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PEGI in Denmark
The media panic which used to surround the 
subject of computer games in Denmark seems 
to have cooled of within the last few years.  
Whereas the subject is still surrounded by a lot 
of attention, this attention is no longer focused 
on the risks so much as on the potentials of 
gaming. Among other things the educational 
potential of computer games has taken up quite 
a lot of place in different media recently.

That Danish parents are taking a balanced 
viewpoint in concern to computer games can 
be seen from the most recent survey done by 
the Media Council for Children and Young 
People in Denmark. 

The survey shows that Danish parents are very 
much involved in regard to their children’s use 
of computer games. However, their involve-
ment must be seen as an expression of positive 
interest rather than anxiety.

The Media Council for Children and Young 
People views this development as very posi-
tive, as it corresponds well with the initiatives 
and recommendations which have been put 
forward by the Council. These initiatives are all 
grounded in a Children’s perspective. From 

within this perspective 
child-protection in regards 
to new media must always 
be based on knowledge 
and facts about children’s 
actual use of new media 
rather than suppositions 
and prejudices. 

That it can actually be done to raise awareness 
on the importance of child protection on these 
terms, is seen from the results of the survey. In 
line with the recommendations of the Media 
Council, Danish parents participate actively in 
their children’s use of computer games. Thus, a 
large part of the survey’s respondents state that 
they play together with their child, talk to their 
child about the computer games etc. This 
openness towards computer games must prob-
ably also be seen in connection with the fact 
that computer games are no longer a new phe-
nomenon and thus more and more parents 
play computer games themselves.

The parent’s combine these means of protec-
tion with a use of the PEGI labelling system. 
And can be seen from the following descrip-
tion of the survey the parents also welcome the 
idea of a labelling system for online games.   
The Media Council for Children and Young 
People and the Danish Industry is right now 
preparing a Christmas campaign with the pur-
pose of strengthening the public’s knowledge 
about – and use of the PEGI labelling system.

Susanne Boe
Managing director of The Media Council for 
Children and Young People
Denmark



Danish parents use the PEGI labels when deciding 
which games to buy for their children and they wel-
come the idea of an online labelling system. These 
conclusions came out of an online survey conducted 
among Danish parents in spring 2006 by the Media 
Council for Children and Young People in Denmark. 
812 parents with children between 3-17 years of age 
from all over Denmark answered the online ques-
tionnaire, and an interesting 
picture of their views and be-
haviours in relation to their 
children’s use of computer 
games came into view. 

Importantly, the survey 
showed that almost half of the 
respondents look for the la-
bels on computer games 
when they buy computer 
games for their children and 
many of them look at the 
content icons. It also showed 
that parents combine their 
use of the PEGI-labelling sys-
tem with other forms of con-
trol such as observation of 
the child while playing computer games, playing 
computer games with their children and talking with 
their children about their use of computer games. 
 
These are all forms of parental control that the Danish 

What Do Danish Parents Think about C

Media Council advice parents to use along with the 
PEGI-labels and icons. 

Danish Children’s Use of 
Computer Games
Through out the years, computer games have been 

the object of much media 
panic in Denmark with 
headlines emphasizing the 
harmful effects of gaming. 
However, the survey showed 
that Danish parents have a 
balanced view on the po-
tential dangers of gaming. 
For example, many of the 
respondents answered that 
they believe that gaming 
has positive effects on their 
children both in terms of 
socialisation and learning. 
This is an important fact, 
since computer games have 
become an integrated part 
of Danish children and 

young people’s daily lives as one of their preferred 
cultural activities. Forms of parental control based 
on active participation and involvement in one’s 
child’s use of computer games along with the use of 
the PEGI-labelling system is therefore essential.

Do you look at the age labels when you buy/rent/borrow computer 
games for your child? 

0% 20% 40% 60% 80% 100%

Female

Male

Total

Always
Often
Rarely
Never

Do you look at the computer gameÕs content icons (the icons show 
whether the game contains e.g. violence, drugs, offensive language 

etc.), when you buy/rent/borrow computer games for your child? 

0% 20% 40% 60% 80% 100%

Female

Male

Total

Always
Often
Rarely
Never

What do you do to check the PC and/or console gameÕs content (you can mark more than 
one answer)?

0% 50% 100% 150% 200% 250%

Female

Male

Total

I observe my child, while s/he is playing

I play together with my child

I talk with my child about the game

I talk with other parents about the game

I look for information about the game on the
internet, in computer games magazines etc.
Other

I do not check my childÕs use of computer
games



t Children’s Use of Computer Games?

