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Introduction

TheNewZealand Game Developers Association is an incorporatetbngtofit industry association founded
in 2001.Werepresent New Zealand creators of interactive content pramote thebusinessgraft and art of
creating interactive content, including educati and serious games as wellthgse forentertainment

2 S | NB bSg testQtowirtg ¢reafva indbidtr@Ve have hadinaveragerevenue and employment
growth rate of 50%over the last four yearemployed 568ull time hightechand creative jobsand earned
$78mduringFY2015.83% of our revenue comes from expqnsaking us strong creative sector
contributors to the Business Growth Agendéet, we consider ougrowth sub-par compared to what should
be expectef a highlydisruptive industry.

Ourcreative and economic growth lizrgelydue tobeing early adopters of many tfe digital disruptions
outlined in theExploringDigital ConvergencéreenPaper. Digital distribution has reduced barriers to entry,
allowing us tcsell weightless exports to the world. Spliblishing has removed middlemen and allowed us
to vertically integrate and grow direct customer relationships, with higher margins but also higher
investment risk. Digital marketplaces, UFB and an open Intéianet allowed us to be nimble and
responsive. Conibing content with applications allows us to sell services as well as content.

Digital sales and royalty income from New Zealanthed creative IP have high margins when they scale,
providing more sustainde income streams than service contradtsfor other producers.

These benefits to New Zealand have been achieved despite government policy and programmes being out of
date and not fit for purpose. We welcome the Convergence Discussion and beligimmdtys

Convergencédnascreated an entirely new category of content: interactive medid his is dundamental
transformative change

Digital Convergence has modified how we create, distribute and consume legacy forms of content such as
film, TV, music but the nature of the content remains largely the same when they are digitised. In our case,
an entire new medium haarisen. Interactivity (not just the digitisation of content) creates innovative

creative, storytelling, audience interaction ahdsiness opportunities.

This transformatiornas rot been consideredn current government policand programmes There are
particular gaps in classificatigoolicyandsignificant gaps in government programnfesindustry capability
building andfunding.

This has restricted the growth tie interactivemediasector in New Zealand which, ironically, because of its
innovative converged naturdas been excluded from legacy industry development and funding
programmes.Yet we are a young but higiotential industrythat still faces barriers to growth.

This submission includé®th comments on the overall work programnaéscussedn the Exploring Digital
Convergencé&reen Papeas well as specific comments on t@entent Regulation In A Convergétbrk
Discussion DocumentSeparately, we look forward to participating in tBeudyof the Creative Sector Use
of the Copyright and Designs Regimes.

=%,

Stephen Knightly
ChairpersonNew Zealand Game Developers Association
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Exploring Digital Convergencessuesfor Policyand Legislation

dinteractive Productions

C2NJ YdzOK 2F 2dzNJ adzoYAaaAzy ¢S dzasS GKS GSNY aAyidSN
fundamental difference between our medium and legacy media where works themselves cotesigebf

linear content (although consumers mdigcover and move between thoseorks interactively).

28§ | faz2 LINPRdzZOS aSYyGSNIFAYYSyYyG a27Fis6l NBé 2F 6KAOK
successful form (anid the term used by the Classification Aciowever, the points we make here also

apply to educational software, gamified health and fithess programmes, interactive documentaries, brand
sponsored advertisingpps and even social media appanything that ombines content with software.

1. Do you agree with the way this paper defines convergence? Why/why not?

Yes, the definitions of convergence and the acknowledgement of other disruptive trends reflect our
experience as fagirowing creators of digital caent.

However, there are also some fundamentals about the nature of interactive productions that require special
consideration. Digital Convergence has modified how we create, distribute and consuméegeayforms

of content¢ in our case it has créed an entire new medium. Interactive productions such as apps and
games do notdequatelyfit the boxes definedn current policy.

Thelntegration of Convergel Contentand Applicationsis Unique

Figure 1 (reproduced below) usdfutonceptualises a move from horizontal legacy industries to a vertical
value chain. Just as legacy industries sometimes had corhor@ontallyintegratedownership or
partnerships (eg, ISPs forming content partnerships), vertical inegraan exist irthe convergal, IRbased

world.

Interactive productions, such as video ganeegthe result ofvertical integration of Contentlps
Applications and Services, as highlightethenmodified Figure below.

