At National Online Safety, we believe in empowering parents, carers and trusted adults with the information to hold an informed conversation about online safety with their children, should they feel
itis needed. This guide focuses on one of many areas which we believe trusted adults should be aware of. Please visit www.nationalonlinesafety.com for further guides, hints and tips for adults

What Parents & Carers Need to Know about

OFCOM'’S CHILDREN AND PARENTS:
MEDIA USE AND ATTITUDES REPORT 2023

Each year, Ofcom - Britain's regulatory body for communications -

roduces an overview of children and

parents’ media experiences across the previous year. The latest version has just been released, and we’ve
pulled out some of the report’s most thought-provoking findings which relate to online safety
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POPULAR PLATFORMS
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PLAYING GAMES ONLINE

Who's playing — and at which age?
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Snapchat: 46% 8

TALE OF THE TECH

Devices most often used to go online:
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Parents and carers most commonly worried about their child ... someone being nasty or hurtful
to them on apps or platforms.
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But 23% were unable to do so when tested.
\ National
65% K 65Y% » o2 Sine: i £38
) o o Sqfety
giving out personal having their data \ H#WakeUpWednesday children’s average
details to strangers collected by companies monthly spend on video games
J 0 y

Y @natonlinesafety

I3 /Nationalonlinesafety @nationalonlinesafety

Users of this guide do so at their own discretion. No liability is entered into. Current as of the date of release: 19.04.2023
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