rise to the different 

rating.  If content is altered or removed, the 

examiner will look at the amended version and 

allocate the appropriate rating.  

If the examiner comes across any matters that 

lead to uncertainty as to the appropriate age 

rating, there are systems in place to refer such 

issues to senior VSC management.  In practice, 

nearly all differences between the rating given by 

the examiner and the rating expected by the coder 

are resolved by the coder accepting advice from 

the examiner in respect of necessary changes.  

At the end of the examination a PEGI licence is 

issued specifying the classification and content 

descriptors.  If the games publisher disagrees 

with the classification given there is a formal PEGI 

appeals procedure available. 
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UK Certificates  

The issuing of a PEGI licence for physical (boxed) 

games rated 12, 16 and 18 does not give the 

games publisher the ability to supply the game in 

the UK. It is at this point that the VSC has to 

assume its position as the designated authority. 

In this position it has to answer two basic 

questions:  

• Has the game been properly classified 

under the PEGI system?  

• Does the game contravene UK law?  

The answer to the first question will be in the 

affirmative as the VSC itself (as PEGI 

administrator) will have just rated the game using 

the PEGI system. In the vast majority of cases the 

answer to the second question will be ‘no’. 

However, this may not always be the case.  

Before answering this question, there are a 

number of UK statutes which have to be 

considered - dealing with such subjects as sexual 

content, pornographic images, protection of 

children, cruelty to animals, private sexual 

recordings, obscenity and tobacco advertising.  

Beyond this there is the Video Recordings Act 

which gives the designated authority the ability to 

decline to grant a UK certificate (‘ban’ a game 

from UK supply) on the basis that the game 

contains significantly harmful content. 

The process the VSC follows upon initially 

considering whether or not a game should be 

‘banned’ allows the game to be referred to our 

expert advisory panel. This panel will advise on all 

psychological, clinical, legal and research factors. 

The designated persons (the VSC Chair and Vice-

Chair) will take this advice into account when 

reaching a final decision on whether a UK 

certificate should be issued or not. If they decide 

that a UK licence should not be issued, then the 

game is effectively ‘banned’ from supply in the 

UK.  

In practice however, upon discovering any 

content likely to cause an issue under UK law, our 

examiners will highlight this to the game 

developers who would likely remove this content 

before continuing any further with the rating 

process. 

 

Appeals  

If a UK certificate is refused, the games publisher 

concerned has a right to appeal against this 

decision. In this respect, the VSC has established 

an independent appeals panel and appeals 

procedure. The Appeals Panel comprises a Chair 

and a team of members for the Chair to draw on 

to hear an appeal. 

 

 

Linear video content within games 

For physical games to be released in the UK, the 

VSC has an arrangement with the BBFC (British 

Board of Film Classification) to ensure that all 

video footage which is not an integral part of a 

game is referred to them for a determination. The 

VSC will have all due and proper regard to any 

such BBFC determination in reaching any 

decision as to the PEGI rating to be given to any 

such game.  An example of this would be a video 

unrelated to the gameplay provided as a reward 

after completing a level, such as a ‘making of’ 

style documentary. 
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IARC Games and Apps 

Established in 2013 and administered by many of 

the world's game rating authorities, including the 

VSC, the International Age Rating Coalition (IARC) 

provides a globally streamlined age classification 

process for digital games and mobile apps.   

IARC simplifies the process by which developers 

obtain age ratings from different regions around 

the world by reducing it to a single set of 

questions about their products' content (violence, 

bad language etc.) and interactive elements (such 

as location sharing or in app purchases). The 

questionnaire is programmed with unique 

algorithms that generate ratings reflecting each 

participating rating authority's distinct standards.   

Major online ‘storefronts’ such as Google Play, 

Microsoft Store, Oculus, EA’s Origin and Nintendo 

eShop have incorporated the IARC system as a 

mandatory requirement for all app/game 

developers.   

Unlike traditional game ratings, it is not possible 

to check all the self-assessed ratings pre-release 

since something in the region of ten thousand 

apps are released globally every day. Instead, the 

member regulators, including PEGI, focus their 

efforts by checking the top downloaded apps and 

by performing targeted key word searches.  In 

2019, the VSC and NICAM tested 10,175 products 

to ensure the ratings were correct. 

In comparison to apps, console games due to 

their lower volume are treated with a greater 

degree of scrutiny, with the examination length 

closer to that of a traditional rating.  Although 

they are examined post- release, unlike boxed 

games, if found to be incorrectly rated they can be 

updated in a matter of hours. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

In order to accurately assign ratings, the 

questionnaire text and format is under constant 

scrutiny by a working group comprised of 

representatives from each rating authority.  To 

assist developers submitting their products, 

helptext and videos exemplifying the criteria 

accompany each question.  

Rating authorities are in constant communication 

and are able to flag incorrectly assigned ratings 

using a shared platform.  This platform also 

allows workload to be prioritised and shared for 

global collaboration between authorities.   
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Opinions on the importance of PEGI ratings differ 

from family to family. More avid gamers 

sometimes want to call to account this or that 

rating because they disagree with some point. In 

these discussions, the ratings, descriptors and 

additional consumer information go a long way to 

identifying specific types of content in video 

games without the need to play through these 

experiences yourself. 

However, the importance of PEGI ratings goes 

beyond these individual debates. To be able to 

gain an understanding of what video games are, 

the experiences this media offers and how this 

compares from one game to another, the ratings 

are hugely valuable.  

They offer a consistent reference point to the 

content of a video game that parents and carers 

can refer to. Whether or not they agree with the 

specific age rating a game receives, they have an 

abundance of information on how that decision 

was arrived at. Looking at the back of the box or 

at the online store for the descriptors expands the 

rating helpfully. Going further to check the 

examiner’s report on the PEGI app or VSC website 

expands this further. 

 

This places parents and carers in the driving seat 

when it comes to the games children might play. 

With just a few minutes research they can 

become relatively expert on the content of a 

game. This then enables them to make an 

informed decision about a particular game for 

their children. 

“I like checking the PEGI ratings because they 

always tell the same story, whereas my kids 

sometimes brush over what actually happens in a 

game they want to play.” Mum of Jake (8) 

“If I’m in a store unsure about a game, I can check 

the PEGI app and look at what’s behind the rating. 

It’s actually really helpful.” Dad of Robin (11) and 

Jess (9). 

Along with ensuring that parents and carers make 

appropriate decisions for children, this also does 

considerable work to engage them with this 

hobby. Looking up a PEGI rating and descriptors 

can be the first step that leads parents and carers 

to further engage. Having understood the 

experience at the point of purchase, they are then 

more likely to understand how a child is 

progressing in the game. 

 

   Why PEGI Ratings Matter 

Andy Robertson shares his experience of how PEGI ratings are used 

in the families he has worked with.  Andy Robertson is an 

independent family gaming expert and works in collaboration with 

the VSC on AskAboutGames.com and the VSC’s outreach work.  
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This engagement, as well as parents, carers and 

children playing together, creates a healthy 

context in which to enjoy video games. Along with 

peace of mind, this also increases the enjoyment 

of the child who can openly discuss the game and 

be better understood. 

