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This document will aim to show the importance of PEGI ratings for games and how mature scenes in games can impact young gamers. Popular games such as Farcry 3, Call of Duty Black Ops 2 and Grand Theft Auto Five will be used as examples to refer to when explaining points. In addition to these games, Super Mario Galaxy will also be used as an example, to help with a well-rounded view. Violence within video games is a focused topic, often media blames video games for influencing young people of today when violent matters occur. Dave Grossman, a retired lieutenant colonel on The Glenn Beck Program said ‘’These are not video games they are murder simulators’’ this could be seen as a dramatic response from someone with such military experience, knowing that games are nothing more than a fictional world, and much different from reality.
PEGI stands for Pan European Gaming Information, this European based establishment helps consumers make informed decisions when purchasing video games and other types on media based on age restrictions. This ensures the customer has all the information required for a product whether they are buying for themselves, or another individual. Though PEGI provides guidelines and suitable age ratings for games, they also have a section called ‘PEGI content Descriptors’ this is where the different kind of content we see in games can be categorised to show the content within a game. This system has been in place since the early 2000s but since online multiplayer becoming more popular a lot more measures have been put in place.
PEGI Ratings are important because they are put in place to protect and prevent minors from seeing content they’re possibly not yet ready to witness. A prime example would be Grand Theft Auto Five, one of the playable characters Trevor Phillips violently interrogates a man for information. There is a selection of tools and devices that the player has at their disposal. To progress through this scene the player must eventually use all the equipment placed on the bench, this section of the game is roughly 10 minutes long. A young player could be upset with needing to play through such a scene, however the PEGI Rating of the game is 18 and its content descriptors are bad language, violence and online multiplayer, these guides are put in place to stop young gamers from seeing adult content.
There are multiple options available for parents to have complete control over what their child plays and/or has access to, whether they know that or not. Consoles and PC have systems that allow parents to filter what content their child can use, whether that be passwords or passkeys; or time restricted periods of play. For guardians without gaming knowledge there are dozens of websites available for parents to search games, films and other media to help them understand and learn about the products a child could have an interest in buying or playing, knowing a PEGI Rating or at least the content of the game could help influence and protect a child from unwanted distress.  Concerned adults can look on forums, search YouTube to watch gameplay to see the type of game their child could want to play.  Though there are many products and safety systems available to monitor and restrict a child’s access to certain game content, first hand research by the parent could be the most effective and most efficient way to preventing a child from seeing content they’re not prepared for. Parents who play video games will have the knowledge and personal experience to understand and gage the type of game their child could be playing.
There are features placed within the ‘Settings’ sector of the menu that allow guardians to restrict access to certain games and applications. There are multiple options for preventing a child’s access. One way is that the parent/guardian can limit a child or teens access is by selecting the age of their child in the ‘Content Restrictions’ section of the settings menu. Therefore a 17-year-old would have access to 16 rated games and below but anything above their age is cut off. Systems like this have been implemented because parents want to monitor what a child is potentially up to, allowing parents to limit accesses can may block a child from viewing disturbing content.
One of the primary issues when discussing what kind of impact video games can have on a child is violence. This is one of the most reoccurring spoken about topics when it comes to focus points in the industry. Violence in games is often linked with school shootings in America, people seem to assume that video games are affecting people. One doctor on in the video clip says ‘’It numbs the senses and desensitises’’ meaning that by young people starting to play these games at such a small age can take away how sensitive they should ideally be. It’s important for young people to be away of what they could be doing which may harm them or someone else. It’s important for adults to be aware of what games their children are playing as they could possible impact how they are as a person when growing older. 
Though some mass shooters had played video games “On April 20, 1999, high school seniors Eric Harris and Dylan Klebold murdered 12 students and a teacher. They both enjoyed playing games like Doom and Quake, which were popular at the time.”  This alone is not enough evidence to show that it was the main influence or motivation behind the mass shootings as the article follows on to say “Both the killers had wide-ranging cultural interests, including “dark” music, computers and drama. They were bullied, often in trouble.” Meaning there could have been multiple reasons behind their motivation to attack. Before people felt like video games were accountable for this issue the blame had shifted from movies to games. Many people felt that movies were a large influence on violence. People also defend cases against videos being majorly responsible for violence in the real world, “Children’s books are full of gory violence.” as it continues in the video it uses the Grimm’s tales as an example Scalia follows with Hansel and Gretel bake their captor in an oven. People have taken their own interpretation of holy books, believing that it is justiciable to stone a woman called Aisha Ibrahim Duhulow, who had been raped, this was merely a decade ago.  
Though Violence is a key focus to many people outside of the industry, the mature content that’s held within games spreads across a large scale. Returning back to PEGI ratings, there are multiple ‘PEGI Content Descriptors’ these being: Gambling, Sex, and Drugs. There are additional content descriptors, however focusing on these a good example of a game would be Farcry 3. Within this game there is a mission to burn down multiple fields of marijuana and part of the game is to participate in a game of poker, after this point its optional to play additional games if the play wishes. There are also scenes of sexual content within parts of the cutscenes, this is all focused around a fictional story, where the player fights his way through each chapter to progress through the story line. Farcry is rated as a PEGI 18. People might agree with David Grossman when he said ‘’Behaviour that would get you in trouble anywhere else is rewarded.” as there are achievements that you received from completing tasks and quests within the game. 
Videos games can have a large impact on young players, because young gamers are still growing spending hours staring at a TV or monitor can affect them in multiple ways. The physical effects of playing video games are often overlooked as people’s main concerns seem to cater more toward the psychological effects although there has been very little solid research into psychological effects of gaming. Posture can be hugely affected due to slouching or sitting awkwardly when spending large amounts of time playing a game. Just as working in an office its advised that gamers take a break after every hour or two of gaming. Some online games come with a notification to tell the player just how long they’ve been playing for like Guild wars. Its advised to take 5-10 minuet for ever 60 minuets of screen time. 
Again, taking note from a topic mentioned earlier, parental monitoring has an influence on a child and how things can affect them.  Younger gamers may not be allowed access to certain games by their parent’s views, however one set of parents will have different rules to another parents and it becomes difficult for a child to say no especially if the option is there. In addition to this peer pressure can affect a child, being influenced or bullied in participating in playing a certain game. This wouldn’t be the child or parents fault as it out of their hands. Returning from a subject mentioned above people are certain that violence in video games has hugely influenced young teens to retaliate and commit crimes. The US President, Donald Trump said “Video game violence & glorification must be stopped—it is creating monsters!” on a post on Twitter. He is a strong believer that games are heavily influencing young people.
The impact of games can be felt across a wide field, children go home to play video games and now due to educational game systems Dr David Zendle  “If players are ‘primed’ through immersing themselves in the concepts of the game, they should be able to categorise the objects associated with this game more quickly in the real world once the game had concluded.” for example Minecraft education this allows children in schools to play games to help them to learn in new fun and exciting ways. Minecraft education has been successful across the board, helping students with simple things such as maths and science. 
The dissertation next year will be set on building a large base of information to answer the question “What is the importance of PEGI ratings, how to mature scenes impact young gamers?” This is an interesting question as is broad, however the focus would shift onto primarily the psychological effect of violent video games on todays youth, as a personal source of information it would be possible to create a survey to gain larger amounts of knowledge on the topic as many researchers and writers say that it’s still something to be studied. Some articles say that video games impact hugely upon the youth in both positive and negative ways. Games are time consuming however its been show that games have helped, there are new educational game systems, like Minecraft Education which is highly dedicated to making learning fun. Its important to fully understand the impact that games have on the young today as the games industry is one of the fastest growing industries in the world.
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