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MOTION FOR A EUROPEAN PARLIAMENT RESOLUTION

on the protection of consumers, in particular minors, in respect of the use of video 
games
(2008/2173(INI))

The European Parliament,

– having regard to the Communication from the Commission of 22 April 2008 on the 
protection of consumers, in particular minors, in respect of the use of video games 
(COM(2008)0207),

– having regard to the Council Resolution of 1 March 2002 on the protection of 
consumers, in particular young people, through the labelling of certain video games and 
computer games according to age group1,

– having regard to the Recommendation of the European Parliament and of the Council of 
20 December 2006 on the protection of minors and human dignity and on the right of 
reply in relation to the competitiveness of the European audiovisual and on-line 
information services industry2,

– having regard to the Communication from the Commission of 20 December 2007 on a
European approach to media literacy in the digital environment (COM(2007)0833),

– having regard to Rule 45 of its Rules of Procedure,

– having regard to the report of the Committee on the Internal Market and Consumer 
Protection (A6-0000/2008),

A. whereas video games are widely and increasingly popular in Europe and the market for 
video games is growing rapidly, 

B. whereas video games are predominantly non-violent and provide their users with 
entertainment which often contributes to the development of various skills and 
knowledge,

C. whereas video games used to be mainly focussed on minors in the past, but more video 
games are nowadays especially developed for adults,

D. whereas the market for video games is global,

E. whereas it falls within the competence of the Member States to decide on measures to 
restrict the sale of video games or to ban them,

1. Welcomes the above-mentioned Commission Communication on the protection of 
consumers, in particular minors, in respect of the use of video games; 

                                               
1 OJ C 65, 14.3.2002, p. 2.
2 OJ L 378, 27.12.2006, p. 72.
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2. Emphasises that video games are a great stimulant which in addition to entertainment 
can also be used for educational purposes; takes the view that schools should pay 
attention to video games and informing children and parents about benefits and 
disadvantages that video games can have;

3. Takes the view that video games can stimulate learning of facts and skills such as 
strategic thinking, creativity, cooperation and innovative thinking, which are important 
skills in the information society;

4. Takes the view that harmonised labelling rules for video games ensure improved 
knowledge of the labelling systems and at the same time promote the effective 
functioning of the Internal Market; therefore welcomes the work of the Council and the 
Commission to promote the adoption of EU-wide labelling rules for video games and 
create a voluntary code of conduct on interactive games targeted at children;

5. Notes that market conditions have changed significantly from a situation where video 
games were predominantly bought in shops and played on a computer or console to the 
present situation where games can be bought and downloaded from the internet; 

6. Notes that video games can be played on different platforms such as game consoles and
personal computers, but also increasingly on mobile devices such as a mobile phone;

7. Recalls that video games are becoming more interactive or even have a dynamic content 
that allows users to develop parts of the game themselves; notes that users can 
increasingly take part in forum discussions, textual as well as voice chat, and 
communities which are integrated into certain video games; recalls the differentiation in 
the market with more games designed especially for adults;

8. Takes the view that recent trends accentuate the importance of ensuring adequate 
protection of minors, inter alia by preventing them from possibly gaining access to 
harmful content; 

9. Recalls that parental control is increasingly difficult as online video games are not 
distributed in a physical package with a clear and easily legible label and due to the fact 
that children can, without their parents' knowledge or consent, download video games 
that are not suitable for their age;

10. Recalls that violence in video games does not automatically lead to violent behaviour 
and that the link between violent games and violent behaviour has not been proven;
takes the view however that violence in video games can in certain situations stimulate 
violent behaviour; 

11. Emphasises that addiction is a problem for some gamers; calls on producers, retailers,
parents and other stakeholders to take steps to avoid any such negative effects;

12. Underlines that the current development increases the need for effective working age 
verification systems for games and notably for online games; 
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13. Takes the view that different approaches to strengthening control of video games should 
be explored, while at the same time acknowledging that none of these systems is likely 
to provide an absolute guarantee that children will not gain access to inappropriate video 
games;

14. Calls on the Commission and Member States in cooperation with the industry to explore 
the merit of developing a 'red button' which can be included on (mobile) consoles or 
game devices and computers and which disables a certain game or which can control 
access to a game during certain hours or certain parts of a game; 

15. Underlines the importance of adequate control measures for online purchases relating to 
video games, including purchases using credit cards or vouchers; 

16. Takes the view that the developments relating to video games, and in particular online 
video games, call for more public awareness of the content of video games, parental 
control and instruments such as the Pan-European Game Information (PEGI) age rating 
system; welcomes the work done by the industry to implement self-regulation;

17. Welcomes the work by the Council of Europe to establish guidelines for video games as 
well as to promote knowledge among children on internet safety in general; 

18. Takes the view that the introduction of the PEGI system for rating games is an important 
tool which has improved transparency for consumers, especially parents, when buying 
games by enabling them to make a considered choice whether a game is suitable for 
children; regrets, however, that many consumers and especially parents do not seem to 
have a sufficient knowledge about video games and the possible effects of them on 
children; 

19. Calls on the Member States to continue to work closely together to promote the 
protection of minors and help the industry to develop systems that contribute to this end 
as well as to integrate the PEGI system into their legislation; urges the Member States to 
ensure that any national rating system is not developed in a way that leads to market 
fragmentation;

