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	1
	Context

	1.1
	The Prime Minister, Secretary of State Children Schools and Families and Secretary of State Culture Media and Sport announced on 6 September 2007 that Dr Tanya Byron, consultant clinical psychologist, would conduct an independent review of the risks to children from exposure to potentially harmful or inappropriate material on the internet and in video games. 

The objectives of the review are:

To undertake a review of the evidence on risks to children’s safety and wellbeing of exposure to potentially harmful or inappropriate material on the internet and in video games.
 
To assess the effectiveness and adequacy of existing measures to help prevent children from being exposed to such material and help parents understand and manage the risks of access to inappropriate content, and to make recommendations for improvements or additional action. 

Further details are available at: 
www.dcsf.gov.uk/byronreview
The review will conclude with a report to the Secretaries of State at the end of March 2008. Dr Tanya Byron will be supported by a team of officials from the Departments for Children Schools and Families and Culture, Media and Sport. 
 
This call for evidence has been launched to gather information and advice from the widest possible range of people involved with the issues of the review. It is open to any interested person.  Responses will be received and considered directly by the Review team and should not assume knowledge of any prior positions established in correspondence with the Departments. Details on how to submit your responses and views can be found later in this document. The Review will also be launching targeted consultation activity on these issues for children and young people (see www.dcsf.gov.uk/byronreview for further information). 

	2
	Introduction

	2.1
	Children and young people are at the heart of this review. Video games and the internet are an established part of most children and young people’s lives, providing huge benefits and opportunities but also presenting potential risks. The Review’s starting point is that risks are a reality of life and that it is important that children and young people learn to understand, assess and manage risks as part of growing up. Nevertheless, some levels of risk may simply be unacceptable and the Review will explore how we can promote shared responsibility for the safety and wellbeing of children and young people.

Play and exploration are essential to healthy child development and positive childhood experiences, and rapidly changing technologies mean new and exciting play and learning opportunities are now available to our children. To make sure that playing video games is healthy, happy and fun, we need to check that games are suitable for the children who play them. This Review will look at video games in all their forms: hard copy, download and played online. 

The Review will also be looking more widely at material and experiences available to children on the internet. The internet is a global community that is expanding at a phenomenal and exhilarating pace and with ever-changing ways of accessing it, including through new mobile technologies. Like the front door of a house, the internet is a portal to the community beyond. And while going online can offer children many new and positive experiences, they need to be prepared for what they might find on the web and helped to enjoy it and benefit from it safely. Just as we show our children how to use the local shop by walking the route with them, teaching them how to cross the road and how to spot potential danger, so we need to show them how to find their way safely and confidently around the internet.  But we also need to feel confident that this virtual community has its own system of rules, safety checks and local people who care about protecting our children just as much as we hope those outside our front door do. 

Throughout the review process we will seek to balance the value of qualitative and quantitative evidence with the views and experiences of all those who are affected by the issues under consideration.  Everyone can contribute and the Review team has no doubt that strong opinions will be expressed alongside facts and evidence. The views, attitudes and beliefs we will hear have a significant role to play in our assessment and analysis because of the crucial role they will play shaping the social and cultural context of our work and recommendations. 

Key questions for the review are: 

· What are the benefits and opportunities that new technologies offer for children, young people, their families, society and the economy? 

· What are the potential or actual risks to children’s safety and wellbeing of going online and playing video games and how do children, young people and parents feel about those risks? 

· To what extent do children, young people and parents understand and manage those risks and how can they be supported to do so?  

· What, if anything, could be changed in order to help children, young people and parents manage the potential or actual risks of going online or playing video games, and what are the pros and cons of different approaches? 

Over the course of the Review the team will consider views gathered from a wide range of stakeholders: parents, children and young people (0-18); those involved in the welfare, education and safety of children; the academic and research community; the video gaming industry; gamers; the internet industry (producers, content aggregators, web hosts, internet service providers, search and navigation providers, consumer device manufacturers and retailers and the representative bodies of these groups); advertising and retail bodies; government agencies; other statutory and non-statutory public bodies and third sector organisations.  

