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About Revealing Reality

Revealing Reality is an independent, social research and insight agency. We enjoy working on challenging
projects with social purpose to inform policy, design, and behaviour change. This includes working with

regulators, government, and charitiestoproxid r i gor ous i nsight into young peo|
experiences. Studying how the digital world is shapin
This includes exploring how digital sdagoss ces and pl at

relationships, gambling, financial products, the health service, and more. We frequently conduct detailed
gualitative and quantitative research to builedepth understandings of digital behaviours and observe how
people really experience technology and the online world.

Visitwww.revealingreality.co.uo find out more about our work or to get in touch.



http://www.revealingreality.co.uk/
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Executive summary

Childrends Data Lives is a |longitudinal research proj
digital world and how this intersects with their datarigh®&h i | dr ends onl i ne experiences
constantly evolvings;omplex mix of social influences, platform design, and pararé&aention.

Yearone highlighted the importance of social factorshegeinteractionsandraised the question as to how
meani ngf ul -relatedtledisioanmkirgcouddavenbe given the dominance of a small number of
platformsin their social worlds.

As children grow up, their worlds and priorities are rapidly chandihgking new friendseing allowed to
walkto school without their parentsr go into town alone and getting new devicasyeartwo explores how
these changes play out in terms of data.

Ofcourse,hese changes do n orhefuncignglity, tone, and desiga ef thel digital services
children are using shape their ability to meaningfully engage with decisions about their data.

Buildingond ast dyegr @d ve into the accessibility of privacy
central Ocurrgearbvpédx pboges Dheidesign of plabiitf or ms i n
to share information, maintain privacy, and ultimatebke informed decisiorebouthow their datais shaped

by the digital environment they navigate.

How do the normal parts of growing up play out in terms of data?

Children grow closer with some people and fall out with others
Thisaffectshow much they want to share or keep private with different people

As children grow, their motivations and prioritie&volve Friendships change, peer influemeereases, and

awareness of what others are doing online becomes more impowarthildren grow upAt the same time,
what makes something popular and socially desiratdenstantly shifting tooshaping how childreangage

with digital platforms.

All of this influences how they share information online émeir privacy choicesChildren joined new
platformsandgained access to new devices this year, allowing them to connect with friendsvivays They
also made information more private after falling out with friertwsturning off locations or blocking people
they no longer wanted to share information with

Among older children, data sharing waften shaped by what their peers saw as acceptablersharingvas

sometimed abel |l ed as O0cringedé, while sharing embarrassing
challengestatus or popularity These behaviours showed how peer dynamics continued to shape how and

what children chose to share online.

As children grow up, they start to explore different ways to become more
independent
Some @rents respond to this witta desire for more oversight

Testing boundaries and seeking independence is a normal part of growing up, both online and offline

As was reported last year, parents continue to face a tension between keeping their child safe and allowing
them to be included. This balance is increasingly tested as children grow older and begin to push previously
agreedupon boundariesforcingparentsto constantly balance betweeaversight and autonomy

Location sharing continues to lme tool for parents to navigate changes to independefibés year
researchers explorethow new forms of home surveillance, such as smart devices and home security systems,
are being used by some parents to maintain oversiglet their families and households.
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Children begin to work towards financial independence
Which motivates them to sign uf platformsand share their data

As children gow up, havingtheir own moneyd and controloverh o w i t 8 lsecomes eerdasingly
importart. Children continue to exchange data forg@ame rewards or access to servigesinforcingthe idea
that sharing data i s nasmemdedlastyeart o 6make things wor ko

This year, researchemoticed ®me older children using digital platforms to earn money through selling items
onlineor engaging in trading ar&ide hustle8 Beyond the immediacyf@avingnoney in their pocked, some
children were beginning to look to the long tefroonsidering their future work or career and how this tied in
with their public presencenline

How do digital pl atfor ms live€f | ect chi |l c

Children do not grow up in a vacuum. Their digital lives unfold within environments shaped by specific design
featuresd ones that often prioritise access and sustained engagement. These features frequently work in
tandem with childrendés own motivations to join, use,
how these dynamics played out across three core afatesign: data agreements, age assurance, and

algorithms

Awareness and understanding of data agreements remain s limited

Asreported last yearthe children in the sample were constantly engaging in data exchahgesew had a

clear sense of when or how that was happening. Ter ms
many, butrarelywelil nder st ood. Clicking 6acceptd was simply par
wanted to dod not a moment of meaningful decisiomaking

Even when platforms made effotss i mp | i fy or 06 g a mi thigrérelytled ® meanimgfuli vacy po
engagement. Beyond formal agreements, many platforms also encouraged data sharing Bythtesigin

incentives like extra features,-game rewards or quicker accedseinforcing the idea that sharing

information was just part of how things workedr a currency to be traded in to gain rewards.

Age assurance measures are inconsistent and often ineffective

Manyof the sample continuto create profiles with inaccurate agédypassing age requirements was often
easy, with some platforms requiring age verification in policy, but not in practice upon si§amp platforra
only provided optiondor people toinput ags above their minimum age threshaolgassively encouraging
children to inputages older than their own

Parents were often aware #t their children were usinthese workaround. Sometimes they directly helped;
other times, children simply knew how to navigate the system themsehgea.resultmany childrerwere

spending timén digital spaces natesigned for theirage groupo f t en wi t hout realising th
rules.
Chi | dreeomender feeds shape their online and offline lives

Most children recognised that what they saw online was shaped by what they had previously liked, watched or
searched for. This often made platforms feel more enjoyabkétailored to their interests.

The mechanisms behimersonalisationandtheir implicationswererarelyr e f | ect ed on. Children
to question how content arrived on their feedseven when it was confusing, unexpected, or inappropriate.

They alsadid not connect these feeds to earlier agreements they imadie orunderstand them as part of a

wider system responding to their behaviour

As children continue to grow up online, the digital environments around them are evolving ¢ften in step

with their changing interests and behaviours. Recommender systems appear to be shaping not just their online
experiences, but parts of their offline lives as véellsuallywithout their full understanding. In environments
designed to encourage use rather than reflectiient realistic to expect children to navigate these systems
responsibly on their ow#
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Introduction

Project context andackground

As children grow up, their digital ' ives and the ways
increasingly lived online, with more data flowing between devices, platforms, and users than everAsefore.

children mature, their motivationd driven by social influences, evolving goals, and growing awareness of their

digital footprintsod affect how they engage with data and make decisions about their privacy.

The 1 CO recognises the importance of wunderstanding tAh
as they grow upln line with its strategic goal outlined in ICO25, the ICO aims to empower individuals

especially vulnerable groups like childéehby safeguarding their personal data. ThroughAlye Appropriate

Design Code and Childrenf6s Privacy Strategy, the 1 CO

meet childrends needs in the digital age.

To effectively safeguard children, the I@®@eds to understandc h i | anlire experiences from their

perspective. This research is the second year of a longitudsndl hnogr aphi ¢ study to under
6dat a | i \reanbof view:Wihatraretthieiebehaviours related to data? Hale they make decisions

around dataMow do they feel about information being shared, either by themselves or others? How do these
dynamics evolvas children grow up?

Thisresearclo f f er s a holistic understanding of .Hhe role of
incorporates perspectives frorchildren of various backgrounds, with a focus on those often
underrepresented in research

Project approach and methodology

Childrends Data Lives i s a 30chidrgniagadBitorlathroughaudy t r acki n
combination of filmed ethnographic interviews and UX and platform analysis.

Research Objectives
Objective 1: Explore how children behave online and how this intersects with their data rights

1 Understand the technology children use: including the devices, apps, websites, and emerging
technologies, such as generative Al and the metaverse.

1 Explore what children do online: including activities like creating, sharing, posting, and consuming
content, along with interactions with algorithdriven feeds and recommendations.

1 Examine childrends behaviours around dat a: includ
and conditions, privacy notices, and age verification processes.

Objective 2: Understand childrends awareness and feel

1 Awareness and understanding of privacy and data rights, including the value they place on privacy and
views on potential harms.

Exposure to messaging and information about data rights.

Awareness and understanding of the role of data in teelg., personalisation, advertising.

Preferences and views on possible tensiopgvacy vs access to services etc.

Worries, concerns, and what they would like to see change

=A =4 =4 =4

This reportcommunicates he key findings from the second year of t
Li vesd r es epaovidesinsightirdighewcchildrenlate behaving online, how they view privacy,

perspectives on sharing or not sharing personal information, and how these perspectives evolve as children

grow up. ltsummarises$indingsfrom researchesled analysis of the platforms where children spend their time

Methodology

Chil drends Radthnogriaphie &proatha to enserstanding data from the perspective of a
child. Data is an abstract and often difficult topic to articulate, requiring an observed approach, to see not only
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how children articulate their feelings around data, «k
researchers return year on yedo undertakefilmed ethnographic interviews t o track how chil dr
perspectives, choices, and behaviours change as they grow and navigate evolving digital landscapes.

This year, the study includgdendship triads as abuild on oneto-one interviews. This involved talking with
participants and amallgroup of their friends to explore howthey shared data with each other, what

influenced their decisions, and what mattered to them in those moments. Being with friends helped children
feel more at ease and their conversations showed how they made sense of things together. It also gave a
chance to se how they talked about and understood data in a more social setting.

Childrends behaviours and f e el theyun®ldvathinawidet digited t a do not
infrastructure, making essential to understand the design of thiatformschildren engage witirherefore,

the research includedX (user experience) and platform analysis , enablingesearchers to examine how

these digital pl atf or ms s hapaldinghaddittbmaldayed of indighdbh a vi our s @
revealhow pl atfor m desi digitalangajemeneandcirgesactions.i | dr end s

Meet the participants: 30 children from across the UK

We spoke to 30 children aged betweeRrld years oldSome aged out ofearone,which meant we hadix

new participants taking part for the fireime andrevisited 24 participants fromast year The samplavas
purposively designed to be broad and represent a wide range of experiences, as well as those whose voices
are often less heard to ensure the work reflected the individuals and households the ICO serves as an
organisation.

Specific quotas included:
1 Geographic locations, including representation across all four nations and a spread across urban,
suburban, and rural areas
House income level and soegconomic groups
Some in specific circumstancéscluding: citdren whose secondanguagés Englishafamilywho has
soughtasylum in the UKand children with longerm health conditions an8@END, including autism.
1 Arange of parental oversight approaches, from restrictions on which devices children could use to
the use of parental controls and household rules shaping how and when devices were accessed.

f
f

Gwen, 8, Wales, CI Rose, 8, South-East Jordan, 9, South-East Leesha, 9, North- Arianna, 10, East Liam, 10, Scotland, B
England, CI England, CI West England, D Midlands, CI

A

Bradley, 17, North-
West England, CI

-
=

Yomi, 11, Scotland, Farah, |1, West Amy, 11, South-East Shiv, 1, South-East  Daniel, 12, South-East Madiha, 12, West Bryanna, 13, South-
c2 Midlands, €2 London, DIE England, D England, A/B Midlands, C2 East England, B

Georgia, 17, South-
West England, €2

> K ME

Murray, 13, T —— Liv, 13, Northern Joey, 14, North-West ~ Mason, 14, South-East  Celeste, 14, Scotland, lIsaac, 14, South-East
Scotland, B v ” Ireland, C1 England, C1 England, B ci England, DIE

Baz, 15, South-East Orla, 16, Northern Sean, 16, Northern Dina, 16, Northern Jamie, 16, South-East
England, A/B Ireland, A/B Ireland, C1 Ireland, C2 England, CI

Erin, 15, Wales, C2 Umar, 15, Wales, C1

To ensure the research captured a spread of the ways children interact with devices and share data, the
project sampled for a range tfpes of device and platform usage.
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Children used a range of devicdhe below represents all devices that children were interacting wiith
their own, personal devices represented by the dark blue squares, and shared ddweesin light blue
Smart TVs were the most commonly shared devices across the sample, bhildién in the sample had
access to either a smartphone or tahlet

Smart TV EEEEEESEEEEEEEEEEEE g~

oo EEEEEEEEEEEEEEEEEEEEENEEEENOOOY
Laptop/ EEEEEEEEEEENEEEENEENOO0000000O
Console EEEEEEEEEANEEENENNOO00O0O00000000
coorel EEEEEEEEEEEEERO0OO00O0OO00O000000000"
fablet EEEEEEEEEEENNO0000000000000000°
spesker EEENEEEEEEERNOO0000000000000000
heacset EERRROO000000000000000000000000:
waieh EEEEO0000000000000000000000000¢

Diagransummary of devices used by all children in the sample. Darker blue represents deviedstiatdelong
the child, and lighter blue represents shared devices.

The below represents summary of the main platforms children were using, as well as platforms of particular
interest for thisyear. As with devices, some children shared accoufds example, younger children
sometimes used parent @&ccounts on their devices. This is represented by the lighter blue squares.below

oree () ENEEEEEEEEEEENEEENEEEEEEE 0
st 3 AHENEEEEEEEEEE R
noc (@) EEEEEEE L

rvo (] IMEEEEEEEEEE
g (@) HNEEEEEENEN
occes: ) IMMEEEEEN -

vt ([T MR NN -

e 00 EEEE 7

Facebook n [ | | E

Diagram summary thie most populgiatformsised by children in the sample, or platforms of particular interest for
thisyear Darker blue represents accounts belonging to the child, and lighter blue represents shared accounts.
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Year one 0 summary

This report summarises findings from the secomegrof thislongitudinaktudy. Yearone outlinedkey factors
that are shaping hi | d r e nakingdarddeéhaviowsonline, and therefore shaping their data lives.