 “I realised that the best time my son has playing 

Fortnite, is when I sit beside him and watch him 

play.” Mum of Eric (13) 

“I had assumed that my daughter wanted her own 

space to play games, but when we’ve played 

together -- games like Overcooked -- she has 

often said how much more she enjoys it.” Dad of 

Daisy (12) 

For children, this engagement is hugely important. 

It’s the start of an open conversation about video 

games in the home. If anything then happens in 

the game, either in content or online interactions, 

they are much more likely to talk about it with 

their adult. 

In addition to this safety aspect, having a parent 

involved in choosing which games to play can 

leverage the wider and more mature view of 

media so that the child is more likely to discover a 

range of different experiences.  

“The PEGI app is good for finding out ratings, but I 

also like how I can search for other games for my 

family to play. Either games that have recently 

come out and got ratings or looking for younger 

rated games using the genre.” Dad of Ellen (15), 

Thom (14) and Ollie (12) 

One family I was working with had a daughter 

who was keen to play Call of Duty although she 

wasn’t old enough. I directed the family towards 

the PEGI app, and to the video published on 

AskAboutGames about the game. This led them 

to talk through with their daughter what it was 

she liked about the game. It turned out it was the 

competitive shooting rather than the realistic 

warfare. Using this advice they found the Plants 

vs. Zombies: Battle for Neighborville game that 

offered similar competitive shooting but with 

content that was appropriate for the age of their 

child. 

This is a helpful anecdote, but not only because 

the child avoided playing an older rated game but 

because the discussion and engagement led to 

her playing Plants vs. Zombies: Battle for 

Neighborville with the rest of the family and 

turned gaming into something they regularly 

enjoyed together. 

Finally, being able to set up automatic checks on 

consoles and other devices to ask for a password 

before games of particular PEGI ratings can be 

played is also a big positive. This not only avoids 

children playing inappropriate content 

accidentally but offers another opportunity for 

parents and carers to engage in the gaming of 

their family. 

While there are other ways of assessing video 

game content or getting advice about what is 

appropriate, the PEGI ratings offer the best 

consistent reference when it comes to game 

content. This is essential information for parents 

and carers, not only to control their decisions but 

to ensure they have a well researched and widely 

enforced measure of the content included in a 

particular game. This establishes confidence not 

only in the ratings themselves, but that the wider 

game industry has the safety and health of 

players front and central to everything they do.   

 

Andy Robertson  
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   30 Years of the VSC 

2019 was the year we celebrated our 30th anniversary.  This 

section gives a brief overview of how the role of the VSC 

has changed over the past 30 years. 

The VSC was established in 1989 following a 

request by the then Home Secretary, Douglas 

Hurd, that the video industry find a means to 

ensure that video retailers were both informed 

and trained to understand how the Video 

Recordings Act 1984 (VRA) was to be 

administered when selling or hiring video films to 

the public. 

In order to meet this request, the VSC established 

a membership scheme for retailers.  Retailers 

were provided with information, training and a 

code of practice to ensure that they adhered to 

the requirements of the VRA. 

The role of the VSC changed somewhat in 1994 

when it was asked to administer an advisory 

video game rating system on behalf of ELSPA 

(European Leisure Software Publishers 

Association).   This organisation eventually 

became the Association for UK Interactive 

Entertainment (Ukie.) 

This system was designed to rate video games 

that did not need statutory rating, at that time 

undertaken by the BBFC (British Board of Film 

Classification) and became known as ELSPA 

ratings.  These ratings covered ages 3-10, 11-14, 

15-17 and 18+. 

 

 

In 2003, the ELSPA ratings were replaced by the 

PEGI (Pan European Game Information) system 

which continues to this day.  The PEGI system is 

jointly administered by the VSC in the UK where it 

classifies games from ages 12 and upwards, and 

by the NICAM (Netherlands Institute for the 

Classification of Audio-visual Media) which rates 

video games from ages 3 to 7.  This distinction is 

due to UK legislation (the VRA) which requires UK 

retailers to prevent underage sales of non-

broadcast audio visual media and which requires 

the VSC to consider issues of ‘harm’ to the player 

likely to arise in video games attracting audiences 

of ages 12 and upwards. 

In 2007, Professor Tanya Byron was asked by the 

then Prime Minister, Gordon Brown, to undertake 

a review on behalf of the UK Department for 

Children, Schools and Families.   

The review ‘Safer Children in a Digital World’ 

focussed on the use of video games and the 

internet (particularly social networking websites) 

by children and discussed the use of 

classification and the role of parenting in policing 

these.  The final review was delivered in 2008. 
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One of the recommendations made in the review 

was that the dual system of mandatory video 

game ratings (BBFC) and advisory video game 

ratings (PEGI) was proving confusing to many 

consumers and that there should only be one 

video game regulator.  Subsequently, the 

government designated the VSC as the sole 

authority for the statutory rating of video games 

in the UK in 2012. 

Since 2003 PEGI ratings have been applied to 

both physical and online games.  However, in 

2013 work began internationally to provide a 

globally streamlined age classification process 

for digital games and mobile apps.  This program, 

known as the International Age Rating Coalition 

(IARC) was made possible through the efforts of 

regulators worldwide.  The VSC were integral to 

the beginnings of this project, working with the 

ESRB (Entertainment Software Rating Board in 

the USA) to devise the first algorithms that would 

produce region specific ratings, making the 

system possible. 

Now with major storefronts using the IARC 

system, including the likes of Google Play, 

Microsoft Store and Oculus, there are in excess of 

10,000 ratings issued per day. With this volume of 

submissions, the need for an automated self-

regulatory system is essential. 

Member regulators, including the VSC on behalf 

of PEGI, work in collaboration worldwide to carry 

out human checks on top downloaded apps and 

to perform targeted searches for incorrectly rated 

products.  The VSC also continues to play a vital 

role on the working group scrutinising the 

assessment that developers use to self-assess 

their products. 

As can be seen, much has changed since the 

VSC’s inception and the VSC remains at the 

forefront of developments to help parents and 

carers make informed decisions.  
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  VSC Board, Panels and Senior Executives 

VSC Board  

Tony Lake OBE QPM (Chair)  

Former Chief Constable of Lincolnshire Police.  

 

Iain Muspratt (Vice Chair)  

Chartered Accountant. Past Chairman of the 

British Video Association and member of the 

British Screen Advisory Council.  

 

Kim Bayley (Entertainment Retailers Association) 

ERA is the trade association representing retailers 

of music, video, DVDs and video games.   

 

Liz Bales (British Association for Screen 

Entertainment)  

BASE is the trade body representing the interests 

of publishers and rights owners of video 

entertainment.  

 

Dr Jo Twist OBE (Association for UK Interactive 

Entertainment)  

Ukie is the trade association representing the 

video games and interactive entertainment 

industries.  

 

Mary MacLeod OBE 

Independent family policy adviser and a leading 

voice on children and family welfare. A Trustee of 

the Internet Watch Foundation.  

 

Chris Atkinson  

Child protection background and has worked in 

the children’s charity sector for most of her career 

including 16 years at the NSPCC.  

