1. PRODUCT TITLE

Official Product Name:     
(This will be the product’s exact name and spelling as it will appear in the ratings search engines (ex: www.esrb.org), and for all other ratings purposes.)

Minecraft

2. CONTACT INFORMATION
	Primary Contact:
(Producer, Project Lead, or other contact who can answer specific questions regarding the Submission Materials).

First: 
Paddy

Last: 
Burns

Title:
Project Lead


Email:
paddy.burns@4jstudios.com


Tel:
+44 7919363776

Ext.      
Fax:
     


Company:
4J Studios Ltd

Street:
23 High Street

City:
East Linton

Country
Scotland  State/Province:
East Lothian

Zip:
EH40 3AA

	


3. PRODUCT INFORMATION
Distribution Methods:

List the ways that the product will be delivered to consumers. 

 FORMCHECKBOX 
 Packaged/Retail

 FORMCHECKBOX 
 Download — delivered online, and can be saved locally e.g., XBLA / PSN / Virtual Console

 FORMCHECKBOX 
 Internet — delivered online, but cannot be saved locally URL:      



 FORMCHECKBOX 
 Wireless — delivered wirelessly to devices such as mobile phones

Platforms and Online Features:

In the grid below, list the platforms and online features of the game described by this Submission Form.

Note: Multiple platforms may be listed only if the pertinent content indicated in this Submission Form, as well as the  graphical intensity of such content in the Final Product, is the same for each platform.  Also, you may only list platforms that are confirmed at time of submission.  If the pertinent content is different on another platform, that version must be submitted separately. 

WAN/Internet Multiplayer  — allows players to interact with people on the Internet or over a WAN (e.g. Xbox Live, Nintendo WiFi Connection, PSP Infrastructure mode) 
LAN Multiplayer — allows players to interact with people on a Local Area Network (e.g. DS Wireless, Play, PSP Ad Hoc mode)
Unrestricted Chat — allows players to speak or type freely
Restricted Chat — allows players to select pre-programmed sounds or text
Other — any other features that allow users to share customized text, sounds, or visual elements with others over a wide area network (please describe here)  
Players can enter text on signs in the game world that other players see. This text will be run through the Xbox online string verification call, and will be censored if not approved by the call. 
Players can build anything they can imagine using the blocks in the game.

Players can talk to others in the game using their Xbox 360 headset.

	
	
	Online Features
	

	
	WAN / Internet Multiplayer
	LAN Multiplayer
	Unrestricted Chat
	Restricted Chat
	Other 

(describe above)

	Platforms
	
	
	
	
	

	 FORMCHECKBOX 
 Cable Box 
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 GameBoy Advance
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 GameCube
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Macintosh
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Mobile Phone
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 N-Gage
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Nintendo DS
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 PDA
(Palm, Win CE, etc.)
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 PlayStation 2
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 PlayStation 3
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Plug-and-Play
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 PSP
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Web Browser
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Wii
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Windows PC
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Xbox
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Xbox 360
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 


	 FORMCHECKBOX 
 Other: 

     
 
	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 

	 FORMCHECKBOX 



Genre:

 FORMCHECKBOX 
  Adventure
 FORMCHECKBOX 
  RPG
 FORMCHECKBOX 
  First Person Shooter (FPS)

 FORMCHECKBOX 
  Action
 FORMCHECKBOX 
  MMORPG
 FORMCHECKBOX 
  Third Person Shooter

 FORMCHECKBOX 
  Fighting
 FORMCHECKBOX 
  Strategy
 FORMCHECKBOX 
  Sports

 FORMCHECKBOX 
  Simulation
 FORMCHECKBOX 
  Puzzle
 FORMCHECKBOX 
  Racing

 FORMCHECKBOX 
  Platformer
 FORMCHECKBOX 
  Trivia 

 FORMCHECKBOX 
  Card or Casino Game

 FORMCHECKBOX 
  Rhythm

 FORMCHECKBOX 
  Other:       


Instructions on Completing Sections 4-11:

In answering the following qualitative content questions, please include a full description of all pertinent content.  Remember that pertinent content can be found in any material included with the product (including bonus material, hidden software, easter eggs, cheat codes, art or other assets, advertisements and product placements, etc.). In all cases, the most extreme instance of any pertinent content must be specifically detailed. All pertinent content described in this Submission Form must also be incorporated in the Video Submission. 

