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Overview of Research

In Q4 2020, as part of the main GameTrack survey*, a project run on behalf of the Interactive
Software Federation of Europe (ISFE), Ipsos MORI ran several questions on child safety in
video gaming, including use of communication features and exposure to potentially
harmful content. This was carried out via an online survey to parents of children aged 0-15 in
their household who play online multiplayer video games. Results are reflective of claimed
behaviour of children, by their parents. Questions were also asked to a sample of video game
players aged 11-64 years old.

Fieldwork took place between 2" November 2020 to 15" January 2021 via an online
survey. This was conducted across Great Britain, France, Germany, Spain and Italy (base
sizes from parents responding to these questions are included below).

TOTAL GB FR GE SP T
Base:
Parents of children aged 0-15 who
play online multiplayer video 908 171 178 119 222 218
games

Full methodological details are included in the technical appendix.

*GameTrack is a quarterly study run by Ipsos on behalf of ISFE tracking the video game market in Europe
Ipsos MORI
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We asked questions to a sample of parents ...

OO

Parents with children who play video games and those who play
online multiplayer video games

For the purposes of this research a child was defined as anyone aged 0-15 years old.

« A parentis defined as either the biological parent, or a guardian
Players on any device aged 11-64 years olds were also asked questions on their use of reporting

tools.
Ipsos MORI E
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Overview: Online communication features
and parental supervision

. Parents of children who play video games claimed that two fifths (41%)
play online multiplayer video games. 59% - the large majority- claimed their
children did not play online multiplayer games.

. 41in 5 parents (79%) who have any children who play online multiplayer
video games and who use online communication features claim they
supervise their children while playing. They claim they use means such as
parental controls, in-person supervision and agreements.

. 75% of parents of any children who play online multiplayer video games
claim that their children have not experienced anything that made them feel
upset or uncomfortable when playing multiplayer video games.

- Of those who have experienced this, 96% of parents claim they took
action after any of their children were exposed to potentially harmful content.
This includes reporting it using an in-built reporting tool, their children telling
them or another authority and avoiding the video game altogether. Parents
who use in-built reporting tools found them useful (86%).
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Use of communication
features & parental
supervision
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Half of parents claim their child plays video games on any device, with
console devices the most popular.

BASE: Adults with children in the household

34%

19%

13%

51%

of parents claim their child
plays video games on any

device "
o© I3

Console (Including
handheld devices)

Smartphone Tablet PC

—— Q1.MICRO. What devices does your child/children use to play video games?
BASE: Total parents with children in household (2994),

6 © Ipsos | ISFE Communication in video games | September 2021 | Version 1 | Public lpsos MORI M



Almost 6 in 10 parents with children who play video games claim they do \Kﬂ‘!

not play online multiplayer video games. This is higher among parents with
older children in their household.

BASE: Parents with a child who plays video games on any device

(o) O Any Children
Parents who have ANY child _ - . : .
m V?Linpfa\’; V?de?)vgam_% ‘;n' arrs,n 59% claim their child does not play online multiplayer video games
device
o O Older Children

o, .
Parents who have any children i ) ) _ ) i
m@ between the ages of 11 and 15 45% claim their child does not play online multiplayer video games

years old in their household

SAFE2 Does your child play multiplayer online games where they compete against or play with other gamers?
BASE: Total parents with children in household who plays video games (2039), Parents who have any children aged 11-15 (936)
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In-game communication features are used most, according to parents of *
children who play online multiplayer video games.

BASE: Parents with a child who plays online multiplayer video games

Online communication features included in a _ 5704
video game

O Communication with other video game players
O via messaging apps I :0

(e.g. WhatsApp)

Of claim their Third party sites for chatting with other gamer _ 26%

children use at least one (e.g. Discord)
form of communication
feature when playing online Social media sites
: . 9%
multiplayer video games (e.g. Facebook) ]

Other I 1%

SAFE3. When playing online video games, does your child use any of the following?
BASE: Total parents with a child who plays online multiplayer video games (908)

Ipsos MORI
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4 in 5 parents of children who use online communication features superviselKﬁ!
during play, make agreements with their children or use parental controls.

