Virtual Violence

The Entertainment Software Rating Board (ESRB) is a self-regulatory organization that applies and enforces ratings, advertising guidelines, and online privacy principles for computer and video games and other entertainment software in the United States and Canada (officially adopted by individual provinces 2004-2005). It was established in 1994 by the Interactive Digital Software Association (now the Entertainment Software Association). By early 2003, it had rated over 8,000 titles submitted by 350 publishers. Many believe that the ESRB may promote media restriction, while others think that it is necessary for software to have content ratings. The decision to found the ESRB was influenced by the graphic "fatality" killing moves of Mortal Kombat and other controversial video games depicting violent or sexual situations at the time, and by pressure from the United States government.

Ratings
The symbols the ESRB uses are stylized depictions of alphabetical letters meant to convey at a glance a game's suitability.

Current
	



	EC — Early Childhood: Contains content that may be suitable for ages 3 and older. Contains no material that parents would find inappropriate. Games that fall under this rating are specifically intended for young children and are usually educational in nature. However, some educational games with more complex problems (Such as the Dr. Brain series) may be rated E. EC is generally said to be the same as the MPAA's "G" rating or a "TV-Y" rating in television.

	


	E — Everyone: Contains content that may be suitable for ages 6 and older. Titles in this category may contain minimal cartoon, fantasy or mild violence and/or infrequent use of mild language. It is often likened to the MPAA's "G" or "PG" rating or a "TV-Y7" or "TV-G" rating in television. Examples of games with this rating are Sonic Advance, Super Mario Advance 4, Luigi's Mansion, and Pokémon Ruby and Sapphire and most sports and puzzle games.

	


	E10+ — Everyone 10+: Contains content that may be suitable for ages 10 and older. Titles in this category may contain more cartoon, fantasy or mild violence, mild language, minimal and/or infrequent blood and/or minimal suggestive themes. Added to the ESRB ratings icons on March 2, 2005. Donkey Kong Jungle Beat was the first game to receive this rating. This rating is often likened to the MPAA's "PG" rating or a "TV-PG" rating in television. Examples of games with this rating are Shadow the Hedgehog, Project Gotham Racing 3, Kingdom Hearts 2 and Lego Star Wars II: The Original Trilogy.

	


	T — Teen: Contains content that may be suitable for ages 13 and older. Titles in this category may contain violence, suggestive themes, crude humor, minimal blood, simulated gambling, and/or infrequent use of strong language. It is often likened to the MPAA's "PG or "PG-13" rating, or a "TV-PG" or "TV-14" rating in television. Examples of games with this rating are WWE SmackDown vs. Raw 2007, Star Wars: Rogue Squadron, The Sims 2, Prince of Persia: The Sands of Time, The Legend of Zelda: Twilight Princess, Ratchet and Clank and Metroid Prime.

	


	M — Mature: Contains content that may be suitable for ages 17 and older. Titles in this category may contain intense violence, blood and gore, sexual content and/or strong language. It is often likened to the MPAA's "R" rating or a "TV-MA" rating in television, and is the video game equivalent. Many retailers (such as Wal-Mart) have a policy of not selling games with this rating to minors without parental presence and approval. Examples of games with this rating are Dead or Alive 4, Duke Nukem 3D, Doom, Mortal Kombat, Grand Theft Auto 3, Conker's Bad Fur Day, Resident Evil, Devil May Cry, Saints Row, and The Halo Series.

	


	AO — Adults Only: Contains content that is suitable only for adults. Titles in this category may include prolonged scenes of intense violence and/or graphic sexual content and nudity. This is often compared to the MPAA's "NC-17" or "X" ratings because of the similar age limit and amount of restrictions that are placed on sales. 


Is there a point at which “virtual violence” should be banned?  Unlike in the case of movies, video game violence could, at least theoretically, become almost indistinguishable from the experience of commiting real violence.  Most of the technology for realistic interactive violence already exists – a modern “graphics engine” together with a “virtual reality” headset + motion sensors could be used to create a “game” that allowed people to prey on innocent virtual victims in a realistic way.