This Review will consider all potentially harmful or inappropriate material that children and young people might access or experience online or in video games. The Review will not tackle the existence of illegal content or activity online given that there is legislation and enforcement activity in place to address this – for example: online grooming of children, the creation and distribution of abusive images of children, under-age online gambling or content that incites racial or religious hatred. Nevertheless, the recommendations of the Review will no doubt be relevant to protecting children and young people from such illegal content and activity, because the primary objective of the Review is to help children, young people and parents understand, assess and manage the potential risks of going online and playing video games.  The Review will also need to take into account the emergence of new ways of accessing the internet and video games such as mobile technology to ensure that the analysis and recommendations remain relevant in the future.  

This Review will not cover television content as there is already extensive statutory regulation in this area, but the team welcomes any contributions on this or other areas where there may be lessons, examples or comparative approaches which would deepen our understanding of the issues. 

We welcome all feedback and opinions and would encourage any person with views relating to this review to participate. Respondents do not need to answer all of the questions. This call for evidence closes at 5pm on Friday 30 November.  In addition to this call for evidence, the Review will also be launching targeted consultation activities for children and young people. 

	3
	CALL FOR EVIDENCE

	3.1
	This document sets out some key questions on which the Review Team would particularly welcome responses. The objectives for this Call for Evidence and other consultation activity that the Review will undertake are to: 

· Gather a range of opinions from children, young people, parents, people who work with children and young people to ensure their welfare, safety and education and all those with knowledge of the video gaming and internet industries; 

· Highlight issues on which the Review should focus its attention, shaping the direction that the Review takes over the forthcoming months; 

· Gather evidence that the Review Team can use to develop its analysis, helping the team to make the most of existing research and minimise duplication. 

There are three sections:

1. Video Gaming

2. The Internet

3. General comments

The sections are organised under four key themes, as follows:

• Benefits and opportunities

• Understanding the potential risks

• Helping children, young people and parents manage the risks

• Need and potential for improvement and change

This call for evidence closes at 5pm on Friday 30 November.  For details of how to respond see section 4, below. 

 

	3.2
	Section One: VIDEO GAMING
The increasing sophistication of video game technology, the availability of video games for download online as well as on the high street and the emergence of interactive, online gaming, all bring new opportunities and potential for children’s learning, enjoyment and development. They also could present new potential risks for children and young people, which need to be understood and, as necessary, managed.

Video games can be accessed and played in different ways: hard copy games (e.g. those bought from a shop; borrowed from a friend); games downloaded from the internet; games played on the internet with others across the world.  All questions below relate to all of these ways of playing video games.

Benefits and opportunities

Video games offer our children valuable play and learning opportunities. They are generated by a highly creative and successful industry in the UK and internationally. 

1. What are the benefits of video games to a) children and young people, b) society, c) the economy?
For example: what evidence is there of children and young people’s enjoyment of video games and their role in enhancing their development (e.g. cognitively, emotionally, socially and economically etc.)? 

2. What are the opportunities presented by video games to a) children and young people, b) society, c) the economy?
For example: in what ways can video and online games be used to support children’s learning and development in the future? 

	3.3
	Understanding the potential risks
Children and young people playing video games, individually or with others may have experiences that challenge or unsettle them or be affected in other ways. Understanding, assessing and managing risks are essential life skills that can mediate and enhance the impact of such experiences. 

3. What are the potential and actual risks to children and young people who engage with video games and how should the Review approach defining and measuring the risks?  
For example: what evidence is there of the impact on children and young people’s emotional and social development and their behaviour from playing video games? 

Risk can mean many things to many people (e.g. is it harm or is it offence?) We would welcome evidence, views and experiences on useful ways of classifying risks, for example in relation to a child’s age, stage of development or experience.  