 

Harry Marsh MBE  

Freelance consultant in the UK voluntary sector; 

advising a wide range of charities and charitable 

trusts on governance, strategy, project 

management, diversity and fund raising.  

 

Emma Ham-Riche  

Worked with Mothers’ Union since 2006 and is a 

member of the PEGI Experts Group.  Ordained 

into the Church of England in 2019, Emma was a 

Primary School Teacher for 20 years. 

 

Fred Langford 

Deputy CEO Internet Watch Foundation and 

President of “The International Association of 

Internet Hotlines” (INHOPE) which is the umbrella 

organisation uniting a global network of hotlines 

tackling child sexual abuse imagery online and 

child sexual exploitation.  
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Appeals Panel  

 
Baroness Kennedy of the Shaws QC  

(Chair of Appeals Panel) Leading barrister and 

expert in human rights law, civil liberties and 

constitutional issues.  

 

Prof. Barry Everitt FRS  

Provost of the Gates Cambridge Trust and 

Director of Research, University of Cambridge.  

Professor of Behavioural Neuroscience and a 

former Master of Downing College.  

 

John Grieve CBE QPM 

Former New Scotland Yard detective. He teaches 

at Portsmouth and London Metropolitan 

universities.  

 

Penny Nagle 

Penny has worked in the Film, Cinema and Media 

Event Sectors for many years working for and 

with many leading companies.  

 

Shireen Peermohamed 

Shireen is a practising solicitor with over 20 years' 

experience. She is also a NonExecutive Director 

and Council Member of the Advertising Standards 

Authority and a Trustee of The Ministry of Stories 

charity.  

 

Andrea Wills 

Andrea worked in BBC radio, television and online 

content production for twenty-five years, 

ultimately becoming Chief Adviser, Editorial Policy 

and responsible for revising the BBC’s Editorial 

Guidelines in 2005. 

Expert Advisory Panel  

 
Geoffrey Robertson QC 

Leading media lawyer and ‘distinguished jurist’ 

member of the United Nations Justice Council.  

 

Prof. Tanya Byron 

Consultant clinical psychologist specialising in 

child and adolescent mental health.  

 

Dr. Guy Cumberbatch 

Chartered psychologist and Director of The 

Communications Research Group in Birmingham.  

 

 

 

Senior Executives 

 
Ian Rice (Director General)  

Joined the VSC in 2009. Previously Global 

Business Analyst for a multinational network 

company. During his time at the VSC Ian has been 

very involved in the development of the PEGI 

criteria and IARC rating process for apps.  

  

Peter Darby (Director of Policy) 

Former senior police officer having served 34 

years with the Metropolitan Police Service. Joined 

the VSC in 2003. Previously served as Director 

General.  

  

Laurie Hall (Director of Business Affairs) 

Qualified solicitor with many years’ experience in 

the music, video and video games industries. 

Previously served as Director General.  

 

Bethany Moffat (Director of Operations) 

Joined the VSC in 2014 and has previously held 

the positions of Office Manager and Assistant 

Director at the VSC. 
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Age 
Classification 

UK Certificates Percentage 

12 254 41.7% 

16 198 32.5% 

18 157 25.8% 

Total 609 100.0% 

Age 
Classification 

PEGI Licences Percentage 

3 450 25.6% 

7 365 20.8% 

12 402 22.9% 

16 325 18.5% 

18 213 12.1% 

Total 1755 100.0% 

  Statistics 

UK Certificates for Release issued by the 

VSC for the calendar year 2019 

UK Certificates for release are given in 

addition to PEGI Licences. These are only for 

non-exempt 12, 16 and 18 classifications for 

physical products released in the UK  

All PEGI Territories Overall PEGI ratings by 

age for the calendar year 2019 

These figures include both online and 

physical ratings. 

Note: For a video game supplied for a 

number of different games consoles (e.g. 

Xbox One, PlayStation 4 and Nintendo 

Switch) a separate UK Certificate and 

separate PEGI Licence is issued for each 

version of the game as each platform may 

contain subtle differences. 

Comparison of percentage of licences 

at each age rating 2018 / 2019. 
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Category Jan Feb Mar Apr May Jun Jul Aug Sep Oct Nov Dec Total 

Complaints related to rating delivered 17 8 8 15 13 6 30 168 7 14 12 12 310 

Complaints concerning advertising 3 1 2 1 2 526 1 1 2 539 

Requests for information on PEGI 62 42 58 75 53 91 80 87 51 58 82 52 791 

Comments on PEGI System 4 2 2 7 1 2 4 11 1 8 6 3 51 

Questions and comments on ratings 16 5 8 7 4 5 2 8 5 1 3 7 71 

Other 13 8 18 57 7 29 23 28 13 38 23 28 285 

Technical difficulties 24 18 11 11 12 6 17 21 4 12 16 16 168 

Total 2215 

Consumer Enquiries 

Consumer enquiries are predominantly handled centrally by the PEGI helpdesk and can be sent in from 

any of the 38 countries that use the PEGI system across Europe.   

An unusual spike in enquiries was observed in August / September of 

2019.  Over 600 of these related to the game NBA 2K20, following the 

release of a trailer online and subsequent video commentaries from a 

prominent online blogger.  Concerns centred around the chance-based 

mechanics displayed in the trailer, and the fact it had received a PEGI 3 

rating.  

Following this, the PEGI administrators asked the publisher to provide 

additional material in order to re-confirm that the rating given was 

accurate. Both NICAM and the VSC reviewed the new materials and it 

became clear that the gambling imagery was solely a mechanic used to 

randomly choose the basketball opponents, or random prizes for winning 

matches and required no form of wager, purchase or loss.  Therefore, as 

players were unable to gamble, virtually or otherwise in the game, it 

remained at PEGI 3. The publisher has since withdrawn the trailer. 

In the response to consumers following the re-examination, the VSC 

attempted to explain carefully when certain content can trigger the 

gambling descriptor in the PEGI system, and when it does not.  As 

mentioned at the beginning of this report, any content which teaches or 

glamorises gambling will now receive a PEGI 18 rating. 
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The directors present their annual report and financial statements for the year ended 31 December 2019.

Principal activities
The principal activity of the company during the year was the administering of the Statutory Rating System for 
Video Games within the United Kingdom, the voluntary rating system for Video Games for a further 38 countries 
where the PEGI system is adopted and the voluntary rating of Apps in both the UK and those 38 countries in 
accordance with International Age Rating Coalition ('IARC').

Directors
The directors who held office during the year and up to the date of signature of the financial statements were as 
follows:

J A Lake
I D Muspratt
C Webster (Resigned 4 July 2019)
The UK Interactive Entertainment Association 
Limited
Entertainment Retailers Association
British Association for Screen Entertainment
C M Atkinson
M Macleod
H Marsh
N F E Amosu (Resigned 5 March 2019)
F T E Langford (Appointed 1 May 2019)
E L Ham-Richie (Appointed 1 January 2020)

Auditor
A resolution in accordance with Section 385, Companies Act 1985, for the re-appointment of Newton & Garner 
Limited as auditors of the company is to be proposed at the forthcoming annual general meeting.

