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INFORMATION NOTE
From: General Secretariat of the Council
To: Delegations

Subject: Media and Information Literacy for All
- Presentation by UNESCO (Audiovisual and Media Working Party meeting
on 13 November 2024)

Delegations will find attached the presentation® given by UNESCO? at the above-mentioned

meeting.

Regarding the MIL Cities initiative and at this stage, the new Guidelines that UNESCO has just
published are meant to stimulate cities to start piloting some activities promoting MIL learning in
physical and virtual urban spaces, and share these experiences with UNESCO so that UNESCO can
advocate for the formal creation of such a new city network
(https://unesdoc.unesco.org/ark:/48223/pf0000391748).

! This document contains presentations by external stakeholders and the views expressed
therein are solely those of the third parties it originates from. This document cannot be
regarded as stating an official position of the Council. It does not reflect the views of the
Council or of its members.

2 EU Transparency Register Number: 728245916986-09
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Systematic
Prejudices
An Investigation into Bias

Against Womon and Girls in
Large Language Models

Al Biases

GAl produces gender bias, as well as
homophobia and racial stereotyping

[ ——

Al can distort the historical record of
the Holocaust and fuel antisemitism

rewriting history?

The impact of artificial intelligence
on understanding the Holocaust
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Reading, writing and ...
disinformation: should

schoolchildren be taught media
literacy like maths?

“Children will have to approach content with deep scepticism and
maturity and apply the skills that historians and journalists apply
in their daily work.

We need policies that recognise media and information literacy.”
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“The UN General Assembly calls upon all Member States and other
stakeholders to develop and implement
policies, action plans and strategies related to the promotion of media
and information literacy, and to increase awareness, capacity for
prevention and resilience to disinformation and misinformation, as
appropriate”
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35. We commit, by 2030 to:

(a) Design and rell out digital media and information literacy curricula
to ensure that all users have the skills and knowledge to safely and critically
interact with content and with information providers and to enhance resilience
against the harmful impacts of misinformation and disinformation (SDGs 3
and 4);

SUMMIT OF THE FUTURE
OUTCOME DOCUMENTS

September 2024

Pact for the Future,
Global Digital Compact,
and Declaration on Future
Generations

:
8
2
g
<
Q

OSCE, 2022
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Media Literacy Index 2022
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1. Integration of MIL into formal 5

and informal education
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32 Member States taking steps to integrate

MIL into national school curricula

@ Unesco

MED’A AND
LITERATE Cimizeps

THINK

CRITICA
CLICK tLy,
WISELy:
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“Think Critically, Click Wisely »
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In Nigeria, MIL was embedded as a
compulsory component of all teacher
trainings and every student in Nigeria
colleges of Education must take and pass
MIL courses in year one and two.
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Other examples: Brazii,
Cambodia, Kenya, South
Sudan etc.
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2. Supportto
Youth Organizations
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500 youth organizations

equipped to counter disinformation and hate
speech with media and information literacy.
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Development of a MIL Toolkit
for Youth Organizations
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{ and Information
"1?51“ for Youth Organ'lﬁm“s_
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3. Amplifying youth voices
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Youth Hackathon

!racy week 2024 J “Youth Leading the Way - Media and Information

- |n’f‘fmati0n Li'—-ac for L. Literacy and the New Digital Frontiers of
< @?&; e L E
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2024 edition (Global MIL Week}:
203 teams from 68 countries
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“Empowering the next generation!”

Since 2014, thousands of youths have been
trained and created mobile apps in 26 countries
(Cambodia, Madagascar, Mozambique,
Lebanon, Nigeria, Rwanda, Senegal, South
Sudan...}
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Youth Multimedia Room

“Young journalists, activists and influencers
invited and trained to cover
International Conferences”

2024 edition (WPFD in Santiago):
32 participants from 14 countries
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Participants interviewing Maria Ressa, NobelPeace Prize Winner

we're climate commun:cators s
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Youth Debate Series

“A platform for youth to voice their opinions
and contribute to the discourse surrounding

%
Youth Debate Series ™ | MIL”

Youth Powering
Media and Information Literacy

Responses to the use of ' 2024 edition:
Generative Al 27 youths from 23 countries

29-31 May 2024
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4. Increasing awareness
on MIL
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MOOC

A full Media and Information Literacy MOOC
with 20 comprehensive and interactive modules.