4. What do a) children and young people and b) parents know already about the potential and actual risks of playing video games?
For example: what are the experiences of children, young people and parents of the potential risks of video gaming?

5. What do a) children and young people and b) parents think and feel about the potential and actual risks of playing video games?
For example: are children, young people and parents concerned or indifferent about the potential or actual risks that may come from playing video games?

	3.4
	Helping children, young people and parents manage risks
Children, young people and parents will probably use a range of techniques to manage the potential risks of video gaming. These might include using the mechanisms that are in place to help manage the access that children and young people have to video games in the first place. This is largely based on an age-rating system which is partly voluntary and partly required by law. Given the availability of games online (both to down load or play with the involvement of others across the world) other mechanisms used to protect children and young people on the internet are also likely to be relevant to video gaming. 

6. What are the range of mechanisms that exist to help children, young people and parents manage the potential or actual risks of playing a) hard copy video games b) games downloaded from the internet c) games played on line? 
For example: classification systems; internet filtering of inappropriate content; kitemarks etc.  

7. To what extent do a) children and young people and b) parents understand and use the video games age classification system and/or other descriptions of content?
For example, do they understand the meaning of letters, numbers and symbols on game packaging and are they able to judge the content of online games before playing them?

8. In what other ways do a) children and young people and b) parents seek to manage perceived risks of video gaming and how do they feel about their ability to do so? 
For example, playing together, taking an interest (“shoulder surfing”), time limited play, restricted access, filtering, open discussion etc.
 
9. How well do these different approaches and mechanisms work? 
For example, do they give children, young people and parents the confidence and ability to manage risks and get the most out of video games and online gaming? 

10. What roles do the retail and advertising sectors play in supporting children, young people and parents to manage potential and actual risks in playing video games?
For example: how are games marketed and sold to children and young people, etc?

11. What opportunities exist for children, young people and parents to learn about safe, responsible and fulfilling video game playing – and do they help?
For example: is there access to learning opportunities at home, with the family, in schools and colleges or provided by the video gaming and internet industries?

	3.5
	Need and potential for improvement and change

The review needs to understand the full range of views on how systems could be developed to increase the ability of children, young people and parents to manage the potential and actual risks of video gaming, where necessary.  The review is also keen to understand the potential contribution of new developments in technology to this.

12. What, if anything, could be changed in order to help children, young people and parents manage the potential or actual risks of playing a) hard copy video games b) games downloaded from the internet c) games played on line, and what are the pros and cons of different approaches?
For example: in terms of knowledge and awareness; physical and virtual safety mechanisms; and reduction or enhancement of regulatory systems etc

13. What are the emerging opportunities for developing other ways of supporting children, young people and parents?
For example, what developments in soft or hardware might benefit children, young people and parents in managing the potential or actual risks, especially as they ways in which they use technology change. 

	3.6
	Section Two: THE INTERNET
Benefits and opportunities

There is no doubt that the internet has already brought a huge range of benefits – it has changed the way we communicate at every level and has opened up new worlds of possibilities for us as individuals and societies.

14. What are the benefits of the internet to a) children and young people, b) society, c) the economy?
For example, what evidence is there of the learning and developmental benefits for children and young people and the role of the internet in enabling them to reach their full potential? 

15. What are the opportunities presented by the internet for a) children and young people, b) society, c) the economy? 
For example, how might the internet be used to support children’s learning and development in the future? 

	3.7
	Understanding the potential risks

Realising the full benefits of engagement with any community relies on being able to understand, assess and manage the risks as well as the opportunities that being part of community presents.  Most children and young people will engage with the internet either individually, with peers or with adults.  At times they may have experiences that challenge or unsettle them or which affect them in other ways. Understanding, assessing and managing risks are essential life skills that can mediate and enhance the impact of such experiences. 

16. What are the potential and actual risks to children and young people who use the internet and how should the Review approach defining and measuring those risks?  
For example, what evidence is there that the things children and young people see or experience online can have a have a negative impact on their emotional and social development or their behaviour? 