Legacy industries Converged, IP-based world

Interactive Productions
combine content and
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Legacy forms of content, such as music, film, TV, books, inaagésxt can be manipulated by many

different applications and serviceand then distributed over many forms of infrastructutdowever,

interadive productions are created by combining specific content with specific software. They cannot be
separated If the softwardsremoved, the resultisavidedt KS a2 Fd gl NBSQa N3t Sa ONBI
experienceand emotional reactiongust ashe content does.

This makes interactive productions unigue.

An example policimplication is that treating games as a type of film for classificgtimposedfails to
consider the role of interactivityusergenerated content andserinput.

Anotherpolicy implicatioris thatno current government screen programmesild capabilityor providing
funding support foiinteractive software as they only consider content or infrastructuri€or instance,he
NZ Screen Production Grant explicékcludednteractive content, despite this being a clear strategy to
increase exports of New Zealandned IP Lookingat a system wide responsgpvernment innovation
programmes such as Callaghan Innovation do not fund comteditdo not fund creative software

Vertical integration of content is a currently neglected stratdwt woulda dzLJLI2 NI G KS 3I2 GSNYY
to supporta sustainable media sector

Bundlinglegacymultimediacontent such as music, visuals, animatiserjpts,voice acting together into a

software service like a game, provides ways to maedtiat content(such asn-app purchases or
subscriptions) in addition toopyrightmechanisms, therebgiddressingiracy and price erosion concerns.

H® 52 bSg %SlItlyRQa Odz2NNBy(d NB3IdzZ FGAzya |y
convergence? Why/why not?

Yes.The green paper outlines a clear case for change.

However, it should be noted that the primary impsof convergence and digital disruption are flexibility

and choice. Multiple business models and ways of consuming media are, and will become, possible. The rise
of digitally distributed video games is a prime example. At the same time, legacy busoaels such as

broadcast TV, territorial licensirandlicensing rights to IP to other medidll still exist and continue to be
important. It is unlikely that one business model will dominate and flexibility is key in any government
response.
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3. Doyou agree with the proposed convergence work programme?

We recommendwo pieces for work be part of the work programme or follow it:

A Study on Interactive Productions anthe Video Gamedndustry
As already discussed, a major transformation credgdonvergence ithe creation of an entire new
category of mediainteractive media.

We believe this is a fundamentsthift. It has led tahe recentrapid rise in audience consumption of apps
and video games, and the rapid growth of a higihue expot sector that supports the Business Growth
Agenda goal anakingexports 40% of Bw Zealandda D5t &

However, gvernment agencies have had little interaction with our fgetwing sector and have low
institutional knowledge.For instance, the decision &xclude video games from the NZ Screen Production
Grant appears to have been made without any analysis of an economic development business case or
evaluation of alternatives.

A likely lack of any new fundirfg/hich is only one issuéps been used as an excuse to delay analysis and
understanding, but is contrary to the intent of a strategic Convergeegiew. The October 2015 update of
the Building Innovation chapter of the Business Growth Agendades a case study on the innoiait

occurring in our sector and we believe the Convergemogk programm& | & LJ NI 2 F $KI &

anappropriate place for a study on our sector.

o]
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funding agency remit® fund non-interactivecontenton all available platforms)o transformative review
has been undertakenlnteractive and game creators have sought to work with existing government
programme2 y | Wi NB | { fof nfarfy Searsduthavd Heed ex@lidadkhis approach does not
necessarily require new programmes or funds, but an update of existing agency remits.

The NZ Game Developers Association would like to invite the government to undertake a study of our sector

andthe Association caprovide support and industry engagement it. The study should consider:

1 Anunderstanding of the nature and makeup of the sector participants

1 Global trends in interactive media including how these gpilr to other media setors

1 Economic benefits to N@hdalignment withthe Business Growth Agenda work

9 Culturalbenefits to New Zealand audiences

1 Educational opportunitieand 2F century education

9 Health and public good benefits

1 Opportunities and barriers for sector growsnd capability building

9 Skills and tertiary education

1 Foreign investment attraction

1 How film, TV, music and other creative IP can leverage video games

1 Alignment with existing government programmasd fundingn related screen, ICT and innovation
areas

1 Feasbility of the creation of a seustaining NZ Interactive Media and Games Fund (discussed
below)

While we understand the government does mofrrentlyintend to review media funding, this study could
establish a frameworfor usein future.
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Reviewof Funding Agencies to Ensure Alignment with Regulation and Convergence

Following the regulatory reviews in the Digital Convergence work programmes, the roles and function of the
various government funding agencies and programmes should be revievesttwe they alignvith any

new regulation This would include NZ On Air, Te Manga Paho, NZ Film Commission and the NZ Screen
Production Grant.