Yeartwo builds on many of the ideas and findings frg@arone, offering new manifestations and outcomes.

Here is a summary of the key findings frgmarone that have acted as a foundation for the secgadrof
this research.

Children r ar el y t hi nk ab o u.tbutthdiesocial pdictitees d driveé g ht s 0
what they share and with who

1 When childrenare young, technology &een as toy d somethingheyd on 8t want t o mi ss o
their friends are using it. As they growmp, social dynamics pull them towards different platforms and
devices.

1 Atthe sametime, childreb ec o me mor e awar e of whataoulddaise i s t o be
embarrassment, which cdead togreater privacy awareneddowever, the desire for likes and
access to popular apps often conflicts with data privacy, making them more willing to share personal
information.

I What resultsis a push and pull dynamacound how much children are willing to shapgjmarily
motivated by social factors.

Chil drends motivati on tshowaichohay cgnsiderntdidta r ms r ed
agreements

9 Children oftenstruggle to understand how companies use their data, and even when they do, they
tend not to care. The complexity and hidden nature of privacy policies reinforce this disengagement.

1 Social factors were importarfor the sampldn different ways, and the desite be on the platforms
their friendswere usingwas a priority for manysharing data to access a platform becomes less of a
choice, and more of a necessary step.

1 For most children, data acts as a currency for accessing the online spaces they value.

Parents navigate a tension between wanting to keep their children safe and
feeling pressure to ensure their children do

1 Parent§primary concern tends to be to keep their children safe, online and offliteay parents

utilise tecmologicaltools like parental controls and location sharing to aid them in doing so.
1 However, they also fea pressurefrom their children b access platformso they can stay connected

with their peersét hey don&6t want their child to be |l eft out
9 This balancing act sometimes results in parents helping their children bypass age restrictions,

prioritising social inclusion while still attempting to manage risks.
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Chapter 1

How do the normal parts of growing up play out
In termsof data?

Chapter summary

Yeartwo hasrevisited many of the same group of childrenyasrone, enablindch i | dr end® Data Live
explore the changinfactors thatshape how children behave onlideand therefore, their relationship with

data Social factors remain a strong influenbeth incentivising and disincentivisdaga sharing, depending on

the situation and relationships involvedls chi | drendés rel ationships shift an
make different decisions about how and when to share their data.

As children grow up, they begin to explore @i ndepende
continuingtension between wanting to keep children safe and ensuring theyeleed, spending time in the

same placed whether on or offlined as their friendsSome parents respond to this by increasowvgrsight,

particularly as children grow older and begin to spend more tmiout their parents or away from home

Yearone reported on this playing odhrough location sharingieartwo explores additional manifestations of

this through homesurveillance

Children also become more motivated to have their owmmoneyChi | dr ends i nf or mati on con
kind of currencyo their personal information, specific settings,amtions like watching a video enable them to

access contenset up devicesandcreate profiles on digital servicésor even to earn small amounts of

money. For older children, these shifting commercial incentaffectshort-term use of digital marketplaces

and longterm considerations of their career.

Changing relationships

Yearone highlighted how central childrends social | ive:c
friends weredoinggor what wa s 0dftenestmped whicld dedcesl thiey wanted, the platforms they

signed up to, and how they behavedce online. These social factors played a major role in how and when

children shared their data.

7 rule, you lose 10p. On Friday you may go to tne
a treat IF you have enough money left, or you col
get something bigger. If you don’t have any mon(
next week.

Rose (8)
“l don’t think | need [a smartphone], but | would like it

if my friends had it because | don’t want it if my friends j Potatmoney rules:
N il
don’t have it.” ~: ::a:.n‘
No being rude

Rose is eight years old and lives with her mum, younger brother, and

A A A > 1 Noname calling
her mum'’s boyfriend. She doesn’t have a smartphone yet, and won't i

No damaging/drawing on items other than pag

be allowed one until she is in year 7 or 8. She doesn’t feel as though 4 | nowhining

No spitting.
No shouting mum over and over again

N
T

she needs one yet, especially as only two or three of her classmates
have their own smartphones.

Rose likes the idea of having a phone, but only if her friends had one
too, otherwise who would she be texting and talking to?

She thinks it would be useful to text her mum to tell her where she is
and be able to share her location, but doesn’t see herself needing to
do this until she's older.

Without the social motivation to get a smartphone, Rose is content
without one — for now.
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But childrends soci al worl ds dondt stand still . What
children grow up. New friendship groups form, priorities evolve, and platforms rise and fall in relevance.

Thisyeare x pl ores how these changing relationships continu
they share, who they share it with, and why. It builds on the social dynamics outlizedrione, showing how

the passage of timé& and the experience of growing wpcan subtly but significantly shift how children

understand and navigate data sharing.

Longitudinal research allows these changes to be tracked over time. By returning to the same children over
time, it's possible to observe how their social priorities and relationships eviblred what that means for
their engagement with privacy, platforms, and control over personal information.

Fluctuating relationships play out in  decision-making around data

Yeartwo revisited many of the same children froygarone, to understand how their lived and the dynamics
withintheméh ad changed. Childrends friendships and relatio
some, friendship groups had stayed consistent. For others, there were new schools, new friends, and new

social challenges to navigate. These changes, while espmts of growing up, had a noticeable impact on

how children thought about their online livésincluding how, when, and with whothey shared their data.

Yomi (11) r

After starting year 7 this year, Yomi has been posting less on his YouTube channel. He
wasn't sure he was very good at posting and was dissatisfied with the amount of
engagement he was getting.

“It’s easy to get likes, but it’s hard to get followers ... your video has to
be good enough for them to just automatically follow you.”

Margot (10)
Now in year 6, Margot has been given a new iPad by her school, which she is

encouraged to use for homework and her lessons. She’s also started to use Outlook to
message her friends.

“In Pé you get iPads ... | have Outlook, we usually just email each other
... like messaging messages ... emojis ... you can add group chats.”

Shiv (11)

Shiv’s new school means more homework, but also the chance to play on the school
computers. He and his friends play ‘1v|.LOL’, a similar game to Fortnite, to get round
the school internet bans on more popular, well-known games.

“If the teacher lets us do whatever we want we usually do Iv[.LOL, it’s
like Fortnite but a browser version ... | just found it on YouTube.”
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Whether building friendships with classmates by playing the gamesor following each other on social

medi a, childrends relationships continue to play out
pl atfor m, or reacting to each ot heoninsnicateasdtmaintanl | form
their friendships. These behaviours also create new moments where data is shswatktimes intentionally,
sometimesunknowinglyd as part of simply trying to stay sociatlgnnected

Farah (11) and Meera

Meera is Farah's older cousin and is a school year above Farah. She started secondary
school this year, so has been given a smartphone. Meera still uses JusTalk, the children’s
messaging platform her cousins use to communicate with each other, but says that she
started using Snapchat this year to message her new school friends. Farah expects she
will do the same next year.

“l have Snapchat, it’s where | mostly talk to my friends, and it has videos
you can watch ... | used to use it on my mum’s old phone because we
used to share ... [my friends] don’t really have ‘kids apps’.”

Sean (16)

Sean is in a new relationship. He and his girlfriend have set up location sharing on
Life360.

“I do life360 with my girlfriend ... [my girlfriend] wanted me to start
sharing it ... | understand because she doesn’t live around here, she’s a
wee bit further out, and it gives her peace of mind. And | know where she
is as well ... so | feel like it’s good, you can also see if their phone’s
charged, if their phone’s on.”

Chil drends be hamaking anting fluetuateg and evolie s thein social worlds and relationships
do. Many of the children described changes in who they spent time&itbm starting new schools or clubs,

to arguments and fallouts with friends or in romantic relationships. These shifting relationships were
sometimes reflected in how they chose to shamevathhold access to their data.

Inyearone, sharing live location was often seen as a sign of trust or closénelssther with friends, family
or romantic partnersYeart wo bui l ds on this by exploring how chang:¢
decisions about who to share their location with, and why.

0ltds just my girlfrBendheh&newseswhmgrkeotatmoandth
alright éébut when wedve had éarhgumeorbtvsi ,o uvwse yb athhe rleona
Bradley (17)

Even in close friendshipshildren were selective about who could see their location. While the feature was
often used to stay connected, some felt uncomfortable when it led to pressure or scrutiny. A few chose to
remove friends or turn off location sharing altogether, using thes®rols to manage relationships on their
own terms.

0l actwually took some of my friends off my |l ocati
friends would be |ike, 6o0oh, so you can go on a wa
Liv (13)

0Some people can get a bit stroppy €é | had a frie
offbwhi ch | di dndt even realise | dgudssitsjustbreofwas | i k
those things that people have started doing loads. It's just a trend to share your location, which can be a
problem. So a | ot of stuff's just trends. ¢

Jamie (16)
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As children grew up, some care more about how they were perceived online

Inyearone, what <children saw as 6cool d or socially desir
shared personal data to access apps, set up devices or create social media profiles. But concerns about social
status and selfmage also led others to lilnivhat they shared or choose more private ways of interacting.

Thesepatternscontinued in 2024/5particularly among older children who were more aware of wider social
groups and how they were perceived by others.

0The I ast time | posted on | hMaraoghr a0 21 i& 116 weo nen
since then. 6

Jamie (16)

o dm not really a big posetirdi fée lbdmwhat evemeeéneé¢ wloa

much about me becaugebubenfthgeyuddendgo

knowing too
then youf6ve got nothing to say. o

about me
Bradley (17)

ol don6t really post stories ... | probably did h
Orla (16)

oThe only reason that | put anything on my public [Snapchat] story would be to wish someone a happy
birt hamd téhen [ someti melsdgcdwsde makmetai mes v@pe @plse od ¢

in public for everyone to see. o0
Liv (13)
0l dm not reakly posdbingeanyimer &e endo,t adlilk ey olud ng egto nir
a million Iikes @ndnbggt mmpmoheyehdemthatéske it.o
Mason (14)

For some of the older children, posdadasgmgthatsonseonef t en or

was trying too hard. Holding back, or being selective about what they shared, was sometimes a way to protect
their image and avoid judgement from peers.

0l t hi thadt sparetleeindtagranstories are kind of crilgel dondt need to know w
doing every singl eyswinoe cfdfueynacwr lainfdejugéso un lngs  ai
random to me. o

Sean (16)

Joey plays fantasy football with his group of

friends and said he was participating in an
online trend called “Premier League forfeits”
— punishments or challenges for those who
finish last in 2 mini league, often involving
embarrassing tasks being posted online.

“Me and my friends, we're doing a thing where
we're in a group, it's called ‘the Lads’ ..., and
whoever comes bottom has to do a TikTok
video for a really cringey dance. So we're all
trying to stay up so we don't have to do the
dance.”

“We’ve not done a video yet ... Apparently the
first dare is you've got to get on the ground and
pretend to be a cat and meow. So that's gonna
be really cringey. So | don't want to get that.”

Joey (14)
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OPeople don't really [post pictures of themselves] on Snapchat. It's not really a thing people do, like you
wouldn't just randomly post a picture of yourself and put it on your public story $mmaase it's
embarrassing on Snapchadtuté Il wlorud w nfa madus peopl e d
Liv (13)

For some children, social policing had shifted from the playground to online spaces. Posting embarrassing
contentd like private jokes or unflattering photaswas sometimes used to humiliate others and enforce
social norms. What happened offline could quickly be amplified online.

Children shared examples of others being posted about ordlinfien in ways meant to embarrass them.

Unfl attering photos were sometimes shared without the
public ridiculeThese incidents highlight how daaspecially imageéscan be used in ways that feel outside of

a childés control, raising questions about consent, t

0So on Snapat, they will make groupcteatsd t hen t heydl |l just be bombard
horrible voice notes, picture slips and stuff likdikkbataught cffuardso not a nice picture, and then

they might add something else silly to the picture to make it look &@nrwdrset hen t he whol e
startto bully that persond

Jordands (9) mum

0l just kept getting people following me [on | nst
was annoyingél didndt know them becOnatsnemyt hey wer e
boyfriend's friend screenshotted my post and sent,itaioghimg at me, apparently

Georgia (17)

Murray (13)
“My main [TikTok] account, | don’t have private so

people can see proof that | did a route so | can get
ranked higher and higher and higher until ’'m at the top
rank.”

Murray still enjoys spending much of his free time playing games. As
he’s currently being home schooled, he doesn’t spend as much time
with other children and so his online life is still an important part of his
social world, where he interacts with others and tries to build a
community.

Part of this is interacting with people who enjoy the same games as
him.

When he’s done something cool and beaten his high score, he’s keen
to post about it on his public social media profiles. This means getting
‘likes” on his story, or even getting ‘ranked’ on Discord servers about
his favourite games, such as Gorilla Tag.