Statement of disclosure to auditor
So far as each person who was a director at the date of approving this report is aware, there is no relevant audit 
information of which the company’s auditor is unaware. Additionally, the directors individually have taken all the 
necessary steps that they ought to have taken as directors in order to make themselves aware of all relevant 
audit information and to establish that the company’s auditor is aware of that information.

This report has been prepared in accordance with the provisions applicable to companies entitled to the small 
companies exemption.

By order of the board

L Hall

Secretary

Date: 28th April 2020
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The directors are responsible for preparing the annual report and the financial statements in accordance with 
applicable law and regulations.

Company law requires the directors to prepare financial statements for each financial year. Under that law the 
directors have elected to prepare the financial statements in accordance with United Kingdom Generally 
Accepted Accounting Practice (United Kingdom Accounting Standards and applicable law). Under company law 
the directors must not approve the financial statements unless they are satisfied that they give a true and fair 
view of the state of affairs of the company and of the surplus or deficit of the company for that period. In 
preparing these financial statements, the directors are required to:

�
�
�

select suitable accounting policies and then apply them consistently;
make judgements and accounting estimates that are reasonable and prudent;
prepare the financial statements on the going concern basis unless it is inappropriate to presume that 
the company will continue in business.

The directors are responsible for keeping adequate accounting records that are sufficient to show and explain 
the company’s transactions and disclose with reasonable accuracy at any time the financial position of the 
company and enable them to ensure that the financial statements comply with the Companies Act 2006. They 
are also responsible for safeguarding the assets of the company and hence for taking reasonable steps for the 
prevention and detection of fraud and other irregularities.
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Opinion
We have audited the financial statements of THE VIDEO STANDARDS COUNCIL (the 'company') for the year 
ended 31 December 2019 which comprise the income and expenditure account, the balance sheet, the 
statement of changes in equity, the statement of cash flows and notes to the financial statements, including a 
summary of significant accounting policies. The financial reporting framework that has been applied in their 
preparation is applicable law and United Kingdom Accounting Standards, including FRS 102 The Financial 
Reporting Standard applicable in the UK and Republic of Ireland (United Kingdom Generally Accepted 
Accounting Practice).

In our opinion the financial statements:
�

�

�

give a true and fair view of the state of the company's affairs as at 31 December 2019 and of its surplus for 
the year then ended;
have been properly prepared in accordance with United Kingdom Generally Accepted Accounting Practice; 
and
have been prepared in accordance with the requirements of the Companies Act 2006.

Basis for opinion
We conducted our audit in accordance with International Standards on Auditing (UK) (ISAs (UK)) and applicable 
law. Our responsibilities under those standards are further described in the Auditor's responsibilities for the audit
of the financial statements section of our report. We are independent of the company in accordance with the 
ethical requirements that are relevant to our audit of the financial statements in the UK, including the FRC’s 
Ethical Standard, and we have fulfilled our other ethical responsibilities in accordance with these requirements. 
We believe that the audit evidence we have obtained is sufficient and appropriate to provide a basis for our 
opinion.

Conclusions relating to going concern
We have nothing to report in respect of the following matters in relation to which the ISAs (UK) require us to 
report to you where:
�

�

the directors' use of the going concern basis of accounting in the preparation of the financial statements is 
not appropriate; or
the directors have not disclosed in the financial statements any identified material uncertainties that may
cast significant doubt about the company’s ability to continue to adopt the going concern basis of accounting 
for a period of at least twelve months from the date when the financial statements are authorised for issue.

Other information
The directors are responsible for the other information. The other information comprises the information included 
in the annual report, other than the financial statements and our auditor’s report thereon. Our opinion on the
financial statements does not cover the other information and, except to the extent otherwise explicitly stated in 
our report, we do not express any form of assurance conclusion thereon.

In connection with our audit of the financial statements, our responsibility is to read the other information and, in 
doing so, consider whether the other information is materially inconsistent with the financial statements or our 
knowledge obtained in the audit or otherwise appears to be materially misstated. If we identify such material 
inconsistencies or apparent material misstatements, we are required to determine whether there is a material 
misstatement in the financial statements or a material misstatement of the other information. If, based on the 
work we have performed, we conclude that there is a material misstatement of this other information, we are 
required to report that fact.

We have nothing to report in this regard.

Opinions on other matters prescribed by the Companies Act 2006
In our opinion, based on the work undertaken in the course of our audit:
�

�

the information given in the directors' report for the financial year for which the financial statements are
prepared is consistent with the financial statements; and
the directors' report has been prepared in accordance with applicable legal requirements.



THE VIDEO STANDARDS COUNCIL

INDEPENDENT AUDITOR'S REPORT (CONTINUED)

TO THE MEMBERS OF THE VIDEO STANDARDS COUNCIL

- 4 -

Matters on which we are required to report by exception
In the light of the knowledge and understanding of the company and its environment obtained in the course of 
the audit, we have not identified material misstatements in the directors' report.

We have nothing to report in respect of the following matters where the Companies Act 2006 requires us to 
report to you if, in our opinion:

�

�
�
�
�

adequate accounting records have not been kept, or returns adequate for our audit have not been received 
from branches not visited by us; or
the financial statements are not in agreement with the accounting records and returns; or
certain disclosures of directors' remuneration specified by law are not made; or
we have not received all the information and explanations we require for our audit; or
the directors were not entitled to prepare the financial statements in accordance with the small companies 
regime and take advantage of the small companies' exemption in preparing the directors' report and take 
advantage of the small companies exemption from the requirement to prepare a strategic report.

Responsibilities of directors
As explained more fully in the directors' responsibilities statement, the directors are responsible for the
preparation of the financial statements and for being satisfied that they give a true and fair view, and for such 
internal control as the directors determine is necessary to enable the preparation of financial statements that are 
free from material misstatement, whether due to fraud or error.

In preparing the financial statements, the directors are responsible for assessing the company’s ability to 
continue as a going concern, disclosing, as applicable, matters related to going concern and using the going 
concern basis of accounting unless the directors either intend to liquidate the company or to cease operations, 
or have no realistic alternative but to do so.

Auditor's responsibilities for the audit of the financial statements
Our objectives are to obtain reasonable assurance about whether the financial statements as a whole are free 
from material misstatement, whether due to fraud or error, and to issue an auditor’s report that includes our 
opinion. Reasonable assurance is a high level of assurance, but is not a guarantee that an audit conducted in 
accordance with ISAs (UK) will always detect a material misstatement when it exists. Misstatements can arise 
from fraud or error and are considered material if, individually or in the aggregate, they could reasonably be 
expected to influence the economic decisions of users taken on the basis of these financial statements.

A further description of our responsibilities for the audit of the financial statements is located on the Financial 
Reporting Council’s website at: http://www.frc.org.uk/auditorsresponsibilities. This description forms part of our 
auditor’s report.
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Use of our report

This report is made solely to the company's members, as a body, in accordance with Chapter 3 of Part 16 of the 
Companies Act 2006. Our audit work has been undertaken so that we might state to the company's members 
those matters we are required to state to them in an auditor's report and for no other purpose. To the fullest 
extent permitted by law, we do not accept or assume responsibility to anyone other than the company and the 
company's members, as a body, for our audit work, for this report, or for the opinions we have formed.