When asked to describe specific instances of pertinent content, please describe:

(1) the sights and sounds of specific content, including but not limited to sound effects, changes in soundtrack, camera work, graphical embellishments, slow motion, or cut scenes; and 

(2) the context in which the specific content occurs, meaning what else is going on in the game at that time.

Please give clear, thorough, and specific descriptions of all requested content. Do not provide promotional or marketing language; this language is not relevant or helpful for rating purposes. For example:

	CORRECT (descriptive):

“There are 11 levels to play as the hero Omega battles and defeats the Evil Forces controlling him. Based on the famous comic character, the hero uses hand-to-hand combat as well as an arsenal of weaponry and superpowers to complete each mission in the game. This game features several different styles of game play, including:


Action— revolves around the hero fighting enemies in fierce battles.  


Puzzle Solving— requires the player to figure out mission puzzles, such as unlocking hidden doors and getting into a security system allowing the hero safe passage.  


Stealth— allows the player to avoid involving the hero in outright confrontation, and instead use a variety of stealth moves to knock out and evade enemy soldiers.  Some missions will be impossible to complete without using the stealth skills.”
	INCORRECT (marketing): 

“Product is a thrilling first-person shooter experience that has to be SEEN to be believed. Nowhere else will you find such AWESOME gameplay and tension!”


When asked whether content occurs frequently, occasionally, or never, please use the following definitions for guidance:

· Frequent: Content is persistently or constantly occurring during an average play session.

· Occasional: Content does exist within the product, but is neither persistent nor constantly occurring during an average play session.

· Never: Content does not exist in the product.

4. Overall GAME CONTEXT

Please provide a description of the theme, setting, plot, and objective(s) of the game. Provide any information that will be helpful in describing the overall context: Minecraft is a game where the players starts with a randomly generated landscape of a world built from textured blocks, and the players can change the landscape by digging the blocks away, and by building new structures using materials they gain by collecting the blocks they dig. The game has a day/night cycle, and monsters will come out at night time and attack the player. The aim is to construct shelters to spend the night in, until the players have enough tools to be able to tackle the monsters. There is no plot or objective in the game as such, it’s just a sandbox type environment (similar to virtual Lego).


	5. Violence 

	Violence Depicted:

Includes depictions involving injury, damage, death, or destruction of the following:

	
	
Frequently
Occasionally
Never

	Humans
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Animals
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Creatures/Robots
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Vehicles
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Objects
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of the above forms of violence, and the context in which they occur:
	The player is able to hit other players or animals with anything they have in their hand (can include swords, axe, pickaxe). They can do this at any point in the game.
The player can place a TNT block in the game, and when it explodes, it will damage anything in the area around it.

The player, monster, or animal can commit suicide by drowning underwater, walking into fire/lava, dropping from great heights, or having blocks fall on top of them.


The game, and all depictions of violence in the game are cartoon like.





	To what extent can the player control the depictions of violence?
	The player has no control over the depiction of violence, but there is no depiction of blood, or any other particle type effect thrown off from whatever is being hit.





	Describe how violent acts are rewarded in the game, i.e., is the player rewarded for successfully completing, avoiding, or preventing acts of violence, aggression, injury, or death?  Include specific instances of such rewards, and the context in which they occur:

	The player is rewarded for destruction of all the above by new materials, ingredients or inventory items being generated from the item destroyed. The player will also have destruction of some of the items above increment their score in the leaderboards, and some will cause an achievement award. Some examples are : -

Killing a pig will throw off raw pork chops. The player can cook and eat these to increase their health.

Killing another player will cause their inventory items to be dropped, and the killer can pick these up.

Destroying a block of tree foliage will randomly throw out a seedling that the player can plant to grow a new tree.

The “Cow Tipper” achievement is awarded when the player first harvests some leather by killing a cow.





	Violent Sound Effects:

Includes all sounds associated with violence, injury, pain, or death.  

	
	
Frequently
Occasionally
Never

	Violent sound effects heard or depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of these sound effects, and the context in which they occur:
	When animals or monsters are hit, they will flash read and make a suitable pain noise.

When the player gets hurt by being hit, falling or being underwater too long, they will play a grunt sound





	Non-adversaries:

Includes characters who are non-threatening or non-aggressive to the player, such as bystanders, pedestrians, and teammates.  

