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Introduction
     Emerging technologies have the potential to greatly enhance the skills, attitudes, and social interactions of children and young people when utilised responsibly and safely, with appropriate adult supervision. Digital technologies are now integral to education, communication, health promotion, and daily social activities, necessitating that children and young people acquire the knowledge and confidence to engage with them critically rather than avoiding them entirely. According to Ofcom (a, 2025), 96% of children in the UK aged 3 to 17 accessed the internet in 2024, indicating that digital engagement has become a standard aspect of childhood and adolescence rather than an exceptional one. Thus, the key question is not whether children and young people should engage with emerging technologies, but rather how these technologies can be used in educationally significant, socially inclusive, and developmentally suitable ways.

Round 1: Opening Statement - Arguing that Emergent Technologies Have a Positive Effect on CYP Development

     An effective approach acknowledges that digital technologies can pose risks when they are overused, inadequately regulated, or commercially exploitative. However, these risks do not diminish the significant advantages of effectively designed and properly supervised digital interactions. UNICEF (2025) asserts that societies have a duty to ensure that children can enjoy the benefits of digital technology while being safeguarded from its dangers, particularly since digital skills are becoming increasingly associated with education, civic engagement, and future job opportunities. Therefore, children and young people should not just be protected from technology; they should be guided to become confident, critical, and responsible digital citizens.
     The development of essential skill sets is one of the most significant advantages of emerging technologies. Digital literacy has become a fundamental skill for education, employment, healthcare access, social engagement, and civic life. Young individuals must learn to search for information, evaluate the credibility of sources, recognise misinformation, safeguard personal data, communicate appropriately online, and use digital tools for problem-solving. The Organisation for Economic Co-operation and Development (OECD) (2025) emphasises that digital environments increasingly influence how children learn, access information, and prepare for future opportunities. Therefore, preventing children from meaningful interactions with technology won't protect them; instead, it risks leaving them unprepared for contemporary society.
     Emerging technologies also enhance problem-solving abilities and creativity as children transition from passive consumers to active creators. Activities like coding, robotics, artificial intelligence, digital storytelling, virtual simulations, and interactive learning platforms enable children to design, test, refine, and share their ideas. A systematic review by Su and Yang (2023) found that age-appropriate computational thinking activities in early childhood education foster communication, collaboration, and problem-solving skills. This is crucial because computational thinking extends beyond computer science; it encourages children to deconstruct complex problems, identify patterns, test solutions, and reflect on their mistakes. These are valuable skills that can aid in learning across various fields, including health, science, mathematics, literacy, and everyday decision-making.
     The educational benefits of technology are especially evident when it complements teaching instead of taking its place. Digital tools offer prompt feedback, tailored tasks, simulation-based experiences, and accessible materials for students with diverse learning needs. According to the Department for Education's Technology in Schools Survey, technology has the potential to reduce workload, enhance inclusivity, and help students acquire the digital skills needed for future opportunities and growth. This aligns with a pragmatic perspective on emerging technologies: they do not replace skilled teaching, but they can enhance the learning environment when integrated into a solid framework of pedagogy, safeguarding, and curriculum design (Government of the United Kingdom 2025).
Artificial intelligence serves as an illustrative example. AI can be misused if children rely on it for answers without understanding. Nonetheless, it can also enhance learning when students use it to formulate questions, compare explanations, gather feedback, identify shortcomings, and strengthen their reasoning skills. The Department for Education (2023) encourages educational institutions to develop guidelines on the acceptable use of generative AI and to consider how to support students, parents, and pupils in its proper application. This indicates that the professional approach should be one of guidance rather than outright rejection. Children and young individuals must understand how AI functions, its limitations, the potential for bias, and the importance of human judgment.
     Emergent technologies can foster a positive mindset by enhancing creativity, confidence, motivation, and a sense of agency. Mindset should not be limited to worries about distraction or attention span alone. A positive mindset encompasses traits such as curiosity, resilience, self-efficacy, and the belief that skills can develop through effort and constructive feedback. Digital tools can assist children in practising independently, revisiting challenging concepts, producing original work, and obtaining feedback in ways that may seem less daunting than traditional classroom techniques. This is particularly advantageous for children who lack confidence, have unique learning needs, or require more adaptable learning methods.
    Digital technologies also offer significant access to mental health and well-being support. The National Institute for Health and Care Excellence (2023) advises using guided self-help digital cognitive behavioural therapy tools for children and young people experiencing mild to moderate anxiety or low mood, provided healthcare professionals supervise them. This is an important advantage because young people may encounter long wait times for services, stigma associated with seeking assistance, or logistical challenges in attending appointments. While digital tools cannot substitute for specialised mental health care when there is a significant risk, they can deliver earlier, more flexible, and more accessible support for certain children.
     Knowledge about digital mental health interventions is growing and shows promise. (Lehtimaki et al., 2020) examined digital mental health initiatives aimed at adolescents and young adults aged 10-24, discovering that digital methods, especially when endorsed by professionals or trusted figures, can aid in the treatment and support of prevalent mental health issues. This is significant in health and social care because providing support early can prevent worsening conditions, enhance access to resources, and offer young individuals discreet and flexible ways to seek help. Thus, the responsible use of technology has the potential to foster emotional well-being rather than detract from it.

