
discussion forums, and Casanet, its subsidiary that oper-
ates the Menara information portal, is guided by a code of 
conduct. 

The Canal+ Group outlines its commitments regarding 
the rating of its programs for the protection of children 
and adolescents in its Ethics Charter and displays the cor-
responding rating symbols. The same vigilance is applied to 
the new media and equipment on which the Group’s audio-
visual content is distributed (see Frédéric Mion’s point of 
view p. 49).

The Universal Music France website refers to the Data 
and Content Protection Charter to inform young people 
about the proper rules of behavior on the internet.

Blizzard Entertainment (see Mike Morhaime’s point 
of view p. 73) has defi ned gameplay policies aimed at pro-
moting a positive online environment for World of Warcraft® 

Promoting rules of professional ethics
Vivendi has adopted a Data and Content Protection 

Charter in which the Group commits to promoting tech-
niques for choosing or controlling content (fi ltering systems 
and other selection methods), cooperating actively with 
competent authorities working against the spread of unlaw-
ful material, promoting standards and guidelines on which 
the Group builds its future, and promoting awareness by 
parents and children of new technologies uses.  

The Charter serves as a guideline for the business 
units in defi ning their own rules of professional ethics 
appropriate to their business sectors. SFR applies the rec-
ommendations of the Mobile Multimedia Charter for mobile 
operators, regarding supervision of inappropriate content 
and strengthening the struggle against illicit content. Maroc 
Telecom has defi ned a Moderation Charter applicable to 

Our specifi c issues

Protecting 
and empowering youth 
In the midst of a digital revolution that is profoundly affecting uses, Vivendi has the responsibility 
of protecting and empowering young audiences in their cultural and media practices. 
The Group needs to evaluate the opportunities and risks inherent in its content and service 
offerings for young people.

2010 Activity 
and Sustainable 
Development Report70

Young internet users are invited to participate in online discussions on the Pan-Eu Youth 
platform supported by Vivendi, European Schoolnet, and the Eu Commission.

WWW. .com

vivendi.com+

vivendi.com+
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players. In order to maintain these rules of conduct, “game 
masters” investigate player inquiries and monitor in-game 
activity. Rules violations can be addressed with a warning, 
temporary suspension, or permanent closure of the associ-
ated account. Thousands of accounts have been perma-
nently closed following such violations.

Raising the awareness of young people 
and their parents

Vivendi endeavors to provide teenagers with a safe 
digital environment and give parents tools for better con-
trolling content and uses related to the Group’s products 
and services. Cellular phones, the Internet, games, fi lms, 
and chat rooms can be vehicles for harmful content or give 
rise to inappropriate modes of consumption. The business 
units therefore work to promote parents’ and young people’s 
awareness of these dangers and offer tools for rigorous 
parental control. Vivendi enters into partnerships bringing 
together young people and experts (see Christian Gautellier’s 
point of view p. 57) in order to better grasp the opportunities 
related to digital practices.

Once again, Vivendi is participating in this year safer 
Internet Day and is relaying the EU Commission’s video clip 
Internet is more than a game, it’s your life! via its institutional 
site and its business units. The video aims at encouraging 
young Internet users to think about how they reconcile their 
virtual and real lives. 

Activision Blizzard is continuing its awareness raising 
actions to promote the age and content guidelines drawn up 
by industry organizations – PEGI (Pan European Game 
Information) and PEGI Online in Europe and ESRB (Enter-
tainment Software Rating Board) in the United States (see 
illustrations p. 72). According to a survey commissioned by 
Activision Blizzard, 82% of parents of players and 75% of 
American children say they are familiar with the ESRB 
guidelines; 70% of parents follow the ESRB rating symbols 
when making purchases. The efforts deployed by the video-
games industry to raise awareness are also proving just as 
effective with merchants. In the United States, according to 

the latest Federal Trade Commission study, retailers follow 
the guidelines and denied 80% of underage shoppers 
access to M-rated (age 17 and above) video games. 

