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Assgtant Secretary

FIm Industry Development Branch
Department of Communications and the Arts
GPO Box 2154

Canberra ACT 2601

A Submission to the Committee of Ministers on the Portrayal of Violence

Dear Sir or Madam,

My submission to the Committee is concerned exclusively with encouraging the Ministers involved to
suggest to Cabinet that a relaxation of the current regulations regarding the censorship of

computer games is an urgent necessity in the interests o democratic justice to the vast
majority of well adjusted, adult citizens who pursue this commonly misunderstood but

harmless pastime. | will not be making any commentsregarding other formsof mediaas| believethe
current censorship regulations to be quite adequate in those areas.  Throughout this submission, |

request you consider the term computer gamesto mean computer and video games. Thank you
very much for your consideration of my opinions.

REPLY TO THE PERTINENT TERMS OF REFERENCE

(A) (The Committee of Ministers will) examine recent studies, both within Australia and
inter nationally, on thelinkages, if any, between violent behaviour in adultsand/or children and
theavailability of violent material on television, film, video, video gamesand computer games.

It is my contention that computer games players are able to distinguish between fantasy and redlity to
such adegree that they are no more likely to commit violent crimind acts than any other section of the
community.

According to evidence presented to the Audrdian Senate Select Committee on Community
Sandards Relevant to the Supply of Services Utilising Electronic Technol ogiesin 19983whichmay
be read in that Parliamentary body’s subsequent Report on Video and Computer Games and
Classification Issues (the Senate Report) whose ill-consdered recommendations were largely
responsiblefor theintroduction of theworld’ smost oppressive computer games censorship regul ations
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that incomprehensibly bore very little connection to what was “learned” from those who made a
submisson:

Section 2.34 Whilethereis cartainly an interest in examining the possible effects [ of
the playing of computer games on thelevelsof violencewithin the community], asfar as
| [Mr Haines, the then Commonwedth Deputy Chief Censor] have been able to
edablish, no formd research is yet being undertaken in thisfield. The generdly held
view istha such gudieswould largdly befutile, given the rapid technologica advances
being made in thisfidd and the difficulties of sudying causd effects. | think here that
the often contradictory research findings, over the past 40 years or so, into the effects
of televison were cited as highlighting the difficulties.

2.35 Mr Haines indicated that...he does not believe that research into causal links
between viewing violent materid and perpetrating violent actsis worthwhile "because
there are s many other possible contributory causes.”

258 Mr Blackman [of Leisure and Allied Industries] pointed to the operation in
Timezone parlours for over two years of televison-type qudity games usng video
technology. He sad: ..dthough the graphic representation is redigtic, people
undergandthat itisnot red. They understand that they are actorsand that itisagame.

It isno more red than if they waich afilm a the movies or if they watch a video at
home or they watch amovieonthe TV.

Since the Senate Report was released, there has been at least one forma Austrdian study into the
effects of computer games on the minds of the people who play them. This study, theDurkin Report,
conducted with the blessing of the Office of Filmand Literature Classification, showed that playing
computer games does not harm the mind in any adverse way such as increasing one' s propendty to
commit violent actsin the red world.

Given thesefactors, one might ask why computer gamesare currently rated more harshly inthiscountry
than films and videos. The answer may be seen in this section of the Senate Report:

2.36 Committee members are familiar with the argument that, because of the many
factors contributing to violence within the community, there can be no definitivelinkage
proven through the consumption of violent materid through the mediaand engaging in
violent acts. The Committee believes, however, that there is sufficient anecdotal
evidence of alinkagefrom police and public prosecutorsthat the community cannot fail
to act to control a Stuation which has the very red potentid, even if datidicdly
inconclusive, to affect young people.

Hereisthelaughable foundation of Audralia s current draconian computer games censorship regulations
- esentidly the unscholarly, unjudtifiable fears and prejudices of people who have asolutely no red
knowledge about computer games! The Committee responsible for the Senate Report heard plenty of
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evidence supporting thefact that computer gamesdo not affect the mind any more severely than dofilms
and videos, yet successfully recommended that this new form of entertainment technology be placed
under a dricter classfication syssem (Recommendations 4 and 6). Laws in a supposedly free and
democratic society need to befairly based on solid evidence rather than gpplied on an emotiond basis.
Just because aperson or group believes something, it does not mean that they are necessarily correct if
their assertions cannot be backed up with solid evidence.

All vedtiges of the Senate Report’ s expected sanity and objectivity are banished from the minds of al
reasonable people when they read implications that those who wrote the report are;

Racist and Xenophobic -

2.81 The Committee condders that there must be scope for domedtic initiatives to
counter the trend in games content.... to counter the importation of agrowing amount
of mindless métter.