INTRODUCTION
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Click Wisaly',

Podcast

8 episodes available on all platforms T'E"-'I?:kcdi;ii:;gg
(Spotify, Deezer, Apple, YouTube etc.)

Think Critically
Click Wisealy
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Think Critically
Click Wisaly
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Videos

A series of audience-driven videos
explaining the basics of MIL

-

Media &
Information
Literacy

and
Elections

Media &
Information
Literacy

and
Generative Al
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Online Courses

Each course addresses specific topics such as

climate change or Al.
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GLOBAL
ROADMAP

FOR INFORMATION AS A PUBLIC GOOD

IN THE FACE OF THE
ENVIRONMENTAL
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'unesco
Social Media Campaigns

is a conspiracy that's been shared
in over 1.5m social media posts.

Take a stand against misinformation.

POST WITH CARE

't \,f o
cLIMATE 2 0 IB F

CHANGE

,.H- x:l.:x:ﬂ:itlln that has
b ed by science,

OB R~

butis -still:w’idely shared online.

-
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#PostWithCare
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ASK
YOURSELF
THESE 5

#PostWithCare campaign gg:g;:ions

lv'ggT>>>
shared by s
the European Commissio

:
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2293 Q= vy

.D’ AImé par mimimi_rr et autres personnes

unesco By asking yourself these 5 questions before

shanng, ¥Ou can protect your reputation, and your audience
from misinformation

W

Join us for #GlobalMILWeek

and find out more on how we
can #PostwithCare!

= 24-31 October 2024
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5. User empowerment on
Digital Platforms
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unesco

Guidelines for th_e
Governance of Digit

al Platforms

2023: Ensuring that all stakeholders, in particular digital
platforms, are committed to creating and maintaining
an open, safe and secure environment for users.

2024: Action Plan to integrate media and information
literacy policies into the governance of digital platforms
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“Policies and regulations on artificial intelligence must
prioritize user empowerment, and in this perspective,
media and information literacy offers the key set of
competencies for users to navigate through a disrupted
digital ecosystem.”

Tawfik Jelassi
Assistant Director-General for Communication and
Information, UNESCO
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4. Empowering everyone,
beyond youth
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— Lifelong Learning

Media and Infoermation Literacy course
foradult educators
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l"‘)hemﬁoﬂnt Guidelines:

Constructing UNESCO — MIL Cities

- mation
Medla and, !nfor Setcities on a path to innovatively empower more
Literacy Cities citizens with MIL competencies.
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7. UNESCO and EU’s

partnerships
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A multistakeholder strategy to address together the
challenges of disinformation and hate speech globally.

Guidelines for the
Governance of Digital Platforms

Safeguarding freedom of expressior and access ta informatior
through a multistakenolder approach

& vnesco

SOCIAL
MEDIA

DEACE
Erﬂ L :‘LA“. }u,? —
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7. What’s Next?
UNESCO’s work with influencers

([((C AV
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Hannah Ajakaiye
(leader of FactsMatterNG)
Hugo Décrypte
{(14M followers)

Jewe

o

Austin, Texas, 11 April 2024 4

Maria Paulina Baena Dylar(Page ..
(1.3M subscribers on YouTube) (10M followers on T
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NEW FREE ONLINE COURSE | REGISTER NOW! NOVEMBER 18 — DECEMBER 15, 2024
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Online course for digital content creators, influencers, journalists
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Global MIL Week 2024

Amman, Jordan - 30-31 October
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Thank you!

Adeline Hulin, Head of the UNESCO Unit for
Media and Information Literacy and Digital Competencies

Contact: a.hulin@unesco. org
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About Video Games Europe

19 European and international video companies and national trade associations across the continent

uuuuuuu
LAfin L]
o LOGIELS
[T

aavson BIZIR)  © x. raBLox SEGEA |5

AEPDV
WAEGW! (BANDAINAMCO] @ VIDEO SGA* B €© o
sSuUp
PCH.. game E=EEE] SOUAREENIX ERC

EMBRACER: &>  [Znl - EUROPE

=%0L£® L_.ﬂ%suﬁz ] + 12 @ ukie VE

Microsoft wisint UBISOFT AT

Tvus RGDA o RIOT Vo . ZeniMax®

.............. " GAMES

+ g
VIDEOGAMESEUROPE® | m h

15700/24 ATR/mk 43
ANNEX TREE.LB EN


https://www.parlament.gv.at/pls/portal/le.link?gp=XXVIII&ityp=EU&inr=02469&code1=RAT&code2=&gruppen=Link:15700/24;Nr:15700;Year:24&comp=15700%7C2024%7C

e ABuswe [ed Mamm

Industry in numbers

The video games industry in 5 key European is worth

€25.7 billion cm | ]