With the Canal Ready label, affi xed to new TV equip-
ment, Canal+ guarantees full compatibility of devices (TV 
sets, set-top boxes, etc.) with the offerings and services 
marketed by the Group. The label includes technical require-
ments that attest to the Group’s respect for rules regarding 
protection of young people. Manufacturers receiving the 
Canal Ready label are required to adhere to these commit-
ments. 

SFR, extremely vigilant when it comes to protecting 
young people, offers its customers tools of supervision 
and selection of content, accessible via the Vodafone live! 
multimedia portal on cellular phones. A wealth of practical 
use advice is available on SFR’s dedicated website, as well 
as in its Guide to the use of mobile devices and the Internet 
for young people. SFR also offers workshops for parents to 
help them better understand the functionalities of mobile 
devices, and makes specialized advisors available to answer 
their questions, whether or not they are SFR customers.

In Brazil, to complement the third edition of its guide 
to proper Internet use, Guia para uso responsável da Inter-
net, distributed in schools and to several educational 
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Pan-EU Youth, a platform where young Europeans 
can speak their minds
Niamh Carey, 17 ans, irish ambassadress to Pan-Eu Youth

Pan-Eu Youth offers young people 
all across Europe a voice. a voice to 
express their ideas on issues relating 
to citizenship. This voice is heard by the 
European commission and doesn’t go 
unanswered. i accepted to be a Pan-Eu 
Youth ambassador because i think it is 
a very worthwhile project which offers 
a place for the youth to discuss debate 
and make friends. as an ambassador, 

i approached, in my school CSPE (Civic 
Social Political Education) teachers and 
we began using the role play. i also 
established an interview with girls in my 
year about the topic ‘Young people in the 
media’. i got an interview with the Irish 
Times and they included this article in 
a supplement about internet safety in 
conjunction with national internet safety 
day. i’m also a member of the national 
youth advisory panel for internet safety 
and discuss with the members about the 

possibilities of Pan-Eu Youth. it is also 
important for young people to discuss 
with the industry. Young people grew up 
with technology and know how to use it 
most effectively so by industry and youth 
talking this ensures that the industry will 
meet the needs of the consumer. Young 
people are always looking for the latest 
and newest technologies. The smaller, 
lighter, faster, the better!

Vivendi relayed the Eu Commission’s Internet is 
more than a game, it’s your life! video on the occasion 
of Safer internet Day.
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Adapting parental control 
to the multimedia environment

The business units make efforts to give parents tools to 
help them accompany their children in their digital communi-
cation and entertainment practices. 

Blizzard Entertainment makes available to parents of 
players of World of Warcraft® several mechanisms that let 
them confi gure gaming and break times, receive regular 
reports on the amount of time their children are spending in 
the game, and limit the use of in-game voice-chat functionality.

Aware that access to certain content can be inappro-
priate for young users, for several years SFR has offered a 
free parental control system for cellular phones and mobile 
devices at two levels – simple and strong. To respond to the 
diversifi cation of the operator’s Internet offerings on new 
media (computers and television), SFR has implemented a 
form of parental control suited to the user’s profi le in order 
to lock access to certain services and types of content. SFR 
distributes a brochure, Parental control: A free, simple, 
appropriate solution, and has developed a website to advise 
parents and young people about the system’s proper use. 

In Morocco, under a program called GENIE (Generali-
zation of ICT use in Education) put in place with the Moroccan 
Ministry of Education and the ANRT (National Telecommuni-
cations Regulatory Agency), Maroc Telecom has connected 
nearly 400 schools to the Internet. It has also deployed 
multimedia equipment with a built-in access fi ltering 
solution to ensure that young Internet users are in a safe 
environment. 

organizations, GVT published ten new comic strips that 
reach out to young people on the subject of responsible 
online behavior. In partnership with the CDI (Comitê para 
Democratização da Informática), the operator has also 
launched an online game, Edu and Responsible Internet 
Use, aimed at young people, parents, and teachers, to help 
them to better deal with the risks they can be exposed 
to when surfi ng the Web. Some forty GVT employees also 
promote awareness messages by visiting young people in 
the schools (see Alcides Troller’s point of view p. 43).