Asan Audrdian citizen with afather who was born overseas and as a person who respectsthe cultures
of other people, and, given the fact that most computer games are imported from foreign countries, |
find the suggestion that productsthat reflect the val ues of these societies are somehow “mindless’ to be
highly offengve to my senghilities and completely ingppropriate in our supposedly multiculturd nation.

Sexist -
2.79 Much of the materid in games suchas Night Trap is demeaning of women.

Night Trap was one of the first computer gamesto use human actors as opposed to the usua cartoon
like characters presented in other titles. Gameplay revolves around trying to prevent the abduction and
murder of femdl e college students who are being terrorised by agroup of supernatural mongters. If the
players(maeandfemae) fall intheir role as upholdersof righteousness, law, and order, the sudentsare
killed. Indoing so, the playersof thisgame are performing aroleinthat fantasy Stuation that resembles
the activitiesof the policeforcein thered world. Also, accordingtodl crime demographics| have ever
seen, femdesare at least aslikely to becomevictimsof crimeasmades. All thisgameisacknowledging
isthe obviousfact that somevictims of crime arefemale and not al potentid victims are able to defend
themselves without the assstance of the forces of law and order. If thiswere not true, we may aswell

disband dl our police departments now and charge every officer with sexud discrimination!

On the assumption that the confusing expression, “games such as Night Trap”, refers only to those
gamesthat use human rather than cartoon actors, | would like to make a point concerning my favourite
computer game character. | am a twenty-two year old mae who is not the least bit ashamed of his
gender and has played a wide variety of computer games that have mostly been populated with
powerful and interesting mae characters. Yet, my favourite computer game character is a woman.
Why isthiss0? | can assure the Committee that it has absolutely nothing to do with any “ demeaning”
thoughts| fed accused of having towards her and her gender, but rather | think thisway because sheis
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presented asapsychologicaly strong, capable person who isfilled with much integrity and consderation
for other people. For these reasons, and no others, she has my deepest respect and highest regards.
Her name is Adrienne from the banned computer game Phantasmagoria that | will be referring to
throughout the remainder of this submisson.

Technophobic -

2.78 The Committee concludes that the proliferation of video and computer games
with themes based on violence and sexud activity is predicted and israpidly becoming
aredity on the market for thisform of "entertanment”. Why such themes have such
customer apped isthe source of much conjecture but they are aso attracting growing
opposition in the community.

The only opposition being directed towards thistrend isfrom people who do not redlise that computer
games are little different from films and videos. If | were to enter any video rentd store anywherein
Augtraia, | would be able to find an enormous number of titlesrated PG, M, MA, and R on the basis
that they contain, to varying degrees, scenes of Smulated sexud activity and violence. Likewisg, if |
were to vigt my loca movie theatre, films with identica content and censorship ratings would be
availablefor watching by membersof thepublic. When | walk into acomputer gamesstore, | expect to
see amilar products on offer. However, the Senate Report arrogantly suggeststhat computer games,
merely anew form of harmless entertainment and nothing more, should be persecuted and suppressed
(and they haveindeed been treated thisway asyou will soon learn). Sexud activity and violence, when
smulated (i.e not red) for the purposes of presenting awork of fiction or semi-fiction in any medium,
including computer games, isthereto further the sorylineand to chalenge the beliefsand/or emotions of
the watcher or player. It is merely areflection of the democratic notion of freedom of speech and
expression that should not be suppressed, only regulated to a small degree so that minors may be
properly protected from materia that may harm or disturb them.

In conclusion, please note the words of the current Director of the Office of Film and Literature
Classification, Mr. John Dickie, asreported in The Bulletin dated 4 June 1996 on page 19 -

Thereisdwaysalevd of socid concern and it dways locks on at the cutting edge of
technology. Now it is on games and ortline services.

There are always people who misunder ssand new developments in society and, out of their
ignorance, want to suppress them. Inthe 1950s, theissue was comic books, and, inthe 1960s, the
issuewasrock and roll. We gtill have both these cultura eementsin our society today and we are by
no meansworse off by their existence. Thosewho tried to suppressthese devel opmentsin the past are
now discredited. The Government and society asawhole must move with thetimesto avoid been seen
as oppressive and reactionary.

Conclusons
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< No stientific, scholarly sudy has ever linked the playing of computer gamestothecommitting of
real world acts of violence.

< No such study will ever do this, asthe reasons people commit violent acts are totally unrelated
to computer games.

< Computer games players have no trouble distinguishing fantasy from redlity.