-
(+5% from 2022) e

Physical Digital
revenue revenue
15: 85: A, 200
* » I loyed th h
vs 17% in 2022 vs 84% in 2022 People are employed throughout Europe

S Leb Fee oM 20220

. +
VIDEOGAMESEUROPE® |
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More Than a Game: Manifesto 2024-2029
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Topics

Video game play demographics

Digital literacy
Pan European network of information on video games
Games in Schools

Minor protection in video game play

+.
VIDEOGAMESEUROPE® |
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VIDEO GAME PLAY
DEMOGRAPICS
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Video game players in Europe

Playing video games is an activity a majority of people integrate
into their leisure time in some form or another.

53 % 75%

of video game players
are 18 years or older

3 1 (up to 64)

is the average age of
a video game player
in Europe

+¢
VIDEOGAMESEUROPE® |

43.5%

of European game
players are women
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How do people play ?

68

play on smartphones
or tablets
(vs 69% in 2022)

AHONG VIDEO GAMEPLAYERS

56«

play on consoles
(vs 59% in 2022)

46

play on PC
(vs 48% in 2022)

Source; GameTrack dato, provided by Ipsos Morl and commissioned by Video Games Europe.
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Video game players by age group +

PERCENTAGE OF VIDEO GAME PLAYERS BY AGEGROUP

83 78.

700 same as 2022 .
% vs 75% in 2022

same as 2022

62+ 51, 39.

vs80%In 2022 | 47% in 2022

vs 36% in 2022

®

6-10 ‘ n-14 15-24 25-34 35-44 45-64
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Europe: Screen time

ON AVERAGE, PEOPLEIN EUROPE SPEND

8.9 hours/week
playing video games

16.31hours /week

on social media*

24 hours/week

on watching TV**

*GlobalWeblndex GWI Report on the time spent on social media platforms by a “typical” user.
**Thinkbox TV Viewing Report 2023. Time spent watching TV broadcast plus subscription video on demand.

+
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Video Games and Education

n ES Project designed to train teachers and educators across Europe on how

: to use video games as pedagogical support in the classroom.
n 50'\9_9'6 (European Schoolnet and Video Games Europe)

The project includes:
+ A 6-week long
A selection of

« A on using video games for educational purposes

- A to understand the enablers, obstacles and opportunities for
game-based learning

- A (on the Video Games Europe
website)

+.
VIDEOGAMESEUROPE
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Games in School — Teacher's Handbook

Available in: English + Croatian, Dutch, French, Polish, Portuguese and Spanish

USING
VIDEO GAMES
IN L

(o1 ) (.3 )

Why use video Using video Designing and
games in games for making videe
aducation? % thematic project- games
based learning

if i
Learning with | What can we } Why is it

video games A learn from video -fll important to =
v games? tench about
video games?
is T
VIDEOGAMESEUROPE® |
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Digital literacy video games: responsible and fun video
game play

Talk to children about the video games they play,
dlscuss onllne safety and set-up ground rules that works for everyone in the
family. https://www.seizethecontrols.eu/

/ Parental and player tools \

What do the PEGI labels mean

v" Manage play by access to age

appropriate games and
descriptors

v" Mange time spent playing
B n m [[a m v" Restrictand manage

wwwpegloly  wewpepiinly wwpsglin  wpeglinia e peglnia

communication with others

’ ... LAl
U % _ _
,«[-.ﬂ ) (Manage or disable spendlry
+, v ———
VIDEOGAMESEUROPE® | ¥
| -
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Digital literacy video games: across Europe

SEIZETHECONTROLS =

Austria Netherlands Spain
GemeinsamSpielen RuleTheGame Good Gamer

WiW gemeinsamspeelen al Wi rulethegame n www thegoodgarmer e
Belgium Poland Sweden

Jouezmalin / Speelhetslim Zapytaj o Gry Frisga, Prata, Spela
www jouezrmahin be W Zapytajogry pl www fragaprataspela se
wwrw spesthetslim be Norway Switzerland

Denmark GemeinsamSpielen PlaySmart
GemeinsamSpielen www.angi-nordic com play-srart.ch

WWW A JrNOFCIC. COY Ponml unned Klﬂgdﬂm
Finland #S5aber Jogar Ask about games
s."'..ﬁﬁ'jkdh 4 Romania wiww askaboutgames cor
b e i DespreJocuriVideo

France desprejocunviden it

PédaGoJeux

Gcrrll.mnu

Unterhaltungssoftware

Selbstkontrolie (USK) .