Some children looked for validation or to share success online

Li ke many of wus, some children shared omwhetherawhen t hi
new purchase, a good result or something they were proud ofas a way to display success. These moments
also encouraged connection, giving others a reason to respond, react or reach out.

o dondét know if youdd count it as a géane,wobuwltd I ¢
[ make her own account] but that would mean | osing
Erin (15)

0l post viedeos !l drer Ticlk T d&aned getting more foliamecenty [ h é

posts] Fortnite stuff, edits, stuff I|ike that.o

Shiv (11)
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In sharing these updates, children were also revealing personal detallso ut wher e t heydd been.
bought, or who they were with. Even when the intent was positive, these posts added to the digital footprint

they were creating, often without much thought about how long that information might stay online or who

mightsee it.

Online public profiles continued to offer children a space to connect with people they do no
know in real life

As seen iryearone, public profilescreate opportunities forchildren tointeractwith peopleonline.Some
were meeting and chatting with others onliraten through gaming platforms. For many, especially those who
gamed regularly, friendships formed in these spaces felt familiar and routine.

0l |Iike how you can connect té& |hatehlreabsolptebesy, beste an
best online friend. Her nameds SherwaktBhelp maomd s he
games, like she gives me really cool dragons and some fish. She even helps me undéarstand games
Arianna (10)

0l play Fort ni téeThage arehh et hpeemo p[lhei sl ccoauns itnasl]k t o. The)
Jordan (9)

Games with builin social features remained a key part of this. A few children who felt less socially connected
offline were particularly drawn to games designed to make eperid interaction easier. These platforms
offered a lowpressure way to meet neyweople and feel part of something big@awhile also creating new

routes for data to be shared

0l was r ambHeedld[in®R@pésT 8p t hree is Earth, h
whods top nine and then my other friend
really good. o

Murray (13)

on terms of creating friendships and face to face
quite difficult for |1 saac. S o hserboshisertlinelearningui t e i s
comes into play, because it totally fills that vo
lsaac( 14) s mum

It wasndét only children who felt more isolated offl in
Some were also using public social media platforms to meet people in their locdl afesm through features
that suggested friends of friends or highlighted nearby users. These connections blurred the lines between

online and offline social Il i ves, expanding childrenos
O0My Tadkcdmwknt Tihse rpeudbsl iscoeme peopl e that you know, or
you, | ike, follow them on TikTok to say ©6oh, hi 6,
persoeand then you can get c¢closer with them. o
Liv (13)
d like that | can share stuff with my friends, like we siatesTdeach other and then | can, like, talk to
my frOenBaéebook | dondt post anything, I106yest us
been using WhatsApp a bit hmoore now just because i

Dina (16)
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Evolvingboundariedbetween parents and children

As children grow, so too do their experiencésonline and offline. These shifts shape how families navigate
parenting in a digital world, particularly around i ss
highlighted the difficult balancing act parents face: keeping their children dadetveititting them off from

their social worlds. This often meant setting up parental controls or, in some cases, helping children sidestep

age restrictions to avoid social exclusion.

This year, the research delved further into how those boundaries evolve over time. As children become more
independent, the role of the parent shiidsfrom gatekeeper to negotiator, and sometimes observer. Digital
tools, such as smart devices and location sharing features, are becoming more embesiatadfamily

routines. These tools offer parents a means of oversight, but their use also reflects the compromises and
conversations that define growing up in a connected home.

The tension parents felt between keeping their children safe and allowing them
independence evolved as their children grew up

As children get older, their exposure to the online world tends to grow gradudifjaining access to new
platforms, apps and devicesst yearwe reported on the tension many parents feel at this stage: a desire to
protect their child from harm while also recognising the importance of digital inclusion. For many families, this
continues to be a careful negotiation.

Some parents were still choosing not to let their child use certain platforms or devices they felt were

inappropriate orunsaféd r awi ng firm boundaries even when their <c¢h
contrast, others took a more permissive stance, allowing access to the same platforms friends were using but
maintaining close oversight through tools like account sharing, pagsecess or regular chedks.

A small number of parents were more hardf in their approach. These parentgere conscious of their

¢ h i dbititypts connect with otherssometimes prioritising inclusion and trust over strict supervision. While

each familyds approach varied, all were navigating tRh
the digital world in a way that feels both safe and socially accleptab

Baz (15): a device-ban approach

Baz is still not allowed his own smartphone. In his household, the children are not allowed
their own personal devices until they are 16 — his older brother got his last year.

He can access platforms like Instagram and Snapchat on his mum’s phone and on the family
PC in the living room, but can’t go online privately, since his family can always see what he’s
doing.

“My Snapchat’s on my mum’s phone. It’s like a way to get it, because my

mum won'’t let me have a phone.”
Baz (15)

Madiha (12): a parental controls approach

Madiha’s parents allow her to use a tablet, but only in a carefully monitored way. They use a
parental control app called Qustodio to monitor and restrict her usage.

She was allowed to use Snapchat, but only on her mum’s phone — she was not allowed to
have her own Snapchat app on her tablet.

“I have made a YouTube account using my Gmail, but | have restrictions on
there, and | can’t see comments, | can’t see any offensive or inappropriate
videos or words on there...| have to ask permission if | can download an

app.”
Madiha (12)




Isaac (14): a light-touch approach

Isaac has struggled socially, and does not have many friends from school or the local area.
He relies on online spaces for a lot of his social interactions. His mum said she adopts a very
relaxed approach to his online life. When she has tried to enforce screentime limits or
controls, this can result in ‘meltdowns’. She was also happy with the social interaction his
online life provided him.

“That’s another reason why | don’t really impose limits on what they’re
doing, because in the past we’ve had things smashed when you sort of
impose [limits].”

Isaac’s (14) mum

Conversations about privacy rarely happened in isolation. Instead, they were often woven into broader

di scussi on s3atmndhattcarri@d différent nyednings for different families. For many, safety
encompassed everything from exposure to inappropriate content to being contacted by strangers or sharing
too much personal information.

These conversations were often reactive, sparked by a moment of concern. Sometimes it was a risky
behaviour a child had engaged in or observed, such as
know. In other cases, it was a rumour circulati@gong children or parentd stories of hacked accounts,

strangers turning up at homes, or viral challenges gone wrong. These prompts acted as catalysts, creating
opportunities for parents and children to talk about privacy, even if those conversationshwiefeor

informal.

o have had the conversation with her that, you know, it cda0¢/earald man pretending to be a little
girl talking to hér
Ariannad s ( 1M) mu

0 Ther ed going aroundrthatilsameone told someone their address and they went there and they
found out heds an ol d man. 6
Farah (11) and her cousins

For some parents, awareness around privacy and data sharing was shaped by what they encountered online
themselves. News stories about data breaches, scams or harmful online iefgs) shared via social media

0 acted as triggers, prompting more serious reflection and, in some cases, sparking conversations within the
family. These stories made abstract risks feel more immediate, encouraging parents to set clearer boundaries
or revisit existing rules.

o0 used to post thi ngButlabtohuitn kt hteh ekrieddss [boene nF ascoe bnouock
about you know, these predators and just people shdopirgt si de of things just s
putting anything up about the kids now. 6

Orl ads (16) mum

ol f | hear anything on the news, I 81 I bring it wup
Erind €15) mum

Moments of transition, such aschild receiving a new device or joining a new platform, were also key
opportunities for these discussions. These milestones gave parents a natural opening to talk about
expectation®d whether around screen time, privacy settings, or appropriate behaviour online. While not
every parent took this opportunity, for many, it provided a structured moment to set guidelines and reinforce
family norms around digital life.

00On my phone thereds an app thatds a Google app
content, any inappropriateiméded ve probably used it over the | ast
her usage on the Internét

Gwends (8) mum

oBef ore | g o tdoawypursp, koomy social Wworkbr&mbw thad | was going to be safe on social
medi a pl Eerdwver ms qéesti ons | i ke dwhat do you do if
questionskethat | obvi ously passed and then was all owed

Liv (13)
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Gaining independence is a natural part of growing up,  with implications for data sharing
between parents and children

As children mature, gaining more independence becomes a natural and necessary part of grawang tigs
extends to their digital lives. This year, some parents described loosening the controls they had previously put
in place, stepping back from strict monitoring as their children got older. In these cases, parents often felt that
t hei r ceasing ah® @ matunitg meant they no longer needed such close oversight.

Rather than a complete removal of boundaries, this shift tended to reflect a recalibration of trust. Parents

spoke about giving their children more autonomy over certain devices or apps, often with the understanding
that rules could be revisited if needdeor these families, reducing controls was less about stepping away from
parenting, and more about adapting their approach to meet their child where they were in their development.

OWe did have parental controls in terms of, you Kk
anym&heds nearly 17 now Iahing, yos knew, she haletoncherdelfesge st ud
well . 6

Orl ads (16) mum

There was no clear age at which this shift in control
mi x of individual expectations, their childds behavioa
alone was enough to warrant more frdem. Others waited for signs of responsibildéysuch as how their

child handled previous acced$®efore loosening restrictions.

ol still h av.e Bluptaraesn tsahle 6¢cso ngtrrooMns Jup néowQn oThV her t e
there are no restrictions. On phone, no restrictions. Butamthe lapt her e i s a restri cti
Leeshamwsn (9)

Growing up didndt | usditamebeonghtmreateeindépenelenceanrthe ceal Warldh e
As children began going out more on their own, meeting friends, or travelling to and from school
independently, many parents sought new ways to stay connected and informed. idugta@sone of the
project, features like live location sharing remained a popular tool for maintaining a sense of oversight.

I n some cases, this desire to keep track of their <chi
Apps and devices offering retthe updates became part of everyday routines, offering parents reassurance

without needing to be physically perst. For some, this felt like a practical comproméallowing children

space to grow while still maintaining a level of visibility and, when needed, intervention.

OWe 0 v e tmakers ahdithéengssee where the kids@arBa s i ¢ al | y It shows gou éxacdlye a GP S
where they are at any ti me, as | ong tahse mi.h ely8wee |jguos
recently started to let them walk home from sohiocn watch them from where they leave school to every
street theydore going along. 6

L i a mB@psmuip

oOn my parebdtgarental control apmy mum can see my location on my phone, where | am. So it tells her
if | come here or |ike it tells me if I dve arrive
F a r adousia (10)

oHed s got a | ot of separation maoBoeéyysagound Qgoic
him up or we 0 ®dheadehchersguggested | guomy sharmg lacétlBruon i t 6 s act ua
guite handy for when he goes out that | can see h

independent . ¢
Murrayof6s (13) mum



Margot’s (10) dad

“We’re all adjusting to it, she’s adjusting to being able to walk
around and we’re adjusting to not knowing where she is. ... We
didn’t want [Margot] to miss out on being independent and
hang out with her pals, but we didn’t want to give her a
smartphone ... so this made sense.”

Margot has started occasionally going on walks with a few friends her age
who live nearby.

Margot’s parents have not yet given her access to a phone, and are quite
clear that they don’t intend to until she's a bit older — ideally 12 at the
youngest. But they don’t like the idea that she would be out unsupervised
without the ability to contact a parent in an emergency, or that they might
not know where she is.

To mitigate this fear, Margot’s parents bought her a smart watch that tracks

her location. Margot has to wear this when she goes on walks, to ease her
parent’s concerns. They see this as a compromise that means Margot doesn’t

k

miss out on going out with her friends, but they can still keep an eye on what
she's doing.

A deep dive into s mart home devices as parenting tools

This yeards research also explored nandthdwaysithesees wer e
technologies introduced new dynamics of data sharing between children and their parents.

Nearly half of the families in the sample had at least one smart home device. These included voice assistants
like Alexa and Google Home, as well as connected devices such as doorbell cameras and home security
systemghat connected tof a mi | 'y me mbrlkeesespiodupthacerdesigned to make daily life edsier
offering entertainment, reminders, or the ability to monitor and control the home remotely. But they also
brought new questions around visibility, privacy and control, particularly in househdatdshildren.

For some families, smart devices became another way for parents to keep an eye ordthingther it was

checking who was at the door or overhearing conversations through voice assistants placed in communal

areasWhi |l e these tools werendt always used deliberately
the boundaries between shared family tech and private space.

Smart speaker Smart doorbell

Own device
3

Shared device
14

Shared device Not used
10 Not used 16
17

Diagram summary of smart home devices used by the children in tiadeenbleie represents devieas t
belong only to the child, and lighter blue represents shared devices.
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For many parents, the appeal of smart devices lay in their potential to enhance safety and security at home.
Features like doorbell alerts offered a sense of reassurarmarticularly when children were home alone or
coming and going independently. In these cases, smart technology was Inaswde parentsiot just as a
convenience, but as a tool for keeping the household safe.

However, this kind of monitorin@ while often welintentionedd also introduced subtle shifts in how privacy
and autonomy were experienced within the home.