For instance, the Digital Convergence green pagleptsa more platformagnostic approach to regulating
content. Sbuld funding follow a similar approach?

The legacy silbased approach to funding restricts the development of interactive productions, even though
there is an economic and cultural bendit film, music and legac® 2 y 1 Sy i ONXB I digribe® ¢ 2 NJ
andcommercialisedn thisway. If a specialist sitbased approacksto remain (acknowledging the unique

skills and specialisatiornd each medium), theshouldan allocatiorfor interactive productions and video

games be created?

The language of the governing acts also needs to be upd&tedinstance, in a converged methadscape
b% hy ! ANRA NRfS SyO2YLIMTeh%aCxXR X5/ Ak jhd HE2FM ROl a i .
Commission Act 197@finition of afimdonoNBE ¥t SOG GKS / 2YYAaarzyQa OdzNNE

5. What barriers are you aware of that prevent you from benefiting from, or responding
to, convergence?

Many barrierso New Zealand making the most of the opportunities created by converwrise\i‘n the
GD2PSNYYSyiQa bSg %SItlyR /2yiSyiG ¢22f02E¢

Feedback islsoinvited onthis topicin Chapter 8 o€Content Regulation in a Converged W@iscussion
Document which we will address here. That chapter also asks:
9 Are the current policy interventions ithe media sector fit for purpose in a converging sector?
1 Are there alternative or additional policy interventions you consider appropriate in the emerging
media environment?

We understandhe Digital Convergence discussion is not intended to be awevighe principles behind
government intervention in the media sector or a ®wiofoverall medigdunding. However, convergence

has an impact on the type and nature of content being consumed and created in New Zealand, which has
clear consequences foolv fundingis allocatedand leveraged effectively.
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Missed Opportunities folMore Sustainable Funding

Convergence and digital distribution makes it easier than ever before for New Zealand content to reach

global mainstream and global niche audiences. Atthe same timasgaudiences and producers have
WAYGSNYFGA2Y T AAaSRQ ikc@dstlih intddiai®tahfiin$ddlctidng dudsideydfa G | y O S
Hollywood.

There is a missed opportunity to attract more private funding to match government fundimgmajority of
currentgovernment content support is focussed on domestic audiences, and soggetn cultural
outcomes. Explicitly including commercial or export goals in these programmes would increase the
proportion of private sector investment amfofits from international audiencesCurrently this happens
implicitly and awkwardly.

The green paper acknowledgiesereasing competition between local and international TIME fiffiaking
New Zealand content to the world is a valid competitive response.

There is a clear capital market failure in early stage development funding foiveré@tin the New Zealand
marketplace and a role for the government to address thEte government has numerous funding across
the creative industries (although commercial interactive productions are excluded from all).

With digital disruption, neviunding models are possibléVith a larger global marketuhding provided to
commercial creative projects could be recouped at more commercial rates, with a portfolio of projects
paying back into multimately selfsustainingund. Earlystage sipport coud be provided to develop
investmentready prototypesor demos which could then attract crow€lnding or investor support.

TheStudyof the Creative Sector Usetbé Copyright and Designs Regimel be the first time in recent

years the governmentds examinedhe economicvalug ¥ b Sg %S| f | yRQarhe@deld G A FS
has potential to be a net exporter, contributing to the Business Growth Agenda if engaged on a commercial
basis.

Exclusiorof Interactive Content from Government Programmes
Qurrent media sectopolicyis notfit for purpose in a convergingedia landscape. In particular, the fastest
growing form of content, interactive media and video gamesre excluded.

The same principles for government intervention and barriers tavin exist for interactive content as any
other form of media.

Without a comprehensive review, such as the Convergence Discussioin proposedstudy on Interactive
Productions and the Video Games Industrgconsideratiorhas been given to updating government
programmes.