GVT informs young people, parents, and teachers 
about the risks of the internet in a playful way through 
an online game in the context of a national campaign. 

activision Blizzard has an information 
campaign aimed at reminding parents and 
children that the pictograms and the content 
descriptions that appear on video-game pack-
aging are intended to guide them in making 
their choice. World of Warcraft: Cataclysm® 
from Blizzard Entertainment is aimed at 
players aged 12 and above.

obscene language

Discrimination

Violence

age 18 and above

nudity or sex
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Canal+ Cyfrowy awards diplomas to young people who have successfully taken 
the classes organized under the mediastarter media education program.
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In the context of its offerings, GVT also offers a parental 
control solution called Protect Total that can be activated as 
soon as children log on to the Internet. 

For Canal+, the development of new reception media 
required extending the rules on protection of television  
content by building the same access restrictions offered by 
set-top boxes into these devices. Parental control is built  
into programs distributed via webTV on PC, Xbox, and Blu-ray 
players. Canal+ has also defined rules that complement 
existing standards for protecting young audiences, and each 
new generation of set-top boxes includes innovative function-
alities for parental control that go beyond legal requirements.

Empowering young people in their media 
practices

Vivendi, a partner in the EU Commission’s Safer Inter-
net program, participated in the second presentation of the 
Pan-European Youth panel on online safety and supports 
the Pan-EU Youth initiative led by European Schoolnet and 
the Insafe network. This innovative platform provides young 
Europeans with a space for discussing the impact of the 
new media on their daily lives. They express their opinions 
and expectations via blogs, polls, and forums. They may  
also download interactive role-playing games especially 
designed for the program (see Niamh Carey’s point of view  
p. 71). 

In order to evaluate the potential for online video 
games to develop relational skills and foster socialization in 
players, an experimental project based on Blizzard Enter-
tainment’s World of Warcraft® was conducted by the Italian 
Ministry of Education. 149 secondary school students aged 
14 to 16 played for set periods over three months. The stu-
dents were then assessed on their self-perception  
and their degree of inclusion in the school environment.  
The study showed that massively multiplayer games can 
contribute to the prevention of negative behaviors such  
as bullying, due to their ability to stimulate collaboration 
and promote development of interpersonal relationships.

Also, Activision Blizzard has joined the Change The 
Equation (CTEq) initiative, which is part of the Educate to 

Innovate program launched by President Barack Obama in 
the USA to encourage American students to get more 
involved in the sciences, mathematics, and technology. 
Through its association with this initiative, in which several 
companies are participating, Activision Blizzard contributes 
its expertise to exploring the role of video games in the 
knowledge acquisition process.

Educating young Polish spectators and their teachers 
in the media is a goal Canal+ Cyfrowy pursues through its 
Mediastarter program. It is Poland’s leading pay-TV opera-
tor’s way of helping young people take a critical view of the 
content that is offered to them and better understand the 
influence of the media on society (see illustration below). 
This initiative is sponsored by Poland’s Ministries of Education 
and Culture.

World of Warcraft® gives parents the means 
to supervise their childrens’ gaming practices
Mike Morhaime, Chief Executive officer and cofounder of Blizzard Entertainment

Blizzard recognizes that when played 
responsibly, online games offer a positive 
environment that’s fun and socially 
diverse. in World of Warcraft®, players 
around the world can see their own 
culture reflected in the game, and they 
can share cultural experiences through 
their dialogue with other players. They 

can also develop leadership skills when 
organizing large numbers of their fellow 
players during cooperative adventures 
and other in-game social activities.
with all of our games, we’re committed to 
providing a safe online environment for 
our players. as an example, the parental 
controls system we created for World of 
Warcraft® helps parents manage their 
child’s access to the game, including 

communication features such as voice 
chat. it also offers parents a weekly 
playtime report detailing when the 
account was used and for how long.  
in addition, we strictly adhere to the 
ratings system in each region where  
our games are sold, and we market our 
games in an age-appropriate manner.
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