< The Senate Report that isultimately responsblefor computer gamesbeing treeted unfairly isa
thoroughly discredited document for its incompetent, prgudiced conclusons and
recommendations that are an anathemarto al reasonable Audtraians.

Recommendations

< That computer games be giventhefull range of classfications (G to X), asarefilmsand videos.

< That computer games be assessed identicaly to filmsand videosin regard to their controversa
content.

< That the recommendations of the Senate Report be dismissed.

< That the computer games classification guiddines be greetly revised to reflect these moves.

(B) (The Committee of Ministers will) investigate community expectations about the
availability and accessibility of violent material in the above-mentioned mediums.

Availability:

Computer games should be permitted to contain exactly the same material that isfound in
films and videos- G through to X rated. Currently, the National Classification Code contained
within the Classification (Publications, Films and Computer Games) Act 1995 prohibits the
classfication and therefore sde of computer gamesthat are considered unsuitable for aminor to seeor
play. Likewise, theComputer Games and I mages- Classification Guidelinesand Industry Code,
as determined by the Attorneys-General and used by the Office of Film and Literature
Classification, prohibitsthe classification and sae of computer gamesthat contain scenes of any form
of dmulated sexud activity - consensual or not (p.8). Thesefactslead to the conclusionthat our current
computer games classification guidelines were not designed with the belief that adults play computer
games. Nothing could be further from the truth!  Evidence will now be presented that will show the
majority of computer games players are indeed adults. Asa consequence, by banning games
containing R and X rated materid, the Government is currently offending the interests of voters who
expect to be trested as mature, responsible people as they are with films and videos containing smilar
content.
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Here are some excerptsfrom acomputer games magazine article (Interaction Fall 1995, pp. 9- 10) thet
presents an interview with Ken Williams, CEO and co-founder of one of America slargest and most
respected entertainment software companies. Heisreferring to the controversy surrounding therelease
of one of his products, Phantasmagoria, acomputer gamethat wasbanned in Austrdiafor containing
two smulated sexua scenesidentical to those found in MA and even M rated movies:

Some people fet Serra [Mr Williams company] should not be producing
Phantasmagoria. A few even vowed never to buy another Serra product because
we are making a game that contains mature subject metter. Most of Sierra’s
customersare not children (our average product is purchased by an adult, age 25-
35). To be clear Phantasmagoriawasnot designed for children. Therewill bea
rating on the box which identifies the mature nature of the product. No one will buy
Phantasmagoria who is not comfortablewith its content any more than someone might
accidentaly rent an R rated video tape.

At Serra we ddiver thirty or more games each year. Some are for children, such as
Mother Goose. Somearefor teenssuch asDr. Brain. Some, such asKing' sQuest,
are for the entire family. Adults are entitled to some product which isjust for

them such as Phantasmagoria. Our god isto publish awide variety of products
and then let you decide what to play. Y ou are capable of deciding for yoursdf what is
or isn't gppropriate for your household.

In another Interaction article (Holiday 1995 issue, p.27), Ken Williams goes on to say:

Serraasks,isn’t it about timethat computer gamesgrew up? It'safair question.
After dl, if not for books and movies meant for adults, our libraries, bookstores, and
movie theatres would be practicaly empty. Doesn't the adult population of the
world that watches Pulp Fiction and reads Anne Rice deserve mature
inter active entertainment aswell? Wethink it does.

Persondly, | fully support every sngle sentence of Mr Williams' opinions and ask that the Committee
take them into account when revising the computer games ratings guiddines.

Another CEO of apopular U.S software company, Scott Miller of Apogee, had thisto say about the
rapid emergence of the adult computer games market in the Austrdian computer games magazine, PC
Power Play - May 1996 issue, page 29:

Quite amply, Duke [Duke Nukem 3D - the company’ s controversd new game] and
many future games from us, will be adult-oriented. We' re not interested in the kid's
market any more. Wewant to design gamesthat would interest us. Themovieindustry
has adult movies it’ stimefor our industry to haveadult games. We're perfectly
willing to forfeit the younger market.
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Thevita point to note hereisthat amaor computer games manufacturer consdersthe adult market to
be s0 large and profitable, that it iswilling to make no more games for children!

Given the tesimony of two powerful and influentid individuas from some of the world's leading
software companies that the adult market exigts, is profitable, and is worthwhile to cater for, it is
impossibleto see how any revised computer games classification regulations could till assumethat such
entertainment products are only for minors. If they do, such a gross violation of democrétic justice
would be totdly reprehensible and be widely condemned by al computer games players.

| have a so been undertaking extensive e-mail correspondence with fellow Phantasmagoria playerson
the Internet who al gppear to be decent, well adjusted people like mysdf. What follows are
representative samples of their reactions after | told them why the game had been banned in Audtrdia.
It is worth noting that Phantasmagoria appeals to both sexes and most age groups. Once again, |
totally agree with dl listed opinions.