	
	
Frequently
Occasionally
Never

	Player can injure, damage, kill, or destroy non-adversaries:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of violence against non-adversaries, and the context in which they occur:
	Animals in the game are non-adversaries. The player can kill these animals in order to get raw materials from them. These materials can be used to build items in the game.





	What consequences, penalties, or rewards exist for committing violence against non-adversaries?
	The player will be rewarded with items to use in the game when they kill animals.





	Blood Effects:

Includes all blood-like fluids, regardless of color or how they are depicted, such as puffs, splatters, pooling, or bloodstains.

	
	
Frequently
Occasionally
Never

	Blood effects depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of blood effects, the context in which they occur, and how long they stay visible:
	     





	Gore:

Includes the mutilation of any organism (e.g., humans, animals, aliens, or other creatures) by dismemberment, decapitation, burning, or other means, and the depiction of burnt body parts, non-identifiable body parts or “gibs”, guts, or severed limbs.

	
	
Frequently
Occasionally
Never

	Gore depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of gore, the context in which they occur, and how long they stay visible:
	The player is able to set the ground on fire, and animals can walk into the fire and be set on fire themselves. The animal will flash red and make a pain noise, but will not leave a corpse on death. The animal will burn for about six seconds before death.





	Post-Mortem Damage:

Includes any damage that can affect the body of a dead organism (including humans, animals, aliens, or other creatures) by shooting, burning, or other means, utilizing blood effects, gore effects, rag doll physics, etc.

	
	
Frequently
Occasionally
Never

	Post-mortem damage depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of post-mortem damage, and the context in which they occur:
	     





	Other:
	

	Please indicate whether the following themes, information, or actions are present.  

	
	
Frequently
Occasionally
Never

	Crude or vulgar acts
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Acts of discrimination or racism 
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Sexual violence, rape, or attempted rape
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Suicide
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Torture
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of all other pertinent content indicated above, and the context in which they occur:
	The player, monster, or animal can commit suicide by drowning underwater, walking into fire/lava, dropping from great heights, or having blocks fall on top of them.





	To what extent, if any, can the player control the degree, frequency, and duration of the other pertinent content indicated above?
	The player is able to control the frequency of the above – they can swim to the top of the water, jump out of lava, go into water when on fire to extinguish the flames, and avoid jumping off cliffs. They can control blocks falling on them to a lesser extent – this tends to happen when the player is underground, mines a block above their head, and has a lot of sand blocks above that block fall down on them.





	Please provide any other information that will be helpful in evaluating the overall level of violence in the product:
	Minecraft is not a realistic looking game – it has been designed to look like a game from the 1980s, with low resolution ‘blocky’ textures. The player characters themselves also look very blocky and do not have realistic looking animations.





	6. sexuality

	Suggestive Material:

Includes anything that could be considered sexually suggestive, including attire, dialogue, sounds, behavior, references, or exaggerated body parts. 

	
	
Frequently
Occasionally
Never

	Sexually suggestive material depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of sexually suggestive material, and the context in which they occur:
	     





	To what extent, if any, can the player control the degree, frequency, and duration of sexually suggestive behavior?
	     





	Sexual Activity:

Includes depiction of or reference to any sexual act, including all forms of sexual intercourse, whether explicit or implicit. 

	
	
Frequently
Occasionally
Never

	Sexual activity depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of sexual activity (indicating precisely what is seen, heard, or said) and the context in which they occur:
	     





	To what extent, if any, can the player control the degree, frequency, and duration of sexual activity?
	     





	Nudity:

Includes any full or partially obscured view of male or female genitalia, buttocks, breasts and nipples.

	
	
Frequently
Occasionally
Never

	Nudity depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of nudity, and the context in which they occur:
	     





	To what extent, if any, can the player control the degree, frequency, and duration of nudity?
	     





	Other:
	

	Please provide any other information that will be helpful in evaluating the overall level of sexuality in the product.
	     





	7. controlled substances

	Tobacco:

Includes any use of or reference to any tobacco product, including smoking and chewing tobacco.

	
	
Frequently
Occasionally
Never

	Tobacco depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of tobacco, and the context in which they occur:
	     





	To what extent can the player control the use of or reference to tobacco?
	     





	Alcohol:

Includes any use of or reference to any alcoholic product, or other liquid substance with similar properties.