Innovation and economic growth of the entire media sector (not just the video games sector) are being
O2yaiNIXAySR a I NBadzZ o CKAA Aad |y adzyy3OBBR A& NE
growth is sulpar when compared with other countries with moderate government support such as Finland,
Victoria in Australiand Canada.
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The costto New Zealandrom a lack of any coordinated governmepiainfor interactive conteninclude

1

Foregme foreign investment Specific deals worth 160 full time jobs and $28mwe been lostrom
the New Zealand economy due to video game production being excludedHieMZ Screen
Production Grant.

Slowingexportgrowth. NZ video games revenue grew B%Y2015 compared to 110% and 86%
growth in the two previous yearsThe majority of this revenuis high-value exports.

Lack ofignificant newbusinessesEvery New Zealangamesstudio with 10 or more employees is
on averagesixyears old and had seezhpital from a previous busines$his should not be the case
in a young, disruptive industry.

Skills shortages44% of local game studio studimeport that skills shortages were constraining the
growth of their business.

Reduced employment ameative sectors, especially youth employme@n average 45% of the jobs
created by New Zealand games projects are for visual artists, animators, musicians and writers.
No New Zealand digital content with mainstream apdeal b % digital fundinhygloditises
special interest audiencest{ildren and youth, ethnic and other minorities in the community, arts
I Yy R 3 ané tNdy acknowledge that few previous projects have reached audiences of$czie
is no digital content support fanainstreamaudences. Furthermore, little of the funded content is
highlyinteractive.

Briefly, wvdeo games are excluded froon unable to effectively accesise following government
programmes:

T

NZ On Air digital fundingrioritises special interest audience¥ideogames are eligible to apply
under these particular circumstancég3ne game, a sign language educational game, has been
funded.

The NZ Screen Production Grant excludes video games as an eligible format. Transmedia content,
such as the game of a film,rcpotentiallybe included as qualifying expenditure under some
circumstances. This has been done once to date. However, this incentivisemlgim contract

work ard not digitatfirst creative IPand is not earistage development funding.

The Posproduction, Digital and Visual Effects Grant (part of the NZSPG) excludes video games
despite the nature of the work being identical to video game production, requiring comparable
software, skills, qualifications and process¥#deo game productions would Y@ a greater

economic impact as they would also create ICT and customer supportljobsly the PD¥hreshold
was reduced from $1m to $500,000 to attract more producsiomtModernising ito include
comparable interactive content would have providededtbr return on government investment.

NZ Film Commission does not have any interactive content programmes. It has sponsored some
video game professional development activities, but its remit is to support film.

Film NZ (now part of NZ Film Commissiwegno remit to attract international interactive
productions to New Zealand (with or without incentives available). New Zehntbst projects
exceeding $20m who were actively considering establishing. here

[ FEfF3AKEY Lyy2@dl (Ntziges rbtdryidRirnovétiieX@dive FP0&E apdetsod
the commercial exploitation of innovative digital technologies by researching and developing
content for them (egemergingvirtual realityor augmented realityechnologies).One large
multinationalgames studio has a Callaghan Innovation Growth Grant to research tools for
production efficienciesSeveral film companies receive Callaghan Grants in addition to accessing
content programmes.

To date, the Ministry of Health, ACC and NZ Transport Adeiveyprovided more funding for (nen
entertainment) video games than the media funding agencies.

We believe innovative models, afforded by the changes in digital distribution, globalisation and crowd
funding could be applied to interactive content fundjreg discussed below.
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4. Should the Government be doing anything else to address convergence?

In a converged, HBased worldnteractive content should not be excluded from government programmes.
This can be either addressed: by

1 making interactive contat an eligible format for NZ Screen Production Grant

9 clarifying and expanding the programmes undertaken by NZ Film Commission and NZoDn Ai

9 creating a specific programme under their auspices.

Any new programme could take advantage of the ribgital and convergence trends for a better return on
government investment. We propose some highel principles below.

Establish é&5elfSustaining Interactive Media and Games Fund

¢CKS INBSGK 2F bSg »SI I yRQddate yag Eenditedirdndearly Sdoptiéhndi | A y
convergence and digital distribution, creative and technical skills backed by quality tertiary education, an

export focus, docus on original creative bt contract workand a collaborative industry clustetThe

industry has done a lot to help ourselves, build capability, invest and take business risks.

