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

	00:00 – 00:12
	Tasha Lawton
	Many video games now include features that simulate gambling, which can be really harmful for our kids. It can affect their mental health, it can cause emotional stress.


	00:12 – 00:47
	Tasha Lawton
	So just recently the classifications have changed, which is really good to better reflect the risks. So games with in-game purchases that include an element of chance like loot boxes, that's been classified M, which means that they're not recommended for kids under 15. And then any gambling-like simulated games like casino style have a strict R18+ classification, which means that they are now legally restricted to adults. It's an important step in helping parents to make informed decisions.


	00:47– 01:07
	Tasha Lawton
	The best ways to limit the harm of gambling-like content are to use the parental controls, check the classifications, learn about the games that they're playing, please get rid of your credit card details, and you can absolutely have some conversations with them about it.


	01:08 – 01:15
	Tasha Lawton
	I encourage you to have open conversations with your kids, but you can temper it depending on who you're talking to and at what age.


	01:18 – 01:51
	Tasha Lawton
	For younger kids you just keep it really simple. Did you know that some games try and get you to spend money? And then for older kids, what you want to talk to them about is have they noticed that these games are specifically designed to get them to continue to engage in gambling-like behaviours? So you could say to them, have you noticed while you've been playing the game that you've been asked to spend money? Have you been noticing that
you've been playing it for longer than ... than you realise and how  does that make, how is that making you feel?


	01:54 -  02:15
	Tasha Lawton
	Take your child out of the mix. So it's not everything's focused on them and they feel like
they're being under the spotlight. You could ask them literally if they've seen their friends using any loot boxes, in-game purchases, mystery items, and if they have, how do they actually then start a conversation with their friends about that?


	02:15– 02:22
	Tasha Lawton
	Ultimately, the goal isn't to demonise gaming, it's to empower our kids to be able to make smart choices.


	02:22 – 02:31
	Voiceover 
	Stay ahead of the game. Check game ratings and
find more information at classification.gov.au/NewGameRatings


	02:31
	END



thesocialdeck.com


2
[image: A black background with a black square

Description automatically generated]
image2.png
The
SOCIALDECK

@i




image1.png




