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The Law-Related Education Academy is facilitated by the Arizona Foundation for Legal Services & Education with funding made possible by the Arizona Department of Education School Safety Program.

“Guarding the Gaming Experience:  For Staff and Community”
(Community and Staff LRE)
 Age Appropriate Games Lesson Plan

Objectives:  Students will…
· Learn about the Entertainment Software Rating Board (ESRB) system
· Evaluate the ESRB system applied to popular video games

Materials:
· ESRB Rating cards (see Lesson Resources slide 1)-cut apart and issue 1 set per group
· ESRB Rating Description slips (see Lesson Resources slide 2)
· ESRB Handout:  Copy and paste the ESRB list of Content Descriptors and Interactive Elements on a word document:   https://www.esrb.org/ratings/ratings_guide.aspx -1 per group
· [bookmark: _GoBack]Display on the overhead projector:  https://www.commonsensemedia.org/game-reviews
· Video Game/App Descriptions (see Lesson Resources power point)

Timeframe: 50 Minutes

Activity 1:  Age Appropriate Content for Video Games
1. Begin the activity by placing participants into small groups of 4 or 5 in each. 
1. Inform the participants that the Entertainment Software Rating Board (ESRB) provides ratings for age appropriateness, content descriptors and interactive elements for video games and apps.  When a publisher utilizes the rating system on their packaging they are under contract to comply, however they are not required under law to label their product with a rating.  The ESRB works with publishers and retailers to follow the rating system with packaging and selling video games.  
2. Provide each group with a set of the ESRB Rating cards (see Lesson Resources slide 1) and a set of ESRB Rating Descriptions slips.  (see Lesson Resources slide 2) Instruct the groups to match the ESRB Rating cards with the correct Rating Description slip.  
3. Read off each ESRB Rating card and ask different volunteers to read the matching descriptions.  Check for accuracy.
4. Instruct the groups to compare their ideas of what should be allowed under each rating with the actual ESRB rating descriptions.  What, if any, additional information do they think should be included in the rating description?  Rotate around the room and ask for volunteers to share comments.  

Activity 2:  Match ESRB Ratings with Descriptions
1. Hand each group the ERSB handout.  Instruct the groups to collaborate and label each descriptor and element listed on the handout with one or more appropriate rating from the ESRB Rating cards.  Groups may want to divide up the Content Descriptors, listed on the handout, among their group members to label.
2. Call out each ESRB Rating card from the Lesson Resources slide 1, one at a time and ask each group to mention a few of the descriptors and/or elements from their handout that they feel was appropriate for that rating.  
3. It is possible there may be discrepancies among the participants as to what is the appropriate rating for the descriptors and elements.  Instruct the groups to discuss among themselves, how they can utilize the ESRB rating system to keep their student safe with video games and be ready to report out.
Possible Responses: decide what is appropriate content for their student, block downloading games with ratings not appropriate for student age, discuss content that student may encounter, choose appropriate games to download, etc.

Activity 3:  Agree or Disagree with the Rating System 
1. Share the Common Sense Media website and allow time for participants to explore the content.  
2. Hand each group a set of Video Games/App Descriptions.  (see Lesson Resources slides 3-5) Instruct the groups to utilize their ESRB Rating cards and matching descriptions and the ESRB handout as a guide to help decide as a group if they agree or disagree with its rating.  
3. Call out the name of each game and take an audience vote of thumbs up for agree and thumbs down for disagree with the gems market rating label.  Ask a few volunteers why they agreed and disagreed.

Debrief:  Comment that the “take-away” idea is that ratings may or may not match their own idea of what is appropriate for their student.  Instruct the participants to share with their group, steps, adults should take to protect their student’s gaming experience and be ready to report out.
Possible Responses:  research games, check ratings, check game reviews, talk with your student, set-up parent controls and safety features, review student online history, etc.
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