BASE: Parents with a child who plays online multiplayer video games and uses online communication features

Use any form of supervision, agreements or parental controls

X . X . . 0
when it comes to child’s use of online communication features _ 79%

anv supervision N 46%

Supervision of child in person (excluding playing with them) 34%
Supervision of child in person (when playing with them) 19%
Any parental controls || 36%
Parental control tools on gaming device to control friend requests 24%

Parental control tools on gaming device to control online
communication features

Agreement with child when they use online communication features _ 3300

SAFES8.1. When your child has experienced content that has made them feel uncomfortable which, if any, of the following have you done?
BASE: Total parents of children who play online multiplayer video games and use online communication features (781)

Ipsos MORI
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Potentially
harmful content
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Prevalence of potentially harmful behaviour in video games is low
according to parents with a child who plays online multiplayer video games.

BASE: Parents with a child who plays online multiplayer video games Among ALL
parents with

children playing
games

Harmful or bad language 3%

7 5 % Bullying or trolling

Unwanted or inapproapriate advances

3%

UJ|
S
3
S
3
S

Of parents with children who Invitations to join groups outside the videogame | RN 2

play online multiplayer . -
games did not report their Extreme political opinions ||| GG 2

child experiencing any of the Threatening behavior || TG 20
listed specific behaviours
that made them upset or

uncomfortable

People impersonating others without permission || EGczNNG 3% 1%

Explicit nudity || | | I 3% 1%

Encouraging self-harming behavior [ Gz 3% 1%

N
N
i
i
N

SAFE7.2. Which, if any, of the following did your child experience that made them feel upset or uncomfortable?
BASE: Total parents with child in household who plays online multiplayer video games and have experienced something that has made them feel uncomfortable (252),

Ipsos MORI
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96% of parents claimed some form of action was taken after their child was lKﬁ!
exposed to potentially harmful content.

BASE: Parents with a child who claimed child had been exposed to potentially harmful content playing online multiplayer video games

Parents claimed they did something after child exposed to potentially harmful content . | RGN 0609%0

Spoke to friends or family _—_——EE 4 S0/

Talked about it with family 28%

Talked about it with friends in-person 19%

________________________________________ Talked about it with_friends online _ FE008T 14% .
Reported it in any way N 40%
Reported it using the in-built reporting system within the video game 26%

Reported it to a local authority 19%

~ Avoidedthegameinanyway mmmm——24%
Quit the videogame session 14%
Avoided playing online video games again 10%
Avoided playing this video game again 7%

Did not take any action W 4% - ,
SAFES8.1. Wheén your child has experienced content that has made them feel uncomfortable which, if any, of the following have you done?

BASE: Total parents with child in household who plays online multiplayer video games and has experienced something specific when playing online video games that made them feel uncomfortable (236)

Ipsos MORI @
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Players (11-64 year olds) more actively report inappropriate content, with
higher use of in-built reporting tools compared to parents.

BASE: Players who claimed child had been exposed to potentially harmful content when playing online multiplayer games

Players who claimed they did something after being exposed to potentially harmful content [ EGEGTNTGGG S 69%0
Reported it in any way NG 5300

Reported it using the in-built reporting system within the video game 38%
Reported it to a local authority 8%
"""""""""""""""""""""""""""" Spoke to friends or family HENENSSSSSN 30% 00
Talked about it with friends online 17%
Talked about it with friends in-person 14%
Talked about it with family 12%
""""""""""""""""""""""""""" Avoided the game in any way IEm——S 26%
Quit the videogame session 22%
Avoided playing this video game again 5%

Avoided playing online video games again =~ 2%

Did not take action I 14%

SAFE8.1. When you have experienced content that has made them feel uncomfortable which, if any, of the following have you done?
BASE: Total (683)
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In-built reporting mechanisms are regarded favourably by parents as
simple to use, useful, and yielding positive results.

BASE: Parents who reported using in built reporting mechanism in game

2090 71% 86% 75%

Of parents used in built

reporting mechanism in Found this mfchanlsm Found it useful* Thought th(_a report*was
game easy dealt with well

*Note: base is n=62 and therefore results are indication of performance of in built reporting mechanisms in video games

SAFE9. You previously mentioned you used the in-built reporting system within the video game. How difficult or easy was it to find this within the video game? / SAFE9.1 And to what degree would you say that this the in-built reporting system within
video games is useful? / SAFE9.2. How well do you think your report was dealt with when you reported something using the in-built reporting system within the video game?
BASE: Total parents with child in household who plays online multiplayer video games and has used in-built reporting system when their child experienced something that made them feel uncomfortable (62)
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TECHNICAL APPENDIX

AREA DETAILS

Commissioning Client Interactive Software Federation of Europe (ISFE) https://www.isfe.eu/

Parents of children who play online multiplayer video games within a nationally representative sample.