Denis Garner (denis@megadyne.co.nz): | am 42, the Genera Manager of
Motorola Datacoms. | findthistypeof game [Phantasmagoria] alowsmetorelax
for an hour after the stress of the office. | certainly object to any jumped up politician
telling me what | can do or not do. | am old enough to make my own mind up.

Michelle L. Grove (mlgrove@bgnet.bgsu.edu): | have played and finished
Phantasmagoria and have just one question. Do Audraians watch movies a dl?
Theworst scenein thisgameisnot nearly asbad as many movies| have seen and they
are banning it on the basis of just one rgpe scene? That's just stupid. Therés a
warning onthegame. Australia obvioudy doesn’t giveitscitizensenough credit
as to whether they can or can’t decide for themselves whether to buy it for
themsdlves or their children. Not only that, but there is the addition of a blocking
feature on the game. Grow up Audralial

Kara Johnson (kjohnson@pepper.ncinter.net): Of coursethey’re [games
like Phantasmagoria] for adultsd How many kids do you know who can afford to
spend dl that money ongames! It seemslikeyour gover nment protectsitspeople
way, way too much!

Steve Oxley (viking@zhora.replicant.apana.org.au): ...thedffidals (ad
| usetheterm loosdly) ar e so out of touch with reality that itsnot funny. | fed they
should [nat]...be banning games out of hand.

Jana Wallace (Jana@lionheart.net): | have played Phantasmagoria severd

timesand, whilel agree the scenein chapter four issexualy violent, | fed that awarning
on the package informing consumers of itssexudly explicit and violent naturewould be
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aufficient. | livein the U.S, in Utah, and there was a warning on the package when |

purchased thegame.... games are often rated herelike movies.... Phantasmagoriawas
rated "NC- 17" [redtricted to people aged 17 and over] for graphic violence and explicit
sexua content. Perhaps your censor boardswould consider doing thesame. Whilel

feel thegameisnot suitablefor children, | believeit isunfortunatethat adults
arenot allowed to makether own choicesin this matter.

If the testimony of dl these computer games manufacturers and players somehow il falsto convince
you of the fact that the huge adult market for these productsisaredity and, as such, games containing
sexud and violent scenes unsuitable for minorsonly shouldnot be banned to everyone asthey areat the
moment, how about reading some of these statistics?

<

The October 1995 issue of Audrdia's leading computer games magazine, Hyper, in its
strenuous page 8 protest article over the banning of Phantasmagoria, Sated that, on the basis
of an extensve reeder survey, onethird of itsreaderswere over the age of eighteen.

At the entertainment software industry’s largest trade show, the Electronic Entertainment
Expo (E3), hdd in Los Angdes in the middle of May 1996, Doug Lowengein of the
Interactive Digital Software Association presented the results of the most comprehensive
survey ever conducted into the games industry to a large audience of key industry
representatives. Heremarked that 72 per cent of computer gamesplayer swereover 18
and half of those were over 35 years of age. A more complete discussion of his gpeech
may be found on page 64 of the Sunday Mail dated 26 May 1996 and on the Internet.

Finaly, how about some circumstantial evidence that many of today’s computer games are for adults
rather than children?

<

Many games of an action/Srategy nature come with a mutiplayer option. This means that
computer gamersét different computers may play the same game against each other in the spirit
of friendly competition that resembles a gporting match. It is possbleto play over acomputer
network where many people can becomeinvolved in the samegame. Why gotodl thetrouble
of creating complex computer network connectivity cgpability without amarket thet demandsit?
And just what market am | referring to? The adult market of cour se which isthe only
section of the community with accessto these networks.

Every timel vist acomputer games shop and make amenta note of the age group of my fellow
customers, | redlise that they are mostly my own age (22 years) and above. This holds true
regardlessif | enter these places ingde or outside of school hours.

Conclusions Regar ding Availability

Thereis a huge adult market for computer games.

Ant hony Lar e



9

Manufacturers of computer games know this and so do players.
Denying adult computer game players access to the same adult materid that can eadly be
accessed in films and on video istotaly unjust and highly offensive.

Adults can make effective politica protests and can bring down governments that insult their
sense of intelligence and desire for democratic freedom of choice.

Recommendations Regar ding Availability

Computer games should not be banned merely on the grounds that they contain materia

unsuitable for minors as they are a the moment.

Adults should be alowed to see, hear, read and play what they want within the conventional
boundaries placed on films. (i.e no excessve, unjudtified sexud violence or torture; no child
pornography, and no bestidity).