Robert Knight, FCCA, ATII (Senior Statutory Auditor)
for and on behalf of Newton & Garner Limited 4th May 2020

Chartered Accountants
Statutory Auditor Chartered Accountants

Building 2, 30 Friern Park
North Finchley
London
N12 9DA
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2019 2018
£ £

Income 669,449 650,477
Administrative expenses (626,512) (633,148)

Operating surplus 42,937 17,329

Interest receivable and similar income 1,146 902
Interest payable and similar expenses - (15)

Surplus before taxation 44,083 18,216

Tax on surplus (8,803) (3,895)

Surplus for the financial year 35,280 14,321
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2019 2018
Notes £ £ £ £

Fixed assets
Investments 4 2 2

Current assets
Debtors 5 29,218 30,577
Cash at bank and in hand 445,437 395,428

474,655 426,005
Creditors: amounts falling due within 
one year 6 (33,608) (20,238)

Net current assets 441,047 405,767

Total assets less current liabilities 441,049 405,769

Reserves
Income and expenditure account 441,049 405,769

These financial statements have been prepared in accordance with the provisions applicable to companies 
subject to the small companies regime.

The financial statements were approved by the board of directors and authorised for issue on 28th April 2020 
and are signed on its behalf by:

J A Lake I D Muspratt
Director Director

Company Registration No. 02402805
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Income and 
expenditure

£

Balance at 1 January 2018 391,448

Year ended 31 December 2018:
Profit and total comprehensive income for the year 14,321

Balance at 31 December 2018 405,769

Year ended 31 December 2019:
Profit and total comprehensive income for the year 35,280

Balance at 31 December 2019 441,049
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2019 2018
Notes £ £ £ £

Cash flows from operating activities
Cash generated from operations 9 59,120 23,747
Interest paid - (15)
Income taxes paid (3,895) (8,246)

Net cash inflow from operating activities 55,225 15,486

Investing activities
Purchase of tangible fixed assets (6,362) (10,945)
Interest received 1,146 902

Net cash used in investing activities (5,216) (10,043)

Net increase in cash and cash equivalents 50,009 5,443

Cash and cash equivalents at beginning of year 395,428 389,985

Cash and cash equivalents at end of year 445,437 395,428
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1 Accounting policies

Company information
THE VIDEO STANDARDS COUNCIL is a private company limited by guarantee incorporated in England 
and Wales. The registered office is Suite 4A Salar House, 61 Campfield Road, St Albans, Hertfordshire, 
AL1 5HT.

1.1 Accounting convention
These financial statements have been prepared in accordance with FRS 102 “The Financial Reporting 
Standard applicable in the UK and Republic of Ireland” (“FRS 102”) and the requirements of the 
Companies Act 2006 as applicable to companies subject to the small companies regime. The disclosure 
requirements of section 1A of FRS 102 have been applied other than where additional disclosure is 
required to show a true and fair view.

The financial statements are prepared in sterling, which is the functional currency of the company. 
Monetary amounts in these financial statements are rounded to the nearest £.

The financial statements have been prepared under the historical cost convention. The principal 
accounting policies adopted are set out below.

1.2 Income and expenditure
Income and expenses are included in the financial statements as they become receivable or due.

1.3 Tangible fixed assets
Tangible fixed assets are initially measured at cost and subsequently measured at cost or valuation, net of 
depreciation and any impairment losses.

Depreciation is provided to write off the cost of tangible fixed assets in full, when acquired.

Fixtures, fittings & equipment 100%

The gain or loss arising on the disposal of an asset is determined as the difference between the sale 
proceeds and the carrying value of the asset, and is credited or charged to surplus or deficit.

1.4 Fixed asset investments
Interests in subsidiaries, associates and jointly controlled entities are initially measured at cost and 
subsequently measured at cost less any accumulated impairment losses. The investments are assessed 
for impairment at each reporting date and any impairment losses or reversals of impairment losses are
recognised immediately in surplus or deficit.

A subsidiary is an entity controlled by the company. Control is the power to govern the financial and 
operating policies of the entity so as to obtain benefits from its activities. 

An associate is an entity, being neither a subsidiary nor a joint venture, in which the company holds a long-
term interest and where the company has significant influence. The company considers that it has 
significant influence where it has the power to participate in the financial and operating decisions of the 
associate.
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Entities in which the company has a long term interest and shares control under a contractual arrangement 
are classified as jointly controlled entities.

1.5 Cash and cash equivalents
Cash and cash equivalents are basic financial assets and include cash in hand, deposits held at call with 
banks, other short-term liquid investments with original maturities of three months or less, and bank 
overdrafts. Bank overdrafts are shown within borrowings in current liabilities.

1.6 Financial instruments
The company has elected to apply the provisions of Section 11 ‘Basic Financial Instruments’ and Section 
12 ‘Other Financial Instruments Issues’ of FRS 102 to all of its financial instruments. 

Financial instruments are recognised in the company's balance sheet when the company becomes party to 
the contractual provisions of the instrument.

Financial assets and liabilities are offset, with the net amounts presented in the financial statements, when 
there is a legally enforceable right to set off the recognised amounts and there is an intention to settle on a 
net basis or to realise the asset and settle the liability simultaneously.

Basic financial assets
Basic financial assets, which include debtors and cash and bank balances, are initially measured at 
transaction price including transaction costs and are subsequently carried at amortised cost using the 
effective interest method unless the arrangement constitutes a financing transaction, where the transaction 
is measured at the present value of the future receipts discounted at a market rate of interest. Financial 
assets classified as receivable within one year are not amortised.

Classification of financial liabilities
Financial liabilities and equity instruments are classified according to the substance of the contractual 
arrangements entered into. An equity instrument is any contract that evidences a residual interest in the 
assets of the company after deducting all of its liabilities.

Basic financial liabilities
Basic financial liabilities, including creditors, bank loans, loans from fellow group companies and 
preference shares that are classified as debt, are initially recognised at transaction price unless the 
arrangement constitutes a financing transaction, where the debt instrument is measured at the present 
value of the future payments discounted at a market rate of interest. Financial liabilities classified as
payable within one year are not amortised.

Debt instruments are subsequently carried at amortised cost, using the effective interest rate method.

Trade creditors are obligations to pay for goods or services that have been acquired in the ordinary course 
of business from suppliers. Amounts payable are classified as current liabilities if payment is due within 
one year or less. If not, they are presented as non-current liabilities. Trade creditors are recognised initially 
at transaction price and subsequently measured at amortised cost using the effective interest method.
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1.7 Derivatives
Derivatives are initially recognised at fair value at the date a derivative contract is entered into and are 
subsequently remeasured to fair value at each reporting end date. The resulting gain or loss is recognised 
in surplus or deficit immediately unless the derivative is designated and effective as a hedging instrument, 
in which event the timing of the recognition in surplus or deficit depends on the nature of the hedge 
relationship.

