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# 1 — ialad) iod) e
import pygame
# 2 — daalll ey
pygame.init()
width, height = 640, 480
screen=pygame.display.set_mode((width, height))
#3 — sl 5y5em (sea

player = pygame.image.load('resources/images/dude.png’)

#4 - aSpg agdall LS
while 1:
#5— Y nas e el
screen.fill(0)
#0 — gl jpalic ekl
screen.blit(player, (100,100))
#7 — Qyls ASall Joeis Jlawal agiiall Gunal
pygame.display.flip()
# 8 — Gl )l
for event in pygame.event.get():
# Wi Laalll e g Al
if event.type==pygame.QUIT:
pygame.quit()
exit(0)

Ga) 2alie dila) 1 S adadall
grass = pygame.image.load('resources/images/grass.png')
castle = pygame.image.load('resources/images/castle.png’)
for x in range(width/grass.get_width()+1):

for y in range(height/grass.get_height()+1):
screen.blit(grass,(x*100,y*100))
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screen.blit(castle,(0,30))

screen.blit(castle,(0,135))
(castle,(0,240))

screen.blit(castle,(0,345 ))

screen.blit

Silaaidl) elpai) A alidl)
keys = [False, False, False, False]
playerpos=[100,100]
if event.type == pygame. KEYDOWN:

if event.key==K w:
keys[0]=True

elif event.key==K_a:
keys[1]=True

elif event.key==K_s:
keys[2]=True

elif event.key==K d:
keys[3]=True

if event.type == pygame.KEYUP:

if event.key==pygame.K w:
keys[O]=False

elif event.key==pygame.K_a:
keys[1]=False

elif event.key==pygame.K s:
keys[2]=False

elif event.key==pygame.K d:
keys[3]=False
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Abstract

The gamification strategy uses game playing elements and employs them
pedagogically in accordance with the objectives of the teaching subject to
increase the motivation to learn and improve the level of enjoyment during the
learning process, which raises the level of understanding and awareness of
students. To build educational materials using the gamification strategy, we
need advanced computer capabilities in programming, design, and the ability to
reflect educational concepts for compatibility and in line with the educational
objectives of the subject. One of the most popular programming languages on
this subject is Python. The process of building a game within the concept of
gamification needs four basic stages: defining educational and educational goals,
selecting compatible game elements and cognitive concepts, attractive and
appropriate design according to the age group, and programming stages and
scenes according to the sequence of cognitive and educational goals. Many
studies about gamification have shown a clear impact on the effectiveness of
this strategy in raising students' cognitive understanding. The teaching of the
Holy Qur’an stories in Arab schools at the present time suffers from a
stagnation in the presentation of the educational material, and the process is
satisfied with telling stories in a traditional narration, and some of them use
video technology, which has become insufficient to increase the fun in learning
and teaching for students, so the student does not get an adequate understanding
of the meanings and missed the great concepts contained in the Qur’anic stories.
This research paper proposes a model for building and designing a game that
simulates one of the stories of the Noble Qur’an using the gamification strategy
and the mechanism of its proper educational use in the educational process of
the primary stage, including a clear and smooth detail of the four foundational
stages.
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