Computer games contai ning materid suitablefor adultsonly bedlowed for sde and possession
throughout Austraiain the sameway asare R and X rated videos.

Thet dl relevant legidation be modified to reflect these recommendations as soon as possible.

Accessibility:

There appears to be a false perception among many people who make decisons regarding computer
gamesthat, if adult materid isalowed in such products, minorswill accessit a an darming rate. This
ideawas certainly promoted by the influential Senate Report mentioned earlier when it sated:

Recommendation 4. The Committee is concerned that the level of technology

involved with the use of video and computer games means that many parents do not
necessarily have the competency to ensure adequate parental guidance. Thereforethe
Committee recommends that materid of an "R" equivdent category be refused

clasdfication.  The Committee adso recommends that.an "X" equivdent
classfication...should not be adopted for video and computer game materid.

Not only is this recommendation totally repulsve and untrue for suggesting that only minaors play
computer games and that adults do not understand computers (assertions demolished in the previous
section of this submisson), but it dso perpetuates the myth that computer games are so
accessible and widespr ead that they are somehow out of control. Nothing could befurther from
the truth.

Here iswhat you need to do to get agameto work on atypica IBM compatible compuiter:

Read reviews of computer games until you find one you would like to buy.
L ocate acomputer games shop that stocksthe product you want. Thisisnot aseasy asit might
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seem because Audtrdian stores are not known for their huge range of gaming products. Mall
order is often necessary.

< Pay for the game. Most modern games cost around $100. Such high costs are so prohibitive
that purchasers are often limited to those earning wages. Thus, adultsareby far the main
pur chaser sof computer games. If parentsdothisfor their children, as, after al, amarket for
younger players il exigts, this is where they are able to make an informed decison as to
whether or not any given game is suitable for their household.

< Ingtal the game onyour computer. Itisawell-known fact that most games do not run perfectly
the first ime or may not run at dl. Asaresult, you often have to adjust various complicated
Settings on your computer or even upgrade your hardware to get it to work. Thus, you often
need knowledge far in excess of what a child can be expected to know. Hereis where
parentd expertise and therefore supervison can comeinto the picture. Indeed, this point so
strengthens my argument that computer games are mainly for adultd

< If the computer game contains material of an M level or above, it often comeswith a
built-in censoring device for the benefit of the vast mgority of parents who supervise their
children and for squeamish adult players. With theseinbuilt softwarefeatures, violent and sexud
scenes may be blurred/blanked out or even bypassed atogether. The censoring features
themsalves may not be bypassed as they are dways password protected. Needless to say,
only the parent decides upon and knows about the password that turnsthe inbuilt censor on and
off. A government that treets its people with the respect they deserve should dlow for such
features when classfying computer games. If such afestureis present, the censors should be
alowed to assume the Aparenta lock@featurewill indeed be used if any minor playsthegame
and the product should thus be rated lower and/or sold with a piece of consumer advice
pointing out these facts to potentid buyers.

Buying, ingtalling, and playing a computer gameisnowherenear aseasy and asabsent from

proper parental supervision asthe Senate Report would have itsreaders believe.

The question might now be raised asto how minors might be prevented from purchasing gamesthat will

inevitably berated R and X assuming al recommendationsin this submission are followed to the | etter.
The answer, of courseisthat, if computer games are rated with the full range of classfications, asare
films and videos, they may aso be redtricted for sale or hireto certain personsin asmilar fashion. In
other words, purchasersof R and X rated computer games should be compelled to produce
identification proving their age if their adulthood is open to question. To further digtinguish

computer games containing materid suitablefor adultsonly, legidation might beintroduced to havethese
titles placed in a separate section of every computer games store. Under these redtrictions, huge
numbersof adultswill not be deprived computer games designed specificaly for them and minorswill be
protected gppropriately. Similar redtrictions are dready in place for films and videos and there is
absolutely no reason why the same rules cannot gpply to the sde and hire of computer games.

Conclusions Regar ding Accessibility

< Computer games have never been as ble to minors as has been dleged.
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< Parenta supervison does occur on a large and appropriate scale. Many games software
manufacturers encourage thisthrough theincluson of inbuilt censoring optionsin their products.

< Adults want to buy games made just for them in the same way they can access R and X-rated
videos.

Recommendation Regarding Accessibility

< That computer gamesare dlowed to berated R and X and that such titlesberestricted for sde
or hire to consumers aged eighteen and over asis currently done with videos. Thisismy main
point both here and throughout the entire submission.

