INTRODUCTION
Good morning. My name is Anna Klepczarek, and I oppose the motion that emergent technologies are more detrimental than beneficial to the skillset, mindset, and social interactions of children and young people. Popular debate often treats technology as a threat to childhood, but key developmental theories suggest otherwise. Vygotsky’s sociocultural theory views tools as essential for learning with others, and today those tools include digital platforms that support collaboration, communication, and guided problem-solving (Syah, Sukmana and Yumitro, 2026).
Similarly, Piaget’s constructivist ideas remind us that children learn best through active exploration, something interactive apps, games, and simulations can support (Singh et al., 2024). Alongside this, research on 21st-century skills shows that emergent technologies can strengthen digital literacy, creativity, critical thinking, and global connectivity—skills that young people need to succeed in modern society. Therefore, when used with appropriate guidance, emergent technologies are not primarily harmful; they are powerful resources that can enhance children’s development (Avdiu, Bekteshi and Gollopeni, 2025).

ROUND 1: OPENING ARGUMENTS 
Emergent technologies play an increasingly important role in supporting the development of children and young people. When used responsibly, they enhance key skills, support wellbeing, and strengthen social connections.
Firstly, the claim that technology reduces problem-solving skills ignores how many digital platforms are specifically designed to build these abilities. Coding programs, educational games, and interactive learning tools require critical thinking, creativity, and sustained problem-solving rather than passive consumption (Alotaibi, 2024).
In Wales, this is recognised at a policy level. The Digital Competence Framework within the Curriculum for Wales identifies digital competence as a key cross-curricular skill alongside literacy and numeracy. It also links digital skills with computational thinking and problem-solving, demonstrating how technology is intentionally integrated into education to help young people develop practical skills for everyday life, future employment, and active participation in society (Crick, 2022a).
Secondly, concerns about mental health and screen “addiction” should not lead to the conclusion that technology itself is harmful. Research suggests that these challenges can be addressed through balanced use, education, and guidance rather than outright restrictions (Pan et al., 2022). Schools and parents increasingly support digital resilience by teaching young people how to manage screen time, set boundaries online, and maintain emotional wellbeing.
Policy initiatives also reflect this approach. The Digital Competence Framework in Wales promotes responsible and informed technology use (Crick, 2022b), while the United Kingdom’s Online Safety Act 2023 aims to improve platform accountability and protect young users online (Gerbrandt, 2023). These initiatives demonstrate that the focus is not on eliminating technology but on helping young people use it safely and responsibly. In contrast, some countries have introduced stricter restrictions, such as France’s proposal to ban social media for under-15s (Agence France-Presse, 2026), which highlights ongoing global debates about how best to manage digital risks.
Thirdly, claims that technology harms social interaction overlook how digital platforms can promote inclusion and connection. For many children and young people, particularly those with disabilities or those who may experience stigma related to gender identity, online communities provide valuable opportunities to connect with others, share experiences, and build supportive relationships. These spaces can offer friendship, peer support, and a sense of belonging that may not always be accessible in offline environments (Slothouber et al., 2026).
This also reflects Vygotsky’s sociocultural theory, which emphasises that learning and development occur through social interaction. Digital technologies can extend opportunities for collaboration and communication, allowing young people to learn from peers across different cultures and locations (Rahman, 2024).
Finally, the benefits of emergent technologies were clearly demonstrated during the COVID-19 pandemic. When schools around the world were forced to close, digital learning platforms allowed millions of students to continue their education remotely. Without these technologies, access to education would have been significantly disrupted (Christopoulos and Sprangers, 2021).

Round 2: Rebuttals DEBATE

First, let us address the claim of screen addiction. The problem here is not technology itself, but how it is used. Many things can become harmful when used excessively, but we do not remove them completely. Instead, we teach responsible use. Digital literacy programs, parental boundaries, and school-led online safety training equip children with self-regulation skills to manage screen time responsibly, turning potential risks into healthy digital habits (Rakisheva, and Witt, 2023) UK’s Online Safety Act 2023 and Wales Digital Competence Framework mandate this exact approach, embedding media literacy and wellbeing as core curriculum skills preparing young people not to fear technology, but to master it for life in a digital world (Nash, and Felton, 2024). 

Skill Development
Educational apps, Virtual Reality (VR) is a computer-generated simulation that creates a fully immersive, 3D digital environment, replacing the user's physical surroundings. Simulations and coding platforms like Scratch enhance problem-solving, creativity, and computational thinking. Studies show game-based learning improves executive function and critical thinking in children, with effect sizes comparable to traditional instruction. Seymour Papert's constructionism frames computers as "objects to think with," where kids actively build knowledge through digital creation (Pavlopoulou, Usher and Pearson, 2022).
Mental Health Benefits
AI chatbots and VR therapy reduce anxiety and depression symptoms, research confirms VR boosts imagination and social skills in neurodiverse children.​ Apps for mindfulness and Cognitive Behavioural Therapy self-help boost emotion regulation and wellbeing, especially when guided, addressing access gaps in underserved areas (Torouset al., 2025).
Global Social Connections
Online platforms create support networks for isolated youth, including disabled children and gender-diverse adolescents. Moderated communities foster resilience and reduce loneliness via peer solidarity. Technology unlocks creativity and global teamwork that classrooms alone can't match. Digital art tools, collaborative platforms like Minecraft Education, and VR worlds let children co-create projects with peers worldwide, blending diverse ideas into innovative solutions (Slattery et al., 2023).
When used with proper education, support, and moderation, emergent technologies can enhance learning, provide mental health support, and create meaningful social connections. Therefore, the issue is not whether technology exists, but how we equip young people to use it wisely. For these reasons, I strongly reject the motion.

Round 3: Cross-Examination:
Question 1
If emergent technologies are mostly harmful, how do you explain the millions of students who successfully continued their education through digital learning during school closures?
Question 2
If technology reduces social interaction, why do many young people report forming supportive communities and friendships through online platforms?


Round 4: Closing Statements 
In conclusion, emergent technologies offer profound benefits to children and young people's development. They build essential skills like digital literacy and problem-solving, unleash creativity through collaborative platforms, and forge meaningful global social connections that transcend physical barriers (Haddock et al., 2022). Challenges like screen time are real but manageable through education, parental guidance, and frameworks like Wales Digital Competence Framework, turning risks into responsible habits, just as we teach balanced nutrition or exercise (Gerbrandt, 2023b). Rather than fearing technology as a threat, recognise it as a vital tool preparing youth for modern life. When guided properly, it enhances learning, well-being, and social growth. Emergent technologies are clearly more beneficial than detrimental.
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