The primary barrier to growth is poor access to early stage development fun@ireggovernment
intervenes on this in other parts of the media sector.

Thelnteractive Media and Games Fuoduld be structured to:
9 provide nterestfree repayable loans for commercial proje@s part of the funding mix. Projects
targeted at globamarkets would have greater probability of commercial sigsce
1 grow a selsustaining fund with decreasing government contributions over tirReofits from
successfutommercial projects can be reinvested for future years. Investment risk can be managed
through a portfolio, and the fund should be a priority recipient of profitsis model has been
successfully employed in interactive funds in Canada and Australia, wie#rexperience is that
interactive productions have a higher recoupmeate.
1 allow awy highly interactive medito apply, including transmedignteractive documentary,
educational software, virtual reality films as well as entertainment video games. These areas are
already being explored by NZ On Air and NZ Film Commission.
91 providetwo-tiers of funding:
0 earlystage prototype development @rototype finishing, so productioranreach an
investmentready state suitable for publishing deals, private investment, cravadliing or
early access salgand
0 business development funding for proven teams to develop larger projects, extend existing
franchises ocreatenew IR
1 requireNew Zealand authorship, both in the interactiisciplines (direction/game design, lead
developer, prodution) as well agontent creation disciplinesuch as music, visual effects,
animation, script writingand voice acting.

An opportunity is that interactive productions and video games have more avenues to attract matching

private investment; but only if an investmenteady prototype is developed. This is the key area that New
Zealand interactive contenfii Tl Af Ay 3 Ay OdzZNNByiGfeo LT I 3FYS Ay
YINBAY& RdzS (G2 RAIAGEE YEFEN]SGLIIOSaQ 3t 20Ff NBI OK
recipient. Small productions (by3lperson teams) can result in ttiamillion dollar returns for example,

Minecraft which was sold to Microsoft for USD$2 billion

Interactive productiongre also a valuable business model to commercidfisereaed by film, TV, script,
musicand othercontent creators.
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Content Reglation in aConverged Wdd Discussion Document

Inthis section we make comments on the separate Content Regulation Discussion Document.

Quiality and appropriate content is of great importance to New Zealand audiences, and its creation is a
significant economic and export opportunity for New Zealand.

The Classification Actrrently provides that video games are a type of filifhis clasification is no longer
fit for purpose and we agree there is a lack of clarity regarding the classification of video gaspezially
those distributed digitally.

The Films, Videos, and Publications Classification Act 1993 was introduceddmefotghones and other
devices digital distribution and streamed content were even imagined. It is no surprise that it now struggles
to accommodate these platforms.

Many new innovative forms of content are possible in a converged wdrle rise of smartphone apps (of
which video games are one of the largest segments by revenue) is a particular contributor to innovation in
many walks of life. The boundaries between entertainment game apps and educational, health or business
apps are o blurring. Classification regimes that affect apps may also have an impact on business
AYY20FGA2Y YR AYY 2 @grawkh@siartup gcospsiem. MadylinhovafidR€d budiness
successes have come from small teams or individual entreanswho do not have the resources for

complying withonerous classification requiremengsirly in the innovation process. The low barriers to

entry andease of publishing onto Afgptoresand other digital platformshave been a key factor in their

success.

The New Zealand Game Developers Association supports the response made by the Interactive Games and
Entertainment Assaociation (IGEA) to this discussion document.

1. Do you think ondemand content should be classified in some way?

Some classificain is useful to all parties. |&sification serv&the interests of both creators and consumers
of content if it is easy for creators to apply and consumers to understand. Creators want their content to
reach the appropriate audience, and the audiencehatio know whether the content is right for their
families and themselves.

2. If so, should similar content across different platforms be regulated in the same way?
Unified messaging of content classification is helpful to consumers as a single ag#tesreasy to learn

and use at a glance. NZGDA would welcome a platfgmostic approach which centradis the classification
of content and treatsll screerbased creative endeavours equally.

With the increase in transmedia IP approaches, charaghdoss and storyworlds will be designed to appear
on all screens in a consistent fashion and aimed as a consistent audience.
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3. Do you have a preferred option or concerns with any of the options presented?
The NZ Game Developers Associasimangly préers Option 2a wluntary code with no regulatory
intervention.

