At Hatienal Ondine Satety, we bell in ering p , earers and trusted adults with the information to hold an intorrmed conversation about online sotety with thelr children, should they
fead It e needed, Thie guide i mmﬁmnwfummmhlmmﬂﬂummuhmr-ﬂ Fleaes visit wew.nationmlonlinesalety.com for further guldes, hints and tpe for adults,

What Parents & Carers Need to Know about

Horror video games come in a such a variety that the genre can hard to define. The overlapping element [s that these
games are designed to scare or unsettle the player through gameplay. atmosphere, story, music, setting and ‘jump P
scares’. The most common sub-genres are survival herror, action horror, psychological horror, jump=scare horror and
reverse horror. These games originate from a range of developers, including smaller indie studios which release
download-only titles (that Is, they aren’t physically soid in shops) and therefore aren‘t subject to age ratings.

ARE
THE RISKS?

ADULT THEMES

annes are 2|ﬂcullv moade
wlth adults in mind, which means
definition that they often feature adult
themes. Outlast, for Inetance, s a
popular horror game series including
material such as nudity and extreme
sadlstie violence. Other garmes, llke Five
Ni ht's at Freddy's and s uqull:. have

ack-story that doesn't oc It,r
uppnr on screen but still nlntl at explicit
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VIOLENT CONTENT
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many do portray extreme brutality very

realistically, Until Dawn and the hugely
opular Resident Evil and Outlast
runr.hilll. for Instance, feature Incradibly

hic violence, The salest course of
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PSYCHOLOGICAL HORROR

Rather than simply Indling on the blood
and gore, peychological hnrmr umn try
te scare the player through su
mantal and -mthnnl na. Fnr lhla
reason, this me nmm-
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LONG-TERM FEAR FACTOR ?‘

Hoerror games ars designed to

be mrr: most players accept

this fact In advance. They can,

however, include content which lsaves an

unwanted lasting Impression. By focusing

on our fears and concerns to eliclt an

| emotional reaction, horror games can be

triggering In unsxpected ways for some
layers. It's difficult to predict when - and
ow = a gama might have long-term

effects an individual's mental wellbeing.

u:t on s to thoroughly research a
game In advance.

ONLINE INTERACTION

Somae horror games are played
coopaeratively with others online.
Phasmophobia ls one of the most popular
titles in this category, and 'll“l"lill it uunn t
feature an excessive amount Ng.a -.1
doss place a strong emphasls on online
interaction = often with strangers. Dead
by Daylight is another gome in which
frequent and prolon online

co unientiun with other players is an
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ENCOURAGE BREAKS | I'F IN DOUBT, SWAP IT OUT = STA? RECEPTIVE Q

It's easy to lose track of time mn’sgmh:hund ur child llmh a Mﬂnr me hgl:! communication wi mztw
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Meet Qur Expert

Clare Godwin (oo, Lunawolf) has worked os an editor and
journalist in the garning industry since 2015, providing
websites with mtcmru?u. mhv-\mondgumlnggmm
She |5 the owner of Lunawa Gumhgimdls currently working
o VarioUs garming-reloted nclucllng gamea
developrment and writing non
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Users of this guide do so at thelr own discretion. No llability ls entered into. Current as of the date of release: 19.01.2022