	
	
Frequently
Occasionally
Never

	Alcohol depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of alcohol, and the context in which they occur:
	     





	To what extent can the player control the use of or reference to alcohol?
	     





	Real or Fictional Drugs:

Includes use of or reference to any real-world or fictional substance with perception-altering qualities, whether prescribed, over-the-counter, fake, or illegal.  Any form of drug paraphernalia should also be listed below. 

	
	
Frequently
Occasionally
Never

	Drugs depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of drugs (indicating which specific drugs are depicted) and the context in which they occur: 
	     





	To what extent can the player control the use of or reference to drugs?
	     





	Other:
	

	Please provide any other information that will be helpful in evaluating the overall level of controlled substances in the product.
	     





	8. language

	Dialogue:

Includes all language or other form of communication that is potentially offensive, rough, impolite, profane, or otherwise objectionable, including but not limited to swearing, discriminatory remarks, blasphemy, and racial slurs (including relatively mild terms such as “damn” and “hell”). This includes language that can be heard, read, or seen in the background, including language which may have double or vernacular meanings.

NOTE: ESRB requires scripts or dialogue sheets if the product contains pertinent language that cannot be captured in the video submission.  Pertinent language must be highlighted in these materials. Please note: including a highlighted script does not free submitting companies from their obligation to list specific instances and frequencies within this form (i.e., do not just write “See Script”).

Scripts greater than 50 pages MUST be supplemented by a “Pertinent Language Script,” which is a document that must contain only the highlights from the larger script document.  



	
	
Frequently
Occasionally
Never

	Pertinent dialogue depicted:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of pertinent language (indicating the specific words or phrases used and their frequency) and the context in which they occur:
	There is an achievement in the game called “Getting Wood” – this is awarded when the player first collects a block of wood. This can have a double meaning in the USA.





	To what extent, if any, can the player control the degree and frequency of pertinent language? Indicate any specific words or phrases that can be directly or indirectly triggered by the player:
	     





	Soundtracks:

Includes all language in the soundtrack that is potentially offensive, rough, impolite, profane, or otherwise objectionable, including references to sexuality, references to controlled substances, swearing, discriminatory remarks, blasphemy, and racial slurs. This includes words that are edited out of the recording (i.e., “bleeped” out).

NOTE: If the soundtrack included any pertinent language, please include a copy of the actual soundtrack and a complete lyric sheet. The lyric sheet must correspond to the order of songs on the soundtrack, and all pertinent content must be highlighted for review.  Please note, including a highlighted lyric sheet does not free submitting companies from their obligation to list specific instances and frequencies within this form (i.e., do not just write “See Lyrics”).

	
	
Frequently
Occasionally
Never

	Pertinent language:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of pertinent language (indicating the specific words or phrases used and their frequency) and the context in which they occur: 
	     





	Edited language (e.g., bleeped, scrambled, etc.):
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of edited language (indicating the specific words or phrases edited and their frequency) and the context in which they occur: 


	     





	List any songs on the soundtrack that have previously been labeled with a parental advisory or other similar warning: 
	     





	Other:
	

	Please provide any other information that will be helpful in evaluating the overall level of pertinent language in the product.
	     





	9. Humor

	Pertinent Humor:

Includes gross, scatological, sexual, or racial references and slapstick used for comedic effect.

	
	
Frequently
Occasionally
Never


	Slapstick:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Bodily functions depicted, overheard, described, or mentioned:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Sexual humor:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Racial humor:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Other pertinent humor:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of pertinent humor (indicating the specific words or phrases used and their frequency), and the context in which they occur:
	     





	To what extent, if any, can the player control the degree and frequency of pertinent humor?
	     





	Other:
	

	Please provide any other information that will be helpful in evaluating the overall level of pertinent humor in the product:
	     





	10. gambling

	Gambling:

Includes any of the following features related to real or  simulated gambling:

	
	
Frequently
Occasionally
Never

	Gambling advice or instruction:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Player can participate in gambling, card, or casino games:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Player can spend or wager real money:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Player can win or redeem real money or prizes:
	
 FORMCHECKBOX 

 FORMCHECKBOX 

 FORMCHECKBOX 


	Describe specific instances of gambling games, information, or references and the context in which they occur:
	     





	Other:
	

	Please provide any other information that will be helpful in evaluating the overall level of gambling in the product.
	     






End of Submission Form
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