0The Google [devices] in the bedroom dondét have a
t h ey 8 r esafatytf angond beeaks in, they can see as well. But in the bedrooms, we would never have a
camera in the bedrooms. 0

Bryannads (13) mum

0So everyone has & wsemaratv ed eAV i ecmd themth&t 6heeoéardhoet osogm
othercameal t hi nk for me itds jélSotkdthdtiegivisene lkdneyessned sen
around, so knowing that | can al ways keep an eye
Celesteds (14) mum

Beyond safety, some parents saw smart devices as convenient tools for everyday parenting. Voice assistants
and smart speakers, in particular, were used to manage routines, play pruaitiswer homework questions
Others used intercom functions or drejn features tocommunicate with their childrem different rooms

In these homes, smart devices became part of the family infrastrudtan®ther layer in how parents stayed
connected to their children and managed daily life. While not always framed as surveillance, their use often
gave parents an added level of awareness about what was happening in the holksetetdmpleCe | est ed s
(14) mumused these devices to stay in touch with her childwnen they were in different rooms. She also

kept an eye on when they were watching TV, having connected the TV to her pRher parentsalso used

smart devices t&¢ommunicate with their children.

o dve got a camera especially for the kitchenéthey
dondét want to come. [T 61 1] be i ke, okay, you can
Podsah [ Jor dan 6 so nber oitnh ehri]si Hraoso me w® weé Smot answering, I
will say to him, answer your phone. And it will echo throughout the house ogall the peds| | probahbl
onesoon[forJordan but | just thought heds a little bit vy
J or dé&hnum

Itdéds also worth noting that for some f amigracteaity t he pr
and more about enthusiasm for technology itself. A few parents spoke openly about their interest in owning
the latest gadgefs driven by curiosity, enjoyment, or a desire to stay up to date.

Even when the initial motivation for purchase wasnot
these devices often led to their gradual integration into family routines.

Mason'’s dad has installed a home surveillance
system with Alexa devices and security cameras
placed throughout the house. While he primarily
uses the cameras for security purposes, he also
leverages the technology as a convenient
parenting tool.

This setup allows him to monitor whether his
children are doing their chores, for example. He
also said it allows him to ‘drop in’ to rooms to ask
the family a question if he is out shopping.

“l can control the whole house from my phone. | can
control every Alexa and camera around the house...I
can hear what’s going on, so then | go, ‘Excuse me,

can-somebody answer their phone, please?™
Mason’s (14) dad
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Implications of data sharing through  smart home devices

Across both online and offline spaces, concerns arour
adopt smart technologies. Whether it was a smartwatch that tracked location or a doorbell camera that

showed who was coming and going, these taiffered parents a sense of oversighespecially when their

children were becoming more independent. For many, this visibility was seen as essential, providing comfort in

a world where children are increasingly mobile and digitally connected.

But as these technologies become more deeply embedded in family life, they may also shape the way children
understand concepts like privacy and autonomy. Being moniténetiether through a device in the living

room or a locationtracking app on a phoné@ may become mor@ormalised. For some children, this could
reinforce the idea that constant oversight is simply part of growing up, both online and offline.

What this mean s-termattitudeshowdrds datarsiaring dna anlgne privacy remains unclear.
While smart devices offer practical benefits and reassurance to parents, they also introduce new dynamics
around trust, independencand visibility. Understanding how children experience and internalise these
dynamics over time will be important in shaping future guidance and policy.
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Growing commerciaaspirations

Yearone highlighted that for many children, data often acted as a form of currency. Sharing personal
information, accepting cookies, and clicking through terms and conditions were often seen as necessary steps
to access the digital platforms that felt centtaltheir social lives.

Yeart wo builds on this by exploring further examples of
environments and how this affects their engagement with daiayounger children, sharing data could be a

way to gain extra lives in a game or collecigame currenciesAs children get older, their motivations extend

beyond rewards or features. Commercial incentives begin to shape a broader range of behaviours. From

earning money in the short term to developing skills for future careers, financial ancheaial drivers are

increasingly influencing the choices children make when using digital services.

For younger children, data remained their ~ main currency

Sharingpersonal information in exchange for rewards in games felt like a good deal for many of the céildren
especially the youngemes.Sharing theiege or contact details to create a profile or shameiavite linkfelt
like an easy choice when the benefit included gaietiga 6 | i ovie-garie currency

Yearone showed examples of this on shopping apps like Temu and AliExpiesie easy, bright and child
friendlygames f f er ed chil dr en t hespendennealdife pjuchaseave up O6coinséd

In 2024/5 examples of commercial interactions extended beyonrgame purchases. Many children described
watching advertisements as a routine part of gameplay, using ads as a way to access fimeshyps,or in-
game currency. This was often seen as a normal and expecteddfade

OMy Hotel is like where you can create loads of rooms and toilets and loads of custontens gome

have [igame] monegnd you give it to the family to help them and sometimes there could be one thing you
miss, so you just watch an ad to get the @lue

Leesha (9)

0 So wh e randyiegthis [pdVed]gomes up. Soyou canpredsthat, it doesndt waste
just go &s ftchre Taeddu éand t hen you can start fresh
Farah (11)

o 0veotRH sme gC sos glue B, th¥néyou spray the colour you wajsoietimes] you have to
watch an adveaind you can choose any colour yéudikghe Snake Clash game, if you wanted a [new]
skin, you would tghan adverd

Gwen (8)

ol h agarae inonmnd calle®DB wtere you have tiraw or deletene part of the picture so it makes

sense. But then | oads of ads just come up while vy
three free hints, but then you have to watch an ad to gebmore

Amy (11)

Beyond watchi ng adveanappscoutdedrn tikmaney&a exangple,same pavents
were sharing opportunities to k@ moneywith their children that they had s@eon social mediaOthers
were ercouraginghem to download specific apps



there’s an age restriction.”

Arianna’s (10) mum

e ooino to

-

ou want to eamn a bit of money? B

Platform analysis: Tester Up App

Tester Up is a platform that allows users to earn money by testing apps, playing games, completing <
and evaluating products.

Users can earn real money lspmpleting various taskejith rewardsstarting at£0.05 for a tweminute
survey Users can also earn additional morteyreferring friendsgaining 10% & f r i endds e
platform over the next yeaafter getting them to sign ufhe cashout threshold in the UK i£20, which
requires face verification to process payout to users.

The app is rated age 4+ on the App Store, although peform states that users must be 18+ to use the
app in the UKHowever,when inputting an age of 15 in the first survey used as part of the sighup proc
researchers were still able to use the platfor@®ther questions asked in this initial survey included e r
gender,household incomeand postcode

=) (&

(=

p—

Conduct Survey Conduct Survey

Otesterup

Otesterup

Sign up

\E} \ 8

o
TesterUp: 0o For people of | egal age only. 56
OWe may require you to verify your liveness b

bi ometric data. 6
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These motives shaped some childrends decisions arounda
example, choosing to share additional information with a game in return for getting a better game experience
or abetterchame of &wi nni ngo.

Daniel (12)
“I rarely put always unless | know [the app] isn’t going to use [his

location] for anything bad...On Pokémon Go, there’s settings
which, like, help your game if you put [location sharing] on
always...It can catch Pokémon whilst you’re off the game.”

Daniel usually only allows apps to access his location when he is using the app,
and rarely clicks ‘always’ when an app asks whether he wants to share his
location.

However, Pokémon Go is one of the few apps which he always chooses to share
his location with. Pokémon Go is a mobile game that uses GPS to collect, train,
and battle virtual Pokémon, which appear on-screen as if they are in the player’s
real-world location.

Daniel explained that he chooses to always share his location with Pokémon Go
to enable features that collect new Pokémon even when he’s not using the app.

In this way, Pokémon Go incentivises users to share information that they
otherwise may choose not to, such as providing constant access to their device’s
location, by rewarding this behaviour with new Pokémon.

Amy (11)
“So his livestreams are Pls Donate and Broken Bones. So Pls

Donate is where you can give people money or get money
yourself...all the games on Roblox just come with it.”

Amy lives in London with her parents and three brothers. Among her many
other hobbies, she enjoys playing a variety of games on Roblox, such as Dress
to Impress, Insomnia and Pets Sim X, and regularly spends Robux, the in-game
currency, to customise her avatar.

One Roblox experience she mentioned was called ‘Pls Donate’, where players
set up ‘stalls’ to ask other players to donate Robux in exchange for their items
such as clothes and game passes. Her |3 year-old brother also used ‘Pls
Donate’, and even did livestreams on his YouTube channel showing him playing
the game with his friend.

Through games like Pls Donate, Roblox encourages greater interaction between
users so that they can earn more Robux to enhance their game experience.
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0l don't r eal,buylddgeta bit of poaket money for halping oubaround the house and

stuff. | had thought about getting a job which | probably will try and do in the summer and stuff, but the most
money I've probably made is just from doing a couple jobs likegbafy$iten selling stuff on Vinted as

welld

Jamie (16)

ol wanted to go @warehouse or something just to gselfa little bit of monejput | cadifindanyt hat 61 |
takeonl 7 or younger. o
Bradley (17)

For children who faced barriers to earning money througiperson jobs, digital services accessed through
their phones provided alternative routes to generate income. For example, online marketplaceregiysd
childrento make extra money by sellirmgecondhanditems.

Platforms such a¥inted eBay, DepopandFacebook Marketplacalowed childrerto sell old clothesand
belongings, ofterarning real moneyuickly. This process typicallyvolvedsetting upprofiles, messaging
buyers directly andenteringbank details teenablepaymentsaandwithdraw funds fronmthe app.

The visualbelow showsthe number and agesf children who reported using these platforms2024/5 with
boysshown in dark blue and girls shown in light bllievas typicallythe older children in the sample, and
often boys,who were usingthese apps

S O/

8 9 10 [l 12 13 14 15 16 17

Diagranof children who reported using online marketplace platfermsnbers represent the ages of the children,
and each symbol represents one child, with boys shown in dark blue and girls shown in light blue.

Whilst Vinted was the most populasf these platforms, used by eight children in the samgiBay, Facebook
Marketplace and Depop were also mentionéthwever, age restrictions limited use among soohddren

whil st others used their makenmoneyomthaseappsunt i nstead i n
dVinted] is pretty much just eBay, but tédlor cl ot he
downloaded a Fhoek accoumtut | coul dn 0 tbequee | haveto e b bonlkputt pl ac e
myageas 15 even. @ hough |1 6m 14
Mason (14)

ol started selling stuff online which | didn'"t ne
mum's account though, because she knows how to do posting aid shipping

Shiv (11)

ol definitely like to purchase a |l ot of stuff on
because, especially right now, | dm trying to save

Orla (16)
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Beyond onlinemarketplacescommercial opportunities were advertised to children on social metleese
tended to offer a more professionalised version of exchange, ssigtvestor trading.

Bradley (17)
“l look at trading things. ..l can make money by watching TikTok... |

didn’t really trust it but my mum sent it me the other day and she was
like, look at this. And | was like, oh, that looks good. So | was like, I'll give

it a chance.”
Bradley is eager to earn money and is working towards a college course while looking for
job opportunities. However, he has been turned away from warehouse jobs due to his age

To make money, he has turned to online platforms such as Vinted to buy and sell clothes,
and Telegram, where he was a part of groups sharing trading tips as well as a scheme

where he was paid for completing different online tasks. His mum had recommended him |
to the scheme and he had earned £6 from engaging with content as instructed.

Bradley also wanted to make money off TikTok, as he uses it a lot and thought, “Why
don’t | make some money from it?”. He had heard of people using Al to make TikTok
videos, which he could then upload with minimal effort. He had looked into it, but he

believed he had to pay for ChatGPT, which had stopped him generating these videos.

With the incentive to earn money being high and the barriers to entry feeling low
compared to in-person work, Bradley had been drawn to online platforms he was already
using day-to-day.

Longer term career goals seemed to motivate some children to create public personas

Commer ci al mot i ve s hwd rdeasiondistha dhort tesnid anpall nurgber of children

were thinking further ahead. I n these cases, sharing
of something more deliberate. For these children, building an online presence was tied to personal ambition,
identity,or even future career aspirations.

Leeshd9), for example posted videos thanking her followers when she reached a new milegtopkebrating
audience growth andngagement in a way that mirrored the behaviour of influencers and content creators.
For her and others like her, public data sharing was more than just participaitonas a performance of
identity, and a step towards something they hoped to build for themselves.

In these moments, children were not only navigating platforms, but shaping their own sense of visibility, value,
and voice within them. These behaviours raise important questions about how children understand digital
identity, and how their early experiees of managing audiences and curating content may influence their
expectations of online life in the future.



Celeste (14)

Celeste loves football and wants to get a sports scholarship to go to university in
America.

Celeste said that she has been encouraged to create a public profile with the aim of
increasing engagement to build an online brand for scouts to notice her.

“Eventually it [her Instagram account] is probably gonna go back to
public again...It has a lot to do with the sports scholarship thing. So,
like, the people who run it kind of have a policy thing where to get
interest from schools outside the country, you have to share more about
your sport and what you do...it’s called your profile engagement.”
Jamie (16)

Jamie wants to be a professional rugby player, and has all his accounts set to public. He
rarely posts, but does receive messages and follow requests.

For Jamie, having a public profile was seen as the natural thing to do for an aspiring

sports person, citing older boys in his school and celebrities that also have public
accounts.

