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Will you make the most of technology, or be distracted by it?
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Personalise 

your 

resources 

and use 

GCSE Pod
https://members.gcsepod.com/login

Revision

https://members.gcsepod.com/login
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Online Safety
• Online safety is a key skill for pupils to learn and understand the importance of.

• Messages regularly shared and re-enforced in school, which you can talk to your 

children about.

• Be aware of your digital footprint

• Consider carefully what you share, both on Social Media and ‘private’ chats.

• Think before you post. Once it’s ‘out there’ it can’t be removed

• Be aware of hidden costs and advertising in apps, games and websites.

• Consider what you access online and remember to consider the reliability of 

information online.

• Ask for support and advice, and report any concerns to staff

• There are parental controls and tools you can use to filter and monitor your child’s 

time online.

• Parents and Carers | Safer Internet Centre

Safety

https://www.saferinternet.org.uk/advice-centre/parents-and-carers
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Gaming
• UK children from 10-16 spend on average 2-4 hours per day gaming (Children’s 

Commissioner, 2019)

• Gaming in and of itself is not a problem, it can be a social and fun experience.

• The problems occur when this leads to gambling or when it becomes a ‘gaming disorder’.

• E-Sports is a rapidly growing area of gaming and is becoming increasing sponsored by 

betting companies.

• ‘Loot boxes’ can be a significant issue which lead gamers towards gambling. Players can 

buy a loot box or buy a key to open one they have found. They won’t know what is in the 

box until they have paid for it. They essentially act as a form of gambling but are not 

legislated as gambling currently. They can appear in all sorts of games, including in 

mobile games, and influencers will release videos showing them opening hundreds of 

pounds worth of loot boxes.

Gaming and Gambling



P R I N C E T H O R P E

C O L L E G E  

Gaming and Gambling



P R I N C E T H O R P E

C O L L E G E  

Gaming and Gambling



P R I N C E T H O R P E

C O L L E G E  

Gambling
• 11% of 11-16 year olds have spent their own money on gambling in the last 7 days. 

(Gambling Commission, 2019).

• Gamblers are far more likely to engage in other potentially harmful activities, such as 

drug-taking, smoking and drinking, than non-gamblers.

• Gambling can evolve into problem gambling, which is where one gambles to a degree that 

disrupts or damages relationships, finances and health.

• 19% of problem gamblers considered suicide in the last year and problem gamblers are 

6x more likely to have suicidal thoughts. 

• There can be many seemingly harmless ways into gambling. This can include playing 

mobile games such as candy crush, seeing gambling promoted via social media or 

through following sport. Nine Premier League teams are sponsored by gambling 

companies and betting is increasingly seen as a normal part of supporting your team or 

following a sport.

• Evidence suggests that even simulated gambling, where no money is spent, can make 

children more likely to become problem gamblers in the future.

Gaming and Gambling
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Gambling

Gaming and Gambling Parent Hub - Parents.Ygam

https://parents.ygam.org/
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Key Resources and Links

• Adapt Revision Planner: https://getadapt.co.uk/

• GCSE Pod: https://members.gcsepod.com/login

• Safer Internet Centre – Parents and carers: 

https://www.saferinternet.org.uk/advice-centre/parents-and-carers

• YGAM Parents Hub: https://parents.ygam.org/

https://getadapt.co.uk/
https://members.gcsepod.com/login
https://www.saferinternet.org.uk/advice-centre/parents-and-carers
https://parents.ygam.org/

