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https://www.unicef.org/child-rights-convention
https://www.unicef.org/child-rights-convention
https://www.unicef.org/documents/childrens-rights-and-business-principles
https://www.lego.com/en-gb/sustainability/children/unicef-partnership
https://www.lego.com/en-gb/sustainability/children/unicef-partnership
https://www.oecd-ilibrary.org/docserver/9b8f222e-en.pdf?expires=1682353987&id=id&accname=guest&checksum=58850C763A4292695ADD22F6CED8E931

At The LEGO Group, we know there are both commercial and ethical imperatives to
ing responsible digital experiences for children and firmly believe that fun
~ (and doesn't have to) come at a cost to child safety. Our LEGO® Life app, a
social-themed : at inspires children to build and share their creations=gmbeds
safety in aII aspects of product design whilst still .To
content is pre-moderated before it goes Iive and users are
ppropriate language.,with.s ;
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believe the 3¢ Gles=ifrarve well-established prlnmple of digital safety for
children 2od.encouraqe. _ta proactively
protect children online.
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respect the rlghts including freedom of association, privacy,
particination..and play. Respect for chlldren s rlghts in onlme environments is a

fundamental i interests of children in
mind.
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In an age where many childran bave uhiauitaus accass ta.the ﬁﬁ%ﬁﬁ@&w@{}@%&ﬁwmmf -
the internet, can . Jitisnot .
enough to ensure that services are safe, enabling and empowering - governments and
providers should also design online experiences that s =akn a child!swell: -

The concept of well-being aesuts St 39 , gith.the overall health
person, with the World Health Organlsatlon defining health as not.inst.of jhe-u
disease but also a 'state of complete. ghvsical. mental and social well-being'.? it { w=
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being has  widely been accepted as a key component of rurestin jexpeh ehices re
'best interest of the child' and is increasingly recognised as an important factocin .
creating online esdyrnmantefor kids. * These conclusions are findina arowina

support W|th|n lnternatlonal fora like the UN, OECD, Council of Europe which highlight
, loaies can imnrave akijiivhealth and well-being, including by
contrlbutmg to the soual development of children and helping marginalised kids
AR RSk AT ORIk a2+ We believe the now established
expectation to prioritise child well-being online obliges states and firms to imbed the
concept into child-fagina diaital services » ‘mp:ement ‘nciLsive poiicies. fanc

To help jnd joined forces with UNKCEL in OMO0. 220
form the Ezsnio: ) i=ni(RITEC) project. This data
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build digital worlds that not only mitigate harm but also empower children, =us=e
inetrs dritdanser T eaeomeazzzsde diversity and inclusion
regulatlong fostar eaﬂel-coanect.ep apd;help them :z-actualize. The emerging findings
I - thot digitpl.. which place children at centre of their design can
positively influence well-being - are supported by a growing body of work that

emphasises the.mportance efresoonsible free plav in digital warlds (see ijgs2!i~ ol b
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2 See World Health Qraanisatjon Definition.

® General Comment 14 of the UNCRC gsanallastha.linitad Notinos Hiah Commissionar for Rafunseshavs closabe.
associated the core concept of ‘best interests of the child’ with a child's ~*~~-="~~~"-being, statina 'the term "best _
‘erests: " Grbagp oesaonads tewei _hoeing of a child.....determined by a variety of individual circumstances such as....the

child's environment and experiences’
4

improve their health and well-being’ a
nlav.hich.is.essential fartheirwell-being and development'-~~= -t-=2man S - - o mfo -

m~--=---*to the OECD
and the _ = : .




publications by Lllf's Dinital Eutures.Commission: for
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As UNICEF has noted, 'digital play experiences help children de-stress, problem solve,
Bujld.cocfidanen resiliassn ardin cersa efkaoloening .provided that. we nraperly.
balance its opportunities against risk of harm'. Achievina this balance.is critical.

Infeaier govanantframeworks that require “Sidaror e Hotsn: al Lsernaces (o' gar

risks to children (as important as it is to mitigate) may create an entirely new _category.,
of harm - sterile.digital exneriances that do not ephance chi
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stunt their development and growth.

The LEGO Group isirendy recommends that the GDC, as a blueprint for an inclusive
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re, explicitly recognises the imnortance.of. a.the

growth and development of ghjldren.in.nlins.envirenments.and highlights the need
for agvernments and industry to yesasd iEsr

i i ewinbeing of children through the
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The GDC presents a singular opportunity to ensure children are not forgotten in qur.
alloies! fusmnen)Macbaliodathat reflactina the needs of digital safety, ~&#'~ -i~b+- ~=ti--
his.blueprint is an investment in
children and families across the world. Thank you for the opportunity to comment and

share.oir pxperiences ..