“l do play rugby as well, so maybe someone knows me because of that...
I know a lot of people that are a couple years up and their account is just
public because you don’t see many sports professionals with private
accounts and stuff.”

Inthese examplesy, s pi rati ons to build a public profile were cl
world 0 particularly those with ambitions to pursue sport professiondllyere was a sense that having a
visible online presence wasndt just desirabl e, but ne

Motivations ranged from direct to indirecOne childhad been encouraged by coaches or adults in their lives

to post content that might appeal to scouts or scholarship decision mak&srgygesting that social media

could act as a portfolio or proof of commitmen#nother had simply observed that professional athletes tend

to have active public profiles, and assumed that <cur g

prod.

In these examples, the act of sharing dafosting videos, tagging locations, collecting follovddoscame

intertwined with a longeiterm view of success. Rather than seeing data privacy and visibility as something to

be managed or questioned, some children framed it as a step towards opportunity. This underscores how
commercial and cultural narratveac@ s hape chil drends digital behaviours
unspoken.
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Chapter 2

How do digital platfor ms
changing lives?

Awareness and understanding of data sharing agreements

Childrenwere constantly engagirig data transactions withnd ondigital platformsbut their understanding of
what theywere agreeing to when they click '‘accept' remeimited. Children were regularlgncountering
terms like privacy policies or cookiekut did not alwaysecognise these amomentswhere they were
agreeing to somethingor did theythink muchabouthow their personal informatiomay bebeing usedy

the platforms they were engaging with.

Few children understood what they were agreeing to online

All of the childrenrecogniseddatarelatedterms| i ke &6cooki es 6, ,attde rorddfomda mdhcdondi t
their interactions ondigitalplatforms,but their understandin@f what these terms meant varied wideAs in

year one someof the youngest childreshowedvery limited understandingf the languagandconcepts

related todata and privacy

oCookies are things you can share with people, sometimes people bring cookies into the class and just share
them about. o
Margot (10)

oContractyoéuodwheen i ke | ooking somewhere? Like eye cc
l i ke but i1itas |ike biscuits | think
Farahds(7cousin

Some of the older children hadstronger graspf the language used around dataough their explanations
were not always clear or confident
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OPrivacy policy is probably just, like, how they keep your stuff private | assomedt t hi nk | dve
them because they take too |l ong to read. ¢
Umar (15)
OMostly | accepihe cookied depends if | trustthelws i t e or not , d$thinkleookiesjes | de
mean they download stuff ontactiveputer and stuff goes onto it, so they can séelwhat hi nk it 6 s m
they can see your ad choices ahdfstu redllyg knéwt 6
Baz (15)
OTer monddomd guess i1itds |ike you agree to them keerg
data or whatever the website is. Something i ke ¢
data or something |like that.o
Georgia (17)
0l try to avoid accepting cookies because | know
advertise. o
Erin (15)
Children didndt al ways recognise terms and conditions
or cl i ckd indfeefite mmakimgatdécisiofor example, Wile some were familiar with terms like
6cookiesd, they rarely connected them to choices abou
ol dondt know if |1 dve ever agreed to a contract o
Jamie (16)
But then thereds some cookies that | 6m pretty sur
no one does stupid stuff on the intérnet
Shiv (11)
OYou nor mal I[cpokieshte e alledva 8 e c apt account él dondot real/l
but you always get them on apps, if they can have access or something like that 6n websites
Orla (16)
Data sharing with online platforms felt less tangibletha ndér eal wor |l dd exampl es
When children thought about sharing information, companies rarely came to tmsteéad, they mostly
mentioned sharing with friends family strangersor official contacts like school or doctors. Sharing with
companies felt more abstraétharder to grasp and less present in their everyday thinking
of I shar e] whtlary bést bdstie Sickbug &ntl shetells me how annoying sardrother
and how confusing her school i séAnd maybe how | f
and stuff.o
Arianna (10)
o f | 8dm at the SkyiGardenpyl easctee r d a yk el posted a few videos
it But I wondt show you, i ke, my house area, be
location 6
Shiv (11)
oWe play stuff on the Xbox as well where we have,
I nstagram | 6d have photos up of what | 1l ook 1i ke
some of my accounts online.o
Orla (16)
d! dondét share] too much inforomandonlré&el tp. talbgt
to rando¥Ymo preoprieate | i feds your private .16 fe, ini
Bradley (17)
Beyond privacy policies and terms and conditions, platforms often encouraged data sharing thraugh the
wider designChildren were offered irgame rewards, like skins or currency, in exchange for watching ads,
sharing personal details, or inviting friends to j@ometimes, these translated into offline rewards, such as
discounts on websites aeal money to spend on the platforrthese mechanics made data sharing feel
routine, transactional, or even rewardidgfurther distancing it from any sense of informed consent. In these
moments, children werenodt Oddheywergbemgriudged totplajorygr ee t o s on
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0So you go into AliExpress. You go into your accolt
Earn, Go Go Match, Mers Boss and Prize Landél got
to make an account for AliExpress anddhenyget t o pl ay because they know
somet hing. 6

Bryanna (13)

Al I my ot her games | t Mheyakvaya seed eindils) dverything sendd h e s a me
emailél think itds just offers onamainglwtableast| gatéow g a me
know the discounts and games. ¢

Georgia (17)

0There was this thing where Temu were giving out
£50 from it and then like loads of people were sending out surveys so you couldged stuff een  f or f r ¢
Jamie (16)

There were examples where platfosimad tried to make privacy policies or data sharing agreements clearer
or more engagin@nd therefore, easier for children to understands highlightednyearone, t hi s doesndt
lead to meaningful engagement or consent to how their data is used.

Daniel is still playing Brawl Stars on his
phone, competing with friends in 3-minute

online battle royales.

Despite the ‘gamified” Privacy Policy
introduced by Supercell, the parent company
of Brawl Stars, Daniel admitted he still
doesn’t tend to engage with these policies.

“I don't usually read them. Well, if it's a game
or a website that | know like my friends use, it's
fine, then | won't read it.”

“I don’t think they’d do anything ... because
they’re trusted, | don’t think they would ...
they’re a well-known company, they make a lot
of games.”

Daniel (12)




Platform analysis: Brawl Stars

Brawl Stars rewards users who connect with friends on the game by offering double-§&n(i& points) in

battles when teaming up with friends, as well as having a suggested frieriisetalumesncourages player
to connect with friends andhheugbée aobs diSoayes ed |

share round in order toadd friends on the game.

Creating an account for Brawl Stars is easy. After downloading the app, users input a nickname, sele
age via a slider (the youngest option being just 3 years old), and clicking confirm. Like many other on
games, creating an account requiresrage acceptTerms andConditionsd without needing to read them
first. Hyperlinks at the bottom of the account creation page directs users to the Terms and Conditions
Privacy Policy of Supercell, the parent company of Brawl Stars.

8 m (= m (= )
X X Vs @sso x
HE WHO CAN SEE YOUR
l Z DATA
— ‘ e e
Welcome to Brawl Stars! Moy —— 4> ; dpubc auhor ’::
A0 ™
[ — e
WELCOME TO THE ALMOST A
OFFICIAL SUPERCELL PRIVACY ¥ “%
POLICY QUIZ WHO DOES SUPERCELL

SHARE YOUR DATA TO?

Supercell have 6gamifi ed &friendlyguizwitiPqudstiores abput ow theirc
information and data is used, rewarding correct answers with coins that can be used in their games.

However, usersnustact i vely choose to view Supercell 6s
what i mpact this has on childrends engagement

Data sharing agreements was a step, not a decision

Regardless of whethenformationaboutdata agreementsr the use of personal informatiowasdesigned to
be accessibjechildrenacross the sampleonsistently reportedhat theytended to overlook or ignore it

ol never really r ead®drobablg abouetnerimiormationrdandceverytthingtyougut s ] b
itinandst uf f | Bkeotrmat | il ke a big, | ong o6page and |
Orla (16)

0l dondt read,lt grumsg agmd aman daictciepris it €& i woul d
whole thing
Shiv (11)

0l dondt know what any of it means é | think peop
thing in that means people candt sue them. oo
Baz (15)

Agreeing to a contract or privacy policy was seen as just another step in the process of using a platform,
searching for information, or playing a game. For chi
experienced just something to click through on the way to what they actually wanted to do

0l just always accept them [cookies]cilkec ddwnsd ciatl | g
Umar (15)
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0Sometimes | just can't be bothered |Iike personal
wanttotllsay, you know, Opersonalise how you want us
arseso | just click 6éaccept all d and get the inforn
Erin (15)

olf | just share

personal i nformati on
t I

r on one ga
ty much every sing ul

[ ]
games and then pre e game Wwo
to play the game. ¢

Arianna (10)

Children are deeply embedded in digital environments that are designed to keep them engaged, not necessarily
informed. The platforms thalominatetheir online andsociallives are easy to access and hard to question

streamlining participation while sidelining opportunities for meaningful understanding. For most children,
clicking 6acceptd is simply part of the process of ge
agreement. In a digital world that pritises seamless entry and constangagement, genuine understanding

of data sharing remains out of reach for many young users.
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Age assurancd=nsuring children spend time in spaces designed for them

It was common forchildrento lie about their age to accedke platformsthey wanted Year onehighlighted
the strong motivation children feel to join the platforms their friends are-and the pressure parents feel to

ensure their child isndét | eft out, sometimes resul tin
But these social pressures don06t operate in isolation
informationeaspyand at ti mes, even necessary. Some platfor ms

made it impossible to input a truthful one, nudging children toward claiming they were older than they really
were. Without meaningful desigrage restrictiongunctioned more likea checkboxhana safeguard.

In year two, we explored how platform design shapes age assurance, and what it means for children when
theydre regularly exposed t o -cageverifeatidn maasudes placeamuni t i es

Many children had found straightforward workarounds to create older profiles

Platformsused a rangef methods to askor ¢ h i | égeChildren tended tofind ways towork around
them to get the outcomes they wanted.

Where age was requested during setup, many children reported finding easy ways to bypass these checks.
Inputting annaccurateage was common across the sampleften seen as the simplest route to access a
platform. Many children admitted to doing so ahleast oneservice with someparentsfully aware of how

easily their child couldavigate around these systems

0Someti mes on Robl ox you h a&vberninh ©87cohsonethimgdthenur age
I make up a random birthday like October 1st or something like that. Because what's the point in having your
age? So that they can do age restridtions

Amy (1 1)
ol f youdére | ower than 13 you candt get some of th
game access
Leesha (9)
OWhenever | make the parental éc csrhterdosl hoand Rcelvleaxa,l
€ instead of asking me she just creates a new acc
Leeshad €) mum
0l did make thi s a clcosmentbécduselbeforeavhen Babigxkst omel &g ot é us
to say i f yyoouu Ocroeud udhnddgtiu tpll2any my br ot her dés birthday
Madiha (12)
In some caseqarents were aidintheir children to create profiles that were older than their intended use,
either directly or indirectly. A®mumehpse toinaahseithea t he pr e
age entered into Ari annad sTesielRJaapp tdo earn embneyovhilstihreamnat o d own |

was playing games.

Rose (8)

Rose splits her time between her mum and her dad’s house, who have
different rules around what platforms Rose is allowed to be on. Rose’s mum
prefers Rose and her younger brother to use YouTube Kids over YouTube.

She feels the content is more likely to be age appropriate and ensure they
aren’t shown content less suited for children their age. However, when Rose
is at her dad’s, there seemed to be different rules in place.

“I normally use [regular YouTube] at my dad’s ... To me it's
better than YouTube Kids because YouTube Kids has younger
things on it and then YouTube adults ... It's not like really adult
things ... | would say it's 8 or 9 and higher, but | don't really
know.”




Occasionally, when she feels Rose has been watching too much, Rose’s mum deletes the YouTube Kids app from her iPad. But Rose knows
how to get around this.

“When you first get it, you need to put all the things in. But it's kind of easy ... Well, a parent’s actually meant to
do it, but | know how to do it ... first you put the year they were born in ... then there's stuff that you need to read

»

through and then there's an arrow ... | normally just press the arrow because | don't want to read through all of it.

This came as a surprise to Rose’s mum, who did not realise Rose knew how to download and set up apps from the App Store on her own.
She wondered how Rose knew what age to enter upon setup. Rose explained she remembered from when her mum told her to put her
birthday as 1990 when downloading a game.

Rose didn’t necessarily realise she was setting up her account incorrectly - it’s unclear whether she even saw it as doing something naughty.
But her experience shows how quickly a barrier to entry becomes a minor hurdle when platform design, digital know-how, and motivation
align.

Age verification was not always part of the setup process

Someti mes, children werendt given the opportunity to
platform Children could create accounts and begin using the service without ever being meaningfully asked

how old they were.This absencef age checks made it even easier for childieaccess platforms technically

not intended for themd often without realising they were doing anything wrong.

Vintedwasafavourite platform among some of the older children in the sample for buying and selling second

hand clothes and making a bit of their own moneW i nt e d gtasksluéetssohé at | east 18 year
However, the platformdoes not ask users their age to create a profile when they first use thelapptting

age is an optional additional stepuser can choos#o add in their profile settings if they wish.