Risk can mean many things to many people (e.g. is it harm or is it offence?) We would welcome evidence, views and experiences on useful ways of classifying risks, for example in relation to a child’s age, stage of development or experience.  
 
17. What do a) children and young people and b) parents already know about the potential and actual risks of using the internet?
For example: what are the experiences of children, young people and parents of the risks of going online?

18. What do a) children and young people and b) parents think and feel about the potential and actual risks of using the internet?
For example: are children, young people and parents concerned or indifferent about the potential or actual risks that may come from going online?

	3.8
	Helping children, young people and parents manage risks 

At present a range of mechanisms are in place to help manage the access that children have to content and experiences on the internet. There is a framework in place that defines illegal content. Other mechanisms exist across all parts of the internet, from content producer through to end consumer, that can help children, young people and parents manage risks 

19. What are the range of mechanisms that exist to help children, young people and parents manage the potential or actual risks of engaging with the internet? 
For example: content labelling and filtering; user community agreements and acceptable use policies; take down policies; demonstrating and rewarding positive community behaviour; moderation, kitemarking or age-related classification systems etc. 

20. Are children, young people and parents aware of the tools available and to what extent do they use them? 
For example, what data is there of access to and use of different tools (e.g. reported complaints, software sales) and what evidence is there of user satisfaction with those tools?

21. In what other ways do a) children and young people and b) parents seek to manage the perceived risks of using the internet and how do they feel about their ability to do so? 
For example, using filtering systems or other technology, taking part, monitoring, supervising (“shoulder surfing”); restricting access in other ways; open discussion about online activity and experiences. 

22. How well do these different approaches and mechanisms work? 
For example, what evidence is there of user satisfaction with the different approaches and do they give children, young people and parents the confidence and ability to manage risks and get the most out of using the internet? 

23. What roles do the retail and advertising sectors play in child safety online?
For example: how is the internet and means of accessing it marketed and sold to children and young people and what role does online advertising play?

24. What opportunities exist for children, young people and parents to learn about safe, responsible and fulfilling internet use – and do they help?
For example: is there access to learning opportunities at home, with the family, in schools and colleges or provided by industry? 

	3.9
	Need and potential for improvement and change

The review needs to understand the full range of views on how the system could be developed to increase the ability of children, young people and parents to manage the potential and actual risks of engagement with the internet while maintaining and enhancing its opportunities and benefits.  The review is also keen to understand the potential contribution of new developments in technology to this.

25. What, if anything, needs to be changed in order to help children, young people and parents manage the potential or actual risks of going on line and what are the pros and cons of different approaches?
For example: in terms of knowledge and awareness; physical and virtual safety mechanisms; and reduction or enhancement of regulatory systems etc 

26. What are the emerging opportunities for developing other ways of supporting children, young people and parents?
For example, what developments in soft or hardware might benefit children, young people and parents in managing the potential or actual risks of going online as the way they use technology changes? 

	3.10
	Section Three: GENERAL
A key challenge for the Review will be to make recommendations which can keep pace with the emergence of new technologies, including the increasing diversity of ‘ways in’ to the internet through mobile technology.  

27. What impact will new ways of accessing media have on the questions being considered in this review? 
For example, the use of mobile phones or other technology to access games and the internet. 

	3.11
	The Review Team would welcome any other thoughts, comments and contributions to this Call for Evidence.

	4
	How To Respond

	4.1
	You can respond on-line at: www.dcsf.gov.uk/consultations
or in writing to: 
DCSF
Area 1A
Castleview House
Runcorn
Cheshire
WA7 2GJ

or by email to: evidence.byronreview@dcsf.gsi.gov.uk

	5
	Additional Copies

	5.1
	Additional copies are available electronically and can be downloaded from www.dcsf.gov.uk/consultations

	6
	Plans for making results public

	6.1
	This consultation will be used as evidence for the review, and will be published at the end of March 2008, on the DCSF website.