20. Calls on the Commission and the Member States to work with consumer organisations 
and other stakeholders to raise awareness among consumers, especially young 
consumers, about the classification systems in place and notably the PEGI system; 
underlines the importance of proving this information in schools; 

21. Underlines that currently not all Member States have rules to ensure that retailers restrict 
the sale of violent games to adults; takes the view that a common approach to sanctions 
for retailers would be beneficial; therefore calls on the Member States to put in place 
adequate measures to prevent children buying games which are rated for a higher age 
level, for example through an identity check;  

22. Calls on the Commission and the Member States to work with authorities in other parts 
of the world to encourage the adoption of international guidelines, labelling systems and 
codes of conduct to promote global classification systems for video games and online 
games;
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23. Holds the view that the industry should be encouraged to further develop and improve 
the self-regulatory systems and that there is currently no need for EU-wide legislation in 
this field; 

24. Instructs its President to forward this resolution to the Council and the Commission and 
to the governments and parliaments of the Member States.
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EXPLANATORY STATEMENT

The purpose of this Own-initiative report is to provide the views of the European Parliament 
on the Commission's Communication on the protection of consumers, in particular minors, in 
respect of the use of video games. 

Videogames are increasingly popular among different age groups in Europe. Furthermore it is 
estimated that the total revenues in the video games industry will exceed €7.3 bn in 2008. At 
the same time technological changes, the fact that more games are especially developed for 
adults makes it necessary to have a political discussion on the regulatory framework for such 
games. 

Your rapporteur considers that video games are predominantly harmless and non-violent. 
Moreover, video games can be used for educational purposes and contribute to the 
development of knowledge and various skills crucial in the 21st century. At the same time, 
more and more video games are developed for adults containing violent elements which could 
be harmful for children. Therefore attention should be paid to the protection of consumers and 
especially children. This protection should ensure that consumers have access to correct 
information about the product they purchase and that children can't purchase games which are 
not designed for their age.

Changes in technology and market conditions create new challenges. While video games used 
to be bought in shops and played on a fixed place behind a computer or game consol, games 
can now be played on mobile devices such as mobile phones. At the same time video games 
become more interactive and dynamic. This allows users to develop parts of the game 
themselves or to take part in forum discussions and communities integrated into certain video 
games.

These changes accentuate the importance of ensuring adequate protection of children, inter 
alia by preventing them from gaining access to possibly harmful content aimed at different 
age levels. At the same time parental control is increasingly more difficult as video games are 
no longer distributed in a physical package with a clear and easy legible label but can be 
bought and downloaded through the internet and due to the fact that children without their 
parents knowledge or consent can download video games that are not suitable for their age or 
take part in interactive and dynamic games.

While most video games are harmless, some violent games are available and some Member 
States have decided in the past to ban certain games. And while an exact link between the use 
and exposure to violent video games and violent behaviour has never been proven, it is 
important that producers, retailers and parents take steps to avoid any negative effects. 

Your rapporteur would like to underline the importance of pursuing parallel policy options in 
this context. Further development of effectively working age verification systems for online 
games is crucial. Moreover, the Commission and Member States in cooperation with the 
industry should explore the merit of developing a 'red button' which can be included on 
(mobile) consoles or game devices and computers and which disable a certain game or which 
can control the access to certain parts of a game during certain hours. It is also important to 
ensure adequate control measures for online purchases relating to video games, including 
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through purchases through credit cards or vouchers.

Harmonised labelling rules for video games would stimulate improved knowledge of the 
labelling systems and at the same time promote the effective functioning of the Internal 
Market. Your rapporteur welcomes the work done by the industry to implement self 
regulation and also supports the initiatives by the European Commission and the Council to 
promote the adoption of EU-wide labelling rules for video games and create a voluntary code 
of conduct on interactive games targeted at children. He also welcomes the work by the 
Council of Europe to establish guidelines for video games as well as to promote knowledge 
among children on internet safety in general.  

The introduction of the Pan European Game Information age rating system (PEGI) for rating 
games is an important tool which has improved the transparency for parents and other 
consumers when buying games for children. However, purchasers do not seem to have a 
sufficient knowledge about video games and the possible effects of them on children. The 
Commission and the Member States should also work with consumer organisations, schools 
and other stakeholders to raise awareness among consumers, especially young consumers, 
about the classification systems in place and notably the PEGI system. 

Moreover, it is important that Member States continue to work closely together to promote the 
protection of minors and helping the industry to develop systems that contribute to this end. 
Member States are encouraged to integrate the PEGI system in national legislation and to 
ensure that national rating systems are not developed in a way that weakens the PEGI system 
or leads to market fragmentation.

At the same time, your rapporteur notes that not all Member States have rules to ensure 
retailers restrict the sale of violent games to adults. He takes the view that a common 
approach on sanctions for retailers would be beneficial. Therefore he calls on the Member 
States to put in place adequate measures to prevent children buying video games with a higher
age classification.  

It is the view of your rapporteur that while the industry should be encouraged to further 
develop the self-regulation systems, there is currently no call for an EU wide legislation in 
this field. 
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