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Country
Turkiye

Title
I'm in Control (Kontrol Bende) - Digital Safety and Awareness
Programme

Organiser/Provider
Habitat Association, in collaboration with Meta

Target Group
Children (aged 8-12)
Teenagers (13+)
Parents
Teachers
Trainers in digital literacy
General community members

Theme/Focus Area

- Digital Safety and Data Protection
Social Media Account Security
Fact-Checking and Media Literacy
Digital Citizenship and Digital Rights
Parent-Child Digital Communication
Gamified Learning and Awareness Tools

Description of the practice

“Kontrol Bende" ('m in Control) is a nationwide digital safety
education programme implemented by Habitat Association in
partnership with Meta (Facebook). Actively running across all
81 provinces of Turkiye since 2017, the programme empowers
individuals—especially children, youth, and families—to
navigate the digital world safely and responsibly.

The programme consists of four tailored modules:

Introduces core concepts of digital
safety, privacy, and social media awareness through
the interactive educational game “Digital Adventure”.
Topics include personal data protection, respectful
communication, cyberbullying, and safe browsing.

Offers deeper insights into digital
reputation, privacy settings, secure social media usage,
cyber threats, and misinformation.

Builds awareness around children’s digital
lives, provides guidance for monitoring online activity,and
encourages healthy technology boundaries at home.

Equips educators with strategies to address
digital safetyin classrooms and to guide students through

responsible online behaviour.

The programmeis deliveredvia a blended learning model (face-
to-face and online) by a large network of trained volunteer
facilitators across Turkiye.
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Transferablhtyllnnovatlon
The modular, audience-specific design
makes the programme easily replicable by civil society
organisations, municipalities, and education bodies
across Europe. Game-based content and online
materials can be adapted into different languages and
cultural contexts.

Uses a gamified learning approach for younger
audiences (Digital Adventure Game).

Provides role-specific content tailored to children,
parents, and educators.

Blends online and in-person learning for broad
accessibility.

Stands as a national model of civil society-led
digital education supported by private sector
collaboration.

Website
https:/habitatdernegi.org/dijital-donusum/kontrol-
bende-2/

Justification for the selection

This initiative aligns strongly with the core goals of the
DIGIAWARE project. It enhances digital citizenship, combats
digital inequality, promotes safe digital habits, and actively
engages vulnerable and underserved groups—particularly
children and families—in developing the knowledge and
skills needed for a secure digital future. Its innovative use
of games, strong public-private partnership, and broad
national reach make it a standout example of good practice
in the field of digital awareness and inclusion.
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