Bradley enjoys using Vinted to buy and sell second-
hand clothes and other items, to both make some
extra cash and get clothes for a cheaper price.

He reflected that, despite sharing information like
his bank details and home address with the
platform, he’d never been asked for his age or date
of birth.

When he attempted to input his actual age, the app

would not accept it — automatically scrolling to an
earlier birth year that would make him over |8.

“Not even put any birthday or anything yet —
nothing... It won’t let me go to 2008 because you
have to be 18. So look, | put it to 2008 and it won’t
work... [but] | can still use it.”

Bradley (17)




Platform analysis: Vinted

Vinted is an online marketplace where users can buy, sell, and swap gemoddlothing, accessories, anc
other items. It allows individuals to list items for free, earning money for unwanted clothes and items.

6:37 = ® 1643 T
€ Sign up o0 s .

Your p riﬁw@ie nces

N o

Vinted is rated age 4+ on the App Store, butferms There is an option in the  Vinted also shares
andConditions state users must be atleast 18 years app 6 s s et t i n userinformation
old. Butthere is no age verification in plaéausers date of birth, but thigs with 575

simply have to tick a b completelyoptionaland partners.In some

older. not necessary to use the cases, this
platform. includes precise
geolocation.
Withoutpr oper age verification mechanisms in pla

hundreds of third parties it partners with

Sometimes age was required in policy, but not collected in practice

Many children were playirfgee games likeBlockBlastand PixelArtwhichare free to downloadand easy to
access. Wittsimple controls and engaging sound effdtisse games are designed to be instantly playable and
appealing to usersf all agesThey require little tono setupd users carsimplyopen the app and start playing.

These games are typically designed to be easy to pick upaddo put down using bright visuals and simple,
satisfying gameplay to hold player so aappadvertsingn. Their
which appears regulartiroughout the user experienceRather than encouraging account creation or

collecting personal details, the design focuses on quick access and repeat use, generating revenue through ad
exposure over time.

Block Blasa particularly popular mobile game tlyisar, was played by nearly a third of the children in the
sample. Like VinteBlock Blasto es not ask for a userds age before use

account creation, and crucially, it provides no opporturditst any stage in the game or in its settirdigfor
users to input their age, even if they wanted to.




Platform analysis: Block Blast

Downloading BlociBlast and beginning to play the game does not require any account creatinputting
of age despite the app being rated as 17+ on thyep Sore. To start playing the game, users simgligk a
buttontoacceptt he pl at f or mds Ter mswitlono optich & regct tthesd? r i v a c

Whilst there are optiongo stop sharing some information witthird parties if userggoontoB1 o c k E
Privacy Policyd at a s har i ng f o rwithbckraig ¢ompames tapnotibenttrreed @hgth no o
explanation of what 0 IDespitestti antaitreg i unsteerrsetonsesitigitanti
PrivacyPolicy, further research found no method to change consent options ondppafter initial consent
had been given.

[ — N (= )

Block Blast!

S

)
|
@
What's New

Welcome to Block Blast!
Please read and eccept our
Terms of Usa and Privacy Policy,

T Recept

-
Achievements

\-——) . — N
I n Bl o cTerm$Bof Usajttstatas that
oWe will not collect personal ,dandod)sferrcsm wahm¥3 au

and 18 years ol déshould seek the consent of t

Yet, with no option for usersto input theira g e , i t 0 soifatraltd thesa policiesoare upheld

Where age wasndt set, neither were Iinthergathes on t he a

Adverts were a frequent feature of fre®-play games likBlock BlastndPixelArtThey appeared throughout

the gameplay experiencéeoften as banners along the bottom of the screen, or asdeileen ads triggered

after levelling up or losing a life. These ads typically required children to watch for a set amount of time before
continuing play.

0This game has ads ¢é everything has ads. 6
Farah (11)

ol got
also d
whi |l e.
Gwen (8)

g a @eT hbi esc afuasdev eorft Ja nl addovnedrtt real |y | i

this
I ke it because ittassa makeseybongastd we

0
)

A few children everdescribedusing workaround$ such agurning off their internet connectiod to stop

advertising frominterruptingtheir experience.

of you hav@interndtturnedoff t hen it doesndét give you ads
my game
Liv (13)

owith airplane mode ongita précess the ad. Sc i addually show you the adeert[| Ads ] ar e
annoying, which is why | turn airplane mode
Murray (13)
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Some children describeabw difficult it could be toclick offa d ver t s on ganmeedijnadverts h f ake

to direct players to the App Store or Play Store.

0Someti mes, it makes a fake X so that you press i

bitjustincaseanoth&®ff[ comes up bec&duseal odondtaklendow if
Farah (11)

0That is really messtidmepdéé but smart at the
Far a(®ly mum

Two of the girls in the sample reported that they had seen advertising on Block Blast for content or platforms
they deemed inappropriate for their age group.

UX analysis ( & 8in free game advertising)

The way advertising content was displayed often encouraged children to engagedngtreit
unintentionally. When ararroa dould sometiragsspow & ithe abrner af the
screen. I f users tapped the 6X0 before a set
the advert, they were sometimes redirected to the App Store or Play Store, prompting them to downlc
the advertised gamer platform.

Otherswould placethear r ow or 6 X6 di r etoatrédiects userstto thekpp Sotre,e b
making it difficult to click off the advert witholiieing takerto a screen to downloadhe app.

In this advert, the / \ This advert includes
button to download a f a kvhichd X
the app is placed ) instead of clicking
directly next tothe off the advert, will
arrow to exit the direct users to
advert download the game.

t

same




Farah (11)

Farah reported a similar experience, describing adverts she had seen on Block Blast as
promoting “fake girlfriends and boyfriends”.

Farah and her 12-year-old cousin Amira said they regularly see these types of adverts,
and were not sure why they were advertised to children — they described them as
“disgusting” and not appropriate for “children or teenagers”.

Leandra (13)
Leandra enjoys playing Block Blast. However, she finds the in-app advertising disruptive
—and in some cases, inappropriate.

One advert Leandra recalled promoted adult-themed content on Character.Al, which
she felt was not suitable for her age. She was not sure why she received this type of
advertising.




Block Blast: adverts

Whilst many adverts on Block Blast were for other games aimed at youmgdiences, others showed
games for more mature or violent games, and some included apps for investing, location tracking, an
calorie counting.
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Platform analysis: Character.Al

. - Q
Character.Ad a platform where users can create and interact with Al ——
generated characters through cHaésed conversations. While many of these¢
characters resemble characters from films, books or popular culture, some ?Ew }/ A
characters and scenarios contain mature or sstjge themes. L Tay
¥y )
o + Q 3

Farah and her cousins (age€lZ) also regularly encountered adverts for platforms like Shein, Temu, and
Ti kTok while playing games. Although they didndt vie
themselves are technically for older usérd8+and 13+ respectively.

Some children were left guessing about the age of who they were interacting with online

The ease with which children were able to input false ages, or access platforms without having to verify their
age at all, raisquestions about the possibility of other users doing the safysediscussed in the first chapter,

many children were interacting with friends and other users on online platforms, from social media to gaming.
In some cases, children had friends they knew only through online interactitesy had never met in
person




CHI LDRENGS DAYEAR2LI VES PAGE39 OF 66

Children tended to assumihat the people they were interacting witbnline were childrenof a similar age to
themselves. Howevethey rarely had reliable ways of confirming this, leaving assumptions largely unchecked

OYou can tell [ pl ayer sé ages] by how good they ar
like508yearo | d men or something. 6
Liam (10)

o think I dve met a pl ayéAndbecaus&you havelaras ii @oglla faly,o0 wa s
thatds what you move with, you can see how | ong t
S the way you kind of tell i f some&oneds ol der or
Murray (13)

Jordan 9) spends most of his free time playing on his PlayStation, particularly enf@yingeandRobloxHe

regularly plays with friends via voice clddtiends he only knows from within these games and has never met

inpersonJ or dan hadndt theisagebefore buyassurhed théy evene children like him because,

as he explained, he o0could hear his grandma and gr anda
During the interview, he asked one of his friends on
that was enough to reassure him

Even when age verification was in place , it was not always effective

Some ofthe children reported that there were instances when they experienced seemingly more ragest
verification processesn apps of websites onlin€hese processes required users to upload photos or images

of identification. Some children had used websites or apps that required Al facial recognition scanning to verify
a u s e ITlEeexteatgoavhich children thought these worked varied.

0So Robl ox keeps updating,éysou nlbaw @ ttdes wardief yg atnmesst

birthdayéYou have to take aodéphoto of | ike a drivi
Georgia (17)
o dve never actually made a fake Tinder account or

of our mat es, heds 17 but heb8&, oh9Ti 83aderhdbteGauwlea
textinga2@earo |l déyou have to be 18.6
Seands (6 i end

Some of the oldechildren had been using the social networking platform Wi¥zz is a social networking
appadvertisedo help users connect with new friesdThe platform allows users to swipe through profiles,
engage in redime chats, and join group conversations based on shared interests. The app esephgsi
matched chatting, aiming to connect individuals within similar age groups. Users can serslogialprofiles
with photos, bios, andheir favourite music, enhancing their social presence.

Platform analysis: Wizz

Wizz is a social networking | at f or m, whi chthadapptteemakestelbfc¢
oi nd your anwongrothalyoungypéopleUsers must be at least 13 years old to use the dppg,
marketing images show profiles of older teenagend young adult§-he app dvertises prioritising safety,
age verification and moderation, employing arpdivered ageverificationtechnology to maintain its secur
environment




When's your
birthday?

FIND YOUR

GLOBAL 4

.'Q
13-14 years old

After inputting their birthday, Wizasks userst¢ ur n on t hei r c¢amer apswerd
tool can verify their agbefore using the apgdiowever,as Sean and his friends mention below, this age
verificationd o es nd6t prevent children from putting in

Sean (16) and his friends

“It’s advertised as ‘Wizz — find friends’, but like it’s known as the under-
aged dating app.”

Kamran (16)

Sean and his two friends had been using Wizz on and off for a few years. They explained

that whilst the platform was advertised as a place to “make friends"”, most people used it
for romantic intentions.

Similar to a dating app, children can create profiles and share interests and hobbies with
other users. They swipe through profiles to connect with other users and specify which
gender they are looking to chat to.

The boys explained that Wizz was often the first point of contact, but due to strict content moderation and limitations to what users can send
one another, they tended to move onto other platforms. Eddie explained, “most of what happens is like, you'd get their Snapchat and you'd
snap them." Kamran added, “you end up having like a |00-day streak with them and you don’t know even know them”.

Sean admitted that he himself had “been banned so many times on Wizz", their tight moderation guidelines meant “You say one thing and you
get banned.” To get around this, Sean explained, “That's why you always add them on Snapchat so you can say whatever you want to them.”
Two of them said they had input their own ages to use the platform, but one, Eddie, said that when he was |3, he had input that his age was a
year older, in order to interact with older girls.

“I always said | was a year older whenever | was on ... better looking women, older women.”

Eddie (16)

They had also heard of other people they knew inputting fake ages on the account.

“There was a girl in [the area] that made a whole fake persona on [Wizz] and she was going out with some ... [9-
year-old ... she was |3 but she told him that she was like |6 ... she met up with this boy in real life.”

Sean (16)
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Algorithms What shapes what children see on their feeds?

All children within the sample were using platforms with algorithmically driven febdping their online
experiences in subtle but powerful waydanyrecognised that their behaviodrwhat they liked, watched, or
engaged witld influenced the content they sa®me even enjoyed the sense of personalisatiming it
made their feeds more enjoyable or relevant.

However, children rarely pausdo consider therole of algorithmsor how the content they were fed

intersected with their wider lives and interestghisyeare x pl or es chi |l drenf&s awareness
recommender feeds play in thedveryday digital livegnd the impacd both positive and negativ@thatthese

systems may have as children grow up online

Most children understood how their actions shaped their feeds

Most children could explain why they saw the content that came up on their feeds, tying it to whdikeedy
watched more of, shared, or interacted wit@lder children were generally clearer and more confident in
their understanding of how algorithms worked

oLetds say you follow someone that goes to the gy
the gym. Or like funny videos, if you follow, like Impractical Jokers, they will just come up wWith more jokes
Mason (14)

Because | dm mor dmesnt dmfiwahebhbsngow, YeaoMmabe video ¢
abouffitnessand stéffan ad about fitness just comes upé | thi
Dina (16)

oStuff that youdve |liked, the algorithm, i.fo you I i

Georgia (17)

of [a videods] three minutes and you watch the fL
kind of thing and to obviously keep you on the app for lamgj&ryou like it or favourite it or share it or

sanet hing | i ke that, then it wildl think youdre int
algorithm is. o
Jamie (16)

Younger children also showed some awareness that platforms were recommending content based on their
previous activity

0So the app takes your data and uses it to suggest more things that you searched up. So if you search up, like
French fries, then you might come up with ads of
Arianna (10)

ol f you watch something, and you start watching i
recommending it to youébo
Shiv (11)

Yomi(11) had quite a detailediew on how different types of algorithms worked from research he had done
when he was trying to grow his online profibe YouTubelast year

0So Ti kTok shares your video with, I|like, a little

out more and they"'l| keep pushing and pushing and

the YouTube algorithm works. Basice, YouTube al gorithm is random, t
i

zero views like one month, but then three monthssiyendketed o 6  mi | |
Yomi (11)

on because, |

Some of the children reflected that they liked algorithmically driven fgbdy preferred their feeds being
filled with content they liked othat was relevant to thento receiving random content.

ol f | repost an Oasis video, it's gonna keep popp
keep watching TikTék b ec au s e i tlikekyousevgsnnayustkeep staging on TikTok. Then
thereol |l be more people on TikTok

Joey (14)
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ol think [YouTube] matches the type of stuff thatd likd u t at thel same time, it could just be

somet hing super random ¥ ®Bwdadokerall, |1 would say
Isaac (14)
o tni@esthat you can watch somethingfum t 6 s everything that you | i ke
Shiv (11)

Some children encountered inappropriate content they could not always explain

While many children enjoyed the sense of personalisati@y experienced oitheir recommenderfeeds, not
everything they wereshownfit with their expectationsIn some cases, children were served content they
hadndét &andwere riotalivays sure why

Therewere a few examplesf children particularly miekeento-older boys havingencounteredcontent they
di dndét | i k evyolemt@r disturbindy or segually inapprapriat€hey terded to be less sure of why
this type of content appeared on their feed®metimeshypothesising thathe content moderationon the
platforms they were usinpay have changedr glitched.