(C) (The Committee of Ministers will) in the light of (A) and (B) above, determine
whether there is a need to:

1. Revise current censorship classifications to identify more accurately
such violent material.

2. Alter current restrictions on the production and importation of such
material.

Revision of Current Censorship Classifications:

The current classification guidelinesfor computer games do not allow the context in which a
violent act is committed to be taken into account. Inasummary sheet produced by the Office of
Filmand Literature Classification thet detailswhy they Refused Classification for the computer game
Phantasmagoria, thereby effectively banningit to everyone, regardiess of their age, thefollowing plea
may be found:

While the narrative structure has by this stage clearly indicated that evil forces are
influencing the husband's actions [see below for a complete description of this
contentious scene] and, that the game play issuch that the player’ srole asthewifeisto
prevent this from happening to hersdf and her husband, the...[computer games
classification] guidelines do not contain anything that allows contextual
justification consider ations by the [Classification] Board.

It appearsasif the Office wanted to dlow the gamefor distribution in Austraiabut was unableto do so

owing to the oppressve and totaly unreasonable guiddines they are compelled to follow when
classfying computer games alone.
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Inall casesfor film and video, the context in which contentious scenesar e presented istaken
into account. For example, the movie Schindler’s List that focuses on the plight of Jewsinvolved in
the nightmare of the Holocaust during World War Two, contains scenes of: full frontal nudity of people
of both sexesand dl ageson amassive scae; relished brutd torture and merciless summary executions,
and highly offengve racig sentiments.  Under normd conditions, such a film woud no doubt be
classfied R at best and might be banned atogether. However, the censors were alowed to take the
context inwhich theseincidents occur into account, and thefilm wasgivenjust an M rating. The context
in this case was of course such incidentsare historica fact and, as such, society must never forget such
actions really did occur so that they are never repeated by any person, organisation, or country. Itis
only reasonable to say that the message promoted by scenes of smulated violence is more
important than the mere fact that such scenes are shown.

With thisin mind, pleaseread thefollowing excerptsfrom thePhantasmagoria refusd summary sheet.
They detail the primary reason why this computer game may not be sold in this country to anyone. The
one and only other reason it was banned is because the game showed the husband and wife dso

mentioned below making love very discreetly for a period of only three seconds. As dways, my

comments are enclosed in []:

Under the Computer Games Classification Guidelines...any depiction of sexud

violence or sexud activity of any kind warrants Refuse...In chapter four
[Phantasmagoriais comes on seven cd-rom disks, each containing one chapter of the
game], abathroom scene shows awoman [Adrienne] ina[very modest, ankle-length]
negligee a amirror combing her hair. The husband [Don] waksup behind her, strokes
her hair, [and] runs his hand over her clothed breast. Angry from a prior scene
argument, she brushes his hand away. He continues his advances until they both

willingly embrace and kiss. Thisis shown with soft background music.

The husband lifts her under her armpits, carries her to the bathroom wall, [and]
continues kissing her and the camera closesin on his hand lifting her clothes[reveding
nothing but the top part of her leg]. At this point the music changes tempo and tone,
becoming darker and thumping. Theman’ sfaceisshown with an evil expression, eyes
glaring wide as he holds the woman’ s hands up above her head onthewall behind her.
Heisshownto begin avigorousthrusting motion, Ssmulating intercourse. Thewoman's
face is seen close up, crying and scared, shaking her head from side to Side during
what, at that point, beginsto look like a sexud attack.

Having viewed thisscenefor mysdlf, | would add that, after the attack, Adriennedowly didesdown the
wall and begins sobbing heavily, curling up on the floor and avoiding the piercing gaze of her husband
who glances a her dispassonately beforeleaving theroom. Theentire scenelastsfor three minutesand
twenty seconds while the rape component is forty seconds in duration.

Here are the plentiful contextud consderations the Board should have been dlowed to take into
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account and thus permit Phantasmagoria and titles like it to be available for sale to adult computer
games players.

1. The incident described above (“the scen€”) is non-interactive. The player cannot
influence what takes place in that scene in any way. This is identical to watching a smilar
gtuation on film or video.

2. Unlikein the movies or on video, theremainder of any scenein Phantasmagoria may be
skipped entirely smply by pressingthe Escapekey on your computer keyboard. There
is no excuse to clam you were forced to watch something you found distressng. Also, every
sngle incident of sex and violence may be blurred so asto be rendered unrecognizable by the
game sinterna censoring option.

