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Dedicated to all the families who relate to the

challenge of video games regulation.



ABOUT THE CARTOONS

The cartoons are a result of a broader needs assessment among
immigrant families in Norway on the challenges and resources required
to regulate video games in more harmonious ways.

The research, undertaken with researchers; Hakon Repstad, Hilde G.

Corneliussen and Gilda Seddighi, uncovered among other things that:

« Parents often lack basic information on video games.

» Video game regulatory practices often create conflict in families.

» Lack of Information in a language and format understood by parents,
some of whom had challenges reading and writing.

« Parents were often too exhausted to seek information on video games
and video game regulation

These brief cartoons, translated in 5 languages, are one of several
resources from the project. They are meant to suit, inform, entertain and
generate discussions within families, among parents, at civil society
meetings etc. on good video game regulatory practices...

Hope you enjoy them.

Dr. Carol Azungi Dralega
NLA University College, Kristiansand.



"Money In games

DISCUSSION POINTS

Have you discussed money in video
games!

What is the best way to deal with
in-game money!




Hello? Yes, that 1s my Dve to an overdue
thirteen year payment of 70,000 kr.
1 old davghter’s |
account./-/r/ This must \

be Some
mistake!!

|

The voice on the phone explained they were
calling regarding a PlayStation account...

Money in video games




The voice proceeded to List all the games and charges
that were overdue, and explained that legal charges

would be made without payment in due course... o
: Subsequently their account and any future
/s / It's not possible! She accounts are banned for Life from ever
7 knows not to misuse the purchasing any Sony videogame products.

account... there's no way

we can afford this! It was Just
an honest
mistake...

Money in video games



WHAT Do ... but we talked about From now on

better yet —
YoV HAVE To sAY being careful with you can only or Y
FOR ‘/AOURSELF'p: Dad's visa card. play free video No VIDEO GAMES

3ames.

| Just thought it
was video game

Money in video games
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Thankfully they discover the Norwegian Media T
Auvthority website has a helpful resource dealing IS WAS ‘50
with 1ssves of videogame money & real money. helpful: x

| Just wish we
had known this
sooner...
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DISCUSSION POINTS

* Where do you reach out for help in case of

challenges or when you don’t know what to
do!?

* What is the best way to deal with
concerning scenarios related to video
games (and video game regulation)?




| can’t believe | won
30,000 kr playing
video games!

Ldbefo .

I'm good at this,

| could be rich! | want
to do esport forever!
I should Just quit
school now -

Taboos and access to information




7 ; N

ot under my watc bo: | don't need schooll N

, you're only 15 you n.ee You AT L | _
b vpport me! /|
) to get an education! N |

. Don't be so stupid! N

Taboos and access to information



Never. | don't want to be Don't worry, | know
Judged by those people and deal some people from the
with all the wagging tongues. And | | school and municipality
don't want my son taken away who can help. They're
either! You know how social very nice and | promise
services are... they'll be discreet.

oh Lickie, | don't know
what to do with this boy.
He won Some money and
now he wants to drop
out of school...

I'm sorry,
know the feeling. Perhaps
you can get some help at
the school?

...dl.wat,s
looking for ways
to take away
our children.

Taboos and access to information




'm glad you will
support my gaming as long
as I'm responsible!

And I'm Just
glad you'll stay
in School!

With her friends help and the advice
of others, they made a deal and things
started to get back to normal.

Taboos and access to information




_Disasters oi video
ame regulation

DISCUSSION POINTS

What do you consider most
challenging in regulating video games
at home!?



This mission 1§ Abu, ALy, have you
my favourite! both done your
homework?

We're gonna
own this Level

Disasters in video game regulation




Yeah, in a

—

1 hovur Later...

_£2
minvte!

Have you boys done what | asked
you? Are you still playing that
nonsense’ Don't make me
come n there!

Disasters in video game regulation




2 hours Later... 3 hours later...

Dude, we had— NO waa' we need weLL, "F BOU JUSt
Level first! have no choice...

Disasters in video game regulation



Mum did
you Just cut
the cable?!

| don't care, you
must do your chores
when | say So.

| can't
believe you
did that!

Video games are
not good for you.
| think 1ts Eime you live
without them, and go out
in the real world'

Disasters in video game regulation



\_ 4 /Masters oi video
~ game regulation

DISCUSSION POINTS

* Who in your family decides what, how, with
whom and how long the youth play video
\ games?

* What do you consider the best practices in
regulating video games at home?



Mum, | need = | need help with """:J / Here, this 15

help Solving this homework too! 1 how you Solve
maths probLem'

this ectuatuon...

Masters of video game regulation




What extra curricular
activities do you
have tod.ag?

We hayve a
date with the
Playstation!

_

Read the text ) It's Wednesda‘d)
carefully... 7 J

s |
2
. {8
, )

= 7/

today, boys...

‘ r \
N
e

| hope you're

f

o\ L [Fei [re 57 | hnot rusimg your
/M . answer @ y . omework to get to
NP\ 15 1n there! ) your games!

Masters of video game regulation




Remember: First you 72 Good. And T d

must do what you 7%, why do we e 30; .o and grow vp

HAVE To do before 77k have these screaming at vs: in to responsible
you can... 2: o' rules? Just k!d.d.m,g Mum, young men...

it 1S For us to we know!
get 3ooaL

Masters of video game regulation



Later...

Very good, let me know
when you're finished
then we can Take that

Queen Naled:!

I'm a Queen!
Haha!

o

Masters of video game regulation
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WHY [LLUSTRATE RESEARCH?

The inspiration to have the research
illustrated came from the work of Dr.
Gemma Sou and lllustrator John Cei
Douglas entitled; ‘After Maria -
everyday recovery from disaster’. The
novela illustrates life after the
hurricane Maria.

These cartoons focus on navigating
video game regulation among
immigrant families in Norway. They are
packaged to reflect needs and
capacities of the target groups — which
include  informational needs in
understandable languages that also
appeals to those with limited reading
and writing skills.

Paulo Freirean emancipatory and
participatory pedagogies are adopted
as our target groups are perceived as
active co-creators of knowledge. The
cartoons come in 5 languages.

The research is illustrated for
the following reasons:

Research impact can be
achieved when it is shared
with the target groups in
formats and languages that
are democratic and accessible
to them.

Creative and fun pedagogies
adopted to enhance
experiential learning and
reflection for adults who are
also often too busy to delve
into difficult texts.

Ethical considerations in the
sense that the characters are
presented in a respectful and
descent manner but also
reflective of the research
findings.
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