A derivative with a positive fair value is recognised as a financial asset, whereas a derivative with a 
negative fair value is recognised as a financial liability.

1.8 Taxation
The tax currently payable is based on taxable surplus for the year. Taxable surplus differs from net surplus
as reported in the profit and loss account because it excludes items of income or expense that are taxable 
or deductible in other years and it further excludes items that are never taxable or deductible. The
company’s liability for current tax is calculated using tax rates that have been enacted or substantively 
enacted by the reporting end date.

1.9 Employee benefits
The costs of short-term employee benefits are recognised as a liability and an expense, unless those costs 
are required to be recognised as part of the cost of stock or fixed assets.  

The cost of any unused holiday entitlement is recognised in the period in which the employee’s services 
are received.

Termination benefits are recognised immediately as an expense when the company is demonstrably 
committed to terminate the employment of an employee or to provide termination benefits.

1.10 Retirement benefits
Payments to defined contribution retirement benefit schemes are charged as an expense as they fall due.

2 Employees

The average monthly number of persons (including directors) employed by the company during the year 
was 15 (2018 - 12).
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3 Tangible fixed assets
Plant and 

machinery 
etc

£
Cost
At 1 January 2019 91,814
Additions 6,362

At 31 December 2019 98,176

Depreciation and impairment
At 1 January 2019 91,814
Depreciation charged in the year 6,362

At 31 December 2019 98,176

Carrying amount
At 31 December 2019 -

At 31 December 2018 -

4 Fixed asset investments
2019 2018

£ £

Investments 2 2

Movements in fixed asset investments
Shares in 

group 
undertakings

£
Cost or valuation
At 1 January 2019 & 31 December 2019 2

Carrying amount
At 31 December 2019 2

At 31 December 2018 2

5 Debtors
2019 2018

Amounts falling due within one year: £ £

Other debtors 29,218 30,577
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6 Creditors: amounts falling due within one year
2019 2018

£ £

Corporation tax 8,803 3,895
Other taxation and social security 13,425 10,864
Other creditors 11,380 5,479

33,608 20,238

7 Members' liability

The company is limited by guarantee, not having a share capital and consequently the liability of members 
is limited, subject to an undertaking by each member to contribute to the net assets or liabilities of the 
company on winding up such amounts as may be required not exceeding £10.

8 Related party transactions

During the year the company paid £17,780 (2018 - £16,939) to IDM & Co, Chartered Accountants in 
respect of his services provided by I D Muspratt as a director of the company.

9 Cash generated from operations
2019 2018

£ £

Surplus for the year after tax 35,280 14,321

Adjustments for:
Taxation charged 8,803 3,895
Finance costs - 15
Investment income (1,146) (902)
Depreciation and impairment of tangible fixed assets 6,362 10,945

Movements in working capital:
Decrease/(increase) in debtors 1,359 (2,826)
Increase/(decrease) in creditors 2,686 (1,849)
Increase in deferred income 5,776 148

Cash generated from operations 59,120 23,747

10 Analysis of changes in net funds
1 January 

2019
Cash flows 31 December 

2019
£ £ £

Cash at bank and in hand 395,428 50,009 445,437



Rating Ref. Question Help text with in depth explanation of the question Content 
descriptor 

V1 Depictions of very mild violence in 
a child-like, pixelated or abstract 
setting. 

Characters will only show a very mild reaction to the violence when hit. 

Examples include breaking apart amid colourful explosions, 

blinking/flashing or falling off screen. Characters will not display 

indications of pain or suffering or any other apparent reactions 

consistent with real life. If the violence is high in intensity or contains 

elements possibly disturbing to younger children, V2 may be more 

appropriate. 

A childlike setting is more likely to appeal to younger children. Such a 

style may include (but is not limited to) a fantastical theme, bright 

colours, playful music, cheerful sounds and/or an overall cartoon-like 

atmosphere. 

A pixelated setting is one in which characters appear blocky, such as in an 

early arcade or retro game. An abstract setting is a simplistic environment, 

e.g. consisting only of silhouettes or geometrical shapes.

No content 
descriptor 

S1 Depictions of nudity in a non- 
sexual context. 

This is where the nudity (which includes partial nudity but no visible 

genitalia) has no direct or implied sexual meaning such as a lady breast 

feeding a baby, topless sunbathing or a nudist beach. 

No content 
descriptor 

V2 Depictions of non-realistic violence 
set in a child-friendly setting or 
context. 

A child-friendly setting refers to the game’s theme, characters and 

visual tone. Such a setting is aimed at children and is often inspired by 

worlds originating from other popular media like comics, television and 

animated series (e.g. superhero genre, cartoons). 

There is a lack of reality in the violence and weapons used (e.g. 

whimsical plastic-cap pistols/blasters, exaggerated-sized pistols, 

swords, etc). Human-like characters will generally have non-realistic 

features, for example, body shape is not in proportion (e.g. enlarged 

head), exaggerated features (e.g. enlarged eyes), or cartoon-like 

appearance. 

The violence or combat is potentially high in intensity or frenetic but 

predominantly cartoonish and non-realistic (e.g. colourful light effects, 

explosions, flashes, puffs of smoke, or cartoonish sound effects). This 

means gore or injury detail is not allowed. 

If the game focuses solely on hand to hand combat (‘beat em up’ 

genre), question V7 may be more appropriate (e.g. Dragon Ball Z, 

Street Fighter, King of Fighters, etc). 

V3 Depictions of implied violence 
to humans where the actual 
violence is not shown. 

This is where you do not actually see any violence to humans, but it is 

obvious what is happening. It covers such matters as the bombing of a 

city where you know civilians are killed and injured, blowing up a tank 

or shooting down a plane where you know the crew are killed, 

smashing into cars or other vehicles where the driver/passenger must 

be injured.  

If the depictions are non-detailed, this question does not apply. It also 

includes depictions of violence against humans where you do not see 

any violent act, or the immediate reaction to this act, but you do see 

the cause and/or the result. 

V4 Depictions of non-realistic 
violence of a minor nature 
towards a human-like or 
animal-like character. 

Characters must react to the violence in an unrealistic way, e.g. they 

flash or disappear when hit, but do not show any apparent reactions 

consistent with real life. The important aspect will be the minor nature 

of the violence. Therefore there cannot be any of the following: 

• Emphasis on the violence in depictions or audio, e.g. close-ups, slow 

motion 

• Depictions of pain or suffering

Appendix 2



 

V5 Depictions of non-detailed and 
non-realistic violence towards 
non-detailed human-like 
characters. 

This is where the depiction gives only a basic representation of a 

human, including pixelated characters. Non-detailed human-like 

characters generally take up a small portion of the screen. Features 

may include (but are not limited to): 

• No facial expression and/or detail 

• Simplistic animation and/or movement.                                                      

• Non-detailed clothing and/or body parts etc. 

 

 

 

 

 

V6 Depictions of non-realistic 
violence towards fantasy 
characters. 