3. In the scene, the one and only character the player is ever dlowed to control, isavictimof an
act of evil rather than a perpetrator. Just because an act of violence is smulated in a
computer game does not mean the character under thelimited control of the player is
the instigator or a supporter of such hideous deeds. In fact, Adrienne, dmost unique
among computer game characters, is shown to be highly distressed and very sendtive to any
violent act shewitnesses or experiences. For example, | dare any person with even atiny shred
of human decency to look upon Adrienne a the oncluson of the scene and say that
Phantasmagoria promotes or encourages sexud violencein any way. If anything, the game
servesauseful purposefor society inthat it highlightsthe fact that certain actionsaretotaly evil
and can only bring misery and disharmony to the community. Don’s possession reaches the
dage that his wife is forced to kill him in a desperate move for sdf defence when dl other
optionsareruled out. Even then, Adrienne does not gloat over hisbody, but rather grievesfor
him and what she felt compelled to do. She leaves the game emotiondly devastated by the
terror she faced at the hands of her demon-possessed husband and by the fact that she has
been forced to kill him to save her own life. Phantasmagoria encouragesno form of violence
whatsoever, but rather islike an advertisement againg dl itsforms. Such consumer products
should be commended for this responsible contention rather than condemned.

4, The scene is completely justified in terms of the storyline as, until that point, Adrienne
believes Donissamply irritable owing to overwork in his occupation as a photographer. After
the scene, however, she redlises her husband is undergoing a much deeper crisis and does
everything in her power to restore his mind to normalcy.

5. Sexual assault scenes are not all that uncommon in films and on video, even in
productionsthat have merely been rated M. Examplesof M rated moviesthat containthistype
of violenceto anidentica degreeto that described in the scene aboveindude: Rob Roy, Bram
Soker’s Dracula, and Dangerous Liaisons. Teevison productions, aso rated M that have
contained this materid include Life of Benvenuto Cellini and Clarissa. Of course, al these
incidents are as non-interactive asthe controversid scenefrom Phantasmagoria. 1f suchfilm

Ant hony Lar e



14

and televison productions are not banned, games with identical non-interactive
material should not be banned either.

6. In the interests of gender equity that isso important to most areas of public and privatelife
today, the fact that Phantasmagoria was designed, written, and produced by a woman
(Roberta Williams) and has an exceptional mentally strong, cour ageous, and inspiring
femalelead whoisthe player’ s char acter should have been taken into account. Computer
games have not traditionally been renowned for including femaes aslead characters, let done
player characters, but Phantasmagoria bresksthismould and otherslikeit will surely follow.
From my observations of players of thistitle, it gppears asif haf are in fact women who are
pleased they can play a strong representative of their own gender in acomputer game. Inmy
correspondence with hundreds of femal e players of Phantasmagoria who comefromal walks
of life, not one has ever complained about the rape scene!  Indeed, they are as opposed to
Audrdid scurrent computer games censorship regulaionsas| am! By banning suchtitleswith
gpped to both sexes, the Government is preventing haf the popul ation from becoming properly
exposed to computers which are rapidly proving their usefulness in so many areas of society.

7. Findly, intheinterests of fairnessand logic, it issmply unjust to ban a product on thebasis
of anincident that lastsonly forty seconds. Phantasmagoriaisoneof themost eaborate
computer games ever produced and: isthe result of over two years of work by hundreds of
highly tdented people a one of America's largest and most respected computer game
manufacturers, the game contains over three hours of video that is rot of a highly
controversal standard; and it has sold at least amillion copies worldwide to highly grateful
computer games players such as mysdlf.

Thus, computer games should betreated the same asmovies and aplethoraof contextua considerations
be taken into account for each and every game that comes before the Office of Filmand Literature
Classification.

Conclusons Regarding A Revision of Current Censorship Classifications

< The context in which controversid scenes occur must be taken into account just asit doeswith
filmsand videos.

< Player characters in computer games may be the recipients of smulated violence rather than
aways being the perpetrators.

< Both mae and femde players understand this to be true.

< The current guidedlines for rating computer games are totaly ingppropriate to the redlities of
today’ s computer games marketplace.

Recommendations Regarding A Revision of Current Censor ship Classfications
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< That the number one principlefor rating computer gamesbe afull and complete condderation of
the context in which dl controversid incidents take place.,

< If thismeansthat the censors need to take extratime and receive extratraining to be ableto do
this, then al necessary resources must be dlocated to thisaim immediately.

Altering of Current Restrictions On the Importation of Such Material:

As Audrdia's prohibited import laws stand, the following items may not enter this country legdly:

deadly drugs such as heroin and ecgtasy; vermin that might ruin our primary production industriesand
thus send the country broke; child pornography that exploits the weakest members of any society; and
computer games such as Phantasmagoria that contain material found in some M rated movies!