We believea voluntary code woulg@rovideefficiency and flexibilityo adapt toarapidly changingnedia and
video game market. With thousands of ganaesl apps releaseevery yearegulators would quickly
become overwhelmed trying to classify all contemnually

A well designed ratings system would allow game developdrs,are intimately familiar with their

products to accurately apply ratings. In some cases, not all conteatgame is obvious to an external

reviewer. Due to our interactive nature, procedurally generated content or emergent experiences are

possible whicltan producenundreds of hours of unique gamepleyperience Evaluating thinternalrules
andprogrammy 3 2F GKS 3FYSQa a2adsSYy NYXYIGKSNI GKFy Iff (GKS
efficient way of judging content in these cases.

While regulatory intervention may be unnecessary, NZGDAwolld@®8 YS (G KS D2@SNYyYSyiaQ
principles andyuiddines based on voluntary industry codes of practice for classification of content.

TheNZGDA supports expanding the operating scope of the Online Media Standard Authority (OMSA) to act
in a similar capacity as the Australian Communications and Media Aytk@CMA). This would place the
OMSA in the position of an independent statutory authority with jurisdiction across TIME sectors. OMSA
would provide consumers and creators with a single point of contact for all classification of content and
streamline geernment involvement.

NZGDA members express uncertainty about classification and how it applies to them. Many amateur app
developers are unaware of their obligations, and any education and enforcement they do receive comes
from the platform (eg App Store) operators.

New Zealand game developers already regularly undergo a ratings review when they submit apps to

platforms including the Apple AppStore, Google Play Store or Steaour experience Hese existing

industry-led approachesire woking well for consumers and developers. They are comprehensive, easy to
update, reflect current usage trends (eg, the ability for ugenerated content which leads to a higher age

rating), but are not trivial. The platform operators have a strong custeservice and commercial incentive

to operate these systems to a high standard. Many platform operators go beyond mere classification. For
SEFYLX S GKS 1LILX S LY G2NB FSIFGdaNBa + aYAR&aég OF G
or InrApp Purchases.

TheNZGDA wouldlsosupport Option & A broadcasting regime with increased s&fulation This would

be time and cost efficient for industry and government. It would be crucial to establish proceiises

regularly revised standes in response to ongoing changes in the game indusdyiSAcouldact as a

standards body which would act as a single regulator able to respond directly to complaints, and assist both
consumers and industry.

The NEGDAalso supports Option § New MediaContent StandardsThe two existing classification regimes
could be simplified into a single media standaclassification regimeA singlestatutory authority, such as
OMSA, coupled with ampdatedact would ease the burden on Government and industhylevsimplifying
classification messaging for the public.

TheNZGDA has serious concerns about Optie&@end the Broadcasting Act regime to coverdamand
content. The Broadcasting Act does not reflect the current rediityv New Zealanders accesmtent, and
we believe it would be too difficult and cumbersome to adapt the Act to inctiydemic contentike video
games. tlcould also prevent alignment witinternational standards which have been adopted in the US,
Europe, and Australia.

NZ Game Developers Association Submission on Digital Convergence 10



TheNZGDAloes not support Option 4 extend the Classification Act regime to includedemand content

¢tKS RA&OdzaaAz2y LI LISN) adGlriSa GKFrd Fyeg ySg aOKSYS Y
OKI y3aSé¢s gKAOK GKS SEMwduld gfsd pldcé thedbdrder far Olassifitadion of th® i A &
massive amount of digital content being produced on the FVLB and OFLC.

4. Do you have any other options or suggestions?

Better consumer education about the value of and how to use classificattons is also valuable. A single
entity and universal scheme (ideally aligned with international ones) will make any public education more
effective.

5. Creating a new legislative regime would take time to get right. Should the Government
take any acton in the meantime to ensure orlemand content is classified?

6. If so, which option would be best? Are there any other options?
We do not believe urgent action is required, and note that New Zealand audiences and consumers seem
reasonably well educatedbaut the nature and risks associated with-damand content.

7. Are there any overseas models you think we should look at? Which ones?

In the United States of America the Entertainment Software Ratings Board (ESRB) has successfully managed
the voluntaryindustry classification of video games for over 20 years. The ESRB has adapted as the game
industry has changed and also enforces induatitgpted advertising guidelines and mobile privacy

practices.In Europe the Pan European Game Information (P&@)svideo game classification in over 30
European nations. The PEGI age rating system provides a clear label which informs consumers of what
content they can expect from a game as soon as they see it.

