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Messages, shares, comments, likes ... Defne never hesitated to share her thoughts on the Internet. She was not even aware 
tha t she had become a cyberbully. A strange inc ident tha t she experienced one day taught her tha t her posts on social 
media actua lly  hurt her the most and tha t the Internet should be used consciously. Moreover, this responsibility also had 
a name: d ig ita l foo tp rin t! Children think they can ac t freely when it comes to the Internet. However, the situation is the o p ­
posite. Sharing can both upset others and threaten the ir security in the same time. Defne's Digital Identity is an enjoyable 
guide tha t tells our children how to use the d ig ita l opportun ities offered by technology!
The Internet is like a tracking app; it knows where we are and records w hat we buy, w hat we like, w hat we research, where 
we spend time. It m anipulates w hat we see through d iffe rent apps. W hat we share on social media accounts, any news 
abou t us, every a rtic le  w ritten on the Internet is stored on the Internet and we come across with those things a t a time we 
don 't even expect. W hat we share on the in ternet brings risks fo r our security too. This book is designed fo r readers aged 
7-12 and the ir families. This storybook is abou t how a responsible ind iv idual should ac t on the in ternet and how to use 
the social m edia more efficiently.
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Klavye kendi kcndinc yazmaya bajlam ijn. Gozlennc
inanamiyordu. Yazilanlan okumaya ba$ladi.

• Merhaba Defne. ben en yakin dostun klavye I?ine kanjmak
istemem ama anile ba$kalan hakkinda olmayan jeylen
gercekmi$ gibi soylcmeyi ve herkesc bir lakap takmayi
buaksan iyi olacak

Resimleyen: Nur Dombayci
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Game Monster
As soon as Mert had the opportun ity, he was running to his com puter. While he was constantly trying to level up in his fa ­
vorite game with his m agic fingers, he was not rea lly aware of w hat he was missing. Partic ipating in foo tba ll tra in ing and 
having fun with team mates, having a weekend break, making new friends, fu lfillin g  the ir responsibilities by using their 
time effectively, and much more.
How abou t we rest these m agic fingers a bit? Digital games are considered as pa rt of the culture we live in today. The Game 
Monster shows the children how they can contro l the ir lives while answering the question of how to establish a healthy 
game ba lance w ith this enjoyable story.
Game add ic tion  is becom ing one of the main problem s of today. This storybook is designed to guide kids, educators, and 
parents abou t how children's lives are contro lled by technology and how they regain the charge of the ir lives. It is really 
hard to find a ba lance between our responsibilities and w hat we w ant to do in our da ily  lives. Game Monster; It aims to 
be a good resource fo r children's fam ilies and educators in establishing this ba lance, developing positive attitudes in the 
family. This storybook is abou t how a responsible ind iv idua l should approach com puter games and how to spend their 
time more efficiently. This book is designed fo r our readers aged 6-12 and the ir families.
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Merhaba ben Men. Bana butun arkada$lanm sihirii pamak der. Onlar da bi 
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estab lish-m ent of Istanbul Bilgi 
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D a ru^afaka High Schools Library 
and A dapazari Enka Schools Li­
b ra ry  and gave in fo rm a tion  lit­
eracy workshops. He con-ducted 
studies on the structuring of the 
s tudents ' IB (the In te rn a tio n a l 
B acca la u rea te ); MYP (M id d le  
Years Program) and PYP (Prim a­
ry Years Program) research skills 
tra in ing. He m ade in fo rm a tio n ­
al p resen ta tions a b o u t life tim e 
learning, academ ic honesty and 
in form ation literacy. He also pa r­
tic ipa ted  in the studies of s truc­
turing these subjects a t prim ary, 
secondary and high school edu­
cation levels.
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Curious Puti and the Scholar Panda

Puti, the adorable Panda, loved to wonder. One day his grandfather, the scholar Panda, took 
him to a p lace where he could find the answers to all his questions. This was a library... Puti, 
while studying the books in the children's section enthusias-tically, noticed a green moving 
thing in the corner of the lib ra ry  ... if you rem em be-red the previous story, we can continue 
reading this book.
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Sweety Puti had gone to a lib ra ry  fo r the first time with his grandfa ther, Scholar Panda. The lib ra ry  was a little  fa r from  Puti's house, but it was 
w ith in a walking dis-tance. On the ir way to the lib ra ry  they were walking through a forest of tall grene trees. Puti and his fam ily  loved the forest 
and spent alm ost a ll the ir time in this fo-rest. Their house was in the woods, and the ir friends were very impressed with the lib ra ry  tha t Puti was 
visiting. He cou ldn 't believe his eyes when he met the dinosaur in the library. There were also encyclopedias, d ictionaries, newspapers, tablets; 
a playroom  and a children's section.

Does Dinosaur Fit in the Book?Osman KOC



Mysterious Room in the Library

Puti loved to go to the lib ra ry  and research. One day, his grandfa ther, The Scholar Panda to ld him abou t the mysterious room 
which was in the lib ra ry  and promised tha t he w ill take Puti there. On the fo llow ing day, the lib ra rian  cam e to the fron t of the 
b lack door by going downs-tairs from  the back of his table. The door was black, huge, mystical and includ ing interes-ting 
symbols on it. It was opening to a room which includes special researches in it. Ozi was one of the perm anent researchers of 
this room. This young man loved to do research and to com bine the in fo rm ation  he found with the existing in form ation. Thus, 
the in fo rm a-tion  he had increased even more. Ozi and Puti met through this room tha t everyone was curious abou t and was 
im patien t to enter.
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