From dl | havewritten above, you must surely redlise by now just how ludicrousthissounds. From my
Internet discussions with many, many fellow computer games playersfrom Austrdiaand therest of the
world, I have found that no other country hasbanned Phantasmagoriato everyone, regar dless
of their age. Thisindudescountriesranging fromIsradl to Brazil to Germany. All these countrieshave
governmentsthat rightly recognise adults as composing the mgority of computer gamesplayersand as
rationa individuas who can make the correct decisons for themselves as to what they and/or their
children can see and play.

In contragt, the Augtrdian Government, if it continues to uphold the computer games censorship laws
and import redtrictions as they stand, will be going againgt dl reason and be heading in the opposite
direction to the rest of the world. While other countries embrace and encourage new technology and
their economies profit greetly from the experience, Audrdiaisrapidly becoming in danger of being left
behind in the doldrums of ignorance and repression. |, and dl other computer games playersin this
country, ask the Government to reconsider its position on the unjust censoring and prohibition of certain
types of computer games so that we can march proudly into the Information Age of the twenty-firgt
century with a sense of pride rather than disgrace.

Conclusons Regarding the Altering of Current Restrictions On the Importation of Such
Material

< No other country intheworld prohibits theimportation of socialy respons ble but adult oriented
computer games.

< Audrdiaisalaughing sock inthe opinion of many foreignersfor not redising that such products
areharmlessand areinggnificant compared to the much greeter problemsof drugs, vermin, and

child pornography.
Recommendations Regar ding the Altering of Current Restrictions On the Importation of
Such Material

< After gameslikePhantasmagoria have been redassfied under new and much fairer guiddines
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as being suitable for a least the adult component of the population, that they be alowed for
importation and salein this country.

That the Government redlise that there are some imports such as drugs and vermin that can
cause red damage to our citizens and our economy and, as such, these are the imports that
should be prevented at al costs as opposed to unreasonably hunting down harmless computer
games products that the governments of al other countries are not overly concerned aboui.

--000--

Final Conclusions and Recommendations of Submission

CONCLUSIONS

Computer gamesare no more harmful to the mind than arefilmsand videos- in other words not
at al, providing children are protected from materia that may harm or disturb them, and adults
aredlowed dmog totd freedom of choice regarding their viewing and computer game playing
meterid.

Current legidation that suggests otherwise is founded on ignorance and misguided opinions.
Thus, it isunjust and reprehensible.

Adultsarethe main players of computer games and demand the right to accesstitles desgned
specificaly for them - something the Audtrdian Government has so far not been willing to do.
Computer games are cdlassfied unfairly according to biased guidelines that do not dlow any
contextud judtifications for smulated violent acts as is the case with films and videos.
Augdrdiaisfdling behind therest of theworld in recognising the true benefitsrather than aleged
evils of computers. Thisleads to ridicule from more enlightened nations.

RECOMMENDATIONS

That the R and X classfications be permitted for computer gamesand such titlesberedtricted to
adult cusomers asis currently done with videos.

That the Office of Film and Literature Classification be given dl the resourcesit needs to
evauate computer games more fairly, particularly in regard to the context in which smulated
violent acts take place.

That dl revised legidation and guideines acknowledge the fact that computer games are
enjoyed by awide group of people of al ages and both sexes.

That the decisons on al computer games that have so far been Refused Classfication be
reviewed.

That the shelves of our computer games stores might legdly hold games for al ages, from
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children to mature adults.

Y ours Faithfully,

Anthony Larme.

Ant hony Lar e



18

About the Author

| am a22-year-old malewith no crimina record and who possesses awel |- functioning, dert mind sited
for intellectud computer related activity from playing games, to using the Internet, to upgrading and
configuring hardware. | possess a Bachdlor of Arts Degree from the University of Queendand and a
Graduate Diploma in Information Studies from the Queendand University of Technology. Indl my
sudies, | have achieved above average results.

| purchased my copy of Phantasmagoria last October viamail order from acomputer gamesstorein
thegtate of Victoria. Atthetimel did this, that state did not have any legidationin place that prohibited
games like Phantasmagoria that had been Refused Classfication by the Office of Film and
Literature Classification from being sold. 1 live in Queendand where such legidation does indeed
exist but gppliesonly toretalers. 1tisnot illegd for an adult to merely possessaRefused Classfication
computer gamefor persona useonly. | have played Phantasmagoria many timesand have discussed
it with numerous other players, both in Austraia and oversess viathe Internet. Such discussions have
formed the bas's of my submisson to the Committee,

If the Committee requires any further informeation asaresult of what | have written, | may be contacted
at:

Internet Email: larme@ozemail.com.au

| look forward to the Committee' s prompt action to correct the current injustices surrounding the
censorship of computer games and hope my submission has made a difference.

Thank you very much for your time and consideration.

Anthony Larme.
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