


	
	Australian Game Ratings
Game Ratings in Australia are always changing the way we look at games. These days shoot 'em ups and free roam galore games sometimes have a bit too much gore in their gloryness. As important as the game is to a kid the Rating is everything to a parent. Shooting, Killing and just all out rampage can put a games rating up but no more than MA15+. But when a game comes into the public with something such as a needle for healing themselves the game is immediately banned, but killing people in a game doesn't make the game banned. The people who rate our games have got to look at more important stuff such as not to ban the game but make another level of maturity so 18+ can only buy the game instead of banning the game all together. Simply people wait for these certain games for years then just before release something as small as a needle in the game can send it back to its producers for heavy editing or just simple non release which in some cases devastates people who wait for these games for sometimes years.

The American gaming community gets most of any games no matter how violent or brutal the game is on young minds it still passes through the testing and makes it on the shelfs at least a month earlier then Australian stores even get their hands on one copy. Here is a list of games that were" banned in Australia.

•      7 sins
•       50 cent Bulletproof
•       BMX XXX
•       Dark Sector
•       DreamWeb
•       Duke Nukem 3D
•       Fallouts
•       The Getaway
•       GTA - 3,Vice City, San Andreas, 4
•       Manhunt 1/2
•       NARC
•       Postal 2
•       Phantasmagoria / A puzzle Flesh
•       Reservoir Dogs
•       ShellshockNam67
•       Soldier of Fortune Payback
•       The Punisher
•       Voyeur
Most of the games listed where edited and re-reieased later or before there official release date. Most of those games were banned because of their high level of violence or high level of sexual references. Now here is a list of the games that were banned in the United States

•      GTA San Andreas
•      The Guy Game
•      Night Trap
3 games where banned in America none of which were banned because of high level violence simple because there was a little too much sexual related content. Why does America get a different game rating system to Australians or any other country in the matter, why is violence aloud in their country more than ours? They need to do something about what is getting released and why it's aloud in their country and not ours and they need to look deeper into why they are banning a game for its content.



	
	The 2 game rating systems are the ESRB and the OFLC. The Office of Film and Literature Classification {OFLC) is provides support for the Classification Board which classified films, video games and publications in Australia. The Office of Film and Literature Classification is able to censor media by refusing classification and making the media illegal for hire, exhibition and importation to Australia. This has caused controversy in the case of computer and video games as the R18+ classification does not exist for video games. 

In North America the Entertainment Software Rating Board {ESRB) applies and enforces ratings, advertising guidelines, and online privacy principles for computer and video games and other entertainment software. By early 2003, it had rated over 8,000 titles submitted by 350 publishers. The decision to found the ESRB was influenced by violent content found in games such as Mortal Kombat and Night Trap and other controversial video games portraying violent or sexual situations. 

The OFLC rates our games here in Australia and the ESRB rates the games in America and Canada. There rating system over in the U.S is almost identical to ours with the same goal in mind which is to stop young children from playing games to violent for their own good. So why does the ESRB allow so many more games through to release then OFLC. The one difference between these two rating systems is that the ESRB is a non profit system when the OFLC is a profited rating system so it is taken more seriously and their job is done a lot better and looked over by many where as the ESRB is not taken as seriously as it should be letting games through with ridiculous rating for young children to play-Grand Theft Auto 4 was one of the more talked about titles here in Australia, it was even being showed on the news for its outrages violence and sexual content and how it was edited before it even banned or heavily edited. So why do we get a heavily edited version where the U.S get the full game unedited and it passed through the ESRB with no problems but our heavily edited version struggled to release after the OFLC weathered it.
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Performance Standards for Stage 2 Media Studies

	
	Knowledge and Understanding
	Research and Analysis
	Producing
	Communication

	A
	Comprehensive and sustained knowledge and understanding of media structures, issues, concepts, and interactions.

Perceptive knowledge and informed understanding of how audiences influence, and are influenced by, forms and content of media texts. 

Insightful and informed understanding of facts, opinions, and bias in media texts or products.
	Thorough and well-informed research into and analysis of different points of view, bias, values, or intent across a range of media texts and in the media investigation.

Comprehensive research into and analysis of the ways in which groups and individuals are represented in media.

Perceptive analysis of interactions with media.
	Comprehensive design and planning of media products for selected audiences. 

Highly proficient use of appropriate production techniques and technologies, and media conventions.
	Comprehensive reproduction of the structural and conventional features of media texts, to clearly and consistently convey meaning.