Italy
Tutto sui videogiochi

]
Video Games Europe's 5 tips for parents
ﬂ’ deogamessunpe funews/5ULS
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The 2023 Seize the Controls Campaign:10-23 Dec 202? '

PN .

15700/24
ANNEX

ATR/mk
TREE.1.B

57
EN


https://www.parlament.gv.at/pls/portal/le.link?gp=XXVIII&ityp=EU&inr=02469&code1=RAT&code2=&gruppen=Link:15700/24;Nr:15700;Year:24&comp=15700%7C2024%7C

e ABuswe [ed Mamm

The 2023 Seize the Controls Campaign:10-23 Dec 2023

We engaged with Instagram micro-influencers to reach those parents with children who

play video games who we normally wouldn't be able to reach.

+.
VIDEOGAMESEUROPE® |
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A policy framework for responsible play

1. PEGIagelabels &
content descriptors;

2.  PEGI Code of Conduct
rules on online safety
and monetisation
provisions (2023)

3. Additional industry b

/,--”" *  Consumer protection laws: UCPD, CRD, 2021

- European Commission Guidance to UCPD and
L.;_”_/__———————” CRD (video game section)
+  Data protection and privacy: GDPR, ePrivacy
Directive
*  Otherlaws: DSA, Al Act etc.

™,
commitments g
4, Parental and players i Sy
tools e G A co
regulation, Education and
taals information
Education of parents, teachers and players:
Data on evolution and usage over time: |——7 ' ‘ WWW‘SE'IEtthmeIS'EU
+ Parents’ supervision of children’s . : * PEGI App available in 15 languages to

+  Awareness of PEGI labels

spending on in-game content (since 2018)

find the right games

+ ()
VIDEOGAMESEUROPE® | 0.0
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Vast ecosystem and consumer choice

CONSOLE

APPS  iccoowion  PACKAGED

FREE APPS DISC/CART
PAID APPS ( NEW
HC RIS et PRE OWNED

S RENTAL

+.
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EGDF and VGE commitments: Transparent and fair purchases

of in-game content

=

o

PEGI Code of Conduct in-game Additional commitments Education campaigns & data
monetization article
Information obligation: game Tools to manage, limit or block Information campaigns- work
purchases icon purchases together with stakeholders
Transparencyin transactions Transactionsto be kept separate Commitment to provide trusted
Transparencyon in-game currency to gameplay data
and how it is offered Fair refund policies
Transparentand fair paid random Inform playersabout
items discontinuation ofin-game
No skin gambling maliiole §
PEGI Efifaieaicnt No unauthorised trading
+.
VIDEOGAMESEUROPE® | 21
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Transparent and fair purchases of in-game content:
additional industry commitment to the PEGI Code

Tools to manage, limit or block purchases: The industry provides tools to parents and guardians to manage children’s spending within
the video game so that children do not engage in any financial transactions without the consent of their parents or guardians. Many

tools have default settings where spending is set at zero for child accounts. Increasingly, other non-device-based systems may require
verified parental consent to access purchase optionsinagame.

Transactions kept separate from gameplay: This ensures that the commercial intent behind purchases of in-game content, is clearly
and unambiguously distinguished from gameplay. Principle was adopted by the UK Office of Fair Trading, now the Competition and
Markets Authority, in 2014. Listed by the CPC Network Common Position onin-app purchases in games as a best practice.

Refund policies: Where spending has demonstrably occurred without parental consent or knowledge, member companies provide fair
and reasonable refund policies and instructions on how to turn on and manage parental tools and family settings.

Discontinuation of in-game currency: If the use of purchasable in-game currency is discontinued, players are informed sufficiently in
advance.

No unauthorised trading: Video Games Europe and EGDF members have policies in place that explicitly prohibit players from using in-
game content to engage in unauthorised trading, and should include clear wording of potential player penalties, such as suspending or
banning players.
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The majority (76%) of parents claim their children do not spendon
any in-game extras - this has remained stable since 2020.