     Emerging technologies can also facilitate social interaction and inclusion. Social development transcends face-to-face communication; it encompasses belonging, identity formation, peer support, collaboration, and the ability to connect across differences. Digital platforms can assist children in keeping friendships, engaging in group learning, communicating with family, joining interest-based communities, and obtaining support when in-person participation is not feasible. This is especially crucial for young people who deal with illness, disability, caregiving duties, rural isolation, anxiety, bullying, or social alienation.
The social advantages are particularly crucial for children and young individuals with special educational requirements and disabilities. Assistive technologies, such as speech-to-text programs, screen readers, communication apps, tablets, adaptive tools, and augmented reality resources, can enhance participation, autonomy, and communication. Mukhtarkyzy et al. (2025) discovered that assistive technologies can address the educational, social, and communication needs of students with disabilities. Similarly, the Royal Society (2025) contends that digital assistive technologies can foster independence and eliminate obstacles when they are designed with inclusivity in mind. This indicates that, for certain children, technology is not an obstacle to social engagement; rather, it is the tool that enables interaction.

     Inclusive digital access is closely tied to equality. Lack of digital access can exacerbate existing inequalities, as children without devices, internet connectivity, or digital skills may struggle to complete homework, use educational platforms, access online services, or acquire skills essential for future education and employment. Research on the Minimum Digital Living Standard indicates that 3.7 million households with children in the UK do not meet the basic digital standard, representing 40% of such households. This data highlights why merely criticising children's usage of technology is insufficient. The more pressing goal is to guarantee that every child has secure access, digital competencies, nurturing adults, and safeguards against detrimental design.
     Emerging technologies can also enhance physical health and well-being when integrated into structured interventions. While there are concerns about excessive sedentary screen time, digital tools can promote physical activity, monitor activity, enhance health education, and inspire behaviour change. Sequí-Domínguez et al. (2024) indicated that eHealth interventions aimed at increasing physical activity among children and adolescents were practical, well-received, and potentially effective. Similarly, Wang et al. (2024) found that mHealth app-based initiatives may improve physical activity, sedentary behaviour, body mass index, agility, and muscle strength among young people. This evidence counters the oversimplified notion that technology solely contributes to children's inactivity. The impact is contingent upon the purpose, design, and context of its use.

Round 2: Opposition Rebuttal - Refuting Concerns About Harm

    Ensuring safety is crucial. Children and young individuals should not be expected to navigate commercial digital spaces on their own. Online dangers include harmful content, misinformation, cyberbullying, exploitation, privacy breaches, and persuasive design techniques. Nonetheless, these threats strengthen the case for regulation, digital literacy education, and adult supervision rather than eliminating beneficial technologies. The United Kingdom's Safety Act mandates that tech companies and online platforms safeguard children, enforce age restrictions, and minimise exposure to harmful content (GOV, 2025). Ofcom (2025) has also developed over 40 actionable measures for tech companies under the Online Safety Act, including protections for children across social media, search engines, and gaming services.
    Educational institutions play a crucial role in ensuring that the use of technology is both safe and intentional. According to Ofcom (b, 2025), 92% of children aged 8 to 17 reported attending at least one school lesson focused on online safety and its associated risks, though only 45% found these lessons very effective. This indicates that while online safety education is available, there is a need to enhance its quality and relevance. Children require hands-on education regarding misinformation, privacy, sharing images, algorithms, AI-generated material, cyberbullying, digital footprints, and where to find help. This approach is more beneficial than merely assuming that children will remain safe if technology is limited.
    Effective policy also differentiates between harmful and beneficial uses. The Department for Education's (2026) guidance on mobile phones promotes phone-free environments in schools throughout the day, encompassing lessons, breaks, and lunchtimes. This approach does not contradict the broader educational advantages of technology. It highlights the importance of context. A student using a smartphone for unsupervised social media during class is markedly different from a teacher-led simulation, a digital accessibility resource, a guided mental health support session, or an AI-assisted feedback activity. Thoughtful regulation safeguards children from distractions and risks while maintaining the advantages of intentional digital learning.

Round 3: Cross-Examination - Key Evidence Points to Use
Question 1:
If children and young people are already growing up in a digital world, should the priority be to remove technology or to teach them how to use it safely, critically and responsibly?

Question 2:
If emergent technologies can support digital literacy, creativity, mental health support, and inclusion for children with additional needs, why are they viewed only as harmful rather than as tools that need responsible guidance?

Round 4: Closing Statement - Arguing Against the Motion

    In general, emerging technologies can enhance the abilities, perspectives, and social connections of children and young people when used in a safe, critical, and inclusive manner. They have the potential to bolster digital literacy, foster creativity, improve problem-solving skills, enhance communication, provide access to mental health resources, promote physical health, and encourage participation among children with additional needs. The most effective strategy isn't about unregulated usage or outright rejection. Instead, it involves responsible integration that is supported by adults, educational institutions, health experts, regulators, and tech companies.
    The focus should be on creating safer designs, enhancing digital education, ensuring inclusive access, and promoting evidence-based practices. As children and young people navigate a digital environment, they must acquire the skills necessary to engage with it safely and confidently. Well-regulated emerging technologies can enhance learning experiences, increase accessibility, support mental health, and bolster social engagement. The goal shouldn't be to eliminate technology from childhood but instead to create a digital experience that is safer, more equitable, and developmentally beneficial.
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