Fluent expression, using consistently clear and appropriate media terminology.

	B
	Well-considered and mostly sustained knowledge and understanding of media structures, issues, concepts, and interactions.

Well-considered knowledge and informed understanding of how audiences influence, and are influenced by, forms and content of media texts. 

Well-considered and informed understanding of facts, opinions, and bias in media texts or products.
	Well-informed research into and analysis of different points of view, bias, values, or intent across a range of media texts and in the media investigation.

Well-considered research into and informed analysis of the ways in which groups and individuals are represented in media.

Well-considered analysis of interactions with media.
	Thorough design and planning of media products for selected audiences.

Proficient use of appropriate production techniques and technologies, and media conventions.
	Sound reproduction of the structural and conventional features of media texts, to clearly convey meaning.

Mostly fluent expression, using clear and appropriate media terminology.

	C
	Considered knowledge and understanding of media structures, issues, concepts, and interactions.
Considered knowledge and informed understanding of how audiences influence, and are influenced by, forms and content of media texts. 

Considered and informed understanding of facts, opinions, and bias in media texts or products.
	Considered and informed research into and analysis of different points of view, bias, values, or intent across a range of media texts and in the media investigation.
Considered and informed research into and analysis of the ways in which groups and individuals are represented in media.

Considered analysis of interactions with media.
	Considered design and planning of media products for selected audiences.

Competent use of appropriate production techniques and technologies, and media conventions.
	Competent reproduction of the structural and conventional features of media texts, to convey meaning.

Generally fluent expression, using appropriate media terminology.

	D
	Partial knowledge and basic awareness of media structures, issues, concepts, and interactions.

Basic awareness and some understanding of how audiences influence, and are influenced by, forms and content of media texts. 

Recognition and some understanding of facts, opinions, and bias in media texts or products.
	Basic consideration and recognition of different points of view, bias, values, or intent in one or more media texts and in the media investigation.
Identification of some of the ways in which groups or individuals are represented in media.

Description of one or more interactions with media.
	Partial design and some planning of media products for a selected audience.

Basic use of some simple and appropriate production techniques and technologies, and some basic media conventions.
	Some reproduction of the structural and conventional features of one or more media texts, to convey basic meaning.

Occasionally clear expression and use of basic media terminology.

	E
	Limited awareness of media structures, issues, concepts, or interactions.

Limited awareness of how audiences influence, and are influenced by, forms and content of media texts. 

Limited recognition of facts, opinions, or bias in a media text or product.
	Attempted description of a point of view, bias, value, or intent in a media text, and/or the investigation.

Attempted recognition of one way in which a group or individual is represented in media. 

Attempted description of an interaction with media.
	Attempted design or planning of media products.

Attempted use of a production technique or technology, and one or more basic media conventions, which may be appropriate.
	Attempted reproduction of the structural and conventional features of one media text.

Limited expression or use of basic media terminology.


Student included cover image of ‘Fear’





Student included cover image of ‘Shadow of the Colossus’





Student included cover image of ‘Grand Theft Auto Vice City’





Student included cover image of ‘Silent Hill 2’





Student included cover image of ‘Hitman 2’





Student included cover image of ‘Condemned’





Student included cover image of ‘Grand Theft Auto III’





Student included cover image of ‘Silent Hill 4’





Student included cover image of ‘Grand Theft Auto San Andreas’





Student included cover image of ‘Grand Theft Auto IV’





Research and Analysis


Demonstrates considered analysis of interactions with media through comparing the Australian regulatory system with that used in North America and the impact on Australian gamers.





Knowledge and Understanding


Demonstrates considered knowledge and understanding of media structures, issues, concepts, and interactions in outlining the Australian game rating system.








Research and Analysis


Demonstrates considered and informed research into, and analysis of, different points of view, bias, values, or intent across a range of media texts. Evidenced through description of the factors to be considered in the censorship of games.








Research and Analysis


Demonstrates considered and informed research into, and analysis of, different points of view, bias, values, or intent across a range of media texts. Evidenced through questioning the different rules applying to Australia and North America.  








Knowledge and Understanding


Demonstrates considered and informed understanding of facts, opinions, and bias in media texts or products when providing factual evidence about the censorship of video games in Australia.





Additional Comments


The communication consists of generally fluent expression, using appropriate media terminology. The opinions expressed reflect one point of view and do not reflect the complexity of censorship regulation.
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