* Child spend in-game (Amongst parents of video game players) - 2024

Total - 2024 Total - Trend

q 18%

6% 7%
18%

76% 76%

® Child does not spend

® Don't know 2024 2023 2020 2019 2018

Method change— data not comparable

Q2MICRO. Does your child ever spend money in game?
BASE: Parents / guardians of children in household who play video games TOTAL (2,772)

+¢
VIDEOGAMESEUROPE® |

g | e—
£
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Among parents whose children spend on in-game extras, unknown rewards

(e.g. loot boxes) are least popular. Most popularis content that impacts gameplay,
such as new weapons or powers (38%).

* [tems spent money on (Amongst parents whose children spend money in-game) - 2024

Total ®2024 W2023 2020
Something that...
impacts gamepla 34% it
- 1mp B play e
...Is decorative or cosmetic and doesn’timpact gameplay 31% o
- — e
..increases rewards you can earn from gameplay - 30%
expands gamepla _252‘%%
- EXP g play e
; : 3%
...makes videogames easier to play q 24%
...has unknown rewards
Q2BMICRO. What does your child spend money on while playing video games?
BASE: Parents / guardians of children in household who spend money in video games (783)
———
+. -
VIDEOGAMESEUROPE® | » 25
i
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Just under three-quarters of parents have an agreement with their child about
in-game spend, which has declined slightly vs. 2023.

* Agreement with child (Amongst parents whose children spend money in-game) - 2024

Total - 2024 Total - Trend

m Agreement with child
76% 75%

= No agreement with child

2024 2023 2020 2019 2018
Q4MICRO. Do you have an agreementwith your child/children onin-game spending?

BASE: Parents / guardians of children in household who spend money in video games (783)

B +$ S i i _ﬁ
VIDEOGAMESEUROPE® | " 26
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95% of parents actively monitor their children'sin-game spending. The preferred
methods include agreements between parent/child and two-factorauthentication,
both of which have seen increases year on year.

« Types of agreement with child
(Amongst parents whose children spend money in-game)

E2024  m2023 2020
Total

r-_;au.t
TAgreement with child that they ask permission mi‘g{

Agreement with child on spending limits ”L’ N
i =T
20% .
0
Two-factor authentification _m;za% 63 /'J”)

LY/ T aee—— 0 L. TR

| arental controls on gaming devices _23% y ;

| i with child

Net Any| Push notifications NS, 17% (ask permission /
[ 19% spending limits)

Monitor credit card bills ﬂ 23%
20%
Pre-paid value cards _ H%
| don't monitor their in-game spending m 11%

a i)
=270

Ty
Urn

Q5SMICRO. Do you use any of the following methods to manage or monitor your child’s/children’s in-game spending?
BASE: Parents / guardians of children in household who spend money in video games (783)

+ -
VIDEOGAMESEUROPE® | 9 : 27
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Take outs

1 The proportion of parents claiming their children do not spend on in-game extrasremains stable since 2020.
Three in four parents claim their children do not spend on in-game extras within the video games they play.

Amongst parents who claim their children spend on in-game extras, average spend has decreased to £31 per month.
2 lust under three quarters (73%) claim their children spend between €1-20 average / month. Spend has decreased €8 per month amongst those
who claim their children spend, vs. 2023.

The most popular in-game extra category is content that impacts gameplay such as new weapons or powers.
3 The most popular content is the one that impacts gameplay (38%), with 30% of those who spend on in-game extras doing so on

decorative/cosmetic items (that do not impact gameplay). Unknown rewards, such as Loot Boxes, continue to be least popularin game content
(21%).

The number of parents of children who spent on in-game extras AND have agreement on spend levels remains very high.
4 95% of parents of children who spend on in-game extras claim to have an agreement with their children about their spend. Over 3in 5 (63%)
have an explicit agreement with their children, either asking permission (49%) or setting spending limits (27%).