New Zealand consumers of video games frequently bbaut these classification systems, for instance in
trailers for upcoming games.

Any new MSCA legislation nesalhighly efficient tool to manage the high volume of digitally content that
would need to be classified under the new Act. We support a systeain aghe International Age Rating
Coalition [ARC (discussed belovp manage this.

Both the ESRB and PEGI, along with their counterparts in Brazil, Germany, and Austrgliéndtre
IARCThis age classifitan system uses questionnaires which developers can fill out to quickly rate their
content digitally across many platforms and jurisdictions. This alignment with international standards and
ease of use ensures that content is rated in the most timely reapossible with the lowest overhead for
industry and Government.

The IARC system is already usetigh volumedy New Zealand game developers when we submit apps to
the Android Google Play Store for expas, well as beingsed for otherinternationalplatforms we publish
on.

It would be onerous foNew Zealand devel@ps to have to complete multiple nealigned classification
submissions. This could even result in New Zeafaade content not being available to New Zealand
audiences.
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Chapter 8: NewZealandContent: TKS D2 GSNY YSy U Qa

We have addressed these questions earlier in our response to the Exploring Digital Convergence Green
t I LISNE v dWdSatibariiedsyire you aware of that prevent you from benefiting from, or responding to,
convergence®? 2y 5.LJ 3S

This also covers the questions posed here:

1 Are the current policy interventions in the media sector fit for purpose in a converging sector?
1 Are there alternative or additional policy interventions you consalgpropriate in the emerging
media environment?
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TheDigital NZ Report 20liBustrates howmainstream onsumption of interactive media arghmes isvith

New Zealand audiences. &hesearch wasonducted on behalf ofGEAby Bond University

0, Oo:nﬁﬁ
A.

Poor Internet
nn stricts Game
Downloads

A.uom_.:ﬁsﬂ.&

“ ° Say Video Games Can
Improve Thinking

(*)

%o

Say Video Games Could
Fight Dementia

0,

%

Over 50 Play to Keep
their Mind Active

MINUTES
>«1:&0 Daily
Game Play

(" p— TIMES
D Typical Daily Ce
) J Game Play Frec V'l

~+]BOND o i
=/ UNIVERSITY o%m

u\\\\\

(+)

%
Unaware App Stores
Use Different Ratings

o\o
of Homes with -----_
Children Have

Video Games

+)
present kv
ases Playing Parents Play
with Their Children
— )
Partners Play
O:_:,w Games

H Together

\
== n%V

Average Age of
Video Game Em<ma

for Work Training

[+)

%

of Children Have
Played Games for

School O:.:c:.cf\

l. o
%
of Video Game
) Players are Female
YEARS
The Average Length of Time
Players Have Been Playing

m“o\o /
of Population
Plays
0,
/ol' % /
Have Attended

a Games Event

0,
L _M_ %o
Have Watched
~ Walkthroughs, .
Streamed
Gameplay
Videos

{{PLAY/WATCH/STREAM/

e
(INDUSTRY ))

)
Yo

Growth of NZGames
o) ndustry in 2014

DAILY

Typical In-depth Play Frequency

/E 49

%
Players Aged
8 w:a 0<w~ O Im<m Used Game —,

NZ Game Developers Association Submission on Digital Convergence




Appendix: Growth ofNZ3 Interactive Media Sector

As of 31 MarcR015,b S ¢ %S| f | y R@dustggA RS2 3+ YS

1

= =4 =4 =4

Employed568 fulktime hi-tech andcreative sector johsahichincludes134 newjobscreated inlast
yearalone. 38% ofroles are ICT28% are visual artists ar#8% are prduction, managment or
marketing.

Expect to emfwy 103 new people this year

Earned $78.7mup from $19.5min FY2012an average greth of 50% annualevenue gowth.

82% of revenue came from digital exports

69% of revenue camfeom directdigital sales of origal IP, with only1l5% coming from lower
margin contract work

Predoninantly created games for digital plarms such as smartpnes, tablets and downloadable
PCganes.

Source Independent survey 027 New Zealandsame Deelopers Association mebrers.
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