Another recent survey on Danish people’s cultural 
habits from The Danish Ministry of Culture shows 
that computer games is the activity that children in 
all ages use the computer for the most (84%). Danish 
children play computer games alone, they play with 
friends at home or on the internet café and they play 
with friends in cyber space when playing online 
computer games. Particularly the online games are a 
favoured form of gaming among Danish children and 
young people. In addition to the existing PEGI-labels 
and icons on physical computer games, the parents 

in the survey welcomed the idea of an online version 
of the PEGI-labelling system.

Awareness Initiatives in Denmark
Since the introduction of the PEGI-labelling system in 2003, the Danish Media 
Council has conducted a number of initiatives in order to create awareness about 
the system and children’s use of computer games. The aim is to create a balanced 
understanding among Danish parents and educators of both the risks and poten-
tials of children’s use of computer games as well as providing them with the prac-
tical tools needed to deal with children’s use of the games. 
The Media Council has organised a PEGI- Christmas campaign in cooperation 
with the Danish Multi Media Organisation (MUF) reaching Danish Christmas 
shoppers. A folder with ‘hands on’ information about the labels and content icons 
and advice for parents was created, and 5.000 folders were handed out in shops 
in November and December 2005. 

The PEGI-campaign succeeded the conference “Gaming and Gambling” held on the 11th of November 
2005 in Copenhagen and made in cooperation with Children’s Welfare and The Centre for Compulsive 
Gambling. The aim was to stir up the public debate about children and young people’s use of computer 
games and money games in Denmark. The conference addressed both positive and negatives elements of 
children’s gaming habits and sketched out a picture of the future of games for children and young people. 

The Media Council for Children and Young People 
in Denmark:
The Media Council for Children and Young People’s primary task is to classify DVD and cinema films in 
Denmark. Furthermore, it has an obligation to inform and give advice on children’s use of computer games. 
The Media Council is also one of the 23 Awareness Nodes with focus on children’s use of internet and new 
technologies that form the European network Insafe established by the European Commission’s Safer Internet 
Action Plan. The Danish Media Council for Children and Young People has a website with advice, informa-
tion and educational material about children’s use of computer games and information in Danish about the 
PEGI rating system.  Website: www.medieraadet.dk

Would you like a labelling system on online games like the one 
on PC and console games?

0% 20% 40% 60% 80% 100%

Female

Male

Total

Yes
No
Do not know



MORE INFO

http://www.pegi.info

The Pan-European Game Information (PEGI) system pro-
vides European parents with age rating recommendations 
intended to inform their buying decisions regarding content 
that is suitable to their children. As a classification system 
PEGI supports informed adult choice and does not censor 
content.
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Edited proceedings of ISFE’s roundtable conference 
are out now!

From 1-4-2003 to 30-9-2006 
By Age Rating
 3 7 12 16 18 Total

Game Totals 2861  506  1516 774 283 5940
Percentages 48,16 8,52  25,52 13,03 4,76 100

From 1-4-2003 to  30-9-2006
By Platform
Platform Games
PC 2258
Playstation 2 1260
XBox 658
Game Boy Advance 506
GameCube 306
Sony PSP 227
Nintendo DS 202
XBox 360 148
Playstation 1 130
Nokia mobile phone 60
Plug and Play 42
Macintosh 35
DVD Game 28
Mobile 19
Gizmondo 17
Digiblast 14
Nintendo Wii 10
Vista 10
Playstation 3 9 
Tapwave Zodiac 4

The Interactive Software Federation of Europe has 
taken the initiative to encourage the dialogue be-
tween the video game industry and those more fa-
miliar with its impact of their products, i.e. sociolo-
gists, child psychologists, medical and other experts. 
This “roundtable conference” took place on July 6th 
in Brussels. 

The experts present, drawn from universities and re-
search institutions throughout Europe, focused on 
the different perceptions, both positive and negative, 
that exist today about the industry and also its player 
community. A majority of experts came down in fa-
vour of the positive aspects of the videogame and 
pointed to the growing number of innovative appli-
cations in fields ranging from education, the treat-
ment of behavioural problems with youngster, in-
cluding attention deficit disorders, manned space 
exploration, etc.

The booklet is available upon request or can be 
downloaded at our 
site www.isfe-eu.org.


