Proje Tanitimi: Kidtopia

Kidtopia Projesi, 6grencilerin savas sonrasi yeniden inga edilmesi gereken bir llkeyi hayal ederek
bu Ulkeyi sifirdan tasarlamalarini amaglayan, disiplinler arasi ve yaratici bir egitim projesidir. Proje,
6grencilere demokrasi, liderlik, toplumsal degerler, empati ve dijital beceriler gibi 21. yizyil
yetkinliklerini kazandirmay! hedefler. Ogrenciler, hayali bir tGlke kurarak bayrak, mars, para birimi,
anayasa, yonetim sistemi ve ulusal gunler gibi temel yapi taglarini tasarlarken ayni zamanda
guvenli internet kullanimi ve medya okuryazarligi gibi gtincel konulara ydnelik bilinglendirme
caligmalar yaparlar.

Projenin Amaci

Kidtopia projesinin temel amaci, dgrencilerin yaratici diisinme, problem ¢ézme ve ekip ¢alismasi
becerilerini gelistirerek, demokratik bir toplumun temel dinamiklerini anlamalarini saglamaktir.
Ayrica, projenin icinde yer alan dijital araclarnn kullanimi, dgrencilerin teknolojiyle etkilesimlerini
olumlu ydnde sekillendirmeyi amaglar.

Projenin Hedefleri .

1. Demokrasi Bilinci:*Ogrencilere demokratik degerleri 6gretmek ve bu degerleri glnlik hayata
nasil entegre edeceklerini gostermek.

2. Yaratici DuglUnce ve Problem Gézme: Ogrencilerin yenilikgi fikirler Gretmesini ve bunlari somut
projelere donlUstirmesini saglamak.

3. Empati ve Sosyal Sorumluluk: Ogrencilerin farkll bakis agilarini anlamalarini ve toplumsal
sorunlara duyarli bireyler olmalarini tegvik etmek.

4. *Dijital ve Medya Okuryazarligi:* Gavenli internet kullanimi ve medya okuryazarligi konusunda
farkindalik yaratmak. .

5. *Kulturel Degerler ve I Birligi:* Ogrencilere kultirel degerlerin &nemini 6gretmek ve ig birligi
becerilerini gelistirmek.

Projenin Beklenen Sonuglari .

1. Demokrasi Bilinci ve Degerler Egitimi:* Ogrenciler, demokratik karar alma sureglerini
deneyimleyerek demokrasi ve etik degerler konusunda daha bilingli hale gelir.

2. Yaratici ve Yenilik¢i Bireyler: Projede tasarlanan Urlnler (bayrak, para birimi, anayasa vb.)
sayesinde 6grenciler yaratici distincelerini somut projelere donugtar(r.

3. Empati ve lletisim Gelisimi: Farkl roller Gstlenerek empati yapma ve etkili iletisim kurma
becerileri gelisir.

4. Dijital Yetkinlikler: Dijital araclar ve medya icerikleri hazirlayarak teknolojiyi bilingli ve etkin
sekilde kullanmayi égrenirler.

5. Toplumsal ve Kuresel Farkindalik: Dinya barisi ve givenli internet kullanimi gibi evrensel
konular tzerine duslunerek toplumsal farkindalik kazanirlar.

Projenin Sonu¢ Degerlendirmesi

Proje sonunda 6grenciler, demokratik bir toplumun temel dinamiklerini anlamig, ekip ¢alismasi
icinde yaratici UrUnler ortaya koymus ve toplumsal sorunlara duyarli bireyler olarak kendilerini
gelistirmis olacaklardir. Ayrica, medya okuryazarligi ve givenli internet kullanimi konularinda da
bilingleneceklerdir.



Kidtopia Project: Designing a Post-War Country from Scratch

The Kidtopia Project is an interdisciplinary and creative educational initiative aimed at
encouraging students to imagine and design a country that needs to be rebuilt after a war. The
project seeks to equip students with 21st-century skills such as democracy, leadership, societal
values, empathy, and digital competencies. While establishing an imaginary country and designing
its flag, anthem, currency, constitution, governance system, and national days, students also engage
in activities to raise awareness about contemporary topics such as safe internet usage and media
literacy.

Project Purpose

The main purpose of the Kidtopia Project is to enhance students' creative thinking, problem-solving,
and teamwork skills while fostering an understanding of the fundamental dynamics of a democratic
society. Additionally, the use of digital tools within the project aims to positively shape students'
interactions with technology.

Project Objectives

1. Democracy Awareness: To teach students democratic values and demonstrate how to
integrate these values into daily life.

2. Creative Thinking and Problem-Solving: To encourage students to generate innovative
ideas and turn them into tangible projects.

3. Empathy and Social Responsibility: To foster an understanding of different perspectives
and encourage students to become socially conscious individuals.

4. Digital and Media Literacy: To raise awareness about safe internet usage and media
literacy.

S.  Cultural Values and Collaboration: To emphasize the importance of cultural values and
develop students' teamwork skills.

Expected Outcomes of the Project

1. Democracy Awareness and Values Education: Students will gain a deeper understanding
of democracy and ethical values by experiencing democratic decision-making processes.

2. Creative and Innovative Individuals: Through designing elements like flags, currencies,
and constitutions, students will turn their creative ideas into concrete outcomes.

3. Empathy and Communication Development: By taking on various roles, students will
enhance their ability to empathize and communicate effectively.

4. Digital Competencies: Students will learn to use technology consciously and effectively by
preparing digital tools and media content.

S. Social and Global Awareness: Students will reflect on universal topics such as world peace
and safe internet usage, gaining social awareness.

Project Evaluation

By the end of the project, students will have developed an understanding of the foundational
dynamics of a democratic society, created innovative products through teamwork, and become
socially aware individuals. Additionally, they will have improved their media literacy and gained
awareness of safe internet practices.



