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What are the main concerns? 

Cyberbullying 
Pornography 

Internet Privacy 
On line stalkers 

Groomers 
Video game addiction 

internet addiction 
Facebook addiction 
Gambling addiction 

Indecent images 
Sexting 

 2 



ïOpportunities 

ÅThe positive benefits 

ïRisk 

ÅThe different types of risk, and how to manage them 

ïUse 

ÅHow much time is spent using digital technologies 
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FACTS 

Å170 million iPads sold to date and Increasing 
Everyday 

Å9 million iPhones sold in one weekend, with 
launch of 5S 
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uSwitch Survey 16/1/2014 

ÅMore than a quarter of  British children (27%) have a 
tablet by the time they are eight years old 

  
ÅNearly 4 million children in Britain (29%) first learned to 

use a tablet or smartphone by the time they were three ς 
one in ten (11%) were under two years old 

  
ÅParents spent £5.6 billion on gadgets for their children in 

2013 - splashing out £462 each on average 
  
ÅNearly a fifth of parents (16%) believe their under 16s are 
άŀŘŘƛŎǘŜŘέ ǘƻ ƎŀŘƎŜǘǎΣ ǿƘƛƭŜ ƳƻǊŜ ǘƘŀƴ ŀ ǉǳŀǊǘŜǊ όнс҈ύ 
say their children would feel lost without them 

  
ÅMore than one in ten children (12%) have run up bills on 

their tablet or smartphone through in-app purchases  
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Trends 

ÅTablets are becoming the must-have device 
for children...  

Å...while older children opt for smartphones...  

Å... and children are less likely to have other 
media devices in their bedrooms  

 

ÅOne in seven parents of 3-4s feel their child 
knows more about the internet than they do  
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Some Digital Activities 

ÅCommunication ς {ƪȅǇŜΣ ²ƘŀǘΩǎ !ǇǇΣ 
Snapchat, Kik Messenger, Whisper 

ÅSocial Networks ς Facebook, Twitter, 
Instagram, Chatroulette, Ask FM 

ÅMedia ς YouTube, Spotify; creation of media 

ÅGaming ς Candy Crush, Saga, Minecraft 

ÅLearning and education 

ÅPurchasing ς Apps, Content, Lives in Games 
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Ψ9¦ YƛŘǎ hƴƭƛƴŜΩ 

http://www2.lse.ac.uk/media@lse/research/EU
KidsOnline/Home.aspx 
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Insights from EU Grooming Project 
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What are the potential risks? 

ÅDo things online that you would not do offline! 

ÅShare too much information with people you 
ŘƻƴΩǘ ǿŀƴǘ ǘƻκŘƻ ƴƻǘ ƪƴƻǿΦ 

ÅMeeting up with a stranger. 

ÅSeeing upsetting or disturbing images  

ÅBeing exposed to bad language  

ÅCŜŜƭ ǇǊŜǎǎǳǊŜŘ ǘƻ Řƻ ǘƘƛƴƎǎ ǘƘŀǘ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ 
to do. 

ÅPeople lying to you online 
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While face-to-face connection becomes 
less important in the digital age, the 

skills people gain from conversation, like 
negotiation, reading emotions, and 

facing confrontation, are becoming less 
essential. On top of that, having 

constant access to technology inhibits 
the human need to accept and cope 

with being alone. 
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What wrong with the digital world? 

When a child cancels a visit with grandma over 
the phone versus by text or email. The child 
explained that just hearing the disappointment 
ƛƴ ǘƘŜƛǊ ƎǊŀƴŘƳƻǘƘŜǊΩǎ ǾƻƛŎŜ ƻƴ ǘƘŜ ǇƘƻƴŜ ǿŀǎ 
enough to alter their decision. By comparison, 
when simply typing an excuse and hitting the 
άǎŜƴŘέ ōǳǘǘƻƴ ŦƻǊ ŀ ǘŜȄǘ ƻǊ ŜƳŀƛƭΣ ǘƘŜ ǎŜƴŘŜǊ 
ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƻ ŎƻƴǎƛŘŜǊ ǘƘŜƛǊ ƎǊŀƴŘƳƻǘƘŜǊΩǎ 
feelings at all. 
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Smartphones are making it easier for children 
to be mean to each other without having to 
face consequences  e.g. when one child calls 
another fat. In person, a child can see how 

insulting their peer might cause upset. 
However, via text, the in-person exchange is 
completely lost, allowing a child to develop a 
kind of callousness that can accompany a lack 

of face-to-face communication. 
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Who cares? 

What can you do as a parent?  

The most important thing is communication. 

 

5ƻƴΩǘ ƭŜŀǾŜ ȅƻǳƴƎ ŎƘƛƭŘǊŜƴ ŀƭƻƴŜ ƻƴ ǘƘŜ ƛƴǘŜǊƴŜǘΦ 

 

They may be comfortable surfing the net, however 
they are more vulnerable than we were at that age. 
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Advice by age 

Å 2- to 4-year-old children often see cartoon violence. But keep them away from anything that 
shows physical aggression as a means of conflict resolution, because they'll imitate what they 
see. 

 

Å For 5- to 7-year-olds, cartoon rough-and-tumble, slapstick and fantasy violence are OK, but 
violence that could result in death or serious injury is too scary. 

 

Å 8- to 10-year-olds can handle action-hero sword fighting or gunplay as long as there's no 
gore. 

 

Å For 11- to 12-year-olds, historical action is OK, including battles, fantasy clashes and duels. 
But close-ups of gore or graphic violence (alone or combined with sexual situations) aren't 
recommended. 

 

Å Children ages 13-17 can and will see shoot-'em-ups, blow-'em-ups, high-tech violence, 
accidents with disfigurement or death, anger and gang fighting. Point out that the violence 
portrayed hurts and causes suffering. Limit time exposure to violence, especially in video 
games. 

 

Å Most 18 rated games aren't right for children under 17.  The ultra-violent behaviour often 
combined with sexual images, isn't good for developing brains. Just because your child's 
friend is allowed to play violent games or watch violent movies doesn't mean they're OK for 
your child. 
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