AUEIENES SUREER Players of online multiplayer video games aged 11-64 years olds were also surveyed

Sampling Methodology GameTrack uses quota sampling with quotas set on age, gender and region
Sample Size Full details of sample size per market and per audience are provided on Page 2
Fieldwork Dates 2"d November 2020 to 15" January 2021

Method of data collection Online survey

Weighting Weighting was applied across the market surveyed to make each equal in size
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Ipsos MORI’s Standards & Accreditations

Ipsos MORI's standards & accreditations provide our clients with the peace of mind that they can always depend on us to deliver reliable, sustainable findings. Moreover,
our focus on quality and continuous improvement means we have embedded a 'right first time' approach throughout our organisation.
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ISO 20252 — is the international market research specific standard that
supersedes BS 7911 / MRQSA & incorporates IQCS (Interviewer Quality
Control Scheme); it covers the 5 stages of a Market Research project. Ipsos
MORI was the first company in the world to gain this accreditation.

MRS Company Partnership — By being an MRS Company Partner, Ipsos
MORI endorse and support the core MRS brand values of professionalism,

 research excellence and business effectiveness, and commit to comply with the

MRS Code of Conduct throughout the organisation & we were the first company
to sign our organisation up to the requirements & self regulation of the MRS
Code; more than 350 companies have followed our lead.

ISO 9001 — International general company standard with a focus on continual
improvement through quality management systems. In 1994 we became one of
the early adopters of the ISO 9001 business standard.

ISO 27001 — International standard for information security designed to ensure
the selection of adequate and proportionate security controls. Ipsos MORI was
the first research company in the GB to be awarded this in August 2008.
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The GB General Data Protection Regulation (UK GDPR) & the GB Data
Protection Act 2018 (DPA) — Ipsos MORI is required to comply with the GB
General Data Protection Regulation and the GB Data Protection Act; it covers the
processing of personal data and the protection of privacy.

National Cyber Security Programme. Ipsos MORI was assessment validated for
certification in 2016. Cyber Essentials defines a set of controls which, when
properly implemented, provide organisations with basic protection from the most
prevalent forms of threat coming from the internet.

E HMG Cyber Essentials — A government backed and key deliverable of the UK’s

Fair Data — Ipsos MORI is signed up as a ‘Fair Data’ Company by agreeing to

Fair adhere to ten core principles. The principles support and complement other

Dater standards such as 1SOs, and the requirements of Data Protection legislation.

This work was carried out in accordance with the requirements of the international
quality standard for market research, ISO 20252 and with the Ipsos MORI Terms and

Conditions
Ipsos MORI E



ABOUT IPSOS

Ipsos is the third largest market research company in the world, present in 90
markets and employing more than 18,000 people.

Our research professionals, analysts and scientists have built unique multi-
specialist capabilities that provide powerful insights into the actions, opinions and
motivations of citizens, consumers, patients, customers or employees. We serve
more than 5000 clients across the world with 75 business solutions.

Founded in France in 1975, Ipsos is listed on the Euronext Paris since July 1st,
1999. The company is part of the SBF 120 and the Mid-60 index and is eligible
for the Deferred Settlement Service (SRD).

ISIN code FR0O000073298, Reuters ISOS.PA, Bloomberg IPS:FP

WWW.ipsos.com
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GAME CHANGERS

In our world of rapid change, the need of reliable information
to make confident decisions has never been greater.

At Ipsos we believe our clients need more than a data supplier, they need a
partner who can produce accurate and relevant information and turn it into
actionable truth.

This is why our passionately curious experts not only provide the most
precise measurement, but shape it to provide True Understanding of Society,
Markets and People.

To do this we use the best of science, technology
and know-how and apply the principles of security, simplicity, speed and
substance to everything we do.

So that our clients can act faster, smarter and bolder.
Ultimately, success comes down to a simple truth:
You act better when you are sure.

*k%

“‘Game Changers” — our tagline — summarises our ambition to help our
clients to navigate more easily our deeply changing world.




