The Good Play Guide Guide to
Children’s Digital Wellbeing

A Parent-Friendly Introduction
to Healthy Digital Childhoods

Digital technology is now part of everyday childhood.

Children use screens to learn, create, socialise, relax, communicate and play. For many families,
technology brings huge benefits. It helps children stay connected to friends and family, explore
interests, express themselves creatively and access opportunities that previous generations simply
did not have.

At the same time, many parents feel overwhelmed.

How much screen time is too much?

Which games are genuinely appropriate?

What makes one app better than another?

How do you balance online and offline life without constant conflict?

The problem is that not all digital experiences are equal.

Some digital products are carefully designed to support children’s creativity, learning, wellbeing and
healthy development. Others are designed primarily to maximise attention, time spent and spending.

That is why FUNdamentally Children and the Good Play Guide helped develop the Children’s Digital
Wellbeing Framework (CDWEF): an evidence-informed framework designed to help identify digital
experiences that genuinely support children to thrive.

This parent-friendly guide explains what healthy digital childhood looks like in practice and what
families should look for when choosing games, apps, platforms and online activities.

What Makes a Giood Digital Experience for Children?

The Children’s Digital Wellbeing Framework looks beyond whether a product is simply “safe enough”.
Instead, it asks whether digital experiences actively support children’s wellbeing and development.

Here are some of the most important things parents can look for:



1. Age—-Appropriate Design

Good digital products understand that children of different ages need different things.

A suitable experience for a teenager may not be appropriate for a six-year-old, even if both technically
meet legal age requirements.

Good products:

Match the child’s developmental stage
Use language children can understand
Avoid overwhelming younger users
Include clear boundaries and guidance
Support growing independence gradually

Be cautious of products that:

Push children towards older content quickly

Use social features unsuitable for younger children

Expect children to manage complex settings independently
Rely heavily on peer pressure or competition

2. Healthy Stopping Points

Some digital products are intentionally designed to make stopping difficult.

Features like autoplay, endless scrolling, constant notifications and daily streaks can encourage
children to stay engaged for longer than intended.

Good digital experiences:

e Include natural pauses or stopping points

e Make breaks feel acceptable

e Avoid punishing children for taking time away
e Encourage balanced use

Healthy products should fit around family life, not dominate it.

3. Creative and Active Engagement




Children generally benefit more from active digital engagement than passive consumption.
Good digital experiences encourage children to:

Create

Build
Problem-solve
Imagine
Experiment
Communicate
Collaborate
Think critically

Examples may include:

Creative building games

Coding activities

Digital storytelling

Animation tools

Music creation apps

Collaborative games

Educational experiences with meaningful interaction

Passive scrolling and repetitive reward-based activities should not become the dominant form of
digital engagement.

4. Emotional Wellbeing

Children’s emotional wellbeing matters online just as much as offline.
Good digital products avoid creating unnecessary stress, pressure or emotional dependency.
Healthy experiences:

Avoid manipulative design

Do not shame children for taking breaks

Support positive self-esteem

Encourage cooperation and empathy

Allow children to recover from mistakes

Avoid excessive pressure around performance or appearance

Be cautious of experiences that:

e Create anxiety about missing out
e Encourage constant comparison with others
e Rely heavily on popularity metrics



e Use pressure to encourage spending
e Make children feel responsible for keeping digital characters “happy”

S. Transparency Around Advertising and

Spending

Children are still developing critical thinking and commercial awareness.
Many younger children struggle to recognise when content is advertising.
Good digital products:

Clearly separate advertising from content
Explain purchases simply

Avoid hidden spending pressures

Do not encourage children to spend impulsively
Avoid manipulative “limited time” pressure tactics

Parents should be especially cautious about:

Loot boxes

Random reward purchases

Social pressure spending

Influencer marketing aimed at children

Games where progression depends heavily on payment

6. Safe Social Interaction

Online friendships and communities can be positive and meaningful parts of childhood.
However, children need support and safeguards while learning to navigate digital social spaces.

Good products:

Use privacy settings by default

Include easy blocking and reporting tools

Moderate harmful behaviour consistently

Help children understand respectful communication
Give parents clear information about social features

Children should never feel trapped in online spaces they cannot safely leave.



7. Supporting Offline Life

The best digital experiences do not try to replace childhood.
They complement it.
Healthy digital experiences often inspire:

Outdoor exploration
Physical activity

Creative projects
Conversation

Reading

Imaginative play

Shared family experiences
Learning beyond the screen

Technology works best when it becomes one valuable part of a varied and balanced life.

AI and Children:

What Parents Should Know

Artificial intelligence is increasingly appearing in children’s apps, games and learning tools.
Al can be useful when it supports creativity, learning and problem-solving.

However, children need particular protection around Al systems.

The Children’s Digital Wellbeing Framework recommends that Al systems for children should:

Clearly identify themselves as Al

Never pretend to be human

Avoid encouraging emotional dependency

Support thinking rather than replacing it

Encourage children to question and verify information
Include strong safeguards around distress or harmful content

Children should understand when they are interacting with Al and should never be encouraged to rely
on Al systems for emotional support in place of real-world relationships.



Practical Questions Parents Can Ask

When choosing digital products for children, it can help to ask:

Does this experience leave my child calm, engaged and fulfilled, or overstimulated and irritable?
Is my child creating something or simply consuming endlessly?

Does the product encourage breaks naturally?

Is it appropriate for my child’s developmental stage?

Does it support positive social interaction?

Is spending handled transparently?

Does it fit comfortably within a balanced family life?

Would | feel comfortable understanding how this product makes money?

No digital experience is perfect.
The goal is not perfection.

The goal is helping children build healthy habits, healthy relationships and healthy digital lives over
time.

About the Children’s Digital Wellbeing

Framework

The Children’s Digital Wellbeing Framework was developed through collaboration between experts in
child development, education, media, gaming, online safety and technology.

The framework recognises that children are growing up in a digital world and focuses on helping
industry create products that genuinely support children’s wellbeing rather than simply avoiding harm.

The Good Play Guide and FUNdamentally Children are working to help parents identify digital
experiences that meet these standards through future reviews and accreditation.

Our aim is simple:

To help families feel more confident choosing digital experiences that support children to learn, play,
connect and thrive as part of a healthy, balanced play diet.



