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Strategic communications support for changes to the classification of gambling-like content in video games Transcript: Kylie Case Study
	TC
	Speaker
	Audio

	00:00 – 00:09
	Kylie Hawkes
	So my name is Kylie. I work in marketing. I have three beautiful boys, Theo who's nearly 15, Myles who's 12 and a half, and Oisin who's 8.


	00:10 – 00:27
	Kylie Hawkes
	So gaming, if I was to leave it up to the boys might be an all day, every day experience. I did hold off on allowing the gaming console into the house for a long time. Eventually, though, we couldn't hold back so we now have a console and the handheld game.


	00:29– 01:05
	Kylie Hawkes
	The awareness of gambling-like behaviours came after, once the console was installed and we had these games and I was able to see on the massive screen what ... was happening. There was a game that they were interested in when they were quite young that really felt like it had quite a lot of gambling-like behaviours in it. They wanted vouchers to spend in this game, they wanted to sink a lot of money into the game. It automatically kind of subscribes to things, credit card details are stored so I've had to just be very careful about extracting those details. I didn't really see how it impacted play in the game either. So that was a real red flag.


	01:06 – 01:26
	Kylie Hawkes
	I struggle with things like the potentially addictive quality of the gaming. Also the violence in the gaming. So I really had to make sure to check the classifications of the games to make sure they were age appropriate for the boys. And then to also have a look at what they're playing, make sure I'm seeing what they're really doing in real time.


	01:26– 01:49
	Kylie Hawkes
	It's a whole world that can feel completely impenetrable in a way. So even when I watch what the boys are playing or how those graphics are looking ... like, I don't think I could grab a console
and start playing. It's a whole nother way of thinking
and interacting with the game. So I think the classifications are really important. Particularly if I was in a shop picking up a game, I'd definitely be looking at the classification.


	01:51 -  02:08
	Kylie Hawkes
	It did take me a long time to come around to finding the sweet spot between what the kids want to be
the gaming reality, and what I want to be the gaming reality, and to see the benefits of it. I thought it would just be a black hole of attention and time.


	02:08– 02:40
	Kylie Hawkes
	We actually have a contract, particularly Theo has a contract now, he wrote the contract up about time on the game during the weekdays, time on the game during the weekend, and those kind of things. So I felt without the rules around when we can play and for how long, it just was this thing that could overrun their free time, and they were reluctant to think about doing anything else other than being on the game. So the contract's helpful. Look, I don't think it's legally binding. But it is very helpful for managing the rhythm of the game within the family.


	02:42 – 02:51
	Voiceover 
	Stay ahead of the game. Check game ratings and
find more information at classification.gov.au/NewGameRatings


	02:51
	END
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