A fantasy character is a character that does not exist in real life and 

does not take a human appearance and includes ghosts, gremlins, 

dragons and other mythical creatures. The characters react in a way 

that would not be expected of human-like characters and although you 

know that the characters are being killed or injured you do not really 

see very much (e.g. the characters immediately disappear in a puff of 

smoke or are otherwise so small that you really cannot see what 

exactly is happening). 

 

 

 

F1 Pictures or sounds likely to be 
scary or frightening to young 
children. 

This is where you do not actually see or hear anything specifically 

violent but nevertheless because of the sounds or depictions the 

overall theme may be frightening to young children (haunting or 

aggressive music, entering a haunted house, background screams or 

rustling in the undergrowth). 

 

 

 

V7 Depictions of non-realistic 
looking violence towards 
human-like or animal-like 
characters. 

The characters react in a way that is not representative of real life. 

Though you see characters being killed or injured, other factors must 

limit the realism of the reaction (e.g. the reactions are masked by 

bright flashes of light or by frenetic action, or a reaction that is overly 

disproportionate to the violent act). 

 

Blood effects are allowed as long as the reaction to the violence in 

general is predominantly non-realistic. If the reaction to the violence is 

minor, or set in a child-friendly setting, then questions V4 or V2 may be 

more appropriate. 

 

The characters must look like humans or animals. If a character looks 

like a human it should be treated as human even if it is unrealistic (if 

something called a zombie or any other name looks like a human it 

should be treated as human). If the characters are non-detailed, very 

pixelated or take up a small portion of the screen, then question V5 

may be more appropriate. 

 

 

 

V8 Depictions of sporting action 
showing violence. 

The sporting action must be depicted within the rules of the sport. If 

blood is depicted, then please answer yes to V11. 

 

 

 

V9 Depictions of realistic violence 
of a minor nature on a human-like 
or animal-like character that 
does not result in any obvious 
injury or harm. 

This is where the violence to the human-like or animal-like character is 

realistic but very minor such as a slap or smack and the victim does not 

show any apparent harm or injury. 

 

 

 

V10 Depictions of realistic looking 
violence towards fantasy 
characters. 

A fantasy character is a character that does not exist in real life and 

does not take a human appearance and includes ghosts, gremlins, 

dragons and other mythical creatures. In determining whether the 

violence is realistic it is assumed that the fantasy character does 

actually exist and reacts as if it were a human-like character. 

 

 

 

F2 Horror sequences or gruesome 
imagery. 

This means sequences that elicit intense anticipation of violence, 

strong threat, or dread. It also includes gruesome imagery, such as 

mutilated bodies. These are typically found in so-called First-Person 

Survival Horror games. If the setting is instead merely frightening or 

creepy to young children, question F1 may be more appropriate. 
 



 

 

L1 Offensive language. This is offensive language that falls short of sexual expletives. This will 

generally not include minor profanities unless used in an offensive 

manner. Common examples include words like: shit, bitch, bastard, 

piss, arsehole and other words of similar nature. 

 

Words such as hell, stupid, fool and idiot would not be included. Please 

note this list is not exhaustive. 

 

 

 

S2 Words or activities that amount 
to obvious sexual innuendo or 
explicit sexual descriptions or 
images or sexual posturing. 

This can refer to words or pictures that may be sexually explicit but do 

not amount to eroticism (a brief glimpse of a lady with bare breasts at 

a window or a brief glimpse of a naked couple (not showing genitalia) 

getting into bed). The sexual innuendo must be obviously relating to 

sexual intercourse/foreplay and can consist of words and/or activity. 

This would cover instances in which it is clear that sexual intercourse is 

taking place, but the participants are out of view, under sheets etc. 

 

If however, the couple can be seen, even if they are partially clothed, 

then question S4 ‘sexual intercourse without visible genitals’ will be 

more appropriate. The importance is sexual connotation. The test is 

whether the images could prompt sexual curiosity on behalf of the 

player.  

 

Sexual posturing means dancing or posing (while remaining clothed) in 

a manner intended to put across a sexual message or suggestion. This 

will include such things as pole dancing, lap dancing and even some of 

the more suggestive music video sequences. 

 

 

 

V11 Depictions of arcade style or 
sporting action showing 
violence containing blood or 
gore. 

Arcade style action refers mostly to 2D effect depictions where the 

characters move left and right to attack each other. If there is no blood 

or gore then a ‘yes’ answer to question V8 is probably more 

appropriate. 

 

 

V12 Sustained depictions of death or 
injury to human-like or animal-like 
characters (except arcade 
style or sporting action). 

This means that all or the majority of the gameplay relates to violence. 

The characters must look like humans or animals. If a character looks 

like a human it should be treated as human even if it is unrealistic (if 

something called a zombie or any other name looks like a human it 

should be treated as human). Arcade style action refers mostly to 2D 

effect depictions where the characters move left and right to attack 

each other. The sporting action must be depicted within the rules of 

the sport concerned. 

 

 

 

V13 Depictions of realistic looking 
violence towards human-like or 
animal-like characters. 

This means violence where the character reacts as it would in real life. 

It is not necessary for there to be any blood or gore. The characters 

must look like humans or animals. If a character looks like a human it 

should be treated as human even if it is unrealistic (if something called 

a zombie or any other name looks like a human it should be treated as 

human). This does not include sporting action where the sporting 

action is depicted within the rules of the game or hunting or predation 

displayed between animal-like characters acting in their natural 

environment and behaviour. 

 

 

 

V14 Glamorisation of crime. This is where the depiction of criminal acts could encourage the games 

player to think that ‘crime pays’ or has no negative repercussions. 

 

 

 

V15 Depictions of gross violence, 
which includes torture, 
dismemberment, sadism and 
horrific depictions of death or 
injury towards fantasy 
characters. 

Gross violence will mean depictions of decapitation, dismemberment 

or physical torture and other horrific methods of bringing death, 

severe pain or injury to the recipient. This will usually be associated 

with large amounts of blood or gore. The emphasis is on the horrific 

nature of the violence. The violence will not be treated as gross 

violence if the recipients die or are injured in an unrealistic manner. 

The characters must respond like humans or animals 

 

 



 

L2 Sexual expletives, blasphemy or 
discriminatory language. 

The most common sexual expletives are fuck, cunt, motherfucker and 

cocksucker although this list is not exhaustive. Blasphemy means 

irreverent depictions or words concerning sacred matters or religious 

beliefs (not restricted to the Christian faith). 

It should be noted that blasphemy is likely to be illegal under national 

criminal laws and may not be included in the game in any event. 

Discriminatory language includes words or phrases that might cause 

offence in terms of race, gender religion, sexual orientation, or 

disability. 

This question (L2) by itself would trigger a PEGI 16 age rating. When a 

‘yes’ answer to another category results in a PEGI 18 rating, the Bad 

Language descriptor will automatically carry over to this age category. 

 

 

 

S3 Depictions of erotic or sexual 
nudity. 

This is where the depiction of nudity (including partial nudity) could 

result in sexual arousal or is shown as a prelude to human sexual 

activity. This can include still pictures particularly if they depict an 

erotic activity. This will not generally include straight-forward pin-ups. 

 

 

 

S4 Depictions of sexual intercourse 
without visible genitals. 