Most video game players do not engage with or are not aware of in-game currency purchasing nor loot boxes.
5 Just 11% of video game players (aged 11-64) claim to have spent real money on in-game currency within the game and only 4% on loot boxes.
This is stable year on year for in-game currency and unchanged for loot boxes.
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Online Safety in games

N =

. Reporting, blocking and muting of other players.
. Filtering, including proactive filtering, such as profanityfilters and tools that obfuscate links to third party

sites.
Moderation tools: Al and human moderation is used to identify and to remove harmful content, and to
remove and report illegal content to law enforcement where required.
*« Pre-Moderation: For some video game specific UGC platforms, pre-moderation of text chatsis used for
games that are particularly popular with children (private information is hashed out prior to upload)
Parental controltools enable parents to restrict communication with others both in-game and at platform
levelto ensure that children are protected from, for example, solicitationfrom unknown players.
* Pre-approvalby parents: On some platforms, when parents permit communication with other players
in the game, parents can still pre-approve communications requests from existing friends of the child.
« Game by game approach: On some platforms, a parent can permit the child to use communication
featuresin one game without affecting the setting that blocks communication in all other games played
by the child (*whitelisting”), which gives parents the ability to choose what is right for their child.
Community guidelines that set out rules for appropriate player behaviour in the game online ecosystem
and provide information on the recourse that may be taken in the event of violation of guidelines.
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Online safety in games

L]
Across adults and 12-15 year olds, social media sites are the OFcom lco
most commonly cited sources of potential online harm, 12-15  pansemmanameser o St R @
year olds have experienced more harms on social media than last year

Sources of potential online harm
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4{dl== Update to PEGI Code of Conduct

Information

* Agreed in October 2023, implemented in April 2024
* Applicable to newly classified games via the PEGI rating system

* Applicable to older games that are still active via a survey to update the PEGI database

+ Enforcement-by-process : publishers cannot receive a PEGI rating license for games unless they show us:

o that a game displays the probability of receiving each random item

o the policy that explicitly prohibits that items acquired in-game can be transferred into monetary value for use in unlawful gambling or betting activities
o the privacy policy
o the community standards that prohibit the introduction of illegal and/or harmful behavior or content by consumers.

o Show us your reporting mechanisms and how you address such behavior or content.

* Enforcement-by-sanction still possible if disclosure is incorrect
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[[:@]““ PEGI Code of Conduct : in-game monetisation

v" Comply with applicable laws and regulations

<

Display In-Game Purchases icon and the Paid Random Items notice at point of j "=% | BEE

v" Transparency in transactions:

o the cost of in-game currency for in-game purchases is always clear and unambiguous

o players/account holders should always receive a receipt their account when making purchases with real
money

o the value of the content is always clear by a clear statement of the cost of the content in such in-game
currency and easy access to information on how much in game currency the player currently holds,
and/or on the storefront area where the in-game currency can be purchased

v Paid random items — loot boxes:
o paying for random items is never essential to the gameplay, always optional.
o inform players about the probabilities to obtain items

v" No skin gambling: signatories shall ensure that their policies prohibit that items acquired in-game can be
transferred into monetary value for use in unlawful gambling or betting activities.
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4{dl=  PEGI Code of Conduct : safe online gameplay

Information

v’ Take reasonably practicable precautions to protect children from access to age-inappropriate content
introduced by other players during online gameplay

v" Community Standards: a game’s Terms of Service with players must have certain provisions that
prohibit players from introducing online content or behaviour that is illegal/harmful and describe the
consequences of any breach of these terms

v Notice and Action:
o ensure that online gameplay environments are kept free of illegal/harmful content and act
expeditiously to remove or to disable access to such user-generated content

o ensure that appropriate notice mechanisms are in place to allow players and others to notify of
such content

v" Companies must maintain an effective and coherent Privacy Policy in accordance with all applicable
European Union and national data protection laws
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Player and parents’ tools

gats |

Age rating Time limit Online _ Online
Which games they Agree on playtime spending interaction
can play based on limits, allowing for Discuss with their Agree on
PEGI age rating and better playtime children how much communications in

descriptors management can be spent games: friends only,
when purchasing friends of friends,
games and other anyone, or no one

downloadable content

In addition to parental control tools on devices, publishers’ own platforms ACTIViSion. I BIIZZARD
increasingly offer parental control tools and additional venfication mechanisms

such as young player accounts and verified parental consent. @ m
Some examples are: BlizzardBattlenet net, FA Origin Epic Games including

Epic Cabined Accounts for young players, Boblox, Ubisoft's young player ? & es @
account Bandai, Niantic, Sega. Further, Riot Games have brought in state of the ~ «iawsse vl
art voice moderation to their chats. rosLox SEGA
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