0l think TikTokd&s moder at i ng @segaideonand figoe likeehaww | v we i

didthibypass €é |1 i ke somet i me &aworan 8itling thdreswith herdodobsowt.r ol | i
€ and Instagram, therebds barely acaycrashqudteghtant i on &
front of you é. Bme , Il dlbe ot Omemdtd yal enowftl abeseabo
Sean (16)

oMyl n st angessadmfike thefedils |j ust weird stuff, bad recommen
é 1ol b e samjusitrying tovgatchanordialebshardrihei@ijust comes ¥ like someone

having very bad injuriesa@ditn ot censor ed atd&caringypé dlio ndBotn 6lti kken osw uv
t hat . Stuff you wouldndt want children to see. 6
Umar (15)

0St r a n g e where TilkToksfor ome reasongliidelines just stafhey became unrestricted and

people were just posting explicitéstuffA | | sorts of things, women, sex,
just found weird because | i ke there are kids on t
Jamie (16)

Childrenwho reported coming across such matersdemed less clear abouthy it appeared on their feeds

thanwhenthey were when talking about contentthey likéd hi ngs t hey deemeldey6f unnyad
did not always relate this type of content to tmevider algorithm, seeing it as more random or sporadic

content that appeared on their feegseemingly without explanation.

For good or bad, recommender feeds are playing a r

All children were using at least one social media platform with a feed that was algorithmioagtyd and
many were using severdlhese recommender feeds played a significant role in shapingothigie
experiences, but they also sometimes intersected with tloéflinelives.

The connection between the content children engagéth online and theirealworld is complexand
nuancedThisst udy di estalilish xauseamdeffact relationshigpetween the twod due to the
multiplex variablegfluencing bothHowever, across the sampleesearchers observed multiple examples of
some level of interaction between the content children saw online ani tiehavioursbeyond the screen



Umar (15)

Umar had recently become more interested in fitness and going to the gym, with his TikTok feed
showing more gym-related content. Among the videos he watched, one figure stood out — David
Goggins, an ex-Navy SEAL and motivational fitness influencer known for promoting extreme
discipline and mental toughness.

“It started with just regular gym videos ... I'd watch them just for motivation, like
someone talking, explaining how to get better. Then David Goggins came up a
lot, so [ started watching more videos about him.”

Umar went on to buy Goggins' book, Can't Hurt Me, after seeing it advertised on TikTok. The
content he'd seen, along with the book, seemed to have influenced his routines and outlook.

“If you read the book and watch his videos, you realise all the stuff he's done. It’s
inspiring ... That’s why | got the book — it’s helped me lose weight and stuff as
well. I've lost a few kilos in a month because of him. It helps motivate me to go
gym, | go and run sometimes now”

Now, Umar wakes up at 4am a few times a week to go for a run - something he never did before.
He credits the shift in both his mindset and behaviour at least in part to the content that started
appearing on his feed.

Isaac (14)

Isaac, who has ASD and OCD, was receiving some health-related content through his
recommender feeds. When asked about the types of videos he saw, Isaac described them as
“food reviews... sports and people playing games... mostly like food and stuff.”

His mum shared that beyond food, Isaac’s feed also included a lot of content and advertising
about health products - particularly skincare which she thought was “targeted at teenagers”. She
reflected that, due to Isaac’s autism, this type of content could have a heightened effect on him:

“Being autistic and just sort of having this hyper focus ... | do believe it's being
very much driven by social media and TikTok ... he loves to go on Amazon and
he just names these things out to me - products and very strange things I've never
heard of .”

She was in two minds about the effect of Isaac’s recommender feeds on his wider life. At the same
time, she had noticed positive shifts in Isaac’s behaviour, particularly around food and body image.
Isaac’s experience highlights how recommender feeds can surface content that resonates in both
helpful and challenging ways for children and their families. Isaac’s mum did not view this as
entirely positive or negative, but something she continued to observe as it seemed to intersect
with parts of Isaac’s everyday life.




Dina (16)

This year, Dina told researchers she had started going to the gym more — she wanted to lose
weight to be able to feel more confident wearing particular outfits in the summer, and because
she thought she wasn't at a healthy weight before.

Her growing interest in the gym was reflected in her Instagram and TikTok feeds, which showed
multiple videos of gym tips, healthy recipes, and weight loss stories. Dina reflected that this
content started appearing around six months ago, after she searched up gym content when first
started getting interested in fitness, and liked that it helped motivate her with her workouts.

“It’s my sixth month going to the gym now because before | wasn’t really at a
healthy weight. So now I’'m just trying to get to a healthy [HCI] weight for
summer, then | can dress better and just look better.”

“Most of my TikTok’s just fitness, like going to the gym and stuff...l like it
because it helps me get motivated.”

Dina’s interest in fitness went beyond social media, and she frequently sought advice from
ChatGPT about workout plans, weight loss tips and low-calorie recipes. One of the questions
she'd recently asked it was ‘Is it okay to do an exam then go to the gym straight away without
eating?’ Another was simply ‘Should | stop eating?’

Although Dina’s mum thought it was good that she was going to the gym to improve her health
and de-stress, she was concerned about the amount of fitness and beauty content Dina was
seeing on her social media feeds.

“My only concern [with social media] is that she will be constantly, like,
comparing herself to others in terms of body image...she started doing diets, and
she’s constantly picking up on her image, like she sees imperfections that | don’t
see or nobody else does, so it’s really affecting her offline as well.”

She was particularly concerned that Dina’s exposure to unrealistic body standards was affecting
her behaviour, and was keeping a close eye for signs of disordered eating.

“I have to step in so many times, and so does her father, because sometimes she
can, like, avoid eating because of that. And I’'m afraid that she might develop an
eating disorder or a mental health problem.”

These case studies each highlight f f er ent ways in which recommender
everyday live® whether through shaping routines, reinforcing interests, or introducing new idaasahat

was consistent across the sample was that children rarely reflected on why they were being shown particular
content, or that it was being shaped by systems theydwmtsentedto. As children continue to grow, and as

their interests and identities develop, it will be important to understand how their relationships with these
systemsevolve too.
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Conclusion

Childrends digital experiences are not shaped by a si
relationships, family contexpersonal motivationsall playing out across a terrain of platform desighis

secondyearof research builds on the first by showing hawh i | dnlire fiveéssvolve with sometimes

increasing complexitgs they grow u affecting their relationships withersonal data.

Social factors remain central. Childrends relationshi
sharewhereewhen and with whom. Whether itds a new friendsh

moments influence the visibility of their lives online. For some, sharing location or posting online is a sign of
connection; for others, turning off features @ way to regain control. These behaviours are radklyen by
datarelated concern$ rather, they aremanifestation®f changig relationships.

At the same ti me, asthéeylgraw upEadisg npmey, building a peldic psesence, or
exploring future aspirations all introduce new motivations to engage with digital platforms. For some, data
becomes a tool not just to access services, but to promote themselves, gain recognition, or eaneifor
many children, the opportunity to earn or gamoney or status seems toutweigh any concern for thdata
they may be exchanging along the way.

Parents continue to play a significantroler e r 't hei r ¢ halthodgh theirinBuendesatsachdndgey e s
over time. Many are adapting their approaches as children get éldemeare stepping backyhilst others

are leaning on technology like smart devices to maintain overséghthildren grow upthe increasing

presence of monitoring tools and featuresuld makedigital oversight feel like a standard part of family life
Conversations about privacy typically happen in response to safety concerns rather than out of an awareness
of rights. Data sharing between parents and children increasingly reflects the broader tension between trust,
protection and autonomy.

Critically, this research highlights the ongoing misn
environments and the opportunities available to them to meaningfully engage. Children want to be on the

platforms where their friends are, and where thebcial lives, entertainment, and growing interests unfold.

But the design of these platforms makes participation easy and questioning difficult. Privacy settings, age

assurance tools, and data policies are often hidden, confusing, or too easily bypassadst children,

agreeing to share dadiat diss njouts ta tchoen spcriiocues odfe cpiasritoinci p a
spaces theyor e enc,balhrbythedr dwnimotivaion and designi me i n

Across all of this, what becomes clear is tlitas not realistic to expect childreto meaningfully engage with
their personal data and their data righfBheir chdces are shaped more by social needs and platform
incentives than by a clear understanding of rights or consequeAsgsatforms continue to evolve alongside
their users,the meaningful protection of childréns d a tnacessitatgstdesign that prioritises the realities
of childrends | ives, over access and engagement
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Future areas of research

This report summarises the findings of teecondyearo f Chi | dr e rfChs | Oa teconiitsietal @ s/ .e s
increasingly play out online rapidly evolving digitédndscapes. Over futurgears this research project will

aimto return to many of the same children to explore hatvesechanges play oun terms of their

relationship with data

These areas could include:

f How do changes in chil das¢ey@ow upbDoeschanging relationshipe t o p |
affects who they share their information with, and how? How do parents and children navigate the
shifting digital boundaries and parental oversight as they grow up? How do children navigate earning
and managing money and doeaffect how they feel about their data?

1 What do children and their parents know aboft, how are they using it, what do they think about
the data sharing implications, wheattuallyare the implications, where does it become a risk factor?

1 How does the evolutiorof technology affect the ways children grow up and paremtgigatehaving
oversightRelatedly, how do children feel about being monitored by their parents through new
devices, and more generallf@w do these dynamics change as children get older?

91 Do childrenever consider surveillance or monitoring bgople outside their families, in more public
settingsor at school For example facial recognition technolagggurity camerajiometric systems.
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Annex 1. Respondent summaries

This annex contains summaries of all the children interviewed in wave 1.

It provides an introduction to each child, and includes icons illustrating:

1 What devices each child has access to.
1 What platforms they use

PAGEA7 OF 66

Below is a key to illustrate shared devices, parental controls, and the level of privacg éachl d 6 s s o c i
account was set to.

N.B. Snapchat and YouTube here nuanced settings for altering leyeisady andre therefore not marked as
private or public.

Shared device / account

Own device / account

Private account

Public account

Parental controls

Device owned or accessed by parents

al

m
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Gwen, 8, C1, Wales

o P20

Gwen is dively, chatty 8yearold from Caerphilly
whosplisher ti me bet ween h
housesShé s al ways busy, t a
cheerleading, football, dodgeball, gymnastics,
swimmingandmusical theatre

G w e rugeof technology is heavily controlled by
her mum. She uses her mum's phone, her mum's
laptops, and their smart TV, always with her mum'’g
supervision. At her dad's she has a Nintendo switc
and an iPad, which she mostly uses for games and
for messagingdr mum Gwen's mum has a lot of
parental controls in place, mostly using Google
Family Link, which links all their accounts across different devices and platforms. She uses it toitémitkt

content andstop Gwen from downloading any apps or bogianything online without hgrermission She got
this within the last year when Gwen first started watching YouTube

Rose, 8, C1, East of England

Rose |ives with her mum,
boyfriend.She enjoys school, playing with her friends
at lunchtime, art and putting on play®he stays with
her dad every other weekendder mum is not keen
on letting her spend more time online, with her digital
life currently consisting ofising the TV after school
and a tablet she shares with her younger brother.

her mu moa

The shared tablet is mostly for gaming and watching
videos on YouTube Kids. Her mum finds getting Ros¢
and her brother to stop using the tablet hard once
theydve started. Occasi o
Kids to try and encourage Rose to do other things. ™
Rosehasralownl oaded YouTube and set up another account t
videos on YouTube Kidsatb e o0babyi shdé. Her mum prefers they only w
dad lets them watch unrestricted YouTube wh#rey stay with him.

U Tube
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Leesha, 9, D, North West

0QO0ALEe Lt/

Leesha lives with her parents and is

the el dest of three, wit
has set screen time limits on all her devices, but when
they run out, she usually ends up watchimuTube or
Netflix on the Smart TV in the living room.