This is self-explanatory although it must be fairly apparent what the 

characters are doing. ‘Breasts and bums’ do not count as genital organs 

and nor does the showing of pubic hair only. 

 

 

 

D1 Prominent use of tobacco or 
alcohol. 

For this question to apply, the consumption of tobacco or alcohol 

needs to be an active and prominent part of the gameplay (where the 

player can actively choose to use these products). 

This will also include instances where the character gains advantage in 

the game using tobacco or alcohol (e.g. provides the player with a 

beneficial ‘stat’ increase). 

 

 

 

D2 Depictions of the use of illegal 
drugs. 

This includes the use of illegal drugs in any circumstances.  

 

 

V16 Depictions of sexual violence or 
threats (including rape). 

This will mean acts of a sexual nature where they are inflicted against a 

nonconsenting human-like characters, including rape or the infliction 

(including self-infliction) of pain on genital organs. 

 

 

 

V17 Depictions of violence towards 
vulnerable or defenceless 
human-like characters. 

The characters must look like humans. If a character looks like a human 

it should be treated as human even if it is unrealistic (if something 

called a zombie or any other name looks like a human it should be 

treated as human). Defenceless characters will include those that have 

no opportunity to avoid the violence (e.g. they are restrained or 

otherwise unable to escape or hide). Vulnerable characters will include 

in particular children, the elderly, or those subject to domestic 

violence. It will not generally include characters who are a central part 

of the gameplay e.g. main characters who are likely to be able to 

escape. 

 

Violence at this level must be realistic, however violence of a minor 

nature as listed in V9 will generally not be included but will be judged 

on its merits 

 

 

 

V18 Depictions of apparently 
motiveless killing or serious 
injury to multiple numbers of 
innocent human-like characters. 

This is where groups of human-like characters are killed or injured at 

random for no apparent reason and deals with themes such as the 

killing of pedestrians in the street, shoppers in a shopping arcade and 

children in a school. The characters must look like humans or animals. 

If a character looks like a human it should be treated as human even if 

it is unrealistic (if something called a zombie or any other name looks 

like a human it should be treated as human). 

 

 



 

V19 Depictions of gross violence, 
which includes torture, 
dismemberment, sadism and 
horrific depictions of death or 
injury towards human-like or 
animal-like characters. 

Gross violence will mean depictions of decapitation, dismemberment 

or physical torture and other horrific methods of bringing death, 

severe pain or injury to the recipient. This will usually be associated 

with large amounts of blood or gore. The emphasis is on the horrific 

nature of the violence. The violence will not be treated as gross 

violence if the recipients die or are injured in an unrealistic manner. If 

they instantly disappear in a puff of smoke or are killed/injured and 

then come back to 

life or appear uninjured this will not be treated as gross violence. The 

characters must look like humans or animals. If a character looks like a 

human, it should be treated as human even if it is unrealistic (if 

something called a zombie or any other name looks like a human it 

should be treated as human). 

 

 

 

V20 Detailed descriptions of 
techniques that could be used 
in criminal offences. 

The descriptions have to show how the offences can be carried out. For 

example, an instruction manual showing how to make a Molotov 

cocktail or bomb would be included under this question as would 

details of the implements needed to break into a car and how to use 

them. 

 

 

 

L2 Sexual expletives, blasphemy or 
discriminatory language. 

The most common sexual expletives are fuck, cunt, motherfucker and 

cocksucker although this list is not exhaustive. Blasphemy means 

irreverent depictions or words concerning sacred matters or religious 

beliefs (not restricted to the Christian faith). 

It should be noted that blasphemy is likely to be illegal under national 

criminal laws and may not be included in the game in any event. 

Discriminatory language includes words or phrases that might cause 

offence in terms of race, gender religion, sexual orientation, or 

disability. 

This question (L2) by itself would trigger a PEGI 16 age rating. When a 

‘yes’ answer to another category results in a PEGI 18 rating, the Bad 

Language descriptor will automatically carry over to this age category. 

 

 

 

S5 Depictions of sexual activity 
with visible genital organs. 

Sexual activity means all aspects of human sexual intercourse, 

masturbation and sexual foreplay where a male or female sexual organ 

is visible. The depiction of ‘breasts and bottoms’ or pubic hair only will 

not be treated as visible sexual organs 

 

 

 

G1 Moving images that teach 
and/or glamorise the use of 
games of chance that are 
played/carried out as a 
traditional means of gambling. 

This refers to types of betting or gambling for money that is normally 

played/carried out in casinos, gambling halls, racetracks. This does not 

cover games where betting or gambling is simply part of the general 

storyline. The game must actually teach the player how to gamble or 

bet and/or glamorise gambling. For example, this will include games 

that teach the player how to play card games that are usually played 

for money or how to play the odds in horse racing. 

 

 

 

D3 Glamorisation of the use of illegal 
drugs. 

The depictions will show that the user of the drugs is able to achieve 

success (win the game, get the girl, kill the enemy, commit the crime) 

after the use of illegal drugs. The drugs concerned should be real and 

be illegal (not fantasy or legal drugs). 

 

 

 

D4 Encouragement, glamorization or 
prominent promotion of the use of 
controlled substances. 

This will include instances where the use of alcohol, recreational drugs 

or tobacco-related products are encouraged or glamorized (e.g. 

drinking games). The depictions might also show that the user of these 

controlled substances is able to achieve success. 

 

Any promotion or advertisement needs to be prominent and the be 

part of the focus of the product. A simple background environmental 

element in a game would not trigger this question (e.g. a Heineken 

logo on the side of the pitch in a soccer match). 

 

 



 

H1 Depictions of ethnic, religious, 
nationalistic, gender or other 
stereotypes that are likely to 
encourage hatred. 

The emphasis here is on the words ‘likely to encourage hatred’. It 

should be noted that any such depictions are very likely to infringe 

national criminal laws and cannot be included in the game in any 

event. It is the responsibility of each game publisher to comply with 

national criminal laws and use of the PEGI system does not absolve the 

game publisher from such responsibility or provide any legal or other 

defence to infringement of national criminal laws. 

 

 

 IGP Will the game allow users to make 
in game purchases with real-world 
currency? 
 
Note: This question should be 
checked if in-game purchases are 
available from release or scheduled 
to be added later. 

In-game offers present players with the option to purchase digital 

goods or services with real-world currency. These purchases include 

but are not limited to bonus levels, skins, surprise items, music, virtual 

coins and other forms of in-game currency, subscriptions, season 

passes 

and upgrades (e.g. to disable ads). Real-world currency also includes 

cryptocurrencies such as Bitcoin. 

 

 

 PRI Can these in-game purchases 
include randomly selected items 
where players don’t know exactly 
what they are getting prior to the 
purchase? 

Purchases that include random items are purchases where the player 

doesn’t know exactly what he or she is getting (e.g., loot boxes, card 

packs, prize wheels, gacha, etc.). This is only applied to cases where the 

random items can be purchased with real money and/or those that can 

be exchanged for an in-game virtual currency that itself can be 

purchased directly with real money. 

 
Includes Random 

Items 
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