Last year, Leesha was doing a lot of online shopping o
Temu and regularly played the games in the app to win
coupons and vouchers. This year, she is playing the g
on Temu a bit less, but still regularly scrolls through the
app and asks her mum for newings. She also receives
lot of in game advertising on other games she plays an
often incentivised to watch an ad to receive in game
currency or bonus points.

Leeshad

This year, Leesha has started her own YouTube channel. Her mum allows Leesha to use her own account, and
to have a public profile, as long as she does not use her real name, or show her face on the channel. Her mum

also has a public TikTok accountwhereshpost s 6tr avel editsd and other | i
her 6000 TikTok followers.
Jordan, 9, C1, London
o@( A0 .&"
A — & Caa
Jorcan lives with his 1-yearold brother and mum in
London. Jordand6s parent g ago,
which means he and his brother spend two days out
the week at their dadds Dstly
spends time with friends at school and with his sims
via gaming.
Jordan doesnd6t have a wi He has

a group of school friends, who he only sees during th
school day. He has, however, made some friends on
Roblox and Fortnitewho he regularly games and cha
with. Some of these friends are people he has never
met offline When askedJordans ai d heds
confidentthey are all children because their voices
soundchildike.

He plays Fortnite and Roblox from the time he gets home from school at 3pm to around 8pm. These games

have time limits on thepso they automatically get shut off, however he is still able to access Grand Theft

Auto, which he continuet o pl ay i f his mum doesndt catch him.
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Arianna, 10, C1, Midlands

@ <%, 2

Arianna'’s life revolves around gaming. 8as
two good friends in real life and her boyfriend, al_
of whom she goes to school with, but the only
time she spends with them outside of school is
online, gaming.

N1
s

She lives with her mum, dad, and younger siste
The main device she uses is her iPad (average
screen time 5 hours a day), but she also uses th
shared smart TV to watch YouTube and go on
the PlayStation.

Arianna mostly plays Roblox on her iRdnlit also

Minecraft and call of duty on her PlayStation, although Roblox is her favectuse it's the onlgne she
plays online with friendsShe is quite cautious of what she shares onfirsbehas 22 friends on Roblox and all
but two of themare friends she's met in real life, although her best frieradgisl she met on Roblox. Her
mum has put irpplacemore controlson her tablet than lasyear, monitoring her screen time and what she
goes on, and also hagdd to implement some screen time limits.

Liam, 10, B, Scotland

> ROUN )

Liamnow lives in his new house with his parents and
older sister. He has a busy schedwléth after school
activitiesincludingplaying football and being on the
school quiz teanHis favourite thing to do is play on
his Xbox. He mostly is still playirigprtnite, although
there are a few new games that@doeen enjoying
with friends recently.

Lian® dad hagecentlysetup parental controlswhich
involves screentime limits on his phone and Xbox (2
hours on each per day) and then no screentime afte
10pm. He has to ask permission to download games
that are rated 12+. Liam hagscently been allowed to
downloadTikTok and Netflix after pestering his parentsamhas started posting ohis privateTikTok, most
of his content are edits he makes using old family photos and songs on CapCut.

Liam and his sister hawasorecently started to be allowed to walk home from schpaking Family36@hich
shares their live locations at diines
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Margot, 10, C1, Scotland

o@

Margot lives with her family inlarge,comfortable flat
directly across the road fronmer schoo] providingher
with a strong sense afonnection to herlocal
community. Now in Primary 6, shesesa schoolissued
iPadthat teachers can monitor and restriefpps like
Robloxbut she is unclear about how this workider
parentshavechosen todelay giving Margot a
smartphoneuntis heds ol der, whi ¢
school a n d localoantismariphang 6 s
campaign

As Margot grows up, shebo dence
and has started going on local walks with friends. As &

compromise to help keep her safe, her parents have given her a trackable digital watch that also allows calls.

Mar got wuses her dadds YouTu,dike&ea yoongengiblinhectause¢had of Yo u T
family only found out about YouTube Kids after Margot

Amy, 11, D/E, London

Q@ 2@

Amy lives in London with her parents and three

brothers. She has a range of creative hobbies and
likes spends time gaming or watching movies with h
siblings.

Amyds parents | imit dev
certain times during the weel&e isonly alloweda
smartphoneonce shestarts secondary school.

Amy has a tablet she uses to play games and likes
playing Roblox. Amy has two Roblox accounts in ca
one of her accounts gets blocked or reported, which
she thinks can happen frequently. o bl ox, she i sndt sure what age she i
something around 1980.

{
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Farah, 11, C2, Midlands

- ¥8Y Tl = e Y N

Farahds household is bu
dad, grandma, grandad, two sisters, brother, auntie,
and a handful of cousins wlaoe staying with them for
a while.Farah has an iPad, which she uses most da
after school. She mostly watches YouTube and play
free games lik@8lockBast

Farah said that she often sees ads she finds

inappropriate for children in free games liBéock
Blast The worst ones, she explained, were for chatb
apps with o0fake gishel fri
described the ads as 0di

Farah is starting secondary school next year. Her m
might give her an old phone when she starts school so that she can keep in touch while travelling to and from
school on her own. Farah said she wondt need parent al
as her mumds p hdetils. Shewipdcts to atartlwatehihg Tik'Eok and possibly get Snapchat

when she gets her own phone.

Farahds friendship triad

Farahand hercousirs Meera,12, Shamimal0, and Mariam, 7, as well as her younger brother Rdfiave all

been playingRoblosince they were 85 years old. Their mum said they were recently banned from the game

after hearing a story about someone in their community who shared their addre$®bioxand then

someone came to their house to kidnap theBespite the ban, the children seemed very clued up on new

devel opments in the game, suggesting they may have foun
knowledge The childrenalsosaid theyregularly lie about their age to access games or apps restricted to older

users For example, Rafi and Maria both said they do thifRobloxo play horror gamesMeera has Snapchat

and TikTok, and says that she had to lie about her age to be able to access these apps, since all her new friends

in secondary school already had them.

All of the cousins communicate online via an app callesTalk Kidk this app, children can send messages,
pictures, video chat, and call each other, both privately and in group chats. The app is designed for kids, with
various safety measures in plae®wever,the children have found way toset up a new PIN thatlo e s n & t
require parental approvaand bypasses the need for their parents to check who adds them on the app
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Yomi, 11, C2, Scotland

0@ ER NN -

Yomilives with hisamily in a small flahaving movedrom
Nigeria to Scotlandwo yearsaga Compared to last year,
Yomi appears more settled socially and academically, with
closeknit group of friends whda¢
homes.

ach ot

Yomi is bright andiemonstrates a sophisticated understanding i
algorithms and data, such lasw personalised content and
advertisements workiHe wants to be a space engineer when he |
grows up His screentime averages 5 hours and 40 minutes
daily, primarily on YouTube and Roblox, where his registere
age is older than his actual agast year, Yomi was posting
gaming review videos on YouTube hehas since stoppedie also hasn ageestricted Netflix profileon

the TV he shares with the rest of the fagwhichhe bypasses by streamirgstricted content, such as Squid

Game, on a website which frequently advertisee at he ref erpppdél t o as O6sketchy

e -

Shiv, 11, D, South East

QL0004 . N9

Shiv lives with his parents, younger sister and

younger brother. He is very into his technology,
currently developing a game with his cousin, and
playing sports.

His main devices are his computer and
smartphone. Shiv goes on his computer for
gaming, homework and YouTube, and mostly usg
his phone for TikTok, Whatsap@apchat and
Block BlastHe posts gaming videos on TikTok fo

more than 1,000 follo il es
are set up with his mu ) o |

and his uncle downloaded an ad blocker on his computer so he never sees adverts online.

Shiv is cautious about his online |ife and would neve

being hacked or getting a virus. Shiv also understands cookies and how websites would recommend content
based on what he watches, but also thougteth compani es will sell your dat a
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Madiha, 12, C2, Midlands

- I Fat EEYY KN |

Madiha, 12, lives with her parents, two older sibling
and her b rThisyea, Mddiba started e .
secondary schooBhe is dropped off by her parents an
doesndt spend much ti me
parents havenot felt the
However, Madiha is excited to get one at some point i
the future.When she does, her parents have suggest
they will start tracking her location as a safety
precaution.

e

As was the case last year, her auntiwho both
work in social and youth work settingprovide the
most oversight of her devices and online activity.
They use an app call€ustodiowvhich allows them tamplement time limits, restrict apps, and monitor
activity,

Madi ha does have a Snapchat account, which she
what she does and who she speaksH&r main online activities are playiRgbloxand watching YouTube.

her

yet .

only u

Both herRobloxand YouTube accounts were set up with 2005 as the birth year. When asked why, she said it
was random and that she didndt know how it happened.

Daniel, 12, A/B, London

o EQ NN SN

Daniel livedn an affluent area in Londawith his
parents and his older sister, who is 8 years older than him g
currently at university. His parents are cautious with Daniel,
giving him only a small amount of pocket money and closel
monitoring and limiting his screen time and gaming.

Daniel has not been allowed to register for any social medi
accounts apart from YouTube, which he mainggsto watch
gaming videos. Daniel is looking forward to joining group
chats on social media with his friends when he turns 13.

On his phone, Daniel sets every app to restrict his location t
6only while usingd6 or O6neverd. The only app he

const a

that he allowed that app to have his location, as it would alert him to when he was close to different Pokémon,

encouraging him to launch the afipcollect them.
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Leandra, 13, E, Wales

00Ce 1

Leandr@ s f asylum claiénh svas granted towards the| -
end oflast year, and they will likely move house sdbn
although they are unsure where.

Shehas the same phone as during wave one, which sh
mainly uses for watching YouTube shorts of malgeand
nail art,messaginger friendson Snapchator playing
BlockBlast. She's still not allowed TikTok.

All her accounts are private 'to keep her safapart
from her Snaphat which she doesn't know how to
change. This means she gets added by random accour,
when her account comes up on the ‘quick add' function’
Her Snapchatis alsoseit wo years ol der than her, but she doesndt

She recognises that her YouTube Shorts are based on things she's interesteitlirshe assumeis shaped

by things she's liked or searched fdike 'clean girl makep' or 'nail art'. Her Shein 'home page' is similarly full
of makeup, nail, and hair accessorieBut here she assumes the feed is random and everyone gets the same
feed.

Liv, 13, C1, Northern Ireland

- ¥aY JJOIL 5. @

Liv lives in Northern Ireland with her foster parents, with whom she has a very positive relationship. She has
been in care since infancy and has lived in eight different foster homes over the course of her life. Her current
foster mum was previously heosial worker and stepped in to foster Liv after difficulties in her last

placement. Liv sees her biological mother and grandmother once a month, and her biological brothers a few
times a year.

Liv spends most of her online time on her phone. She uses Snapchat to stay in touch with friends and often

creates new private stories to control who sees what she shares. She also runs a public TikTok account where

she posts edits, photos, and videos efself. While she has received messages from people she suspects are

older men(and has blocked them jphe chooses not to make her account privatei v. per cei ves t hat
normal for children her age to hawepublic TikTok andhe sees it aa way to nake new friends locally. Liv is

quite aware of online safety, having had many conversations with her social workers. Before being allowed a

phone, she had to study for and pass an online safety test.
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Murray, 13, B, Scotland

Murray lives with his mum, dad, and younger brother.
He still does not go to school and has been
homeschooled for just over a year nowhe last six
months has involved lot of instability- his mum
spenta period of time inprisonandi e 8s b een
struggling with his mental health asln&stransitioned
between ADHD medications.

He still spendsnajority of his sparg¢ime on his
Oculusplaying Gorilla Tag. He's become more
interested in 'modding’ gamesais learning how to

set up macros on his new PG~or example, he modifies his PC games so that he continues gaining experience

points (XP) in thebackgroud,ev e n wh i | e, alloveng kim ta grégessipthe gamegaster.

Murray posts TikTok videos of himself playi@grilla Tagnd believes his account should be pubtleerwise
t her eds himgod ido conhect withother players. A few months ago, he also started streaming

GorillaTagi a Ti kTok Live, earning around A200 from viewer

bringinginroughllper mont h. Heds spent moGarilla dagtreamers anthann e y
gaming equipment.

Isaac, 14, D/E, South East
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Isaac lives with his mum and older brother. Isaac

h a d goteto school for the last four years of
primary school as his autism and OCD made
mainstream education too challenging for hite

now goes to an independent school for children with
SENDand his mum say®e is the happiest he's ever
been.
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Isaac spends lot of time gaming online. His two older

brothers set him upvhen he was younger, an@h
now games for at least 4 hours each evenifg has a
headset with a mic so he can talik other people
who are playing the gaméde says they arenostly
talking about the gammather than making friends
However, ke has made some friends onljrane of themis the same age and Isaac would describe them as
being 6best friendsao.

Isaac has fairly low screentime (30mir&shours per dayand chooses not to takéis phoneto school with

himl saacds mum t hiinfluescedshonctd ba morenegptbiatary with tes diet, eating a wider
range of foods thahe would never have tried previously, but also made him obsessive about certain things,
like skincare.
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